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/ What, no disk?
Ask the newsagent! §
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~ ALSO REVIEWED! Indy W Admnturn, Alien3,
K.G B. I(msty's Funhnm and many more!

TIF'PE[III Assassin, ng Eummander Legend
uf Kyrandia, Putty, Dizzy and more!

- PLUS! Win Indy Jones and No Second Prize
~stuff! The Magpificent Seven Hf:tumJ




THE SUPER STARS RETURN

“Trademark of TitanSports, Inc. **Hulk Hogan , Hulkomania  and Hulkster

are irademarks of Marvel Emeralnment Group, Inc,, licensed exclusively to

TitanSports, Inc., All ofher distinctive character nomes, likenesses, titles and
os are trodemarks of Tilansports, Inc.

£ 1992 All rights resarved.
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NOW FIGHT
LIKE YOU
MEAN IT

Once again, the WWF* Superstars*unite
for the Grand European Rampage* Tour.
Join your favourites

Hulk Hogan,** Ultimate Warrior®

and many more as they travel across
Europe fo square off in the ring against
tag teams like the Natural Disasters*
and the Nasty Boys*

Waich them in the squared circle.
Follow them to the Grand Finale

Matich at Madison Square Garden in
New York City.
Test your strength and skill.

Work with your team-mate to

achieve the ultimate goal - the

- EUFOPEan
ARZACIO DE DEPORTE, |
: ' Rampage™

: a ‘i Tﬂg Team

o whd A 22 L0 Sa'n, ad D
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ATARI ST . AMIGA
IBM PC & COMPATIBLES h A
COMMODORE 64 4
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12 NEWS

The World's gone A1200 bonkers!
DID announce that its forthcoming
sequels to Epic and Retaliator will
lead on Commodore's wonder
machine, as will Team 17's sequel
to Project-X. And just look at the
new, improved Zool on it...

19 LETTERS

Yes! Every letter of the alphabet
appears in this month's ramblings -
some of them more than once!

22 THE DIRTY (HALF)

Never ones to let an
idea go before
we've re-used it
fifteen times,
we reassemble
the cream of
M. British gam-
% ing for a bit
aiu"-i of a natter.

STREET
FIGHTER 2...69

You've waited and waited and
waited but now, at last, 'It' is
here. And - heavens! - it's actual-
ly really good! Find out precisely
how great it is on page 69!

Win Indy's hat and jacket!

32 FANTASTIC
VOYAGES

Psygnosis unveil the first fruits of
over two years of experimenting
with CD-ROM software.

36 WORK IN
PROGRESS

Psygnosis' innovative beat-'em-up
SuperHero and Virgin's strategy-

based Dune 2 get the in-depth pre-
view treatment.

f’rﬂs. 124-

nts Com-

ff.

PSYCHO SANTA
ON THE DISKS!

Yes, it's true - a complete game
written specially for The One's
readers by Bullfrog, creators of Pop-
ulous and Powermonger! Can you, as
Santa, save Christmas from the evil
g Frosties? PLUS! Huge Gunship 2000

| and Doctor Who playable demos, and
see Archer Maclean's Pool in action!
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GAMES FEATURED IN THIS ISSUE

 AUENBREED'®2 89
- ARABIANNIGKTS 123
TIPS 100
- BATFLYING FORTRESS 122
 BIGNOSE THE CAVEMAN -/ | 90
- COMBATARPATROL 123
REVIEW 14
SRR
THE RETURN OF THE MAGNIFICENT ——
SEVEN...well, almost.....ccccevnceneec 22
Take six of Britain's top programmers and arrange them around a TIPS 109
table filled with food. Pour wine to taste. Now add two desert m 32
spoons of Haagen Daas icecream. Turn on the tape recorder and
leave the mixture for two hours until it boils over... m 38
42 THAT WAS THE 122 PREVIEWS | FATALSTROKES 124
YEAR THAT WAS... Combat Air Patrol, B-17 Flying
In our awesome end-ﬂf.year fea- Fortress and Darkseed are jUSt m 91
mightiest figures reflect on the The One's crystal ball this month.
their hopes for the machine in '93. 126 RECOMMENDED
ts of ware oscars, and takes a sneaky Itsl:mt Ogﬁ" e ':ckd':'" . ga{;rle '5h
Hin k at the very best of what's to €2y Worth your hard-earned casn.
° ::fne in 1993 d To find out what we rate as the REVIEW 86
finest releases of the last twelve 12
months and why we rate them, | MUEEDSIUTDIGHAMPIONSIN 1< I
89 CHEAPOS you need look no further.
Six, yes SIX pages of cut-price TIPS 104
n-up action this issue as we round up
gy- the months budget releases. PSYGGY'S SMMDROCEN: R T R w2
FANTASTIC [T s
TIPS 108
115 PD ZONE
e el VOYAGES....32 ==y
please?" Down-and-out David Psygnosis reveals two of its
¥ through the bins of PD-land in Microcosm and Dracula, its
- search of some free games. first-ever film licence. Prepare m 36
e to be well and truly amazed...
| 118 THE DIARY OF A - TEARAWAY THOMAS &
I CAmA  TVSPORTSBOXING 62
, as Potentially the biggest shoot 'em-
)0 Uridium 2 is now in its sixth month
f development. How's it comin
along? Pop along to page 102, and REVIEW 64
Andrew will tell all! TIPS 102
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WHEELS OF FIRE  PREMIERE CRAZY CARS 3  TITUS THE FOX
7.99 11.99 9.99 9.49

F1 GRAND PRIX GUEST & GLORY
14,99 13.99

JAGUAR XJ220 GRAHAM TAYLOR'S
10.49 10.99 13.99 12.99

1SHAK

LR R

ey
F18 STEALTH

14.99

THUNDERHAWE BATTLE OF BRITAIN

12.99

LEMMINGS  BLUES BROTHERS
12.49 8.99

XENON 2  PINBALL DREAMS
6.99 12,99

BATTLE ISLE

13.99 12.99

0 COMSTRUCTION KIT
30 CONSTRUCTION KIT 2
A-TRAN (1 MEGG)

A0 ABR-BUS

ADOAMS FAMIL'f |1 ME!'.'I.|
ADd ERGLISH [11-12) .
ADi EWGLISH (13-13)
A0 ERGLISH [13-14)
A FRERCH [11+12) .........
AN FRERCH (1293} .........
AD{ FRENCH (13-4} .
B4 MATHE [11-13]
B4 MATHE [12-131
ADH MATHE [13-14)
ADNANTAGE 'I"Ehlhll"i |Nl!'!-12'-
REONY .. DODDLEBLUG
AR BLICKS DUNE

AR SEA SUPREMACY DUNGECH MASTER & CHADS |1 MEQ] ..
(GLINSHIP, SILENT SERVICE, P4T, WINGS DYHA BLASTERS JACK NICKLAUS GOLF .
-,’;Jml-llh R COMMAND) (RO ..., e 188 ELITE (W03 ... Al JAGUAR KJE30 {1 MEG]) .
ALBEW BREED (SPECIAL EI'.'H'I'IOHJ i HEB| B8 ELVIRA2- M“‘BE‘CERBEHLI!-H NEG) IM:I12:| .98 JAMES POND {HO1Z)

GHOSTAUSTERS 2, INDLAMA JONES ACTION,
BATMAN THE MOVIE) VS iNPI
HOME ACCOUNTS 2

HOME M.Mmmzl -

HOOR
uumn:qm1n
IHDHN.I JI:INE ADVENTURE .

CODL WIORLID (1 MED)

CRUISE FOR A COR
CURSE OF ERNCHANTIA INl}FZI
CYTROM (NOVZ} ... .
D-GEMERATRON . ..
DA GUEEN OF KRYMN [1 ME FESH
DELUNE PAINT 3 {WITH ANIBATION)
DELUNE PAINT 4 {1 MEG)

(HAM MODE & ANMATION) .
[HEHEY AMIMATION STUDHD

RODOY'S

INCHAMA JONES 2 ADV

[FATE OF ATLANTIE]) (NO1Z) ... H B'I
INC'Y HEAT !ﬁlﬂél

INTERCE NEEADELm-l "él,m:ﬂ?.l .U.ﬂ
INTERNATION AUGEY CHALLENGE ( %
INTERNATIOMAL SPORTS EMI.I.LEHH L) Iir li."l‘
|EHAR - LEGEND OF THE FORTRESS A

AMNIOS L B88  EPIC [1 MED) ..18.88 JAMES POND 2 - AOBOCOD .
AMOS {OAMES CREATOR) ... ba@e EBCAPE FROM THE PLANET OF THE ROBOT JET SET WILLY rﬂu
AMOS 30 (REQUIRES AMOS) . 2188 MONSTERS (NO1Z) . B9 JINSY WHITES SHOOKER

AMOS CONPILER (REGUIRES Am'- 1999 EXNPERT DRAW JINKTER

BMOS EASY [FIRST ETEFS TO F'WDGHEHINE,: ZZ P8 [PROFESSIONAL VECTOR DAAWING PROGRAM) 109 JOHN BADDEN'S (LS.}

AMOS PROFESEIONAL EYE OF THE DEHOLDER &m MEG) ..o - 1900 KOB(NOLE) -

CHOREE COMPLEX VERSION OF A0SE) woas EVE OF THE BERCLDER et .3 23 KICK OFF & EJI.'I'R.A 'I'HE I:HEK -:N'EIP'] .
ANOTHER WiALD £ o 1B FIS STRIKE EAGLE 2 (1 MEGD)........ 11.88 KICK OFF 2 {1 MEG) [NO12)

ABIDYA s 100 FI8 FALCON [(NORZ) ... Al KICK OFF 2 FIMAL WHISTLE HlJ'IiI'_I
AGUATIC QAMES ... FRT—— T TR 488 KICK OFF 2 GLANTS OF EUROPE (NO1 I'
ARABIAN WOEHTS (MO 2} 1589 FABLES & FIENDS-LEGEND OF KYRANDIA |h‘D1E| .88 KICK OFF 7 RETURN TQ IUHWI Ry

..1748 FAMTASTIC WOALDS KICK QFF § WIKNING TACTICS (NO13)

ARCHER MACLEAN'S POOL l'NI:I1!'I s
—_— ..588 [REALMS, FIRATES, MEGA LT MAMIA KICK OFF 3 (013

BAEKANDID 2

- ¥ MEG OR 4 MEG RAM)

h"%._"___"-h' 80.99

AMD ACCESSORIES, PLUS CABLING FOR EASIER
CONNECTION OF JOYSTRCKS AND MOUSE)

ATTACHMENT TO MONITOR, 12.99

1889

| MAINS ADAPTOR FOR SCREEMBEAT

SPEAKERS 1.68 TECHO SOUND TURBO

MEGAKIK MASTER SOUND SAMPLER
FOR AMIGA (1 MEG)
34.59

BANUAL)
789

| N SRy L B
MICROPROSE GOLF  SPACE CRUSADE RAILROAD TYCOON CHAMP MGFI JIMMY WHITE

H.i.HLEﬂI.IIN FIITS-T $.ll-ll ln MEGALD U'I'DFM F15 5TR EAGLE 2

COMBAT CLASSICS (F15 STRIXE EAGLE 2, 888 HITCH HIKERS GUIDE (NO1E) MR MM OFFICE (WORD PROCESS0R, SPREADSHEET,
ATTACK SUB, TEAM YAMKEE) (1 MEQ) [NO12)..19.48 HOLLYWOOD COLLECTION IIHCIHD'SDF DATABASE AND DISK UTILITIES) B
A8

0.

T .
B8 HWEW ZEALAND STORY .
B85 MNICKY BOOM s1ims .0
T899 HIGEL MANSELL' IMLU EHW.‘ - THAR
B.59 5 PLATTIME

.B.

ATIOMAL
FROGRAM FOR CHII.BFIH AGED 3+ (1 MEQ] .. H"ll
IHBIAKA JOKES § ACTION [FATE N.luTUHmu}lm!ll'l'.ﬂ HUCLEAR
ENTURE

POA
PMMBALL DREAMS (1 MEG) ...
PINBALL FANTABIES ......

1HAIIM P‘I.I.I!- SP‘HIJNHIIT KD WORDS 2
WORD PROCESS0A. INPOAILE DATABASE)

- I WIDH AMIGA 12 [CAPTURES COLOUR IMAGES FROM VIDEQ
GVP HDB « 42 MACHINE OR CAMC A COMPATIBLE WITH TAKE 2, DELUXE
MEGABYTE .,_q,.l--hlL PREMIER CONTROL CENTRE FOR AMIGA ABGD (STEEL MONITOR STAND WITH PAINT 4 AND MOST ART PACKAGES) 9489
AMIGA ASD0 AND A500 PLUS HARD DRIVE (SERIES II), RAM 7 EXTAA SHELF FOR EXTERMAL DISK DRIVE AND ACCESSORIES. CUSTOM FIT
SUE SYSTEM, WITH EXPANSION SLOTS EXPANDABLE TO & = FOR THE AS00) 34.99 ZYDEC STERED SPEAKERS FOR AMIGA OR ATARI 5T WiTH
MEG ELALT-MN AMPLIFIER AMD VOLUME CONTROLS. .50
SOUMD ENHANCER FOR AMIGA
MEMBERSHIF P —— IBOOSTS SOUNDY 1 MEGABYTE A5 PLUS RAM UPGRADE [TECHOPLUS) ...
70,00 Y %ico 1 MEGABYTE ASDD RAM UPGRADE WITH CLOCK ...
SCAEEMBEAT STERED SPEAKERS FOR AMIGA DR a g & :::r ml ”Emtﬁtmm:ﬁw
PC. RECUIRES 4AA BATTERIES O MANS ADAPTOR, i . SALIK MOUSE FOR AMIGA ABDT AMBGA (WITH BART) 512K RAM EXPANSION
DESIGHNED SPECIFICALLY FOR COMPUTERS,
INCLUDING MOUNTINGS FOR OF ATARI BT {GENUINE ITEM WITH CLOCK PLUS BART SIMPSOW GAME) ...

SOUND SAMPLEA FOR AMIGA {INCLUDES LEAD FOR
ATTACHMENT TO WALKMANTHECMAN AND REVISED

LOTUS TURBO 2
11.99

HEIMDALL
11.99

13.99 12.99 14.99

MICAOMANIA

Ll

11.99 14.99

13.99

Ty
Eis SR i
LIGHT Hﬁmlﬂﬂ‘l 2} -

: .'.1'!
T

ARMALYTE [NO1Z} .. 388 POPULOUS, WONDERALAND) (1 H%;INU‘HI 05 KIDETYPE JUNION WORD PROCESED (NO# . 3080
BAMOUR-GEDDON . ...cos cnmsicssicssiassmsnmnsnes | 36 FINAL GOPY 2 mumos: t ﬂ.w KIHE WORDE 3 WORD PROCEESOR Pi'lulllﬁ MAHAGER | 16
AAMOUR-GEDDON 2 1540 FRE & CE 1880 KNIGHTE OF THE BIY |1 MEG) .. PREMIERE
RSHES OF EMPIE F180 FIRST SAMURAL + ucn Ll.":l mmu.;mu-;. 1308 LEANDER PRINCE OF l‘El:lA£1 IIBI:I|
ASSAHIN (1 MEG) 1690 FLAMES OF FREEDOM |u|nwm'rEn 2} 1188 LEATHER GODDESEES (NO1Z). PAC TENNIS TOUR
AVED HAARIER ASSALLT (NOTZ) 2190  FLAGHT SIMULATOR 'I‘Elﬂﬂj .8 LEGEND .. - PROJECT X |1MEQ)
BAT 3 200 FORMULA 1 GRAND P ¥ LEGENDS OF VALOUR MO} ........ ﬂlr.“!l"r mﬂIDH 43 WORD PROCESSOR
017 FLY®G FORTRESS (NO132) 00 FUM SCHOOL 2 (3-8 i LEISURE mrl...mnwzmmz:-. Cacr PUSH-O !
DARBARIAN 3 [PEYGNOSIE) 1480 FUN BCHOOL 2 o LEMMING a GUEST i ﬁLDﬂ'l'n:BLDGIH"l'CH. MIDVWIMTER,
A TMAN THE MOVIE v FUN SCHOOL 3 (8= o LEHIHlﬁE HNI:IIEI 2
BATTLE ISLE e 0§ LEWMINGS DATA DISK - OH NO! QUESTRON 2
BATTLE ISLE DATA 48K 14.00  FUMN SCHOOL 3 (5-7) 485 LETHAL WEAPON (1 ch:-
BATTLE OF BRITAIN ... 1289 FUM BCHOOL 3 (T+) o5 LOMBARD AAC RALLY 80 RAILROAD Fdi
BATTLEHAWKS 1942 (RO 10.88 FUN BCHOOL 4 (3-5) 16,59 Ll:m.ls ESPAIT TURBO l:Hlu!Nﬂ-ﬂNEﬂ Y i -T-ll RAINBIW COLLECTION UTOPA ...
BEACH VOLLEY (WO13) . 888 FUM BCHOOL 4 (5T) 16,86 LOTUS TURDD CHALLENGE 3 (MO13 BUBSELE BOBBLE. HMNDDWFGI-H-H Nl'l'
BILL'E TOMATO GAME ..o...c.oesioeremsses 18.88 FUMN BCHOOL 4 (Te) ... LG Loruaa THIL FINAL WLLENGEH mlmﬂlﬂﬂ LAND smm:m P
BIAOE OF PREY (1 uE-:l;.m:-m i . F288 FUM BCHODL SPECIAL - MERLINS MATHE (7-11) 18,08 LURE OF THiE TEWPTRESS (1 MED) . 98 RAMPART (WO1
BLACK CRYPT (1 MEQ)........coe... 1886 FUN BCHOOL SPECIAL - PAMT 'M CREATE MAGE POCKETS RAVING MAD (MEGA TWINS, JAMES POND
BLUES BAOTHERS ..._.. ..8.88 EDUCATIOMAL AAT [5+) .. L085  MAGE WORLDS (STOAM MASTER, DRAGONS ROBOCOD, RODLAND]) (NO13)
BOXING MAMAGER [NO1 2} B8 FUN BCHOOL SPECIAL - SPELLING FMR(J-H-] W5 BREATH, CRYSTALS OF ARBOREA) (NO1Z) ..._.. R8I BABEBALL 2 (NOF)........
BREACH 2 [ENHANCED) 1788 FUTURE WARS (MO12)... Nt MH:E;:R UN"ErEaEEPEH %ﬂgml‘:n HI':Q"I
BUNNY BRICKS (MO12).. w1R8E GAUNTLET i‘l; iE] BB LA | s =
BUSIHESS PACK (WORDWORTH WORD GALINTLET 3 16.0% MECA SPOATS (SUMMER G, AOAD BASH (RO1E) .. WIZARDAY & - BAMNE OF THE COSMIC FORGE ..
PROCESSON, K-SPREAD rsmubsnur GHOULS ‘N GHOSTS |N|'.'|n!2p . B WINTER GAMES) (M012) WOBOCOP 3 mﬂ . WIIARDRY 7 - CRUSADERS OF THE DARE SAVANT,
AND K-DATA DATABASE) (1 MEG) ... 8400 QOBLISNE 3 T MEGA TWINS (NO13) A8 ROME (1 Emmm T —— ¥
CADAVER [NOAZ) ..o e B0 OODE LABEE  MICAD EWGLI I,I YRS TO GCSE IRUGEY
CAESAR [NO1Z) 1798 GOLDEN AXE . s B CONPORMS TO NATIOMAL CURRICULUM). ... 7698 BSABRE TEAN ..o L
CAPTIVE . ..888 GOLF [OCEAN) (NO1Z) 6,88 MICAC FRENCH (BEGINNER TO GCSE. SCAABBLE O LUXKE ... - J'-lﬂﬂ ---------
CASTLES {1 MEG) (RO1Z).. vt 1§88 GOLF WORLD CLASS LEADERBOARD ... 888 CONFOMME TO NATIOMAL CURRICULLAY. ... 1659 SCRIBBLE WORD PROCESSOR . WOR 0 FAOCESSOR
CASTLES DATA DK (NO1T) ..., 11,80 GRAHAM TAYLOR'S SOCCER MANAGER 0.6 MICAD GERMAN (BEGINNER TO GCSE AND SECHET OF MONKEY ISLAND [1 (BPECHAL EMMANC ED 2 IIG- \"IMN\H‘I‘H 1 HEG
CELTIC LEGENDS 1560 GUNSHE 5000 (1 Htcp 1,08 BUSIMESE LEVEL. SECRET OF MONKEY ISLAND 3. UPGRADE Fﬂﬂ.llﬂig
EHAMPIONSHIP MiSAGER Lo 288 HARL EGLS 1200 CONFORME TO MATIOMAL CURRICULLUY, SENSIBLE SOCCER (921 SEASON WORDWORTH WOR
EHADS EMGINE (NOE) HARPOON V131 B MICAD MATHE (11 YRS TO GCSE. BHADOW OF THE B 2'WITH BHIRT .
CHUCK ROGK [HOTZ) ..oireesemesmsnes s HEAD OVER HEELS i t:uﬂFununmlum cunnm: SHADOW OF THE BEAST 3
CHUCKIE EGO (NOTZ) ... HEAD TO HEAD (NO1Z) 2108 MICROPROSE 30 GOLF SHADOWLANDS "
CHUCKIE EGO 2 | N|:|1E| HEMMOALL [1 MEG) (NO1Z) . ] HMIEHTHI'WMHNWH 0 “*mm‘“pm 18
CIWILIZATION ... HERODQUEST + DATA DSK (ROTE) .o 10,88 MIDWINTER i BHOOT- EM-UP JETION KIT (NO1Z) ... T8 ZOOL (1 MED) ...
POWER SCAN HAND SCAMNER FOR AMIGA (VERSION TECHOPLUS AMIGA FAMILY COMPENDILM (KIND'WDRDS TECHNO
Z). TRUE GREY SCALE, 100-4000P| (INCLUDES 3WORD PROCESSOR, JMMY WHITE' ESHDQKHEL =
" Dy , FILE-#-DISK, HEAD CLEANER, §
EXTERMAL 35" DESK DRIVE FOR AMIGA WITH SOFTWARE) G999 JOTITICK, COVER
“ SONYICITIZEN DRIVE MECHAMISM. QUIET, HIGH : BLANK DISKS AND MOUSE MAT)  47.89
*" QUALITY, SLIM LINE DESIGN. ..... .. 4800 PREMIER CONTROL CEMTRE TECHOPLUS EXTERNAL DISK DRIVE FOR AMIGA WITH
FIR AMIGA ASDD OR ASO0 GODS AND SPEEDBALL 2. 1 MEG UNFORMATTED
GVP 2xi MEG AMIGA RAKM EXPANSION (SIMME FLUS (STEEL MONITOR CAPACTTY, NEAR SILENT OPERATION, HIGH-TECH
e FIT W GVP HARD DRIVE TO EXPAND AMIGA BY 2 STAMD WITH EXTRA SHELF POR EXTERNAL DISK DRIVE SLIMLINE DESIGH AND LONGER CABLE FOR

CONVENIENT POSITIONING BY COMPUTER. ...............B9.98

CLEAMING KIT FOR COMPUTERS (INCLUDES VACUUM)
DUST COVER FOR AB00 ..........
DUST COVER FOR MONITOR (C
HI-FY LEAID FOR AMIGA OR ATARI 8T (STANDARD PHONO INPUT)
MONITOR LEAD FOR AMMLA TO PHILIPS CMBA33 MK 2 MONITOR .
AEPLACEMENT AMIGA POWER SUPPLY...............

AF SWITCH FOR AMIGA, ATARI 5T OR mm.!
SCART LEAD FOR AMIGA TO TELEVISION WITH SCART INPUT..
TILT AMD SWIVEL MOMITOR STAND (FITS 14 MONITORS AND TV'S) ... 1400



CALL 0279 600204 FOR A FREE COLOUR CATALOGUE S pec cal Reszerve

Games Club

- ] i e ORBITAL GAMES i
CHEETAH “ALIEN 3" o i !
.. 2 4 T 0 ¥ waall - - 'Hl “: =g 1
. o i ; ; MOUSE MAT 4.99
“BART SIMPSON" 3 PORT EXTENSION ADAPTOR FOR ANIGA ORf ATARI ST [CHANGE
QUICKJOY FOOT PEDML. TRANSFERS ANY JOYSTICK FUNCTIONS - JOYETICK - TO/NEACH BERIND COMPITIN 509
! d S TO FOOT PEDALS. IDEAL FOR FLIGHT AND CAR SIWS, 2280
= COMPATIELE WITH MOST AMIGA AND ATARI 5T GAMES 1858 'y | ONE PORT)....ov.voni 14.00
L QUICKEHOT 155
. ! CUICKJOY . AVIATOR 1 JOVETICK EXTERDER CABLE FDR AMIGA OR ATARI ST (1 METRES) 6.99
CHEETAH BUG \ ! 2.8
e b * s QUICKJOY Q1
13.88 " JOYETIC SPEEDKING AMALOGUE JOYSTICK
(MCROSWITCHED) FOF AMIGA (FOR PROPORTIOMAL
COMPETITION PRO el ; CONTROL ON SINTABLE SOFTWARE)
EXTHA JOYSTICK . & - 1209
{CLEAR BASE) = SOUIK MOUSE FOR
0 AMIGA A
COMPETITION PRO GLRCKIOY TGP STAR OR ATARI ST
STAR EXTRA JOYSTICK Lo o
uﬂ 18.80
; HAKSHA MOUSE FOR
EEL STEERING CUECKSHOT 1114 AMIGA OF ATARI BT
WHEEI. wmrrl.l..}FoH TURBO 2 JOYSTICK WITH OFERATION |
SUNTS MOST g
D'FII\'IH'B GAMES t ‘ : P
2600 8 & “# ) rvDECTRACKBALL g g, 18
GUICKSHOT 127 L
GRAVIS JOYSTICK FOR AMIGA OR ATARI STARFIGHTER REMOTE TROJAN LIGHT PEN FOR AMIGA COMPATIBLE 3
ST WiTH FOAM PADDED GRIP, CONTROLLER WITH TWGQ WITH DELUKE PAINT 3, DELUXE PAINT 4 AND
ADJUSTABLE HAMDLE TEMSION AND INFRA-RED JOYPADS -
PROGRAMMABLE FERE BUTTONS
2350 20.99

(PSS [ S BN PERTEIS PR PR N
P T R R R RN R R R | I.I LI ] |'|-1.T_.'.-:|I

.5" OED0
YVERBATIM 2 ok DensiTy VERBATIM DISK
WITH BBIE0 PROCESSOR, MOUSE, BUILT-IN TV MODULATOR, 2 MEG RAM 1.5" DSDO DISK B H:H-.:rlﬁ 'I'I'I'I'II“P iI:L

EXPANDABLE TO 4 MEG, WORKBENCH 1.0, 1 YEAR |N-HOME SERVICE WARRANTY

[MANY AMIGA TITLES ARE HOT COMPATIBLE) WITH LABEL

FORMULA 1 GRAND PRIX - PACK OF 50 VERBATIM 1.5" DSDD DISKS
HEHEUHEI-IP EEE each or WATH LABELS...... oo anasam .00
L L iy
(DSDD

ALL HARDWARE PRICES INCLUDE 2.99FOR 50

VAT & CARRIAGE TO UK MAINLAND

WIN £2000 WORTH OF PRIZES IN THE BIG
COMPETITION! FULL DETAILS
IN THE NRG CLUB

MAGAZINE!

DUST COVER FOR B0 COLUMN PRINTER (CLEAR
We only supply members but you can order as you joi

ANNUAL MEMBEHSHIP UK £6.99 EEC £8.99 WDHLD £1 IJ 99 prrm Maching

Ertar marnbersh numidEr (If applicabia) «

The Special Reserve full colour 48 page club magazine NRG I'S “ W 13 akii £F, 00 LIK. £ 00 EEC. £10.69 W
sent to all members bi-monthly. NAG features full reviews ol new | h &
games plus mini-reviews, new products, Special Reserve charts, P 1amn
Release Schedule and hundreds of special offers.

PLUS - EVERY ISSUE CONTAINS 8

£30 worth of money-off coupons &
to save even more money off our amazing prices {58

I

{

R R A ——

c

contains competitions o win EE Tt LTy b N ST R AL L PRICES INCLUDE UK POSTAGE & VAT
L er THE BIG COMPETITION ir Firsl Prize consists of an AMIGA, —
SUPER MNES ﬂ.N-D A MEGADRIVE. yves all three!  There are & EUPEH NES's and & ¥

MEGADRIVES up | ol Eloaiv det: Fub 20 1005 20 J_L-L——T_J___

We sell games and accessories, all at amazing prices, for Megadrive, Master Ejrsiern Cradit
Game Gear, Super NES, Gameboy, NES, Lynx, Amiga, Atari ST, |IBM PC and COTY. e :. Signatur

Best Service, Best Prices, Biggest Selection syable fo SPECIAL RESERVE
120,000 people have joined Special Reserve, so don't delay, join today! Em?m?gﬂfﬁfzms:ff';?v::"r"w CﬁﬂfﬂLEﬂ:
You can phone in your order or use this coupon »

please add £2.00 per item. Mon-software (tems please add
25%. Hardware ilems supplied to UK mainland only.
Overseas orders must be pald by credit card
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PSYCHO SANTA

Bullfrog Productions

evil cohorts have had enough of the festive sea-

son and are now, as we speak, heading towards
the cluster of cottages situated in the quiet village of
The Onie. There are six streets in this sleepy suburb, all
of which require a good dose of Christmas spirit from
Mr E. Christmas before The One Team can pack up the
issue and clear off on their Christmas holiday.

Dave's already packed his trunks in readiness for his
two-day break in the Bahamas, Gary's intent on spend-
ing Christmas with his loving family (a bit of an old tra-
ditionalist is our Gaz) and I'm hoping to be on the next
Mational Express 515 to sunny Bournemouth for a good
deal of drinking with my real friends. All we need now
is someone willing to play the part of Santa...

Oh no! What's going on? Nasty Jack Frost and his

NORMAN BATES

Press the FIRE button to cycle through the on-screen
messages, grab your trusty red pyjamas and jump into
your sleigh because there's evil in them there hills and
no mistake. Santa’s vehicle is controlled with the joy-
stick and he can be made to throw lethal snowballs by

pressing FIRE. Be careful not to come into contact with
any nasties or the houses otherwise you'll lose some of
the Chrimbo energy that Santa is initially tooled up with

The amount of energy that our rosy-faced saviour is
currently left with is shown in the bar to the top right
of the screen. The display to the left of the energy bas
reflects how fat our Santa is. Yes, knowing how 5anta
loves ta stuff his fat face full of grub, the evil Frosts have
chucked a number of edible items about the place and
if F. Christmas bumps into one then he'll not be able to
resist the temptation. The more food he eats, the harc-
er the sleigh is to control and if Sants becomes too fat
he’ll explode! If there is a short period of time during
which Santa eats nothing then he'll, erm, how can | put
it, ‘fart’ out some of the excess food and his fatness fac
tor will decrease slightly.

To the left of the Fatness Factor you'll find the Power-
Up meter. By killing the Snowmen that drift about, this
meter will increase and in the process speed up yous
rate of fire and, if it's really high, enable Santa to fire in
both horizental directions at the same time,

SIMON BATES

To complete a level, Santa must fully restore a certain
amount of houses to their former Christmas glory with-
in the time limit which depletes with alarming rapidity
across the top of the screen. To make a house all Christ-
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COMPLETE GAME? @(~*&%@£8& "~ 1((~ %£1!

We've really surpassed ourselves this time. What with a complete Christmas game
specially written just for you by those lovable Bullfrog geezers and THREE finest-
quality demos, you've got to admit that we really are too good to you. So let's take
a look at how you work ‘em. The ever-dependable Simon Byron is your host...

PSYCHO SANTA
DOCTOR WHO

mas-like you need to
drop presents down
the chimneys. 5anta
does this by swoop-
ing down over a
house and, when
the time is right,
turning the sleigh
to face the oppo-
site direction and
pressing FIRE. A
goody should then
fly from the back
of the sleigh and,
hopefully, land
safely in the fireplace of the house.

If you have been successful then the little people that live in the gaff will
shout out a cheery “Thank you!” and the house will transform slightly. Once
the roof is full of snow and the Christmas lights are illuminated then that
particular house will be as festive as it can possibly be. The number of hous-
es that need to be fully transformed varies with every level. You need to
save one house on Level One, two on Level Two and we have a special sad
prize for the first person who writes to me with correct amount of houses
that need to be restored on the final level, Level 5ix.

It's not as easy as it sounds, though, because the nasty Frosties {who
taste greeeeeeat!) are constantly dropping evil Christmas zapper-type things
onto the tiny houses. If one of these lands on a slightly Christmassy house
then it's festiveness will be reduced and it will have to be restored by our
hero.

OUR TUNE

Santa's present supply is not infinite, however, and his stock will need con-
stant replenishment. You can obtain presents by shooting the nasties and
collecting the gifts in your sleigh (you can tell where they are by checking
out the radar which is in the bottom of the screen). There's a huge pre-
sent bonanza if you can kill one of the evil Jack Frosts but collecting the
majority of goodies revealed will require some nifty joystick manoeuvring.
You can also grab some presents by entering the bonus game...

HMV

Between levels, Santa will have the opportunity to leap aboard his trusty
pogo stick and grab the presents that are attached to his special Christmas
tree. You can make Santa bounce higher by pressing FIRE just as the 'stick
touches the ground and the longer you manage to time the bounce just
right, the higher Santa will go. At the apex of his bounce, Santa will raise
his hand and if a present is within reach it will be collected and stored,
along with a nice points bonus. There's an extra special item at the top of
the tree but | can't tell you what happens if you grab it because none of
us have managed to do so yet.

THAT'S IT!

And that's it. See if you can complete Level Six and save us from having to
work all over the festive period. Alternatively you could write begging let-
ters to evil Dave 'Scrooge McDuck’ Upchurch.

3 GUNSHIP 2000

ARCHER MACLEAN'S POOL
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MicroProse

In Progress on Microprose's Thunder-

hawk-beater a couple of months ago,
we've obtained a fully playable mission for all
you prospective pilots out there. After a
slideshow of some of the game screens, you'll
find your helicopter sitting on the ground,
ready to kick some 'ass’. Take to the skies and
shoot down all enemy craft pretty sharpish...

N ot content with giving you a huge Work

CONTROLLING YOUR
CHOPPER

The helicopter ean be manoeuvred using the
following keys or joystick movements

Joystick UP Forward

Joystick DOWN Back

Joystick LEFT  Left

Joystick RIGHT Right

9 Engage/Disengage Rotor

5 Auto Pilot On/Off

= Power UP

- Power DOWN

SHIFT & = Fast Power UP

SHIFT & - Fast Power DOWN

0 Automatic Hover

C Low Limit -

v Low Limit +

LOOKING AT YOUR CHOPPER

There are millions of external views, all of
which can be quickly selected.

Cockpit View
Mast View

Left View

Right View

Chase View

Flight Chase View
Tactical View

F7 Remote View

F8 Reverse Tactical View
F9 Missile View

F10 Map View

SPACE BAR Change Map Scale

SHIFT & F5
F&

----------

BLASTING THE BAD GUYS

To give the enemy a right good kicking you’ll
need to do a spot of firing, as outline below.

BACKSPACE Acguire Next Target

N Radar Jammer

M Drop Chaff

E IR Jammer On/off

f Drop Flare

SPACE BAR Select Weapon

RETURN or FIRE Fire Weapon

The full game gives you the opportunity to
play a full campaign and build up a team of
four wingmen. You'll also have the choice of
eight different helicopters (including the
super-hard Apache) with customised cockpits.
Look out for full review next issue (hopefully).

IF YOUR DISK DOESN'T LOAD
THEN READ THIS BIT!

Oh, faulty disk, eh? Please accept our humblest of
apologies but due to the amount of disks we dupli-
cate there's bound to be at least one duff one and
you were unfortunate enocugh to pick it. Never mind,
though, because help is at hand. Whatever you do,
DOMN'T SEND IT TO US - we're too busy writing the
mag to replace them ourselves. Just pop it in an
envelope 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 2YY.
and within a few days a working copy will be wing-
ing 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 we here at Tha One make every effort to check the coverdisks
for all known wiruses, we can accept no responsibility for damage
caused by viruses which may hawve escaped our attention.

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

ARCHER
MACLEAN'S
POOL

Virgin Games

e've managed to squeeze this rolling demo
Wnnm the tail-end of our disk so that those

of you who haven't experienced Archer’s
wonderful 3D routines can do so in the comfort of
your own home. All you have to do is sit back and

watch the demo cycle through all the variations on
Pool that the game offers. Have fun!

TITLE &
FER L. I
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COMIC RELIEF HAVE
GRASPED THE FACT THA

THE PEOPLE WORTH
COMMURNICATING WITH THESE
DAYS BUY COMPUTER GAMES -
AND IT'S A REVELATION WHICH
THEY HOPE 15 GOING TO MAKE
THEM A BLOOMING FORTUNE TO
PLOUGH INTO BRILLIANT
PROJECTS IN AFRICA AND THE
UK.

HERE ARE SOME IDEAS ON
HOW YOU CAN GET ONTO THE
SLEEPWALKER SPONSORSHIP TRAIL:
@) BUY SLEPWALKER - A DECISION YOU WILL NEVER REGRET - THE GAME IS
VOICED BY LENNY HENRY, AND WORKED ON BY SOME OF BRITAIN'S FINEST COMIC
MINDS (and a couple of gt who happened fo b round fhat evening). FOR EVERY GAME BOUGHT
£4.31 6OES T0 COMIC RELIE
@) 1AKE PART IN THE GREAT SLEEPWALKER CHALLENGE, WHICH WILL BE INVADING ALL TH BIG RETAIL CHAINS
DURING THE WEEKS BEFORE RED NOSE DAY - MARCH 121h 1993,
(@) ORGANISE YOUR OWN SPONSORSHP CHALLENGES LIKE: BEATING YOUR HGHEST SCORE - AKE ON YOUR DAD,
OR YOUR TEACHER, OR EVEN YOUR SCHOOL IN A SLEEPWALKER CONTEST. DREAM UP YOUR OWN HIDEOUS
CHALLENGE T0 HARRANGUE YOUR FRIENDS.

OCEAN SOFTWARE LIMFED - 2 CASITLE STREET - CASTLEFIELD - MANCHESTER - M3 4LZ
TELERHONE: 061 832 6633 - FAX: 061 834 0650




TWOSOME
FROM THE
DIDYMEN!

igital Image Design
have two major titles
lined up for next Sum-
mer - and both are
being led on the A1200.
team behind such 3D
favourites as F-29 Retaliator, Robo-
cop 3 and Epic are currently work-
ing on a pseudo-sequel to Epic,
called Odyssey, and a new flight sim-
ulation by the name of TFX Inferno.
The first to appear will be Odyssey,
which Digital Image's Martin Ken-
wright describes as a cross between

The

Wing Commander and Elite. “We're
undecided about whether or not it
should be the official sequel.” he
says. “It's set 90 years on from the
original Epic.”

In Odyssey, the player once again
takes on an alien invasion force bent
on congquering the solar system. But,
having listened to criticism of the
original Epic, DID is radically chang-
ing the structure of the new game.
Rather than being put through a set
of routine missions, in Odyssey the
player creates his own challenges,
flying across the galaxy to take on
the enemy as he sees fit. “The great
thing about this game is that there's
lots of strategy,” says Martin.

The other game is another sequel
of sorts, this time taking over where

(Left and below) Space-based action
scenes from DID's forthcoming
Oddysey, as it will look on the
A1200. Like Epic, the game also has
planetside combat, although the
main thrust of the action takes place
in deep space.

NEWSOME [ 7]

i

(Above) TFX Inferno looks like it could set a new technical standard for

flight simulators, with some of the most impressive 3D the Amiga has seen.

DID’s debut Retaliator left off. TFX
(Tactical Fighter Experiment) Inferno
is set in the near future, with the
player flying missions in an F-22 or
F-117a for an elite United Nations
task force. “We've listened to what
people had to say about Retaliator,”
says Martin, who has brought in an
aeronautical engineer from Prince-
ton University to help with the
game's flight dynamics. “The game's
going to be endorsed by the military
because some of what we're doing
will be used by the Ministry of
Defence,” he explains.

In effect, Inferno will be two
games in one, comprising a com-
plete flight-training school and then
a real-world scenario with hundreds
of interdependent missions. "I think
TFX might be a bit disturbing,
because we're using some very
harsh graphics to depict real world

events,” says Martin. “We'll have the
player selecting missions by inter-
acting with news headlines, and
we've accurately mapped 1/40th of
the world’s surface in 3D." The mis-
sions themselves will also be a bit
different, with a typical scenario see-
ing the player lending support to a
helicopter rescue team as they
extract hostages from a terrorist
base. “We're really relishing its
impact - this is our best level of
graphics yet,” Martin says.

With seven people on each pro-
ject, Odyssey and Inferno are due to
hit the A1200 early this Summer, but
DID isn't sure that cut down
A5D0/600 versions will follow. “We'd
like to plan them in, but we're just
not sure if we could do them, or if
there'd be a market for them,” they
say. Sounds to us like the best rea-
son yet to splash out on an A1200...
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MIRACLE!

ledgling development

team Miracle Games is

looking to muscle in on the

big-time with a new plat-

form game that aims to
knock seven bells out of long-estab-
lished console heroes like Mario and
Sonic.

“Miracle Bat is eooler than Zool,
harder than James Pond, faster than
Sonic and the game is more complex
than any of Mario’s adventures,”
claim the enthusiastic company, who
were responsible for the recent puz-
zler Zyconix and are also finishing off
the long-awaited Apocalypse (see
the 1993 Preview on page 48). Mir-
acle Bat sees the cape-clad rodent
battling through 100 levels set in
twelve countries around the world,
putting up posters to advertise the
arrival of Miracle Games.

"Originally we had levels like Can-
dyland and Duploland, but every-
body's doing that now, so we went

back to the drawing board and redid
all the graphics from scratch,”
explains Miracle's Delvin Sorrell,
who's been working on the game for
over two years. The product was
shelved for a short time while Mira-
cle looked for a new graphic artist
but now that everything is back on
track, the company’'s talking to vari-
ous publishers, with Renegade
reportedly being an interested party.

Miracle is going to great lengths
to promote the game, claiming it
has, amongst other things, “the
biggest end-of-level baddies ever
seen on any machine,” and an
update rate of 800 pixels per second,
which, the team points out, “is the
equivalent of 48,000 miles a minute
or 2,880,000 miles an hour!” Sonic
had better watch out. More on this
one next month, but until then, feast
your eyes on these delish 64-colour
copper-shaded screenshots. Mmm-
mmm...

HIT ME WITH
YOUR ARGOSTICK

heetah has just released a
new Amiga joystick this
month, which the compa-
ny enthusiastically claims
“looks as though it's been
created as a prop for the latest sci-fi
movie blockbuster.” The Argostick,
which is the latest addition to Chee-
tah’s unwieldly but very popular
FuturiStick, does indeed look very
Giger-inspired, with plenty of bony

structures and ornate architecture
around the base. Unfortunately we
can't tell you how it plays as Cheetah
only sent us a photograph, rather
than the real thing to try out. In the
meantime, look at the picture and
pay attention while we tell you that
the Argostick is available in two ver-
sions - the “high tactile” model costs
12.99, while the fully microswitched
model will set you back £14.99.

(Up, down, and all
around) Scenes from
around the world in the
globe-trotting Miracle
Bat - the countries fea-
tured here are Italy and
Japan, although the
names are likely to be
changed prior to release
so as not to offend any-
body. All graphics are in
&4 colours, with copper-
banding techniques
used to illuminate the
backgrounds.
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...Following on from the forth-
coming Darkseed (see Previews),
pioneering American softco
Cyberdreams have two more
Amiga products in the pipeline
for 1993 and beyond, both with
a sci-fi bent. Cyber Race is a
futuristic driving game where
rocket car things race on a track
around the inside of a giant
sphere. The game is the brain-
child of Syd Mead, who film
buffs may know as the designer
of movies like Blade Runner,
Aliens and 5tar Trek. Cyber Race
is due out in the Autumn, and
following on from that in Spring
1994 comes No Mouth, a new
adventure written by the
acclaimed 5F author Harlan Elli-

rking title of the
act-X, which
tten initially for

with cut-down
ersions possible arriving

We now

later od to see more com-
panies supporting the new
machine. Team 17 promises that

it will ma

tal scrolling

effects, breathtaking gr

...Hardly surprising we know,
but aremlin has announced that
it's producing a sequel to its
blackbusting Zool, due out
sometime next year. Also, Sys-
tem 3 is working on a follow-up
to Putty, which should be ready
for Spring...

JYou've read their words of wis-

dom, and no

idols on telly! f

Whitta and David ||; T hulr h w |||

both be cropping up on C4's
Gamesmaste

ZOOL'S BACK -
N THE A1200!

ell, proud owners
of the new Amiga
1200 haven't had
to wait long for
the first dedicat-
ed title for their machine. The
new, super-enhanced A1200
version of Gremlin’s Zool should
be in the shops by the time you
read this, priced £25.99 (the
same price as most A500/600
software, which is a good sign). So, what
exactly does the new game do to take
advantage of the new machine’s top fea-
tures?

Well, for a start, all the graphics are now
in 256 colours. Forget about those drab and
boring single-colour backdrops - now you
get multi-colour, fully-detailed parallax
backdrops! The game not quite fast enough
for you on that grungy old A500? The A1200
version runs EVEN faster and smoother! And
to top it all, you get an extra 100K of sound
thrown in for good measure. The actual
game remains exactly the same, but just
think of the expression of your Zool-owning
mates when they pop round to see the _® & & = =
game running on your machine!

‘Q-h'-'*ll-ll'-i‘Ht'Ill'lﬁ‘l
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NETBUSTERS!

hey're back and they're ball-tastic! We must apologise for the lack of a Sensible Software Netbuster
last month, as one thing led to another, and... well, nobody could quite pluck up the courage to delve
once more into the ever-growing Netbuster mail mountain, which is in more danger of avalanching by
the minute. However, trained stuntmen were sent in at the last minute to extract some entries, so Net-
busters is firing on all eylinders again this month. In fact, to make up for last issue’s deficiency, we're
bringing you a double crop of soccer action, and the winners of places three and four in our Sensible Soccer UK
final.

Remember, we're giving away six final places (well, there are only two left now, because the first four have
already been won) in our The Qne,.fRenegade sensible Soccer tournament, the winner of which will go on to a spe-
cial Euro-final held between the winners of all the magazines who are running the same competition. The winner
of THAT titanic battle will claim the star prize, which is the chance to jet off to Europe and get top seats for ANY
football match ANYWHERE on the continent next season.

This month, confirmed finalists Julian Smith and Bernie Holmes are joined by Muke Ndoko of Wood Green in
London and Gerard Simpson from Widnes in Cheshire. Muke earned his place with some stunning goals against
Rapid Vienna, including a great diving header, while Gerard's goals in an amazing 13-4 defeat of Brondby by AC
Miland were simply some of the best football we've ever seen played on an Amiga, incorporating pinpoint pass-
ing play that ran rings round the opposition and some spec-
tacular diagonal diving headers that we had to replay in slow
motion to make sure we weren’t dreaming.

Both Muke and Gerard will be picking up an authentic Ark-
wrights football shirt for their stirling efforts, and go forward
into the Sensisoccer UK final, to be held in a few months’ time.
In the meantime, if you reckon you're good enough to claim
one of those remaining two final places as your own, all you
have to do is prove your worth by sending your best Sensible
Soccer goals to us on a normal Highlights disk. The address
is: NETBUSTERS, The One, Priory Court, 30-32 Farringdon Lane,
London EC1R 3AU, and remember to write your name and
address on the disk label.




c HAR I s Month Ending 28th November 1992

i HiRE RORIS! 15 THAT A BRATSEL
fPLI.'nH'L: WITH A SOCCER BALL? )-

HRER (D S @ @ ©niits g

S0BEER [P,
KRISANS
SORTWARER

BEWARE OF
IMITATION 5




o WETVEA i = T S R b & - o £ g

NEWS

A1200 CLEARS MOST

T N S L S e e - . - .

ceptical so-and-so's that we are, and having heard many
conflicting stories about the compatability of Commodore’s
new wondermachine the Amiga 1200 with existing 500/600

r software, we just had to give it a try for ourselves. 5o, we
H U R D L E s I N I H E O N E s swiped a machine from a neighbouring office while their

COMPATABILITY TEST!

GAME DOES IT WORK? COMMENTS
LOTUS 1l NO It just didn‘t load.
MONKEY ISLAND 2 YES Not only does it work, but it's also a

F-15 I YES
F1GP YES
LEGEND OF KYRANDIA NO
EPIC YES
STRIKER YES
TERMINATOR 2 YES
THE ADDAMS FAMILY YES
ASSASSIN YES
ROBOCOD HMM...
MAGIC POCKETS YES
ALIEN BREED 92 : YES
SUPER MONACO GP NO
LEMMINGS - YES

LABORATORY TEST
RESULT FINDINGS
ANALYSIS

With Doctor Heinz Spaghetti.

ell, of the 15 games we tested, only three failed
to work, and we had slight problems with two
others. Even based on such a small sample,
that’s an 80% compatability strike rate for the
new machine, which isn’t bad (it's a lot better
than the 50-60% that some uninformed sources claimed),
although it's still far from perfect.

If you've got a huge software collection and want to upgrade,
it looks like you'll just have to bite the bullet and hope that
the new machine does’t object to any of your old favourites. Of
course, it shouldn‘t be a problem for the future as companies
will test new products on the 1200 prior to release. And if you
want to play a super-fast, super-colourful version of Zool, not
to mention those new DID games, you know where to come.

CLICK!

back was turned and set about putting it to the test. If you're wor-
ried about buying an A1200 for fear of some of your existing soft-
ware collection not working on the new machine, have a gander at
our compatability table. We tested 15 games selected at random from
the office software vaults. The results are plain to see...

damn sight faster, with quicker move
ment and almost instant disk
decrunching.

Works fine, and moves a little faster.

Mouch faster and smoother than on a
normal Amiga. Jaw-droppingly
impressive.

Failed to load.

Epic detects the machine’s 68020 and
runs noticably faster as a result.
Exactly the same as on the A500.

Works okay, but suffers from oddly
bugged title music.
Identical to the A500.

No problems here.

Well, it works, but many of the
graphics are very badly corrupted at
times.

Would you believe it? Magic Pockets
is much faster on the A1200, and so a
much more playable game!
Absolutely fine,

Blank screen city.
Yippee!

FLASHBACK

5 Gold and Delphine Software would like to make it clear that

the rolling demo of Flashback which appeared on the cover of

our September 1992 issue was based on the game’s introduc-

tion sequence only, and not representative of the actual game

which, as anyone who read our Work in Progress will know, is
going to be a stonking platform adventure type thing. 50, just to make sure
everybody’s totally clear on the subject, we'll be running a proper, and
totally PLAYABLE, demo of the game itself within the next few months.
Hope that sets the record straight.
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THE ULTIMATE IN ROLE PLAYING

1992 INTERNATIONAL COMPUTER ENTERTAINMENT LTD. SCREENSHOTS FROM AMIGA VERSION
INTERNATIONAL + COMPUTER ¢+ ENTERTAINMENT

LTD
BRIDGE HOUSE MERRYWALKS STROUD GLOS GLS IQA

FAX : 0453 756998 TEL : 0453 756993




WIN AN AMIGA 600, PLUS COLOUR MONI-
TOR, PLUS STREETFIGHTER II

083940 40 75

WIN A MEGA DRIVE plus SONIC 2

© 0839404073 O

O 0839404079 0O

o 0839 40 40 76 O

WIN STREETFIGHTER Il GUIDE With a Chance fo " WIN A SUPER NINTENDO plus STREETFIGHTER |
win a STREET FIGHTERII TEE SHIRT {1 plus SUPERSCOPE

O 08394040720

WIN EVERY EPISODE OF THE ORIGINAL SERIES

b 08394040740

WIN A SEGA GAME GEAR plus SONIC 2

- 0839 40 40 78 &

WIN A MOUNTAIN BIKE OR ANY BIKE OF YOUR (RS WIN £100 WORTH OF AMIGA GAMES
CHOICE UP TO £200 i
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Letters

Welcome to another words-packed

edition of Letters. If you wish to
wash your laundry in public or
something then write to: Letters,

" THE ONE, Priory Court, 30-32
Farringdon Lane, London EC1R 3AU.
Alternatively FAX us on 071 972
6710. Software prizes for the best-
dressed ones we receive! Oh, can
Stuart O'Neill ring Simon up
sometime in the near future, please.

YOU WHAT?

To all the male chauvinist pigs at The
One,

| am writing to all the males who
think that girls know nothing about
computers and that they constantly
think about boys (not you) or con-
stantly put on make-up. You are
wrong!

We do enjoy playing on the com-
puter because it is great fun and
relieves us from the pressure of
school work. Most of us find that
after a good waggle on the joystick
we are refreshed because we play
for a sensible period of time. The
majority of boys, however, shirk
schoolwork, play for over two hours
and end up looking like zombies.
They become stressed because they
can't get past a certain stage on a
game so they start swearing and
and take out their anger on the joy-
stick. Just before you start asking
where | manage to get the informa-
tion from, | must tell you that my
friends have annoying brothers who
avoid their homework!

Remember the girl that beat here
brother on Gamesmaster? | can see
all of you shaking your heads
because you can't admit that girls
are becoming better computer
gamesplayers. | hope that this mes-
sage will get into your thick ‘eds
(sorry, | forgot that there is one Ed)
because | think some males under-
estimate our computer skills and
need to be beaten up.

Yours coolly,

Vicki Kong,
Hornchurch.

P.5. My friend got an ‘A’ for her
Computer Science GCSE and she's

hoping to get another ‘A’ for her
Computer Science at A level. Not
bad, eh?

Look, when have we ever been |
chauvinistic? Never, that's when. |
Both sexes, in our eyes, are equally
as talented at games and we never
knowingly say otherwise, Say “Well
done” to your mate, though.

COMPO BLUES

Dear The One,
As a regular reader of The One, | feel
that it is unfair that you have com-
petitions like the Lionheart compo
in the November issue. | could not |
enter because the demo doesn't
work on my CDTV which is fitted
with a Rotec disc drive.

Merry Christmas and a happy
new year to all of you at The One.
Keep up the good work in 1993,

Alma-Dee Wilson-
Slater,Coventry.

We have had a number of com-
plaints about the Lionheart compo.

A couple of people complained that, |
as it is a 1Mb only demo, 512K own-
ers were excluded. A valid point, |
agree, but with the vast majority of
Amiga owners currently owning
1Mb it seems unfair to restrict them
to 512K just because 1% of the own-
ership hasn't upgraded yet. As for
the CDTV issue, again we apologise
but we were unaware of the prob- |
fem until you wrote, We're sorry and
will endeavour to ensure that all
future programs work on all
machines.

e M-i—-—a-m.__:h‘?w.n crilbogect o i Bl e o i o e e e i e " .

PIRACY AGAIN

Dear The One,

| was reading Stuart O'Neill's letter
in the December issue about the
piracy problem and it's an issue
which seems to run on and on. |
must admit that piracy on the
Amiga and also on the PC is serious
(really? - Ed.) and that I'm involved
in it too. As a matter of fact I'm
about fourth in line from the crack-
ers themselves which means that |
receive all the latest software as it is
released.

My reason for sending this letter
is because | do not agree with one
of the points stated in Staurt’s let-
ter, namely that all the program-
mers will turn to the consoles if pira-
cy continues. Obviously you have
not heard about piracy on consoles
which is increasing as | write. | think
you should pass my message onto
the console companies and 5tuart
because there is a 100% way of
copying games for all consoles and
it is spreading rapidly.

| was speaking to one of my
friends who had Sonic 2 two weeks
before it was released, this is how
serious it is.

Joe Bloggs,
The Moon.

Piracy is in no way as bad on the
consoles as it is on the Amiga and
that's a fact. The equipment
required to copy such cartridges
costs such a large amount of money
that it is not viable for owners to
have it. Just because ‘they’ do it is
no valid argument for you to con-
tinue and you should seriously think

about your copying policy. If people

like you are so proud of it and boast
about 'how you are fourth in line for
new games' then why don't you
stop being so childish and own up
as to who you are.

FROGGY FEELING

Dear The One,
| read your article in the December
issue about Team 17's Superfrog but
you didn’t state when the game is
due out in the shops. Pleas could
you tell me?

Stuart Marquis,
Upminster.
Yes, March.

o

=T =

James Band the fomous une
agent and top FISH operalive needs

against the dastardly D¢ Maybe
and his evil organisation JAWS]

contains: Briefing Dossier, Agent
Codebook, Identity Card, Training
Haondbook, Recagnition Manual,
Sticker Sheets, 3 Mission Briefings,
Special Equipment Guide, a Board
Game and much morel

#You will be sent 9 further FISH
missacins fhrough fhe post

# Ench sefof missions haso compefifion
for all Agents with speciol prizes.
#High quality FISH merchandise is
ovailable only o FISH Agants
#Bacome a SPECIAL AGENT and
get o superb enaomel badge FREEI
#All comespondence & sent out in o
spacial TOP SECRET buff ervelape.
DON'T FORGET TO TELL MUM OR DAD
YOU ARE SENDING MONEY TO JOIN FISH.

Send opplication fo: FISH HG, UNIT

JAMES POND

you o work with him in the fight

Join FISH now and become a Super
Sleuthl Your brilliont Agent's Pack E=ES

NEEDS YOU!

SEND FOR YOUR TOP SECRET

MISSION PACK TODAY!

Send £8.95 ho FISH HE and we will return :pg-ur1
I Agents Pack without delay. [Pease allow | 4days) I
| ¥ou can pay by Pestal Order, chegue, or Credit ]
lCard Please debit £B.95 jo my

Accesy Visa [ Cord Mo

3 |

sLELTAT N D M
Mome on cand 1
lEapDﬂm— — )
| signature |

| GON'T FORGET| Sand your Agent naime, address 1

jond oge and any other fop secret infarmation |

I‘.ngaﬂ',e-' wiith this coupon and your payment 10'
fhe oddress belbow.

i i —

3, EDISOM RD, 5T IVES, CAMBS PENS 4LF

T




T S o

R Bl il

SRR v T . e — ——

O A o i il

DLETTERS

"

YOU'RE GREAT,
YOU ARE

Dear The One,

| am writing to congratulate you on
this month's [December’s] excellent
coverdisks. Although the disks on
the previous month’'s mag were
good, they did not really keep me
going for the whole of the month
{an age in a gameless and skint
world). This month - without wish-
ing to offend you - you've surprised
me.

Mo Second Prize is top class - |
would have happily expected just an
empty track, like the Red Zone
demo). McDonalds Land is very
good despite the fact that it has
been confined to the back of the
disk box due to quick completion.
Erm, bit disappointed with Street
Fighter 2, not quite the SNES beater
I'd haped for - Oh well! Creatures
looked very interesting and | can't
wait for a level demo (hint, hint!)
and now (drum roll, please) Sen-
sisoccer V1.1, 'Nuff said - this will
keep me going until next Christmas
and no mistake, when maybe anoth-
er data disk will be released with
improved doo-dahs and wotsits.

Also, thank you Commodore for
some smart ads (the one with the
gunslinger and the aliens is bloody
excellent) and I'd just like to make a
small suggestion for future adverts.
Do not make them hip or cheesy!!!
This means do not have lots of lit-
tle ten year olds skipping around the
Amiga with a sad bloke in the back-
ground telling everybody how good
the Amiga is in an even sadder
voice.

Finally, could | please say that |
hate Tim Harris for having a SNES
with a decent version of 5F2, Tom
Reynolds for having a Neo-Geo (ha,
ha!) and Tim Cant because, erm, do
| need a reason?

Saffron Walden
(Are you sure - Ed?),Essex.

Yep, have to agree with you 100%
there - last month’s disks certainly
were the business. Hopefully we can
continue with the exceptionally
high standard and offer you much
more pleasure than a single disk
could supply. Oh, and can | please
say that | do not want the Letters
pages turning into a dedication
page - write to Tony Blackburn or
somebody if you want to mention
your mates.

TOO MUCH
TOO SOON

Dear The One,
Firstly | would like to thank you
for a very informative magazine

DON'T BUY THAT, BUY THIS

Dear The One,

| suppose that there are at least a few readers of your great magazine wha are think-
ing about buying a console of some sort, either a Megadrive or a SNES. Having
owned bath machines | have one piece of advice - don't. Here are my reasons.

Firstly, the price. “But a SNES only costs £150. The Amiga weighs in at £300,” you
might say. (Who, me? - Ed.). Yeah, true, but a console game can set you back over
£50 a go. Take, for example, Street Fighter 2 on the SNES - fab game, yes, but £657

What an unfunny joke - take a look at what you could buy for the same money
if you own an Amiga: Zool (£18 from mail order), Populous 2 (£20 from mail order
again), Lotus 3 (£18 from mail...), IK+ (£8) and 10 Chomp chocolate bars (not for
the Amiga, obviously). With cheap Amiga budget classics (need | mention SWIVT)
and even cheaper PD games, the Amiga will save you more cash in the long term.

secondly, the games. “What about Sonic and Mario World?" What about Zool,
Robocod, Rainbow Islands, Toki and several others. Despite what kiddie console
mags may say, there are millions more Amiga games than on the consoles. For every
Road Rash, Super Hang On, F-Zero and Top Racer, there's Amiga's Road Rash, Super
Hang On, Jaguar, Lotus 3, Crazy Cars 3 and FIGP, Console games are usually limit-
ed to shallow beat-'em-ups and shoot-"em-ups. Not only does the Amiga have these,
but simulations, RPGs, and adventure games too!

Thirdly, the size of console games. “Eh, Sonic 2 is 8 MEG!"” Megabit, that is, not
megabyte. Sonic 2 is only one megabyte in size - Zool is two (i.e. twice the size). Sega
and Nintendo use the word megabit because 4 meg(abit) makes a game sound larg-
er than 1/2 meg(abyte) - | refer to this as the ‘cash grab’ technigue.

Finally, games like SWIV on the Amiga usually use up the whole screen - console
games have two big black borders (when used on PAL TVs). Add to that the fact that
the best console games can take up to (and over) a year to be released in the UK
from Japan and the US and the fact that the new A1200 has millions more colours
and a faster processor than any console, you can see that purchasing a console
isn't such a bright idea. Instead, sell your AS00/600 and, with the money you receive
and the money that was originally going to go on a console, buy an A1200 instead.
Phew, let’s hope that this letter has ended the Amiga vs console debate.

Nathan White,Walsall.

Hooray for you, Nathan, well said indeed! The A1200 really is better than any con-
sole you can name and with its added speed the Amiga looks set to race off past
the sad slabby things at a rate of knots. | can just see Sega and Nintendo, having
just had the arguments presented in black and white, packing their bags and giv-

ing up the war.

and | look forward to reading it
every month.

MNow, | appear to be the only per-
son out there who has noticed that
Commaodore has brought out three
new computers within a span of six
months and, unlike your editorial
team, | do not find this good news!

Just before Christmas last year, |
had saved up enough dosh to buy
the latest Amiga 500 with Work-
bench 1.3. Everything was sunny
until - bosh - Amiga 500+ with
WE2.0. | cried myself to sleep all that
week... If only | had waited another
month | would have had an
enhanced chip set, a fatter Agnus
and a dinky little '+"!1!

Recently, after a series of
mishaps, my trusty Amiga passed on
to a better place and | decided not
to buy a 500+ but to go for the new
look Amiga 600. Even Commodore
would not bring out another
machine with better graphics, bet-
ter sound, at a similar price for ages,
would they? Again | cry myself to
sleep, counting little Amiga 1200's
jumping over a fence.

Mow | do understand that
progress is inevitable, but with tech-
nology where it is it is very unnec-
essary for Commodore to upset all
its customers. Every new machine
seems slightly different to the last,
and causes compatibility problems,
which in turn leads to cries of
anguish from current owners.

| have to draw the conclusion
that the way forward in home com-
puting is to buy an expandable,
compatible PC system so that if
today's technology only lasts for six
months | may be able to keep up!

Chris Mead,Colchester.

I'm sorry to hear that, Chris, but, to
use a cliché, you seem to have been
in the wrong place at the wrong
time, It's inevitable that some peo-
ple aren't going to be happy when
a brand new computer is released,
especially an Amiga, but Com-
modore have to keep on technolog-
ically advancing. Hopefully things
will have settled down now and
there will be no new surprises in the
near future.

ADDICTED? - NAH!

Dear The One,

Before we start I'd just like to say
that I'm not your average reader, in
fact I'm far from it. Let me explain. |
am a forty-one year old housewife
with two teenage children, both of
whom are avid computer fans. |
have read much in the papers
recently regarding the subject of
‘computer addiction' and | feel |
have to put pen to paper (or heated
metal pins through a ribbon of ink
to paper, in my case). (It's a printed
letter, you see - Ed.)

My husband also uses one of our
Amigas frequently (although half
the time he’s using business appli-
cations) so you could say that we're
a so-called ‘computer family'. We
often sit down together for a go on
the latest platform game and | think
that this promotes conversation and
a feeling of family togetherness,
much like a traditional sit-down
sunday dinner. They say that, these
days, children do nothing else apart
from play computer games and that
this alienates the adults from the
kids but if you take time out to play
the games as a family then there is
no need for children to become dis-
tanced from their parents.

| must admit, however, that
whenever the children don’t want to
play, my husband and | force them
to by threatening the withdrawal of
pocket-money and this usually
brings them round. More often than
not, the housework gets neglected
when everybody is out during the
day as | cannot tear myself away
from the excellent puzzle game
Troddlers. | wouldn't say I'm addict-
ed, though.

Pecple sometimes laugh when
they first meet Zool, my eldest son,
but as it's so easy to change a child's
name, my husband and | thought
that it would be an advantage in
later life. There were a few tears
from Titus when we told him about
his name substitution but I think
that he has gradually got used to it
by now. The other children at school
still take the rise out off him but
apart from the broken nose there
have been no other serious inci-
dents. | think he lost that fight
because he kept on trying to beat
the other person by jumping on his
head and turning him into a bonus
but, sadly, this tactic failed.

Must stop now, I'm wasting valu-
able gaming time.

Robana Codd,
Nth Dimension.

I think that just about wraps it up.
Keep on writing, be it of a serious
nature or not, have a groovy Christ-
mas and I'll see you all next year.
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irst of all, we must apologise for
presenting one less star name this
time around. This is because Peter
BLOODY Molyneux (as we now call
him) from Bullfrog, one of the
original Seven, had to cancel at the
last minute with some lame excuse
and we were left with six. Somehow The Mag-
nificent Six doesn't have quite the same ring,
does it? At least if someone else had dropped out
we could have called it The Famous Five.

5till, nine months is a long time in the software
industry and our new-look Six Of The Best line-up
has been rejigged accordingly, with three new
additions to the celebrity line-up. Of course you'll
already know Bitmap Bros Eric Matthews, Sensi-
ble Software's Jon Hare and the indomitable
Archer Maclean, all original Big Seven members.
But Jez San and Michael Powell have been
replaced simply because they're not doing Amiga
stuff anymore and David Braben couldn’t attend
because he's on a deadline to finish Elite Il before
the end of the year. And the less said about that
bloody Molyneux the better.

S0, say a warm "Hello!” to Mev Dinc of Vivid
Image (the team behind such top Amiga games
as Hammerfist, Time Machine and The First Samu-
rai), to Martin Kenwright of Digital Image Design
(the team that produced F-29
Retaliator, Robocop 3 and Epic)
and to Andrew Braybrook (who
created Paradroid 90, Rainbow
Islands and Fire & lce and is cur-
rently working on Uridium 2),
who was to have appeared in the
original Seven, but never guite
made it. We think you'll agree the

London eatery, let the games
cCommence...
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"I'd seriously like
to do a game for

the A1200. |
think it's a

= Archer Maclean

(The One’s tape recorder was left running con-
tinuously, but inevitably some bits were either
illegible or not fit to publish during a religious
holiday. Forgive us for breaks in the narrative
from time to time, but some of these lads can get
a bit carried away, particularly when they've been
knocking back the Tizer all day. We begin with
the first legible comment as the starters arrive...)

ARCHER: | was saying on the way over here that
this year I've done seven projects, some of which
I've sub-contracted out.

ANDREW: Seven?

JON: Seven?

ANDREW: That's doubled your combined output
from the past ten years! (Laughter)

ARCHER: Alright, I'll tell you. 5T and Amiga
Snoocker again, because we had to update it
slightly...

ERIC: Updates don't count, Archer.

ARCHER: ...A 256-colour PC version of Snooker,
5T and Amiga Pool, Pool on the PC in 256 colours,
Gameboy and Nintendo Dropzone, and we're just
starting on other console versions of Dropzone.

JON: Kids love the Super Nintendo, because it's a
great trendy machine.

THE ONE: Isn't the Megadrive
trendier these days?

ERIC: | don't think so, | think the
SNES has more street-cred. It's a
bit like it was with the ST and
Amiga - the Amiga was more
expensive and had less games,
but the Amiga still came through

H[H it" bett hine.
line-up is suitably star-studded. brilliant T
5o, as we loosen our belts to scoff 5 & MARTIN: And you can get Mario
Turkey and Xmas pud at a secret machine. on the SNES.

ARCHER: | reckon that Com-
modore ought to whip the key-

(Left) The party's in
full swing - the
empty place setting
bottom right was
supposed to be
Peter Molyneux's
seat, but he didn't
turn up. Never
mind, more turkey
for the rest of us.

Martin
Kenwright

: Andrew
Braybrook

board and the disk drive off the A1200 and sell
it as a console.

JON: Because it's a better machine?

ARCHER: Yeah, it's a better machine. It"d piss all
over everything else. | don’t know how much they
could sell it for, but it would wipe the floor with
these consoles.

JON: To be honest, it's a real problem writing a
game first on the Amiga because that's the ver-
sion you can sell most easily, and then having it
converted onto the SNES and knowing that it's
going to be endlessly compromised.,

ARCHER: Absolutely.

THE ONE: Did you have to compromise any of
your Amiga stuff for console conversion?

ERIC: No, it just takes a lot longer. If we write a
game that uses the full potential of the Amiga,
it's then f***ing difficult to get it onto the SNES.
ARCHER: But do you limit yourself to writing
within the restrictions of the Megadrive and SNES
first and then work up to the Amiga?

JON: That's what you've got to do.

ARCHER: Mo, what | want to do is use the full
potential of the Amiga's processing power and
not limit myself to these consoles.

MARTIN: | don't know what you're complaining

(Left) Eric Matthews and
Mev Dinc discuss a thorny
point, while in the back-
ground, Gary Whitta pays
the bar bill - you don't
want to know how much
it came to, honestly.
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Nine months ago The One brought together the cream of the country’s games programming
talent together for the first time to drink beer, have a whinge and generally put the world
to rights. They were The Magnificent Seven, and their exploits have become almost as leg-
endary as their cinematic gunslinging namesakes. Well, maybe not. Five of them didn't
get killed for a start. But whatever, it's Christmas time so we thought why not have the
lads back for a festive feast, copious amounts of Sauvignon and, of course, that discrete
little black box we call a tape recorder. The unabridged transcript of what followed is at
times disturbing and occasionally downright ridiculous, but if you feel your stomach is
strong enough then take your seat for the most star-studded Christmas Dinner the Amiga

world has ever seen...

about trying to do sprite games on the consoles,
you should try doing 3D on the bloody things! If
you think you've had problems with sprites...
ARCHER: Well, that's my next problem with
Snoocker and Pool.

ANDREW: 50 who's going to tell me what sprite
capabilities the A1200's got then?
ARCHER: You don’t need them! Everything's so

bloody fast! The machine’s designing planets in
its spare time!

(The conversation between Andrew and Archer
becomes very technical at this point, and lasts for
several minutes. We rejoin the chat when things
have come back down to Earth.)

ANDREW: | don't think anybody here knows the
sprite capabilities of the A1200.

THE ONE: I'm not sure if Commodore knows.
ARCHER: 50 come on then, what is the exact
spec?

ANDREW: | don't know because nobody will tell
me! | haven't even got one yet! The people at

Commodore are supposed to be winging one to
me, but...!

ARCHER: The way | see it, it's about 400-500%
quicker than an AS00. Not 20%, but 500%!

THE ONE: We've heard a few companies com-
plaining that they haven't yet received an A1200
technical spec.

MARTIN: We've had one for a few months, but
we're not really allowed to say anything.

ANDREW: We could always stop the tape,
because I'm interested.

MARTIN: Okay, at this point we stop the tape.

(The tape is stopped here for a bit for more tech-
nical bashing of heads between Martin and
Andrew. £zzz...)

ANDREW: Right, I've been making notes on my
napkin.

MARTIN: You might laugh, but working close to
a big publisher you do get an incredible amount
of inside information, like six months to a year
ahead of other publishers and the general public.
ARCHER: What, you mean like things about
Madonna?

MARTIN: Yeah, who's shagging who, basically.
{Laughter.)

(Food arrives at this stage, causing immense dis-
ruption, including Andrew complaining about
why he wasn't served first. You know the sort of
thing.)

ARCHER: Right, I'm undoing my trouser button,
THE ONE: Tell your anecdote, Archer.
ARCHER: Oh that one, yeah. Well, when | have
a big meal like this, | tend to loosen my top but-
ton so | can get it all in. | was in a restaurant one
time when the wine waiter slipped and poured
red wine all over my trousers. 5o instantaneous-
ly, as kind of a knee-jerk reaction, | stood up to
say “Look what you've done...” and my trousers
fell down around my ankles. (Laughter.)

ERIC: No!

ARCHER: It's a good job the beast was asleep,
that's all | can say.

MARTIN: Did you have your Thomas the Tank
Engine boxer shorts on?

ARCHER: No, they were Tom and Jerry ones.
AMDREW: So, Dropzone on the Amiga then,
Archer. Come on.

ARCHER: Well, | could do an ordinary sequel

3 Hal
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that would have something to do with Dropzone
One, or a completely new game that would just
use the same lunar landscape.

JON: That sounds like an excuse to me.
ANDREW: You've got to come over and see
Datastorm.

THE ONE: Has everyone got their Turkey yet?
JON: Mev's still waiting for his.

MEV: It's because I'm from Turkey.

ARCHER: Gary, Eric's got more than me!

THE ONE: Eric, give Archer some of your food.

(Everyone tucks in, during which, for some rea-
son, probably because fat people were brought
up, the subject of Robert Maxwell - not exactly
the hero of people like Eric, Mev, Andrew and Jon
- is raised).

MARTIN: Did it really f*** you up when Mirror-
soft went down?

JON: Oh Christ yes! And Mev and Eric!
MARTIN: | heard about these people who came

out of it all smelling of roses because they were
paid twice.

ERIC: Like whao?
MARTIN: Well...
MEV: Time to turn the tape off again!

(Once again the recorder is turned off for a bit to
protect the innocent).

MEV: 50 who's the next company to go under
then? We've had Activision and Mirrorsoft...

ANDREW: Well, it tends to be all the people that
we've worked for.

THE ONE: Renegade!

ERIC: Yeah, we'll be next. In fact we went under
last week, we just haven't told anyone yet,

THE ONE: And the tape's on! What a scoop!
{Laughter, and then more illegible natter, until...)
THE ONE: Have you sold The Second Samurai to
anyone yet?

MEV: Yes... it's not Virgin. It's gone to Psygnosis.
MARTIN: lan Hetherington shmoozes in there...
MEV: | know that they haven’t got a yacht, so I'm
safe there.

ARCHER: Virgin haven't either.

MEV: Ah, but he's got a balloon, hasn't he?
THE ONE: Virgin picked up a lot of games after
Mirrorsoft went under, didn't they?

JON: Yeah, Virgin got a lot bigger. The worrying
thing is is that they've got so big and they've got
s0 much stuff, how much is actually going to be
supported?

ARCHER: Yeah, | worry about that.

JON: I'm not just saying this because Eric's at the
table, but when we were working with Renegade
doing Soccer, we talked all the time and we
always knew what was happening. But doing Wiz-
kid with Ocean, we never even knew when it was

coming out. It was finished in May and came out
in October.

THE ONE: Why did they hold it back?
JON: | think it was for the PC version.

ERIC: Even though they'd been advertising it
since April.

THE ONE: That must have hurt the sales of
the game.

L . o S iy - -
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(Right) What's so funny? [ ‘
Whatewver it is, The One's )

Gary Whitta is oblivious to
it, because he's still stuck
paying the bloody bar bill.
Note masses of empty wine |
bottles/glasses/buckets in |
the foreground.

| L all, L

(Left) Eric makes his opinions known
while Archer and Martin get into the fes-
tive spirit - if you can call looking like
you've just found a penny and lost your
wallet ‘getting into the festive spirit'.

(Right) Andrew Braybrook and |
Jon Hare, the creators of two of |
the biggest Amiga games this
year, try to work off the effects
of two hundred pounds of

Turkey and a gallon of XXX
Pilsner. What a bunch of rip- |

roaring guys! |

JON: It destroyed it!

ARCHER: But this whole Summer has been com-
pletely dead software-wise,

JON: 5occer was at Number One for four four-
teen weeks.

ARCHER: Yeah, it was there all the time.

(More general muttering here as the subject of
charts and eventually, for some inexplicable rea-

‘som, the 5T is raised).

THE ONE: You're doing Chaos Engine on the 5T
- is it still worth it?

ERIC: Yes, we're developing them concurrently
because most of our game editors and things also
run on the 5T. Admittedly the sales are only about
five to one in favour of the Amiga...

ARCHER: |'d disagree with that.

ERIC: Well, it depends. Things like Gods and
Speedball 2 were selling two to one, Amiga and
5T, but now it's more like five to one. That's hap-
pened in one year!

JON: It's a massive change, isn't it?

ARCHER: When | did Snooker, it was written on
the ST first because the machine’s faster graphi-
cally. Now, doing Pool, I've written on the Amiga
first and ported it onto the 5T in two weeks,
which isn't bad. If we can sell 10-20,000 copies,
I'll be well pleased.

“I think the first real use of
CD on the Amiga will be
with publishers converting
their big-style PC games."

- Eric Matthews

{More incomprehensible garbage, and then the
PC is mentioned).

THE ONE: What's The Chaos Engine going to be
like on the PC?

ERIC: Oh, it'll be crap. Oh no, it'll be very good.
There's no reason why you can't have a decent
arcade game on the PC.

MEV: The First Samurai’'s very good on the PC.

JON: Yeah, | wonder who wrote that? (Laugh-
ter.)

MARTIN: The Chaos Engine’s got really good
point-of-sale stuff.

THE ONE: 50 when's it actually coming out
then?!

ERIC: The first week in January.
MEV: Are you sure?

ERIC: About as sure as you are about when The
Second Samurai will be out! (Laughter,)
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MARTIN: Talking about Ocean, we're telling them
that we want more of a say about things in gen-
eral now.

THE ONE: And are they listening?
MARTIN: They are, yeah.

ERIC: Is that because of Gary Bracey?
JON: Gary Bracey's a really decent bloke.
ANDREW: Kof-kof! Choke! (Laughter.)
JON: He is! Seriously!

(After some lively and humourous debate, the
conversation returns, as usual, to money.)

MEV: | don't care about royalties anymore.
What's the point if someone decides to take a
dive?

JON: It's all business these days you see, Gary
[Whitta] - nobody talks about games anymore.

ARCHER: Well, we are a very small business. The
same people tend to circulate around the same
companies year in, year out, and no fresh blood
comes in. No new programmers.

THE ONE: |5 it harder now, as a new programe-
mer, to break into the industry with a game?

ERIC: Yeah, as an individual or as part of a small
unknown team, it's very difficult.

JON: It was easier on the Spectrum when we
started.

ERIC: The first thing a big publisher will say to
you these days is "What's your track record, what
have you done in the past, where's the rest of
your team?"”

JON: It's all licences and big developers now.

MARTIN: It's certainly not “| am the programmer
and here’'s my artist” anymore.

ERIC: Publishers always look for some kind of
track record.

ARCHER: Publishers are getting very big, they‘re
run by accountants, they're not pioneering any-
more - they're not small outfits. These companies
have now become so big that they're more wor-
ried about getting thatextra 1% ———
on their balance sheet at the end |
of the financial year rather than |
how good the product is. f

MARTIN: | think my advice to ||
anyone new entering the indus- |
try is take a degree in bloody ||
Law before you start. f
JON: But it is swinging in our ||
favour at the moment. |

"Commodore are still |
anticipating three years of |

A600 sales. 1995 is fade- |
|

out time." |
- Martin Kenwright |I

MARTIN: Just lately. Someone has final- |
ly decided to give developers the same |
respect as you'd get in, say, the film |
industry. People may go to see a movie Il
because it's directed by James Cameron, |
and they'll buy a game because it's from |
the Bitmaps or Sensible. |I

THE ONE: How hard was it for you to |
get started when you were unheard of?

ERIC: It was quite difficult for us.

THE ONE: Was Xenon turned down by other com-
panies before Virgin took it?

ERIC: Yeah.

MARTIN: Really?

ERIC: Oh yeah. As individuals we each had our
own little track records on the 8-bit formats, but
no-one knew us as the Bitmap Brothers. Even after
¥enon, Speedball was turned down by Virgin - it
was really difficult to get that game signed. We
ended up nearly doing a Squash game instead.

JON: Mega-lo-Mania was turned down by Virgin
as well.

{The wine and beer runs out at this point, and
everybody refuses to talk until supplies are
replenished. They quickly are. While waiting for
new drinks to arrive, Oliver Reed's recent perfor-
mance on The Word is discussed at length.)

JON: To be honest, | think the worst thing we've
ever worked on is the updated version of Sensible

(Right) Is that Mev Dinc scratching
his chin? Perhaps someone across ——
the table is telling porkies. Or |

maybe he just needs a new blade \
in his Bic. Or something. |

{Above) Digital Image Design's
Martin Kenwright in typical
pose - the broad smile and pint
of free beer go hand-in-hand.

{Left) Always one of the most
outspoken delegates (he holds
the record for the most utter-
ances in both Magnificent
Sevens so far), Archer Maclean
tells it like it is - again.

Soccer. You've got a game that's
already been very successful, but which we have
to make better.

ARCHER: What's it called, Even More Sensible Soc-
cer? Really Clever Soccer?

MARTIN: | think we’'ll do one called 5illy Soccer
just to rival it.

ARCHER: It's like with Pool. In my book, Pool is a
hell of a lot better than Snooker will ever be,
there's so much more in it. But superficially it
looks the same, and so a lot of people look at it
and say “Oh, it's just the same as Snooker."
MEV: Yeah but Archer, it's true, isn't it? (Laugh-
ter.)

THE ONE: Does anyone have experience of being
pressured into doing a sequel if the original game
was successful?

MARTIN: Oh yeah, sure. It's all marketing, isn‘t
it?

ANDREW: Yum yum!

o f e 0

ey H  Addl .0

THE ONE: Did you eat all of that chocolate cake?
ANDREW: Yep.

ERIC: You fat bastard!

THE ONE: Archer's 5till struggling with his.
ARCHER: No, I'm just pacing myself. Now, I'm
going to change the subject completely. Who
thinks, in the next two or three years, that the

lights are going to go out on the console busi-
ness? Hands up so the tape can't see. (Most hands

go up.)
JON: Consoles are just a fashion.

MARTIN: It's all going to be CD in a few
years.

N3IZOd
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THE ONE: Why CD, as opposed to anything else?

MEV: Because you can hook it up to anything. A
PC, a hi-fi... We will be making mini-movies in a
few years, | believe.

ERIC: No, | don't agree with that.
THE ONE: What do you mean by a mini-movie?

MEV: Well, games will become so complicated
in the future, you'll have a director...

MARTIN: Interactive TV's going to be big. ||______————_.____

THE ONE: Who around this table is actual- |
ly going to be doing games for the A12007?
ARCHER: | would seriously like to if it sells }
enough, because | think it's a brilliant |
machine.

MARTIN: We're doing two new products |
that are PC-based for the A1200 now, but |
as we move further along, we'll be doing |
games straight onto the 1200. |
THE ONE: Is one of those Epic II7 | !

MARTIN: It's not actually Epic II, it's |I :
called Odyssey. |

ERIC: We've just got an A1200 in, and l
we're looking at it now. We need to find l—

R e

{Right) Did you know that Jon
Hare deliberately turned up to
the event in an Amiga Format T-
shirt, so that we'd have to give
him a free one to wear? The
crafty old sod. He won't be
laughing when we slag his next
game off.

out a bit more about it. Mike's got it on
his desk and won't let anyone else touch it. The
thing is it depends, like Andrew was saying, on
how they've wired it up for this 256-colour mode
and everything. It's a really smart move on Com-
modore’s part though, because it means if you
have a 256-colour PC game, then all of that can
still be used on the Amiga version.

ARCHER: | would love to do, and will do, a 256-
colour A1200 version of Pool that would run
faster and have numbered balls that rolled round
properly for all the people who wanted those fea-
tures.
MARTIN: We don't know if we’re going to con-
tinue to support the A500/600 in the near future.
It's just getting too far down the line. It'd be nice
to convert downwards later, but initial develop-
ment is going to be 1200 only, with a view to see
how well that does.
JON: When are you anticipating your first 1200
title coming out?
MARTIN: In about four or five months.
MEV: | believe that Commodore has to do a lot
more this time round. They were lucky with the
Amiga 500, | don't care what people say, they
were very lucky. It took ages for the A500 to suc-
ceed.
MARTIN: 1993 is going to be a make or break
year for Commodore.
MEV: They have to take an active role in devel-
oping software for the A1200. It's no good just to
say "Oh, Ocean's doing this project for it.”
THE ONE: Are we going to see the demise of the
A500/600 game as we know it if the A1200 takes
off?
ERIC: No, that won't happen, there are too many
machines out there.
MARTIN: Commodore are still anticipating three
good years of AGDO sales, 1995 is fade-out time.
THE ONE: Would you like to do Uridium 2 for the
A12007
ANDREW: Oh yes!
ARCHER: Great, you could start the diary all over
again!
THE OMNE: Does anyone here think that
they've reached the limit of what they can
do with existing Amiga 500/600 technology?

{Right) PUBLIC HEALTH WARN-
ING! Inviting these two men
to your party or conference
could result in a serious defi-
ciency in your drinks cabinet.

{Left) Whenever the conversation dried
up, we could always rely on Archer to
entertain us with his orang-utan impres-
sion. Do the thing with the banana
again, Archer!

ARCHER: | don't.

JON: There aren't any limits, though. Even after
we stopped developing on the C64, the machine
was still being pushed and pushed so much. Some
of the stuff towards the end were really amaz-
ing!

MARTIN: It's a bit of an obsession for many peo-
ple, to always be pushing and pushing a machine
technically.

ERIC: Yeah, but | also think it's just a bit boring,
really.

"I'd have to say Sensible
Soccer is my best game of
the year. It's brilliant and |

still play it."

- Eric Matthews

ARCHER: All of us here though will always look
at what each other are doing and try to do it a bit
better the next time round. Technically, | still think
that the Amiga hasn't been stretched incredibly.

{The drink runs out again somewhere around
here and there is mass consternation. While fresh
supplies arrive, the conversation turns to consoles
for a while, and we won’t bore you with it.)

MEV: | think what separates us from the Ameri-
cans and Japanese is that to us, writing games is
still like a hobby.

THE ONE: But are you as enthusiastic about
games as you were four or five years ago?

ARCHER: | don't think so, no.

JON: Probably not; but you still know a good
game when you see one.

ANDREW: There wasn't so much competition
back then. When | started out on the C64 it was
fairly easy to see how you could constantly
improve things, but now we're up against bigger
teams here and in other countries fighting
against us, and we're all trying to improve in dif-
ferent directions, be it graphics or gameplay. It's
a lot more difficult to stay ahead.

MARTIN: There isn't so much investment in this
country either. If you go abroad, development
budgets for games are almost as big as Holly-
wood movies. And | think that if you said "Here's
four million dollars, go and develop a game,” |
reckon someone in the UK could do it a damn
sight better than anyone else.

THE ONE: What games have impressed you this
year?

ARCHER: Monkey Island 2.

THE ONE: On Amiga?

ARCHER: Oh yes.

MARTIN: | liked Pinball Dreams.

THE ONE: Everyone likes Pinball Dreams.
ANDREW: S5hut up! Shut up!

THE ONE: What's your problem with Pinball
Dreams?

ANDREW: It's HIM! (Referring to a certain epony-
mous boss of Hewson who will remain nameless.)
MARTIN: | liked Snooker.
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ARCHER: Play Pool, it's better.

ANDREW: He always has to get the advertising
spiel in, doesn’t he?

THE ONE: What about you Mev?

MEV: Oh... um... Contra 37 | don't play many
games. Oh, Monkey Island 2.

ERIC: I'd also say Monkey Island 2, but apparently
it's shit on the Amiga. On PC it's brilliant.

MEYV: Talking about that, one area in which we
could all improve our games is with the disk
access.

ARCHER: | never have any of that.

MARTIN: We just tell Ocean how many disks we
need for a game, and we get them.

ARCHER: Who here has done a 1Mb-only game?
ERIC: We're just about to.
THE ONE: Just about everyone has

a memory upgrade these days,
though.

ERIC: Actually, | know it's one of
Jon's but | have to say that Sensi-

"If you're looking to the
future, you have to
look at CDs."

ble Soccer is my best game of the
year. It's brilliant, and | still play it.

MARTIN: What about you, Jon?

JON: | can't remember playing any game apart
from testing Soccer endlessly. Hoi's good.
ANDREW: | liked that game... Fire and some-
thing, | think it's called...

ARCHER: Yeah, who wrote that? (Laughter)
ERIC: Biplanes on PD is brilliant fun.

MARTIN: What's your best game of the year,
Gary?

THE ONE: Ooh... probably Wizkid.

MARTIN: | really enjoyed it, but | couldn’t under-
stand half of it. | didn't have a clue what | was
doing.

THE ONE: When's The Second Samurai coming
out, Mev?

ERIC: After The Chaos Engine. (Laughter.)

THE ONE: 50 what lies ahead for the good old
Amiga, then? Are we all going to be buying hard
drives?

ARCHER: | don't think so.
ERIC: No.

ARCHER: If | was going to spend that kind of
money, | wouldn't buy an Amiga and a hard drive,
I'd go out and get a PC.

= Jon Hare

(Below) Come the end
of the afternoon,
Andrew Braybrook was
the only one still wear-
ing his Christmas hat.
What a sport!
MARTIN: Yeah, you can get a 486 for something R

like 600 quid now. ]
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SPORI FOR PC

Play a round
All year
round

It's raining cats and dogs outside, but it's a beautiful
erisp Spring day on the Torrey Pines Golf Course.

You approach the tee, driver in hand. Gazing down
the fairway, you notice every feature of this classic Pacific
Ocean Links course.

P VHECHATLLEMNG R O 4o M .

The Challenge of Golf takes
you to a new level of realism. You
can almost smell the grass, feel
the silky putting surfaces and
take in the fresh sea air. At
times, you'll want to replace the
divots, until you remember it's
only a game.

So, put on your sun
visor and practice your
swing. You're next on
the tee.

-~ Available on: PC
"’ il (VGA or MCGA, 640k

and Hard disk required.
» Supports: AdLib™,
Soundblaster™, MSound™sound

cards),

DAccess Software, Inc. 1991 All rights reserved.

' = ; =,
= LG G
ACCESS . e
1.8, Gaold Lid., Units 23, Holford Way, Holford,

Birmingham B& TAX. Tel 021 425 1366

A serious PC experience
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Left) Mev demonstrates what he'd like to
do to Robert Maxwell if the fat rotter was
still alive. Eric, Jon and Andrew found it
difficult to disagree.

a haircut? probably not - it saves

of his neck at least.

ANDREW: But we're talking about people who
have already got an Amiga sitting on their desks.

THE ONE: And the A1200 is rigged to plug into
an IDE hard drive, which are really cheap. The
thing is, CD is not going to make much of a dif-
ference to arcade style games, is it?

ERIC: Yes, | agree.

MEV: But it's not a question of whether or not
it makes a difference to what we do, it's a ques-
tion of people accepting a new medium, a new
storage device.

ARCHER: If you look at something like Seventh
Guest on the PC, there's no game in there as far
as i can see, but there are 3,000 floppy disks
worth of graphics and sound on a CD.

MEV: And that's why CD's not been successful,
because developers are misusing it.

JON: If you're looking at CDs, you're looking to
the future. If you're looking at consoles, you're
looking now. As a company, we've always lagged
behind and waited to see what picked up,
because we're a small company.

ANDREW: You're a sensible com- |
pany! |
THE OMNE: 50 what's it going to |
take to make Amiga CD take off?
The CDTV hasn't been very suc- |
cessful so far, and that leaves the |
bolt-on CD drive.

ERIC: | think the first use of the
CD-based stuff on the Amiga will
be publishers looking more close-

{Below) Is this man ever going to get

him every having to wash the back

(Below) It seems that by the end of
the afternoon, even Mike the cam-
eraman had had ane too many. We
warned him about too much
Guinness too early in the day...

ly at their ability to convert their
big-end, big-style PC games. With
the A1200 having 256 colours and
the fact that most PC games are hard-disk based,
then you could pack it all down onto a CD and
that would make those games translate a lot
more faithfully onto Amiga formats.

ANDREW: But you're talking about the A1200
now.

ERIC: Okay, but even without the 256 colours you
can still have the same amount of data storage.
ANDREW: CD is very slow, though. It's almost
as slow as floppy disks at times.

ERIC: Yes, it's slow and you need a lot of
RAM.

JON: What you need is two CDs running
really fast.

(For some reason, the conversation veers
seriously off the beaten track at this

point...)

ARCHER: Has anyone seen this 1492 film?
| went to see it. Photographically it's great,
but what gets me is you've got this Por-
tugese guy Columbus being played by a
Frenchman.

THE ONE: In Highlander you've got a

Frenchman playing a Scot and a Scot play-
ing a Spaniard. And they don’t even both-

{Above) Well, this just about sums it all up,
wouldn't you say? Here we have the
programmer (Mev Dinc), addressing wital
gaming issues that affect us all, while the
journalist (in this case, The One's Simon
Byron) does what all journalists do best. Or
worst, as the case may be.

er with the accents.

MARTIN: Yeah, but it's a good film, Highlander.
| enjoyed Highlander.

THE ONE: Have you seen Highlander 117

MARTIN: Oh, that's w***. S0, are there any more
questions? (Martin grabs question sheet} “Archer,

what's going to Be your next Amiga game?”
ARCHER: Well, I"d like to do Dropzone I, b
what | really want to do is 256-colour version
of Snooker and Pool, in one game, for the A1200
THE ONE: What about this Epic question, Mar
tin? After all the controversy...

MARTIN: We won Game of the Year reader's
in France recently, and that was the sort of pick
up we needed.

THE ONE: But were you happy with the game?
MARTIN: It was a victim of its own success...
enjoyed the game,

THE ONE: Did you find, though, that of the pe
ple that bought Epic, more people liked it tha
not?

MARTIN: Oh yes! At the end of the day
received loads of letters from people saying co
gratulations.

{At this point The Magnificent Six are ejecte
forcibly from the secret London eatery and retil
to the iocal pub to finish what they started. 50
as the mysterious hombres ride off into the su.
set once more to get down to the business o
writing next year's hit, we can sleep soundly in
our beds, safe in the knowledge that somewhere
in the city, a programmer is falling over in &
kebab shop and throwing up over his shoes.
G'night all! See you in ‘93 for another years
waorth of crazy antics, lots of top Amiga gaming
action and generally going bonkers! Until then,
always look both ways before crossing the road,
and God bless us, every one.)
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AN AUTHENTIC INDIANA
JONES JACKET AND HAT!?

es indeed! They're no bunch of skinflints down
at US Gold, you know. Oh no. They know how
™ to launch a game in style, and (deep breath)

Indiana Jones and the Fate of Atlantis: The Graphic

Adventure is no exception. To celebrate the launch

o F I H E I N DY J o N E s of this latest whip-cracking masterpiece (reviewed
on page 54, incidentally) the brummy wunderkinds

have put up some stonking prizes, on offer exclu-

l sively to readers of The One!
- The first prize in this mind-meltingly good

compo is Indy’s actual leather jacket and felt hat as
seen in the Indy movies! Well, not
quite. In fact, this is the gear as worn
by Harrison Ford's stunt-double at
the recent Gamesmaster Live show.
So it is sort of authentic. Sort of.
Whatever, this jacket and hat are the
business, and both will no doubt be
invaluable additions to your
wardrobe. The winner also receives
the official Indiana Jones trilogy box
set on video (in widescreen, no less),
as do ten lucky runners-up.
So, what lies between you and the
prize of the Century. Not much, actu-
ally. Elsewhere on this page you'll
see two seemingly-identical screen-
shots of a scene from Indiana Jones
and the Fate of Atlantis. But careful
scrutinisation will reveal there to be
five subtle differences between the
two. All you have to do is spot them,
and tell us in which grid squares the
discrepancies lie. Easy,
eh? Well, get cracking!
Once you've got it
sorted, get your entry to
us on the back of a post-
card or a sealed envelope
and send it to us at: JACK-
ET HAT, HAT JACKET, The
One, Priory Court, 30-32
Farringdon Lane, London
EC1R 3AU. Entries to
arrive no later than Jan-
uary 21st please, because
that’s the closing date.

THE RULES

Employees of EMAP Images,
Us Gold, their friends and
relatives are not permitted to
enter. The editor’'s decision is
final and no correspondence
will be entered into, and all
that.

COMPETITION
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WORK

IN PROGRESS

The future today? That's what Psygnosis seems to be
promising with the imminent release of two games
that are likely to redefine what's ‘state of the art’ on
CD-ROM. David Upchurch is suitably impressed...

sk anyone in the com-

puter industry about the

future for home comput-

ers, and they're likely to

ell you that it lies in CD-
based software. Commodore itself
indicated its commitment to the
medium with the release earlier this
year of the A570 CD-ROM drive. The
advantages speak for themselves: at
less than the cost of a couple of flop-
pies you have a hard-to-pirate medi-
um capable of storing over 500Mb of
data - and it's very hard to ‘wipe’ a
CD! Agreed, CD's not perfect - it's
notoriously slow to access informa-
tion - but, like it or not, CD is the way
forward...

...And nobody’'s more aware of
that than the people at Psygnosis.
For the past two and a half years
there's been a team hard at work at
the company's Liverpool offices
experimenting with CD-ROM and, as
production manager lan Grieve puts
it, “learning every day”. lan reckons
that by the end of "93, CD-ROM will
have become the dominant home-
computer storage medium, and at
Psygnosis they're well prepared to
deal with that eventuality.

As stated earlier, one of the big
drawbacks of CD is that it's not pos-
sible to pull data of them at high
speed - at best they're little faster
than a hard drive - so getting full-
screen animations is near impossible

without special decompression hard-
ware and/or software. However, as
the intro animations tothe Psygno-
sis games have shown, it's still pos-
sible to pull off some impressive
feats as long as you have the right
know-how and are willing to do
some hard graft.

“Intros are always a big thing
here,” acknowledges lan. “They give
us the chance to show what a
machine is capable of as opposed to
how it will generally be used. The
technigues learned during the com-
pression and decompression of these
images have been brought to the
CD-ROM party and the skills entailed
in both productions are somewhat
parallel.”

The first fruit of the team's work
was the Planetside demo for Com-
modore’s COTV. "It was very suc-
cessful for us,” comments lan. "It

Just take a gan-
der at the
pictures on this
spread - aren‘t
they spectacular?
They're all taken
from Microcosm,
a game set inside
the human body
with the player
piloting a minia-
turised subma-
rine the body's
organs and blood
vessels in pursuit
of equally-
shrunken enemy
droids. If you've

seen Innerspace,
then you'll know
the sort of thing
to expect.




gave us the opportunity to show
what was possible with a good deal
of effort and an applied knowledge.”
However, Planetside barely scratched
the surface of what the talented
boys at Psygnosis are capable of.
Take a look at what they've got com-
ing up...

MICROCOSM

If you've ever seen the creaky old sci-
fi movie Fantastic Voyage (famed
mainly for Ragquel Welch in a tight
rubbersuit) then you’'ll probably get
the gist of what Microcosm's all
about straight away. “The game cen-
tres around the president of a hi-tech
corporation in a future world, whose
body has been infiltrated by minia-
turised robots and military devices
of an opposing corporation,”
explains lan. "Your mission, in your
miniaturised vehicles, is to seek out
these enemies in the various parts of
the body and neutralise their threat.

“The game itself is a combination
of hi-tech shoot-"em-up and stun-
ning movie-like graphic sequences,

all edited together in a seamless
interactive product. You will have
various vehicles to control and they
will specialise in differing areas of
the body, This brings about an inter-
esting mix of action and passive edu-
cation - a worthy eombination!

“The animation in the game has
been portrayed as a wide-screen
movie, with a combined overlay rep-
resenting a status panel. Obviously
the hardware platform does have
limitations in that the amount of
graphic information to be manipu-
lated is restricted by the bandwidth
of the CD. Our innovative compres-
sion technigues allow us to over-
come a large number of the prob-
lems involved, though.”

Trying to get lan to expand on
how these technigues actually work,
however, is a fruitless task. “What
we've learnt from the development
of Microcosm has given us a poten-
tial edge over any other competition
we may have and will therefore will
remain a closely-guarded secret for
the immediate future,” states a tight-
lipped lan.

Microcosm first started develop-
ment over two years ago. “Since this
time Microcosm has entered phases
of high activity, alternating with
holding patterns as we defined and
redefined what the game should
look like,” comments lan. “The final
version of Microcosm bears a good
resemblance to the game originally
envisioned, but has been embel-
lished by the technical advances
we've made over the past two years.
The whole product has now been
fully defined and is in a state we are
very happy with - expect it on the
shelves in the middle of '93."

DRACULA

Psygnosis in film-licensing shock?
Yes, it's true - Dracula is the compa-
ny's first dabblings in the murky
waters of film tie-ins, but when it's
released in March of '93 it looks set
to blow all previous efforts out of
the water. The film is already a big
hit in the States, and apparently
sticks closer to the original Bram
stoker novel than the hammy

reworkings of Hollywood and Ham-
mer Studios. It's got an impressive
pedigree, with Francis ‘The Godfa-
ther' Ford-Coppola in the director’s
chair and Gary Oldman, Anthony
Hopkins and Winona Ryder starring.

What attracted Psygnosis to Drac-
ula as the film to be their first tie-in?
“As a film licence it's very appealing,
both in the nature of the classic story
and the combination of one of the
finest studio/director teams in the
movie industry,” explains lan. “It's
only fair to produce a licensed game
which is a decent representation of
the original product and not simply
a platform game with modified
graphical characters.”

“The game's an extensive action
odyssey in which you have to battle
Dracula in his various guises in set-
tings which are prominent in the
film. The ultimate objective is to pre-
vent Dracula completing his das-
tardly plan. The backdrops for the
game were faithfully recreated from
the original studio blueprints and
testimony to this can be found from
viewing the movie.”

In a real first for movie tie-ins, the
game features extensive use of
footage from the actual film, which
raises the issue of character rights.
Other companies have had terrible
trouble getting permission to use the
likenesses of the actors in their
games. “The character rights issue is
an interesting one,” agrees lan, “and
Gary Oldman kindly agreed to the
usage of his image in the game. It
was not necessary to use other char-
acters as they are adequately catered
for in the game. We used our own
people as models for the characters
and created costumes in-house for
blue-screen work to be rotoscoped
into the game. This gave us an inter-
esting experience in that we were
making movies for the game, albeit
on a smaller scale.”

Considering that Dracula is a
game based around a fairly-graph-
ic horror movie, one wonders
whether the game will be too
‘adult’ for the games market.
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FANTASTLLC VOXYALGES

“| agree that the film is not aimed at
children,” says lan, "but the story in
this movie is presented in more of a
fantasy environment as opposed to
Gothic horror. The game follows this
vein (excuse the pun!) in that it will
appeal to audiences of all ages. One
should be careful not to patronise
the potential purchasers of CD-ROM
product as these games will lift video
gaming from a childish pursuit to a
sophisticated and intellectually-
rewarding experience.”

Does lan see Dracula as leading
the way to a new generation of film
licences? “Dracula is heralding, on
CD-ROM at least, a new era of video
games,” he agrees, "and, due to the
combination of film and game,
movie tie-ins are the most obvious
route to follow.”

Computer owners will be happy to
hear that they haven't been forgot-
ten. “Dracula will make it onto flop-
py and will basically follows the
same storyline,” explains lan, "but
the compromises between CD and
floppy will be stunningly obvious
when both products are run side-by-
side; 600 megabytes wversus 1
megabyte will give a visible differ-
encel”

THE FUTURE

So how much do Microcosm and
Dracula tap the potential of CD?
“The potential of CD-ROM is a diffi-
cult item to define,” considers lan.
“Because this is such a new medium,
many people have varying views as
to what a product should look like.
The simple answer is that there are
no precedents set in this arena and
we are writing a new page every-
day.”

But is the day of the truly interac-
tive movie far away? lan laughs. "It
would be very nice if somebody
could exactly define what an ‘inter-
active movie' is!”

Dracula is far different in style to
Microcosm, and employs detailed back-
grounds and sprites created from roto-
scoped actors to recreate the mood and
atmosphere of the forthcoming movie.
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The super-villain Apex
in one of his many
guises, in this case
popping up to make
inter-level loading less
of a strain. And he's
even harder than this
stone-clad image sug-
gests.

ou see, the problem with
Y most computer game heroes
is that they're just so, well,
fragile. Chuck a few hundred tons of
rock or a thousand-megawatt laser
beam at them and they're out for
the count. Hardly the sort you'd
choose to go out and save the world
from a genetically-engineered super-
villain. No, to fight a super-villain
you need a superhero - and the lat-
est game to bolt from the Psygno-
sis stable next Spring has got plen-
ty of them. 79,228,164.440,000,-
000,000 of them to be precise.
SuperHero is the first project to
come from shiny new development
team Kage, and when it comes to
heroic characters it certainly doesn’t
mess about. The game allows the
player to create his own super-
hero (or heroine, of course)
from scratch, customising the

sV PERMNERD

character's look, gender and special
abilities before embarking on a
world-saving mission against the evil
Apex, the super-villain of the piece.
You want laser beam eyes? You got
‘ermn! You want to be able to fly? You
got it! You want invisibility? You got
it! The story goes that the muscle-
bound fiend Apex has been created
after a genetic experiment goes
wrong, and is now holding the
waorld to ransom. Only by creating a
superhero of similar powers and
abilities through the same gene-
splicing methods do you stand a
chance of saving the world.

"We wanted to make a game
where you could recreate existing
superheroes, and not only those of
the big comic houses like Marvel and
DC, but those of some of the small-
er publishers like Innovation and
Dark Horse,” explains Superhero's

PROJECT: SuperHero
PUBLISHER: Psygnosis
DEVELOPER: Kage
Antony Ball (Programming)
David Bland (Graphics)
INITIATED: Early 1991
RELEASE: Early 1993

Ever fancied being Bat-
man, Superman,
Wonder Woman or the
Shadow? How about
all of them at once?
Psygnosis’ latest claims
to be able to transform
even the weediest
gamesplayer into the
superhero of his or her
own making. Gary

Whitta's spidey sense is

(Below) The genetic lab, where
Superheroas are created prior to play.
Once the costume fits, the super abilities
can be adjusted by playing with the
coloured test tubes in the bottom right.

co-creator David Bland, who's also
produced the game's swish graph-
ics. “I've always been a comic-book
fan - Marvel and DC, and particular-
ly of graphic novels like Watchmen
and V For Vendetta.” The game,
Kage admits, was inspired by char-

acters like Batman “and other odd
characters that haven't appeared in
games yet.” The influence of those
graphic novels is certainly evident in
SuperHero, which is based more
upon the darker portrayal of super-
heroes in modern comics, rather




than the squeaky-clean image that
was prevalent in the genre's early
days.

Hero-creation elements

aside,
superHero is essentially a scrolling
platform-based beat-‘em-up in the
traditional vein. "Dave’s a fan of
beat-‘em-ups and I'm a fan of plat-
form games,” says programmer
Antony Ball. “So we mixed the two
to make a very dynamic game. We've
tried to give it a Japanese feel.”

In SuperHero, the player first cre-
atkes his super persona by fiddling
with their genes (stop laughing at
the back) in the laboratory,
then taking the character,
with all his customised abil-
ties, through multiple eight-
way scrolling levels, includ-
ng the city rooftops, a
warehouse, sewers and an
ndustrial complex, taking
on an army of goons sent
out by the infernal Apex
along the way. “The super-
hero's moves are very pow-
erful, so you can knock bad-
dies in the air, split them in
two and knock their heads
clean off,” boasts Antony.
The baddies range from
humanoid thugs to muta-
tions with special powers.
On the last level all the bad-
dies from the previous level
will reappear for the final
battle.”

The actual abilities avail-
able to your hero during the game
depend on what you get up to in the
laboratory beforehand. We all know
how important a superhero’s cos-
tume is, so it's possible to kit your
character out in almost any outfit
imaginable by adding items of cloth-
ing (belts, gloves, boots, masks etc)
and then altering the colour scheme
to taste. It's possible to recreate just
about any famous comic-book hero
by mixing and matching the right
garments. Once the character is kit-
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“We wanted to make a
game where you could
recreate existing
superheroes, and not
only those of the big
comic houses like
Marvel and DC, but
those of some of the
smaller publishers like
Innovation and Dark
Horse."™

David Bland
SuperHero graphic artist

ted out, choase their sex (which dic-
tates the special powers available),

then play with the wvarious DNA
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strands to create varying degrees of
strength, agility and, of course,
super-powers. When a superhero is
complete, their genetic make-up is
expressed as a chemical formula, so
players can instantly recall favourite
heroes just by retyping the genetic
code. ¥

“We've tried to combine the styles
of Dave Gibbons and Katsuhiro
Otomo,” says David, commenting on
Superhero’s graphic look. “But we
don't want it to look comic. We
wanted to recreate the dynamic
action of a comic book without the
POWSs and THWACKs.” Even though
this is Kage’s first game as a team
(Dave and Antony have worked on
thirty games between the, however),
they're confident that SuperHero will
wipe the floor with the competition.
“It's not just a beat-'em-up, it has
platform action and the fighting will
be finger-numbing,” they say. “And
the ability to design your own char-
acter makes a big difference.”

Having worked on the game for

the last 18 months, Kage have
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almost got SuperHero finished - the
hardest part, they say, has been
keeping the game running at a
decent speed and making the
changeable hero costumes work
properly. “Now all we need to do is
assemble the jigsaw, put it all in
order and fix some bugs. Oh, and
complete the last two levels,” says
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Antony. The music is being handled
out-of-house by Full FX, the team
that produced the sonics for The
Killing Game Show. “The music will
be in a John Carpenter style,” says
Kage. “There will be nine tunes
each with three separate parts,

and 30 sound samples making

60 different effects.”
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DUNE

For the past year or s

game developed by French coders
Cryo earlier on in the year you
might well have been impressed -
and quite rightly too. It received an
impressive 90% way back in June
and was regarded by some as a seri-
ous contender for Game of the Year
1992. Not content with narrowly
missing out to Sensisoccer for the
prestigious prize, Virgin will soon be
unveiling another Dune game which
would no doubt be travelling under
the adline of ‘Think of it as a way of
life" if only Legends of Valour hadn't
got there first.
Westwood Studios, the team
behind the game, already has a rep-
utation that most other software
companies would die for. They've
been responsible for such top sellers
as Eye of the Beholder 1 and 2 and,
more recently, The Legend of Kyran-
dia. Westwood's Dune is a far cry
from the Cryo game - this sequel is
far more strategy biased - and
revolves around three Houses bat-
tling for supremacy on the desert
world of Arrakis (known to its mates
as Dune). "Houses? Arrakis? What's
going on?”. Ah, let me explain...
Dune, the book, was penned by
Frank Herbert and is easily one of
the most original and inventive sci-
ence fiction novels ever written. It's
set 10,000 years in the future where
the ultimate source of power is
Melange, a mind-expanding spice
that will only grow on the world of
Arrakis. It's so rare and expensive
that people will do almest anything
to obtain it. And whoever controls
the spice, controls the galaxy...
Westwood's game is set, unsur-

If you played the original Dune

e
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o Westwood Studios have been bea
will, they hope, revolutionise the strategy game genre.
siast, found out exactly how they intend to do it.
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vering away on a game which
Simon Byron, our resident enthu-

Dune, the planet, is nearly unhabitable because of its high temperature and the clouds of noxious gases that con
stantly sweep across the terrain. As a result of this, all homes are in band 'A' for the new Council Tax.

prisingly, on Arrakis. To encourage
rapid spice harvesting, and the sub-
sequent profits that he can make,
galactic ruler Emperor Frederick IV
has invited three Houses (the futur-
istic equivalent of noble families),
namely the Atreides, the Ordos and
the Harkonnens, to compete in a
mining ‘competition’-type thing.
Whoever delivers the most spice
gains sole governorship of Arrakis
and a share of the future tax rev-
enues, With a prize like this you can
be sure that the competition
between the three Houses is going
to be fierce.

Each House works entirely differ-
ently to the others. The House of
Atreides consists of idealists and
their whole lives are run by honour
codes and utopian ideals. Their men
are unquestionably loyal and morale
is always high. Whilst this may
sound noble, the Atreides some-
times underestimate their opposi-

tion because they think that they are
invincible.

The House of Ordos, also known
as the "Cartel’, is full of smugglers
and thieves, Their methods often
involve sabotage but they do not
take unnecessary risks and careful-
ly plan everything right down to the
last detail. If one plan begins to fail
then they'll have a number of con-
tingency options which can
be put inte action straight
away. If they have to fill a
spice quota they would pre-
fer to steal the Melange
from the enemy, rather
than spend the time and
credits actually doing it
themselves.

Finally, and most horri-
bly, is the House of Harkon-
nen. These really are evil
sods who think nothing of
murdering their own peo-
ple, let alone a member of

an opposing House. If they want
something they will stop at nothing
and their tactics have often includ-
ed suicide runs and total devasta-
tion.

Whilst you can choose to play
whichever House you like, the three
options can also double as difficul-
ty levels with the Attreides being the
easiest and the Harkonnen being the

s




PROJECT: Dune 2 - Battle for Arrakis

PUBLISHER: Virgin Games

DEVELOPER Westwood Studios

INITIATED: Spring 1991
RELEASE: Early 1993

toughest (I'll let you work out for
yourselves what House you'd select
for the medium level).

Dune 2 is being developed in
America and is the brain child of
Brett Sperry, Westwood's ‘president’
(that's what they call ‘bosses’ in the
States, you know). What did he set
out to achieve when the game was
initially at drawing-board stage?
“We wanted to create a game which
was easy to learn and difficult to
master,” he replied. *“You don't have
to read a long and boring manual to
learn how to play. In fact, all of our
focus groups picked up the game

If you play as House Harkonnen, this
bloke will advise you.

within the first five minutes without
reading a manual at all, the interface
is that intuitive.”

How well will newcomers to strat-
egy games fare when confronted by
Dune 27 “We're hoping that because
Dune 2 begins with a few simple sce-
narios [namely just to earn a set
amount of spice or credits], people
who are new to strategy games will
have a chance to learn the game
before the more challenging mis-
sions are introduced,” Brett replies.
“Those who are more adept at strat-

egy games will quickly move onto
the harder levels where you have to
destroy all opposing Houses whilst
harvesting spice to earn the credits
necessary to wage war.”
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Brett is pleased with how the
game's turning out, especially in
regard to the game's sound. “"One of
the most exciting aspects of the
game for me is the sound effects
and the digitised speech [provided
by the developers at Westwood 5tu-
dios]. The game actually talks to you
as you play. Your units acknowledge
your commands and you can actu-
ally hear the ‘'whoosh’ of rockets fly-
ing through the air and the 'squish’
of infantry as your battle tanks crush
them. The explosions literally rock
your video display!”

There are some obvious advan-
tages and disadvantages to playing
each House, as Brett explains.
“House Harkonnen is my personal

The Missile Tank has a long range
stike capability and mowves faster
than the heavier Battle Tanks.
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favourite because they have the
Death Hand Missile and the Devas-
tator Tank. Many people here enjoy
House Atreides because they have
the Sonic Tanks and Fremen. The
Ordos are pretty cool too, because
they can use saboteurs and Devia-
tor missile tanks. | guess house
selection is a matter of personal
taste, but | recommend trying to
conguer Arrakis with each house,
There is a different ending for each
when you win the game.

“Dune 2 uses Westwood's Com-
mand and Conguer engine which
took four man years to create. We
plan on releasing another game
using the C&C engine, tentatively
called Command & Conguer:
Fortress of Stone in the summer of
1993. | can't say too much about it
now, except that it won't take place
on Dune or in that timesphere. I'm
very pleased with the way that Dune
2 is turning out, | know that every-
body who will play it will have a
tremendous amount of fun and find
it incredibly addictive.”

Dan Marchant at Virgin Games
London HQ is heading the English
side of things (he's responsible for
everything from liaising with West-
wood to getting the manual trans-
lated). | asked him why Dune 2 is, as

L
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The actual game screen is a handy col-

lection of all the things you could
possibly need, From here you can
instantly check on your financial
state, command your troops and
eheck on the situation in an part of
the terrain. Although it locks a little
like Sim City, the actual game is far
more invalving than those two, com-
bining frantic combat action with
more brain taxing strategy. The dis-
play changes occasionally to allow
you to see what equipment you can
purchase or build. The display to the
left shows a Wind Trap, an essential
building which provides power and
water to the surrounding area. The
ducts protrude from the ground and
funnel wind below the surface into
turbines which then power the gener-
ators and humidity extractors. If you
don't want to buy the displayed item
then you can select another by
cycling through the available options.

Whatever House you
decide to play as, you
can still be sure off a
tough time on Arrakis.

. Al three ‘sides’ have
ditferent methods but
their goals always

~remain the same - mine
as much spice as they

- can whilst ensuring
_that the other Houses

~ have as many problems
- as possible.

%

There are a number of available
Units to command during your time
on Dune. The Harvester is an essen-
tial vehicle which seperates the
spice from the sand. Unusable sand
is dumped through the exhaust sys-
tem and the Harvester will return to
the Refinery to process the goods.

Brett had said, “incredibly addic-
tive”. “It's very simple to play'” he
replied. “It's got one of the simplest
point-and-click systems ever seen, as
is the Westwood tradition these
days. It drags you into the game
until you end up madly clicking
away, desperately trying to fight of
the enemy whilst maintaining your
installations.

“It's a little like the old Beyond
game, Psytron, in that respect
[that's going back a long, long way],
where you controlled a single base
which had to be constantly repaired,
only Dune 2 is about ten times more
advanced than that. You're con-
stantly switching between attacking
the enemy, defending your base,
building new parts of your installa-
tion, developing new weapons, pro-
ducing new weapons, harvesting
spice... the list goes on, but it's all
performed with a simple point-and-
go system.

The combat element plays a vital
role in the game and works very
similarly to a wargame. "There’s a
radar on-screen which allows you to
keep track of where everything is
and you can jump to any part of the
landscape at any time by clicking on
the radar,” explains Dan. “Then you
select any part of your equipment
(either a mining machine or an
offensive vehicle) and give them
orders via the mouse or a keyboard
shortcut. You can tell them to attack
a specific area or guard your terri-
tory - it's basically a matter of select-
ing the vehicle and pointing at
where you want it to go. It works so
guickly that the whole operation can
be performed and in progress faster
than | can actually say it.”

Westwood and Virgin are hoping
that this revolutionary interface and
the atmospheric scenario will appeal
to all types of gamers, from the
hard-core strategy masters to the
novice. You should be able to judge
for yourself when the game's
released in the next few months.
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Amiga?

It's been an interesting year. This s
the year In which Commaodore seems
to have finally woken up and discov-
ered the al of the Amiga as an
all-round games machine.

Ower the last year the Amiga has
maintained a presence as one of the
leadin in Europe, and we're
very pleased with its continued suc-
CBSE.

1 think it's been a good one general-
Iy, especially considering the hype
behind the consoles and the pressure

it's brought on Commodore in the
games field. | still feal it's holding its
own. The A1200 was the master
stroke, it's just a it wasn't sli

Iy earlier so that retailers could shift
lots of units at Xmas.

| would say that 1932 has probably
been the best year in the Amiga's his-
tory so far as volume of sales is con-
cerned. | would also say that it's been
even more exciting because of the
advent of the A1200 and the AA

chipset technology.

It's been an excellent year for the
Amiga. It's repositioned itself well,
eashed in on the work that's been
done in previous years and it's the
only real home computer left.

We have had an excellent year on the
Amiga and still ses it as our number
one platform.

has seen better
a lot has hay

The Ami ywars than
1992 b ed, and
m;;: qunltz ;mm s still (some-
w radic ng. Com-
np&:-’:m Saw mﬁbﬁﬂ
Pﬂln a long in the tooth, and
ced the A Maore :ulli%
still was the introduction of the 12
featuring the AA chipset, which
should ensure that 1 is a far bet-
?;!;r-r for the Amiga family than

-

Overall, excellent, Good new produscts
and with the A1200 appearing,
promise of a splendid future.

From my stance as a consumer, its
been an excellent year for the Amiga
despite all the console hype. Amiga

es are better and more varied.
m.n's.lpmhllm. though, with the
advertising. | think that Commodore
are trying to follow the consoles by

m the ﬁmurfummuﬁ
too much like a young me...

Which have been the

most important Am
games of 19927 it

I don't think there has been a reall
important

the big games seem to have been con-
verted ower from the PC. Zool was
interesting, but there haven't been
any mega-milestone products like
Lemmings.

1 don't think there have been any real-
I und-braaking es this year.
the overall and standard

of games generally has improved.

That's a difficult question. Lots of
games have been either licences or
conversions from another format. |
suppose Another World was worth
about and | have to admit | do
Cor now, that they've flxed the keep-
BT nOW they've
ers - and, let's face it, that was a very
important issue!

| think there have been a number of

very good . On the arcade side
Zool, closely followed by Putty and
The Humans, which are crack-

ing games. On the more sericus side,
I"Jn, Civilization. The overall quali-
Fﬂwhubunnuﬂyim
Rg-

Sensible Soccer... Beyond that it's a
bit tricky for me, because I'm more of
a sporty person.

Sensible Socoer - at last a game that
is better than Kick Offl

Formula One from Mi Was a
real corker. Obviously likes of
Sensible Soccer have had a Iwg:
but some real can
found In conversions tha PC;
Island 2, Fate of Atlantis, Civ-
llization, etc. The most important

The Humans, Street Fi
Commander and The
should be interesting!

Obviously | have to Sensible Soc-
mhrﬂtwlthilﬂl;ﬂhﬂm
the whole market how well a game
can still sell. There is talk amongst

favourite

| haven't got one. I've started playing
PC gamas.

Personal
between
and the new version of Sensible Soc-
cer, but | really jand | mean really) did
like Civilization.

it's been & toss-up

| think it's got to be The Humans,
se | Games

Hemge: But 3 1 play
and won - e
a game at hovm my lady, it's
Lemmings.

Is it would have to be Sensi-
ble soccer.

Apart from all the Core es, of
&-.mmhmﬂum

Formula One Grand Prix.

Guess. Go on. See if you can.

all we were going to do q:-l
might add) scoffed. |
mhﬂ?bﬁr ans
can't get away with any ﬂ
e e e
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EIGHT PAGES OF TOTALLY BONKERS END-OF-YEAR
MADNESS STARTS HERE!

Well, another year has drawn to a close - but what do the people who really matter think

about the last twelve months, and what lies ahead in 19937 We quizzed a handful of the most
influential figures in the Amiga games industry to find out just what was going
through their minds during this season of goodwill...

Mdn;‘r;u.mhlppcn-
e

The A1200°s interesting. | think it will
mmain a dominant machine, sspe-
dally since the pricing is becoming
more realistic. If it came down further
ivesvag s Aesiges o var PC s
over
e consoles |s that i's a computer at
wn affordable price, and it's a damn
good games machine.

| would like to think that the A1200
will create a renewed interest in both

ﬁﬁnmnutdhmmmnmnw
uﬂrm be steady - you can't ignore
:- k: user hll;““'llqll.lﬂﬂﬂ
mm.mm-uum

with a cut-dewn wversion for the
500/600 in mind.

Continual improvements. It is i

ble, with a move to we
anced wersions for A12

machines and then a mowe by the end

of the year to produc

be as large as the Amiga user

Will the A1200 be a

machine in 19937
it's difficult to say. What's that song?
“Too litthe, too late?’ It's nice,

50. | would say we're
- ":l’:.iutlr - 35,000

- we
A1200s. We have a number ufn'l'b-
lishers already ﬂnl; to put ir

balls on the line
ct for the machine pub-
commitment will increase as the
E:rpunn.‘l"ml‘ld with
i an
ineredibly strong brand image.

It"s the only it cam be a success -
have :“un it as a
machine and brand it as the techni-
cally-su games ter
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What will be New
Year's rum-I'

1 sound like an old humbug bastard,

but | want to get a PC.
Not to shoot anyone, to u
mnﬂnlr drimking, sex, plg;.ﬂ:

Walt a minute, it may cause me to
have a longer life, but who'd want it?

uﬂ_mz:tmmmm:

Have a tidy office.

Sensible Soccer until

To stop
side in it

What is r one wish
hr,?luﬂﬂ
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That we can all our releases out

on time, that Wilkinson sefls

uﬂwh&hﬂrmﬁwﬂ
be

For It to be as good as 1993,

Andrew Wright

Gary Bracey

| N
Kelly Sumner

Jarﬂﬁw Smith

aTrery

@

Tom Watson




TV TR SR W L R R W SR g PR P

Awards 19927

Last week the computer industry popped on a train to London, drank a brewery of
beer and attended The One Awards ceremony. Somebody had to stay sober and
report the proceedings to you, our readers, so straws were picked and after an Edi-
tor-type decision on the rules of straw picking (according to Dave, the person who
selects the shortest must nominate the Staff Writer), it was decided that Simon
Byron should wear the press badge and do a bit of roving. This is his story...

1 9.5 2

AWARDS

And whao's this with a lowe
lady in tow? Why, it's Brucs
- 1 Mick-nick' Forsyth, st
ITW's The Generation Gam
Mice to see her, to see he

. : ¢
2§ nice, ¢h Brucey!?

ONE

Yes, it's the Prime Minister,
enjoying a guick drink before gather - and
the start of the night's pro there are [ %

ceedings.. Watch out John, still three
too much of that and you'll weeks to go
end up with a MAJOR before the
headache in the merning!?17! event!?!
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s the year began to
draw to a close and God
thought about dimming
the lights on 1992, the
game-making big-boys
attended the showbiz extravaganza
that was ‘The One Awards’. The cer-
emony was held at an exclusive posh
hotel in the heart of swanky London
town and was attended by Fergie,
who looked simply dazzling as she
stepped gracefully from the back of
her regal Mini 1000. Before the
« awards began, everyone was treated
to a slap-up nosh, courtesy of the
ever-generous Mike Frey, publisher
of The One, which consisted of a cou-
ple of tomato rolls (with optional
seasoning) for starters, fish and chips
(straight out of the newspaper, as it
should be) and jelly and ice-cream
for dessert.

Anybody who was anybody
attended the ‘do’; Oliver Reed, Tom
lones, Larry Grayson, Paul Daniels...
the list goes on. All the top stars
were eager to sit on The One team's
table but only exclusive major celebs
were allowed to rub shoulders with
the guys. Fergie sat between Dave
and Gary (which they were rather
pleased about) and the trio discussed
the Royals in Crisis scandal at great
length. Gary, seedy software journo
that he is, spiked Ferg's drink with

cheap Sainsbury’s Lambrusco and
the subsequent info that he gleaned
appeared in several tabloids under
a pen name, | spent most of my time
trying to (unsuccessfully) chat up
Winona Ryder by the fruit machine.

After the meal, the excited audi-
ence hushed as Take That upped the
pace of the already fast proceedings
and opened the ceremony with a
rendition of their top-ten hit ‘It only
takes a minute, girl’. Rob Carter,
dressed in his favourite rave lycra
shorts and a touch over the legal
limit, decided that it might be a
dandy idea to show everybody how
to dance. When we last saw this sad
creature he was being wrestled off
stage by three burly security guards.

THE AWARD FOR
BEST GRAPHICS

Once all the manky fruits and beer
cans had been cleared from the
stage, Terry Wogan entered from the
wings and cracked a few corking
gags before announcing the winner
of the Tony Hart Award for Best
Amiga Graphics.

After a drum roll, the victor was |
announced - Another World from |

Delphine, awarded because of its
groundbreaking use of polygon-gen-
erated visuals that captured the alien
world feel perfectly. Unfortunately,
due to Delphine being French and all
that, there was no-one from the
Another World team to make a
speech so the trophy was hastily
placed in a jiffy bag and sent over-
seas, recorded delivery of course.
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LOOK NO FURTHER!!

FOR THE CHEAPEST AND BEST !!
THE LATEST TOP 50 GAMES FOR YOUR AMIGA:

3D Construction Kit 2
A10 Tank Killer
Addarms Family
Airbus A320

Aquatic Games
Assassin

Beast 3

Big Box 2 (10 games)
Bug Bomber
Catch’'Em
Championship Manager
Civilisation

Crazy Cars 3

Curse of Enchantia
Dune

F1 Grand Pnx

Fire & Ice

Golf (Microprose)
Hagar the Horrible
Harrier AVEB

Head to Head (Mig29 vs F19)
Humans

Jaguar XJ220

Jimmy Whites Snooker
John Madden's

Kick Off 3

Kings Quest 5
Leisure Suit Larry 5
Lemmings 2

Lotus 3

Lure of the Temptress
Megalomania/First Samurai
Monkey Island 2
Migel Mansell GP
PGA Golf

Pinball Fantasies
Pool

Premiere

HailRoad Tycoon
Red Baron

Sensible Soccer

Silly Putty

Space Crusade
Space Shuttle
Special Forces

Street Fighter 2
Striker

Sword of Honour
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 nature of games publishers, we can not guarantee that all tha above will be releasad by

£34.99
£22.99
£15.99
£24.99
£15.99
£165.98
£19.99
£19.99
£15.99
£15.89
£15.99
£22.99
£15.99
£22.99
£19.99
£22.99
£15.99
£22.99
£15.99
£27.99
£22.99
£19.89
£15.99
£14.99
£15.98
£15.99
£25.99
£25.99
£15.99
£15.99
£19.89
£19.59
£24.99
£15.99
£19.99
- £15.99
£15.99
£19.99
£22.99
£22.99
£15.89
£15.99
£15.99
£34.99
£22.99
£17.99
£15.99
£15.99
£19.99
£15.99

thie timia this sdvest appears. Pleasa call us to check avallability to avoid disappointment.

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

0753-683336
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THE AWARD FOR
BEST SOUND

Next up was the Van Gogh Award
for Best Amiga Sound (which is given
to the game which contains the best
overall use of music and sound
effects). This trophy was presented
by Cliff Richard, complete in lovely
tennis togs, and after a few gags it
was down to the nitty-gritty.

The drum rolled once more, the
computer musicians fidgeted and
tried to hide their already-prepared
acceptance speeches in their jackets,
women fainted with all the tension
until, after what seemed like an eter-
nity, the winner was announced -
Wizkid, music written by Richard
laseph. A popular choice, it seems,
the music and sound effects suited
the game perfectly with jolly tunes,
interesting ‘farty’ noises and a gen-
eral ‘fun’ feel.

A giant video screen flickered into
life and a huge, beaming Richard
began his speech: “I'm sorry | can't
be there in person to collect this
prestigious award so | was wonder-
ing if you could download it to my
deposit account as soon as possible.”
Charming! Chris Chapman, pro-
grammer of Sensisoccer, staggered
up to collect the award on behalf of
Richard and he went straight over to
his great Sensible mates who were
being anything other than sensible.

THE AWARD FOR
BEST TECHNICAL
ACHIEVEMENT

F3 o

Time for the Christopher Biggins
Technical Achievement Award and
the atmos in the vast hall was so
razor sharp that Dave cut his face
when he stood up to visit the toilet.
This particular trophy was presented
by Arnold Schwarzenegger who,
with a minimum of fuss, announced
the winner - Legends of Valour,
developed by DCD and published by
USs Gold.

An impressive display of pro-

gramming trickery, Legends

was the only serious contender

in this category. DCD's Kevin Bulmer
fought his way through the throngs
of industry bods and took to the
microphone: “Ladies and Gentle-
men, | don't know what to say!
Words cannot adequately express
how honoured | feel to accept this
award. It must be said that this
award is not just for me, it's for the
for the whole team. I'd like to thank
lan Downend for thinking laterally,
Graham Lilley and Paul Woakes for
their unstinting efforts, Nigel Bune-
gar, Steve Drysdale and Mo Warden
for their tireless work in the graph-
ics department and finally the won-
derful David Upchurch [BSc] for
accepting the huge bribe. Thank you
alir

THE AWARD FOR
MOST ORIGINAL
GAME

By now the show was over-running
by about an hour so the display by
the Red Arrows had to be cancelled.
Major Tom Crazyman was, by way of
compensation, asked to present the
Stock, Aitken and Waterman Most
Original Game Award. The clear win-
ner was - ta-daa! - Wizkid, the wack-
iest concept this side of pump-action
toothpaste.

Chris Yates, Sensible’s drunken
representative, staggered to the
front: “Firstly, | would like to thank
me for all the time and effort put
into this game. | would also like to
thank me for putting up with com-
ments like 'Oh, it deesn't scroll’ and
"Wouldn't it be nice if..." but most of
all I'd like to thank The One for
thanking us to thank me to thank all
the kids out there for NOT BUYING
THE [ecensored] GAME.”

THE AWARD FOR
BEST PROGRAMMER
OR PROGRAMMING
TEAM

People were beginning to get a little
bored now and over at the Ocean
table Ken Lockley had built an
impressive card tower which had
reached six levels before Jim Willis
(remember him) decided to pass
wind. Meanwhile the roller-coaster
ride of a ceremony continued in
earnest with the Amos Professional
Programming Award, presented by
Jason Donovan.

The winner was - wait for it - 5en-
sible Software and Jon Hare leapt to

the stage to accept. "Your Royal
Highness, Lords, Ladies and Gentle-
men, it is my great privilege and hon-
our on behalf of all of us at Sensible
software to take this well earned tro-
phy and ram it up my bottom. Thank
you very much indeed.”

THE AWARD FOR
BEST SOFTWARE
HOUSE

The awards were reaching their spec-
tacular climax - only three more to
go! Sue Pollard exploded with all the
excitement and had to be swept up
by Jim MNettles who was, by now,
fully tanked up. Don Brennan was
wheeled on to present the Can't
Quite Think Of A Pun For This Best
Software House Award. For the first
time in its brief history, it was decid-
ed by the powers that be (namely us
three) that it should be a tie between
Team 17 and Renegade.

Martyn Brown from Team 17,
groggy but nevertheless ecstatic,
beat Tom Watson from Renegade to
the mike and began to speak:
“Luvvies... darlings... it is with (snif-
fle) great pride that | accept this
(sniff) prestigious award on the
behalf of Team 17. We would like to
thank everyone concerned for their
fine input, the magazine types for
their (sniff) support and absolutely
everyone (sniff) who went out and
bought themselves a Team 17 game.

“What with this and Leeds win-
ning the championship (sniffle) this
has been a truly remarkable and
highly memorable year for everyone
at Team 17 and we can promise
everyone out there that we will do
our best to make sure we can make
a similar acceptance speech next year
too. We would also like to offer a
handshake to the Renegade bunch -
we are happy to share this magnifi-
cent award with them. Cheers!”

Then, Tom Watson eagerly
grabbed the mike from Martyn and
launched into his speech: “It's been
a good year for Renegade,” he
grinned, “having had the privilege of
publishing two of the finest games
of the year, namely Fire & lce and
Sensible Soccer. In addition, we have
been able to follow through on a
number of early promises, such as
publishing CD games at a lower RRP
than floppy and, hopefully, offering
consistently good value for money
for consumers and good creative
conditions for developers, along with
excellent rewards. If 1993 is half as
good we'll be more than happy.”

The proud winners then started
wrestling for the trophy, as we'd
been too stingy to make two.

THE AWARD FOR
BEST GAME OF THE
YEAR

So here it was - the greatest acco-
lade that can be bestowed on a sin-
gle game. A truly great prize like this
obviously requires some mega-
superstar to present it so who bet-
ter to perform the duties than the by
the now-tipsy Winona Ryder? After
a dazzling display of wit and gener-
al well-observed social comments it
was down to the real issue - name-
ly the Bunny Bricks Game of The Year
Award.

Certain software executives
couldn't take the strain and four or
five of them had to make a beeline
for the toilets to change their under-
garments. The drum rolled for the
final time and Winona announced
the winner - Sensible Soccer. Let's
face it there was only ever one real
contender and Chris ‘Chappers’
Chapman was already half way to
the podium when the winner was
announced.

“When we first discussed writing
Sensisoccer we were still spending
two hours a day playing another
footy game. We really enjoyed play-
ing it and have always admitted that
it gave us many ideas. Now we rest
our coffee cups on it. Whilst other
football games continually shoot
wide or hit the post we intend to
volley high into the back of the net
every time... Thanks for nothing,
where's the bloody trophy?"

And so, final award presented,
the crowd degenerated into a fren-
zied mass. Everybody agreed that
the show was an immense success
[especially the Sensible lads) and left
feeling content with life, already
looking forward to next year's cere-
mony. From all of us here at The
One, Merry Christmas and a snap-
happy New Year.

FOOTNOTE

Apart from the sincerity with
which the awards were presented
and the acceptance speeches
{which are absolutely authentic -
hard to believe, isn't it?), every-
thing else was totally fabricated.
There was no ceremony, no
famous celebs, not even any real
awards - tight, aren't we?
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" PREVIEW 1993

.--Three words that, :
¥ with any luck, should ne
' do nicely to describe e
the general quality -
level of the Amiga soft- -
ware that we'll be see-
ing over the next year.
’ As you've already read, *
most of the software F!

industry is in agreement
that 1993 should be an
N cuenbetter year for

Amiga games than 1992
- and looking at some of the titles coming our way in the next twelve months, you'd
have to go along with them. Over the next three pages we've accumulated the pick of
what we believe will be some of the biggest, baddest and - yes! - beefiest games of the
coming year. Of course, this is by no means a definitive guide - a year is a long time in
software, and we can't predict everything - but we're pretty sure that most of those
mentioned here will be figuring pretty prominently in 1993’s software scene. Take it
away, Nostradamus...
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are scarce because the game, like everything else connected with the whaole

J u R.Ass I c PAR K Jurassic Park project, is being kept strictly under wraps until the last minute
“| think we have a number of titles which stink of quality, but in terms

Ocean of profile, Jurassic Park is going to be the next Star Wars,” says Ocean’s Gary

Bracey, who's overseeing the game’s UK development. “And we have an
incredible game design to match, which is going to be totally unlike any
to be the next Star Wars.”™ other movie-style game that we've ever done.” Bracey is never one to under
E verybody in the know agrees - there's only going to be ONE film worth sell his forthcoming games, but you get the impression that he's not exag-

“In terms of profile, Jurassic Park is going

watching next year and it's Jurassic Park, Steven Spielberg's latest and gerating when he talks about Jurassic Park. We shall know more soon...
- if early rumours are to be believe - greatest. The film, which tells of
a safari park set on a tropical island where the star attractions are not lions RELEASE: Autumn
or tigers but genetically-engineered dinosaurs, is said to be the most expen-
sive movie ever made and premieres in the US in June. The special effects BIGNESS FACTOR: ***** 2
are supposed to be THE most amazing yet seen and, as we get closer to
the film's UK release this Summer, Jurassic Park mania is almost certain to
hit fever pitch. This is going to be a monster movie in more ways than one.
Never one to miss out on a good money-spinning opportunity, Ocean
safely tied up the rights to this one some months ago, and already has the
game well underway. It's being co-developed by two teams, one here in the
UK and the other in Ocean's new US offices in 5an Jose. Would you believe
us if we told you that Spielberg himself is personally overseeing the game's
development? Probably not, but that's what we hear. One thing's for sure,
however - this is NOT going to be just another platform game. Firm details

STRUONEBER .
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BATMAN RETURNS

“We've made the graphics as dramatic as
they could possibly be.”

riginally to be produced by Rage (who did 5triker), Batman Returns
Ois now being produced by Denton Designs and takes the form of a
scrolling platform-based beat-"em-up. Each of the five levels is based
on a specific film scene, from the early punch-up at Gotham Plaza through
rooftop battles with Catwoman and the local cops to the final confronta-
tion with the Penguin in the city's sewers.
“The game's been done in the arcade style, but we've made the graph-
ics and backdrops as dramatic as they could possibly be,” says programmer
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John Heap. “Warner Bros wanted the game to look as much like the film as
possible.” Gameplay-wise, John is keen to stress that although it's a scrolling
platform thing, the combat is not to be played down. “I'd say that the com-
bat will be comparable to something like Street Fighter 1L,” he claims.
Batman certainly won't be left wanting for equipment to help him in his
fight against crime - the game has him kitted out with an array of weapon-
ry, including batarangs, the decapitating batdiscs and the famous grap-
pling gun. The four-man Batman team has been working for just over three
months and the project is scheduled to be finished by the end of February.

RELEASE: SPRING
BIGNESS FACTOR: ****

SYNDICATE

“We've taken a totally original concept and
turned it into an exciting action game."

working title BOB, Syndicate is the first Amiga game from Bullfrog

ince Populous Il a year ago. And although it's not as strategy-led as

the blockbusting God-sim sequel, it's no less ambitious. Set in the far future

where the human population is controlled by microchips implanted in their

brains, the game casts the player as the head of a multinational company
bent on increasing itsglobal powerbase.

ﬂ game which might be better known to readers of The One as its

Achieving that task
means wiping out the
seven other corporations
{each have the same aim)
by issuing orders to the
computer-controlled citi-
zens. Orders can be any-
thing you like - you can
instruct somebody to be
nice, or mow down a bus-
load of grannies with an
Uzi. "It's wvery violent
stuff,” says Bullfrog's
Peter Molyneux of programmer Sean Cooper's creation. A link-up mode
allows up to eight people to play against each other and Bullfrog is con-
fident that, despite the game’s complexity, anybody will be able to
master it in under a minute.

“It's not a God game like Populous,” explains Peter. "It's more
like a cross between Paradroid and.... oh, | don't know what else.
It's more arcadey than strategic.” After fourteen months
work, Syndicate is nearly complete, and scheduled to be .
released in a couple of months. Peter is confident that b
it is going to be B.1.G. “What we've done is to take a ““
totally original concept and turn it into an exciting
action game, and we've done it in a way that is more
graphically pleasing than anything you've ever seen
before,” he says. You can judge for yourself soon.

RELEASE: IMMINENT
BIGNESS FACTOR: ****

LOBO

Ocean

“The viclence will be very tongue-
in=-cheek. It's funny because it’s so
over the top.”

ho the Hell's Lobo? Well, if you knew any-
thing about comics you would definitely NOT

be asking that question. Created by Alan

i
W]

)

‘Judge Dredd’ Grant, Lobo is an alien with a serious personality problem -
he can‘t help but kill, maim, destroy and blow up every thing and person
he sees. Meedless to say, Lobo is seriously violent, and Ocean’s Gary Bracey
is insisting that the violence will NOT be toned down for consumption by
Amiga gamers. “Absolutely not,” he says. “It will be as violent, but the vio-
lence is very tongue-in-cheek. It's funny because it's so over the top. We
wouldn't want it to look too realistic.”

The project is in the hands of James Higgins, the programmer who
brought The Addams Family to the Amiga with no small amount of success.
Does this mean we can expect more platform exploits for our violent hero?
“I'd rather not say, but it will be a little bit different,” is all Bracey will say.

RELEASE: Autumn.
BIGNESS FACTOR: ****

APOCALYPSE

Virgin

s“Apocalypse is going to be a bloody big
game. It's excellent.”

robably one of the
Plnngest-awaited
games so far this
decade, Apocalypse
first turned up well
over a year ago and has
been kicking its heels
ever since. Originally
created by the now-
defunct Strangeways
team, the fast-moving
helicopter shoot-‘em-
up was sent into limbo
R e T after the demise of Mir-
rorsoft. Fortunately, the project was deemed too good to let rot, so was
promptly snapped up by Virgin and handed over to fledgling development
team Miracle Games, who are now getting on very wellwith it, thank you,
“We've kept around 90% of the original graphics and about 50% of the
original code,” explains Miracle's Delvin Sorrell. “It's certainly a lot better.
We've padded the gameplay so it lasts for a longer period,
and we've slowed the helicopter down so the screen doesn't
blur any more.”
The padding that Delvin refers to includes a whole
— host of new features, including wounded soldiers and
= medical teams, improved ground enemies like jeeps
and missile-firing men, and a jungle sub-level that
appears before each of the game’s major stages.
The basic Choplifter-style gameplay, however, has
not been tampered with.
“Apocalypse is going
to be a bloody big
game. It's excellent,”
claims Delvin. It'll have
to be - we've been
waiting for it for nearly
two years. The team's
J's been on the project since
; “,} June, and it's scheduled to
> £ > | finish in February. Seeing as
' this was one of the most
promising blasters going when we
first saw it, Apocalypse is showing signs of
being a big "un.

RELEASE: SUMMER
BIGNESS
FACTOR: ****
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SPLASH JORDAN

* This game will more than live up to the
James Pond reputation - it's miles better

than Robocod.”

ow the star of three
games and rapidly
growing in stature,
so much so that he now
rivals even Sonic the Hedge-
hog in terms of cult popu-
larity (are we sure about

this bit? - Ed), James Pond | [PA RNt
will soon be making his . 0 Tl
fwrth Amiga app&ﬂrﬂﬂﬂ in ey T T L

-d

L
oy b

Splash Jordan. The original
title of Splash Gordon was
changed after it was decided that it was just a teensy bit too similar to the
comic strip hero it parodies.

In this third James Pond outing (fourth if you count the Aquatic Games),
the nefarious Dr Maybe has been spotted on the Moon and Pond is dis-
patched to find out what he’s up to. As it turns out, Maybe is mining the
moon's valuable cheese resources with a view to flooding the market with
the stuff and so destabilising the world economy. The lunar setting has
allowed Pond's designer Chris Sorrell to implement some new game ideas
- there's no atmosphere on the moon, so Pond wears special gravity boots
enabling him to walk on walls and ceilings. In addition, Pond flies from level
to level in a rocket by selecting his destination from a moon map.

“We're trying to structure the levels to incorporate more story element,”
says Millennium’s lan Saunter. “We don't want the game to be just one
platform level after another. But the game will be much bigger and faster
than Robocod. We've been working on it since last November, so this is
by far the longest Pond project yet.”

Pond has a new ally for this latest adventure - a trainee FISH agent called
Phineas Frog. “Phineas will crop up from time to time, and the player will
be able to switch control to that character,” lan explains. “In a two-player
game, the second player will control Phineas.” Graphically, Millennium’s
going for an even wackier look than in previous Pond games - because the
moon is made entirely from dairy products, there will be custard lakes and
butter mountains to negotiate, and ice-cream wastelands at the polar caps.

“Splash Jordan won't be entirely like Robocod,” lan concludes. "It will
have platform elements, but also many other kinds of obstacles. The game
will more than live up to the James Pond reputation - it's miles better than
Robocod, and | think it will do very well indeed.” We're inclined to agree.

RELEASE: SPRING
BIGNESS FACTOR: *****

Sl

ALIEN BREED 2 N

Team 17

«jf# anyone has enjoyed the original, they'll
soil their pants playing this?*

lien Breed is BACK, and the company is promising big things of it.
A‘T his time the action is to be based on a far-out planetary colony and

is to incorporate bundles of new features based around the same
Gauntlet-style game design. Expect to see new aliens, more weapons and
deeper missions with objectives like hostage rescue.

“alien Breed 2 will take the game to dizzy new heights,” claims Martyn
Brown of Team 17. “There will be even BETTER graphics and effects, more
on-screen action and stunning all-new soundtrack. If anyone has enjoyed
the original, they'll soil their pants playing this.” There's also the possibil-
ity of a dedicated A1200 version, although no decision’s been made as yet.

RELEASE: SUMMER
BIGNESS FACTOR: *****

BODY BLOWS

Team 17

sWe've seen the competition and, to be
frank, it’s not up to much."

bad. But here's a school of thought at Team 17 that the blockbust
ing conversion’s reign will be short-lived. Team 17 has so far
trounced all opposition in every arcade genre at which it's tried its hand
and the evidence to date suggests that Body Blows will be no exception

Team 17 make no bones about it - this is a no-holds-barred attempt te
outdo Street Fighter Il and claim the beat-"em-up crown. The game has
two modes - an arcade game where the player chooses from four heroes
and fights against seven enemies and ultimately the evil MAX, and a tour
nament option where up to eight players select from ten fighters and par-
ticipate in a round-robin knockout competition.

Like Street Fighter Il, each char-
acter has their own fight style and
special moves, but there the simi-
larities end. Team 17 is pulling out
all the stops to technically outgun
every other beat-'em-up on the

O kay, so after all the fuss it turned out that Street Fighter Il isn't ha

include copper-shaded animated
backdrops, super-fast scrolling and
animation, fighters 120 pixels high, speech and a rave soundtrack.

“WWe aim to create the most technically advanced, PLAYABLE arcade-style
beat-'em-up available,” says Team 17's Martyn Brown. “We've seen the
competition and, to be frank, it's not up to much. Sporting massive graph-
ics, 32-colour action, 10 characters and other features you won't get any-
where else, it will kick ten bells out of the opposition!” Bullish? Certainly.
Over-ambitious? We'll have to wait and see...

RELEASE: SPRING
BIGNESS FACTOR: ****

SENSIBLE SOCCER 2

Renegade

«This one will render all other soccer games
nuill and void.*

1992 is officially on its way, although it's not expected to arrive until

he end of the year. Will it be worth the wait? According to Sensi-

ble Software’s Chris Yates, you can bet on it. “This one will render all other

soccer games null and void," he says. “It's going to be a totally complete
game on a world basis.”

Although Sensible have already got plenty of ideas for the sequel, the
design is far from finalised, and with programming work still to begin,
there's little more to say or show as yet. Some kind of player/manager
aspect is expected, as is a truly global feel to the game, as opposed to the
first game's European arena. One thing's for sure, however - it won't be
called just Sensible Soccer 2. “We'll come up with a different name,” says
Chris. It's twelve months off and we're already counting the days...

RELEASE: Winter 1993
BIGNESS FACTOR: *****

AND OF COURSE...

n aah, NOW we're talking. The sequel to THE biggest and best game of

There are plenty of others due to bust big blocks this year, but you're no
doubt utterly sick of hearing about them within these pages by now, so
just for the sake of completeness, let's not forget about the likes of The
Chaos Engine (next month), Desert Strike (March), Frontier (lan/Feb),

Overdrive (Spring), The Second Samurai (Spring) WWF2 (Jan/Feb), Super-
frog (Spring), Uridium 2 (Spring) and many, many more...

market. The features promised
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flrst l-_;. ';‘P"; i 4 ® Make your Amiga actually talk ® Add music to your creations
‘pROGR

Now AMOS has _
turned Professional!, ™ """ _

AMOS The Creator has brought programming within the | ke

reach of over 50,000 Amiga users. Now it has been given a | .

complete overhaul and the result is a vastly enhanced || d

product - AMOS Professional — designed for all experienced | "
Amiga programmers. I' i E;%

AMOS Professional has 200 new commands, taking the total to over II

700. Included in the package is a 650-page manual written by Mel | Sy

Croucher who wrote the highly-praised Easy AMOS manual, and | i e
Stephen Hill who wrote the original AMOS manual. Programs | AMIGA L =k ek
written using earlier versions of AMOS and Easy AMOS can be | E__‘_‘:'E-“?-u“' 'f.l"';'nll L

loaded into AMOS Professional for amendment or enhancement. et
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Write programs willh ease using the feature rd-.'.'n' efm'.lr probiems fast in H.-."aun'u' You can get serious too = File O Facts shows
percked Editor Maonitor Mosde just what's possitle

.

| e & e

® On-line help provides details of the command at the @ Two discs crammed with working examples, and tutorials

cursor position — another click takes you to a fully demonstrating AMAL, the new AMOS Interface system,
documented working example, collision detection and other key fopics.

® A new editor with drop-down menus, keyboard macros, ® A selecion of new highly-finished programs,
advanced unda/redo, and multiple windows on screen. including Planet Zybex (a scrolling shoot'em up),

File O'Facts (electronic data organiser), Quatro (puzzle
game) and Dithell's Wonderland (an eight-way
serolling platform game).

® [FF animation playback that runs faster than in DPaint.
® MED music library support with MIDI data send, Noise
Tracker support, easier access to the printer, serial and

parallel ports and much more, The result is a package which will more than satisfy_home
® MOUTH commands to link sprites to speech output aiid professional AMOS users. IF's fun to use, lots to learn -
from the SAY command to create a realistic talking head.  {t's essential for the Amiga.

An easy introduction...

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

You swill learn how to: ® Produce impressive graphical effects ® Create

and animate colourful objects ®Scroll large text across the screen  Creafe eye-catching antmations
with the potverfil Bol Edifor

NG

G Turn your ideas into reality - arcade games, adventures, computer art, cartoon animations, home
L Y i fi.l'ln:'ll'lli.'ﬁ.‘, gduq‘gti::u],ll _\'.n[t“'.]]'f'_, demaos. .. the list is endless!
Packed with ready-to-run programs, you can quickly understand how they work, and use the ideas
Ty - = + ¥ s o s .
 Za in your own programs, There's a 20Hlesson course to take you through the steps of programming.

Hﬂymﬁﬁ

S OF TWARE

3 € Easy AMOS’s step-by-step and fun approach is the simplest
and easiest route to writing your own software.

EASY AMOS REQUIRES 1 ME OR MORE OF RAM AND THEEE BLAME
DISCE. AMOS PROFESSIONAL REQUIRES IMB OR MORE OF RAM.
TO UPGRADE TO AMOS PROFESSIONAL CONTACT DATABASE DMRECT
DR 051 357 2961, AMOS PROFESSIONAL ANDY EASY AMOS ARE STOCKED

BY MOST COMPUTER SOFTWARE RETAILERS.

Europa House, Adlington Fark,
Macclesfield SK10 4NP
Tel: 0625 859333 Fao: (625 B7O962




CHEAP
PRICES !!

S&EA
GAMES

Computer Games Specialist

B e

52 Lancaster Avenue, Kirk Sandall,

Doncaster, South Yorkshire, DN3 1NG
Telephone Office: 0302 880081

Mobile: 0831 233242

PROMPT
SERVICE!!

Opening Hours: Mon - Sun Sam to 9pm

Mo Personal Callers

Compilations and many maore titles available.
If not listed below, ring for details!!

GAMES
ST/Amiga

AQUATIC GAMES
ARSEMAL FC

ATAC

A TRAIN

AWARD WINNERS
ADDAMS FAMILY i b iy
ABANDOMNDED DLPLES
AlR BUS

AlIR DUEL.....

AlR SUPPORT

AlR WARRIOR

AGONY ..

ALIEM BREED

ALIEM STORM

APIDYA !
ARCHER MACLEAN'S POOL

ASSAULT ON ALCATRAZ.

B17 FLYING FORTRESS (1M)
B.C. KID 2
BACK TO THE FUTURE Ill.......cvmvveee
BEAST 3

BILL'S TOMATO GAME ...

BILLY THE KID ...

BIRDS OF PREY

BLACK CRYPT

BLUES BROTHERS

BLUE MAX :
BOMANZA BROTHERS ...
BUG BOMBER

CALIFORMNIA GAMES 2,
CAMPAIGN :

CARL LEWIS CHALLENM uE
CASTLES

CHADS ENGINE.

CHASE HQ I

CHUCK ROCK 2 ......
CIVILISATION {1M)

COVERT ACTION

CRAZY CARS 3

CRYSTAL KINGDOM DLZZY
CYBERCOM I

DARKMERE

DEMONS GATE
DEUTERDS ... TR N
DIZZY COL LECTIDI\
DISCIPLES OF STEEL ...
D-GENERATION........
DOJO DAN

DOQDLE BUG

DOUBLE DRAGON I
DUMNE i

DUNGEON 7'411'-‘-"'\TEF"
DYMABLASTER......
EASY AMOS

EPIC

ESPANA GAMES 92..

EYE OF BEHOLDER 2 (1M} (AQ).....

24.49

EURCPEAN FOOTBALL CHAMPIONSHIP 17,99

F15 STRIKE EAGLE II.
FORMULA ONE GP................
FIRE FORCE

FIRE & ICE

FIRST SAMLURAI (= ME'::'.LC.‘HAME-

? G-LOC
= GAUNT
' GRAHAM ]
' G. TAYLORS SOCCER CHALL.................
 CIBUNE i ssrimiesints

GOOCH

" GODS .
¥ GUNSHIF 2000

GUY SPY

509 LABLEOUIN. ... seararins

HEIMDALL .
HERQQUEST (1M)

PIRIEG.  h

HUMANS
IMDIANA ATLANTIS ADV. .

INTERMATIONAL Sr“‘“IHTS I:I'I.ﬁ LLF"-I,JE

IAN BOTHAM...........

INDIANA JOMES F.TJ.TE DF .'-‘tTLA"JTI';

ISHAR

INDY HEAT ..............
JAGUAR XJ220 (1M)..........
JAMES POND 2 HC-E.CCCID
JIMMY WHITE'S SNOOKER
JOHN MADDEN [AQ)

- JOHM BARNES (1M)

JOMES IN THE FAST LANE

JACK MICKLALLS [TM).. e

KICK OFF 2 (1M)
KID GLOVES

LAZER SQUAD 2

LEANDER......

LEGEND .. ;
L,_IQLIqESI_.IT L.I"u_'lﬂ‘r'ﬁl'lf-1||."-'|':"|
LEMMIMGS 1l .

LETHAL WEAPON 3.
LOCOMOTION : ;
LOTUS ESPRITTURBO 2..............
LOTUS CHALLEMGE 3
LIVERPOOL

LORD OF THE RINGS (AQ)
LIFE & DEATH

LURE OF THE TEMPTRESS
M1 TANK PLATOON

|
|7

2299

23.49

16.99

S
...20.59

16.89
16.99

...20.99

17.49
16.99

. 17.49

23.09

...26.39

18.99
24.49

L1789

17.99

-20.89
2249

21.99
17.49

22.99

2o 48

17.99

e 1748
B5o

.S

19.49

1748

16.99
23,99

.19.99

24
49

MAGIC POCKETS ... e

MAN UTD EUROPE.............
MANAGER
McDOMALDS LAND ..

49 MEGAFORTRESS . ...
= MEGA SPORTS...

MEGA TRAVELLER Il

°  MiG 29 SUPER FULCRUM...........

MONKEY ISLAND 11

¥ MICROPROSE GOLF {1M)

MIGHT & MAGIC Il

MYTH

MIGEL MANS ELL 3 n".' C -hH IPIONSHIP

NO GREATER GLORY
NOVA S w
OUTRLIN E U‘EIC-PJI
PACIFIC ISLANDS
PGA TOUR PLUS

FINBALL DREAMS (AQ) .....

PARASOL STARS
PINBALL FANTASIES
PITFIGHTER

PLAN 9 FROM C._ITEq SP&CE. T

PREMIER MANAGER

PRIMCE OF PERSIA .................

POPULOUS 11 {1M)....
PROJECT X

PREMIERE {AQ)...............

PUTTY
PUSHOVE

RAILROAD [YLUDN"‘MI

REBI 2 BASEBALL (ALY

REACH FOR THE SKIES...............
REALMS (1M) ...............

RED BARON (1M} .....

RED ZOMNE ...

RISE OF THE DRAGOM (1M |.'1UI

ROAD RASH.
ROBOCOD

ROBOCOP H......oecicmiirinsrains

ROOKIES

RUGBY WORLD CUP .............

RISKY WOODS5

SENSIBLE SOCCER ..............

SHUTTLE THE SIM

SILENT SERVICE II....

SiM ANT RS
SIM EARTH...........
SIMPSONS

SPACE CRUSADE ..

SPACE GUN.

SPECIAL FOHC::SI”-.-'In
SPEEDBALL Il

STRIKER......... .o
SWITCHBLADE Il ke
TEAM YANKEEI...............

TINY SQUEAKS

TITUS THE FOX ...

TERMINATOR 2

THEIR FINEST HOUR..........
TR

TOKI

TOUCHLINE MANAGER ... HNTEN

TV SPORTS BASEBALL
TRADERS
TRODDLERS.
ULTIMAE............
UTOPIA..

UTOPIA - DATA DISC
VIDEQKID..........
WILLY BEAMISH

3 WING COMMANDER ..

WWF WRESTLING

17.49
2289

88

23.99

...16.99
...18.99
2240

16.99

- 1688
~.21.89

17.99

..23.88
2189

17.49

18,88
«17.89

21.09

1788

16.09

..22.88

16.59
22.09
20.49

UL
1748

24.49
17.99

1699

16.99

L7489

16,99

1748

16,98

-
2 g

22.99

2T A8
16,99
17.99

: -
1699

e 1T .88
... 16.99
21,99

789
17.48
16.99
21.49
16.99

.. 16.99

18.09
e 1699
...19.448

17.09
20.43

..20.49

10095
16.99

.21.48

23.09

16.89

WIZL KID .. 1749
WGHDWGHTH \" 1 1 EPECIAL OFFER 59 93
WORLD CUP ...FI|CHI:T|1T-.-1I 7.49
B e '?QFI

BUDGET
ST/Amiga
AFTERBLRNER: ... i e
ARKANOID N .....ccoccnnnrnnians .....5.88
BARBARIAN Il S b
BATMAN THE MOVIE .......cecoeeeveeeanne 5.88
BUBBLE BOBBLE.................. .99
CALIFORNIA GAMES yareerenr 0.08
CARRIER COMMAND .............oococeve. 800
Cl INTHE USA...cccocon ....5.89
CYBERBALL i P AN B
DIZZY [ YOLK r':'LK i 6.99
DOUBLE DRAGDMN ? ; S— 1
FALCOM L1249
F"l."lT."l':t‘l‘”WCIRLD DIZZ‘I" 7o 5.99
FIRST DIVISIOM MAMAGER..............c......... 5.0
F16 COMBAT PILOT ..o e imasin BL08
GHOSTBUSTERS M ..o 5.99
GAUNTLET ..o . 6.99
HEAD OVER HEELS PR e T ) |
HUDSOMHAWK. ..o mecmimsimisnsacs B 00
IK+........... woral0. 5
JAMES F‘l.""ﬂ : ARSI T e Y
JET BET WILLY TAOY .o, 7.94
KID GLOVES ...........
K.0.2 RETURN B
KO2W. TACTICS .......connicnas
LOTUS ESPRIT
MAMCHESTER UTD...............
NEW ZEALAND STDH‘(
QUTRUMN
PANG............
PRINCE OF PEFISL'!'.
R-TYPE Mt
RAINBOW ISLANDS........co i
RUN THE GAUNTLET ..............
SWIN....
Su'.'IT'CH EIL,-'LDE I:'
SUPER CARS... R
SC008Y DOO & ::EFIAPF“H
SHINOBI e AR
BPEELHALL . ke et
STREETFIGHTER ...
SUPER MOMACD G.P. ..o
SWITCHBLADE ............
TRIVIAL PURSLIT R
TURRICAN 2... - AP P 6.99
I'l.l SPORTS FC‘DTB.I"-'L IR SN -
WC LEADERBOARD. ........... ..6.99
MANY MORE MIMLAELE"

(AD) = AMIGA ONLY
= REVIEWED IN THIS ISSUE

PC and SEGA games

also available
PLEASE RING FOR
DETAILS

Please make cheques/P.0O.s payable to:

S&A GAMES

Please write cheque card number on Reverse of cheque.
Post & Packing £1 per item on all UK orders. Add £3 to
EEC orders. Add £4.50 overseas. Most orders despatched
within seven days. All items subject to availability and sub-
ject to manufacturers price reviews without notice, E. & O

Total enclosed




LS. ¢ A T e o
-— . e N bl o il el P i b PNy R R———

—

DAVID UPCHURCH

Dave's spent most of the

issue trying to find out
what the rest of The One
team have bought him for
Christmas. He's even
started offering bribes for
information but nobody
has got the heart to tell
him that half a Mars bar
. \ —_ won't get him very far
54 Indiana Jones IV - Graphic Adventure (US Gold) | | Mo g ARG
slightly embarrassing trait that he's developed over
60 Eﬂb]iiﬂs 2 {CD'(":E' \flsinn] the past four weeks is the uncanny knack to clean
. . up any unwanted food from the plates of his fellow
62 TV Spurts Eﬂx"‘g {MI“dSCﬂFE} diners. "Do you want that chip?” has become his
64 Waxworks {AC{OIEI’E} favourite saying so if anyone out there has got any
spare food then please forward it to the usual
66 Ugh! (Global Software) R
address.
68 Street Fighter 2 (US Gold)
72 Leeds United Champions! (CDS) GARY WHITTA
Gary's really in the
74 Cool World {Oﬁﬂaﬂ} Christmas Spirit at the
76 KGB (Virgin Gﬂl’l‘l‘ﬂﬁ} moment. His Christmas
& o wish at the moment is,
78 Alien 3 (Acclaim) and | quote, "to die.” Let's
80 Rﬂbﬂﬁpﬂl’t {O\CEEI‘I]‘ hope he hands out his
2 festive gifts to the rest of
83 Cytrun {PSYgI'IﬂSIS} the team before he pops
84 Tearaway Thomas (Global Software) S O 45715
going ave to searc
86 Krusty's Super Funhouse (Acclaim) his still twitching torso if

we're to stand any chance of claiming our prezzies.
There'll also be no New Year's Resolutions from Gaz
this year as he is perfectly content with his lifestyle.
Perhaps somebody should remind him of his rather

I H E scon Es unusual and unpleasant eating habits.

All elements of our games are rated out of a possible SIMON BYRON

maximum score of a hundred. But what do the scores actually i e R S A
mean? v new love whilst flicking
-] through early Sunday
0-25 Rubbish. Offensively low quality. : : morning children’s telly - -
.| Anthea Turner. Anthea
26-49 Below average. Not E:‘.Ftahlﬁ b’ Hl-day"! " bloody Turner, | ask you. m
standards. It's sad to see a grown
50-60 Above average. But still plenty of room for i -
= ement g excitement on Monday's —
W—— n and Thursday's just -
61-70 Fair to good. Lots of nice points, but in no because Blue Peter is on -
way FEI"HL it's affected his work, | can tell you. His New Year's E
Resolution is to continue crime-fighting and clean ;
70-80 FI"EH’ smart. Above ﬂttﬂptid standards. the streets of filth. It's sounds to me as if Simon's w
81-90 Extremely good. Top notch impressiveness. off to become a dustman.
90+ Simply excellent. Breathtakin
Py t 8- ROB CARTER -

Apparantly, Rob's bought all the team lots of fast
cars for Christmas. He also reckons that his New

TH E OVERAL L sco RE Year's Resolution is to "help the hungry and poor

= _ g people throughout the world." Hmm, something’s
Obviously, at the end of the day, when all is said and done, not quite right here - doesn't he know that Father

the Overall figure is the best gauge as to whether the game TH Christmas doesn't visit people who tell fibs?-He's off
any good or not. While representative of the elements, it is Yo Sonssrset for the: Fastive Seagon this year for 2

O M1 n

long hot session of sitting by a roaring log fire,

not an average of the other scores. That's why it isn't called
THE AVERAGE.

drinking barrels of scrumpy.
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ATLANTIS

OF

FOMNESD AND - -THE- FATE

INDIANA

NDIANA JONE

and the

FATE of ATLANTIS

David Upchurch visits
Iceland, the Azores,
Monte Carlo, Algiers and
fabled Atlantis, battles
Nazis and saves the
world, all in the compa-
ny of a beautiful woman
- and he never has to
leave the comfort (?) of
the office once...

MEET THE CAST...

Indy is, of
course,
the hero
of the
piece.
Ever
ready
with his

hen Indy and his pals rode off into the
W sunset at the end of The Last Crusade,

I'm sure that | wasn't the only one
wiping a small tear of sadness from my eye - this
was, after all, the last time that I'd ever see my
favourite adventure hero on the big screen. |
know that Lucasfilm are doing The Young Indiana
Jones Chronicles on TV, but from what | hear
these are less rip-roaring adventures, more meet-
famous-people-from-history, ‘edutainment’-style
affairs. Not quite what I'm after, really.

At least Indy fans can rely on LucasArts
to keep coming up with the goods. Fate of
Atlantis is a huge advance on their antiquated
Last Crusade tie-in in just about every way

Marcus
Brody is
the bum-
bling dean
of Barnett
College,
where
Indy

Sophia
Hapgood
is a for-
mer col-
league of
Indy's
with
whom he

imaginable. It's bigger, prettier and friendlier...
but there's a big, big price to pay, and you can
either guess what it is or hurry to The Verdict and
find out.

Once again the Nazis are causing a bit of
bother. This time they're trying to find Atlantis
where, it's believed, lie secrets that could give the
evil Sausage Munchers to power to rule the world.
And, once again, it's The Man With The Hat who
has to save the day. But he's not expected to do it
all alone - the voluptuous Sophia Hapgood,
another of Indy's old flames, is on hand to help
and occasionally hinder. Can they reach the fabled
Lost Continent before the boot boys? It's all up to
you... Does The Hat fit?

Professor
Hans
Ubermann
is the mad
German
genius
behind the
Nazi's
effort to

Klaus
Kerner is
Fate of
Atlantis's
main vil-
lain. A
sadistic
Gestapo

ke trusty
whip and a world-weary
quip, he is the character who
you spend most of the game
in control of. He may be a
tough cooky but he's not
indestructible so before you
throw him into a potentially
deadly situation you'd be
best advised to SAVE the
game....

- once had
a close professional, er, ‘rela-
tionship’. She now makes a
living as a medium, putting
on spiritualist shows and
pretending to contact the
spirit of Nur-Ab-5al, a long-
dead Atlantean leader. But
don't be too sceptical - her
mystical powers prove life-
saving later on...

teaches
archaeology when he’s not
saving the world from the
Third Reich. He's obviously in
charge of a very wealthy col-
lege, as he seems more than
happy to stump the cash for
Indy's trans-global expedi-
tions. If only all grants were
that generous, eh student
readers?

i ' officer, it

is he who has been given the

responsibility of collecting
as many Atlantean artifacts
as possible which, or course,
brings him into direct com-
petition with Indy. You'll get
to meet this man a lot, espe-
cially if you decide to tackle
the action path of the
game...

locate Atlantis. Although he
claims he wants to locate
Atlantis so that he can use
its power to build a new
Nazi bomb he’s lying - he's
more interested in discover-
ing the secrets of immortali-
ty, which he believes lie
inside the lost continent’s
long-deserted halls.

(Left) Fate of Atlantis uses the by-now standard
LucasArts point-n’-click interface. Let's face it, if it ain't
broke, don't fix it. Like Monkey Island 2, the number of
‘actions’ available has been cut down to just nine,
allowing the player to concentrate more on the adven-
ture and not on juggling verb/noun combinations. And,
in another Monkey 2 steal, if the pointer is placed over
an object a likely "action’ choice is highlighted in the
icon grid. This can then be selected by hitting the right

mouse button.




Although Fate's graphics are attractive, they're not .
quite as good as those in Monkey Island 2, the On tallii?::‘bﬂthbtohtﬁT:;;I‘:::ieqmm
previous graphic adventure from : . Sophia to progress. If there's
LucasArts. They seem a bit pixelly and _. % . | ] a situstion whi:i-n you think
the colours are ‘washed out’ looking. ) i % : e Sophia might be better

. = s I 7 at handling than Indy
The early part of the adventure ato =9 joguie PRI Lo LT > then you can swap
centres around the tracking - = e T | == L&, = [ characters by get-
down of Plato’s long-lost | e e e . | i i1a 1 . ; \ ting the character
Dialogue. In its crumbling | ' I =&k griginal 1= | . s : y i currently under
pages are vital details on the ] i - + 1 0 be =35 ; s control to talk to
location of Atlantis and the { i) - - = - the other - there
possible tests that await in | B i 2 AT 1L : g g e should be a
its ancient hallways. If you d ] ' speech option say-
don‘t find it then you haven't ing something
got a snowball in Hades hope along the lines of
of stopping the Nazis. “Why don't you have
a go at solving this?".
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(Left) This burly bouncer guarding
the stage door to the theatre
where Sophia is performing her
spirtualist act provides Indy with
his first chance to test his pugilistic
skills. Indy can be made to duck
and dive with the mouse, the joy-
stick or the keyboard (with the lat-
ter of this trio the best). Four bars
appear at the bottom of the screen,
two for Indy and two for his oppo-
nent. One bar indicates the charac-
ter's health and the other their
‘punch power’ - the faster you hit,
the weaker your blows become.
Pacifists will be pleased to know
that you can, if you wish, use your
brains to avoid this squalid little
fist-fight. The fights are actually a
little disappointing, mainly due to
the controls’' lack of responsiveness.
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(Left) Although Fate of Atlantis is
an absolutely superb adventure,
the game's coding on the Amiga
leaves a 'ittle to be desired. The
disk accessing is terrible at times -
even with a second drive you can
find yourself swapping the disks
three or four times before the
action resumes. Also, the game
slows terribly when there's a lot
going on - the market in Algiers is
the worst example, where it takes
several long minutes for Indy and
Sophia to crawl from one side of
the square to the other.
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SEE THE WORLD!

Indy's first task is to locate Plato’s Dialogue, inside of which are details on how &

ND IANA ONE find Atlantis. But it's going to take more than a bit of rummaging around in the
local library to track this tonmre down... or is it?

and the Exotic ‘round the world’ travel is a traditional element of any of Indy’s great
adventures, and Fate of Atlantis is no exception. Whenever Indy leaves his currems
F'ATE ﬂf AT LANTIS port-of-call, a map similar to the one shown pops up and the player can set a new
destination by simply clicking on one of the marked places. Then, as music swells

in the background, a red line is traced across the map to show Indy’s progress -

just like in the films!

Ean s
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; mmmhnmﬁmmmmmm
: -Iu-u face or an item to trade. Hmmm... Just
s ﬂmw“m'mﬂh
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OF ATLANTIS

Hhat 15 this thing yvou're working on

A

JONES AND THE

._._..__'_

Indy and Sophia
have managed
to find a highly-
valuable
Sunstone,
rumoured to be
capable of
opening secret
Atlantean
doors. Wonder
of there're any
around here on
the isle of
Crete?

INDIANA
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| THE VERDICT

This is no help to you, | know, but
I'm really unsure as how to rate
Fate of Atlantis. In its favour, it's
one of the best graphic adventures
ever produced. It's moody, exciting e US Gold
and funny in all the right places. Beveloper: LucasArts

The puzzles aren't mind-bogglingly

tough, it has to be said (I never KRT .98 £t taw l
once found myself really, really Keyboard/mouse |
stuck) but this is compensated for R RORG m"
by the sheer length of the quest - 1Mb 11

Fate of Atlantis is an absolutely

indy doesn’t spend the whole game traipsing around on his feet. At certain

points he finds himself chasing Nazis around the streets of Monte Carlo in a huge game. The fact that, once k H H. ! I I I: 5 'il
rhat car, exploring the desert from the back of a camel, probing the
e Mediterranean’s murky depths in a stelen German submarine and, as shown completed, you can play the game :
here, tracking down an archaeological dig site from the basket of a hot-air lgain and tr)r out one of the alter- i

balloon. The icons allow you to either vent gas or drop ballast to lower or

raise the balloon respectively, and the compass in the bottom corner of the native game ‘paths’ effectively

screen indicates which way it's being blown. Although at first it seems as

though the balloon’s movement is completely random, you'll soon discover makes Fate of Atlantis three games
there is a logic behind it. I el me' it's a Fltf
that the paths re-converge
towards the end of the
game and build to the
same climax - knowing
that the final result will be
the same removes some of
the incentive to try again.
Anyway, compliments out
of the way, I'll start
explaining my reservations.
As you might guess they're
all to do with the game's
implementation on the IUERRLL

- 4 I 4 . Amiga. | know it's part and i
- | ; W irie parcel of the genre that
— —— you have to put up with |

Every so often you're treated to these attractive ‘close ups’ whenever Indy lots of disk accessing and swapping, o

discovers a major artifact or an important event occurs. There's no denying
that they're very pretty but this is offset by the fact that their arrival but Fate of Atlantis pushes its luck

signals loads of annoying disk swapping and accessing. ab Himes. Bvan i second drive

doesn't make life that much more
bearable. On top of this the game
is chronically slow in places, mak-
ing Indy look less like The Man
With The Hat and more like The
Man With The Zimmer Frame. It's
not quite bad enough to ruin the
game, but it's a close run thing. If
you've got a hard drive, then
you're laughing. If you've got a
to fight his way to hard drive AND an A1200, then

iﬁf'&fﬁﬁé‘ﬁ?.ﬁfﬂﬁ *I'd rather tackle shics together with Jou you'll be in hysterics! If you're a

TR L LT - ['d = Ther 20 into action by muself potential buyer, be warned...

giving the player three
Indy games in one!

T

of

About a fifth of the
way into the game, just
after Indy’s tracked
down Plato’s Dialogue,
the player gets the
chance to choose
between three different
game ‘paths’: the team
path, where Indy and

] Sophia work together
to solve the puzzles;
the wits path, where
Indy alone cracks the
conundrums; and the
action path, where
Indy, alone again, uses
brawn instead of brain

ST TR ——

=You're right, I better think this through alone.
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From the Nth
Dimension...

HE'S AM INTERSTELLAR COSMOS DWELLER EF
THAN AFLASH AND SHARPER THAN THE J/th SAMUKAI

Once every year, the games world is rocked by o
gome so stunning, so fast, se colourful, se big, so
demanding, so mega, so awesome, so varied, seincredible,
and se full of fabulous features and unexpected treats,
that everybody just looks at it and says “THAT'S IT!" This
yeor is no exception, ond this year, ZOOL, THE NINJA
FROM THE “Nth" DIMENSIOM, is definitely “IT!"

With Zoaol, t Amig

james os good as the consol o2 Dominik Diomond

on BEC RADIO 1.

The Ultimate
Driving force...
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A RACING GAME FROM THE FUTURE

The ultimate driving force... We've soved the best
for last. Following the phenomenal success of Lotus 1
& Lotus 2, the best selling rocing gome trilogy is
now complete,

Incorporating the awesome power of RECS o revelutionary
concept giving you the power to generate a virtually
infinite number of unique rocing scenarios.

If you preferred Lotus 1 You've got it! Plus more...

If you preferred Lotus 2 You've got it! Plus mare...

"Lotus Il is streets aheod of the competition and deserves

a place in anyone's software collection.”* €U AMIGA,



1 the Iimits
magination...

Straight to
number one...

BECOME A GRAND PRIX LEGEMND IN A
RACE FOR THE TITLE OF WORLD CHAMPIONM.
The mast exciting racing driver in the world has teamed

up with the greatest racing game preducers te bring you
the definitive Grand Prix experience. Roce the full 1992
season in the superb Canon Williams Renault F1 car.
Real time coaching from Migel Mansell himself.
Experiment with the cars set up to achieve maximum
performance for each of the 16 race circuirs.

THE REALISM OF THE RACE TRACK...

THE POWER AND THE GLORY!

'For sheer pants-gripping action it does the business. Nigel

Mansell's World Championship is on excellent game,
when you need a speed fix, this is the game you'll turn to.”
- FAMESMASTER MAGALINE.

Kicking the

competition into touch...

iGH TGO BE CALLED

FAME OR OBLIVION? IT'S DOWN TO YOU!

The key ta success lies with both player and financial
management. You should ensure these vital grewnd
improvements are made in order to pull in both crowds
and sponsors. In addition match success will lead to
higher gaotes and improved team morale.

Depending on the success or failure of your management
skills, your team will either find itself leaping up the
Divisions on route to the top or languishing

with the part fimers!

‘Premier Manager convincingly boots other football
management games into touch” - AMIGA ACTION

Gremlin Graphics Software Lid., Carver House,
2-4 Carver Street, Sheffield 51 4F5.Tel: 0742 753413



who, having escaped from one silly, illogical

has...

use something then just click on the item with the left mouse button.

To make matters harder, some
problems can only be solved by
one of the two Gobliins. We need
to get hold of the bottle but the
two old men won't let either
Gobliin take it. If Winkle attempts
to take the sausage to the left of
the screen the bloke sat next to it
will give him a hefty whack and
whilst the two old men gigge,
Fingus can nick the bottle,

G 5[] ==

LET

2

A good deal of co-operation needs to be done if the heroes are to
progress through the adventure with any success. For a lot of the time
this means frantic mouse action but some problems, like how to fill the
bottle with water, are easy to solve. Just get Fingus to switch on the
fountain whilst Winkle holds the bottle at the end of the jet of water.

a0 B Lyl NS

Hey, have you heard the one about the two gobli(i)ns

adventure, ended up in another? No? Simon Byron

The point-'n-click interface is actually fairly easy to get into. If there is anything of interest
on the screen it will be highlighted when the cursor passes over it. If you want a Gobliin to

There are a
number of jokers
available which
you can call into
play at any time.
If you choose to
use one, a screen
will appear
containing some
cryptic clues and
hints as to what
you need to do.
As you can see,
they're not

ing Angoulafre iis iin need of a couple of heroes

Why? Well, hiis son has been kiidnapped by a huge

winged creature, for a start. Actually that's where
hiis troubles end but surely that's enough to make an
adventure out of, iisn’t iit? (That's enough of the ‘i’
attempts at gags - they're not funny - Ed.) Coktel Vision
obviously think so otherwise they wouldn't have
released Gobliins 2, the second game featuring the cute,
mad-cap, slapstick creatures known to gamers as the
Gobliins (pronounced 'Gobliins’).

It turns out that the perpetrator of this fiendish crime
is Amoniak, a nasty piece of work and no mistake, wha
has a grudge against Angoulafre (I can see the old spell
checker is going to have a field day when |'ve finished
this review). Fifty years ago Amoniak and Angoulafre
had a bloody great fight which Angoulafre won. Amo-
niak must be an elephant or something because he sure
as Hell hasn't forgotten and he wants to make the good
king pay for his victory, hence all this kidnapping busi-
ness,

That's where Fingus and Winkle come into it. They're
not scared of a bit of adventuring and have been
whisked by magic to a little village that is situated next
to the evil Amoniak's castle. The two Gobliins are as
alike as chalk and cheese, black and white or Russ
Abbott and funny. Fingus is a sensible old soul whilst
Winkle is partial to the odd practical joke now and again
but the both of them need to combine their attributes
and work together if they are to stand any chance of
saving the King's son.

exactly giveaways but any help is better than none - just make sure you

use these wisely.

The difference
between the two
Gobliins can be shown
guite clearly here.
There's an egg on this
screen but the trouble
is, it's still ‘up’ the
chicken. What's called
for here is a spot of
gentle persuasion from
one of the Gobliins. If
Fingus attempts it he
is bitten by the chick
but if wildman Winkle
has a go then the
outcome is completely
different.

—
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- You can call up the menu bar by simply moving the cursor to the top of
- the screen. A number of options are then available. You can LOAD/SAVE,
d call up a joker (see separate caption), have a look at the note-pad (to

type in reminders), check out the inventory (also performed by clicking

the right button during the game), swap objects between Gobliins and

move between locations already visited.

{Above) This kindly
old gent is a wizard
and after a bit of
hassle you can enter
his abode. There's a
key here somewhere
and all you need to do
to obtain it is stand
on the tail of the lion,
take the matches, boil
the kettle, find the
key, wind up the
clock, wait for the
bird to pop out and
knock the other key
out of the bird’s beak
before it disappears.
Easy or what?

R E V

' THE VERDICT

For those of you who are counting,
this is the second time in as many
months that | have had to review
stupid, thnugliﬂess adventures -
you'd have thought that by now |
would have developed an illogical
train of thought but no, the puzzles
in Gobliins would tax even Roger
Irrelevant to the point of
breakdown. What makes this worse
is the fact that the two Gobliins
cannot die and all the objects found
in their land are inexhaustible
(which means that if you lose one
through carelessness then it will
reappear where you first obtained it
from). The game has, presumably,
been designed this way to be ‘user
friendly’ and stop players from
wandering into fatal
situations or wasting
vital objects but,
coupled with the
bloody stupid
puzzles, it make
Gobliins 2 extremely
frustrating to play.
When you've
exhausted all logical
solutions (a waste of

soon becomes a case
of clicking on every-
thing and using all
objects with every
item and both
Gobliins. The disk

Publisher: Cocktel
Vision
Developer: In-house

£25.99 Out Now
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effort in this game) it
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accessing is a right pain in the butt - I'd say
that between each location there's at least forty seconds’
wait - which makes trudging through the screens a right
bore. The only barely redeeming feature of Gobliins 2 is
the ability to ‘jump’' between locations that you've already
visited without having to travel through the screens in
between but after playing the adventure for an hour or so
the only place you'll be wanting to visit is the pub for a

few stiff ones. (Actually, you might be able to get further if

you play the game when you're drunk). And the worst
thing is, these criticisms are by and large the same ones
aimed at the first Gobliiins game. | guess some people just

can't learn by their mistakes.




BOXING

Round One...

ooty fans have Sensisoccer,
tennis fans have Pro Tennis
Tour 2, American footy fans
have John Madden, motor-racing
fans have F1GP, snooker fans have
Jimmy White's... but if you're into
boxing, well, then you've got a prob-
lem on your hands. To put it blunt-
ly there just aren‘t any good simula-
tions of the noble art on the Amiga.
Can TV Sports Boxing rectify this
lamentable situation?

The game was originally devel-
oped by the now-defunct Cine-
maware, the people who brought
you Amiga classics such as Rock-
et Ranger and It Came From The
Desert. It aims to be a sort of
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‘boxing RPG’, with the player creat-
ing a boxer with his own customised
look and performance, and then
guiding the pixelised pugilist
through a full and challenging box-
Ing career.

The game advances in monthly
'steps’. Each month the boxer can
have a chat with his manager, get
advice from his trainer and general-
ly prepare himself for the big fight.
These bouts are presented with TV-
style intros and outros, complete
with sportsdesk anchormen and
ringside commentators - the format
will probably be familiar to you from
Cinemaware's previous TV Sports
Football and Baseball games.

orts
Boxing

Dave Upchurch edits the magazine
like he's punch drunk, so he's more

than qualified to review
Mindscape's latest. Ding-ding!

It's the manager's job to arrange fights for you
When you make your visit to him he'll show you

all the fights he can set up for you that month.
for a ‘small’ percentage of your winnings, of
course. Obviously the aim is to try and take o
the higher-ranking opponents as much as possi-
ble - not only will defeating them get you closs
to the Belt, the cash prizes become greater as
well. Managers can be hired and fired at will
but the better they are at arranging top fights.
the bigger the cut they'll demand

FIGHT PHEIQHGLSj

wem BYE ===
#21 LEROY EROMWM (10-7-2
£3 2IPPY Z2ALOT (S8-9-1
#2400 KO, CAMPOS (%-2-1 |

#Z5C) BEASHER BEASLEY (i1-1i-0)
#2ZE(C) TIM MARTIN (2-Z-00

TALE TO MAMAGER

iyl e
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fisits to the trainer are essential,
not only for building up your
pecs but also for getting the
low-down on the boxer you're
about to meet in the next fight.
There are several trainers doing
the rounds, each specialising in
mproving specific aspects of the
boxer's parformance. Although
you can only have one on the go
it any given time, every so often
new trainers will offer their ser-
vices to you, and you can accept
as you see fit.

BUrviNG EOUIPMENT
CUARENT EGUAFMENT

it'q be a bit unfair of the game's
designers to expect you to work
your way up to the Belt in an
evening, so thoughtfully there's
a SAVE game facility provided.
You can have up ten fighters
stored, and when you try to
access them this burly geezer
won't let you pass unless you
type in the correct password - so
make sure you've either got a
good memory or a secret
notepad somewhere.

While in the gym you can have a
look at the sports paper. Inside
its pages you can find listings
detailing the current rankings of
all the boxers competing for the
Belt, profiles on each boxer's
performance to date, scheduled
fights and last month's results.
There's also a Classifieds
section, where you can buy spe-
cial equipment or foods to help
improve your boxer's physique.

LAST MONTH'S RESULTS

It's fight night, and this is
where the game’s Cinemaware-
roots really shine through.
Although this stuff is all very
pretty and gquite amusing for a
while, you’'ll soon be glad of the
ability the ESCape your way
straight into the fight. Make
sure you don't mistakenly skip
past the pre-match analysis,
though - it's very handy for siz-
ing up your opponent and fath-
oming his weak points.

The fight itself is viewed from two per-
spectives; one is a plan-view of the ring
as the boxers dance around (left), cut-
ting to a close-up sideview when the
fighters get in close. Combat is
controlled via the typical joystick/fire-
button combinations, with the aim
being to wear down the opponent’s
stamina, body and head ratings to zero,
resulting in a knock-out.JAs theorounds
wear on, each boxer's maETmum stami-
na decreases, meaning theygradually
become easier and easier to KO.

T T Ty,
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preferences as
detailed in the

R E V

THE VERDICT

It's a pity that TV Sports Boxing
is destined to be remembered as
Cinemaware's last game. While
it's by no means bad, it's hardly
a fitting farewell from the com-
pany that was responsible for
some of the first true classics on
the Amiga. Boxing's
presentation is superb, with
some of the best '‘people’ graph-
ics I've seen in a long time. The
characters’ dialogue and look is
often quite funny, making all
the in-between fight to-ings and
fro-ings a lot more enjoyable
than they might otherwise be.
The ‘RPG' aspect of the game is
a nice idea, too, and there's a
surprisingly-large degree of sat-
isfaction to be had from success-
fully developing a fighter and
working him up through the
rankings. The only area where
Boxing really falls down is in its

most important one - the boxing itself.
The initial stages of the fights are
laughable, as the tiny top-viewed box-
ers jiggle around the ring like they're
performing some sort of bizarre court-
ing dance. Things improve once the
view cuts to the side-on shot of the
larger sprites, but the repertoire of
punches is limited and, in my
experience, it's quite easy to win every
fight by keeping your distance and just
wearing your opponent down with end-
less right-hand jabs. Recommended for
anybody looking for some mildly-taxing boxing action, but if

its a quality simulation you're after, well...

If the fight runs its
course with neither
opponeént scoring a
knock-out, the
judges are called in
to decide the win-
ner. The panel con-
sists of just three
judges, picked
from a pool of
eight. Each judge
has his own criteria
for scoring and
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Publisher: Mindscape
Developer: In-house

£30.99 Out Now
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Gary Whitta sets out to discover if Accolade™
latest is a dummy or not.

oo-oo0-o00! Picture the scene - lightning strikes in the distance, @
Wing a gloomy shadow over the wax museum in the distance. Yo
been summoned here by the spirit of your dead Uncle Boris to b
lift an evil witche's curse that has plagued your family for generations. ¥e
late brother Alex has come back from the dead, and now plans to resurres
bunch of history’s most unsavoury characters. Dare you stop him by entes

the waxworks and plunging back through time to thwart his plans?

4
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View any one of the four exhibits to get a pictorial preview of what lies aheas
dare you enter. A plague on each exhibit gives a run-down on the story behine
the display, and a more detailed telling of what your objectives for the adves
ture will be, Once you've got all the information, you can take it or leave it -
warp back in time and let the adventure begin, or wander on and survey the
next exhibit.

Uurgh! The gruesoms
crimes of Jack the
Ripper form the basis
for this gory 19th
Century tale. Having
warped back to foge
London, your first dis
covery is a young gis
with a slashed throas
what's more, you've
been implicated with
the murder. You've ge
—— to find Jack and put 2
stop to his nonsense
all the while avoiding
the local bobhbies, or
you'll find yourself
pushing up daisies.

RLEw ol BE=F oooi BPSY aig

After being admitted into the muse
um by the Lurch-like servant of yow
dead uncle, the late Boris himself
appears in a crystal ball to tell you
of the horrors that await you. Aftes
that you're free to wander around
the museum and examine the
exhibits at your lesiure, although it
not exactly Madame Tussauds with
only four exhibits and the rest mad
up of nondescript corridors.
Incidentally, Uncle Boris can be sum
moned up against to give more
advice from beyond the grave, but
costs a lot of psychic energy.




The latest in a line of Accolade’s Horrorsoft games (the last being the mild-
-entertaining Elvira adventure), Waxworks is another foray into the familar
sle-playing/adventure genre, which this time breaks another little bit of the
mould by coming in the form of five separate adventures, each in the form of
me of the wax museum’s demonic exhibits. The tales are gruesome indeed -
ritual murder in ancient Egypt; creepy goings-on down an abandoned mine-
maft, a zombie-filled cemetery and the crimes of Jack the Ripper make up the

wrror stories, with the gory activities in the museum itself forming the fifth
sventure. Sound enough to give you the willies? Off you go then, and don't
wrget to switch off the lights.

BHF 40 WMLEV 02 ¥NEXP 0015 BPSY 011 N

\ ! e villain of the piece in the cemetery scenario is a bonkers witch-doctor who is
| wmmoning up zombies from their crypts. Expect plenty of disgusting graphical
Hects here as you trade blows with the shambling undead -
sese nasties keep on punching you even after you knock
seir heads off! Of course, you can interact with charac-
wrs other than just by hitting them, although with
wpeless cases like these it's best to forget about the
stroductions and get punching.

Waxworks offers plenty of puzzle-solving oppor-
msnities - and you'll need to get solving them too,
a5 an exhibit cannot be exited until you've gither

died or unravelled its mysteries. Early on, you'll
find yourself doing the former a lot more often
than the latter.

Travelling down the
abandoned mine in
the modern-day sce-
nario has a distinct-
Iy Alien-esgue ring
to it. The story goes
that a mutant flesh-
eater lives some-
where in these
gloomy tunnels, and
it's your job to flush
him out if the family
curse is to be lifted.

Waxweorks is a generous
game, awarding the player
with experience points for
any discoveries of note
that he makes. | went into
a rough pub at one point
and went up an experience
level -just likein real life.
As experience grows, so do
your hit points and other
vital stats. Only experience
will tell you which of the
tales is the easier, so that
you can build you energy
up for the tougher ones,

Bk ¥ 1.K

| like the odd RPG, but the
Horrorsoft games have never done
much for me, and so | wasn't
expecting a great deal from
Waxworks. But while the game’s
certainly not going to be knocking
Legends of Valour off its perch,
Waxworks is surprisingly a far bet-
ter game than previous Horrorsoft
offerings. | like the game's episodic
nature - the way it's broken down
into separate mini-adventures is
far more suited to my tastes. It's
nice to be able to skip between
different storylines as it adds vari-
ety to the fun, and as a result the
game's much fresher than most
run-of-the-mill RPGs, where the
adventure can soon become
repetetive and boring. Waxworks is
rarely boring, although there are
plenty of other incentives to switch
off, most of them coming in the
form of very gruesome graphics
that are, at times, very
dodgy. Human corpses
split open with entrails
spilling out, young
women with their throats
slit, headless blood-spewing
zombies... a lot of this stuff is
genuinely stomach-churning, and
it's hardly the ideal fodder for
impressionable young Amiga
gamers. Getting down off the
soapbox though, there's no doubt

FRAPHICS

that Waxworks is an atmospheric

and, at times, scary game. The moody graphics and
soundtrack combine to create a strong sense of tension,
with danger lurking around every corner. As for the rest,

the graphic interface is fine, everything is friendly

enough with not too much disk-swapping and, well,

there are no major complaints. The question is, are five

adventures enough? The answer - probably. Although I
never managed to complete any (doh!), each one is suit-
ably deep and intriguing to keep you involved for many a
night. Ultimately though, the serious role-player is
unlikely to be satisfied in the long term, but for the casu-
al or novice player, this is an excellent introduction to the |
genre - if you can stomach it, that is.




“Lovely weather, eh g'vnor?” Taxi
drivers are great conversation
starters, as everybody knows.
Simon Byron discusses life, the uni-
verse and women with Global Soft-
ware's Neanderthal cabby.

hat do you do if you want
Wm get off with a lady?
Answers on a postcard to

me at the usual address, please,
because the solution offered by
Global Software’'s latest release is no
help at all. Ugh! the caveman has
got his eye on a busty young
brunette who, rumour has it, is ‘on’
for a bit of a snog. Trouble is,
though, being an extremely un-90s
woman, she won't consider anyone
who is strapped for cash.

Things obviously haven't pro-
gressed over the past million squil-
lion years as, gripped by recession,
Ugh! has need to turn to handy jobs
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Throughout the level little
cave-dwellers will appear and
wait patiently at their rank.
Ugh! then has to manoeuvre
the cab over to the passen-
ger-to-be (being careful not
to knock them off the plat-
form) and the grateful cave-
person will state their
required destination. Ugh!
then has to make his way to
the requested cave and drop
the passenger off. The quick-
er the journey, the more
dough Ugh! will receive.
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to earn a few quid. His latest brain-
storming idea is to set up a Taxi rank
to ferry his primitive mates between
the various platforms that populate
his surroundings. This cab isn't your
usually run-of-the-mill black vehicle
with an inflationary meter, oh no,
this taxi is man-powered and con-
structed from the hi-tech material
know as ‘wood’'.

In a feat of engineering skill, Ugh!
has cobbled together a slap dash taxi
which resembles a crate and is pow-
ered by pedals. Ugh! has to pedal
like crazy around the landscape, pick-
ing up clients and delivering them to
their requested destination.

Ugh!‘s taxi is controlled
using the joystick in a
kind of Thrust'-y way.
This means that if you
move a joystick one way
then the taxi will begin
to move in that
direction. The longer the
joystick is held in this
direction, the faster the
cab will move. If you
move the "stick in the
opposite direction then
the cab will gradually
slow down and begin to
move the other way.
Easy, eh?

8,

W

‘I\ l: \\
; .,‘. ‘

I.,..l'
N
¥

Do you know how many times I've

started this Verdict text? About four,
that's how many. The reason for this
is that | can't quite decide how good

publisher; Global
Software

peveloper;: Play Byte

this game is. Easy to get into and
enjoyable it may well be but the fact

of the matter is that it's just a version

i £25.99 Out Now
of Thrust that really doesn't improve

Jaystick

on the genre. If anything, it slightly
detracts from the original's gameplay
because if you knock a human into
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the water and fail to recover him

within a set time limit the game con-

tinues to plod on even though it is

impossible to complete the level. It
would have been far better if the pro-

grammers (who, coincidentally, are
the team behind Apidiya and Battle

Isle) made this rash action result in
the loss of a life as soon as it
occurred and avoided all the unneces-
sary waiting that needs to be done

before the timer runs out. If you do
manage to avoid bashing into the
waiting passengers, though, the game
can be fairly hectic at times and it
requires a good amount of skill to get

anywhere into the latter levels. Once

you are there you'll notice that Ugh!

doesn’'t really progress and by about

Level 35 you'll soon become sick of
it. It's the sort of game that is fine to
waste a couple of hours on but if you
become stuck on a particularly hard

level, frustration will set in and you'll

soon be banning the game to the

back of the disk box. If you're heavily

into this style of game then fine but if, like me, you're indif-
ferent then you'll either take it or leave it.
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There was much kerfuffle when this arrived in
the office the other day. “Who's going to
review this, Dave?” asked Simon and Gary.
“We’'ll fight over it"” replied the Ed. A few
Dragon Punches later Simon Byron
emerged victorious.

_F A ello, how are you today? We're all fine, the weather's holding its own and the magazine’s going rather
i,'.—*.‘- H swimmingly, if you don’t mind me saying so. So what brings you to this opening paragraph, then? Already
digested the rest of the mag (not literally, | hope)? Bored? You can't really be expecting an introduction

to the game that needs no introduction, can you? Oh, alright then.

Well, what is there to say - you beat people up using a variety of special and deadly moves, and that's
about it. For a game that's so limited it's certainly got one Hell of a reputation - even my tiny sisters (who are bare-
ly eight and six) know the ins and outs of it and on a number of occasions have threatened me with a Hundred-
Hand Slap or two if | didn't treat them to a slap-up meal (get it?) consisting of
Refreshers and those sherbet tubes with a bit of licorice stuck out top.

Street Fighter 2 has been in development for about nine months

' now and judging by the amount of calls and letters we have
\ received over the past few issues you're all positively brimming

1 i " over with excitement. There are also a few unofficial rumours  J¢ '

B cve) Vi chn oy aslech vour sweeping the nation and, for the record, US Gold are NOT [ _§

fighting location in the two-player going to be producing a seperate six-button joystick so any-

mode. If you want to see the world  gne who has told you otherwise has their pants on fire. Now

on your own you'll nead to heat a that we’ve got that cleared up we can take a look at the
few people up. This screen also dou- 5
bles as the player selection menu game itself.

from which you choose your fighter.

A A R

(Above) Once you have per-
formed the business and
sorted out all the other char-
acters from the game you'll
be confronted with these
three likely lads. From left to
right they are known as
Balrog, Bison and Vega and
all of them are some of the
hardest fellows you are ever
likely to meet. They will take
some beating but it's worth
it if only to see the end-of-
game sequence. Although
there is a cheat in the game
which will enable you to
fight against the same char-
acter you will not be able to
play as one of these geezers
{they're far too tough for
you to handle).

{Below) Dhalsim is an odd-ball {Below) Ken and Chun-Li battle it out. Ken will probably
and no mistake. He is win at the moment because he has the most powerful
experienced in the noble art of Yoga and often levitates  special moves out of all the characters (with the possi-
and extends his limbs to attack from afar. One of his ble exception of Ryu). The Fireball (shown here) is useful
special moves is the Yoga Flame which involves moving for long-range attacks, the Hurricane Kick is fast and vio-
the joystick from the bottom left through to the right lent but the best move is the Dragon Punch, one of

in one smooth movement and pressing Fire. which is enough to send anyone flying.

3 Aok D k-
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ATTENTION A1200
OWNERS!!!

Street Fighter 2, as it stands at the moment, will not
run on the new super-Amiga. US Gold are current-
ly coding a new version which, if our sources are
correct, will not include any extra enhancements.
This is a real pity as all of us here at The One
agree that it is, perhaps, a game which would
really benefit from a proper 'conversion’.
Just imagine, 256 colours, proper parallax
and a game moving at a terrifying speed! It
could really give that SNES thing a right kick
up the bottom.

(Below) Blanka is an evil

o ] devil who is fairly easy to con-
! trol. One of his scariest moves is
X the ability to produce huge
s waves of electricity (which, (Above) All the bonus screens
L apparently, he learned from elec- from the coin-op are present in

‘-_ *"tric eels), thus generating up to the Amiga version. After a certain
1000 volts which is emitted from his  number of fights the player is
rewarded with a chance to earn

skin. Anyone who stands too close

hen this is goi ill find them- mega points by smashing wood- ; i !
selves alternating between flesh and &0 barrels to pieces, kicking a b ok < g s sl s
% | blood and a skeleton. If that wasn't snazzy car into spare parts or ﬂmPFirvll button. Whilst this move ,:_-“ be visually excit-
“S, & __  enough, he also bites heads and punching in a load nLhurnlng - ing to watch it's certainly not Eddie's hardest fighting
% rolls into oppenents, causing a cans. There are no other enemies L. ‘0 no that's the Sumeo Head Butt. Using this

reat deal of d e. If Blanka is to contend with on these stages s g
struck whilst in this hgdgehug pnsitizr.al-?uwever. he can but a strict time limit is imposed. ::::L::: jf::t":;ﬁﬂ!:“l:;ﬁmf;;;:“" it R
lose a vast amount of his own strength. .

(Left) Chun-Li acknowledges her vic-
tory by bowing her head in respect.
What we haven't seen, though, is the
young beauty leaping excitedly in

the air whilst the now defeated and
embarrassed Ryu lies twitching on

the floor. Each fight lasts for three
rounds and the winner of two is pro-

| claimed the victor. Each bout needs

to be completed within ninety-nine
seconds otherwise the person with
the most energy left will be the win- J
ner. Of course, if you feel at all
restricted by the time limit, you can ]
always turn it off on the title screen
(which is also the place to to
increase/decrease your player's
‘handicap’, if you so wish).

2

{Right) The actual play area is rough-
Iy-equivalent to two Amiga screens
strapped together (which is what
we've done here, especially for you).
It scrolls left and right as long as
both players remain in view. There's
been a slight change since the Work
In Progress a few months ago as
most of the backgrounds do actually
animate now. There may not be as
much movement going on as there
was in the coin-op but every little bit
helps, we think. One thing that
hasn't changed, though, is the lack
of parallax on any of the screens.
Whilst this makes no difference to
the actual gameplay, some sad con-
sole owners may still pipe on about
how “their version is better®. This is
rubbish as the Amiga version plays
identically to the SNES incarnation
apart from a slightly-slower

sprite movement.
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(Above) The Spinning Bird Kick in full effect. This move is fairly easy to pull

off - all you need to do is pull back on the joystick for a couple of seconds,

then press Fire and push up simultaneously. Chun-Li will then
launch into this devastating attack.
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Ryu finally meets Sagat, the fourth 'end-of-
level’ hardman. This man is a right pain to beat but with

can
28 n

able to win. Those of you who are paying attention (not many, | suppose)
will have noticed that Ryu and Ken's special moves are identical. That's
uncanny, don't you think?
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careful use of the Fireball, Hurricane Kick and Dragon Punch, Ryu should be

B E ¥ 1%

| know what you were all thinking
after you'd seen the rolling demos
and screenshots because | was
thinking exactly the same -
“Hmmm, well it looks okay I

Publisher: US Gold
| peveloper: Creative
| Materials

' £27.99 Out Now l

.
"

Amiga is absolutely excellent. i
Creative Materials is to be applaud-

suppose”. Well, forget all that
because I'm extremely happy to

report that Street Fighter 2 on the

ed for producing a breathtakingly-
superb arcade conversion. It's not

s

as good as the SNES version, it has [t

to be said, but if you view it as an . -
Amiga conversion it certainly is one
Hell of a game. The graphics are
almost exactly the same as the
coin-op's and the sound is the busi-
ness. As far as | can tell, most
;-.,._ : of the hard-hitting sound | i
el effects from the coin-op i
are in there (including | Sy

speech), all of the special
moves are in there, all of .
the locations are in there - . e
everything you could possi- I '

bly wish for is present and
correct. | must admit that
until I'd played this version, |
wasn't that much of a Street
Fighter 2 fan but, since it's BVERRILL

arrived in Amiga form, I've
been hooked. The special moves ]
are hard to pull off at first 5
| (although you can select one of o

the easier characters like Chun-Li or
E. Honda to begin with)
but after a bit of practice there's immense plea-

sure to be had when a successful manoeuvre is
pulled off. In one-player mode SF 2's great but
in two-player mode it's simply fantastic - if
you've got any mates then make sure you've
booked time off work or whatever because
you're going to need it. It's hard to see how SF 2
could have been implemented any better on the

Amiga. If you aren't short-sightedly pathetic and
accept the fact that this wasn't ever going to be
quite as good as the SNES (how could it have
been?) then what you’ll find here is the best

Amiga beat-'em-up for a long, long time.



CH-AMPIONS!

U & D

Well, they may have been the championees
last season, but this year Wilko's Warriors
are on much rockier ground. Can the offi-
cial game fare better than the team it's
based on? Probably not, reckons Gary

If nothing else, LUC offers options that you
might not normally find in some footy
management games. You can take out

insurance policies on your players, raise
ticket prices, build new stands, follow the
progress of the youth squad and gain
access to an impressive array of statistics.

If you can be bothered, that is.

The match itself is depicted
by the words MIDFIELD and

DEFENCE flicking across the
screen to indicate vaguely
what’s happening on the
pitch from one minute to the
next. It's about as enlighten-
ing as watching Sky Soccer
without the decoder card.

ball team from Yorkshire all

right. And not just any old foot-
ball team from Yorkshire, but the
current Premier League champi-
ons,no less. This is a state of affairs
thatis unlikely to last another sea-
son, given the team's current form
(knocked out of every Cup going
and struggling in the League), which
is why CDS5 has no doubt decided to
get this game out on the streets
while the Champions! tag still
applies. Somehow, “Leeds United
12th Place” doesn’'t have quite the
same ring.

But whatever bad medicine the
boys from Elland Road may be expe-
riencing (shame about Watford, eh
lads? Ho-ho!), we shall brush aside
in order to view this officially
licenced game objectively. Spurning
the trend of turning teams into

action-based computer games
{(Manchester United, Liverpool
and the forthcoming Arsenal),

Ph&w. Leeds eh? They're a foot-

CD5 has put the player in the shoes
of Howard Wilkinson, Leeds manag-
er, and given you the task of, well,
managing Leeds back to the top.
Unfortunately the FA seem to have
made some kind of administrative
cock-up - although Leeds were
champions last season, in the game
they find themselves languishing at
the bottom of the fourth division!
What's more, the Premier League is
nowhere to be seen! Just what is
going on here?

Mo matter. It's your job to get to
the top of the First
and win as many
domestic and Euro- AR,
pean titles as you éﬁ_ﬁ“ l[
can along the way. AL
Jump to it, Wilko,
and whatever you
do, don't let that
boy Cantona go at
any price. Whoops,
too late!

Publisher: CDS

Developer: Tony
Huggard

£25.99 Dut Now
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The latest in the long
line of Ocean film
tie-ins landed on
Simon Byron's desk
the other day. “Ah-
ha,” he said, “this’ll
be Cool World,
then.”"I'll find out if
it's hot or not...

ool World, the film, is the 90s’
‘ answer to the hugely successful

Wheo Framed Roger Rabbit? and
uses the same stunning animation
techniques to mix real film footage
with cartoon graphics. It was unclear
for some time as to whether us Brits
would be given the chance to see Cool
World on the big screen but a release
date has now been set for Xmas and many of you may
have enjoyed the film by the time you read this.

Cool World, the game, takes place in both the real
world and the world they call ‘Cool’. Harris, the hero,
has to stop the mischievous Doodles from stealing
objects from the real world and taking them to their
‘natural’ habitat. If too many articles are swapped
between locations, the imbalance will become unman-
ageable and create a huge cosmic something-or-other
and Harris will die.
Harris has in his possession a magical pen which he can

use to shoot the Doodles with. This powerful BIC can also
be employed as a vacuum cleaner to suck up the destroyed
cartoon bods and thus remove them from the real world.
With the action happening simultaneously in both locations,
Harris must, in theory at least, constantly leap between the two
dimensions using the handily placed Vortexes and maintain the cos-
mic balance for a set time limit. Easy or what?

(Below) Before you get into the action proper
you have to negotiate a series of intercon-
necting streets. If you shoot the Doodles

with your pen, they explode to leave behind
coins which can be collected and used to
bribe your way in through the talking doors.
it‘s an extremely easy part of the game - more
s0 because if you touch the Doodles you don't
actually lose energy but some of your coins. A
map of the level can be called up by pressing
‘M’, as shown in the inset.

A pen may not sound hard but it sure packs a mean punch,
The Doodles don’t require much to be persuaded to clear off
{one squirt of deadly ink of our hero’s pen should do the
trick). An interesting ‘feature’ rears its ugly head occasionally
here; sometimes the
purple dogs cannot be
shot and roam the
streets until they
come into contact
with
you.
That's
fair,
isn't it?

Here we are in Cool World. Lovely,
isn't it? The swirling brown things
are the vortexes that can be used
to travel between the two
locations. All you need to do is pull
down on the ‘stick when you're
passing the vortex and after a brief
moment you'll find yourself in the
other world.




The bulging black bubble is a captured baddie. If you press and hold fire
he'll be sucked into the pen and the timer will decrease by four seconds.

You can also shoot the bubble to reveal a bonus, anything from an ink bot-

tle to a hamburger but by doing so the time is increased. The choice, as

they say, is yours.

Once you've
completed a
level it's back
out onto the
streets to collect
some more dosh.
A telephone will
rush about and
when you come
into contact
with him he will
describe the
next crime that
the Doodles are
going to
attempt. This is
all superfluous,
really, as what
they're doing is
irrelevant - it's
where they're
doing it that
counts.

If you let a Doodle
roam free in the real
world for too long he'll
turn inte a Mickel
Baiter!!! These nasty
creatures zoom about
with scant regard for
gravity, packing items
in their gobs to take
back to Cool World.
They take a good few
hits with the trusty pen
to get rid of but, more
often than not, the
bonus they leave
behind will be worth it.

Gratuitous pictures of the
intra ahoy! If only for my
own sake

I've decided

to include

this picey

just because

the cartoony Kim looks
lovely. The intro begins
with a series of grainy
black and white
animations depicting a pen
falling from a table. The lid
flies off, ink begins to drip
out and a gorgeocus pout-
ing Kim begins to dance...

R E V¥

i THE VERDICT

If you judged Cool World by its
opening sequence it would be verg-
ing on the pervy. If you judged it
by the opening level you wouldn't
buy it. But if you judged it by the
game as a whole then you'd have
mixed reactions, as | have. | can see
a good game in there, screaming to
be let out, but an extremely aver-
age game is smothering it almost to
the point of death. The switching
between both worlds is a good idea
but it isn't implemented particular-
ly well and on the majority of lev-
els you can get away

.

. ——

|

with remaining in the
real world and just
picking off the
Doodles as they
enter. It would have
been a lot better if
there was an actual
level objective
instead of this ‘hang
in there until the
timer runs out' busi-
ness which, by defi-
nition, means things
don't really get as
frantic as they should have been.
There's some sloppy programming
in there as well - the screen slows
down terribly when there'smore
than a handful of sprites in view
and the main character sometimes
walks half way into a wall with his

Publisher: DCRaN
Developer: In-house

£25.99 Out Now |
i I
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legs spinning wildly. It's not a terribly hard game either
and with sixteen levels it's not going to tax you for a
very long time. Overall, then,

e w it's by no means an essential
= purchase but just very aver-

age and, as such, twenty
. six quid is an awful lot
of money to be spend-

| . : ing on a
game of this
quality. Try
Lethal
Weapon

k J instead.
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KGB

Kevin Goes Bald, Kicking Great

Birds, Kissing Good Bees, Kept
Green Berries, Karen Gives Bl...
Enough of this, Simon Byron is
the only person who really
knows what Virgin Games'
K.G.B. stands for...

If you want to chat with people the

feel free, there are loads of topics ta ™
discuss from the weather to women. &
Questions and responses are select-

ed from the multiple-choice lists. Of
course, if you've anything specific to
enquire about, this is the place.

with a diverse set of weapons that
include rubber hoses, truncheons,
belts, boots, bottles and hot-plates

know. | can see that my fingers are

I t's just my luck to get this one, you
going to be tired out by the end of

this review what with all the Mr
Unpronounceable-name people that
populate the rough, tough world of
the K.G.B. but, being the profession-
al journo that | am, | will endeavour
to overcome such obstacles and pre-
sent a full and informative appraisal
of the game that people in ‘the
know' are currently calling 'K.G.B.'
(for reasons that are classified).

The K.G.B. was one of the most
powerful and feared organisations in
the world and their ‘'methods’ were
unigue to say the least. It has not
been unknown for them to cut

tongues out or bash blokes (or

women, children, animals, flow-
ers - even a few trees) around

{of the floral rimmed, bone china
type, I'd guess). They are one of the
most feared groups in the world
and with methods of torture like
that, I'm not surprised.

“But what has this all got to do
with me?” | hear you all ask (poet-
ic licence, | know). Well, you are
Captain Maksim Rukow, a newly-
appointed member of a sub-branch
of the KGB entitled ‘Department P’
Your super-hard boss, Vovlov, packs
you off to investigate the death of
Golitsin, an ex-KGB member him-
self. With the strict order to “Pre-
sent your report at six o'clock”, you
set off into the cold world of Com-
munist Russia...

=/

Golitsin's sister will se
appear (inset) so take b
inside and question k
When you've finish
gleaning information,
her to leave and sh
hand you an au
cassette. If you know bk
these things work
I'm sure you do) it

obvious what you need
do to listen to the t

Hawing heard the mysteri-
ous info, pop over to
Uncle Vanya's (don't talk
or attempt to kiss Yegor
because he's had his
tongue removed) and pick
up the American dollars
and civilian clothes from
the drawer in your bed-
room before returning to
Department P. Tell Voviov
that you've listened to the
tape and further quests
will be revealed...
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ACCOMPLISHED?
Most of the aspects of the game can be described
by walking through the early stages of the game.
This also doubles as a solution to the coverdisk
demo we ran a couple of months back. What a
stroke of luck, eh?
The game
begins in your
new office.
There's not tiday at Departrment P,
thifrﬂu L EE LW imnstEer &itrher Fq..' =X
leave pretty strangessense.of humowus:.or
sharpish and v, your gut
pop through
the door on the
right...
Once outside your
office you'll meet this
gruff guard who's not
very talkative. If you
try to leave the room
(movement between
rooms is achieved by
just clicking on the
door) Volvov will
appear and summon
you into his office...
Volvov isn't the nicest
of bosses to work for -
he could do with a
course on people man-
agement for a start -
but being the new boy
you'll have to listen to
what he's got to say.
He's also very time con-
scious so pay attention
to the deadline he
gives you.
When you leave
Department P's offices a
menu will appear from i'
which you can select your .
destination. This list >
grows as you learn more e
locations during the /
game but at the moment H
you can only travel to &
Uncle Vanya's or " .
Golitsin's office. Now, !
where are you supposed
to go? The interface in KGB is
very easy to use and all
options are available via
This guard won't let the mouse. Conversations
you in unless you [ml ml s L’":'t"’ by
show him your papers. ng topics plba :
You're already carrying ,m“" i "b-ll.“ “I" bl -
them in your inventory s Illl:l::lnﬂﬂl o A
so hand him the docu- gl i rlil: mple
ments and step inside. thllw"rl.:h“:.'l.
R e | Cxs ¢
- —m e F
Once inside Golitsin's you should pick up all the [l bt "
available objects (don't forget to check out the { E} fiiq't
radio) and attempt to open the drawer. =l 9 —o
Unfortunately you'll discover that it's locked and 8 EHEEER T T T—_—:I iy o o ! o
the key is nowhere te be seen. Perhaps you e : = i e T, [Fie
should ask somebody for it? If you do manage \ R R RN [ [Fs T

to obtain the key then you'll find a few handy ; i, ) I
items which are essential to your progress. 1 L P




This time, it's hiding

etc, etc.
nd about time too. No, I'm not referring to the lateness

surface to get their share of Alien-based game action.
Shame about the film, though. The only person to give it

friends told you to and waited for the video to come out.

would you want it to be?

in the most terrifying place of all...
your Amiga! Gary Whitta baldly goes where no man,

it has taken its time in coming) but to the fact that this is the first time Amiga owners

been treated to an offical Alien game. It's all the fault of the films, of course. When

the original Alien appeared in 1979, the ZX Spectrum was still but a glimmer in Clive Sinclair's
eye, and when Aliens followed in 1986 the only licensed games were B-bit versions because
the ST and Amiga were, at the time, expensive luxuries for computer fatcats. So, everyone's
had to wait the long time that's become customary with Alien sequels for the third movie to

stone, and that probably says more about him than it does about the movie. Let's be honest,
it's pretty shoddy stuff, isn't it? The sort of film where you wished you'd done what all your

But enough of this - we're here to talk about the game. Given the rather limiting constraints
of the script (no weapons, only one alien, bald heads all over the shop), developers Probe have
taken some necessary artistic licence with this adaptation. So, while the player controls Ripley
and she is indeed bald, she now comes armed with an armoury of futuristic weaponry and
an entire legion of aliens to battle against. It's not exactly faithful to the film, but then again

of this particular game (although

a decent review was Ken Living-

The film's moody set-
ting on the Fury prison
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planet has been inter- | 7770 A ———— '31.'
preted here, hardly sur- e ¥ i T J e ——————r———
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tunnels in which the b —tis
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Unlike the film, Ripley has an impressive arsenal with which to
defend herself, including the second film's M41A pulse rifle, a
flamethrower, a rocket launcher and a handful of grenades.
Supplies are limited to 99 units of ammo for each weapon, but
can be topped up by... you guessed it... picking up crates that
have been conveniently left around the colony. A natural
athlete, Ripley can shoot at the slimy suckers while crawling
through tunnels and climbing ladders, and also aim her

shots up or down to knock out those inconveniently-placed
enemies. What a girl!




Hmmm. The most notable tﬁing
about Alien 3 is that you probably
wouldn't know it was based on the
film if it didn't say so on the box,
because the designers have so obvi-
ously ditched 99% of the film mate-
rial to concentrate on doing their
own thing. Given the limitations of
the movie this is no bad thing, but
it does make you wonder if we're
experiencing a serious lack of origi-
nality in the film licence genre at
the moment. Forgetting the film
connection and concentrating on
the game, though, Alien 3 is a com-
petent blaster cum arcade
adventure. It moves at a decent
rate, offers plenty of pyrotechnical
treats and, in general, feels good.
The problem is that

1Y it's a trifle unfair at

Fo ol

times, mainly because
of the Aliens’ irritat-
ing tendency to leap
out at you with little

or no warning - even

i T e

the scanner doesn't
help much in this
respect. The problem
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is that they move so
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fast, it's often difficult
to blast them before they're on top
of you. It's nice to have a choice of
weaponry, but none of them are
radically different. Does it matter if
you kill an aliens with bullets or
fire? Not really - the only time

there's any need to switch is when your current weapon is
low on ammo. It would have been nice to have some mork
forgiving player control in the tunnel sections too. Moving
around can be a pain, and it's here that the alien attacks
are at their most annoying, sometimes giving the player no
chance to defend himself. The fact is, !hnugh, that none of
these faults render the game unplayable. Most of the time
it's enjoyable enough, but you never really get that
“What's around the next corner?” feeling of tension you'd
expect from an Alien game. Forget about the film - if
you're after an Alien 3 game, you'll not find it here. What
you will find is an above-average action game that won't
turn many heads but is worth a look never-the-less.
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ITHE VERDICT

“Yeuch!" That was my immediate
reaction to RoboSport. If my years
in the games-reviewing business
have taught me anything it's that
any game that runs in Workbench is
99% certain to be a pile of old
doggy doo-doo. Fortunately,
RoboSport proved to be in that tiny
1% of games that aren't... Mind
you, not that you'd think that was
going to be the case from the graph-
ics and sound as both are poor,
especially the latter, and the use of
the bog-standard Amiga font
throughout the game conspires to
make it look like a
very amateurish
affair. It's likely that
the typical gamer
will be so repulsed by
the terrible front end
that they'll not be
inspired to venture
into the game beneath,
which is a big pity as
it's good fun. Thanks to
a superb beginners tuto-
rial in the manual it's
easy to get to grips with
the excellent droid con-
trol system very quickly.
The tension and
suspense generated by
the synchronised turn
system is brilliant, and
this nail-biting atmos is
heightened by the fact that as the turn is gener-
ated by the computer (which takes a short
while) you can hear the shots and explosions as they hap-
pen but not see them... until you watch the playback. Also
| would've have preferred the droids and backgrounds to
have a ‘harder’ look - the cute style just doesn't seem to fit
- but don't let this or the (very) rough edges put you off
what is one of the better fun strategy games on Amiga.

Publisher: OCean
Developor: Maxi 1

£29.99 Dut Now
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ROBOSPORT

Ocean's RoboSport looks like a PD game,
sounds like a PD game and feels like a PD
game but that didn't put off brave boy
Davey Upchurch!

cean have been a bit gquiet about RoboSport, the latest from Sim
Ocitharth creators Maxis. Indeed, until the fully-boxed and finishes

copy plopped onto my desk | hadn't seen anything about the game
at all, bar a few snippets of pre-release news a few months back. Normak
ly this lack of fanfare for a game’s release implies an embarrassing duffes
but there's nothing to be ashamed about with RoboSport; despite lack
lustre aesthetics it's not at all bad.

It's a strategy/wargame, with the player competing against a maximums
of four human- or computer-controlled enemy teams. Every turn, the play
er gives orders to his squad of battle-hardened droids, directing them
around the game ‘arena’ and into battle. Points are awarded to the com-
batants depending on their performance and specific game tasks completeg
and the player with the highest tally is crowned victorious - it's not always
the last team left standing which wins, although it usually is!

There's a huge number of options, allowing you to vary combat scenar
ios, game complexity, arena terrain, droid weapons... Maxis claim there are

over 2100 games to try out. If you
(ever) get bored of all the preset
games you can even design your
own customised ones!

Each turn the droids are directed
around the battlefield using a
point-n'-click interface called
‘See++’ (sad programming types
will get the, ahem, ‘joke’). Apart
from simply moving the droids
from A to B, the player can also
make them crouch (although
this limits their movement), scan
the area and fire on any targets
that happen to come within
range, aim and fire on specific
targets and so on. Although a
bit bewildering at first, in use
it proves to be an easier and
friendlier system than it ini-
tially seems.

There are five different game types
to sample, each with their own vic-
tory conditions: Survival (be the
player with the last droid standing
on the battlefield); Treasure Hunt
(like Survival, except there are
bonus-awarding ‘coins’ to find);
Capture The Flag (kidnap the
enemy’s standard while defending
your own); Hostage (like Capture
The Flag, except you have to rescue
a captured droid and if the Hostage
is killed during the attempt there's
a heavy penalty to pay); and
Baseball (be the first to get your
droids onto all the ‘bases’ scattered
around the arena).

Once all the teams have been given
their orders, the turn is generated
and the player can sit back and
watch as the action is played out.
Because the player has to base his
orders on info about the enemy posi-
tions dating from the end of the last
turn, this part of the game can be
nerve-wracking, especially when you
see your droids dumbly wandering
toward an enemy ambush with you
totally incapable of intervening...
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Oh dear. Prototype
droids in an
underground
robotics research lab
are running amok,
killing scientists,
smashing walls and

generally damaging
the furniture. Send in Upchurch to sort the

situation out!

ay back in the dawn of computer gaming, there was a rather
Wexcellent little arcade coin-op by the name of Robotron 2084.

From Williams, the people who brought you Defender, the game
was a simple but highly addictive shoot-'em-up set in a barren single-screen
arena, starring a hero with a big gun (hooray!), a gaggle of shambling
humans begging to be rescued and a seemingly-endless supply of blastable
droids. The aim was refreshingly simple - stay alive long enough to get onto
the next level...

Now imagine this basic but winning formula tarted up but sadly dilut-
ed by the addition of the typical trappings of a 90s game, i.e. fifty-frames-
per-second scrolling maps to explore, switches to press, power-ups to col-
lect and - damn it all! - a plot, then you have, in a not-so-compact nutshell,

Cytron.
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Each game level consists of a small
number of station floors connected
by transporters. The player's aim is
simply to find all the stranded sci-
entists wandering around and res-
cue them (by running them over -
which is a funny way of rescuing
people, if you ask me). Once all the
scientists have been found the
transporter to the next level opens
up. Time is of the essence - not only
will the rogue droids kill the scien-
tists if they find them first but also,
maore worryingly, the whole level is
primed to self-destruct.

Some of the game’s “tighter’ situa-
tions require the player to split
Cytron into its two individual but
weaker components, Cyt and - you
guessed it - Ron. The playercan then
switch to and fro between Cyt and
Ren with a tap of the spacebar. Of
the twao, Cyt is the nippier but it can
only use the weaker laser weapons,
while trundling Ron is limited to
lobbing out a variety of short-range
but highly-powerful grenades,

By logging onto
the research sta-
tion's terminals
the player can
change Cytron's
weapon, reroute |
energy from the [SE
battery reserves
to top up Cyt and
Ron's shields,
access floor maps
(to locate the sci-
entists) and find
out the general
status of play.

Later levels introduce switches which
activate and deactivate forcefield
walls. These really cause problems

on the levels which force Cyt and
Ron to split up, where switches in
Cyt's part of the complex may affect
walls in Ron's area, and vice versa.. It
can all get very, very confusing...

2| THE VERDICT

BaEs] Eﬂ‘} it quite gets you down.

Although I'm loathe to admit it,
there's nothing that wrong with
Cytron that an injection of decent
graphics wouldn't have cured. Yeah,
yeah, | know - good graphics don't
make a good game but, let's be hon-
est, they help, don't they? Cytron
just looks so drab and depressing. |
mean, take the explosions - couldn’t
they find a better colour than boring
(and totally inappropriate) blue?
After a couple of levels

Publisher: PSygnosis
Developer:
Lunatic software

£25.99 Out Now l
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The game itself is fine.
It's not quite the Para-
droid beater that the

press releases implied
it's nowhere near pol-
ished or clever enough

ing to split up the Cytron tank to
negotiate the narrow corridors is a
nice idea). Cytron's not that hard -
you can simply avoid the enemy
droids, rescue the humans and get
out if you want, though the later
levels do tend to force you into
combat - but get BEEET YRS
caught in crossfire

and it's very easy

to lose your one

life frustratingly

quickly. Cytron

= (L%

topping anyone's Xmas list, but it's a
pleasant-enough little time waster.
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Simon Byron's mum wouldn't Goud old British Bulldogs, that's what | say. If it wasn't for those lovable creatures thers

= H - would be a generation of thugs with other assorted animals tattooed on their biceps
exactly dﬂ‘""'be him as a tear or foreheads. | wonder why the British chose the bulldog as a symbol of patriotism
away - she'd use iﬂl'l'l'Eﬂ'lng anyway. What was wrong with a bat or Anthea Turner? I'd certainly have both those perms

much itl"ﬂl‘lgﬂl’. prnbahly swear- nently engraved on my skin, no worries. Anyway, | digress. :
Tearaway Thomas is a bulldog and a rather cute one at that, thank goodness. He's bees

words. What do FHIEI‘IH k“““" charged with the task of appearing in an all-new unlicensed platform game which will, the
anyway? Nothing, that's what. marketing geezers at Global Software hope, become as successful as that bloody hedgehog
And I'll tell you another thi ng and that thick plumber. Thomas has found himself, like you do, in a strange new world from

(Just write the review - Ed.)

which he can only escape by collecting a set amount of gems and making his way to the exit
point. Each level has a strict time limit and a number of nasties and Tom must battle his way

through fifty of these levels in his journey from Woodland to Futureworld.

The game's hype has been conspicuous by its absence - there simply hasn't been any. This
could be considered as a point in Tearaway's favour or look as though the software compa-
ny is embarrassed by its new game. Whatever it is, it's a strange game, and no mistake. Let's
find out why, shall we
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These helpful red arrows pop up occasionally to nudge
you in the right direction, so there isn't much chance to
get lost. The purple birds, although cute, are deadly and
cannot be destroyed due to Themas' complete lack of
destructive ability so it looks as though he'll have to
tread carefully during his trek.

TEARAWAY THOMAS

You don't have to
walk everywhere in
Thomas' colourful
land. These swing-
ing platforms pro-
vide ideal transport
from A to B with the
minimum of fuss. As
the player always
has control over the
bulldog even when
he's leaping or spin-
ning through the
air, jumping onto
them is a lot easier
than it actually
looks.

(Above) The exit
remains nailed up until
the stated amount of
gems have been collect-
ed. There are often
more gems on the level
than you actually need
with the percentage
required increasing as
the game wears on.
Once a sufficient
amount has been col-
lected, a message will
infarm you that the exit
is open and you can
either make your way
straight there or go for
extra points.
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Thomas flies through the air in a -
how shall we put it? - hedgehog-
inspired spin. He may not be able
to destroy anybody whilst in this
position but he can bounce off the
top of most of the other creatures
that wander about. Doing this pro-
vides extra points so all you high-

score freaks can use this move to : it [ q 7
your advantage. { -. M e o ?Q?

Some levels vary from the sprawling

mass of platforms to the almost single
screen width we see here. The exit is
located at the top of this very tall tree

of destructive ability - it seems ‘. HU%
~ weird having to avoid everything in
- a game. Another aspect of the game I 8§ § & 848
- which is mildly annoying is the way
'mmpuwhpmﬂdfw

' Tearaway Thomas is so time sensi-
Hu-liu ishment i

and whilst this may sound fairly easy, it ¢ :
actually requires a good deal of : v
platform negotiating skills for Thomas : o
to reach the sum ] 'ﬂ
-

As well as running and standing on moving plat-
forms, Thomas can climb as well as Chris
Bonnington. There are many of these ropes hang-
ing around the place and it is surprisingly easy to
leap on and off them. A good job, really, as, more
often than not, you'll find loads of extra birds
around these ropes, just waiting to attack you.

When the Shamen sang ‘Bees are good' they
obviously hadn't played Tearaway Thomas!
These stripy creatures flit about with alarming
speed, constantly homing in on you. They are
the hardest creatures to avoid that | have
come across - perhaps too hard - as it is almost
impossible to avoid getting struck by them more than once.
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Bart

Simpson's

favourite

Krusty meets

The One's resi-

dent funny guy

David Upchurch

in a titanic Klash

of the Klowns!

11 iiiiii Kids! Who do
Hynu love?" Krusty's

catchphrases will be

well known to anyone who's even
remotely familiar with The Simpsons. The
comical clown is Springfield kiddie TV's
most popular celeb who happily abuses
his position of trust by having a cynical fin-

ger in just about every tacky merchandising
pie going, from Krusty Burgers through Krusty
Dolls to Krusty Summer Camps. Just the sort
of wholesome character to be hero of a cutesy

arcade game, eh?

The game is a bit like a sprawling version of Trnddiers
with heavier emphasis placed on the platform-y aspects
of the game than Storm's arcade puzzler (this was a con-
sole game first, after all, so there's got to be some plat-
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forms in there somewhere). A plague of rats are causing havoc

in the Funhouse so Krusty has to enter each of its many rooms
and, using the blocks, springs, pots and fans lying around, coax the

rascally rodents to a rat masher.

Once all the rats are disposed of
in a given area of the Funhouse com-
plex, the door to the next opens up,
except with more devious puzzles
and precarious platform arrange-
ments. Get the idea? Good, then I'll
begin...

F By zapping the crumbly bricks with a

purple-blob weapon the rats are —p—
released from the pen- but make sura *° ¥
F you've got their path to the masher 77 &
properly set up before you do so... !
-
& r‘ 5 " F 1%
i) [l
P FPR
o - A A
Y F s i
- L
- A 4 e
il i '..n.- E"' 'Y
¥ P A | ‘. ¥

-r"r-"'*rﬂ“r-"'"r_, P

WHOA MAMA!
A whole room
from Level 4 of
Krusty's rat-
trapping
adventures for
you to peruse.
Read and
learn...

F I'"‘

Krusty N
starts the
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proceedings

with a happy "Hiiiii Kids!" but how
soon the laughter turns to tears if he
fails to get rid of all the rats!

2

. 2
-l

E L3 2k

These jars above can be used to build
steps up to the masher. However, they
have the unfortunate side effect of
trapping the first rat to walk over them
{you can see the eyes of a trapped rat
peeking out from the jar on the left)
Krusty thus has to carry the jars around
to the masher himaelf and releass the
rat with a quick kick...
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Using these springy
blocks, Krusty can be
bounced right up to
the ceiling. Like most
objects the springs
can be piched up and
moved about to
where they're need-
ed at will.

You can't complete a lewe
{and thus open up furthe
rat-infested areas of
Krusty's Funhouse) until
you've found a way to
open these special doors
with the golden lacks.
the only way to do that &
to successfully ‘complete
all the other rooms in the
area. 'Completing” a level
doesn't always mean just
getting rid of all the rats -
there may also be secret
rooms you've got to
explore as well.

It's not too far into the
game before you start
encountering pipes. If
the rats walk into one
they'll get sucked around
its bends and twists and
thrown out of the ather
end. Suffice to say they
can prove very useful at
times in getting the rats
to the masher. However,
the pipes may need some
fixing before they'll take
the rats to where you
want them to go - pipe
sections can be picked up
and dropped down to
achieve this.

These birds fly slowly
lett and right, dropping
deadly droppings on
poor Krusty's head. Any
collisions with enemies
or their missiles dram
Krusty's energy and,
although there's no
energy bar, you can tell
when Krusty's close to
biting the big one as
he“ll puff and pant
when standing still.

Here's the ever-vigilant Corporal
Punishment, master of the masher
Depending on the lovel, you may see
| either Sideshow Mel, Homer or, of

LAl 4 _.!-_:-r3 -fi. ?’ course, Bart manning the machine.
tamad XN
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This secret passageway is
sealed off by a wall of
crumbly blocks. Make sure
you've got enough purple
blobs left over after letting
the rats out of the room at the
top-left to open it up, other-
wise you may have to do the
lewel all over again.
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oors Games that are hfbl"ld! of llﬂ'lll'ls

e styles very rarely seem to work.

st Because the programmers are trying

level to cover more than one base the

| Just

rats - differing aspects of the game are et i

”" invariably diluted, resulting in a Devaiaper:
mish-mash crossbreed that doesn’t Aldlogrerds
appeal to fans of either camp. £25.99 Out Now

Krusty's Super Funhouse, however,
is the welcome exception to the
rule. Yes, the puzzles are hardly

| Oy ™ 8 e s

platform action is far inferior to

'

ats

; Some purple bonus blocks contain a weapon, either a custard pie or a pur-

:r:;e ple blob. The custard pies come in healthy sets of ten, but are pretty feeble - that in, say, The Addams Fl.ll'lll}‘ ar

slie on the later levels it can take several pie hits to see off an enemy. The blobs MacDonalds Land, but somehow
come in limited clips of five but will bounce around wildly, blasting any

: monsters or destructible blocks in their path. Krusty's manages to be much more

e ~ than the sum of its parts. It's
b:::: ::'LEL:EE;E:: $1o simply great fun to play, and
ue variety. ey
a ks e el e A
Aspects of the game annoy,
however. It would have been

rats to chimb up to
out-of-reach ledges or
nice, for example, to have

platforms. Other block
types include purple
ones (which contain

Ca—-

bonuses), fans (which o
blow the rats around), had some way of scanning a
springs (to bounce e
Krusty about) and jars room to see what you have to X R
i do. It's also frustrating that
they can bE:ha:;i.::ﬁ when you re-enter a room = ;:1'.
because you missed a secret Ry
area you have to collect the ol N
rats again. The game’s worst BTERRLL "
fault is that it's very un- =
forgiving at times; make one 1
4. mistake and you might as i
+ well hit the ‘Quit’ key right
: 4 away. Still, these are small i
i < 4+ prices to pay for such an P if
¢ 1T enjoyable game. It might get a bit repetitive, but s
W “* that never stopped Lemmings being a smash hit, did '
L it? The next time somebody asks “Who do you 3
AT love?" now you know what to reply... “Krusty!” ]
- s |
¢ At 3
4 ~ Oh-oh! Rat in trouble! It's often Fielr g
BT

may end up with a rat in a dead
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The Best of P.D. Games

Quick money Invaders Dtris
Doody Biplanes Megaball
Cybernetix Tanx Microbes
Gonoku Defenda Missile Command
Croak QBic Mutant Camels

' WE HAVE TESTED AND SELECTED THE
FASTEST, LOUDEST, HARDEST, FUNNIEST P.D.
GAMES, INTO ONE WICKED ACTION PACKED
iy BUNDLE!
COMPLETE SATISFACTION GUARANTEED

ALL DISKS ARE VIRUS FREE. ALL GAMES ARE
A500/500+/600 COMPATIBLE SOME REQUIRE IM6
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'Please rush me the best of PD. Games.

| enclose a cheque O Postal orderQ for £6.99
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FOOTBALL
ITACTICIAN

2

Widely accepted as the most accurate football simulation available
FOOTBALL TACTICIAN 2 now offers even more powerful facilities which

set it in a class of its own. Mew features include:
* Multi-user capability now increased to 46, with new rating system
reflecting manager's ability and achievements.

* FA Premier League and Division One permanently in memory with ful
interaction, promotions, transfers, play-offs, local and European Cups.

* 900 players accurately and meticulously named, with real ages
aptitudes, skills, playing positions, caps and markel valuations. in
addition, all European players are also accurately defined.

= All 88 league referees included with true-to-life behaviour

* Built-in intuitive team editor capable of entaring new players and fine-
tuning up to 32 parameters. Essential for the serious user

* Unique database-type search facility plus comprehensive data fink
giving access to additional accurate, historical infarmation on selected
players. This feature may be further enhanced by the user himself

* Mare recording options: up to 36 malches always recorded IN FULL
for instant full-scale replay, plus another 21290 match results and
league positions going back 20 years, all instantly retrievable! ;

* Intelligent behaviour of computer sides capable of changing tactics fo
respond to situation on the flield or making substitutions based on
fitness and fatigue.

* Three levels of commentary, from highlights only to ball by bal
raporting. Plus mid-week transfer and fitnass news.

* Friendiies, top scorers charts, precise transfer markets, club history.
financial position and much much more!

FOOTBALL TACTICIAN is the first ever management game that includes
strategy as an integral part of a successful campaign. Team selection,
needess to say, remains a critical element. Each player in your 20-strong
squad is now analysed in up to 20 different aspects, enabling you to select
the side best suited for the match in hand.  And then to the BIG innovation
of FOOTBALL TACTICIAN: full on-line. real-time involvement during the
match! For the first time ever, you wil, as a manager, be able to alter your
strategy : choose a defensive or offensive system, mark certain opponents,
drop back some of your players if the pressure is tough. decide exactly
when substitutions should be made, play the off-side trap, go for quick
counters, etc.. With full on-screen commentary and minute-by-minute feed
back, you're as involved in the match as any of your players! You will soon
realise that this is no ordinary soccer manager. THIS is the REAL THING
You're in charge. You manage your side before and during the match.
Mothing is left to chance. Can you rise to the challenge? Try FOOTBALL
TACTICIAN and prepare yourself for the ultimate football experience.

No known football game is more accurate! FT2 is updated
weekly: transfers, bids, injuries are recorded as they happen. If
your football game still lists Des Walker at Nott ingham Forast
or Paul Stewart at Spurs thern__ it isn't Football Xy8

N e
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And now FT2 SCOTLAND! :uiding
on the success of FT2 we are proud to announce the release of FT2
Scotland. Comprising the Scottish Premier League AND First Division, it
has all the unigque characteristics of the original FT2, with of course the
Scottish Cup, the SKOL Cup and all European Cups. This version of FT2
is the first ever quality game covering Scottish Footbail

FOOTBALL TACTICIAN 2 (one meg required) £22.95
FOOTBALL TACTICIAN 2 (Scotland) ione meg) £22.95

FOOTBALL TACTICIAN 1 ihalf-meg machines) £16.95
FﬂGTB_J;IILl._ CHALLENGE (the best soccer quiz) £9.95
Name

Address

TALKING BIRDS 0702 523607
5 Minster Close Rayleigh Essex SS6 8SF
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“Christmas Time, Cheapos and lager, v
Children singing Christian bargains,
With |ﬂ-g5 on the di!kbl’ﬂ[, WHAT'’S NEW IN
. JA.I'I.d glﬂ_ﬁ on the mouse, BUDGETLAND?
It's time to rejoice with the games that we play.”
Yes, journey with Simon Byron into the cosy yuletide JRaiisseubaediiitng
section we call ‘Cheapos’. masters, has been delayed “some-

what” and has now been put back
until mid-March so those of you who
have been looking forward to a
review in this issue are going to be
sadly disappointed. Never mind...

]

.Good news for all you Dave
Upchurch-like gamers out there, Our
sad Ed exploded with joy when | told
him that one of his favourite games,
namely Paradroid “90, will be released
1 “shortly” an the Touchdown label,
Idition, doors « priced £9.99. | hope the same fate

1 with B doesn‘t befall you lot..

10

...Rumour has it that it really won’t be
too long before The Secret of Monkey
L ey — _..-r;u buy the S Island will be released on budget, pos-

already purc ] B c:ible by March. Start saving those

between them Special Edition , £10.99 is not : pennies...
ALIEN BREED e g5 that situs ' roviding ab o i
192 = SPECIAL twelve all-new lew o explore : cerl ! 30 | y
The gameplay is p Yes™, If y 1
unchanged and ar-up  the firs nd then cle an It's time to welcome a new budget
ED'T.ON weapons are t 2 but there are label into our bosoms, so hello ‘Glob

L3, e i al Software’. This publisher will be
Team |/ £10. [;Jg | c o | ALL: releasing all of Demonware's old titles
; such as Gem'X and The Power
h-:;nre't; no doubting that Alien for the snip price of £7.99.
Breed captured the mood and Unfortuhately these arrived
feel of the Alien films better ! just too late to be included this
than any previous game, and that's i 1 e J - month but, as | say every
including the official licences. A prop- - : o === month, watch out for full
er sequel is being coded as we speak I T BEtisgp!  reviews in the next issue...
but, as a treat for those of you who i
can't wait, Team 17 have released L]

Alien Breed "92. The original game was

criticised for only having six (albeit fair- : =Although this is beginning to
Iy huge) levels with not much variation ook like a Codemasters press
release, more news has
emerged from the Wanwick-
shire-based budget kings. It
seems that the long-awaited
Quatro Firepower four-game
pack will finally be released in
February. It's only been
delayed for a year, you
know...
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FUTURE WARS Kixx XL £12.99

uture Wars is an arcade adventure from along that well-trodden Mon-
key Island path. While doing some seemingly-harmless window clean-
ing, the hero of the game - controlled, naturally, by you - discovers
a porthole to another time which he decides to enter (like you do). The plot
then sprawls across a number of different time zones as a massive alien plot
to take over the planet (which you must foil) is gradually revealed

For a game originally released in 1989, Future Wars looks and sounds
excellent. However, some of the puzzles may not suit everybody; there’s
guite a lot of the old ‘idly scan your mouse pointer over the screen in the
hope of hitting a pixel-sixed object of interest’ time-waster. Also, it's too
easy to get stuck in a dead end because you didn’t pick up a vital object ear-
lier on

But if there's one thing that realy lets Future Wars down it's the player
interface. This is, perhaps, the
only aspect of the game
which hasn’t stood the test of
time particularly well as it's
extremely fiddly to say the
least. When compared to
Kyrandia (I will stop going on
about it one day), the control
over the hero and the way he
manipulates the wvarious
objects is crude and can actu-
ally hamper your puzzle salv-
ing.
As for the mark... Well, in my opinion it's a better adventure than last
month's The Last Crusade which was given an impressive 90% so in theory
Future Wars should score higher. However, because the player interface lets
it down slightly it's going to get a lower mark, okay?

OVERALL: 88%

FLIMBO'S
QUEST
Kixx £7.99

ewdropland. Professor Franz
Dandruff. Genetically Undesir-
Mutants (GUMSs). Hey,
those wacky programmers are a crazy
bunch of guys, aren't they? With a
keen sense of humour like this they're
wasted behind a keyboard they
should audition for a sitcom or some-
thing they concentrated
more on their comic-acting abilities
they wouldn't churn out distinctly
average games like this
What - Flimbo's Quest
Game Shocker! Yes, it's true
the game made every-
body flip their lids
when it was first
because It
boasted 32-colour par
allax scrolling, now it
just seems okayish. It
still looks fairly attrac-
tive, if a touch mud-
dled on occasions, but
the ho-hum gameplay
is extremely linear and
basically it all boils
down to a platform-

able

Maybe if

In Average
Although

released

e

based shoot-'em-up in the enc
quickly becomes boring fendint
the endless waves of tiny enen
(who all require at least three s
from the hero's limited-range shoot
and the platform element fails to st
up in its own right

The slight tactical aspect to 1
game
various articles to the shop to ¢
plete the level) adds spice
this entails is a load of boring ba
wards-and-a-forwards journeying

(whereby you have to de

but since

hardly helps matters much. There
many more decent games you coult
spending your hard-scrounged cask
and Flimbo's Quest doesn’t really st
out from the crowd F.""'DLll'.]h to warra
a purchase

OVERALL: 526
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off B adventure. It's not very often that you actually feel
:mes PRINCE OF PERSIA nervous when playin:a cumputery;ame but :uu'ﬂ
hots . et a vast amount of butterflies in your stomach
ster) ThE H[t Squad £7-99 Eﬂhen playing through Persia's ma-ny;ni!xciting set
tand pieces.

at a month for all you budget fans! Prince of Persia can be compared to Another

the W‘:I'Uhen you think that you can pick up World although this budget release is larger and
[iver this, Future Wars and Alien Breed ‘92 - far harder. It's a game that has got everything in it
om- Special Edition for only slightly more than one full- - sword-fighting, platforms, puzzles, gorgeous visu-
e all price game, you can appreciate the way that the als and an unrivalled atmosphere and at £7.99
ack- budget scene has improved recently. you'd be bloody stupid not to have it, BUY IT NOW!
g it Prince of Persia was originally released in 1990

are b {although you wouldn't be able to OVERAI—I— 90%
i be tell) and is, quite simply, a truly stun-
1 On ning game. It was one of the first
arcl games to use Rotoscoped animation
ant on the sprites (where computer

images are drawn over film footage)
and it's rumoured that the hero is
based on the author's brother, who
spent hours leaping about all over
the place in front of a camera. The
result is some of the most fluid and
lifelike movement yet seen in a com-
puter game.

The game itself involves rescuing a
Princess from the clutches of a mad
Sultan. The one-hour time limit is by
no means generous and helps main-
tain a tense feeling throughout the

BIGNOSE
THE CAVEMAN
Codemasters £/.99

ignose the Caveman is in a bit of bother
BThdnkt.giuing is looming and he's got no grub to

spread over the festive table. There's only one
thing for it; he'll have to venture out into the horizon-
tally scrolling levels, bash a few sprites with his trusty
club and eventually clobber the biggest pterodactyl the
world has ever seen.

If you're thinking that this isn't the most original
game concept this side of Prehistorik then you'd be
completely right. It seems as though this type of game
has been kicking around since the real dinosaurs trod
the sod and Bignose doesn't really add any thing new
to the tried and tested formula.

The game starts off quite well with some groovy
music but it looks as though it's overdosed on one of

the most common game pills in existence - name-
ly the presentation tablet. Screens reveal them-
selves by smoothly unrolling from the top of the
screen which, although nice, just gets in the way of
play. Sure, you can click past it but it still holds up
the action annoyingly.

The game itself is nothing to write home about,
it's just your standard no-frills platform game. It
moves fairly well, looks adequate but the lack of in-
game music gives the game an empty feel. It won't
astound you in any way but it's a pleasant enough
diversion all the same. Buy this if you already own
all the top budget released this month.

OVERALL: 58%
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THE GRANDSLAM

COLLECTION Grandslam £25.99

ou know, people often do silly
things around Christmas.
When else could you get away

with placing a feeble paper crown on
your bonce without receiving a smack
in the chops for being stupid? When
else would you actually sit through the
endless Only Fools and Horses
repeats? Never, that's when

And so we come to the Grandslam
collection. This, too, seems to have
been hit on the silly season, not
because it contains ten games
blimey, that's roughly £2.59 each! -
but because each and every one of
these games is completely crap. Yes,
£2.59 a game may seem a snip but
when you consider that whilst | was
sorting through this collection, Rob
Carter (our bone-idle Art Editor)
walked into the Games Room (prob-
ably desperate to play Sensisoccer)
and remarked, in his soft Devon
accent, “Is this PD?" you can gather

= . -
R AT i £
‘f

NES <> umbre ?P_"f;’

#5430 g rap s

what sort of standard we're talking
about.

| know you're all wondering what
delights are actually in this Christmas
package so, for your information, |
shall tell you. For your hard-earned
cash you receive the horrible Hunt For
Red October, the embarrassing Eng
land European Championship, the
frustrating Flintstones, the shoddy
Scramble Spirit, the laughable Leavin®
Terramis, the terrible Trivia, the rub-
bish Running Man, the tacky Terry’s
Big Adventure, the (oh damn, I'm fast
running out of 't words), um, tea
spoon-like Terramex and, finally, the
eggy Espionage. Phew!

I, and | suspect you as well, would
never ever play any of these games
maore than once and surely that is rea
son enough to steer well clear of this
dire compilation.

OVERALL: 18%
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COMBAT CLASSICS
Empire £29.99

ombat Classics?

What's all that about

then? Well, it's obwvi-
ous, silly. The three games
are classic games featuring
various combat-type scenar-
ios from land through sea to
air (but not necessarily in
that order) so let's take a
look at the tro,

F15 Strike Eagle 2 is, as
you may have guessed, the
follow up to F15 Strike
Eagle and one of the best
maodern flight simulations to
fly onto the Amiga so far,
Right from the off you can
see that there has been an
immense amount of time
spent on tarting the game
up and improving the 3D
graphics engine. There are a
number of different mis-
sions set in a range of coun-
tries from Libya to Europe
and with the different diffi-
culty levels there's a vast
scope for each battle. The '
actual flight graphics are some of the prettiest to appear in a simulation yet
and, coupled with the involving gameplay, make this an essential piece of
software for flight gurus.

Team Yankee places you in contrel of four tank platoons simultaneously
using a unique display mode which displays all four tanks® viewpoints simul-
taneously. With five different battles (each with five progressively harder
missions) the player must utilise both arcade and strategy skills to over-
come the opponent and win the war. It's not a bad game by any standards
but you can't help feeling that it has been surpassed twice now (Pacific Islands
and, more recently, Campaign, both from Empire, funnily enough) and Team
Yankee may just have passed its sell-by date.

688 Attack Sub is a submarine simulator which suffers from one major
fault - namely that submarines are boring vessels to command. It does its
best to gloss over this fact and, if the truth be told, it succeeds in some ways.
If you persevere and bear in mind that submarines aren’t as immediately sat-
isfying as a plane or tank then you'll not be disappointed.

Overall, Combat Classics consists of one excellent game (F15-2), and two
slightly-above average ones (you can work out what those are for yourselves)
and at £29.99 | can only really advise you to buy this if you don’t own F15-2.

OVERALL: 71%




P SRS TREIEA W L

i T ol

SUPER
FIGHTER
Ocean £25.99

ancy some rock-hard, super-
F tough gameplay? Could do

with a bit of frantic two-player
action? Then look no further than the
first of Ocean's two Christmas com-
pilation offerings. It may not be very
seasonal but who cares?

[T
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Final Fight was originally received
with mixed reactions when released
in 1991. Playing either Haggar, Cocdy
or Guy you must punch and kick your
way through six levels (with a few
bonus sereens in-between) to save
the mayor's daughter from the evil
clutches of a really bad bloke. The
main sprites are huge and colourful
but this comes with a price. Due to
lack of memory, you see, there are
hardly any intermediate animations
sa the characters tend to jerk from
one move to another. This doesn't in

Ocean £25.99

any way affect the game itself which
is enjoyable, tough and a decent
attempt at recreating the arcade

one of those games which defies
explanation. When it was first
released it was universally slammed
by the computer press but none-the-
less still sold loads. It doesn't capture
any of the excitement of the real
WWF, there are very few actual fight-
ing moves and, to top it all off, it's
just too easy.

You'd do well to search out Final
Fight on its own in a bargain bin
somewhere (or wait until it comes
out on budget), pick up Pitfighter on
budget and leave WWF well alone.

game on the Amiga.
Pitfighter is another fairly
good arcade conversion
which, funnily enough,
was reviewed last issue
where it scored 68%. For
those of you who weren't
tuned in (where the Hell
were you?), it is an inter-
esting variation on the
standard  beat-"em-up
where the action is
depicted via a "swinging'
camera which always
keeps the action firmly in
the centre of the screen.
WWF Wrestlemania is

THE DREAM TEAM

his compilation features Michael Keaton,
Christopher Lloyd and some other people

who | can't quite remember at the moment.

Actually, it doesn’t (the above was a rather poor
attermpt at a film-related gag), in fact it contains the
three games which are handily described below...

First up is Bart Simpson vs the Space Mutants, a
no-frills platform jobbie. It was eriginally converted
from a console game - and it shows. There's never
really much happening on-screen, the graphics are
fairly minimal (although colourful} and the whole
game tends to have an empty feel to it. But it's an
El‘ljl:lyabh:' enough arcade adventure which is mild-

OVERALL: 58%

LA

ly taxing.

Hmm, Terminator 2. You should all know about
this by now but if you don’'t then you need to. The
game consists of a few shoddy sub-games strung
together with some digitised sequences and
wrapped in a luxurious coating of thick, runny
brown stuff. It took Dave nine minutes tops to play
through this today which goes to show that this is
nowhere near good enough,

Last of all is WWF which is reviewed elsewhere in
this throbbing Cheapos section so cast your eyes over
that and pop back for a quick summary. At the end
of the day there isn‘t very much to recommend in
this compilation as two of the three games supplied
are, to put it tactfully, not good at all. Seek out Bart
Simpson on budget and be content with that.

OVERALL: 46%
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game contained in an easy-to-carry package.

s a joke in there

pture quIh; 1]

iky W.:l'l". nto the mouths of

e of starvation. It's a fairly intrigu
vertones and is rightly regarded

e in which you control a
rery level

down to be a challenging game
with a well-judged learning curve.
Robin Hood is fourth and, well,
) u could
Gods
with jerky scrolling. | cannot stress
this enough, IT IS Gods and |
wouldn't like to be around when
the Bitmaps find out.
Clin the USA is another scrolling
form Jl:ltltl'ii:‘ very much in the
ew Zealand Story mould. C) the
elephant's family have been kid-
napped and our big-e eared friend
has to negotiate four levels of hell
ta save them. There's quite a lot of
pixel perfect jumping and large
level mapping but it shouldn’t pre-
sent experienced players with a lot
of problems.
All-in-all the games are above
age and offer a good deal of
ariety in gaming styles. If you
fancy a bargain (and haven't got
Gods) then this could be the com-
pilation for you.
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OFFER {10 am - pm

EAGLE

SOFTWARE

118a Palmers Road
New Southgate
 SPECAL 9~ LONDON N11 1SL.

o
AT 881901 70
Y CREDIT CARD HOTLINE:

T 0818899172

6 days )

BT AMKIA
. CIEME D169

o CIGSE £16.09

. 2298 L2
- E15.98 £18.08
.. 1666 1908
e K106 . NUA
-~ [958 2008
E1288 1208
S . MA

CIa 1886
L1550 £1500
e D159 1860
L DI L. MA
. E11.98 E11.98

. D1am D68
N/ 2456
E168 E1666
Diasm 0w
L1698 D608

Ci408 014098

..... M/A E1R.08

A EADE

" L6 E1299

Global Effect 1689 E16.00

Giotilies L1898 L1668

Gods ..., £1699 £16.08

Go for Gokd | . CAWS ERDG

Gokden Shot . Li698 D608

G Gooch £21.96 £21.09

Graham EI5W E1506
Grand il

BITMAF BROSVOL 2* only LA

TOP TITLES

e Aows Gy 8ok _NiA 488
ome

Huook iS00 £1500

REEE .. e oeeih
ke CHT {1 Meg
Kich CHf 11 { 5 Megh
Kk Off B .

Kid Gilowess | . £168.00 1866
KILLING GAME SHOW ., E1500 [R 00
Kings Cusst N/A £15.08

Knight Mare « Hini Book . £10.99 £19.99
Knight of the Sy ... E2180 2160
Liawers Mo b C1698 C1896

Lsands ... ... ... ... E1588 ©1588
Lathal Weapon ................ E16.98 C16.88
Liesgeered = Hint Book ... E16.66 £15.66
Lisgina] cf Byrandia
Lesgenads of Yaker ...
Lessune Suit Larry | —........
Lessure Suit Larry 1l
Lissune Sull Larry 1]
Lssune: Suit Larry W
Lemmings E

Lemmings and Dwin Dish |, E16.00 L1660
Lemmings 1* ... .0 .99 &6
Lenmings - Dais Disk ... 01100 D126

Lenmings - Stand Alone _, E15.08 £13.00
L and R MIA £X0.56

leg M0 : — (e ]
Liukd Kada * ... . E1698 E1E08
Lot Pabral................... E15.08 £1200
Lot Tmasams of Indocom NA 9 0BG

Lotus Tarbo Chalenge Il . E1656 C18 50
Lot Twrbe Chaliengs Il . [16.90 ©1656
Lurn of the Tem phess E1088 C10.68
M1 Tank Plakoon . 1988 T1856

Mage Pockets £1509 £1588
Man Lhd Europe ... . E1598 £1500
M, Ditia UNimale Foolball " E16.88 T18656

. E18.98 C1808
. BB E1866
E20.88 .08
. E1A98 C1880

L)
= KT8

Pm%.i'il" I:Jﬁiﬁiq"'tﬁg fﬁ:
L L] o [
Pepubcus |l + (1 M Prall Rk
i o Nk i

e od 1508 C1598
Pio Teanls: Tou fEGH DROD
W X DB DA W

Cvel ... o pis6e E!gg

PO . | EIBS £
Pazmic ... £

:
i

Snow
Saocoer Kid 98 1698
Spaca 1659 £209% EN%
Space Ace || N/A £3100
Spacs Gun.... E1290 E1200
Space Crusade £16.98 C1806
e 4
bt 11 £15.90 £15.00
Empire ... 2008 £20.08
Sereo Master . 00 £
Siom Master .. _.. 1608 £1608
Sitreeart Fighving

e EVS0 E15.00
HiA ©4.98

INTWAP BROTHERS YOL 1 only E16.4

NiMJA COLLECTION onby 01 109

. 1589 1568

Torminatcs ||, Sim pet, WH F. Koo B, 5 peecibal ||, Ghosds, Magh: Pockats Narson, Cadisvmt andl 6 paschiall B 0. Dungeon, Shadonw Warvios, D N inja:
ACTION FIGHTER SOCCER MANUA i POWER PACK N fali ] FLIGHT COMMAND onby £14.89
numu'm-a_h ELN’P"E'L“ w‘qr,,m?g:" Fuﬂiuprl, nmﬂmr:m !mtlﬂmm [l irutce, Siribe Foros Hames,
Buper G and Hud Drivieg Warager - .. Edthon, Wicrpross Socos B Cume From The Desed Lancast by Fom wnd Siry Chase
SPOATS MASTERS faf 1, ] MEQA MExX AMICA L NBOW COLLECTION COMBAT CLABSICE £20.0 AWARD WINNERS ONLY T18.09
Pk Giof Tou +, ndy 00, T B g F15 Sirike Eagie I, $88 Atk St Kich OFF 5, Pipomasis, Space Ace
Eurcpaan C ham ploadip 1562 Fainbow (slands Toam Yanies and Popuicas
GRANDSTAND POWER YWOOD COLLECTION jal B | HEAD TO HEAD (= 1] WAX EXTRA only E17.04
Gazza S uper Soccms Fro m'?-. maW:mlmw %ma |uuﬂu-. HHHHHF'IHII.FT;;HHF# Tuiriean I, 5T Diasgen, STV aned Night 5 hit
Wi Glans Lasderboard and C onts Caoes Lismbard Flaily Haman v M o
BOX (2l X ] ACTION PACK B BOX i TEST DANE )l COLLECTION STRATEQY MASTER
ﬁ#lhT‘l‘hTh- oo, Sl Giunm, humnﬂluﬂ?m-_ muum:ﬁmm Hedd AMIGA only £20.99 EN.W
Tesragn Gumen, Bubile Fius. Purpis Saban Days, Fasl Lana, 5 b an M4, Hoslapes, Tanln, (ihoatbumters, Dl of the Eank, Ty 5pons Footbed, Mumcls Can, Calfomin Challergs, Dssteocn, Populcus, Hunle,
Korppton g, Jum png Jacheon. Bafic. rostages okl Shangha, Armakte 5nited Bombooza F wopetn Chalerge sl Suph Cam C hesapiaryer T1 560 and G pariy of Encalibat
'WHEEL BOAAD QEMILS ARG T. C Hul PROME: fak N ] SUPER HEROES only 017,09 2 HOT 2 HANDLE only T10.99
man.mm% -E:':'ﬁn [ g Juhangn Khan Squash, Miak Unbed Girier U, Indiana Jorws, Lasi Hirgs || Gokien Axa, Total Fscal, § badow Witiol
Combai Flisca Gl Muser Dolectie and Aas and W Baing Manages and By who i mE £ i O Rioadl Facng o
VISIT OUR Ploass make cheques and P.0 's payable to Eagle Software. P&F is©1.00 peritem intheUK.  Name:
Oirdars under £10 plaase add 50p per item. Ewope: add £3 50 per item. Elsewhere add £4.50 per @ |
SHOP . New ttles will be sent as released and are subject o manufaciurers prce reviews, E.40. £, Address: |
SPECIAL OFFER APPLIES ONLY IF QUOTED WHEN ORDERING.
AT Computer Date |
1208 Title Price
MYDDLETOMN = Postcode: Tel: I
ROAD Price e i : — I
WOOD QREEN Price Card No: |
ey Price Exp Date Member No:
127 - P&P Access[] Visa[ ] Cheque[] PO's[] :
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At last the This l'.:lnique g3u;ge
definitive guide to runs to over

pages and has a

PC games written  roreword by
by PC enthusiasts Amstrad’s Alan
fol' PC gamers_ Sugar. In it, you will

Written by Robin Matthews find -
and Paul Rigby. * Reviews of more than 2000
Available through all games divided by genre. It's
bookshops and easy to reference all kinds of
distributed for Sigma games from Flight Sims to
Press by John Wiley 'em up, GPGs to Motoring

‘(\s \%

<€

%  &SonslLtd, racing.
N Baffins Lane, : :
Chichester, * Special CD-ROM Section
(‘i \ - W. Sussex » Special Education Section
2R\ % POI9 1UD.
=, & * Only £12.95 + £1 towards
o W - and packaging




RE YOUR
ION, YOU'LL
AMES BIBLE

‘ NN SEEE NN EEEN SN SN NN SIS S G S e S —
1 n’LEASE RUSH MY COPY OF THE PC GAMES BIBLE

I No. of copies required g s e 2 .

: I Your name i gl I
' I Your address AL RO , 2 .,__ ot - ________ I
il Ly i . 33
I £ ,!-!" .H --ulu ~ ——— -.-..-.—..-.—- - — I
Method of payment 4;:} -
| I L] Visa | Access [ | Cheque ¥ -Bostal order l
s F y oy
of Please debit my access/Visa account by: J -
Beat I Card number: > —-\—;-* I
I Expiry date: aig I
l Copies of the PC Games Bible are £12.95 each, with p+p an exl:r'z £l ,pnr copy.
: All payments should be made to Sigma Press. B -
Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Chesh AR,
' Telephone: 0625 531035 Fax: 0625 536800 I® A I
yost Please allow up to 28 days delivery. X ,ﬁﬁ

THE PC GAMES BIBLE is available through your bookshop.
I I N T D I S O S D B D S .
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Y-::-u can just imagine how chuffed the boys at Thalion were last month

when their rather spiffing No Second Prize motorcycle racing thingy
scooped a rather impressive 91% in last month's issue of The One.
so chuffed were they, in fact, that they've decided to stump up a prize
that's almost as cool as the game itself in a rather sad effort to drum up
some more publicity for the game now that all the reviews have been and

gone.

JACKET "
So, what's up for grabs exactly, then? Well, if you were BORN TO BE WILD,
this competition will be pretty ALL RIGHT NOW and should definitely GET
YOUR MOTOR RUNNING! In fact, if this competition was on page 66, you'd
no doubt be getting your kicks on it. That's because the splendiferous prize
on offer is a genuine black leather biker's jacket with all the metal studs
and proper zips and things. If you wanted to buy one of these essential
fashion items, you might be expected to shell out anything up to £150!
But thanks to your super soaraway One, you can get one for FREE!

POTATO

Sounds pretty cool, eh? But wait, there's
more! As if the jacket wasn’t already the very
apex of streetcred, Thalion have had the No
second Prize logo emblazoned on the back,
for that special limited-edition Harley David-
son customised feel. No matter what block
you live on, you'll be the coolest kid on it,

THE RULES
This competition 15 not ope

215t January 1993 ar
wards. The Editor’s decsio
b entered into. No alternative

Sl et o b P

WINE
A LEATHER

JACKET WITH
NO SECOND PRIZE

o N I I ! (And, you guessed it, there are no second prizes.)

to employees of EMAP Images,

Thalion, their friends or relatives. The

al and no correspondence will
ill be ottered and. while
annot be held responsible

every care is taken, EMAP Image:
for entries lost, damaged in the post or throwm in the bin

and no mistake. And, of course, since the game is called No Second Prize
we have a brilliant excuse to slice a bit off our editorial budget and not
offer anything for the runners-up. So there's even more incentive to win

right?

CRISPS

So what do you have to do to win this almost unbelievable prize? Oh, it's
so easy! Below there is a picture shiowing five motorcycle couriers deliv-
ering the latest hot Thalion game to The One’s offices. However, due t&
slippery road conditions, only one bike makes it to the office. Your task &
to use your skill and judgement to unscramble t
jumble and tell us which bike made it to The One
on time. Once you've figured it out, send the
answer on a postcard or the back of a sealed enve
lope to: IT'S BIG, BLACK AND FITS LIKE A GLO
The One, Priory Court, 30-32 Farringdon Lane, Lo
don EC1R 3AU. Answers to arrive no later than 2158
January 1993.

mpeition will close on

be potified shortly after-
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With Soceer Supremo the soccer management game comes
of age with a match display that not only gives
S 0 C C ER considerable information about the performance of players
and team, nod only d“ﬂ“‘: the major tactical changes the MIDNIGHT
state of the game defnands, but is also enteriaining and
SUPREMO even exciting. The childish number juggling game has
been replaced by an intelligent select-the-team and watch-

the-match simulation. Oh....... yes., Italy equalised but

THE WORLD CUP - THE ULTIMATE {'H ALLENGE ||England won on penalties.....

| The ultimate challange in soccer management is 10 take a raghag of good cly

3 Tel Sales:
vllakethe et 31y 22 MAN MATCH DISPLAY 0438 721936

players and meould them into an efficient. organised souad |

i of the world aparn m the Waorld Cap Frnals. 'Why not join Michel Platini, Johan Continuous display of
I G L s s it - DVELIATTAMREE SOBERSAS FTATS. |4 I FOR (o
| lor the European Nations Cup qualifeers. Y ou have an initial four vear contract J\“ H- -"l‘fl}'-l‘l "‘(”R[]\' k""']\ e NEKT DALY
I S T R WAL TS S R 0 W, M e e PLAYER FATIGUE /FITNESS STATS o DELIVERY
s R o s BRI e o b e BTATE-UFTSEEANG IO TION Jr—

R i:.'.I:...m-.u-.n..... it e A |=|_.\‘1-|-1H-Fv-. ITH-THE-BALI |x|-'{1m1_.x'|r;¢3x: POSTAL SALES
woice and you will be allocated an is of 16 phiyers. You can IN MATCH TACTICAL MOVES

ated an inalial squad

~II--~. g b | sy The Midnight Qil
introdduce a Terther 34 playvers, making 500 in o o mimees wneld skills [ bu o B s TITIIT T :
not levels) You can define yourself. These plavers are imroduced gradually as l‘r[ HHF] i [.I(}\H . ]]C]H IF[[“:

you discover the weaknesses in your squad and also o create the halance o POSITIONAL CHANGES 18, Hazelmere Road
: skills that mitch your style of play. The ariginal 16 players can be defined i OVERALL WORKRATE q'" eI H\
| the same way using the EDIT program ( free with the game b if von wish as |..\|.} I'll .H\I'H WORKRATE ] L L'r].|:'_'k: h(J— h <

well as the teams that will make up the opposion.

M3 davs delivery

Headooach W3 has been described s "the best gome ever

A A purt ot @ computer”, Bt is the complete Amsarican Foothall l.ll,'iIHL' S p p' Ve
pame, 2 mulii season cpic with the very besl siralegic 7

HE D H clements iof the real thing. You will call the plays. devise H Y] be ba
the: garmeplans and develop the weam |
Lise the first senson (2 pre-season gomes, D regular season AMIGA 0 1 J

V3 games, and the pliy-offs) to discover your 45 man squasd of £19.95 £1995 £19.95

Plavers, Then explait the colbege draft 1o improve the 1eam
ard expand your gome play o beat the very best the NEL

“From my point of view , the game has kept me can throw Al you, Head Coach works with ALL

shiting up at nights through holidays and weckends for up to 12 hours at @ % Sercens of stats are available whelp you to judge your miga/monitors |
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There are two things

you need to know
about this game: (1)
It's riding high in
the charts, and (2)
it's bloody hard. A
hint-worthy game if
ever we saw one soO
enter the game's
creators, Psionic
Systems, with some
top-notch tips...

ASSASSIN

IN GENERAL

® Always choose the manual power-
up mode for your boomerangs. For
best results, power up your
boomerang with length first. Get
about three of these, then a few
Power-ups, then a few Wides, then an
Extra, then Speed. It's important to be
able to hit baddies from a distance
before they can get to you.

® If you already know where the end
of the level is, scout around a bit first
and see what else you can find before
taking on the guardian. Another plus-
point is that it's good for your recon-
naissance bonus.

® When firing, simply keep your fin-
ger pressed down on the fire button -
continuous tapping doesn't fire any
faster, and all it does is knacker your
aching digit.

® After throwing a boomerang, jump
over or duck under it as it comes back
you score double points for hitting
enemies on the rebound.

® MNEVER jump into voids. If you're
unsure, pull down to go into view
mode and scan the surrounding area
you can still fire while in this mode.

LEVEL ONE

After jumping the first gap, run up the
next hill and stop a time bonus will

Come one, come all! Tell your friends! The new-look Kill Zone
is back in town! It's British and it"s Baaaad! (Calm down,
you'll do yourself a mischief - Ed). There's plenty of retina-
blisteringly good stuff on offer this month to the discerning
punter, including an in-depth combat guide for Wing
Commander, the first part of our Legend of Kyrandia
solution, more Putty maps and hints, and a helping hand for
any ailing Dizzy fans out there, not to mention the regular
doses of Snip Tips and another session in Doctor David

Upchurch's Games Surgery. We kick off, though, with...
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appear. After killing the sniper on the
first tree, climb it and get an extra
energy bonus. Climb the second tree
right up to the top for your speech-
aid bonus, then drop to the branch
beneath and jump across, collecting
the five stars as you go. If you need
energy, climb the second-from-last
tree to the top and jump up to receive
an energy and boomerang bonus.

After running through the cave
you'll see there is an exit back to the
outside. Go left from here first and
pick up all the stars and bonuses, then
go up the right-hand side of the tree

and get onto the very top branch. Get
a run-up on this and jump right at the
tip of the branch. Keep pulling right
and you'll pick up two extra lives,
although you'll lose one because of
the high fall.

Run te the right over the chasm, kill
the dog handler and pick up the ener-
gy bonus. Jump off the edge and
head right (this route cuts out the
dodgy mines). There's a boomerang
bonus to collect just before you reach
the-end-of-level guardian. Pick this up,
then climb the tree and jump up to
collect a homing missile weapon
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LEVEL ONE
HINTS...

® Avoid the dogs by jumping over
them wunless you have good
boomerangs, in which case waste
‘em! Try to shoot the dog handlers as
soon as possible.

® Always keep moving when near the
landmines to avoid their blast.

@ Don't waste time battling the bats,
as there are always plenty more to
replace the anes you kill.

@ Run straight towards the mortar-fir-
ers - by the time they shoot vou'll be
too close to be hit, and you can kill
them for a nice little bonus.

® Try to ignore the snipers if you can
and kill them only if they're blocking
your path on a tree. DON'T get under
them and fire upwards, as this will
usually earn you a bullet in the head,

LEVEL TWO

After getting down the shaft and up
the diagonal section, you'll come to a
wire that you must swing across. Do
this, then climb up the other side. Kill
the walker, collect his bonus and pick
up the mine weapon there. Now
swing along the roof to collect some
stars. When you reach the top of the
first crane, go down the right-hand
side, drop to the right, proceed right
again and get to the weighted end of
the crane. Destroy the diagonal laser
then jump right and swing along
down the roof. Pick up all the time
bonuses at the end and jump from lift
to lift. You'll find an extra life, some
energy and bonus stars up here - col-
lect the lot.

Blast all the crates you find, as
these often have bonuses in them, Get
to the bottom of the cranes and run
to the left of the factory floor. At the
far left is a whole lot of crates - kill the
gun, jump on the first crate and keep
firing to open up more crates (one of
them contains a continue bonus). Just
before you drop onto the second set
of electrical wires, stop and shoot the
top crate for a time bonus.

The next bit i= a tad maze-like
Drop down and go left then down
and to the right diagonally. Drop off
the edge at the bottom and proceed
right. Drop off the girder and go left,
then keep following the diagonal
until you drop off, then head left
again. This is the dodgy bit. If you're
going left you'll drop off the edge
and there is no way right. So jump
onto the roof and swing to the right.
lust after the first ceiling turret, drop
off and keep going right to confront
the guardian,

LEVEL TWO
HINTS...

@ Never stop on an electrical wire as a
little bolt of electricity will come and
shock you, If one gets too close, you can
turn your back on it and flip over it.
® This level has a lot of dangerous
drops, so don't go diving off every
edge you come to.

@ Take the walkers out FAST, as their
fireballs do a lot of damage. The same
goes for the welders, who should be
shot at from a distance,

® Never hang over the double-side
wall guns. Hit them from an opposite

wall if possible. Try to avoid the rotat-
ing wall and roof guns altogether. To
destroy the diagonal lasers, stand
directly under them and shoot up.

LEVEL THREE

After dropping down the first shaft,
go to the left and jump on the brick
platforms. Get on the second one and
you should be able to see a sneaky
robot in a rotating gun turret. Use a
homing missile to kill him, then drop
onto his platform, jump to the left and
proceed upwards. There are four time
bonuses and one energy bonus to be
collected on the way to the top.

If you head to the right jump onto
any overhanging platforms as there
are bonuses galore around here. After
getting to the end of the first rocket
silo, jump to the right using the plat-
forms to get to the right-hand wall
and climb up it. Keep climbing as
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mines will be detonating everywhere.
You’ll notice a platform with a ball on
it. Climb a little more, jump to the left,
blast the ball, jump left again and con-
tinue climbing. You'll be hit a few
times but it's warth it, as at the top
of the climb there is a SECRET ROOM
containing stars, two mine weapons,
two time bonuses and extra energy.

When you reach the second shaft,
Jump acrass and kill the ball. You may
lose some energy, but go to the left
and collect the stars, then jump up
and wait until an energy bonus wings
its way to you. If you have problems
getting across the acid, climb up the
second girder structure and when you
get to the top, jump up and collect
the stars. Stay here for a bit as a hom-
ing missile bonus will drop down.
Proceed left from here,

After the second vertical shaft,
keep going right. Jump over the first
acid pit then go down the second
one. You will come to another pit -
go down it and head left, jump the
first pit and take a running jump off
the secand ledge. You should now
land on a rocket in acid. Keep going
left and you'll pick up a double mine
bonus, energy, time, flame, path and
firestorm bonuses AND about 15
stars. Yippee!

LEVEL THREE
HINTS...

® Be very careful where you drop if
you can hear acid bubbling.

® Keep your boomerang well pow-
ered-up as the baddies take a lot more
shots toskill on this level, and they
inflict more damage. Hit them hard
and fast and preferably at a distance.
This is particularly good advice for the
shell droids, as they explode if they
detect a nearby intruder.

@ If you trigger a wall mine as you are
climbing you should be okay, as you
can get out of range before it deto-
nates. But DON'T try to get past a
mine thmt has already been triggered.

NEXT MONTH!

More levels, some maps

and stuff, and possibly

the CHEAT MODE!
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READING THE RADAR
In the heat of battle you just haven’t
got the time to scan all your ship’s
instrumentation so forget all the
peripheral garbage - that's just to
keep the flight technicians back at
your base ship entertained - and con-
centrate solely on the radar. You've
got to learn how to read it guickly
and correctly - frag up in battle and
you'll be vapour before you know it.
To help you visualise what the
radar's telling you, imagine that your
ship is floating in the middle of a tube

WELCOME TO THE ACADEMY!
So you passed the Academy's entrance exam
and think you're something special now, do
you? Ha! Well, big shot, a fraggin' piece of
paper won't help you when you've lost an
engine and there are three Kilrathi furballs
pumping plasma up your afterburner, ‘less
you're looking for something to wipe your butt
with. If you want to stay alive then listen up,
and listen up GOOD.

{as shown on Holowall 1). Depending
on the enemy's position, a dot is
placed on then that tube. The radar
display is basically this tube flattened
out, so that the front end of the tube
is represented by the centre circle and
the rear end of the tube is represent-
ed by the radar's rim. Think about this
when you're in the simulators...

INITIATING COMBAT

When a battle breaks out, you can bet
your bottom Credit that the Kilrathi
pilots will enter the fray as a wing,

with the pilots spread out to the sides
and just behind the wingleader's ship,
blasting all before them - it's almost
Kilrathi tradition. Since it's inevitable
that the enemy ships will outnumber
you at least two to one, the stupidest
thing you can do is try to fight them
head-on en masse. Better to take eva-
sive action and wait until the wing
breaks up - each ship can then be
tackled individually.

FIRE AT WILL?

Don't just blast away randomly at the

enemy in the off-chance that a stray
shot will hit home - you're just deplet-
ing the weaponry capacitors, with the
consequence that your shots will get
weaker and weaker. Wait until you're
lined up close on the enemy and let
rip with a three- or five-shot volley, all
at full power, then pull away for a few
seconds to give your capacitors a
chance to replenish.

CHECK YOUR SPEED
You can loop, roll and spin all you like,
but often one of the most effective

HOLOWALL 1
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tail shakers is a simple speed change,
Try it... you'll like it.

MISSILE MISSED OPPORTUNITY

If you've just loosed off a missile, resist
the temptation to chase it up with a
few rounds of laser fire. All too often
the laser bolts will hit and destroy the
missile!

CAT BAITING

The Kilrathi are suckers for an insult,
and hurling abuse at them can draw
their attention away from their pri-
mary target and onto you. This is a
good way of saving a beleaguered
wingman's bacon or pulling attackers
away from your base ship. Be sure,
however, that if you do insult a Kilrathi
you're capable of handling their
replies...

HOLOWALL 2

1. Turn left by about 30",

3. At top speed, turn
hard to the right.

4. The rear of the ship
slides to the left-a
manoeuvre almost
impossible for the
enemy to track.

2. Hit in the afterburners
to full power.

1. At a range of
F000-5000m from and kick in the
the target, turn  afterburners to

HOLOWALL 3

2, Straighten out, 3. At about

left by about 30°. maximum power. right, but don't

4. At about 1000-
1500m, the nose
of your ship
should be point-
change elevation! ing right at ‘em!

2000m, range
turn hard to the

it that.the optimal tactic is to attack
the ship's rear. Although the shielding
is greater there, the actual armour
underneath is thin. Also, the chance of
being hit by laser fire from the ship's
gun turrets is far less. Pay attention to
Holowall 4 fora step-by-step guide to
; the precise manoeuvre to employ.
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i PASSING OUT PARADE

¥ Congratulations, kid! You made it -
i ' you're now a fully-fledged member of
¥ the Terran Confederation Space Navy
- Get out there and make your parents

proud...

KEEP IT TIGHT!

Due to the thruster placement on the
Hornets, Scimitars and Raptors, move-
ment up or down cannoct be per-
formed in as tight a turning circle as
movement to the right or left. Hence
if you're in combat and want to move
up or down more tightly, roll THEN
turn. It confuses the Hell out of the
Furballs, especially if you throw in
some fancy speed changes. Practice in
the simulators until you can do this
manoeuvre in your sleep.

BURN AND TURN!

This is a key element in any good (i.e.
living) pilot's arsenal of combat tactics.
Basically it all revolves around the fact
that having hit in the afterburner at
full power, your ship will 'slide’ for
some time. While sliding you can turn
the ship, allowing you both to evade
enemy fire and position yourself so as
to be ready to attack enemy ships. Pay
close attention to Holowalls 2 and 3
for illustrated examples of the move in
action. Again and as always, practice,
practice, practice!

LOCKS AWAY!
There are occasionally times when
you're just about to pump the final
death-dealing shots into a Kilrathi
scumsucker when - damn! - another
Furball gets on your tail and starts giv-
ing you some unwanted attention.
How do you make ygur wingman fin-
ish off your old target and leave you
free to tackle your annoying ‘irritant’?
Easy! Lock onto your current target
and instruct the wingman to attack
your target. You can now break away
and deal with your pursuer at leisure.
The only drawback of this process is
that'you can't use missiles (they'll just
chase after the old target). Also,
remember not to try and target on
your new opponent - it'll pull the
wingman away from its prey and onto
yours.

ATTACKING KILRATHI
BASE SHIPS

There's been a lot of controversy over
how best to deal with a big boy from
the Kilrathi fleet. Current thinking has

5a. Kick in
afterburners.

5b. Kick in
afterburners.

3. Gun barrage
from 1500 to
1000m.

2. Launch
missiles

before
2000m.

d3IANVYVYARWODI D9NIM

1. Begin approach
beyond 4000m.
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LEGEND OF KYRANDIA

Virgin's superb graphical adventure may be puzzling a few of you would-
be Malcolm slayers so we thought it was about time that somebody told
you exactly where you are going wrong. This month: Chapters One and

Two...

CHAPTER ONE

The game begins when Brandon arrives back home 1o
find his grandfather Kallak turned to stone. Pick up
the blank piece of paper from the desk, the apple
from the pot, the garnet on the bench, the saw from

under the bench and make your way out of the room.

As you leave the Tree Messenger will appear and ask
for your help in opposing Malcolm.

After the conversation, leave Kallak's home via the
tree root elevator and make your way to the Temple
where you should hand Brynn the piece of paper, She
will reveal the magical message and request that
Brandon brings her a purple rose. At this point it is
worth noting that if you find any gems in the forest
you should pick them up and store them in the inven-

o
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tory for later use.

The purple rose can be found at the Forest Altar
but on his way there Brandon will stop to pick up a
tear from the Pool of Sorrow. By placing the tear in
the indentation on the Sick Willow the tree will be
magically healed and thus life restored to the area.
Once the tree is cured, Merith will appear and want
to play hide and seek with Brandon. Follow Merith
wherever he runs and when you catch him he will give
you a purple marble. This marble can be used to repair
the shrine and should be placed on the broken Altar
{in the empty slot to the left of the other two mar-
bles).

If you wander to the ruined bridge you will

encounter Herman who will ask for a saw so that
can cut down some trees to fix the bridge. |t jus
happens that the saw you obtained from Kalla
home will suffice so hand that to him and leave b
to get on with it.

Visit Brynn once more and hand her the pus
rose. She will then perform a little piece of magic 2
turn it into a silver rose. Journey back to the fixed Ak
and place the silver rose on it and - hooray!
Amulet will appear. Once you are in possession of 8
Amulet, make your way back to the bridge whe
Herman should, with any luck, have finished *
bridge fixing job. Cross the bridge and proceed »
Chapter Two. *-{illi—-
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" Outside Home The ten inventory slots that are available to Brandon will if you ever have a long conversation (for example
Below Home soon fill up during the quest. You can leave Kallak's note at  with the Treeface, Brynn and Dram) it's best to save the
P e Willow the Temple, the flute after shattering the ice and, if things  game after these words so that, nice as these sequences
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Chapter 2

After the easy introductory quest that was Chapter
One, Brandon arrives over the bridge and straight
into Chapter Two. The first thing you need to do is
pop into Darm's house which is just past the cave
{you can't miss it). Once Brandon is inside, and
after a bit of banter with his mate the dragon,the
wizard will request a quill so that he can write a
magical scroll for our hero. To obtain the quill, you
need to collect a walnut from the songbird’s tree,
an acorn from the Grove of Oaks and a pine cone
from anywhere in the forest and plant these in the
hole in Deadwood Glade.

Once the assorted seeds have been placed in the
hole, the ground will shake and a talking plant will
shoot up from the hole. This organism will, by way
of reward, activate the yellow gem on the Amulet.
This strange act will invoke a healing ability that
can then be used to heal the sick songbird (by
clicking on the amulet whilst on the same

screen as the hird). It's worth remembering

that this and the various other powers that will
be revealed can be used as many times as you
like, as long as the gem is given sufficient time
to recharge (it usually takes about half a minute).

When Brandon has taken the quill from the
now healed and contented bird, he can nip back
to Darn’s pad and give him the feather. The con-
fused wizard will write out the magic scroll out
and hand it to our hero. You should not use the
scroll yet but keep it for a future problem (pret-
ty damn cryptic, eh?)

The next thing that Brandon needs to do is
solve the Birthstone Quest which involves plac-

ing four gems in the correct erder in the gold dish
on the Marble Altar. The spell cast by Darn to
summoh the stones is different every game and
so the puzzle can only be solved by experiment-
ing. There are plenty of gems to be collected all
over the forest and Brandon can collect them
before the quest is revealed although the first
stone, the Sunstone, which is in the lower part
of the Bubbling Spring, cannot be picked up until
after Darn tells Brandon about the Birthstone
Quest. If you do try to collect it, Brandon will
remark that he “thinks there is a gem down there”
but will not retrieve it.
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CHAPTER TWO
Outside Darm’s
Inside Darm’s
The Statue

The Songbird’s
Mest

The Ancient Oak
Tree

The Wishing Well
The Bubbling

m QonNnme

™

Springs
H Deadwood Glade
| The Serpent’s
Grotto
J The Marble Altar
K The Grove of Daks

The Ruby Tree

" NEXT MONTH!

wrandon’s adventures continue in a huge labyrinth and the enchanted Faeriewood... so don't touch that dial!

SRR |

Caollecting the four stones and placing them cor-
rectly on the gold plate requires a little bit of
patience. There are nine different types of gems lay-
ing around the place and two in the puzzle vary.
Once you have collected all the possible stones it is
best to save the game so that you can reload and
try different combinations of the stones.

So, to recap, the order of the stones is: the
Sunstone, two different gems and finally the Ruby,
which can be collected from the Ruby Tree. Brandon
will be bitten by a poisonous snake when he
attempts to pick the Ruby but if he tries again he
will be able to grab one. As soon as you have a Ruby,
you'll need to activate the yellow gem on the amulet
to reverse the effects of the poison and if you don't
do it within two screens Brandon will die.

Once the last birthstone has been placed on the
golden plate it will turn into a flute. Darm will then
direct Brandon to Shadowrealm. If Brandon travels
over to the Serpent’s Grotto and attempts to enter
the cave, Malcolm will appear (hooray!). The jester
will come out from the entrance juggling three
knives whilst chatting away. At some stage during
the conversation, Malcolm will throw a knife at
Brandon which will narrowly miss him. If Brandon
doesn't grab the knife and throw it back quickly
then the evil prankster will kill him.

After the spectacularly frightening knife-throw-
ing incident, Malcolm will retreat but not before
saaling up the entrance to the cave will a wall of ice.
Use the flute on Brandon to emit a high pitch note
which will shatter the ice and allow Brandon to trav-
el over into the labyrinth of Shadowrealm.
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ence’. Read and enjoy...

LEVEL 1

System 3 is back again with yet anoth-
er guide to its bizarro platform ‘experi-

TECHNOFEAR

LEVEL 2

(1) SPACE PORKER

A quick punch will get rid of this nasty but, if you're
good, you can try and knock him onto the electri-
fied platform to finish him off once and for all.

(2) SPACE GUN

Very dangerous. Use Putty's “inflate-n‘-explode”
power to get rid of it,

{(3) MR MAGIC
Avoid his spells, which turn the Robots into white
rabbits, and either squash him or punch him.

(4) DUCK-IN-A-BOX
Atom the Duck drives a big bold steamroller and
only a well-aimed punch will get rid of him.

(S) RED SHINY GUT BUCKETS

These blobby nasties eat white rabbits and are high-
ly poisonous to Putty. To kill them Putty must first
absorb a rabbit and change shape. When a Gut
Bucket swallows Putty/rabbit up, Putty will auto-
matically inflate inside it and explode.

(6) SHOKAPILLARS

These yellow maggot things clamber up and
down the platform supports, sending a bil-
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LEVEL 4
v
T

lion volts through the metal walkways. Absorb and
change into them to get rid of the Loopy Lightbulbs.

(7) WHITE RABBITS
Harmless and absorbable. Absorb and change into
them to get rid of the Gut Buckets.

(8) LOOPY LIGHTBULBS

7
Vicious and very deadly, these can only be destroyed | . & 5 v f
by making Putty absorb and change into a === L 4 :
" . S, W — — — —— — Fi T ——— —
Shokapillar and electrocuting them. g » L
& R o g

(9) SPACE INVADERS

Take care near the mini joystick - one touch and the
Invaders will fly out of the nearby monitor screen
with death on their minds.

(10) FLYING SAUCER BOTS .G o3 - _ S ?
These geezers are supposedly trying to help you. u.ﬁ,__,,i i) el «;—i-. “4'&-:}’ i W L‘
e e — e —— — . —

This consists of crashing on your head or skidding
along the platforms, destroying all in their path.

L
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(11) GHOST

Oooh, spooky! This spirit tries to possess the Robots
and make them mad, causing them to explode
unless they're absorbed in a minute or less. The
Ghost explodes on contact with Putty.

T N R k]




it

CR B - T

match. Push the leaf under the

door and use the match on it.
Collect the bucket of water and use
this on the blazing door.Once the fire
has been extinguished, go left until
you reach the green Troll. Collect the
pickaxe and go right to chat with the
Frince. He will give you a flying car-
pet but DO NOT PICK IT UP - it's a red
herring. Keep on walking right and
collect the cage. In the next room
stand right at the edge of the cliff,
jump right to land on the cloud and
collect the piece of paper that you’ll
find there.

Fall off the cloud and use the pick-
axe on the boulder to reveal a secret
cave. After you've entered the cave,
collect everything then stand on the
highest platform. Jump up/right and
you should land in a small passage
where you should collect the golden
nugget. Go to the river and jump onto
the boat. When it arrives at the oppo-
site side of the river, jump off the boat
and walk towards the ferry man who
will take the golden nugget from you
and let you pass. Talk to him and he
will ask you to speed up his boat.
Lock behind the stereo to find a cher-
ry.

On the next screen, drop the cage
next to the Fluffle (he won't go in it
though). Climb up the platform to the
above screen where there is a large
gap. Use the bridge building kit on it
to form a wooden bridge. Walk into
the next room (which is called the
‘Marrow Ledge'} then jump onto the
clouds and onto the tower. When you
are in the tower, collect the
Harp and come back out
onto the ‘Enchanted
TreeTops'. Look behind the
tree house door to reveal a
cherry and go up onto the
next screen where you should
jump left off of the far left plat-
form.

Carry on jumping across the
clouds and into the next screen,
called ‘Heaven'. Give the harp to
Saint Peter and he will reward
you with some Holy Cheese (now
that's what | call gratitude). Take
the cheese all the way back to the
Fluffle, place the cheese in the cage
and the Fluffle should enter the
cage. If you drop the cage in front
of the Troll (guarding the castle
entrance), it'll become scared and
scarper. Now you can enter the cas-
tle...

Once inside the castle, go up the
first lift and collect the motor. Move
onto the next screen and use the lift
to travel upwards. When the lift stops,
go to the far right, collect the rusty
key then return to the lift and ascend
ance again. Collect the two cherries
on the next floor and then return to

Firsr of all, collect the leaf and the

You've bought the game, you've played it to death, you've got
stuck, you've become frustrated, you've grown a beard, you've...
(that's enough of that - Ed.). Now your troubles are at an end
thanks to this complete solution!

the bottom floor again. Walk to the
left and collect the bread. Once you
have the loaf, take a trip back to the
ferry man, give him the motor and he
will give you a scythe.

Go right and climb the trees
towards the ‘Narrow Ledge’. Jump
along the clouds, onto the tower and
use the scythe on the ivy. Travel right,
up the lift and collect the horn. Go
left, up the ather lift, walk right and
use the lift there. If you jump left off
this lift at the very top you should
reach a deserted tower. Use the rusty
key on the door and you will find
Daisy inside but you won't be able to
wake her because you are not a
prince. Go back down and jump onto
the upper platform. From the lift,
carry on left until

right towards the tower and onto the
screen where the evil Dizzy is. Drop
the thorn on the floor, go up to the
upper level and make the evil Dizzy
walk onto the thorn. Go back down
and you should now be able to pick
up the spanner. Take the spanner
back to the castle and use it on the
lever to lower the drawbridge. Cross
the drawbridge, give the joke book to
the upset Princess and she will reward
you with a flag. Take this flag up to
the top of the castle and place on
top of the flagpole. Move onto the
final paragraph...
The Prince should now appear and
call the King. Talk to the King and
he will make you a Prince. Go back
to Daisy, give her a big snog and
if you have collected twenty cherries
then - congratulations! - you have
completed Dizzy, Prince of the
Yolkfolk.

.....

tired of all this
toging and froing by now? 5till,
you find persevere as we're almost there!). Go

a pair of tweezers. Once
the tweezers are collected you can
jump up to land on a secret cloud
where you will find a cherry. Now it's
time to go back to the lion.

When you reach the lion, give him
the tweezers and he will repay you
with a thorn. Go and see the Prince,
give him the horn and he will give you
a joke book (aren't you getting a little

HOORAY!
This solution was provided by Darren
Beardsmore from Heckmondswick. A
super software prize will be winging
its way to you  any day now,
Darren. (Well, Christmas is the
time for giving, isn't it?)
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Once again we present for you the
most-packed pages of Snip Tips to be

found anywhere in this issue (or
anybody else’s issue, for that matter). If
you know any top-notch tips then send
them to Snip Tips, THE ONE, Priory
Court, 30-32 Farringdon Lane, London
EC1R 3AU for fame or fortune in the
form of a spiffing software prize. We're

waiting for your call...

THE MANAGER

US Gold

Two maore tips for this football man-
agement sim. Heartfelt thanks go out
to Daniel Goldsmith from the Isle of
Wight for this... Load the game and
go to the preferences. Put the cursor
icon over the MAIN MENU icon and
press CTRL-D. Every player on your
side should have 99 strength and you
will have £24,999,999. (By the way,
this doesn’t work at the cashpoint
machine. | know, I've tried.)

Paul Callcutt from Somewhere (he
didn't want to go into details) pro-
vided us with another tip which goes
something like this... Go to the pref-
erences once again and hold down
the keys D, A, P and G at the same
time. Press them together for a few
goes and, as if by magic, you should
find that you've got squillions of cash
and high statistics. If you can't do
well now then you've got a slight
gaming problem, I'd say.

FARTY IS HIT UWITH
AR IV 15 FARALYIEI

FRRALY IEL

\. ANDEA 15 P

ZADIS LOKI

EYE OF THE

BEHOLDER 2
US Gold

We know you've been force-fed the
complete guide over the past few
months but ‘Daz’ from Melbourne
in Australia (say "Hello" to Kylie for
us, would you?) has come up with
this little cheat... If you're up
against a really-hard, impossible-to-
kill creature then save the game
when you're really close to the
beasty. When you reload the game
the nasty should not be anywhere
to be seen. Tremendous!

PINBALL

FANTASIES
21st Century

Cheers to Rob Howe from ‘that
doesn’t matter' for this top-tip for this
excellent Pinball simulator. Type one
of the following (including the spaces)
for some unusual features

DIGITAL ILLUSIONS -

The ball will never be lost (make sure
you don't tilt the table, though, or
you'll not be able to quit).

EXTRA BALLS -

You'll be supplied with five balls
instead of three.

TSN UUHL‘?E
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THE HUMANS Mirage el L SRS
Thanks to everyone who took the trouble to write in with codes for The _;' flftf'k:". “‘l:::'f‘ﬁ
Humans. The software prize winner (for sending the codes in first) is Guy ﬂ‘r e
L Williamson from Roehampton. A special mention (but, unfortunately, no ‘Eg i, oWl
g prize) must also go to Richard Jenkins from Birmingham and Gavin Lee fi—u%‘g - IEI SRR KRR 61
from Colchester (who's been absconding from his work, or so it sounds) N ir.',.' : :
Here's the first 25... ﬁ rr
iF s 18] F
2 ANDIE PANDY 10 MILESTONE 18 Cl A
3 'GET A LIFE 11 WAR WAR WAR 19 SORTIT OUT el _'Ff rr:
4 CARLOS 12 | WCEINNON 20 SMART :' o ‘:E[I i :
5 HOWIE 13 UNLUCKY 21 VILLASBOROZ2 e f:i-' r LR
6 MOOBLE 14 BLUE MOMNKEY 22 EARLY MORNING 'h,-"{— ‘IT EHog s an
7 G5l 15 RED DVWARF 23 BORO4LEED1 . T ol B e
8 THE HUMBLE ONE 16 BAD TASTE 24 EASY LIFE : 'ﬂr-r a4 mu
9 PIXIE 17 THE KITCHEN 25 JIMS TILES E an 4 5
_n-"'l- FRF =L

TRODDLERS storm
Right, we helped you through the first thirty levels last month and, as
promised, we'll guide you through the next thirty now with this list of
level codes. Take it away, typewriter...

3 BOULERO 46 COVERTHEM

32 CRUELWORLD a7 SAVEBLOCKS

33 CRUELCUBES 48 GLAMOUR

34 SLIPNSLIDE 49 HACKBACK
B SPEA T DL L BRI B e AN NSRS NSRRI 35 KEYX 50  ALOTODO
! 36 COLDCROSS 51 UPSIDEDOWN
a7 STONEM 52 DROPEMIN
his tip with you ‘orrible lot. Okay, it's 38 HARDGROUND 53 POSSIBLE

TEST DRIVE 2

L1~ I

-

The Hit Squad

Hooray for Stephen Maw from
London who supplied us with these
cheats for the recently re-released
budget racer... Before you accelerate
at the start of the game, type in either
OUTRAN to outrun everybody or AERF
for double acceleration.

PITFIGHTER

Kixx

If you're being beaten up by the hard
blokes (and women) then you might
like to type LOBSTERS whilst fighting.
You should find that pressing the keys
1 to 0 will take you to that level whilst
L will take you to the elimination
round and C will take you to the
championships.

RODLAND

Storm

If you've bought the Raving Mad com-
pilation and are having a bit of both-
er with this excellent arcade conver-
sion then help is at hand in the form
of me. All you need to do is pause the
game and press HELP five times. If you
un-pause the game then you'll dis-
cover to your immense pleasure that
you have infinite lives.

PARASOL STARS

Ocean

Yeah, yeah, yeah we know we gave
you a cheat last issue but-Andrew King
from Scotland insisted that we shared

not as if we haven't got better things
to do... On Level 2, World 2 kill all the
nasties who are in the box. Some
green pepper-like things should
appear and if you collect them all pret-
ty sharpish you'll be transported to
the hidden world.

39
40
41
a2
43
a4
45

FIRSTGUNS 54
CROSSFIRE 55
RUNFORIT 56
NORULES 57
MOFARALL 58
RUNAROUMD 59
BADBIRD

CLOSEUP
FOOLSRUMN
JEWELPUSH
GUIDETRY
WOTSANGD
LOOSEM
¥OURSOR

TY
» 400
. q

KOs

ERECLUTIONER

B E

EIRE 10O START




SURGERY

GAMES

TIPS

Dear Friends,

| desperately need help to resolve
some problems in SHADOW OF
THE BEAST 2. In the caverns the
Goblins take me prisoner and lock
me in the prison with another
man. If | try to hit the door the

guard electrocutes us. What
should | do to escape?
Manel Méndez,

Barcelona, Spain,

| am constantly amazed by the fre-
quency with which problems relating
to Beast 2 crop up. It's lucky for you
that I'm here really, isn't it? The
answer to your problem is that you
need some wine, which you should
have found earlier upstairs in the
Karamoon Qasis Hotel. Give this wine
to the guard to make him drop down
dead drunk. You can now smash
open the door at your leisure. .

Dear Doctor,
| am going completely mad over
THE SECRET OF MONKEY ISLAND.
I'm stuck on LeChuck's ship and |
can't get past the rats guarding
the grease. What should | do?
Please, please, please help!
Andrew Bowles,
Barwick, Somerset.

Well, well, well... another persistent
complaint, What you have to do here
is take a feather from the ghostly
chickens you should have encoun-
tered earlier. Use this feather on the
Grog-swilling ghostly pirate to make
him drop his jar of the foul brew.
Now feed the Grog to the hungry
rats and they should let you get to
the grease with no problems.

Dear Doctor,
Can you help me with my problem
in OH NO! MORE LEMMINGS? I'm
stuck on Level 4 of Havoc. I've
completed Lemmings on my own
and the rest of Oh Nol... without
cheating, but this one level is driv-
ing me crazy. | would be grateful
for some codes but if that's not
possible a hint in the right direc-
tion would be appreciated.
lan Dickinson,
Burghfield, Reading.

I'm afraid I'm not familiar with the
precise details of your problem, but

| can offer you some help in the
form of a passcode to Level 5

GAMES SURGERY

Once again the doors are open to Doctor David's Games Surgery.

All ye in desperate need of professional gaming care enter its

white antiseptic-soaked corridors and be comforted by the

Doctor’s healing hands. First up this month is a Mr Méndez, who

has come all the way from Spain to present the Doctor with a

very familiar problem...

which is TFNGCHVFFP. | hope that
gives you some relief,

Dear Doctor,
Could you give me a cheat for infi-
nite lives in GOLDEN AXE? The
game is really bugging me.
Bruce McEwen,
Edinburgh.

I must admit that I'm surprised you
need a cheat for this game, as it's
very easy. | suppose, however, that
not everybody is good at games as
me sa you might find this advice of
help: Play in one-player mode but
with two joysticks plugged in, When
you're about to die hit FIRE on the
other joystick to continue with three
more lives. Alternatively, load the
game and before doing anything else
press the T' key - you should now
find you have infinite lives.

Dear Doctor,
I've got all the Bitmap Brothers'
games as | think they're brilliant,
but the only one | haven't man-
aged to finish yet is GODS. It's
soooo hard! | can get as far as
the third world but then | always
end up getting killed. Could you
please give me the password to
the last level as I'm desperate to
see it? | saw one in another, less-
er magazine but it didn’t work,
Darren Hunter,
Norwich.
P.5. Could | have a copy of Zool if
this gets printed?

I 'would if | could, Darren, but can‘t
You see, each copy of Gods gener-
ates its own individual set of pass-
words so that no two last level pass-
words are alike. It's a bit of a stinker
| know, but perservere you're
bound to get there eventually {that's
the theory anyway).

P.5. No, you can't have a copy of

Zool. If you want to earn a software
prize send a cheat into the Snip Tips
or write a Star Letter. I'm here to
solve your gaming conundrums, not
dispense gifts just because you've
managed to scrawl your name and
address on a scrap of paper!

Dear Doc,
| know everybody seems to reck-
on that ANOTHER WORLD is the
easiest game ever created, but
even so | just can’t manage to get
to the end. Have you got any pass-
cades that would let me jump to
the last couple of levels? Also,
what do | do once there to com-
plete them?
David Carlisle,
Manchester.

The passcodes you require are LALD
(to jump to the penultimate level)
and LFEK {to reach the final show-
down). As for what you do when you
get there | think that having helped
you this much it's only fair that you
should try and work out the rest for
yourself! | don’t know, youngsters
today...

Dear Dr David,
Being a big fan of the comic
2000AD | was ecstatic when | hap-
pened to find JUDGE DREDD in the
bargain bin at my local software
shop. However, my joy turned to
tears when | found | could even
beat the Fatties on the first level!
Do you have a cheat to get me
onto the later levels?
Roger Spear,
Wisbech.

| am the Law when it comes to game
cheats, so of course | can help you.
Simply load the game as normal and
log on to the computer as Dredd
himself. Now type in BRUCKEN PLAY-
ING HERO QUEST and hit Return.
When you exit from the computer

you'll find that you can jump to the
end of any level by giving the Help
key a quick tap! Drok!

Dear Doc,
One of the first games | bought for
my AG00 earlier this year was
RAINBOW ISLANDS, but | still can't
get any of the crystals. | can't find
the secret rooms either. Could you

help me?
1. Mallen,
Brentwood.

I've helped a sufferer with this prob-
lem before, but as you're new to the
Lmiga games scene | will help you.
To get crystals you have to crush
rainbows_over the meanies’ heads.
Collect them in order of the colour
of the rainbow - red, orange, yellow,
green, cyan, blue and magenta. if
you do this a door to the secret room
will appear on the end-of-island-
baddy screen.

THE SURGERY IS
NOW CLOSED!

Nervous? Can't sleep?
Troubled by an embar-
rassing personal
problem, i.e. you can't
reach the second level of
Thunderbiunders IX?
Then why not write in
to the Doctor and put an
end to your problems
once and for all. The
Doctor can be contacted
by writing to: Dr David's
Games Surgery, THE
ONE, Priory Court, 30-32
Farringdon Lane,
London EC1R 3AU. And
please remember that
the Doc can't deal with
queries over the phone.
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Cheats. Ti i Fooiball Masters is the very latest Multi-Manager Football Simulator for 16 bit
s, Iips, and Game Solutions O i, - o =
= the most comprehensive football management game ever. This is the fourth and
| CHEATS GALORE “ final revision . It's waiting to test your skills right now! Features Include:
U‘H 91 101 234 Multl-Manager game for 1 to 4 Plavers. Three levels of di"r'it'ult', I'IE Hour Dispatch ""'"""“'“h"’l
MEGATIP GA MESLINE Choose six from fifteen Tactics. The plaver Formation routine is the m:«, versatile ever created
U uu 1 4 4 5 g H ?' Y'ou can inspect nearly all Opponents Statistics and vou can see all Pitch Sizes
- - - - atch highlights minute by minute, make substitutions or team changes at any time. Live injuries
AMIGA GAM E > -I- I1PS :|1'I|:rt' -!'rj';ll it.:.lh I.1..:||| riﬂ.lIl:l;nl'.'l.:_’_j_-:.!:ljl|hl.'{ll-lr.:-j|: f;:‘:tll! Illie;;ﬂjl'rt ‘i‘ll::'ll ‘_.‘IL:*I:':'-_":::?}’(:Il:. rl'..lrllllll'll&"} I':!.l'lﬁ‘l*'lr'i‘:*la-li'tll:t."

AMIGCA HOTLINE Winners and UEFA Cups. All cup match rules have been made as accurate as possible. Two leg ties

Extra time, Away goal rule, Seeded draws, European Mini Leagues, etc. You can physical

{; H g I. "1.“1' 5 9 B 5 participate in any Penalty Shootout, hully animated graphics, controlled by jovstick and/or mouse

SHAD {_} WF 0 [“ THE BEA H T [ A I\ D 11 All 4 league divisions (incledes Premier) with play-offs and league expulsion
H ,-". R H _.-\_ R Iii N [ l 5 ': } LI -T I {} N Real initial, sumame .J':'.\'Jl:l'_,\x' CAFSET TECOnis, ||r_"-::_||' and aged entered for all ;'||.n.\".'. as al I|u'_-.|.1'.| af
’ N ‘_}H 91 442 022 n[l‘m"-.'inl ._1;II.:'.!T|IT:JIIi';u'hf{".n::::rl?ll;lllf‘hllf:i-lc.'f}!‘:liil:.-ul '!.:l':fljl:.uh’:- rTJ:”:t:}:ﬁ'Eer;:r:e:IT£r“ ah e
I FIRST SAMURAI HELPLINE

‘ ‘]tilj ] 4‘ 'I' 5 T H f-" Full UK and E'_.ru_;-ps_'._'.n Cup itinerany Includes FA ].L'aglu' Fenlih Daia .-5|I..I-..l5g|.1.w. E':IJIn..I[J-G:’d:'I. |::II:I

ively and real-time transfer market, with an approsch facility, negotiate wages and contracts
Foreign Transactions I-"Iml sl transfers and trainees. Unigue and simple training
prove plaver skills, ST 51 2K version excludes penalty sequence

0891 445 926 el
MA '-;'IC P{JCKEI’FSIH O nl.-’iN l} ;llg::' qL rnt cilities to list all the vital information. Masses of historical statistics on past
SO IJ[T.III_I_ U ™ games, plavers and manager. Realistic Gate Capacities and Ground Improvements
0891 445 928 ick gam
COMPUTER FUNLINE
0891 445 799 An of
WHIZZ KID COMPUTER QUIZ | -
0891 101 255
FOR INFORMATION ON ALL OUR
HELPLINES

0891 445 904 i

inta lord and save. All screens updated quickly and displayed ina pleasant format, which
w camfortable to read, Fully mause operated. Prnted instruction booklet with plenty
1 Editor is available las an extra) to add Mexibility to the new or saved garnas

screen allews some of the above to be switched off if so desired. Others not mentioned
le Show All Goalscorers (when possible) and Show Transfer News.

o Il'-'."fl'_ll ¥.l IJL;:

ALL LINES UPDATED WEEKLY
PROPRIETOR:- Jacquling Wright, P.O. Box 17 Ashton-Under- Lyme
Calls cost 36p per min at ‘cheap rate’ and 48p per min at other times

BEAT THE BOOKIES!!!

"Amazed at the predictions...Mever had so many oy
winners..." CR+ User Mr B (Worthing) Bold text highl Sl .
"Brilliant...Helped me to beat the bookies!” CRH+ There are many, many otk Illr.-' ||||ru_|-, that make this game the most addictive and accurate
User Mr W [(Herts) interpretation of a Foothall Mar IAgers season It would be impossible to list all the features in
"Unbeatable value and unrivaled accuracy.” t this is the best. We have thousands of ‘-."I‘I"-{II"'I" CLIStOMErs
Features incluge: Flat and Mational Hunt imputs, Race sre still playing it 2 vears after purchase, See
:,:E;:itu-'g'zB.ﬁ:gﬁ;ﬁc;ﬂhl-l:faﬂgiligrﬂrma“D" BT [hp order form below for details on how to r this '|'|'|-.>(‘|'|'||-.*  game. Available for all Atari
eabiid] . 5T A PC WINDOWS version 1992
COMPUTER-A-RACE;  'atest flat tips incllude: NASHVILLE BLUES {won at S ARSI '

WES'HTT!AB STABLE MASTERS
more. {(As advertised in 'The Sporting Life') E
£14.99 *Standard Version also available for J‘i"_‘EI.!EI"EI- {Disk

Nz 155 1-.4-»‘..| 'w:-.'n_.;-lr.-|r.|.1..|u::-:_. PeOY PIMERNOS eFE

fﬁwhli'e- B:]F':ﬂ |I'|:| dEI{ 1 i Mas‘ler Manual] An am 'ldﬂ“J. ||_14|'- ical strategic Four vears of "IL”»\"|IJ|'IF"|II-'F||: by a raci g expert has led
o sl BETTING FOR PROFIT IS BETTING FOR FUN! simulator that's fun and easy to play to the release of this great strategy Harse Racing
“ Order Now! for all the family. 0, 1 or 2 players on simulation. *'ou can participate as the Cwner, Trainer
.llSk.. 1% Emy |i'I'IJ'IJ'.fE£| \ﬂa-lual Cheques/PO payable to HANDISOFT keyboard, mouse or joystick. Pick your and or Betting Punter in this remarkable game Asthe
(Mail Order ONLY) moves from the selection available trainer youmust try to discover the horses ideal racing

Wallet. Labels and p‘dﬂTE offer Handisoft, 37 Hearsall Lane, Spon End, and watch your animated warrior battle conditions (mainly distance & going). Animated race
elsanau Coventry CW5 6HF g it aut, Watch the energy bar indicators display, formbook, 20M) horses with independent

and plan vour next move . Edit Wrestlers personal profiles, i .l':-l-\:'r'- simple mouse and icon
plus mamy other features menu selection. Many other itermns are included

Amiga 1MB RAM. Only £19.95 Amiga 1MB or any Atari ."'n Onky £19.95
24 HOUR CREDIT CARD HOT-LINE

Arsver Phone Outsice Office Howrs IR
o, EN(0702) 60055750 a 5™
———————---------———

< Al tf detailed in this advert are only

e programs detailed in this advert are o
; I m‘L ORDERS :1I.G!|L'|l:wrﬂ1rc{rugf direct mail from ESP Soltware l

e SRR b wovenes s Puiress i et oL A
G g A R B R R i

SRR =11 v | RSPy . Tel.
‘ I I. I.1'|w« an computer, please send me the fnll wiing ltems:- I
' WE BUY AND SEI.L AIJ. I _Uiﬁrlulz' | Description "}:L,;H-‘_-:I-l-l Unit Cost | Total I
| Praf al F Maahrw 512K (5T Only} " | 19 95
TYPES OF SECONDHAND GAMES ! ’ ters IMB* | 24.05 !
I Ir== F“ F ‘\-"I Editor [Nu For 512K Amiga) * S 12.00 l
HUMNDREDS OF TITLES IM STOCK FROM OLD TO NEW E.G.: e | Wrestling Masters [Amiga |MB] | 1995
LEGEMDS OF VALOUR, LEGEND OF KYRAMNDIA, SEMSIBLE SOCCER i I l Stable Masters (Amiga 1MB or An w ST) 1995 l
Phone Bahwesn Write to: SOFTSWAP I T Amiga 'ﬂzx H.I'&M ['1]'>an-=~in':!__ T | 27.00 l
- - 0
&pm -10 pm Weekdays P.O. BOX 124 | e e e | TS Tt.!%'I'J;:L I
e of i i i S hours it

ﬁ 0732 872241 WEST MALLING |1>| Ier a ( ﬁc*qt.a.,-'Pu- al Or lJr;r made payable to I'- P SOFTWARE I

KEMT ME19 S5RM Cut out and post this form to-(photocopies or written orders are acceptable)  E. & OE
L S e e Ll




e R MRl e il i s e i i &

Addoms Family..
Atterburner ..
Aupony

Airbus ..

Air, Land, Sea

Air Suppaort

Alien 3

Altered Beast

Amberstar®

Amos The Creator

Amas 30

Amos f._u_l:"||_-||l_-|

Amos Professianal

Another World,

Aguatic Games

AlLu'urJ 2

FReeT :_‘I Wimners

Archer Macleans Pool *
Arsenal FC *

Ashes of Empire

Aszassin

Assault on Alcoiraz

A = Train®

B17 Flying Fortress |1 Meg) *
Baotman Coped Crusoder
Batman the Maovie

Bat 2 * (1 Meg)...
Battletoads * ..

B.C. Kid

En”':.- e Ki-;l 5

Birds of Prey |1 Meg)

Black Crypt

Blues Brothers

Bononza Bros

Bubble Bobble

Cabal.......
Califarnia Games
Califarnia Games 2
:.-I'I-'l Lewis f-.l':n”E:I'll:'_llt"
Campaign

Castles .
Centurion R e
Champienship Manager (|
Chaos Engine

Chuck H.,..le 2
Civilisation
Coal Warld®
Conon The Cimmernian *
Covert Action (1 1"1"L-5:1|
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{_- ruise For A r.-\.":l!:":-\d"'

Curse of Enchata

Dr_:ll_":,r -I""Ulrli_:-'_.:_'pl' i_ill_l:lr_-llliit".
Dark Sun: Shottered Londs *
Dark Gueen Of K.rynn
Death Knights Of Krynn (1
Deluxe Paint 4 .
Demonsgate ® ..

Dasari E:-I' ke*

Dizzy Co lesction
Doodlebug

Double Dragon

Double Dragon 2......
Double Dragen 3.
Dragon Ninjo
Dlﬁ:ul'l."ll.‘ll..-ﬂl"r

Dream Team ...

Dune B st
Dungeon Master Chaos

Meg|

Dynubin o e -

Easy Amos ...

Elvira 2 {1 Meg)

Elite 2*°

FFEI'..

Euro Football Champ ¥
Eye of the Baholder (1 Meg |

Eye Of The Beholder 2 (1 Meg)
Eve of the Starm *

F15 Strike Eagle 2 (1 heg)

Flé& fu:uml'-nr ket

F19 Stealth Fighter

Fantastic Warlds

Falecon 3 *

Final Fight

Fire Force

Fire and lce o e i
First Samurai + |".’Ir_-5_a|_1 Lo-Monia
Fls -+ I

Flash Bock
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Football Crazy . ; 5.9

Football Director 2 (1 Meg| s
Games 92-Espana.........c...... 19.99
Ghaostbusters 2. ey 6,99
Ghouls and Ghosts_. 46,99
G LOC 16,99
Goblins 16,99
Godtather Action . 19,99
Godfather Adventure 2499
Gods | 4,99
{_;u_nlgit:n Anxa q.99
Groham Gooch * 1% 99
Grohom Taylor..... 16,99
Grusome " 16.99
Gunship 2000 * [1 Meg) 22.99
Guy Spy 5 19.99
Hard DI'I'r'i"'I &5.7%
T T —— 16.99
Harpoon + Battleset 72.99
Harpoon Bolileset 3 Q.99
Harpoon fofilesst 4 Q90
Horpoon Scenaric Editor 13.9%
Head Cver Heels il 699
Heart OF China (1 Meg) .. 22.9%
Heimdall {1 Meg].... 19.99
Hitchikers Guide 7.99
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Hook . &.99
Humans Qo

lon Botham .. 19.99
[ % & e
Indy Jomes - Atlantis Action ™ ... 19.99
Incy Jones - Atantis Adv * (1 Meg) ...24.99
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Ishar Fones 19.99
o0 g R R - ok b e e 699
Jock Micklous Extra Courses....... Q.99
Jock Micklaus Gaolf ................... ;.99
lack Micklaus Unlimited Golf [1 Meg) 19.99
Joguar X0220 {1 Maeg) 16,99

limmy Whites Snooker
lohn Madden

Keys of Maramon *
Kings Gluest 5 |1 Meg] ..
Kl'lqil'llr"nrn'ﬁ N
Knights of the
K.O 2 - Giants of Europe
Loser Squod 2 *

Lecancle

Leathal Weapon 3 " ..........
Leathar Goddess ..

Leeds United

Legend ks S
Leisure Suit Larry 5 (1 Meg) ..
Lemrmings

lemmings 2°.......c.ceei
|_|'_'r"'.|||ir'|g', Construction Kit ®
Lemimings + Data Disk
Links .....

Lembard F{l’,lllx_r
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M e b

#1 Tank Flatoon

h.-’lr_|r_|ir_ Packets
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Moich of the Day

Mega Fortress |1 Meg]

Mega Sports :
Mega Traveller 1 [1Meg) ......
Mega Traveller 2 (1 Meg)
Microprose Golf,
Microprose Soccer

Midmight Resistance
Michwinter 2 [1 Mag) ...
Moonstone |1 Meg).....

tew Zealond Stery ...
Migel Mansell World Champ
Mo Sacond Prize” ..
Operation Thunderbalt
[:l[_l::lullcr'. Walf

Cirk

Outrun

Poangy - iies

Paperboy 2

Parasol Stars ...

PGA Golf Courses.

PGA Tour Golb+

(1 Meg) cccoree
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Fanhasies ....cecereveenenss
DratimS. .cessssensransnnars

Pool of Rodiance (1 Meg)
Pools of Darkness (1 Meg)
Populous ..

Populous
Populous
Populeus

2 'j | ll'\-J":‘!I.'jl
24

i:|~::|:r:ngje Disk.........

Pewerdrift

|]

BT BT P—

Powermanger Data Disk 1

Premiere (1 Meg|

Predator
R-Type

Railroad Tycoon (1 Meg) .
Rainbow Collection
Roinbow Islands

Rambo 3
Kamparts
Reach for
Realms |1
Eed Heat
Red Zone

the Skias *
Meg].

Rise of the Dragon (1 Meg)
Risky Wioods
Road Rash

Robacod
Robocop
Robocop

J

Robo Sport

Rock Star
Rome AD
R-Typa 2

Second Surami o
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Secret Monkey | 99
Sensible SOCCET 1orerers 16.99
Sensible Soccer 1.1 .oeoiinnnenns 29
Shadow Lands .......ccceeeeeennns 19.99
Shadow of Beast 3 A9 ‘EE"
Shadow Warriors 6.9
Shoadow Wor :|'|<,.' | 7.9
Shinab 8.99
Shoat Em Lp Con Kit R
R R R 19.99
Silent Service 2 |1 Meg| 2299
?':i-lkwurm ; I‘.T‘-‘i;
| T T Y e oL N e 69

Ei'1j:ri: ity+ Fl.'||:':.1|-.’:-u'-. 1999
Sim Earth® - 2299
Spoce Crusade 1699
Spac al Farces 22.9¢
Strofegy Masters®....._....... 20.9%
Street Fighter 2 * .................. 19.99
Strider i : 699
Striker [1 Meg)... 4.9%
Sir ip Poker 2 + Dato e
Stunt Cair Rocar 699
Super Fighter 7o
Super Hang On ... 46,99
Super Tetris 699
Switchblade. 699
Switchblade 2 B9
Team Yonkee 3 19,99
Team Yonkee 2 |1 Meg] ... 12,99
Teenoge Mutant Turtles 2 14.99
Terminator 2 ... 1599
The Immartal [ ME{E:I 899
The MAGRGGET .......ccocissnrnnnnes 19.99
Their Finest Houwr [1 Meg) 19,99
Thunderhowk 19.99
Titus The Fox 146,99
fop League 20.99
Traddlers 14,99
Turbo Cha |en-§n La 399
Turbo Challenge 2. 14,99
Turba Cha |r:|l{i;4.' 3 14.9%
Turbo Qutrun B Y
Turrican 2... A
TV Sports Boseball * LR
Iirmo & (] Meq) 1999
opia + Cata Dhsk.... 1899
Vovoger ............ .89
I'-*V'.i'lt_l Lommant ||.;—| [ .".-JIEE:l 2299
‘Wizhall 4,99
Wizkid 14,99
Zool. o

. Tel orders: 0268 271172
Next day service availablle add £2.50. Check to see if games are 1 Meg Capacity.

SPECIAL OFFERS

Kick (T 2 1 Meg ..ccccereserenersrsssnssssnss 0.99

Kick OIF 2 1/2 Meg .oocmmsesmsmmsnsesns 7.99

Kick (MT 2 Final Whistle............... s

Kick (T 2 Gaints OF Europe ......... .99

Kick Off 2 Return To Europe ........ 7.99

Kick (0T 2 Winning Tactics... ALY

Shadow OF Beast 2 ........ L £

The Kristal

Wild Wheels

Mercenary 3

Dizzy Manic

Popeye 2

Thundersirike

Seymour Goes To Hollywood ......... 6,99
EDUCATIONAL

The Three Bears (5-10] ...........c.... 13.99

Magic Maths (4-5) cocmommeman 13.99

Maths Manio (B=12)....cccommsmsnssssins 13.99

Junior Typist (5-10) . 1L

Beiter Spelling (8-10) e 1399

Better Maths (12160 ... a1 399

Fun Scharol 2 (6-8).eeamssmmammmmsssnnas 6,949

Fun School 2 (+8i... -

Fun School (U6) ...ooeemememsssssssssind 099

Fun School 3 (5-7)..
Fun School 3 (U7} ..

Fun School 3 (U'S)... L1699
Fun Schionl 3 (5-7) cemssssenssssnsanssns 16, 9%
Fun School 4 {7-11} .cocccecciisnas p—
Fun School 4 {US) ....ooocmemersmsnsmesns 1. 9%

JUNIOR ADVENTURE

A christmas, carol scrooge +8..... 1199
Robin Hood B+ ...ocoooanmmmmmnnmanansas 13.99
The Wind in The Willows .. 13,99
The Wirzard OF OF +6 ....coceinena 13.99

BLANK DISKS
TDK Or Maxwell
10 x 3.5 -£7.99
20x 3.5" -£14.50
50 x 3.5" - £35.00
100 x 3.5" - £44.99

PRECISION - BOXED
10 x 3.5 - 6.49
20 x 3.5 - 11.99
50 x 3.5 - 26.00

UNBRANDED - LOOSE
10x3.5-599
20x 3.5-10.99
S0 x3.5-2399
1) x 3.5 - 4499

RECYCLED - LOOSE
10 x 3.5 - 4.50
20 x 3.5 - 8.50
50 x 3.5 - 16.00
100 x 3.5 - 30,00

= A

e
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With tears in his eyes big

David Upchurch hosts his
final PD Zone - from
next month boy wonder
Simon Byron parks his
bot in the not-so-hot
seat. At least you should
get some better intros
from now on...

BALDY
Fortiss PD,
Assassins 38.

t may be a sad reflection on my
II:u'u:I-,- life but | find it quite exciting

when I first load up a new PD title
As the disk drive chunters away and
the screen blacks out | sit there, won
Will it be another cracking
like
another perfect arcade clone like Don
key Kong? But if the dreaded AMOS
logo pops up such hopes go out the
window. That's not to say all AMOS-cre-
ated games are rubbish - War
superb - but it's true to say that most
of them are

S0 when | read the AMOS credit on
the title screen of Baldy | was, to put it
bluntly, less tham ecstatic. However,
shouldn't have beem so negative as play
proved Baldy to be something of a
cracker, |t appears our surly slaphead ot
a hero has lost his precious floppy disks

dering

shoot-"em-up Cybernetin? Or

Vids

and so has to negotiate screen after
screen of platforms to get them back

Baldy can only crouch or jump left
and right, put there are transporters
dotted here and there which he can
use to reach
SCreen

the side of

different levels of the
Arrows are fired at him from
screen by some
unknown enemy, and it requires quick
wits and quicker reactions to dodge
the missiles and grab the disks without
being hit. It sounds simple and it is
simple, but it's very addictive. Great

fun all the way.

OVERALL: 84%

PACMAN DELUXE
Fortiss PD,
Assassins 41.

es, there's still life in the old
deg yet - provided you give it

a good kick. This has to be the
best version of PacMan yet - the playa-
bility and control over the hero is spot-
on {which is where a lot of the other
PD clones lose out). The.graphics are
superh - the well-drawn, colourful Pac-
Man and Ghosts have real character.
Because the sprites are quite large the
mazes are a lot smaller but, far from
making the game feel claustrophobic,
this just makes it harder and more
exciting.

But this isn't just a straight clone.
The programmers have added some
well thought-out new features that
really add to the game. The specials
appear, as usual, just below the Ghaost
Pen, and, as well as the usual sweet-
n'-juicy fruit point bonuses, there a
special power-ups which do things like
speed Pac Man up, give him tempo-
rary invulnerability, turn all the dots
into valuable crystals and so on. Let-
ters occasionally appear, and if you
collect enough to make the word

17 Bit, disk
2276.

ccording to the
A:;-' ogrammers
this game first
the 5T PD

scene and they decided to

r:lF:I.ll.':lll:"I on

convert it on to the
Amiga after their mate
who owned the 5T moved
away and they couldn’t
play it anymore. I'm sur-
prised that anyone would
own up to having any fr

owned an 5T but there you go.

'EXTRA' you get a new life,

On top of that the maze lay-outs
change every few screens, so you're
constantly kept on your toes. Some
mazes even have invisible walls! |
didn't think I'd ever find myself rav-
ing over yet another PacMan clone but
| am - it's just brilliant. A must get.

OVERALL: 90%

ends who

5till, don’t let Atoms” origins scare
you off because this is rather a nice
little game. It's for two to five play
ers, each of whom takes it in turn to
place an atom on one of the squares
on the board. An atom may be placed
wherever there's an empty square or
another of the player’s atoms. Each
square may only hold a maximum of
three atoms so if the player tries to
put another atom there the whaole lot
becomes
blowing the four atoms out into the
surrounding sguares
removing amy ‘enemy’ atoms
that already happen to be
The idea is to use this
explosive potential to even
tually get rid of all the other
players’ atoms.

Atoms may not sound that
exciting but it's a surprising
y addictive affair, especially
f you've got the full comple-
ment of five people playing.
It's a shame that there's no
option to play against the com-
puter but I'm sure you've all got a
couple of friends you can invite
around for a bash. And they said
physics couldn’t be fun...

OVERALL: 82%

> > > >

unstable and explodes,

and

there
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HELLZONE
Fortiss PD,

Assassins 41.
ancy a bit of R-Type
action? Well, then

I you've come to the
right place - the HellZone!
As you can probably tell
from the screenshots this
is a horizontally-scrolling
blaster, with the player
having to guide a fragile
spaceship through caverns and tun-
nels and wave after wave of vicious
xenomorphs. Some aliens, when
destroyed, leave power-up capsules
which add’ extra weaponry and fea-
tures to the ship if collected. Etc, etc...

Yup, it's business as usual - no sur-
prises here. But it plays fine and the
graphics are okay. All the explosions
have been ripped off from Sidewinder
but since they were pretty good in the
first place that's no big problem. If |
have any complaint at all it's that the
screen is a bit on the narrow side and
things can get a tad cramped at
times. Still when you consider that
this would easily have passed muster
as a full-price game just a couple of

years ago then you can't really com-
plain. Worth a try.

OVERALL: 77%

LEAP!
Fortiss PD, Assassins 41.

ow simple can a game get? Very, is the answer -
and Leap! is the evidence. All you have to is guide
a little man from the bottom of the screen to the
top by jumping him up through the holes in the platforms.
Matters are made a little more complex than they sound
by the fact that the holes move, and if the vulnerable lit
tle chap gets hit by the edge of the platform or falls
through one of the roving holes he dies. And that's it - no
bells, no whistles

At least, | think that's it. | know it's a shocking admis-
sion for any games reviewer to make but | just couldn’t
get beyond the first bloody level. | tried, really | did, but
the game's so infuriatingly and unfairly difficult that after
a full hour of wrestling with the joystick and pulling out
my hair, teeth and arms at the socket | had to concede
defeat.
For all | know there may be monsters, secret rooms,
3D flying sub-games or whatever later on, but quite
honestly | was so fed up by the game’s toughness that

il B M i e s

# 17 Bit Software,

15t Flaor Offices,

2/8 Market Street, Wakefield,
West Yorkshire WF1 1DH.

Tel: (0924) 366982

Dur ;lnurl and I-nrH:II thanks go out to the follow-
ing Prime PD People for the stuff they sent in for

#® Fortiss PD, P.O. Box 2,
Earl Shilton,

Leicester LE9 8LU.

Tel: (0455) 850980,

TOP OF THE
LEAGUE

efore | start | suppose |'d better

17 Bit, disk 2273.
Bﬂdmii that I'm not a big fan of
footy management games even

when they're done well so when one's
been done very badly (as Top of the
League has been) I'm bound to be
even more non-plussed. There's noth-
ing that wrong the actual
mechanics of the game - everything's
in there that you'd expect, like trans
fers, training, ground management
and so forth - but the presentation’s

with

Score: B8R84 Hi:AAB88

| couldn't be bothered to perservere, and the mind-bog-
glingly dull visuals didn't give me much incentive either.
| seem to remember that years ago there was a very sim-
ilar game called something like Jumping lack from Imag-
ine (remember them?) on the Vic 20 and that wasn't much
cop either. One for the masochists, methinks.

OVERALL: 37%

so awful and the player interface so
cumbersome that it becomes a rea
chore to play

Take changing the team's forma-
tion, for example, It says that you've
got to press Z or X to cycle thrnugh the
choices on offer. Fair enough,
thought. But rather than just pressing
the relevant key and the new formation
appearing, you have to press the key
and then RETURM before anything (very
slowly) happens. It's a small thing, |
know, but when you get a similar lack
of fnendliness on every other screen it
wears you down very quickly.

Even the match days are a wash-out
A statie graphic of the pitch appears
you just sit there looking at it for a while
and then a message comes ups telling
you that the match is over and that
you've got to press a key to continue. i
yau're lucky and a goal's been scored
then you get a little message saying
something obscure like “The centrefor-
ward passed down the midfield” and
that's it. Packed full of big match atmao-
sphere, eh?

If you're a big fan of the genre then
you might want to take a look at this out
of interest's sake, but anybody else
should steer their gaming ship well dear

OVERALL: 31%
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It's the game that everyone's
talking about - and in the
case of programmer Andrew
Braybrook, it's normally
things like “That Uridium 2
is a real pain in the backside,
I can tell you.” Each month
in The One, you can read
how Renegade’s latest
arcade opus, due out next
Spring, is coming along, with
daily updates and top gossip
straight from the horse’s
mouth as we serialise AB's
development diary, now in A
its sixth month. Take it sk
away, o bespectacled one... / &

playfield, if any, and blow up or drift
off,

Jason has added a new tune for
the inside-ship bit; and managed to
save 60K or so by resampling some
of his instruments. That gives us

PART SIX -

OCTOBER/NOVEMBER

Wednesday 21st October

We're pretty much decided on going
ahead with the dual-playfield ver-
sion, | think. With that decision out
of the way we can steam ahead with
producing graphics and more game-
play items. Having made this
momentous decision, I've cut all ties
in the game with the original 32-
colour background graphics and con-
verted one set of them to seven, with
Mark [the graphic artist] converting
and redrawing where necessary. Had
some fun organising the ground
bombs so that if they miss the
top playfield they fall some
more and will detect the back

buckets more space to put better
speech in, and a better lead instru-
ment for the title tune. He still
doesn’t seem keen on the stereo
Rickenbacker bass sample, though.
Can't think why!

Thursday 22nd October

Tried to get the dreadnought to
melt away today so as the reactors
are destroyed, the ship breaks up.
The robot then has to steer clear of
the spreading hole or die, Spent all
afternoon chasing a nasty bug
caused by the process of updating
the background. 5till havent nailed

it. Every time | put in a test to see if
something is getting corrupted, the
bug just happens anyway so I'm not
on the right track yet.

Friday 23rd October

Tried a number of methods of melt-
ing the ship, all of which use hor-
rendous quantities of CPU time and
50 cause glitches all over the place.
The last method I've tried gives me
most time, but only the top layer of
the ship melts at the moment. I've
just written the routines to hit the
other layer but I've had enough for
today,

Monday 26th October

Experimented with ways to melt the
background layer of the dread-
nought before giving up. All the co-
ordinate systems were getting tan-

gled up and it was taking up much
too much time. As all the blocks
melt, each one spreads onto four
bordering ones which quickly gen-
erates a lot of melting explosions
Doing this on two levels would have
looked pretty, I'm sure, but would
also give the processor a seizure
Settled for one layer melting and the
other brightening up and then dark-
ening.

Tuesday 27th October
Mark has nearly finished work on
the background character sets that
were in 32 colours. He has added
loads more detail to them to make
up for the lack of colour. It does look
good now, and with most of the
sprites now redone we can get on
with producing some new graphics.
Jason wanted to add a new facil-
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(Above and below) Although the dual
playfield is now likely to be scrapped in
favour of the original 32-colour mode,
these new dreadnought designs give a

better idea of what the game should
look like. These steel and concrete con-
structions are more reminiscent of the
original game than the organic designs

{Above) The simultaneous two-
player option is still in operation,
with the highest scoring player
from each level controlling the
game's scroll, with the other ship
having to keep up as best it can.

ity to the sound routine to allow us
to temporarily stop a tune, play
another, and then restart the old one
from where it left off. That allows us
to play a very short pause tune
before the sound stops, and then
restart the tune when you un-pause.
Also it can be used to play a 'big boss
theme’ when fighting the big meany.

Wednesday 28th October
One minute it's hot, the next it's
cold. Must be some Fire & lce some-
where

Thursday 29th October

Lifted all the old ship attack patterns
and waves from the C64 version and
dropped them into the Amiga code.
They took a gratuitous amount of
chopping about on the editor as |
now define these things in a slight-
ly more civilised manner. | can now
gauge the game’'s difficulty a bit bet-
ter by seeing how long people last

(Right) The latest, all-singing, all-
dancing, 32-colour dreadnought in
action. The game now features a
scrolling radar display showing your
position over the giant ship.

when playing it. Actually, it's a bit
grim at the moment.

Friday 30th October

Rationalised the attack waves to
remove unnecessary ones that don't
need to be there with the new sys-
tem. Also fixed the chasing patterns
as the new chaser ships are a bit
smarter but need to be coaxed along
a bit more. Everything from the orig-
inal can be done, but with bells and

of the later ships.

whistles and plenty more options to
boot.

| want to build a small map dis-
play into the control panel to give
the player a bit more look-ahead. If |
use the hardware sprite software
that | used in Fire & Ice then | should
be able to take over the sprite DMA
channels at the bottom of the game
screen and get them to display a
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scrolling three-colour contour map.

Monday 2nd November
The small map needs the following
tasks to be done: _
{1) Translate the large blocks in the
map into single coloured pixels by
examining the heights.
(2) Place all of these pixels into hard-
ware sprite images.
(3) Cut a hole in the display panel for
the map.
(4) Get the copper list setup routine
to work out which part of the map
to show and display the appropriate
hardware sprites,
(5) Draw a new panel display with a
cut-out in the middle to show the
map through.

| blanked out the panel temporar-
ily so | could see where the sprites
were, There's no point in getting the
calculator out and trying to figure
out where the sprites are going, just
get in there and throw some figures
at it. As long as you have a fair
chance of seeing where things are,
you can move them a bit at a time
until you get it right.

Tuesday 3rd November
Managed to throw away a few hours
viork when | restored a file from a
backup because I'd made a total
botch-up of it. | hadn't done a back-
up guite as recently as | had hoped
s0 | lost some of the more recent
updates to the world data.

Brought in a pitch-shifter pedal
for lason to create some more
speech with. Now that I've freed up
some more memory we can spend
some more on the sound, and Jason
doesn’t have to worry about his
voice being heard because that pedal
is guite amazing. You, too, can be
Darth Vader.

Wednesday 4th November
Mot a great day for the history
books. Just about everything that
could go wrong did. It knows I'm in
a hurry. The mapper can't produce
four-colour output so | had to refor-
mat its character set. The map was in
the wrong position so | had to move
that over. Then the FAX machine ran
out of paper just as | wanted to send
one long distance.

Thursday 5th November

Paid a flying visit to Paris to see how
the French put on a computer show.
Congratulations to Sensible Software
for Soccer getting the Tilt Best Com-
puter Sports Game award.

Monday 9th November

Went to a another computer show at
the week-end. I'm not allowed to
mention which one as Renegade
didn’t have a stand there. Got Urid-
ium 2 running on an Amiga
4000. No incompatibility prob

lems yet,

d
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{Above and right) The new dread-
noughts are becoming more surreal
and Giger-esque by the minute -
notice the skeletal motif here. The
game also now boasts a funky in-
game track and loading screen
music inspired by the famous C64
work of Martin Galway.

Got a second set of fleet graphics
from a freelance artist, Stephen
Rushbrook, who is doing what
should become the first fleet. The
style is more along the lines of the
original C64 but much better. We
managed to put the graphics into
the game after a struggle with the
packer, which crashed repeatedly,
and the mapper that steadfastly
refused to produce anything remote-
ly related to the correct output.

Tuesday 10th November

Defined all the destructible lumps of
the new deck and all the Uridimine
launch ports. This highlighted two
new problems. For one thing, too
many destructibles in one locale tend

to cause the machine to have a
seizure when they all blow at once.
That isn't actually too bad as it just
appears as camera shake, which |
simulated in software anyway. The
other problem is that the Uridimines
get generated and left behind a lit-
tle too easily. We've got to give the
bad guys a chance, haven’'t we?
Tidied up quite a few routines
that had been pretending that they
were working (these computers will
try anything to sneak a bug through
customs) and put in three new
bonus blocks to give the player
peoints or an extra ship pod for
destroying a full wave of fighters.

Thursday 12th November
Put in some new bad guys. There's a
slow flying meany which | did call a
helicopter until some bright spark
pointed out that they wouldn't work
in space. Everyone's a smart alec.
This helicopter-type thing gets lift-
ed up from its hangar below-deck
and lifts off to chase after the play-
er.

Mark wanted the parallax layer to
not parallax an his latest ship design.
There's no pleasing some people. In
not-parallaxing mode (‘cos I'd
already considered this possibility,
being a smart kinda programmer) |
had set it up to run the three-colour
layer over the seven-colour one to
act as overhead gantries or some
such. Needless to say, this wasn't
good enough as he wanted the
three-colour layer below. A quick
wave of the magic keyboard and we
now have TOTAL flexibility.

Monday 16th November
Graeme paid us a visit from Rene-
gade. He's not tremendously keen on

Because the dreadnought maps are
far more sprawling than the original
C64's, it's tougher for Andrew to plot
where the enemy attack waves
should appear. It's this part of the
game that is taking much of the
tweaking time - if the enemy appear
too close to the player's ship the
game becomes too difficult, if they
appear too far away then the game
becomes too easy.

the seven-colour graphics and since
Mark is hinting that he'll go on strike
if he has only seven colours to play
with then we have a big problem
Most of the screenshots I've taken
fail to impress as they are limited ir
colour. It's only when you see the
game moving that it looks great.

Tuesday 17th November
Since the dual-playfield version
losing support rapidly I'm going te
return to the 32-colour version. |'ve
neglected that for a few weeks now
and I've been finding bugs in the
dual-playfield one which will still be
waiting to be discovered again. This
is a great memory test. Also ['ve
been improving the gameplay over
all and will have to redo all the
improvements that I've made. | had
to go through the whole lot file by
file. | loaded up both versions and
paged through them simultaneous-
ly. If you switch the editor quickly
from one version to the other and
back then the differences show up
like an elephant in a very small gar
den indeed. Then | just had to decide
whether that difference was because
of the two playfields, in which case
| don't want it, or because it's an
improvement. About three hours
later and | got it all linked together

Wednesday 18th November
Mark is now battling with a new
palette for his 32-colour versions of
all the ship graphics. This is fun.

Thursday 19th November
Well, Mark's new palette is a rea
bundle of laughs. | can't do a thing
with it. No black, nine browns
(which | can't tell apart from the
greens) and they're all over the
place. He seems able to draw with
it. | guess that's what they mean by
job security. No one else can use the
palette. This makes life a bit difficult
for my 3D block font - | suppose I’
have to do a new one,

Friday 20th November

As diary delivery date approaches,

have to figure out what | can rea-
sonably put into this month's demeo
disk to take to EMAP towers. All the
sound and music is just about sort
ed, it's just the graphics that are cur
rently in limbo.

Mr. Rushbrook has been working
on an animated intro sequence, No-
one could accuse him of being any-
thing less than ambitious.

NEXT
MONTH!

More of the
same, of course.

T = -
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uOh, | wish it could be Christmas every day-ay-ay-a-y.... When the bells are ringing and
the band begins to play-ay-ay-ay... Ooh-ooh-ooh! Oh, I wish it could be Christmas every
. day-ay-ay-ay.... When the bells.... ring out... for Christ-mas!”
| Christmas is, of course, The One's favourite time of the year, so you'll forgive us if our
i heads seemed a little in the clouds this issue as we get into the festive spirit. Peace on
Earth and goodwill towards men and all that. Now, to matters in hand. If you're after
sneak previews of the best of 1993, you'll find the definitive previews in the first half of
the mag. If, however, you're more impatient and want to know what games will be
appearing more imminently, this is the place to be where, as usual, we reveal the games
coming your way over the next month or so. In the meantime, have a very jolly one.
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COMBAT AIR PATROL

Psygnosis

es indeed, 1993 is going to be a MUCH better year for flight simu- -
Ylationsj with something on the horizon for everybody by all
accounts, While MicroProse and Domark will be offering plenty of

heavyweight fodder for those who like their simulations as technical as
possible, Psygnaosis is planning to cater more for the trigger-happy gung-
ho market with Combat Air Patrol, a somewhat simpler affair in the vein
of user-friendly combat classics like F/A-18 Interceptor and Thunderhawk.

Set during the Gulf conflict (still a popular scenario, it seems), CAP puts
the player in control of an F-14 Tomcat (the one Tom Cruise flies) or the
sleeker F-18 Hornet
over a series of mis-
sions that combine to
make one big Desert
Storm-style campaign.
Missions are flown
from dusty air bases or
aircraft carriers against
Iraqi land, sea and air
targets. The play area,
spanning over one-mil-
lion square miles, is an
accurate reconstruction
of the Gulf battle-
ground, the idea being
that the REAL action o e N R
takes place down
below, where the surface forces are engaged. The game has a strategy sec-
tion where the player commands the Allied forces, with the success or fail-
ure of the missions you fly influencing the outcome of the ground war.

The actual flight-based action is expected to be fairly by the book, and
should hold no surprises for those familiar with games like Interceptor and
Jetfighter. The emphasis is placed more on dexterity and skill in dog-
fighting and bombing runs than having to remember thousands of way-
points and key controls, But the fact that it's more accessible than many
flight sims isn't to say it's simpler - players will be expected to master
inflight refuelling, instrument landings and a serial link 50 Amiga owners
can play head-to-head. Combat Air Patrol is expected to touch down Jan-
uary/February at £27.99.
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sia for our liking, casts you as a peasant boy
imprisoned by the Caliph who must escape and
save the princess from the Evil Vizier. The job
involves escaping from the Caliph's dungeon via
ancient tunnels under the city, then running and
leaping through fifteen levels towards the Vizier's
Black Castle, where the final confrontation and

ARABIAI\I
NIGHTS

Krisalis

with the locals to gain the objects and info he
needs. The ubiguitous guardians come in the

B R T S R S e

-
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latform games are still the order of the day,
Pit would seem, and while most of us

patiently await the arrival of Krisalis' much-
vaunted (and delayed) Soccer Kid, the company
has thoughtfully provided something to tide us
over in the meantime. Originally titled Sinbad Jnr,
Arabian Nights is, as you might expect, full of
eastern promise and platforms. The story, which
sounds just a little bit too much like Prince of Per-

all that guff awaits,

Cute and colourful to the last, Arabian Nights
is a platformer in the solid tradition of games like
Switchblade, Titus the Fox and The Addams Fam-
ily. Though much of what goes on is based
around leaping from platform to platform and
battling with swarthy guards, there's an arcade
adventure element too, where the young 5inbad
(for want of a better name) trades and interacts

form of four Djinnis (whatever they may be -
answers on a postcard, please) representing the
elemental forces of Earth, Wind, Fire and Water.
Defeat this little lot, make it over forest and rocks,
an ocean, waterfall, volcano and desert, then van-
quish the Vizier himself, and you might just live
happily ever after. At least until Soccer Kid
arrives, anyway. Priced at £25.99, Arabian
Nights is due out at the end of February.
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DARKSEED

Cyberdreams

ing to rival the likes of Lucasfilm and Westwood with the first of

a series of dark and brooding sci-fi odysseys. Already a big hit
on the PC and now almost complete on the Amiga, Darkseed has been
inspired by the art of HR Giger, the oddball Swiss illustrator whose bizarre
creations and designs have been used in movies like Alien and Poltergeist
Il. Giger himself has had a hand in the conceptual look of the game so if
nothing else it promises to be nothing short of unique graphically.

The game casts the player as science-fiction author Mike Dawson who's
just bought a Victorian house somewhere in suburban California. But Daw-
son discovers he got more than he paid for when the house turns out to
be the gateway into a sinister alien universe! The game's setting flicks
back and forward between the real world of modern day California (if you
can call that real) and the Giger-designed alien world, which not surpris-
ingly is very Alien-esque with no end of bony, biomechanical architecture.

Using the now-familiar peint-and-click graphical interface used by just
about everyone these days, Darkseed is going to have a tough time going
up against games like Monkey Island 2, Lure of the Temptress and Legend
of Kyrandia. From
what we've seen so
far, the game’s =
impressive interlaced ~1.
graphics are some of
the best seen in an
Amiga-based adven-
ture. Whether or not
the game is up to
the same standard is
something  you'll
have to wait until
| Ry e next month to find

[ D000 e : out for yourselves.
R R

Anew player has emerged on the American adventure scene, hop-

FATAL STROKES
A

ot from the success of their debut release Fireforce, International
H Computer Entertainment (or |.C.E. for short) is coming on strong

in the new year with a bevvy of titles, not least of which being a
rather odd little arcade number by the name of Fatal Strokes

The game has reputely been inspired by the works of three famous
artists, including Heironymous Bosch, the impressionist George Seurat and
a famous surrealist whose name escapes us for the moment. The painting
styles of the trio of dead old masters have been replicated in the game's
graphical look, with each of the three levels based on one particular style,
so expect a fair amount of floppy clocks and general bizarreness in the
surreal world, for example. The story (such as it is) goes that you've bought
a set of magic paintbrushes that have whisked you into the famous daubs,
and now you've got to get out. What follows is an unpredictale mix of plat-
form game and arcade adventure as you run around inside the painted
worlds, avoiding the obligatory bad guys and collecting and mixing dif-
ferent coloured paints to produce weird power-up effects.

I.C.E claims that Fatal Strokes is the sort of game that the famous
painters featured might have come up with, had computers been around
in their day and age. You
can take that with a pinch
of salt, of course, but what-
ever the game's artistic pre-
tensions, it has the makings
of a fine arcade bash. It's
due out in the shops within
a couple of months and
there's a review in the next
issue of The One. Can't
say fairer than that.
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| AMIGA PERIPHERALS

e d [ GvP's HDB= hard drive and AS30 hard drive with 40MHz accelerator, represant SN NOW IN STOCK!
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RECOMMENDED

Christmas is nearly upon us (unless you happen to be reading this after the
25th of December, in which case you've already had it, mate) and it's time
to get your present list off to Santa at the North Pole. But it's tough know-
ing which games to ask for, isn't it? Which is why our Recommended section
is so darn handy. Contained herein are all the top titles released over the
last six months or so which we at The One consider to be essential ele-
ments of every true gamer's software collection. If you ain't got these, then

you should be well and truly ashamed of yourself...

90%

The Addams Family

Publisher Ocean
Issue Reviewed June 1992
Memaory 512K
Price £25.99

Guide Gomez across tonnes of massive levels in an
effort to rescue the rest of his family in one of the finest
platform romps to appear on the Amiga so far. Bundles
ol secrel 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 a game which
is arguably better than Snooker due to the fact that
Pool Is a more accessible and easier to play sport. i
you missed out on JWWS then you'd better pol this 'un.

Assassin

Publisher Team 17

Issue Reviewed November 1992
Memory 1Mb

Price £25.99

Assassin is a Strider-based arcade shoot-'em-up which
blows the rest of the rest of the feable attempls clean
out of the water. With perfect control, five massive
levels, gorgeous graphics, inspiring sonics... Need we
go on? Assassin should be in everybody's software
collection, now!

Black Crypt

Publisher Electronic Arts
Issue Reviewed March 1992
Memory 1Mb

Price £25.99

A highly-successful attempt 1o tap into the market
pioneered by Dungeon Master and Eye of the
Beholder. Although ostensibly not too different to
what's gone before, Black Crypt succeeds
because of the intense atmosphere it generales
with its effective use of 3D.

84%

92%

92%

The Aquatic Games

Publisher Millenmium
Issue Reviewed October 1992
Memary 512K

Price £25.99

Although this type of 'waggle your sticks' sport game
went out with Moah, The Agualic Games injects new
life into the old dog by introducing a number of
unusual events. Packed full of cartoony visuals and
aided by a bouncy soundirack, the AG's should
entertain most owners with a sense of humour,

Ashes of Empire

Publisher Mirage
Issue Reviewed lune 1992
Mamary 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 to the
world via trading and the occasional bit of combat.
Boasts stunning fractal generated 3D landscapes.

Beast 3

Publisher Psygnosis

Issue Reviewed September 1892
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
game. The cleverly designed puzzies and frantic non-
stop action should keep most entertained for weeks,

Civilization

Publisher Microprose

Issue Reviewed August 18992

Memory 1Mb

Price £29.99

Sid Meier does it again - and you thought he couldn't
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, but the invohing
strategic gameplay more than compensates.
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Crazy Cars 3

Publisher Titus

Issue Reviewed August 1982
Memory 512K

Price £25.99

Another serles of games where the third proved to 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 foal to let this one
overtake you.

-

Dune

Publisher Virgin Games
lssue Reviewed June 1882
Memory 1Mb

Price £29.99

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 arkd desert world
Arrakis. Don't be fooled by the graphic adventure-ish
graphics - this is a thinking man's game, albeit one
blessed with easy accessibility and superb playability.

Eye of the Beholder 2

Publisher us Gold
Issue Reviewed May 1992
Memory 1Mb
Price £25.99

If 3D role playing adventures are your ‘thing' then you
can do no better than Beholder 2. Although it doesn't
really improve aver 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 thal are now appearing.

Fireforce

Publisher ICE

Issue Reviewad October 1992
Memaory 512K

Price £25.99

Yet another blast from the past, Fireforce has
distinctly Green Beret origins. Who cares where it
comes from when the end product is this good?
Vislence and more vislence (with some distinctly
realistic throat-slitting) make this horizontally scroller
a game which you should hide from your granny.

Indiana Jones 4 (Arcade)

Publisher Us Gold
Issue Reviewed May 1982
Memory 1M
Price £25.99

Although Indy hasnt fared too well in the arcade game
dept up till now, this isometric-3D arcade adventure
more than rectifies the matter. its blend of puzzies
and action is just right (even though the control can
be a litthe fiddly in places) and should keep any fan of
The Man with the Hat more than happy.

Jaguar XJ220

Publisher Core Design
Issue Reviewed June 1982
Memory 1Mb

Price £25.99

It seams like the World and his wife is doing some
sort of licensed car racing game these days, but
Core's etfort manages to pull away from the pack quite
glegantly thanks to some impressively-fast 30 and an
excellent easy-to-use track designer (which in our
estimation is far better than Lotus 3's RECS anyday).

0%

4 890 D/Generation
o Publisher Mindscape

Issue Reviewed July 1992
Memory 512K
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, iImmensely
suspenseful and cheap as well, you should seriously
think again if this isn't in your disk box.

Dynablaster

Publisher Ubisoft
Issue Reviewed March 1882
Memory 512K

Price £25.99

Although the single-player mode may not inspire much
praise (ii's okay, we suppose), the two-player (or even
FIVE player mode) will cost you months once you
begin to play it. The mast cowardly gameplay tactics
are called for (plant @ bomb and leggit) will have you
cursing even your mum should you challenge her.
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Fire and Ice

Publisher Renegade
Issue Reviewed May 1992
Memory 512K
Price £25.99

Another superb console-type platform game which
shows that the Amiga can do it just as well as those
fiddly cartridge machines, Guide Cool Coyote 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.

Hoi

Publisher Hollyware =
Issue Reviewed August 1992
Memory 512K

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.

7 % lpsu:s.ah:r Silmarils

Issue Reviewed E£25.99

Mamaory 512K

Price £25.99

We may disagree with the Frenchies over trivial litthe
things like Maastricht, but you've got to admit they
krow how to write damn fine RPGs. Although the first-
persan 30 system is a bit like every other youve seen
{although prettier than most), the excellent plots more
than compensate for any sense of deja vu.

3% The Legend of Kyrandia
P

ublisher Virgin Games
Issue Reviewed November 1992
Meamory 1 My
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 bast villain to have appeared in
an Amiga game yet). Lots of truly gorgeous

graphics and an inspired player interface.
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Legends of Valour

Publisher Us Gold

Issue Reviewed December 1992
Memaory 1Mb

Price £25.99

LoV uses an amazing graphics englne to generate the
most realistic 3D environment you ever seen! It gives
you total freedom of movement in the fantasy
gameworld and makes this one of the most
atmospheric RPGs yet! Destined to be hailed a classic
in years to come, you'd be foolish to miss it.

Lure of the Temptress

Publisher Virgin Gameas
Issue Reviewed July 1992
Memaory 1Mb

Prica £25.99

An impressive debut by Revolution, an English based
programming team, Lure improves over the standard
graphical adventure by way of its real character
interaction. The non-playing characters all go about
their own business, chatting to to each other and the
like, making this the closest game to real life yet.

Monkey Island 2

Publisher Us Gold
Issue Reviewed July 19892
Memory 1Mb
Price £37.989

What else is there left to say? The game to end all
graphical adventures with genuine humour and
gorgeous hand-painted graphics improves in every
way over the original (a task in itself), The disk
accessing is a trifle too much but the overall package
is one of the best you'll ever see on the Amiga.

Pinball Dreams

Publisher 21st Cantury
Issue Reviewed April 1982
Memory 512K

Price £25.99

Arguably the best of the Pinball duo, Dreams is a
masterpiece in programming. The ball movement is 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 ‘end’ there is
endless amounts of game-time to be found here.

Putty

Publisher System 3
Issue Reviewed October 1992
Memory 1Mb

Price £25.99

A high-fiyer in the charts - and deservedly 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 blab, the player has to slip, stretch and absorb
his way around umpteen gaudy levels, rescuing robots
from an evil wizard's minions, Try it - you'll like it!

Sensible Soccer V1.1

Publisher Renegade
Issue Reviewed June 1992
Memory 512K
Price £25.99

Here at The One we don't care what you OR your
males say - Sensisoccer kicks seven bells out of Kick
Off 2. Instinctive contral and out-and-out
addictiveness make it a joy to play, and the
improved goalies in this revised version have
produced a game that's near flawless!

6%

2%

Lotus 3

Publisher Gremlin

Issua Reviewed October 18982

Memory 512K

Price £25.99

The third Lotus instalment mixes the best of the two
previous offarings and ends up with a game which wi
satisfy all. With laps or circuits, a variety of race
conditions and an unusual course designer, Gremlin

have produced a real winner. You still can't wreck the
Lotuses, though!

MacDonalds Land

Publisher Virgin Games

Issue Reviewed December 1982

Memaory 1Mb

Price £25.99

Yet another attempl to ‘do’ Mario on the Amiga, this
one succeeds thanks to superb playability and some
interesting twists on old platforming themes. Of
course it's barely got an ounce of originality but who

cares when the game's this much fun? Want a great
platform game? You got it!

No Second Prize

Publisher Thalion

Issue Reviewed December 1992
Memoary 1Mb

Price £25.99

NSP is arguably the first bike game to actually make
you feel like you're astride a throbbing metal monster.
Where it scores most over its predecessors Is the
ease of control the player has over the bike - it's shee
bliss! Virtually faultless, it ranks alongside such othes
racing classics as Lotus, F1GP and Indy 500.

Project-X

Publisher - Team 17
Issue Reviewed May 1992
Memaory 1M
Price £25.99

Perhaps THE best shoot-'am-up to appear on amy
home computer, Project-X is superb in every way.
Arcade quality graphics, amazing speech samples, fif
frames per second scrolling all add up to make it a
blaster's dream. It may be a little hard for the wimps
among us, but don't bet that deter you

Risky Woods

Publisher Electronic Arts
Issue Reviewed July 1992
Mamory 512K

Price £25.99

Hay, there are these woods, right, and - they're risky!
(Thanks in the main to the legions of the Undead tha
roam its moonlight-dappled pathways). Yup, we're in
horizontal-scrolling slash-'em-up territory here and nc
a bad one at that, although the scrolling is a touch
jittery in places.

Shadoworlds

Publisher Krisalis

issue Reviewad MNovember 1992
Memory 1lib

Price £E25.99

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 puzzle-orientated
Shadowlands and arguably suffers for it - shooting
monsters in half-darkness can get annoying at times
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Space Crusade 90 = Cy Titus the Fox
/o 7 0 Publisher Titus

Publisher Gremilin

lssue Reviewad April 1992 Issue Reviewed April 1992
Memary 512K Memory 512K
Price £25.99 Price £25.99

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 furious, although the
size of the levels is offset by the occasional paucity of
baddies actually patrolling them.

Space Crusade is actually one board game that
deserved to be computerised, It removes all the fiddly
mowving plastic figures about business that made the
cardboard version a chore 1o play. The isometric
combat sections add to the already tense atmosphera
and make this game a highly enjoyable experience.

Troddlers 5% 9 1 % E,I:.::: a w{,,.-g,-,.

Publisher Storm

Issue Reviewed October 1992 | Issue Reviewed June 1992
Memory 512K Memaory 1Mb
Price E25.99 Price E31.99

The latest (and possibly the last, on Amiga at least) in
the long line of quality RPGs, Ultima VI is by far the
biest of the series, boasting attractive if diminutive
graphics, incredibly involved plotlines and buckets of
atmosphére. Mot everybody's cup of tea but an
impressive farewell (7) to say the least.

A puzzie game which is firmly Lemmings influenced,
Troddlers adds to the DMA classic by introducing a
number of ditferent level objectives. I anything it
owes a litthe more to Solomen's Key than Lemmings
with its emphasis on block manipulation as a means
to guiding the Troddlers to the level exit,

Vroom 90 f..y Wing Commander
/o 7 o Publisher Origin

Publisher Lankhor

Issue Reviewed April 1992 Issue Reviewed Movember 1992
Memory 512K Memaory 1Mb

Price £19.98 B Price £29.99

It's the PC-lo-Amiga conversion no-ane thought we'd
ever sea, but here it is 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 actually taking part in a big space
campaign pulls you through the occasional lulls.

Sadly overlooked in the hoo-har over F1GP, Vroom
{which came out a little earlier than the MicroProse
game) is an exciling polygon-based racer that makes
up for what it lacks in depth with a nifty turn of spead
and huge fun factor. And a nice touch is you can even
see your hands turning the stéeering wheel for once.

Wizkid Zool

Publisher Ocean Publisher Gremiin

Issue Reviewed June 1992 Issue Reviewed October 1982
Memory 512K Memary 1Mb

Price £25.09 Price £25.09

Gremlin certainly cooked up a character to rival even
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
| well as the plastic slabs - and better! There's nothing
l| like Zool to impress your mates.

Without a doubt the best game that Ocean has
released in a long while, Wirkid also happens to be
its most original (all thanks to those crazy funsters at
Sensible Software). On the surface it looks like a
simple Breakout-inspired arcade game, but there is in
fact a wacky arcade adventure lurking beneath. Fun!

COMPETITION

It's time for the usual end-of-Recommendeds compo and there are ten copies of top-notch
software already locked away in The One's vaults waiting to be given away to ten readers
who can fathom the answers to the following little posers...

(1) Name the three games which are new to this month's Recommended section.

(2) Now name the three games that have been kicked out to make space for them.

3IAN3IWIWOD3IYH

Answers on a postcard or back of a sealed envelope to the following address:
Recommended Compo 2, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R
3AU. And remember, it's the first ten we receive which'll win a software prize!
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NEXT
MONTH!

You'll probably be feeling a bit flabby after the Christmas excesses, so
what better way to start shaping up for Spring than by buying next
month's issue of The One? There won't be any seven-day diets, hip-n’-
thigh exercise plans or anything like that, but what there will be are
some tip-top features and reviews that should exercise your mind, if
not your body...

COMMODORE SPEAKS!

1993 is going to be a crucial year for the Amiga. Can the A600 hold its
own against the onslaught from the consoles? Will the A1200 fulfil its
potential to be the home computer of the 90s? We talk to Kelly Sumner,
managing director of Commodore UK, and ask him about his hope and
fears for the coming year.

LOOK OUT VALOUR!

Ambermoon, the sequel to Thalion's top RPG Amberstar, is coming. It
boasts 3D routines like you've never seen and threatens to blow
Legends of Valour out of the water. In an EXCLUSIVE Work In Progress
we take the wraps of this potential smash!

ENTERING THE CYBERZONE!

For the past year or so Empire has been working on an astounding 3D
polygon-based RPG set in a virtual world created by a massive
computer. Called Cyberspace, it's looking hot, hot, HOT! And guess
who's got the hot EXCLUSIVE first-look...?

REVIEWS! REVIEWS! REVIEWS!

As always there will loads of absolutely red-hot reviews. However,
since it seems that the games we quote here as definites for turning up
don't, | won't bother to mention such games as The Chaos Engine
(again), Gunship 2000 (again), Desert Strike (again) or Dragon's Lair 3
(new boy!).

THE ONE

February Issue on sale January 28th
Get it - it's the best New Year's Resolution you could make!
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HINTS TIPS *N° CALL THE GOLD PHOMNE: SPELLIAMMER » PROPHECY OF THE SHADOW » THE Mﬂll‘.llll'ﬂ DARK SUN's EYE OF PHE BEMOLOER + LEGEND DFDARKMOON o
[EYE DF THE BEHDLDER |1} » DEAGONS=0F FLAME » WEROEY OF THE LANCE TEL, 0839 &34 139 OPERATION STEALTH » ANOTHER WORLD = FLAGHBACK + CRUISE FOR A A
“COAPSE TEL O8I0 654 284 LUCASFILM HELFLIKE « LECHUCK'S REVENGE (MOMKEY IELAND 2) + INDIAWA JONES (LAST CRUSADE & FATE OF ATLANTIS) « TAK MCKRMGKEN »

MANIAC MANSION = LOOM = SECRET DF MOWKEY ISLAND + BATTLE OF II‘TMI TEL: 0839 654 123 |"Iﬂl“'"-u‘l' LIME: 0839 &54 124 « LECENDS DF 'ﬂlll TEL: 'y
0839 993 366 + ACCESS HELPLINE: AMAZON. TFL: 0839 &5& 394 » 5 TECH HELPLINE: CRUSADERS OF THE DARK SAVANT TEL. 0839 994 ‘arT
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