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I *“Choase from 24 batlefields.
nspired by  James |

Lovelock's Gaia hypothesis, |

“lse the powerful icon-driven
Sim Earth looks at the world command language: witha simple
. . point and click, robals can be
as one inferrelated living e Shace b bl
melee.

organism offering you the

ultimate experience in
*Challenge your iriends (and

enemies) through network support
for up fo four machines.

planet management. Design
and nurture planets from

their creafion through the
*Use modem and serial link fo mi%
and maich games on Macintosh,
Amiga or Windows versions.

evolution of life fo the
development of infelligence
and technology that can

reach for the stars.

TM & = 1990 Maxis and Will Wright.
Al rights reserved.

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

AVAILABLE FOR: Macintosh,
Windows and Amiga.

*(hoase from seven different

lonel scenaris Aimed with bombs, bullets, missiles, grenades and mos

you' control feams of Robots that compete in five differe
"o sports: Survival, Treasure Hunt, Capture the Flag, Hostage a
*¥i worlds as flal ) . :
m'i:n';‘:m s ks Baseball. By combining the factical challenge of chess w

the infensity of guerrilla warfare, RoboSport provokes fo

*Rule unkimited random workds.

*Unleash volcanaes, earthquakes,
meteors and fidal waves. sfrategic mayiiem. N & = 1991 Maxis and Edward Kilham. Allrights reserved
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Sure A-Train  has
frains... but there's a lof |
more fo it than making
fracks.  This new |

friple challenge ' of
designing and running a V4
profitable railroad,

Tt

- |
< SNS . TEL: 061 832 6633 . FAX: 061 834 0650~ |

growing a city and building a financial empire. You
% can borrow money, invest in suhsidiarf business
= and dabble in the stock marke! as well. Six
scenarios will fake all the organisational falent,
planning skills and fiscal genius you've got.

Maybe more. 1M & = 1991 Aridink and Maxis. All rights reseeved.

*Simulated 3-D graphics provide
map and safellile views.

*Choose fram 19 different train
engines,

“Pick any 24 OTC shocks fo reap
exira profils.

*Build apartments, offices,
factories, ski resorts, amusement
parks and more.

*Get all of the professional advice
you need from the many on-screen
experts in A-Train. =

AVAILABLE FOR: [BM PC,
Macintosh and Amiga.
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Can we please go home now?
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8 BOOT SECTOR
Disks, disks, disks, disks,

marching up and down again. §# g
Iig here are THREE wdn-
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"Yup, that's com-

Beholder Studios? And - good-
ness! - if Commodore haven't
had record sales this years! Etc,

etc... -0 3
=y~ e
b0 -
20 WIN A BIKE! AL -
Interplay are so ecstatic about B

all the good word of mouth
The Lost Vikings is getting
because of the demo, they've
decided to hold a compo!

22 LETTERS

Hey! Don't bottle up your feelings
about the Amiga games market -
come here and let them all out!

29 MEDIA MADNESS!

Just why have the telly, radio and
newspaper people leapt onto the
computer games bandwagon?
What do they do differently to us
at The One? All is revealed...

Something's movin'! It's gettin' closer! The signal's strong now...
For the first time ANYWHERE, Team 17 talk about Alien Breed 2
and give you a glimpse of what it'll look like.
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ALIEN BREED 2 SPECIAL 25
B-17 FLYING FORTRESS  REVIEW 62
BEAVERS REVIEW 68

BILL'S TOMATO GAME TIPS 112

THE FROG THAT | TG WIP 54

ROAREBIIIIIIII42
We've spent a day out with BODY BLOWS TIPS 100

Peter Molyneux and his
cronies at the Bullfrog CASTLES 2 w

offices down in Guildford CHAMP. MANAGER'93  REVIEW 78

| and just look what we

ghrought back with us... THE CHAOS ENGINE TIPS 106
| COHORT 2 REVIEW 72

D-DAY WIP

D-HERO WIP

I 1I

P 55

28 WIN A DAY OUT! you about all those excellent bud-

Grandslam are offering one reader &€t games out now. GRAHAM GOOCH CRICKET REVIEW 70

and their family the chance to visit

a top nature p:ri: - FREE! 98 WIN A BOARD! KGB TIPS 102

Well, it's a boardgame, actually. .
41 WORK IN Monopoly to be precise, in this LEGEND CHEAPOS N
- :

znﬂfnﬁﬁs R i S il o NICK FALDO'S GOLF TIPS 105
ing! Ding! This stop for Bullfrog's

Syndicate, Team 17's Overdrive, 1900 KILL ZONE NIGEL MANSELL (A1200) REVIEW 84

MicroProse's F-117A, Krisalis's Soc- ~ Body Blows, Chaos Engine, KGB,

cer Kid and - ooh! - loads more! Bill's Tomato Game and tons more. NIPPON SAFES INC. REVIEW 80
You'll have to read it to believe it!

56 THE SHOW MUST MOONSTONE CHEAPOS 90
[. GO ON (AND ON) 121 PD ZONE -

Gary Penn has a wander around FREE software! How can you possi- SRS HILTYS WIP 46

this year's European Computer bly resist it? _

Trade Show in Islington. PIRATES CHEAPOS 92

126 RECOMMENDED
61 REVIEWS Don't make a rash purchasing deci- kbbb WIP 44

My goodness! Absolutely stacks of  Sion which 1'"3'“'"_ regret for t.he rest RODLAND CHEAPOS 89
reviews for you this month. of your natural life - read this.

89 CHEAPOS!

This is the section that Norman
Lamont always reads first, as it tells

BEAVERS...68

Grandslam's cutesy platformer is
here at last. Just how eager for it
will you be? '

SCRABBLE REVIEW 66
SINK OR SWIM REVIEW 76
SOCCER KID WIP 52
SYNDICATE WIP 42
TOM LANDRY FOOTBALL REVIEW 74
TROLLS (A1200) REVIEW 86




Games marked NOP will not work on A500 Plus, A600 or A1200.
Games marked NO12 will not work on the A1200,
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13.99 8.99 15.48 14,99 14.49 10.99 12.99 11.99 14.99 11.99 13.99 16.99

DOODLEBLUG e 1988 KNIGS : 1159 ROBOCOP 2 (MO12) T.49
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COMPETITION
PRO STAR
JOYETICK

GGETAS
14.89

FHEEWHEEL

STEERING WHEEL (DIGITAL) FOR

AMIGA (WORKS WITH

FOOTPEDAL) SUITS MOST

DRIVING GAMES

GGEI00S

h—.

GRAVIS JOYSTICK FOR AMIGA OR
ATARI 5T WITH FOAM PADDED
GRIP, ADJUSTABLE HANDLE
TENSIOM AND PROGRAMMABLE
FIRE BUTTONS

el

2349 1

LOGIC 3 SIGMA-RAY
JOYETICK
GOSETE

1.9 +*

MNI COMPETITEON _—
PRO 5000 JOYSTICK

GESOSH

1249 2

&

NI COMPETITION PRD STAR
JOYETICE WITH AUTOFIRE - -

G051

18,08

DELUXE WORK CENTRE FOR AMBGA A1200 (STEEL
MOMITOR STAND WITH EXTRA SHELF FOR EXTERNAL
HEK DRIVE AND ACCESSORIES. MOUSE HOLDER,
MOUSE MAT AND ALL IN ONE DUST COVER) .. 30.99

DELUXE WORK CENTRE FOR AMIGA AS5D0 OR AB0O
PLUS (STEEL MONITOR STAND WITH EXTRA SHELF
FOR EXTERNAL DISK DRIVE AMD ACCESSORIES,
PLUS JOYSTICKMOUSE EXTENDER CABLE SET,
MOUSE HOLDER, MOUSE MAT

AND ALL IN OME DUST COVER) ..ooocoeimeocsnseren 4458

DELUKE WORK CENTRE FOR AMRGA AGDQ

(STEEL MONITOR STAMD WITH EXTRA SHELF FOR
EXTERMAL DISK DRIVE AND ACCESSORIES,
MOUSE HOLDER. MOUSE MAT

AND ALL IN OME DUBT COVER] ..o vavirmiamrns
EXTERMAL 3.5" DISK DRIVE FOR AMIGA WITH
SONY/CITIZEN DRIVE MECHANISM. 880K FORMATTED
CAPACITY, QUIET, HIGH QUALITY, SLIM LINE DESIGHN,
COLOUA MATCHED METAL CASE AND LOMG REACH
COMMECTION CABLE. ... sist 49,90
POWER SCAN HAND SCANNER FOR AMIGA (VERSION
2). TRUE GREY SCALE, 1mn l.'lmLﬂbEE
EOFTWARE) .......ccccees

SCAEENBEAT STERED IF‘EAKEHE F';ﬂ ﬁw Uﬂ
IBM PC. REQUERES 444 BATTERIES ORF MAING
ADAPTOR, DESIGMED SPECIFICALLY FOR

.-35.99

COMPUTERS, MCLUDIMG MOUNTINGS FOR
ATTAGHMENT TO MONITOR. . . | T
MAINS ADAPTOR FOR

SCREENBEAT SPEAKERS .. e ]

SOUND ENHANCER FOR mmim&mﬂuﬂ -]

ZI¥YDEC STERED SPEAKERS FOR AMIGA WITH BUILT-
IN AMPLIFIER AND VOLUME CONTROLS. 2999

SELECTION OF GOOD QUALITY PRINTERS FOR AMIGAS

QLRCKJOY FOOT PEDAL

Sl B WORKS WITH FREEWHEEL
- i A--IIh STEEMING WHEEL)
TR | TRANSFERS AMY JOVSTICK

FUNCTIONS TO FOOT

PEDALS. IDEAL FOR FLIGHT
AND CAR SIS, COMPATIBLE WYTH MOST

AMIGA AND ATARS 5T GAMES, ......... GGEST6. . 1698
- QUICKJOY JET ;
A FIGHTER JOYSTICK “'

Gas2e7 !
11,09
QUICKJIOY GJ1
o JOYSTICK
N (MICROSWITCHED)
GosEN

T.09
FOUR PLAYER JOYSTICK ADAFTOR
FOR AMIGA DR ATARI 5T

JOYSTICK EXTEMDER CABLE FOR AMIGA (3
METRED) .vooiimimicosinmmmimnis coiminsncs o GHIHEET Y B

%i GUICKIOY TOP =
1 STAR JOYSTICK
| GEETET
| 19,98
ol
- GUICKSHOT 1114

TURBO 2 JOYSTICK

- . 008 ﬂ -
I E! QUICKSHOT 127

STARFMIHTER REMOTE
CONTROLLER WITH
QUICKEHOT 128F MAVERICK 1
JEYSTICK &

TWO INFRA-RED
JOYPADS
20.99
GGssss g

12.90 B

QUICKSHOT
137F PYTHON JOYSTICK
.99

QUICKSHOT
158 AVIATOR 1
JOYETICK
fetetil

SPEEDKING ANALOGUE JOYSTICE
FOR AMIGA (FOR PROPORTIONAL

CONTROL ON SINTABLE SOFTWARE)
12.89

Hi-FI LEAD POR AMIGA OR ATARI 5T

(STANDARD PHOND INPUT) ........... (WG6615 ......3.59
MOMITOR LEAD FOR AMIGA TO

PHILIPS CMBa33 MK2 MONITOR ......GG5081 .,....7.99
MOMITOR LEAD FOR ATAR 5T TO

PHILIPS CMB833 ME2 MONITOR ... GGEeER ......T.00
SCART LEAD FOR AMBGA TO SONY TV (GIVES
MOMTOR QUALITY PICTURE] ......... GGEITA5 ... 6.98

SCART LEAD FOR AMIGA TO TV WITH SCART INPUT
(GIVES MOMNITOR QUALITY PICTURE)GGSTER ......0.58

SCART LEAD FOR ATARI 3T TO PHILIPS TV [GIVES
MOMITOR QUALITY PICTURE) .........GGET4T ... 8.99

SCART LEAD FOR ATARI 5T TO SONY TV (GIVES
MOMITOR QUALITY PICTURE) .........G00088 .....0.59

SCART LEAD FOR TV TO VIDED (GIVES EXCEPTIONAL
ENHANCED QUALITY PICTURE) ......GGET146 ......0.90

AMIGA TO VGA PC MOMITOR ADAPTOR (ALLOWS USE
OF VA PC MONITOR ON AMIGA] .. GGET4E ...21.99

1 MEGABYTE ASD0 PLUS RAM UPGRADE
WITH CLOCK (TECHOPLUE) ............GG6HE52

1 MEGABYTE ASD0 RAM LI’GHI.DE
WITH CLOCK sis - GGETOD .

2 MEG PCMCIA UPGRADE FOR AG00 OR A1204,
PLUGS DIRECTLY INTO SMART CARD 5LOT.

THESE ARE NOT BATTERY BACKED AND CAN'T BE
USED AS A DISK, OMLY AS RAM. ... GGENST ... 11490
AMEG PEMCIA UPGRADE FOR ABON OR A1300,
PLUGS DIRECTLY INTO SMART CARD BLOT.

THESE ARE NOT BATTERY BACKED AND CAN'T BE
USED AS & DISK, ONLY AS RAM: ... .GGS1E2. . 164906

R

.-40.90

SOUIK MOUSE FOR
AMIGA OR ATARI BT
GGHASS

S

13.98

SUPER PRO ZIP
STICK JOYSTICK |
FOR AMIGA OR 5T
WITH AUTOFIRE
FUNCTION

12.00

TROJAN LIGHT PEN FOR AMIGA
COMPATILE WITH DELUXE PAINT 3,
DELLNE PAINT 4 AND OTHER WAJOR ART
PACKAGES. INCLUDES KWIKDRAW
DRAWNG PROGRAM AND DRIVER DISK.

5 - GEOOTE 2008

'I'HaDLl.luN L_'K]H'l' MI'ER GUN
FOR AMBGA WITH SKEET SHOOT
AND ORBITAL DESTROYER GAMES
(OTHER GAMES AVAILABLE - SEE
“TROJANT IN AMIOA EEI-T'MH!

' LET) ...........COO080 ...20.99
[
1 TYDEC TRAGKBALL
& GOBESD
2496
HAKSHA MOUSE

FOR AMIGA OR ATARI 5T WITH |
OPERATION STEALTH OO0S235
B5.85

MOUSE MAT (LIGHT HHE'I'H\'I'I'I'I EPEML RESERVE
LOGO PRINTED N RED ] A9
PORT EXTENSION AB-I.F'TDII FM AMIGA OR .I.'l'i.l!l T
{CHANGE JOYSTICKS WITHOUT NEEDING TO REACH
BEHIND COMPUTER).......o.ooco e BIGBETE ......5.00

AOBOSHIFT INTERFACE FOR AMIGA DR ATARI 5T

{PLUIGS MOUSE & JOYSTICK INTO ONE POAT) GGSBSE ... 12.09
1.5 VERBATIM HIGH
VERBATIN = Desvoisk(14us)
35" DSDD DISK * ggp each
WITH LABEL é
10 Pack £7.99 :ﬁ:ﬂﬂ?&su
GGEAAT EE::-II_T;HHE WITH
GGE1E 1699

27.99 FOR 50
GG5535 PACK OF10 TOK 3.5

— MF-200 DISKS (DSDD)
GGBES  8.99

PACK OF10 TDK 3.5 MF-2HD DISKS
{HIGH DENSITY) Q09088 13.99

CALL NOW FOR YOUR FREE 12 PAGE (OLOUR
CATALGOUE COMTAINING ALL THIS AND MORE!

12K AMIGA RAM WITH CLOCK
FOR ASD0 AND ASDDs ..........

512K AMIGA RAM WITHOUT CI.DCH
FOR AS0D AND ASODD+ . RO - . |

GVP 85 MEGABYTE MAXTOR HARD
DRIVE KIT FOR ABDD OR A1200
(ULTRA FAST). INCLUDES GVP
SOFTWARE, INSTALLATION MANUALS
AND SCREWS, CABLES. PLEASE
HOTE THAT INSTALLING THIS

VOIDS COMPUTER WARRANTY.
GEgee

GVF HDE + 47 MEGABYTE AMIGA AS00
AND ABDO PLUS HARD DRIVE
Fnrr:-lEH I}, RAM LB 5YSTEM,

SLOTS
EI‘PAN'D!B-I.E TO B MEG,
QasaTe

DLST COVER FOR AS00 .

DUST COVER FOR !Hlﬂi EWﬂFt
ATAR| 5T [CLEAR PYC) ..o

aen SRS ... 4,68

SN e k) F R

DUET COVER FOR MONITOR H:I.EI.R I"I'C:lﬂﬁ-“-!-l —
MEGAMIX MASTER SOUND SAMPLER
FOR AMIGA (1 MEG) ..ooovaie -G08 .. 20,99

WVID4 AMIGA 12 (CAFTURES I:.‘:OI.I.'JI.IH MAGES FROM
VIDED MACHINE OR CAMCORDER, COMPATIBLE WITH
TAKE 2, DELUXE FAINT 4 AND m‘l’ ART PACKAGES)
GGH0ES .. ~T5.09

CITIZEN SWIFT 9 PRINTER

WITH COLOUR KIT & PN,
B0 COLUMN. 187CPSMENLO,
3HLGN DRAFT FONT,

2 VEAR WARRANTY.

A § PIN PRINTER WITH COLOUR
FACILITY AND FULL PAPER
HANDUNG FUNCTIONS.

GGSA0T

RIBEONS / PRINTER LEAD

FiEBON [COLOUR}) FOR CITIZEN
aml.u.mu 3 OR M0

CITIZEN 1200 PRINTER

2 Pk, 80 COLUMN,
144 CPS/RENLO,
ZNLGAM DRAFT FONT,
I YEAR WARRANTY.
HaGH QUALITY

BLACK AMD
WHITE PRINTER.
Gaes

RAIBEON
FOR CITIZEN SWIFT & OR 1200+
FRMTER

CITIZEN 240C PRINTER

_

WITH COLOUR KIT, 24 PN,
B0 COLUMNM, 240CP5800L0,
SLOM DRAFT FONT,

2 YEAR WARRANTY.
ADVANCED VERSION OF 24E
WITH AUTOSET FEATURE
AND LCD CONTROL PANEL

el

REBEOH
FOR CITIZEN SWIFT 24, 224 OR
340 PRINTER

o RGBT .0

CITIZEN SWIFT 200 PRINTER

WITH COLOUR KIT 24 PIN, 82
COLUMN, H8CPSTILG 6 LAN
DRAFT FOMT, AUTO SET
FACILITY, INPUT DATA BUFFER,
AUTO PAPER LOADING.
ENYVELOPE PRINTING, I YEAR
WARAANTY,

GOT

PRNTER LEAD (PARALLEL) FOR
AMIGA, ATARI BT
OF IBM PC ... .GGS14T .,...T.00

CANON EJ-1DEI PRINTER

T

l h! Jii

BUBSLE JET PRINTER 84
WOZILE, B0 COLUMN, 83L0 CPS
20071 DRAFT FONT, 1 YEAR
WARRANTY.

A SMALL, PORTABLE PRINTER,
VERY QIUNET IN OPERATION YET
GIVING QUTSTANDING PRINT
GUALITY

GGEER
INK, CARTRIDGE

FiOF B-10EX PRINTER
EOBEIT .......... TR

Special

Rererve |
0279 600204

The Bi?gbes! and Best computer games
in the world. Probably.
Join now from £4.99 (UK) and get uilﬂlk.

We only supply members but you con order as you jein.

Membership Fees: UK EC

& months £4.99 £6.00
£7.99 £10.00
£14.99

FREE NRG binder £20.00

WORLD
£7.00
£12.00

£24.00

ALL FEEE MEMBERSHIFS OFFERED WITH HARDWARE ARE FOR & MONTHS

We sell gomes and auesseries, all ot amazing prices, for Megadrive.

Master System, Gome Gear, Super NES, Gameboy, HES, Lymz, Amiga,
Atari ST, [BM PC, (D ROM, PLUS SONY and Board Games!

Over 150,000

have joimed Spesial Reserve, so don t dedoy, join fodoy!

You can phone in your order or use this coupon
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ALL PRICES INCLUDE UK POSTAGE & VAT

SPECIAL RESERVE
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: Owverseas Orders Surcharge (EC or Worid): Software orders |

| pleasa add £2.00 par item. Non-software [lems pease add |

1 25%

. Hardware items supplied to UK mainland only. |

1 Owerseas orders must be paid by eredit card. J|




S EC-F OR

-
o
o
(aa]

s S ———

LOADING
YOUR DISKS

(1) Select the disk you want and
stick it in your disk drive.

{2) Turn on your Amiga.

{3) A menu will appear from which
selection is made by pressing the
appropriate function key .

(4) Explode with delight as you play
your chosen demao.

e B R T B W

I
f
|
!
|

—
'

BOOT SECTOR

DISK A

THE LOST VIKINGS

interplay

Even if we do say so ourselves, this has
to be one of the best demos to grace
the cover of any magazine EVER. You
read about the game last month,
you've sat there drooling for twenty
eight days, there's still another four
weeks or so until the review, so what

better way to satisfy your Vikings
hunger than by playing this HUGE, this
AMAZING, this totally EXCLUSIVE
demo? None that's what. And we've
written about it using LOADS OF CAP-
ITAL LETTERS.

Right, what you've got for your

cash is four levels from the finished
game plus the animated introduction
sequence. The easiest way of guiding
you through the demo is to perform a
‘walk-through’ of the first level so if
you'd like to insert your disk in your
disk drive and stand by your beds then
we'll begin.

After the intro sequence, which
should have filled you in about how
the three intrepid heroes have ended
up on a spaceship, you'll find yourself
immediately in control of Eric The
Swift, the most athletic of the trio of
Vikings. You'll notice that moving the
joystick left and right will move Eric
and pressing FIRE will make him jump.
Leap over that electrified walkway and
move up to the block with a question
mark on it. Pressing 'S* whilst stood
next to these tiles will call up helpful
hints and stuff like that. Carry on up
the ladder (by moving UP, surprising-
ly) and onto the walkway above,

This is where the exit is and the
objective of these levels is to ensure
that all or as many as possible of the
three Vikings reach here. Before you
position Eric by the exit, it's worth
experimenting with his secondary
power, which is the ability to knock
out loose bits of walls. To do this, get
him running along and when he's
gathered speed, hit the ‘D' key which
will make him hunch over and charge
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BOOT SECTOR

Simon Byron's been completely swamped

by the number of superb playable demos and complete

PD games that we've managed to squeeze onto our
. THREE disks. Someone help him out so that he can let

you know how to play them.

at an obstacle. There aren't any loose
areas here, but you'll know what to do
when there are, won't you?

Okay, position Eric at the exit and
press HELP to switch Vikings. You're
now in control of Olaf, who can attack
at close range using his dagger (press-
ing FIRE) or shoot an arrow from afar
(by pressing ‘D‘). The door he's cur-
rently behind acts as a shield from the
maonster on the other side but as soon
as you walk towards the door it will
open, so be prepared! If the creature
attacks you, your energy, shown next
to your character's face, will deplete.
Three hits and the Viking dies.

With the monster dead, you should
now be able to guide Olaf to the exit
and press HELP again to change
Vikings. Ooh, while | remember, press-
ing DEL will swap control to the Viking
you were previously in control of, but
don’t do it just yet. You should now
find yourself commanding Baleog The
Stout, whose special feature is that

huge shield thing strapped to his arm.
Whenever he is stationery he’ll raise
the shield, which protects him from
being attacked by all other creatures
as well as laser bolts.

Which is just as well, really, as you'll

have get past the laser bolt which is
currently threatening him. Take it
slowly and you should have no trou-
ble. Olaf's other special power is the
ability to raise the shield above his
head (pressing, you guessed it, ‘D)

and either let Eric leap onto it (i.e.
enabling him to jump higher) or allow
himself to float down from higher
platforms.

Once Olaf is at the exit, you'll need
to tackle the other (much harder) lev-
els yourself. There are a couple of
things which | haven't mentioned, so
before you run off, please let me
explain.

You'll come across a number of
objects which can be collected by
passing over them. Once obtained,
any item in your possession is shown
in the inventory by your character's
face at the top of the screen. You can
use any highlighted item by pressing
‘E' (using food increases your charac-
ter's energy) and to highlight another
object, simply press TAB and position
the cursor over the item you wish to
use. As it's a communal inventory, you
can swap items between Vikings by
highlighting it, pressing ‘F' and then
maoving it to another bod or placing it
in the dustbin to dump it.

And three more helpful hints;
switches can be operated by pressing
's’, water is fatal and long falls cost
energy.

So you've got the general idea,
have you? Completing the levels
requires an awful amount of team
work so you'll need to work out how
to use each Viking to his best ability.
Anything else the game thinks you
should be aware of will be conveyed
to you via some handy text messages
throughout the demo.

There will, so I'm told, be a full
review next month and if this demo
is anything to go by, | think you can all
tell that The Lost Vikings is going to
be good. Which means Dave will get
to review it.
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DISK B

Mindscape

Not ones to dismiss a good idea before
they've used it several times, Mindscape
has decided that its Legends game-
engine is a good thing and just the job
to produce a number of games based
around their chart-topping RPG. With-
in the next year or so you can expect to
see quite a few Legends-y games, all
based around very different scenarios.
And while we don't usually agree with
continually rehashed game-styles, as
long as the games maintain the high
standard set by the original Legends,
we're guite prepared to overlook the
relative lack of originality for the sake
of good games,

i you're a Legends veteran then you
should have no problems getting to
grips with this EXCLUSIVE mission
which has been specially generated for
us by Mindscape. Using the Son Of The
Empire characters (the next game in the
series is set in a feudal Japan-type
world), the object of the demo is to
venture forth into the isometric cellar
and retrieve the ‘object of enormous
power’,

Once you've skipped past the load-
ing sereens you'll find yourself outside
the city, confronted by a hard-looking
guard. As long as you've plugged a
mouse into Port One you'll be ready to
click on the only available option with
the left mouse button and enter the
city.

Inside the city you'll be offered the
opportunity to visit loads of different
places by clicking on the name of the
location you want to go. If you fancy
buying any materials or stuff like that
then click on them and they’ll be added
to your inventory and the cost of the
items deducted from your bank. Select-
ing one of the four characters is per-
formed by dlicking on the face icons at
the bottom of the screen and each
geezer has his own supply of gold and
weapons so you can separately equip
each hero. Clicking on the cross icon in
the bottom right-hand corner of the
screen will take you back to the city
square but if you want to complete the
mission you'll need to find the cellar.

Inside the isometric cellar you'll be
able to change characters by clicking on
one of their icons in the bottom left-
hand corner of the screen. Moving the
around couldn't be easier - just click
where you want them to go - and if any
other hero is in the way then they'll
automatically shift around so the per-
son under control will have a route to
wherever you've sent them. Pushing,
opening, looking, taking any objects

can be done by clicking on the text

at the bottom of the screen and

-
-

then on the item of your choice.

Any special abilities that the char-
acter under control possess are shown
to the right of all the standard text
icons. Beserker Rage ensures that the
character is primed for aggressive
fighting action, Hide In Shadows caus-
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es the fighter to turn virtually invisi-
ble, while Bardish Melody brings up a
music menu from which it is possible
to change the background music. But
it's spell casting where the majority of
fun can be had. The wizard has eight
available spells which produce all
manner of weird and wonderful
effects. Just click on the mysterious
symbols and sit back and enjoy the
show. Working out which spell does
what is a major part of the game so
we'll not spoil it for you by filling you
in on the various effects. And, besides,
we don't know ourselves.

Highlighting the hand carrying a
bloodstained dagger will make all four
heroes go into a mad rage and attack

SON OF THE ENMPIRE

any enemies who are on-screen. The
maonster holding a scrap of paper at
the top of the screen calls up a map
which shows all the rooms you've vis-

ited previously and the map will be ‘."

added to as you journey from location
to location.
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You can leave any room that you're
currently in by dicking on the grey squares
which connect the room, though in some
instances you'll need to open the doors
first. When things start becoming a little
too hairy, then clicking on the chicken
icon will make the team scarper in a chick-
en-like frenzy.

The bag icon calls up an inventory
and clicking on one of the characters
to the right of the table will switch the
display to reflect what the chose
team-member is carrying.

That's all there is to it, really. It is
possible to make up new spells but as
it's a case of trial and error, it's prob-
ably best if we leave it up to you to
work out what to do.

Those French programmers have been
a little quiet of late but now they're
back, back, back in a rather scary way.
Super Cauldron marks their return to
the platform genre, their last proba-
bly being The Blues Brothers, a sequel
to which is almost near completion.
But we're not here to plug Titus's
forthcoming games, no, we're here to
let you know how to play this one-
level demo-type thing.

There's no real objective to this
taster, you've basically got to run
around and kill things using your mag-
ical pebbles which are chucked by
pressing Fire. Holding down Fire will
increase the power of the throw, so
the longer you hold down fire for, the
further the pebbles will travel.

Obviously LEFT and RIGHT move the
little witch around and UP makes her
leap into the blue yonder while DOWN
causes her to crouch for a bit. You can




find broomsticks dotted around the
place and if you collect one you'll be
able to fly for a limited time only.

Some thugs require more than one
hit before they explode, but when
struck enough times they'll turn into
toads which can be collected for
bonus points. Energy-wise, it's best to
keep an eye on the red vials to the
right of the screen as these deplete on
contact with a meany and once all
three have been drained of their mys-
tical powers, you'll lose a life. Three
lives later, the demo will end and it
will be back to the title screen.

The finished version boasts loads
of levels, power-ups and sound
effects, which this demo is sadly lack-
ing. Look out for a full review next
month. Maybe.

Zeppelin Games

The full review of this top little puzzler
over on page 76 gives a pretty good
insight into how to play the game so
| won't waste any space by going over
it again. Just pop over to the reviews
section, have a quick gander and I'll
meet you back here in a second.

Ah, back are you? Right, this demo
contains four levels, which is roughly
1/25th of the game, so if you go out
and by twenty-five more copies of The
One then you'll save yourself the ask-
ing price of the game. We're always
thinking of you, you know,

The idea is to create a safe route

from the place that the Dim Passen-
gers start, all the way to the exit air-
lock, where they'll dive through into
relative safety. These passengers can't
think for themselves and so they'll run
wherever they like but they're rather
scared of bombs so pulling DOWN
and pressing FIRE will plant a small
explosive which will detonate after a
few seconds.

You can wander about by moving
the joystick around and jump by
pressing Fire while moving either left
or right. Kev is an athletic chap who
can cling to the bottom of platforms
and slide down huge firemen-type
poles automatically. Tapping the
Spacebar will drop a lifeboat, so any
passengers who fall into the briny will
be able to grasp hold of the inflatable
raft and clamber onto a higher plat-
form when the water rises that far. If
any stupid bods fall into the water
then they'll be able to float for a few
seconds only before giving up and
sinking to a watery grave.

The tiny little circles (usually yellow
or blue) are actually switches which
affect various things throughout the
level. Conveyor belts and doors are
the main cause of delay so these
switches can be used to reverse direc-
tions and open/close doors. You'll also
come across several huge cranes and
pressing and holding down FIRE while
in front of one of their control panels
will enable the dynamic action sprite
to pick up, move and drop boxes
which can then be used as makeshift
platforms.

BOOT SECTOR

_Spikes and crushers are about the
only things which kill Kevin Codner
outright but the demo gives you as
many lives as you like so don’t be
afraid to attempt death defying leaps
or stuff like that.

Once the specified number of pas-
sengers have been rescued, you'll
need to make your way to the subse-
quently revealed exit and press FIRE to
travel to the next level,

If you do manage to mess up and
kil more passengers than you're
allowed, pushing Escape will reset the
level and you'll be able to try again.

DISK C

ANCIENT ART

for you to play through.

Due to disk space, the arcade sec-
tions (dogfighting and bombing) have
had to be omitted in favour of the
overall strategy aspect of the game
but the computer has been instructed
to take care of these areas for you and
the outcomes will vary depending on
the amount of planes attacking and a
little bit of luck.

Once the demo has loaded you'll
be able to cycle through various
options but the one you're principal-
ly interested in is ‘Go To War’. Select
one of the three campaigns (Begin-
ner's Luck being the easiest) and then
you'll then be presented with a map
of the battle field.

OF WARS IN

THE SKIES
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MicroProse

MicroProse tend not to do coverdisk
demos but on the few occasions that
they come up with a playable taster,
you can be sure that the demo in
question is going to be something
special. You'll all be pleased to know
that Ancient Art continues this tradi-
tion with THREE EXCLUSIVE scenarios

B5600
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¥You can win the campaign in one
of three ways; by capturing or
destroying all then enemy airfields,
capturing or destroying the enemy’s
capital or forcing the enemy to sur-
render. The battle front (the jagged
double line which stretches around
the map) can be advanced by strate-
gically bombing enemy targets or
dropping explosives on the front
itself.

Maoving your planes around can be
performed with the so-called marker
which changes shape to show which
territory you're in (Allied Territory is
the green side and depicted by a
Roundel icon and the Central Powers
territory is the red side and is indicat-
ed by an Iron Cross icon). You can
send a squad on a mission by moving
the marker to one of your airbases
(the marker should turn into a mag-
nifying glass) and pressing the left
mouse button or ENTER. Click on the
fightersfbombers who you wish to
send into battle and then on DONE
to leave this menu.

100+4
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You'll now be faced with another

screen from which you can decide the
formation you want the squadron to
fly in, the altitude they'll reach and also
whether they should set out to destroy
the target or not. If you are sending
fighters out to patrol the area then
you'll have to set their flight-path by
clicking around the landscape with the
left mouse button and pressing ‘D’
when you've finished. There's no need
to set a return route as the planes will
automatically retrace their steps when
they've finished. If there are any prob-
lems with your instructions then the
computer will let you know.

You can send as many planes as you
like into the air but don't forget that
success depends on wise commands
and not just sending forth squillions of
planes without much forethought.

The final version will contain loads
more missions, more sound effects
and, of course, some superb arcade
sections and should be in the shops
500n.

Shareware

If you remember Boulderdash then
you'll be able to pick up this game and
play to your heart’s content but those
of you who are unfamiliar with the
classic game will need a bit more info
before you can have a go yourself.
You control a little bloke who's
trapped in a huge cave section and the
only way to escape from the area
you're in is to collect a specific number
of rings (by running over them) and
making your way to the exit before the
time runs out. This may not sound too
hard but there are loads of hazards
and traps to contend with which

make the mission near-on impossi-
ble.

The way the caves work is based
on gravity. If you tunnel under a
rock, say, as soon as you move from
under it then it will drop down to fill
the space that you previously occu-
pied. If anything does land on top of
your bonce then you'll be flattened
to an almost Prince size and need to
start the level again.

Anything that moves is generally
fatal so it's best to steer well clear
of them. You can destroy them by
creating a route for them to follow
and then crushing them with a rock.
You can push boulders sideways by
walking into them but only if there
is a cleared space on the other side.

As you progress through the lev-
els you'll come across more devious
levels, stricter time limits and cun-
ning features which will do their best
to hinder your journey. These traps
are designed to surprise you when
they appear and we're under strict
instructions not to let on how to
avoid them. Sorry.

Also included is an excellent level
designer. It's all point-n'-click oper-
ated and fairly self-explanatory, so
there’s little point in going on about
it here in much depth. Experiment
and have fun!

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

Oh, faulty disk, eh? Please accept our
humblest of apologies but due to the amount
of disks we duplicate there’'s bound to be at
least one duff one and you were unfortunate
enough to pick it. Never mind, though,
because help is at hand. Whatever you do,
DON'T SEND IT TO US - we're too busy writ-
ing 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 winging its way your-house-wards. If you
think you have a problem which you think
can be solved over the dog and bone, you
can call the chaps at PC Wise on their
Helpline: (0685) 350505 between 10.30 am
and 12.30 pm on weekdays.

The Not-So-Small Print

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

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



FREE
OFFICIAL

ARSENAL
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COMPUTER
GAME . st

The ultimate feotball game
featuring hoth
management skills and
arcade action...

what more could you ask
for!

AMICA
£25.99

Thalamus Europe

Unit 29 Riverside Business Cenre, Victoria Street,
High Wycombe, Bucks. HP11 20T

Tel: 0494 474713

OFFICIALLY ENDORSED BY ARSENAL FC

Features:
@ Team selection with digitised pictures of
all Arsenal players

@ Digitised action shots and pictures of
Highbury

@ Full size pitch & fast (50Hz) scrolling
arcade action

® I player option for matches

& Injuries, red & vellow cards, substitutions,
penalties, comer kicks efc.

& Full match commentary

@ Management simulation including league,
all domestic cup competitions, Furopean
trophies and the ultimate World Club
Championship

@ Database which can be updated with
additional information on future data disks

@ Load/save game feature
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1992 will go down as a good year for
Commodore, the company having
been responsible for 18.9% of all
home computers sold in the UK dur-
ing the year according to market
share auditor Dataquest. That's more
than any other manufacturer and
double the number sold by ‘Big Blue’
IBM, who achieved second place
with just 7.9%.

Sales for the last quarter of 1992
were even better, with Commodore
achieving 27.3% share, again fol-
lowed by IBM with 10.7%. This was
achieved thanks to good sales of

200,000 for the AG00 and a phe-
nonemal 44,000 for the A1200 - not
bad for an all-new machine released
less than two months before the end
of the year. Sales for the Amiga
range over the whole of the year
totalled 390,000.

Commenting on the figures Kelly
Sumner said, “These figures show
that Commodore dominates the
home computer market in the UK.
It's a position we've held for many
years and one which, thanks to a
whole new range of Amigas, we
expect to maintain.”

Global Conflict
is a wargame
with a differ-
ence, It's a bit
. 1 like Risk in con-
—tll=d cept, with up
to six players competing for world
domination by invading neutral and
enemy territories, building up huge
armies in the process. However,
rather than playing against the com-
puter or a bunch of mates gathered
around the keyboard you play
against total strangers who could be
anywhere else in the country or even
the world!

It works like this, basically - The
game is played in turns. Each player
gives out orders to his troops and
then saves these orders to disk. This
disk is the mailed to Quantum Soft-

AR!?

ware, the game's creators, who col-
late all the players’ orders. The
results of your orders and those of
your opponents are calculated and
saved onto the disk, which is then
sent back to you so you can update
your personal game. And so it carries
on, turn by turn, until someone is
announced the victor.

The game costs £12.99, for which
you receive a copy of the game, a
manual and two free turns. Each turn
after that will cost £2.95. To add a
bit of spice to the pot there's a
cheque for £500 waiting for the play-
er who wins the first game of Glob-
al Conflict. It looks like great fun but
our guess is it could all get a bit cost-
ly. Still, if you're interested why not
give Quantum Software a bell on:
(0524) B41616.
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kay, first the bad new: Eye
of the Beholder 3 will defi-
nitely NOT be coming out
on Amiga. And now the
good news: Lands O Lore will be!
"What's Lands O' Lore and why
should | be so excited about it?" asks
the Beholder fan. Well, Lands O' Lore
is being developed by Westwood 5tu-
dios, the development team who

were responsible for Beholders 1 and
2 and also Legend Of Kyrandia.
Apparently the story has it that
Scotia, an evil witch hag, is trying to
take over the usual medieval-type
world. So a band of doughty adven-
turers is sent out to locate the Truth
Stone, the only thing that can stop
the witch's power spree. Okay so it
might not sound very original in plot

but it’'s certainly looking like RPG-wise
it'll be something of a step forward.

The player builds his team of
adventurers from seven characters,
but rather than being wizards or
fighters or thieves from the start,
they'll develop during the game
according to the player's whims.
Thus, if you like casting spells your
characters will become magicians
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whereas if you like heavy-duty sword-
play then they'll turn into warriors. Get
the idea?

It's early days yet but Westwood are
promising MORE art, MORE animation,
MORE detail, MORE sound (with
speech from professional actors - as
opposed to unprofessional actors, pre-
sumably) and MORE innovations. It'll
also be MORE involving and reward-
ing too, so they say. What all this will
mean to the disk count is anybody's
guess, but we think there will proba-
bly be MORE. Expect to see Lands O’
Lore around the the end of the year,
from Virgin Games.

Lua:t to mu private library,
Hmon% +he books you will find 3 magic
hat showld be of assistance on




Millennium have announced the
imminent release of more James Pond
adventures for the A1200. As regular
readers will already be know Pond is
already scheduled to appear on the
A1200 in his next adventure James
Pond 3: Operation Starfish (which,
incidentally, has now been pushed
back to September release).
However, at the recent ECTS Mil-
lennium revealed that both the orig-
inal James Pond and its sequel

Robocod will be enhanced for the
A1200 and released around June
time, Quite why these games are
appearing so quickly (and with so lit-
tle warning) is unknown, but pre-
sumably it's got something to do with
the fact that the two games are
already being converted onto PC and
console, so therefore it's no big deal
porting the already-enhanced graph-
ics across to the A1200. Look out for
reviews in the Updates section soon.

‘SEXY CHICK

You may or may not have read
Gary's European Computer Trade
Show, erm, show report just yet but
we thought you'd be interested in
seeing pictorial evidence of Alfred
Chicken'’s exploits apyway. Mind-
scape employed a poor geezer (as in
‘unfortunate’, not ‘got no money')
to wander around the show dressed
as the poultry star and drum up
interest for the official launch down
in their hospitality suite. We know
we did some news on this last
month, but we've got some screen-
shots now and we're sure you're
simply gagging to see them.
Programmed by Twilight, the
coders behind Mega Twins and
Video Kid, Alfred Chicken features
eleven levels of chicken-related may-
hem in a world populated by the
evil Meka-Chickens. These fowl crea-
tures have kidnapped someone
called Billy Egg and are about to
perform some evil cloning experi-
ments on him. Alfred has to use his
chicken-like abilities (which includes
destroying them with his super-
tough beak) to rescue Billy and
destroy as many Meka-Chickens as
possible. Sounds groovy, eh?

better on Amiga.

NEWS

The early demo versions dis-
tributed to the journos at the show
are moving rather nicely, but there's
still a long way to go before its
release in September.

Mindscape are sure that Alfred is
going to be the next big thing so
look out for loads of pre-release
hype and stuff like that in between
now and the Summer. Look out for
Work In Progresses, Previews and all
the usual stuff in the near future.
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Hard to imagine — but the most realistic and most_
absorbing shoot "em up known to the Western World — is even

Only on the Amiga, can you destroy the plans of the Middle
East's looniest dictator in an astonishing 64 flame-filled colours.

The detailed graphics of the Apache helicopter, SCUD's
and nuclear reactors have all been completely redrawn. The
gameplay has been improved to give you Amiga gamers that
extra level of difficulty. And the AGA chipset means that the
frame rate can be increased two-fold.

We've added digitised voices so that you can hear the
MIA's desperate calls for nelp. And the re-written music and new
sound effects will completely blow your minds.

If we tried to list all the new goodies, we'd soon run out of
page. So instead, why don't you run along to your local games
emporium and get blasting.

Diaisire Sarike s a crademark of Blectresic Ars. Amiga s 3 trademark of Commadere Amig

CTRONIC RTS°

Electronic Arts, 90 Heron Drive, Langley, Berks SL3 BXF.




I'LL NAME THAT TUNE IN ONE

Da, Da, Da, dum dum dum. Go on,
bet you don‘t know what that is.
Time's running out... I'm sorry, | have
to accept your first answer. It is, of
course, the excellent title music from
Team 17°'s Project X, written by Allis-
ter Brimble, Just the sort of music to
smooch to, | think you'll agree.

And now you can smooch in the
car, in the garden, along the street,

On Sunday April 4th the European
Computer Trade Show Awards 1993
were held at the Limelight Club in Lon-
don. The ceremony, hosted by stars of
IMv's Bad Influence Violet Berlin, appar-
ently had "tensions and triumphs to
rival the Oscar ceremony itself”, That's
what the press release says, anyway,
so | guess we'll have to take their word
for it. Those winners then...
BEST SOUNDTRACK: Monkey Island 2:
LeChuck's Revenge - US Gold (popular
choice there, especially with Dave).
BEST EDUCATION/PRODUCTIVITY
PACKAGE: Where In The World Is Car-
men Sandiego? - Electronic Arts
{mmmm, fashinating).
BEST ROLE-PLAYING/ADVENTURE GAME:
Monkey Island 2: LeChuck's Revenge -
US Gold (Dave now in fits of pleasure).
BEST GRAPHICS: Alone In The Dark -
Infogrames (not coming out on the
Amiga for no good reason).
BEST SIMULATION: F1 Grand Prix -
MicroProse (no contest really).
COMPUTE! AWARD: Links 386 Pro -
Access (shows you what sort of read-
ers Compute! must have).
LOG-IN AWARD: Alone In The Dark -
Infegrames (still not coming out on
Amiga and still for no good reason).
BEST ACTION/ARCADE GAME: S5treet-
fighter 2 - Capcom (because you can
do the Dragon Punch, apparently).
ITALIAN GAME OF THE YEAR: Street-
fighter 2 - Capcom (too much pasta
much have gone to their brains).
SPANISH GAME OF THE YEAR: Indiana
Jones and the Fate of Atlantis - US
Gold (that's more like it).
FRENCH GAME OF THE YEAR: Alone In
The Dark - Infogrames (French com-
pany, you see?).
GERMAN GAME OF THE YEAR: Monkey
Island 2: LeChuck's Revenge - US Gold
(isn't that enough tokenism, yet?).
GOING LIVE! VIEWERS AWARD: Sonic
2 - Sega (mmm, surprise vote from the
kids, there).
MOST ORIGINAL GAME: Alane In The
Dark - Infogrames (you really ought to
write to Infogrames and tell them to
do it, you know).
BEST COMPUTER GAME: Indiana

on the beach... anywhere, as long as
you have a Compact Disk player and
a copy of Allister’s brilliant CD, enti-
tled Sounds Digital. It contains three
Amiga tunes (Project X, Assassin and
Full Contact) along with eight other
tracks, all of which were composed
and mixed at Allister's home studio
(flash git) using the latest synthesiz-
er technology, or so it says here.

Jones and the Fate of Atlantis - US
Gold (presumably all the voters had
hard drives).

BEST VIDEO GAME: Streetﬁghter 2 -
Capcom (oh, please).

BEST HARDWARE: Super Nintendo -
Nintendo (shurely *A1200°7).
OVERALL GAME OF THE YEAR: Street-
fighter 2 - Capcom (you what?).
SOFTWARE PUBLISHER OF THE YEAR:
Electronic Arts (fair enough).

If you fancy your own copy, then
send a cheque or postal order (made
out to Allister Brimble, presumably)
for £10.99 to CD OFFER, Hill House,
Lapford, Credition, Devon, EX17 6QE
and Allister will send one to you
‘straight away".

Dave and | usually argue like crazy
over who takes the freebies home
and even more so over anything

musical. You should have heard the
language that was being thrown
around the office when The Chaos
Engine music turned up on vinyl. We
didn't speak for weeks when only
one copy of The Lemmings record
arrived and Dave pulled rank in order
to take it home. I'd just like to pub-
licly thank Allister for releasing
Sound Digital on Compact Disk only
because, as regular viewers will
know, Dave bought a cheap CD
player which doesn't work and there-
fore | win by default.

FOR A GONG!

JOYSTICKS ARE GO-LDEN!

~ As you can tell, the ECTS Awards are

voted for by the bods in the software
industry, hence the proliferation of

# those awful console things. But now

here's your chance to redress the bal-
ance by voting for the Golden Joysticks
Awards 1993. The Joysticks are the
most important awards handed out
each year, because they're voted for
by ¥OU, the games-playing public.
Listed below are the categories,
along with some potential nomina-
tions selected by us at The One.
Remember, however, that you don't
have to listen to us and you can put
down whatever you want, so long as
your nomination was released at some
point during 1992 (so don‘t put down
something dim like The Secret of Mon-
key Island which came out ages ago).

I 'I'HE GOLDEN JOYSTICK AWARDS 1993

(1) BEST COMPUTER SIMULATION: .

{4) COMPUTER GAME OF THE YEAR:..

(5) SOFTWARE HOUSE OF THE YEAR.

[m——————

Please fill in this form and send it to: The Golden Joystick Awards 1993, THE OME, Priory Couwrt, 30-32 Famringdon Lane, London ECTR 34U, The Awards are
held at a swanky posh place towards the end of May, so try to get your votes in soon. And remember, every vote counts so use them wisely,

(Possible nominations: Vroom, MicroProse Gnlf Faclﬁc Islan-ds Pinbal Drﬂm;, Archer Muclean H Pnul}

(2) BEST LICENSED COMPUTER GAME:.
(Possible nominations: Streetfighter 2, l'heﬁ.ddam Fimllf. Hvoull..lnduna Junﬂ I'h" .Iu-hn l-l:dd!n Fomhal}

{3) BEST ORIGINAL COMPUTER GAME:.
(Possible nominations: Monkey Island 2, Lngmdof Icynndia. 'Iﬁli:i:ld Semlblt Sou:\er\l"l 'I Fmiact:l(]

(Possible nominations: Sensible Soccer V1.1, ije:t M:, Mnrlineﬂslaﬂd 2 Indlana]unes I"nlI Zﬂ-ull

(6) PROGRAMMERS/ DEVELGPFRS OF THE ‘u"EI‘J.R
{Possible nominations: Archer Maclean, Andrew Braybrook, Bﬂmap erlhers, Senilhle- Snﬂw:re,. Nr:h: Pdlng]

(7} PROMOTION/ADVERTISING CAMPAIGN OF THE YEAR: 1vtisreresssrsrsssssssssrarararasssssasasasssnsnsasassssss nsssssssssss ssnssssssasnss ssssss
{Possible nominations: Ocean, US Gold, Renegade, Virgin Games, Team 17.)

(8) EMAP IMAGES SERVICES TO THE INDUSTRY AWARD:. aes
(Thisisa imhlmmmmmmmmmmﬂlmmwwﬂﬂm Pmshlemmmﬂnﬂ! -Cun'lnndﬂﬂ
UK, Sensible Software, Archer Maclean, Andrew Braybrook, Peter Molyneus, ﬂwmmmmllﬂmm}

P U AU TRpIC ———
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You want gossip? You got it! You want scandal? You got it! You
want nice, family-orientated stories? Sorry, no chance! Once
again the fearless Blitter shows you the dark and seedy side of
the software scene...

« In these days, as the software industry tries desperately to grow up and present a ‘professional’ face to the
watching world, it's getting harder and harder for The Blitter to find tiny titbits of gossip to keep his faithful
and admiring public happy. So thank goodness, then, for Blitter regulars Paul Millar and lan Richardson of
Ocean, who still fly in the face of what is considered 'proper behaviour' of top-ranking executives in a major
software house. Goodness knows what old Blitter would have to do if these two ever grew up... make the sto-
ries up, probably.

Anyway, this month's tale from the beerbank centres around the awards ceremony held on the Sunday night
of the European Computer Trade Show. Once the trifling matter of who'd actually won the gongs was sorted
out, the evening’s main event started, which was (of course) heavy-duty drinking to a quite disgusting degree.
Paul and lan, Beer Brothers that they are, supped heartily and, as the festivities drew to a close in the early
hours of Monday morning, eventually found themselves taxi-less in the heart of darkest London.

Spotting an all-night café, and feeling in need of some solid food to counteract the effects of the ale, the
two entered and ordered hearty fry-ups which they downed hungrily. It was only after they had consumed the
life-restoring nosh that they noticed the seedy down-and-out nature of their fellow diners. Suffice to say, they
were none to impressed with the besuited new additions to their merry gang. However, Paul and lan soon
broke the ice by singing a medley of popular East End ditties and dancing on the tables.

In fact, things were going so well that big-hearted lan decided to invite his new-found chums back to his
hotel for more drinks, but unfortunately told them that they'd have to get their own taxi because he couldn’t
bear to share one with them because of the smell. Obviously lan’'s down-on-their-luck companions could
barely scrape together the price of a cup of tea, let alone the fare for a taxi across town, so eventually the boys
tearfully parted company...

* They say that no matter how sad you think you are there's always somebody sadder. But one can't help feel-
ing that Dan Slingsby, editor of The One's sister magazine CU Amiga, would have to look very hard to find that
person. For Dan has a hopeless crush on Sarah Greene, currently presenter on BBC 1's Saturday morning kids’
show Going Live!,

Nothing much wrong with that, you may think. But here's the really sad part. 5o besotted was Dan with Ms
Greene that he'd had actually recorded her last appearance on Blue Peter and stored it away in a safe place
for posterity. One day, when he plopped the tape in his video so that he could relive those magical golden
moments once again, he discovered to his horror that somebody had recorded over it... Isn't that tragic, in
every sense?

= Blit! Blit!

NEWS

...Top software developers Mael-
strom have been signed up by
Domark for a series of future pro-
jects which remain a closely guard-
ed secret. Mike Singleton, the boss
of Maelstrom, was reportedly
“delighted” with the deal, and
why shouldn’t he be?...

...No Second Prize 2 is go! The
sequel to the smash hit Amiga bike
racer is due to start development
any day now and is based around
the World Motorcycle Champi-
onships. You'll also be able to com-
pete in the Isle of Man TT as well.
More news as and when...

..Team 17 are preparing Project-X
for budget release. As with Alien
Breed, it won't be a simple matter
of repackaging the disks in a small-
er box. Instead, Team 17's coders
are rejigging the game to make it
slightly easier, mainly by virtue of
the fact that you now won't lose
your power-ups when you die. This
will no doubt come as a relief to
all those who found the original
nightmarishly difficult...

....More CodeMasters news. Micro
Machines is coming to the Amiga.
Something of a runaway success
when originally release on
Megadrive, scoring in the region of
90% and greater, the game is
expected to do much the same
sort of business when released on
the Commaodore machine early this
Summer. Expect a price in the
region of £19.99...

...Hot news just in on the Fax. Andy
Wilton, Bob Wade and Andy Smith,
who are about the only good peo-
ple Future Publishing used to have
working for them, have left and
set up their own software pub-
lishing company. Called Asylum,
they'll produce “high quality
games”, with the majority of their
titles leading on the Amiga.

SNATCHERS...... GERMANY £/

OUR LITTLE FRIEND STOPS OFF FOR A
SOFT DRINK IN THE LAND OF SUN-BED

KRISALIS
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a COMPETITION

|

SAHARA ELITE
MOUNTAIN BIKE WORTH
£500 (nearly)

f you're a typical reader then no doubt by the time you read this you
will have already ripped those three dazzling hunks o’ plastic from the
cover of this finely-crafted magazine and, as they say-'tried them out’.
If this is so then you'll have already realised what a corker The Lost
Vikings looks set to be.
But if (God forbid!) you actually prefer to read the magazine first and
you haven’t had a chance to check out the disks yet then let me explain
that The Lost Vikings is a highly-amusing arcade adventure-y sort of affair,
where you have to use three comical Norsemen in various permutations to
get through a massive variety of hazards. It's a bit like Gobliiins but good.

The Lost Vikings is the first fruit of the new base set up in the UK by
famed American software developer Interplay, and if this little sweety is
anything to go by then the future for all us Amiga gamesplayers looks
extremely rosy. Following hot on the heels of The Lost Vikings will be Star
Trek: The 25th Anniversary and Castles 2: Siege and Conquest (see this
month's Work In Progress section), both of which will no doubt match
and - yes! - maybe even surpass the fine quality of The Lost Vikings.

And so ecstatic are the Interplay people at (a) having such a top game
like The Lost Vikings and (b) getting space on one of The One’s highly-
coveted coverdisks, that they've decided to run a compo for all you read-
ers to enter. And the prize? Well, it's pretty good, actually - a Sahara

Elite mountain bike worth nearly £500! The guys at Mountain Biking
UK magazine reckoned it was “an extremely well-balanced bike with

capabilities that way outshine its price category” so it sounds like it should
be smart. The bike's made by Saracen, which is a bit like a Viking, so there's
the prize/game link explained.

In addition, there are ten runner-up prizes of a Lost Vikings T-shirt (one
size fits all, even Dave) and, natch, a copy of the brilliant game too. Let's
face it, you can’t argue with prizes like those can you?

WHAT YOU HAVE TO DO...

Look at these two picture of the heroes from The Lost Vikings. Look pret-
ty similar don't they? But - a-ha! - we've made some slight alterations to
the one on the right. What you've got to do is work out what the changes
are (there's five of them, if that's any help). It's a bit like that Indiana Jones
compo we did a while ago, mainly because now that Gary's left we haven’t
got any original ideas of our own so we're just rehashing old ones.

Now, on the back of a postcard or a sealed envelope, write down the
grid references to where the alterations are (i.e. ‘A", say), along with your
name and address, and send them to: Inspector Norse Compo, THE ONE,
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. All entries must be
received by May 28th 1993. The first correct entry out of the hat after that
date will win the bike and the next ten will each win a runner-up prize. The
Editor's decision is final, all the usual The One competition rules apply and
no correspondence will be entered into.
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LETTERS

Letters

The life of man is a short and fleeting thing. No sooner has he been born than he starts
to die. So don't waste your life. Do something that will make you live on in the minds of
those who follow. Something like write a letter to The One. And not only could you be
forever immortalised in black and white on the printed page of this hallowed tome, you
might also win a super software prize if your letter's considered particularly good. So get
writing to: Letters, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU; or
alternatively FAX us on: 071-972 6710.

CAVEMAN
WHINGERS

Re: The letters in the March

_ issue of The One regarding the

difference in mark for Joe & Mac
Caveman Ninja in The One (22%)
and Amiga Action (79%).

Dear The One,
Loyalty boys, loyalty! If this pair
have enough money to pop out and
buy two or three computer maga-
zines a month why should they
worry about different reviews giving
different scores? If their loyalty was
shown to one magazine only (that is
The One) they could afford to buy
the games they read about and try
them out for themselves. Surely, if
you rate a game at 22% and they
don't agree all they have to do is
buy it and try it. Too many cooks
spoil the brath.

S. Wright, likeston.

MOB RULE!

Dear The One,
I'm writing to you because | don't
know where else to turn. The Mafia
are threatening me, saying that if |
don't get them Legend of Kyrandia
and Indiana Jones and the Fate of
Atlantis they will give me a pair of
concrete boots and throw me in the
river Tiber. They're also saying that
if they only get one game they will
snap off one of my legs. I'm depend-
ing on you so please don‘t let me
down,

Michael Chegwyn, Bedford.

Erm, sorry...

WHAT'S GOING
ON?

Dear The One,
I am writing to you about your
review of Team 17’s excellent Body
Blows. Amiga Power said a review of
it wouldn't be around for three
months in Issue 22 of their magazine,
when up popped your lowdown a
few weeks later. Now | don’t mean
to offend you or anything but was it
the TOTALLY finished version? Or did
you just slap down a few screenshots
and make up the rest? I'm not ques-
tioning your integrity, it's just that it
does happen a lot (mentioning no
names, although ‘Amiga Power’ and
‘Lionheart’ somehow come to mind).
And another thing - why is Games-
Master so sad? Dominik Diamond,
that's why. Do us a favour, Channel
4. Hire someone with an ounce of tal-
ent. And get rid of the Celebrity Chal-
lenge while you're at it. Do you real-
ly think we want to see a bunch of
over-hyped gits gain some publicity
by trying to be good at games (and
failing miserably)? Well, | don't. More
reviews than just three a week would
be nice - for all formats!
Pat Wintersgill, London,

Indeed, it was the finished game (of
course). We would NEVER mock-up
screenshots or review a game from
Just screenshots - that's plain unfair
to you, the reader. Basically Amiga
Power just got their facts wrong. If
you saw the Amiga Power that came
out after the issue of The One with
the review of Body Blows then you'll
have seen that they reviewed the
game as well. It's all a question of
deadlines, really. Luckily the game
was ready to review just in time to
get it into the March issue and thus

we beat Amiga Power to the first
review. As we always seem to.

On the subject of Dominik Dia-
mond (or plain ‘Dom"’ as we in the
bizz call him because we're such
great mates and all that), | think it's
time to close the book and give the
poor guy a break. Alright?

CONFUSED
OF ESSEX

Dear The One,

After recently selling my MES for the
simple reason that | strongly object
to paying around £40-50 for even the
crappy games, plus the fact that |
now what to have more than just a
games machine, I've now decided to
invest in an Amiga. Your magazine
looked the most interesting on the
newsagent’s shelf so | bought the
March issue and I'm very pleased |
did.

I've decided to buy the A1200 sim-
ply because it looks a good deal. |
was wondering if you could answer
a few questions for me, as I'm a bit
of beginner:

(1) Briefly, what makes the A1200 a
more attractive buy than the other
machines?

(2) I've been reading about hard
drives in another magazine. Are these
necessary or just useful?

(3) I've seen games being advertised
as being for the Amiga. Does this
mean they'll run on any Amiga?

(4) Could you recommend a few
books to read for newcomers to the
Amiga such as myself?

(5) And lastly the most important
question. If I'm to get really serious
about the Amiga (and | would like
to), | need to clarify one point - it
seems Amiga owners are supposed

to insult Atari 5Ts. Why is this, or are
5Ts generally crap? A few friendly
insults never hurt anyone!

Lisa Walters, Grays.

Alrighty-tighty, here we go:

(1) Where do | start? For just £100
more than an A600 you get a
machine that's MUCH faster, has dou-
ble the memory size and has far
superior graphic modes. It's brilliant,
basically.

{2) It depends. If you just want to
play ganfes and simply dabble in
word-processing or something then
you could probably live withuut a
hard drive. But if you intend to get
into serious applications in a big way
fas you say you will be) then you
would be advised to get one. Also,
if you're a fan of big graphic adven-
tures like Indiana Jones and the Fate
of Atlantis then you'll find a hard
drive will drastically increase your
enjoyment.,

{3) Not necessarily. Commodare have
slightly altered the specification of
every machine they‘ve released and,
because many programmers have
tried to speed up their games by
using shortcuts that bypass the
Amiga’s operating system, you'll find
that some games are not compatible
with all Amigas. Certainly a lot of the
very old games are not compatible
with, say, the AG00 or the A1200, but
you should find that every games
released now will work with all the
currently-available machines. If in
doubt, ask the retailer before you
buy.

{4) This isn't really our territory, sorry.
We did try to call our mates upstairs
on CU Amiga but they were too busy
dismantling everything electronical
to talk to us.

(5) Generally
completely crap!

crap?- They're
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HOW INCREDIBLY BIZARRE...

Dear The One,

For some incredibly bizarre reason, | seem to be plugging away at the keys of a decrepit old typewriter attempt-
ing to write to your also incredibly bizarre magazine. This letter is going to contain no less than ten incredi-
bly bizarre statements/questions concerning everything from computer games to psychopathic rubber plants
called Herman. How incredibly bizarre.

(1) The Lionheart compo was incredibly bizarre (and fun to enter). Do the same sort of thing again, please.
(2) How the hell do | start programming? (To me it all sounds incredibly bizarre.)

(3) | am currently saving up for two incredibly bizarre games, both of which scored over 90% in the March
issue of your mag. Unfortunately, | am a little short of cash and I'm thinking of starting my own fence-cre-
osoting business. Taking into account the recession, do you think this wise?

(4) Recently, our incredibly bizarre neighbourhood has been terrorised by a mad machette-wielding spaniel
called Derek. I've tried everything to get rid of the canine pest but to no avail. This incredibly bizarre story has

nothing to do with anything, though...
(5) At the weekend, | dug out my old and somewhat incredibly bizarre 48K Spectrum and played it for a
laugh. What an incredibly bizarre laugh it was.
(6) Anyone considering buying Joe & Mac Caveman Ninja is utterly and incredibly bizarre, and should be
shot at once. They would be well advised to invest in a set of foam-rubber kitchen utensils instead.

(7) You'll probably think this incredibly bizarre, but if you look at that baby they've got in Neighbours through
a pair of 3D specs, he looks like David Upchurch (though considerably smaller). How incredibly bizarre.

(8) Those demos, Flashback and Superfrog, were incredibly bizarre and rather tasty, weren't they? More of

the same, please.

(9) Have you noticed that on the incredibly bizarre poster accompanying Streetfighter 2, Blanka has two left

feet? Incredibly bizarre, isn't it?

(10) Darkmere looks smart. When is the incredibly bizarre release date?
Bye, from the incredibly bizarre Neil jack, Fife, Scotland.

P.S. Herman, the psychopathic rubber plant, was not mentioned in the above statements/questions due to

copyright difficulties.
P.P.5. How incredibly bizarre.

To reply to your incredibly bizarre statements/questions one by one:
(1) By an incredibly bizarre coincidence we will be in the next month or so.

{2) Buy an assembler and learn 68000 machine code. It's not easy but it is incredibly bizarre.

(3) No, as the building trade are phasing out wooden fences and replacing them with chain-link. However,
if you phone and tell use which two games you want we'll send them to you for writing your incredibly bizarre

Star Letter.
{4) Thank goodness.

(5) We know it was - we heard the laugh all the way down here in London.
{6) Quite. We told ‘em but they won't listen.
(7) The incredibly bizarre reason for that is because Dave IS the baby in Neighbours. Thanks to some TV
magic they superimpose a shrunken version of Dave over the real baby. He doesn’t get much for doing it but
it all helps pay the food bills (which, for Dave, are enormous).
(8) Yes, they were good, weren't they?

{9) I bet he's crap at ballroom dancing.

(10} In the next couple of months, with any luck.

WRIGHT
OR WRONG?

Dear The One,

It appears to me that after reading a
couple of different magazines recent-
ly (yours included) that this Andrew
Wright from Virgin Games (or so he
claims) is a bit of an annoying,
tedious, toffee-nosed, pompous,
miserable sod as far as his comments
are concerned regarding the Amiga
(particularly the A1200) in the overall
games market at the moment.

What he seems to forget is that
not everyone want or can afford to
buy a bleoody incredibly expensive
decent PC and all the millions of real-
ly tedious technical what-nots to go
with it just to play games or do a bit

of light home computing, nor does
everyone want to play unbelievably
boring and tedious. knuckle-chew-
ingly painful strategy, simulation and
adventure games ALL the bloody
time either.

So far as I'm concerned he can
stick his bloody expensive, boring PCs
and compatibles (whatever that may
mean) where the sun don't shine.

And no, you don't need a monitor
to play Amiga games either - I'm
happy enough without one. He's
right about one thing, though - he IS
an old humbug b*stard.

Mark, Crystal Palace.

Oh dear. | don't think you like
Andrew very much, do you? Well,
you need worry no longer Mark,

because the Vic Reeves’ aromather-
apist look-alike has now started
working for Sega, so you'll never
have to hear his sadly misquided and
poorly informed comments ever
again... unless you buy a console and
start reading Megatech or some-
thing. where you'll no doubt discov-
er that he's STILL whinging on about
something.

A600 BLUES

Dear The One,

The One is one of the best, if not THE
best Amiga magazine. 5o why am |
writing, you may ask? Well, although
the mag is good there are a few
things which | consider to be worth-

LETTERS

while that the magazine doesn't con-
tain or not very well, anyway.

First, on the Contents page (in very
small print) you give us readers the
chance to purchase back issues. What
you don't tell us is the price of this
service or what each back issue actu-
ally contains. | mean, does anyone
use this service? | want to buy some
back issues but by no means am | giv-
ing my money away before | know
what I'm getting.

second, | have an AB00 and so do
many other readers. 5o why don't
you give any indication of whether
games are A500Plus or AG00 com-
patible. | know all the new releases
are, and congratulate you on giving
extra information for A1200 owners,
but some budget re-releases aren’t
always compatible since they were
released ages ago before the Plus and
the 600 came out. But you don't give
us any indication of any problems.

Third, the reviews themselves.
There should be more than one
reviewer. After all, the review and the
Overall mark are only based on one
reviewer's opinions.

Trevor Smith, Halifax.

Some good points, Trevor. To answer
your first one, you're correct in say-
ing that there ought to be some sort
of explanation of what's in previous
issues - we'll try to sort something
out soon.

And, yes, there should be some
sort of indicatar as to which budget
games work on, say, an A1200 and
which don’t - again, we'll try to sort
that out soon.

Finally, although only one person
actually writes each review, everyone
has a look at a given game and the
final mark printed is a general con-
sensus agreement by the whole
team. Fair enough?

WHAT A ‘NANA!

Dear The One,

First | would just like to say that
Matthew Edmonds who wrote to
you in March about Sensisoccer is
speaking utter crap. Sensisoccer is
brilliant and beat the pants off Kick
Off 2.

Second, | have | quick question for
you. | remember reading last year
sometime that the computer game
featured in Chris Rea’s video to God's
Great Banana Skin was going to be
bought up by some major software
company and released. Is this true?
Please tell me because | thought it
looked quite good.

Matthew Soden, Farnham.

Are you serious?




NUMBER 6
PART 2

Dear The One,

Anybody who recently read my
hypothesis about a possible CD
monopoly must have seen both the
humour and serious side about the
whole computer industry. Who
would've thought after the rise and
fall of the Atari 2600 and similar con-
sole-ish products of the 80s that the
whole country, if not most of the
world, would be engulfed in what
can only,be described as 'console
frenzy'?

It's easy to criticise the price of
certain cartridge games, but the
argument cuts both ways. Take, for
.example, the most-hyped console
game of the 90s, Street Fighter 2. |
wiould defy anybody not to question
the astronomical price tag of £65.
This can be put into perspective,
though. How many of the people
who bought this game have played
the same game in the arcades? And
how many times, on average, do
they continue to play it each week?

If you consider the average price
at 50p per game, the Street Fighter 2
junky only has to play it on 130 sep-
arate occasions for the cartridge
price to be achieved. | would say that
this figure has been long surpassed
by many arcade players. Day after
day, week after week, these sad
'fashion victims’' hammer out the
buttons in their local arcade, not
realising how much they're spend-
ing. It soon adds up.

Back to the console version. Grant-
ed that the machine to play the
game on costs about £100, but it
isn't limited to one single game.
There are numerous alternatives.
Does this mean that £65 is a reason-
able price to pay? Well, you should
make up your own mind judging on
the amount of enjoyment you can
get out of a single game.

How does this affect the Amiga
market you may well ask? Hopefully
the majority of people within the
industry believe that ‘Top Bods' will
exercise caution when pricing their
forthcoming CD-ROM titles. They
should undoubtedly appreciate that
the consumer will have to purchase
some sort of new hardware. This will
cost at least £200 depending on
spec. Each title's cost should be
dependent on the quality of the
product and, of course, the discre-
tion of the individual software
house,

This is where the demise of the
current console corporation giants

will come. As they continue to try
and keep a stranglehold on the
software released, so they are
discouraging many talented
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individuals and companies from
entering into this thriving business.
If common sense prevails, the
Amiga software industry will steer
well clear of a similar predicament.
After all, there is a solid base of high-
ly-talented programmers, animators,
artists, etc, within the scene, whose
enthusiasm and commitment are
often taken for granted. Also the
ever-expanding PD and demo scene,
which highlights the number of tal-
ented (and those not so gifted) peo-
ple from all over the world. This,
alongside the recent release of the
A1200, surely places Commodore at
the forefront of the whole industry?
Together with support from every-
one, we will overcome this ‘trendy’
console phase. Let's not spoil it for
the guick profit! We live in a greedy,
self-obsessed society, where it is seen
as acceptable to want... want...

want...
The Prisoner.

You've made some interesting
points, Number 6, but | think some
of your viewpoints are a little naive.
You seem to think is that software
companies don't want to produce
console software. What you forget
is that, at the end of the day, the
software industry is all about making
money. And there’s a lot of money
in consoles.

True, there are a lot of people
striving to create new, exciting, inno-
vative and unigue stuff (take Bull-
frog, for example) but the bottom
line is to make a profit. Software
companies will produce games for
any system - computer, console, CD
or whatever - as long as there's
money to be made.

There's still a lot of money to be
made on Amiga. Not, perhaps, quite
as much as on the Super NES or
Megadrive, but still a reasonable and
not insignificant amount. And for
that reason and some of the others
you've described you can feel confi-
dent that the Amiga is going to be
around for a long,-long time yet.

CHEAT, CHEAT,
NEVER BEAT!

Dear The One,
After rampaging through the March
edition of your mag, | felt | had to
write in protest at an ever-increasing
tend in computer game players and
competitive persons worldwide. |
refer in particular to the indulgence
of Dr David's Games Surgery given to
lazy, don't-want-to-try-harder
CHEATS!

Now can you, at the expense of
honest game enquiries, give these
easybeats the space to brazenly ask

for cheats purely because “l can’t get
very far into the game” - Graham
Davies, Cardiff. | ask of Graham: How
would the Welsh Dragons have fared
against England recently with an atti-
tude like that?

And what of Carl Nugent, Brixton,
“wondering if there any infinite ener-
gy cheats"? | ask of him: When the
going gets tough, what do you do?
Whinge and whimper that it's too
hard, | don't like a challenge, give me
a cheat before | fill my shreddies?

You lads at The One pander to the
whims of these spineless characters
while pontificating about software
piracy, Surely, offering blatant short
cuts are ruining the play/lastability of
a game, leaving the punter feeling
short-changed and wishing he'd
pirated the bloody thing?

Don't get me wrong, we all need
some help and encouragement at
times, and in most of your reviews
and comments you manage subtle
assistance without giving away a
game’s innermost secrets. But speak-
ing as a champion of the no-cheat,
no-drug-abuse, no-gain-without-pain
cause, | demand that you stop pro-
moting the use of cheats before the
games-playing universe becomes a
haven for gutless, don't-want-to-try,
mindless, morally-warped Ben John-
sons!!!

Martin ‘Never cheated In My
Life’ Mullen, Darlington.

Well, you're being a bit unfair don't
you think, Martin? Unfortunately,
not everyone is blessed with your
God-given and God-like games-play-
ing skills and, as you say, “need
some help at times". If somebody’s
been playing a game for ages and
just can’t progress, even after
months of trying, isn’t a little harsh
to deny them a cheat code so they
can see the end of a game they've
paid £25 for just because you think
it's “spineless”? And remember, peo-
ple don't have to type in the cheats
if they don’t want to. What do other
readers think? Should we stop print-
ing cheats? Should Dr David hang up
his stethoscope for the last time and
retire?

OH, REALLY!

Dear The One,

| would like to introduce a new idea
to your magazine. As it stands the
magazine is very good, but it does
have one thing missing that most of
the others seem to have. "What is it?"
| can hear you all crying! (1 can't hear
anything - Ed.) Please tell us! (Please
get on with it - Ed.)

It's a Classifieds page, where all us
Amiga owners who want to upgrade
to the new A1200 (and | think that
most of us do want to do that) can

advertise our old equipment to
potential buyers. This would benefit
us as we could shift our old machines
to help pay for the new ones and you
could charge a SMALL sum of money
for rendering your services. We could
specify how long we wanted the ad
to run for, size of ad, etc... and you,
in your infinite wisdom, could charge
accordingly.

Now, as | thought of this idea,
how about letting me have a free ad!
Oh go on! Well, here it is anyway...
{I'm afraid we had to cut you letter
a bit here for reasons of length - Ed.)

And now onto a matter of grave
importance. Your little gag about X-
Wing on the Amiga wasn't all that
funny. At least, not for a friend of
mine who, on hearing the news,
rushed out and gave away all of his
games in a fit of joyous madness,
only to realise then that it was all a
joke! He now has no games and no
money to replace them. | hope you
all feel pleased with yourselves! Just
a little sob story for you!

Right. That's it from me now...

Alex Warren, Swindon.

Mmm, yeah, not a bad idea, | sup-
pose. The only problems we've had
in the past is that some unscrupulous
types use these Classified columns to
set up games swapping/copying
rings across the country which, as we
all know, is very naughty. However,
I suppose it wouldn't be too hard to
spot people who are up to that sort
of malarkey and weed them out.
What do other readers think? Would
you like a Classified column? Write in
and tell us!

As for your friend giving away all
his games after he read our little
‘April Fool' joke about X-Wing, is he
entirely sane? We think not...

TWICE THE
EFFORT

Dear The One,
| own an A1200 and | don't feel your
tiny A1200 Verdict is enough. Why
not do two reviews for each game,
one on the 'normal' Amiga and one
for the 'Super' Amiga? | begrudge
having to read so much text about
the game on the bog-standard
machine and then only get a little bit
about it on mine.

Simon Bennett, Moordown.

That's it, | give up. What a stooopid
idea. The simple (and | suppose I've
got to make it simple for you, Simon)
reason is that there just aren't
enough differences in most games to
warrant such a wastage of space.
When A1200-only or A1200-first
games come along, then you'll see
full A1200 reviews. Until then... no.
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The obvious questions {and |
slightly stupid one at that, given
Alien Breed's success) is: why Alien
Breed 27 “Basically because doing
Alien Breed 3 would be a silly idea...”
Now come on, Martyn, play the
game... “Actually we had always
wanted to do a full (and by "full’ |
mean a complete rewrite) sequel, not
like what we did the the Special Edi-
tion.

"We've had a massive amount of
feedback about the original game
and the Special Edition and | suppose
we're here to satisfy the demand of
players and believe me there's a lot
of demand! Also, we're completely
sick of non-shoot-'em-ups after
spending a year on ‘that bloody
frog'! Breed has always been one of
our favourite projects and it also
seems that a lot of people still value
it as our best game, although | could
disagree easily.”

What are you hoping to achieve
with Alien Breed 27 “"We want the
players to get involved and just enjoy
it, more so than they did with the
original, which - judging by the
demand - is going to be tough but |
think we have a number of features,
particularly on the A1200 version,
which will be enough to make peo-
ple say "Yes... this is good stuff.’ The
overall game will be about 500% big-
ger than the original Alien Breed and
three times the size of the Special
Edition, maybe bigger. Certainly it's
going to be a real challenge to 'Breed
vets!.

Is the plot different, or is it basi-
cally more of the same killing things
in a space station? "l don't want to
go too deeply into the plot just now
but we're happy that it's a very good
story and will work very well - it's
certainly not a case of improving the
original and just strapping on a
plot,” says Martyn. “Basically it
revolves around a colonised planet
and all sorts of weird happenings.
" This planet has one centre comprised
of three buildings; a civilian unit, a
military installation and a science
installation.

Hello gorgeous! It's Andreas
Tadic, AB2 programmer.

“You have missions according to
each and these must be completed
before you can access other mis-
sions. The buildings are linked by a
concourse and one of the buildings
provides a bridge over a ravine in
the planet’s surface which ordinari-
ly cannot be crossed. Once over the
ravine you make your way across the
planet and then into the actual plan-
et's subterranea. Then a quite shock-
ing part of the plot is revealed and
all hell breaks loose!”

What do you feel were Alien
Breed's weak points, and how are
these going to be rectified in Alien
Breed 27 “The original game was far
too small and far too linear,” admits
Martyn. “It had major gameplay
flaws, which is easy to say looking at
a game which is two years old in
design. | think we rectified a lot of
the problems in the Special Edition,
but we still think there’'s lots of
room for improvement.

“The linear thing isn't an easy
case to argue as we've found that a
large percentage of players prefer to
be ‘pushed’ through games and not
have to think about where to go.

The maps in Alien
Breed tend to do a
bit of both so | think
that's okay. In the
original we had
maps that had to be
completed in order
and although we will
have similar in the
second there will be
parts of the game
where you'll be able

to go through a
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levels in any order. It's Rico Holmes, AB2 graphic artists, trying to strike
“Lack of variety @ cool pose at the European Computer Trade Show

was also a weak spot tast Ak

and this will be improved a lot in the
sequel. The player sprites were quite
weak and we will improve those too.
From a technical viewpoint we can
do a lot with the game, add much
more action, better weapons and so
on so it will look and feel much bet-
ter and more action-packed than
ever before.

So the game isn't going to be
divided into levels like the first
game? “Some of the missions are
open in that you must search a num-

ber of levels/maps to complete the
missions,” explains Martyn, “where-
as other quests will take you through
set maps like the original. Some
areas will be open planet areas
where you have a set time to activate
something or at least reach a depar-
ture zone."”

What sorts of aliens can we
expect? “There will be many differ-
ent aliens, unlike the original - which
was a weakness, | suppose,” says
Martyn. “Some will be big, some will

OH DEAR!

Just to give you an idea of what you can expect from Team 17's Alien Breed 2: Diary Of A Game, Martyn
provided us with this example. It's all about the boys' adventures leading up to the first day at the
European Computer Trade Show. We would like to remind readers that getting drunk and unruly is neither
big, hard or clever, though it can be funny to read about...

Saturday April 3rd 1993

71.45am

Team 17 set off from Wakefield in one car (a Ford
Granada) and a big olive-coloured van full of all the
techy bits for the show. We arrange to meet at
Woolley Services on the M1 so that we don't lose
each other on the way down and therefore not
arrive at the ECTS at different times.

B.15am

At Woolley Services. We have arrived but the van
hasn't. Plan A already down the pan. Unfortunately
we thought it was fool-proof and we never made a
Plan B. Everyone says "“Soddit!" loudly and gets in
the car. We head off down to London preparing for
unorganised chaos.

9.30am i

After passing the Sheffield area on the M1, | don
my Leeds Utd top and practice my hand signals to
the many coaches and cars from Sheffield heading
towards the Sheffield Wednesday-Sheffield United
FA Cup Semi-final. This proves to be sufficiently
amusing for the rest of the journey. Stopped for a
rip-off £5 breakfast and didn’t get any toast.
Practised even more vulgar hand signals to the
woman serving breakfasts on the way out.

12.30pm

Arrived at loading bay for the show, our van full of
equipment is nowhere to be seen. We watched Tom
Watson of Renegade unload his van (erm, Fiesta).

2.00pm
Qur van arrives.

3.30pm
Our van manages to park near the loading bay.

4.00pm

Watch the Grand National debacle on our stand,
surrounded by lots of other software houses who
hadn't thought of bringing a TV to watch the
National. Swear and chunter for a few hours about
the waste of time it was bringing a TV all the way
down.

8.00pm

Stand is complete, we head back to the hotel... but
not for long. We hit the George pub in Hampstead
and enjoy its wares. Discover the delights of a local
Kentucky then hit the hotel bar...

Sunday April 4th 1993.

1.30am

Ernie, the ace 90-year-old barman fom Bradford
(who works in the hotel), decides to say “Time!’ and
we have to retire to our rooms.

4.00am

Run around the hotel in boxer-shorts making silly
noises and ordering £5 breakfasts for unlucky
people in random rooms. Attempt to climb onto the
hotel roof. Fail. Turn TV volume full ug in order to
receive a complaint from the people next door.
Attempt to use the .com's trouser press to
straighten my trousers whilst still wearing them.
Fail miserably.

6.30am
Fall asleep at last.

7.30am
Alarms goes. Time to get ready for the first day of
the ECTS show...




The A1200 is very exciting and we
want to get ourselves a name for
A1200 development. We
wanted to hit the machine HARD
right from the off...
Martyn Brown, Team 17.

(Above) It might not look like much, but
this scrawled-on scrap of paper is where
the basic game design for Alien Breed 2

was thrashed out.

{Left) Here's a view of the alien planet's
surface, showing the corner of one of the
installations and the ravine. You'll only be
able to cross this late into the game, when
certain missions have been completed.
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Bring out the beast in your car. Max Power, a great
new mag for car-enthusiasts, shows you how. It's packed

\ L with all you need to know about modifying your car.

% What you can do. The kit you'll need. Where to buy it.
"-_ What to pay. It's the most power churning, stomach
turning, rubber burning car mag ever. So, tear along

A3 to your newsagents now for Max Power.
% And unleash the beast in your car.
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MEDIA

MADNESS!

few years ago there were

no computer game TV

shows, no talk of gaming

on the radio and not

ven a mention of com-

puter games in the newspapers.

Most people considered it a hobby

for spotty eleven year-olds with no

friends, no sporting interests and no

life but now the media has woken up

and realised that computer games
are Big News.

Magazines which have nothing to
do with games at all often give them
regular coverage and while these
mags may argue that they are just
changing with the times and cover-
ing what ‘the kids' want, there's no
doubt that a Street Fighter 2 flash on
the cover ups circulation. Magazines
such as Match, Time Out, Smash Hits
and a host of others regularly review
games and relay gossip and even the
national newspapers like the Sun and
The Daily Mirror run a weekly com-
puter section. Computer games are
everywhere.

GAME TALK
GOING LIVE!

Take Going Live!, for instance. The
successful BBC Saturday morning
children's magazine introduced the
Game Talk section back in October
1992. Andi Peters fronts this part of
Going Live! which covers all aspects

What else is there to say about the
Going Live logo apart from this is it?

What made the TV and Radio shows suddenly sit up and take
notice of computer games? How does the way the Sun's ‘Buzz’
section work differ to the slap-dash approach of The One? Why
choose Lemmings as the basis for a rave record? Discover all this
and more as Simon Byron journeys into the glamorous world of
‘showbiz’ to find out how the mass media approaches the subject
of computer gaming.

We don't
have any
turkeys on
Game Talk,
only hedge-
hogs and
plumbers.

Andi Peters, Game Talk.

Notice the pen in Andi's hand? Joe made him hold that because, and | hope
you're listening power dressers, it makes you look important, apparently.

of computer gaming and is featured
on the programme once every
month.

After a quick guided tour of the
studio (which is surprisingly small)
and a brief photo session with Andi
and Joe Godwin, Producer of Game
Talk and Director of Going Live “most
of the time”, we settled down in the
infamous BBC canteen for a quick
chat. Andi had just returned from
Japan where he followed Take That
on their tour and could hardly speak
due to contracting laryngitis. If there

was any way of writing this inter-
view quietly to reflect the state of
his vocal chords then | would.
Passing up the opportunity to
sample the oft-mocked BBC tea
(mainly because | wasn't actually
offered any, the cheapskates!), |
asked Andi a little bit about his back-
ground and how he came to be the
presenter of Game Talk. "l used to
present a programme called Free-
time for Thames Television when
the BBC made me an offer |
couldn’t refuse. Then | hosted
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But First This for about a year until
they moved me to the Broom Cup-
board which | have been doing ever
since, amongst other things."”

Joe describes how Game Talk
works. “Once a month Andi and |
decide between us what we're going
to feature in the slot and then | pull
it together and do all the boring bits
while Andi gets to do all the glam-

F
/

orous parts.” Fa

“Basically, he's the brain behind
Game Talk and I'm the beauty”
interjects Andi.

Carrying on, Joe explains how
computer games became a monthly
feature in Going Live! “Chris
Bellinger, the editor of Going Live!,
came up with the idea.” At this point
Andi, rather sadly if truth be told,

Just behind Andi's elbow you can see the spot where Gordon The Gopher
plants his rodent-like bottom when it's time for him to do his bit on live TV,

COMING
YOUR W
SO0

tries desperately to butter up Chris
by directing complements at the
tape recorder but we shan't bother
with any of those comments and
rejoin Joe who is admirably ignoring
Mr Peters and trying to sensibly
answer the original question. "It was
Chris’s idea that Going Live! needed
to cover computer games because
we're that sort of show. He left it up
to Andi and | as to how we wanted
to do that.

"Game Talk works in a mixture of
ways, depending on what the com-
panies want to tell us or what Andi
or | might read or hear about. Most
of the slot is presented live but any-
thing that isn’t is usually recorded
the day before transmission. There's
only one golden rule and that's we
don't feature games in the preview
slot which are already in the shops.”

“¥ou watch most computer pro-
grammes,” Andi interrupts, “they
often say 'exclusive look’ and when-
ever they mention the word exclusive
you can be sure that the thing
they're talking about has been on
Game Talk the week before, and
that's a fact. The first time the Mega
CD was ever seen on television was
on Game Talk and whenever every-
body else said ‘exclusive’ we thought
they were so stupid because we'd
shown it the month before. Game

s

There's always time for a laugh,
especially when we have to leave the
set guickly before Phil and Sarah
transmit a live advert for the show.

Talk is a very respected ‘programme’
and so whenever anyone wants to
give out an exclusive they invariably
come to Joe first and he'll weigh up
the item against whatever else is
planned for the show and if he wants
the exclusive then we'll do it.”

“We don't just feature things
because we'll do them first,” explains
Joe. “In fact, we've turned down a
great number of items. What we do




always has to be of interest to our
viewers. There's so many other fea-
tures split between the specialist
press and certain other TV pro-
grammes that it's quite hard to do
things differently. We try to keep a
balance between console, Amiga and
PC games and anything else which
might tickle my fancy and we like to
think that over the entire run of
Game Talk we've covered every for-
mat equally.”

So do the publishing companies
. put a lot of pressure on Andi and Joe
to feature their games? "Oh yes,”
moans Joe. Andi details the situation:
“They all try it on but at the end of
the day Joe and | have it all under
control. We'll only feature something
if we think it's right for the audience
and right at the time."

“There's no wuse featuring a
“turkey’,” says Mike Gardner (who
Andi told me to refer to as a BBC
spokesman). “"The kids know when
you're conning them and there's no
use risking the credibility of the show
just to cover a particular item."”

“0Oh no, we don't have any turkeys
on Game Talk, only hedgehogs and
plumbers,” jokes Andi.

When | ask whether they perceive
Game Talk as a ‘filler’ slot, Andi
feigns mock annoyance by screaming
“How dare you!"” several times. After

I explain that there's no doubt that
with magazines such as Match stick-
ing a Street Fighter 2 flash on their
front cover they're trying to cash in
on the success of computer games
and that I'll be asking everyone that
guestion, Andi calms down and
answers the question. “Going Live!
works across the board, it has some-
thing different for everybody. You

FEATURE

could say the whole show is a filler
for Grandstand but there is demand
for the subject matter which is why
we have to include it."

“We're not cashing in at all.” adds
Joe. "There are easier and slightly
cheaper ways of getting viewers to
watch a programme like ours so if we
were just interested in detting a high-
er viewing audience then we could

Mike, our roving photograper, snaps Andi trying to stop a studio technician
from nicking his complementary copy of The One. Just you try it, son.

ANDI PETERS’

TOP FIVE GAMES
F1 Grand Prix (Micro-
Prose)

The Chaos Engine
(Renegade)
Speedball 2 (The
Bitmap Brothers)
Zool (Gremlin Graph-
ics)

F-19 Stealth Fighter
(MicroProse)

JOE GODWIN’S
TOP FIVE GAME

Sensible Soccer
(Renegade)
Lemmings
(Psygnosis)
Civilisation
(MicroProse)

Zool (Gremlin Graph-
ics) _
Monkey Island 2 (US
Gold)
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The hustle and bustle of the Going Live! studio clearly doesn't affect Joe Godwin, producer of Game Talk, for he
still finds time to complete a crossword whilst looking important.

Andi lowers his pen for that slightly
informal look.

stick cartoons on all the time, like
some other programmes.”

How ‘into’ games are the both of
them? “| play a lot because |I've got
every console and every bit of hard-
ware,” says Andi. “My only problem
is time because | haven't got enough
of it to play the games as much as I'd
like to. I've had all this equipment
long before Game Talk started which

is why | was suggested for the role.
I love technology and | love play-
ing video games. I'm not the
best person in the word at

them but | love having a go.

“I'm not as into computer games
as Andi,” admits Joe. “| play the
hand-held games quite a lot but |
tend not to spend too much time
with consoles. | basically decide what
games | think we should feature and
Andi takes them home and tests
them with the help of his brother.”
Who, as Andi helpfully adds, is called
Johnny.

“loe gives me the price, the make
and the release date and then | go
away and write the reviews. We tend
to look at hundreds of games
between each Game Talk and then
split the three review slots between
Sega, Nintendo and PC or Amiga.
We'll never feature two games for
the same machine,” explains Andi.

As anyone who reviews games for
a living will tell you, there are often
times when a software house will be
none too chuffed if you don't rate
their game very highly. How much
hassle does Andi get considering that
there are far more people watching
Going Live! than flicking through a
magazine like The One? “I'm charm-
ing,"” he says. "When | slag a game
off you don't know I'm slagging it
off. | mean, let's take Lemmings, for
God's sake - I'd rather watch the
repeats of Eldorado,” he finishes,
none too tactfully, if you don't mind
me saying.

“And what has been the reaction
of Psygnosis?” asks Joe. "We've
slagged off plenty of games from dif-
ferent companies and I've still yet to
have my legs broken.”

“People often come up to me and
say ‘So, you didn't like my game,
then?’, expecting me to say sorry but

instead | say ‘You're guite right |
didn‘t like your game,” reflects Andi.
“But then you've got to realise that
all publicity is good publicity and
they've still had their product fea-
tured on the most watched Saturday
morning kids' show on any channel.”

When will the computer boom
end? "l don't see an end to it,”
remarks Andi, "as long as there are
televisions there will be computer
games. If there’'s nothing interesting
on telly, and let’s face it, it happens
sometimes (apart from when we're
on), it's an inexpensive way of enter-
taining yourself. There's a lot of inter-
est in games at the moment because
it's all still quite new...”

Joe takes over here. “...and when
it declines | think you'll see which

‘ There's so
many other
features split
between the
specialist press
and certain
other TV
programmes
that it's quite
hard to do

things
differently )
Joe Godwin, Producer

programmes are featuring it because
they ought to and which are featur-
ing it because they want to. We'll still
be covering it this time next year, the
specialist press will still be around
but the programmes who are using
it as fillers will have stopped.”

Going Live! will have finished its
six year run by the time you read this
so what will happen to Game Talk?
“We're still discussing next year’s Sat-
urday mornings so it's all a little
undecided at the moment,” explains
Joe while Andi fakes a few tears at
the prospect of being left Game Talk-
challenged. “Not that it's for me to
say, but | have no doubt whatsoev-
er that we will still be doing com-
puter games in some form or other
- be it on the new show or as a full-
blown television programme.” Let's
hope so.
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"Anybody know 2 down? Two words, both with three letters, ‘Britain's
biggest and best Amiga games mag'. What's that all about?" queries Joe.




We've had the Tetris record. Next
came that Super MarioLand effort
(and the less said about that, the
better). Now, just when you thought

it was safe to switch on the
turntable once again, Psygnosis and
new dance/rave combo SFX (appar-

1
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the idea and we felt that if it was a
good record then we'd do it. We
didn't want to go with it if it was
another Sonic or Tetris single, both
of which sounded like computer

games with a record thrown on the

back.

“The track was already
in production when
they came to us and
when we heard it in
its early stages it
sounded very good.

As the project pro-
gressed, the record
company realised that
they were onto some-
thing big and decided to
put more resources into it and
now, instead of being an indepen-
dent record on the Food label, EMI
saw the possibilities and have decid-
ed to distribute it mainstream
instead of just an independent dance
single.”

A couple of the engineers involved
with co-writing and producing the
record used to work with the now-dis-
banded KLF (who, as they often pro-
claimed in their dance hits of the past
couple of years, were 'gonna rock
you') and you can spot their influ-
ences as soon as you hear the track.
There's also a rap and a soul singer
giving it a real pop-dance feel, so the
Lemmings record is far removed from
the computer tracks our ears have
been bombarded with recently. “It's
a proper record with verses and cho-
ruses as opposed to being just a
reworked computer track,” enthuses
Mark. Ever thought about being a
Smash Hits reviewer, Mark?

It's a proper record with
verses and choruses as

opposed to being
just a reworked computer

track.

))

Mark Blewitt, Psygnosis.

ently that's the sort of catchy names
these dance groups go for nowadays)
have joined forces to make sure that
we're all aware of the phenomenon
that those in the music business are
already calling ‘Lemmings’.

Mark ‘MC Marky Mark’' Blewitt,
Psygnosis's PR chappy, told me how
the idea was initially conceived.
“Food Records, who are famous for
Jesus Jones and Blur, initially
approached us. They spoke to our
music producer, Phil Morris, about

So why a Lemmings record, then,
and why Lemmings as opposed to
Lemmings 27 “It's Lemmings rather
than Lemmings 2 because a lot of
people may buy a record after
they've heard it on the radio and
although over ten million people in
Britain play Lemmings, we don't
want record buyers turning around
and saying ‘What's happened to
Lemmings 17°. We were very appre-
hensive of doing a record just for the
sake of doing a record but seeing as

though
it's S0
good I'm sure

it will be bene-

fit the game as
will the game
benefit the record.”

The record has several of the
theme tunes from Lemmings 2 in
addition to a number of samples
from the game, such as “0Oh no!",
“Let's go!” and “Weee, geronimo”
(those lyrics alone sound far more
intelligible th an most modern
‘tunes’),

“In today's music market, so the
more clued-up people at EMI Records
tell me, there is very limited oppor-
tunity for putting a video out until
the record goes top thirty. When the
song is on Top Of The Pops, we'll get
the artists to perform live in front of
a load of people dressed up as Lem-
mings.”

What's the next step for Psygno-
sis? A set of Walker dolls for the kids
to re-enact the violence of the game
with or even a Cdmbat Air Patrol dis-
aster movie? “We can see ourselves
working closely with Food records in
the future but it would have to be

the right title for us and. more
importantly, the end product would
have to be very good.”

The single will be released on 4th
May on four formats (7", 12", MC
and CD) and there will be three
mixes; a 7" radio version, a Boing
mix (very ‘raveeeee’ and very long)
and a 12" Hamster mix. The record
will also be packaged along with
solutions to particular levels from
Lemmings 2 and a B-side entitled "
Think You Better Do As He Says”,
which has nothing to do with Lem-
mings. See you in H MV, then.
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There can’t be anyone in Britain who
hasn‘t at one stage tuned into the
Steve Wright show on One FM (as
they liked to be called these days).
Colourful characters such as Sid the
Manager, Mr Angry and that bloke
who shouted “Easy Life” a lot have
become national figures and the
show currently attracts around 7.9
million listeners a day. It's also the
biggest afternoon audience puller
and has more people tuned into it
than any other programme, be it on
radio or TV. Anything featured on
Steve's show has to be considered
worthy of the Nation's attention.
and what do we have here? Why,
none other than TV's Dominik Dia-
mond, from out of Gamesmaster,
with his daily computer games slot.
| asked Mick Wilkojc, the show's pro-
ducer and Posse member, why he
decided to feature computer games.
“Dominik’s slot has been going for
about a year now. | met him on a
casual basis once as he was racing
through the building and we got
talking about the growing impor-
tance of the video computer games
market. | suggested then that he do
a regular piece for us and because
he has loads of other projects on the
go we decided that it would be
best for him to write something
for Steve to read out every day.
As a result we have this very

MEDIA MADNESS

The Posse pose for a quick snap inside one
broadcast. All of them get the chance to air their views on numero

DOMINIK DIAMOND'S GAMES SLOT
STEVE WRIGHT (IN THE AFTERNOON)

successful one and a half minute bul-
letin.”

So why Dominik Diamond, then?
“Because he's right for us - he's got
the right kind of attitude. He's hip,
he's young, he's irreverent, he tells it
like it is and he just fits in perfectly.
When he first came in as a guest, he
slotted in immediately - he's like the
missing piece of a jigsaw.”

How is the slot put together, is it
up to Dominik what he includes?
“We try to keep the slot as broad as
possible so that we cover all formats
as evenly as we can. Dominik faxes
the material to"us on a daily basis
which is then read out at about five
o'clock. We've never changed the
content for the sake of it. If we do
alter anything it's usually for the sake
of time as Dominik sometimes tends
to get carried away and over enthu-
siastic, not necessarily about the
products, but with his writing. | read
the faxes every day and I'm happy
with what he writes. We've never
had any comeback from companies
when we've given a bad review,
Dominik tends gives good reasons
why."

5o do the companies tend to has-
sle Dominik into featuring their
games? “I'd imagine that the pres-
sure on him is the same as on me as
| get dozens and dozens of singles
every week and everybody rings up

of the main One FM studios before settling down for Steve's three hour
us subjects in the show's infamous 'Talky Bits'.

Records will
always be
around. Okay,

at the moment,

computer
games are the
focus but I'm
sure that record
sales will
resurge.

Mick Wilkojc, Producer.

to create a new batch of talent and
| think that is why sales are down
The market is very fickle and unless
they keep changing the format of
the games and the challenge of the
games then I'm sure the same thing
could happen to the computer
games industry.”

Mick considers Dominik's contri-
bution to the show as a long term
arrangement. "It's going to contin-
ue indefinitely. The whole computer
thing is such a broad-based brush -
to ask ‘Have you played this’, “Will it appeals to everyone. I've got two
you play that'. | would have thought kids and | play the games with them
that in this day and age, the pressure
is equally bad for both markets.”

What with the Tetris-Mario-
Lemmings records, does Mick
think that games are being
used to nudge up the flag-
ging sales of records?
*These things feed off each
other, popular culture feeds
off itself. The thing to bear
in mind is that the singles
market is never going to be
as big as it was in its heyday
so if you take it at face value
and don't try to read to much
into it, then we can live with it
to a certain degree.

“Records will always be
around. Okay, at the moment,
computer games are the
focus but I'm sure that
record sales will
resurge. Record buyers
aren't the kids who
buy the games - it's a
different market - so
it hasn‘t got a lot to
with the kids spend-
ing all their money
on games. | think
that there hasn’t
been a great deal of
stimulus in the music
industry within itself




and | certainly don't subscribe to the
idea that computer games are anti-
social. I've seen the way my kids
bring round their mates to have
games-playing parties and I'm invit-
ed to join in. | think that there's only
one way the boom will tail off. When
| was a child, music was my way of
rebelling against my parents who
were very square and didn't under-

er games programme into their
weekly schedule, as Mick explains.
“It's very difficult to maintain inter-
est on the radio because computer
games are such a visual medium. |
don’t think you could fill a half-hour
programme with reviews of some-
thing which is 98% wvisual.”

With all this talk about kids becom-
ing brainwashed by violence in

‘ ‘ When | was a child, music

was my way of rebelling against
my parents who were very
square and didn't understand it
at all, but parents my age
actually understand computer
games and get a good deal
of stimulation out of them..., ,

Mick Wilkojc, Producer.

stand it at all, but parents my age
actually understand computer
games and get a good deal of stim-
ulation out of them so maybe the
lack of rebellion within the format
will lead to children focussing their
attentions elsewhere.”

games, it seems wise to end with a
comment from a parent who has first-
hand experience of both children and
games, so it's over to Mick for the
final time. "Controversy over brain-
washing isn't anything new. Certain
susceptible individuals will always be
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It doesn't look likely that thf_- pow- thrown up but they are th:E exception. Meeting famous people is as common to Steve as making a cuppa is to us
ers that be at Egton House will con- If you dug deep enough I'm sure that 416 ordinary folk. Here, the top DJ gives hit-maker Elton John a few tips
sider putting a full-blown comput- you could find someone who has on how to improve his piano playing skills.

been brain-washed by eating too
many cheese and pickle sandwiches.
If games are used with a mixture of
enthusiasm and common sense, |
don't see any problems.”

THE POSSE’S TOP
TEN GAMES

Lemmings 2 (Psygnosis)
Ecco (Sega)

Sensible Soccer
(Renegade)

Road Rash 2
(Electronic Arts)

NHL PA Hockey
(Electronic Arts)

SuperMariolLand 2
(Nintendo)

Mario Paint (Nintendo)
Micro Machines
(Codemasters)

Psycho Fox (Sega)
Lemmings (Psygnosis)
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MEGAGUIDE
THE SUN

Way back in the mists of time (i.e.
last year), The Sun and The Daily Mir-
ror both heard that the other paper
was going to launch a weekly com-
puter games section. The two news-
papers panicked. Both the
MegaGuide (The Sun, in the blue
shorts) and Power Up (The Mirror, in
the red shorts) entered the media
boxing ring almost simultaneously
and in the bloody tabloid war that
followed, The Sun played its trump
card - a heat-seeking missile of a
writer named Tim Boone.

Now, some of you may know the
name Boone, he of the motorbike-
related TV series. But the other
Boone - the one who's not crap - has
been working his way up the com-
puter magazine ranks and was Editor
of CVG for exactly eighteen months
before being moved into the top
position on NMS, another of our sis-
ter mags, where he currently resides.

Preparations for the MegaGuide
were already well underway when
The 5un found out that The Mirror
was planning almost the same thing,
as Tim reveals. "Kelvin MacKenzie,
the editor, started hearing from his
kids and other kids about computer
games and, being the very smart

Mark Gregory, Editor of MegaGuide, sorts
through the copy for next weeks issue.

bloke that he undoubtedly is, he
thought, ‘'Hang on, what's all this,
then?’ and made some of his jour-
nalists look into it.

"They found that there was this
phenomenon happening and | think
they'd be the first to admit that they
didn't quite understand it then, and
that they still don't quite understand
it now. But Kelvin did realise that
what was happening was so impor-
tant that he'd give it four pages every
Saturday, right in the middle of his
TV Guide.”

Tim explains his original involve-
ment with the MegaGuide. "When
The Sun decided that they wanted to
do a weekly computer games section,
EMAP Images received a phone call,
asking if anyone was available to help
out with the MegaGuide. Now, while
all the journalists on The Sun are real-
Iy talented, they didn't know much
about computer games - what they
wanted was a man already in the
industry who could basically tell
them when they were going wrong.
They wanted to make absolutely sure
that what they were writing was cor-
rect and that therefore they wouldn't
look silly.

"They asked me to write a weekly
column full of news
which was so hot that
even if the other
newspapers put their
top men onto their
games sections, no-
one else could possibly
beat them to it. They
also wanted someone
who they could ring
up and say ‘What do
you think of this, are
we doing that right?"

“Up-to this day, it's all
worked really well. The
guys who work on The
Sun are actually really

wise, and they are very
cautious that they do
get their facts right,
especially on things
like this.

“When it was original-
ly started, | do know
that it was very much
on a trial basis but
after the first few
weeks they noticed a
noticeable surge in cir-
culation. An increase in

‘ Whereas magazines like

[The One] want to cover
games before they're in the
shops, The Sun only reviews

games which the kids can walk
into the stores on the day
they've read the review and

buy there and then.

Tim Boone, MegaGuide.

circulation of one-hundred thousand
is just as important to the newspa-
pers as it is to us and if by writing a
computer games section they can up
their readership by that much, which
in their terms is very small, it's still
worth doing.

“| think when they started the
MegaGuide they were hoping to get
a lot of advertising support, but that
hasn't really started happening until
now. What's happening now is that
this industry has finally come of age.
It's eertainly on par with the music
business and | think that the record
industry is frightened of computer

good journalists, | games. Adverts and ad campaigns,
don’t think anyone much like the music campaigns, have
should think other- finally started to happen, and now

the newspapers are beginning to
cash in.”

S0 what's the difference between
the way that The Sun looks at games,
compared with the magazine indus-
try? “The key difference is that
whereas magazines like us want to
cover games before they're in the
shops, The Sun only reviews games
which the kids can walk into the
stores on the day they've read the
review and buy there and then.

“Magazines cater for a complete-
ly different audience. Our readers are

street-wise, hot, on the ball, know
about games and cannot be caught




out. Newspaper readers are the sort
that say ‘Who's this Chronic the
Hedgehog, then?’ - they don't really
know what it's all about but they
want to read about it, and the aim
of the MegaGuide is to make com-
puter games as universally accept-
able as possible, which is why they
use all the stock ‘Sun Phrases’ and all
the standard 'Sun Jokes'. Your aver-
age Sun reader, be it a banker, a
builder or a housewife, can now have
access to computer games.”

Has The 5un ever been torn
between readers in so much as when
the Nintendo Killed My Son story
broke, it didn't know where it's loy-
alties lay because it had relay the sto-
ries to its principle readers while also
catering for the kids who scan The
Sun for the computer news? “What
people have to understand here is
that like any great business concern,
The Sun has its own divisions and its
own power structures. You've got a

MNews Editor, a Features Editor, a
Marketing Manager - all these dif-
ferent types of divisions.

“When the Mews Editor picks up
the phone and someone says ‘Nin-
tendo killed my son’, he thinks to
himself ‘I've got a white-hot story’,
but when a Features Editor picks up
the phone and his Editor says ‘These
computer games seem to be a Big
Thing', he thinks, ‘I've got a really big
feature here'. The features in a news-
paper are planned, written, subbed
and layed out days before the front
page, so the MegaGuide is finished
way before the front page, which
generally tends to come in the night
before the edition hits the street.

“What happened after the Nin-
tendo Killed My Son incident, and |
think this applies to all of the news-
papers, was that they realised that
the occurrences of photo-epilepsy
were negligible and that maybe their
story wasn't so hot after all. So The

Sun continued with the Mega Guide.

“Newspapers feel strongly that
their main task is to not hold any-
thing back from their readers. When
they answered the phone and some-
one said ‘Nintendo killed my son,’
they felt duty-bound to tell their
readers this, regardless. Then sanity
prevailed and the newspapers con-
tinued giving the computer industry
all the coverage it deserves. The Sun
is very cautious of upsetting its read-
ers, because the readers tend to vote
with their feet and if they feel that
the paper is out of order then they
won't buy it.”

Tim finishes off with what can only
be described as a free verbal advert,
but seeing as though he's a lot big-
ger than me, | have no choice other
than to hand over to him for the final
time. “I think that the MegaGuide
does a really good job within its
parameters of reaching the people
that it wants to reach. | certainly find

that when I'm reading the printed
copy, it's very entertaining and |
think that a lot of people secretly
admire it.” Fair enough.

CHEERS!

There are a lot of people
who helped me organise
everything for this feature
and, apart from obviously
thanking the interviewees
for their time and trouble,
I'd also like to express my
gratitude to Simon and
Nicky at Barrington-Harvey
for putting up with my per-
sistent calls and Mike Gard-
ner at the Television Centre
for organising the BBC side
of things so admirably.
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A day out at a

oP I\IATURE PARK!

PLUS' FIVE COPIES OF BEAVERS

Gradslam are the caring, sharing software
publishers. They may have put Beaver Fever in
the Oxford English Dictionary but they're not
stopping there. Oh no, they're concerned that
the main character in their excellent platform
extravaganza may give the false impression
that all Beavers perform in a hillbilly rock
group and therefore have offered the chance
for one lucky reader to visit a nature park and
see first hand what these creatures really do
all day.

THAT'S NOT RIGHT
Hang on, did we say one lucky reader. Oh,
sorry, what we actually meant was ONE
LUCKY READER AND HIS OR HER
FAMILY. And Grandslam will pay
for your train fare to boot. COM-
PLETELY BRILLIANT!!! So if
you've got any mates who live
near a wildlife park then you can

Courtesy of

GRANDSLAM

win the compo, get FREE TRAVEL and then
nip round your friend's pad instead. Before we
move on to the nmext paragraph can we just
make clear that although Dave's dictionary
(that his ‘Nanny and Grandad® bought him for
Christmas 1974, when our Ed was about fifty)
defines the word family as, and | quote, “par-
ents, children, servants forming household”,
the prize only includes tickets for your imme-
diate family (i.e. brothers, sisters and parents,

(1) Large pachyderm with proboscis and long ivory tusks.

or just kids if you are already parents) and not
cousins, nieces or grandparents. And if you're
rich enough to have servants then you can pay
for your own travel.

QUESTIONS AND STUFF
Oooh, now this is going to be tricky. We're
going to give you five definitions of animals
(taken from The Pocket Oxford English
Dictionary) and you've got to tell us what
creatures we're describing. Once you've
worked out all the animals, pop the answers
on a postcard and send them to: Beaver
Bonanza Compo, THE ONE, 30-32 Farringdon
Lane, London EC1R 3AU, to reach us by no

' later than May 28th. The first cor-
rect entry we pull out of a hat
will win the day out plus a copy
of BEAVERS and the next five
winners will all receive their very
own copy of the game. :

(2) Small domesticated carnivorous quadruped preying on mice, persecuted by dogs and credited with nine lives.

(3) Solid-hoofed quadruped with long mane and tail, ridden and used as beast of burden and draught.
(4) Nocturnal mouse-like quadruped flying by means of wing-like membrane.

(5) Kinds of eight-legged animal, many of which live by spinning webs to ensnare insects.




mmmhmmmwwammmmumwmmm Tudqinmqunuw W_
flower - the Princess Laila as she stands on a balcony high above the gardens. :

Away in an eerie floating castle dark deeds are at hand. The evil Vizier, mmmmwm&mmm:mm&mmuuw
kidnap the princess and cast a mighty spell over the kingdom. E: B
As Sinbad stares up at the balcony a dark shape descends from the sky, mauling and clawing at Laila,
Laila screams and the demon lifts off clutching the beautiful princess. Sinbad makes a desperate leap to grab the claw of the monster, uummmmummm
As the demon disappears into the clouds Sinbad is surrounded by the Caliph's quards and hurled into prison on a charge of sorcery. Now, taking on the role of Sinbad Junior,

you not only have to escape the palace dungeons, but rescue Laila from the evil Vizier.

£05,)
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SOFTWARE LTD

Krisalis Software Ltd. Teque House, Masons Yard, Mnbrgate; Rotherham, $60 2HD. Tel: 0709 372290
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FOR 1500/2000-VERSION £69.99

UL FREEZER-UTILITY CARTRIDGE

AVE[T ENTI\RE PROGRAM IN MEMORY
pecial compacting feehnigues enable Gp 1o 3 phggrams to fi
isk as Amida Dos - Reloads independently of the Yartridge -
ith up 1o 2 Wegs of Apm - even 1 Meg Chip Mem (Pgtter Agnus).
UPER PQWERFYL TRAINER MODE-
new with DERP trainer.| Even batter than befdre - allo
lives, fudl, o. Peridet as a Trainer Mode to,get you g
IMPROVE® SPRITE EDITQR
The full Spritd Editor allo TﬂU'D.'II’IE'H’nITIDdIfj‘ the whole sfigite set includi
spriles. FLUY A RANGE F IMPROVED FEATURES.

VIRUS DERECTION
Comprehenside virus detektion and removal features'to protect

saves directly fo., allu'wa the
drivel Works - MUSIC 50
*. With Sound Tracker ean lind the complels music in programs, demos, etc. and save them o
3 “digk. Saves in formal s le for most track player programs. Waorks with loads of programs!!
vt ADTOFIRE MANAGER
. From the Action Replay [il preference screen you &an now sel up autolire from 0 to 100%. Just
imagine continuous fire power! Joystick 1 and 2 are sat saparately for thal extra advunlugs
IMPROVED RAM EXPANSION SUPPORT
Mow many more external Ram Expansions will
ISKCODER
th the new ~Diskcoder” aption you can now ‘tag’ your

1o selact Joystick instead of Keypresses - very useful for many keyboard programs
TRACKER

with all Action Replay Il commands.

ur software inve s with a unigue code that will pravent

“ RESTART THE PROGRAM

with all presengly known vijises.
BURST NIBBLER
Mow this super disk copier drogram is built into Action Replay Mi 1l 3gist imagine a supe
efficient disk copier programial the press of a key - no more wailing. Load/Save/Edit a Keymap.
SAVE PICTURES ANDWMUSIC TO DISK

disk fram being loaded by anyone eise. “Tagged” disks nly reload when you enter the

Very useful for securlty.

o v i i ol Broph and s PRckRGe. Sampkg e pln e e S foper ot s S S Asfesares Ss s ash. Cumtarine your scroere
PAL or NTSC MODES SELECTABLE- DISK MOMITOR

Usetul for removing ugly borders when using NTSC software. (Wotks only with Agnus w disk monitor - dispiays disk information in easy to understand format. Full madify/save
g IMPROVED PRINTER SUPPORT-

SLOW MOTION MODE

Mow you can slow down the action 1o your own pace. Easily ﬂiuﬂﬂ:‘l fram full sg
speed. Ideal to help you through the tricky parts!
MANY MORE INSTANT CLI COMMANDS-
like Rename, Relabel, Copy, elc.

including
3% @ pos cummnuns

“&Iﬂ-

Simply press a key and the program will continue where you laft off.
FULL STATUS REPDRTING
At the press of a key now you can vi
RamDisk, Drive Stalus, elc.
POWERFUL PICTURE EDITO o
Mow you can manipulate and search lorfscreens throughout memory. Over 50 commands o
the picture plus unique on screen slalus\“overlay” shows all the information you

o work on screens. Mo other product o close to offering such dynamic screen
frozen programs!!

the Machine Status, including Fast Ram, Chip Ram,
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Some people say you shouldn't try to look into the future as it's best left unknown. At The
One we say that's a load of balloney. We know what's in store for all you Amiga gamers
and it's looking GREAT! If you don't believe us then take a look at all this stuff...

S?HD.CATE'I'I...I.-.-I-I-I-I-.-.-II.-.I.III-I-.-'-.'--42

Bullfrog's Peter Molyneux guides David Upchurch around the cut-
throat world of Syndicate, a strategy shoot-"em-up with more
blood and guts that a Sam Peckinpah movie. PLUS! The first
EXCLUSIVE look at Populous Village, one of the team’s many stun-
ning new projects in development.

ovEnDRIUEI.I-.----'--I'I-.-.I-.-II-I-.I.I-.I.I-II.IIII45

Oooh! Look out! More rumblings from Wakefield wonders Team
17. Their new project is a top-viewed racer, and it looks set to be
another massive hit. David Upchurch pulls up to the bumper.

F-117A STEALTH FIGHTER 2.....cccccceeeeeee. 50

The first Stealth Fighter game was a massive hit with the critics
and the public alike, and now MicroProse are about to release the
long-awaited Amiga sequel. Simon Byron is the man in the cockpit.

snccER KIDI--I-I-I-.-I--l-l-l-l-l-l.-I-I-I-.-.l-I-I-I-sz

What on earth do you do to make a platform game new and orig-
inal these days? Krisalis have the answer - you give the hero a
football and incredible ball-handling skills and off you go. Simon
Byron blows the whistle on them. z

D-DAY

D-HERO

BLACK SECT

L 13 ) W R ——————_ ] -

A selection of tasty and oh-so-juicy morsels coming you way
soon, as presented by the pouting Simon Byron. Eat hearty but
don't stuff yourself too full or you'll not have space enough for
dessert. (What are you going on about. | think it's time you
took a long holiday - Ed.)
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Why not apply some
more complex ideas

to action games? Why do
they always have to
be the same? |

Peter Molyneux, Bullfrng

"‘:'f‘bi—;: J'.'.'Liﬁ 3

R e
" f late, wit ely a croak m
PROJECT: Syndicate | Ifrﬁg hmm been very quiet o v y _
PUBLISHER: qur Guil ord HQ. Just what have r!:hey up to? Davi
Electronic Arts L ¢ !" 5 s f"'r_ 5
DEVELOPER: Bull- 4ok not! AN mvy 1R ;_J'*_ neo-  been inl dgyj'e!upm t fdr nearly and-out action game, laden with
frog ple are de ;'_‘_-. LABIET __r threg_ynz?.d now the rms-:bn for heavy doses of violence and destruc-
: wait is.simple - it's by far tion, but there are strong strategic
Peter Hﬂlr“e“! i Pntur*—htnlyneux hea f Bullfr g the mbst complex project BullﬁLg overtones. It's set in a bleak future
fﬂ&!igﬂ] Productions; is playing Syndic “have ever aFtemptpd sting more  society where eight rival corpora-
Sh C er [Pl'ﬂ- the next release fro a :n pa y graphics and nlevery other tions are struggling fqr world dom-
—— it o who are one bf the s m E game they've rﬁed_én put togeth- ination.
gramming) most, faméu arn#s d: vel periin er. In Jasse ce Syndicate is a The overall game mhp looks a bit

Paul Macloughlin, Britain, _

% 4 . And rightly su—-ﬁcﬁer ali
Chris Hill tﬂl‘lphl:ll you've got games like Populous and

Russell Shaw Powermonger on your CV it's
inevitable that people will get to
{SGIII'II’] hear about you. But they've been

INITIATED: Agﬂ! quiet of late, with barely a peep out

agnl of them since the hugely-successful

Populous 2 was released the Christ-
RELEASE: June mas before last. But if you think
1993 they've been resting on their laurels
and taking a well-earned break then
you couldn’t be more wrong. Syn-
dicate is just the vanguard of a crop
of TEN titles that the Guildford-
based gang have in development,
some of which you'll read about

later. Wholesale slaughter and destruction is the order of the day in Syndicate.
But first, Syndicate. The game's Here one of your cybernetically-enhanced killers lets rip with a bazooka!
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This is Bullfrog's custom-made map designer. Using a menu of "building
blocks' whole cities can be created in just a few hours - once you know
what you're doing, of course.

like the board in Risk, with the world
divided into fifty territories, colour-
coded according to the corporation
that currently controls them. It's
your job, as a corporation boss, to
look after the territories in your pos-
session and expand your empire by
taking over rival territories.

This task isn't achieved by any-
thing so namby-pamby as a takeover
bid or such like, but by sending in
tiny four-man (and -woman) teams
of cybernetically-enhanced under-
cover agents to kill key personnel,
destroy major installations and so
on. There are three missions to com-
plete in each territory, success at
which gains you control.

Before each mission you get the
chance to tool up the team with var-
ious weapons and body enhance-
ments, the type and variety available
depending on whether you've invest-
ed sufficient cash in your R&D
department. Then it's into the mis-
sion itself. All the action is depicted
using gorgeous isometric-3D graph-
ics, which are especially nice on the
A1200 as they use the machines hi-
res mode for greater definition.

The behaviour of the team mem-
bers is governed by three attribute
bars - aggression, perception and
intelligence - which can be adjusted
by the player as they see fit. “If | turn
a person's aggression up it affects
things like his movement - he won't
care 50 much about his surroundings

The Risk-like global map shows which
company ‘owns' which territory.

and he'll move much quicker,”
explains Peter. “If | turn the aggres-
sion down then he’ll be much more
careful about how he moves, he'll
look around a lot more.

“Likewise the perception. If | turn
it up then if he shoots something
he’‘ll be really precise about it. 5o
with his aggression down and his
perception up he'll be like a sniper,
but with his aggression up and his
perception right down he'll scatter
shoot everything.

“If you take his intelligence down
then he turns into a zombie. You
could walk him into burning build-
ing and he’ll do it and die. If you turn
it up then he'd never walk into a
burning building. If he sees any
threats then he’ll take note and react
to them for you.

“What I've done is I've enhanced
his brain, and it can't take the pres-
sure of the enhancement. Eventual-
ly the bars will start returning back
to their ‘normal’ state, so you've got
to keep tweaking them.”

However, even in their most intel-
ligent state, the team won't be able
to complete a mission without your
intervention at certain points, where-
by you actually take direct control a
team member. This is achieved using
a player interface that is about the
simplest you could imagine. Just
point n’ click with the left mouse
button to walk a person around then
point n' click with the right mouse
button to let rip with whatever
weapon they're holding. It's so sim-
ple even a journalist could master it,
as | did.

“The interface is the key to it all,”
Peter reckons. "The interface is the
key to making the game nice. | reck-
on you've two minutes to get some-
body's attention and unless they can
do something and feel like their in
control in those two minutes then
you've lost them completely. Only

the die-hard gamers will spend 15-20
minutes getting into a game. But
why should you? It's our job to make
sure the game is playable but still
have a lot of complexity in there.
But is it really possible to pare the
interface and still have a truly com-
plex game? “Oh yes,” says Peter.
“Take Syndicate - undéerneath it all
it's vastly complex, more complex
than any other game we've worked
on. But the concept of the game is
very simple and what you do is very
simple, it's just that the conse-
quences of what you do are huge.
Syndicate's complexity comes

from its game environment. The mis-

sions each take place in towns and
cities, each with their own popula-
tions of up to 2000 people trying to
lead their own lives. “The city is a real
city in that if | sit here and watch it
you'll see that there's a rush hour,
people actually go in and out of
offices and so on,” explains Peter.

“We programmed the city as a
real city. Rather than cheating and
making the everything ‘chore-
ographed’ we gave everybody sim-
ple things like curiosity. If nothing
out of the ordinary happens then
they'll carry on their normal life, but

if they see a gun in somebody’s hand
they might run away, try to find a
policeman or just panic.

“It's called 'event-driven intelli-
gence’. The theory is that anybody in
their normal lives has a routine, but
what happens when certain events
occur? What routes do they take?
Now we could have had it that when
someone sees somebody with a gun
then they'll run away. But that's not
really how it works in life.

"I mean, if somebody walks into a
burger bar with a gun some people
will start sobbing and crying, some
people will try and take the gun off
him, some people will try and run
out of the back and some people will
press the alarm. So, rather than just
make the graphics realistic we want-
ed to make all the personalities in
the city realistic as well and make it
a believable place.

"l don't want someone to say 'Oh,
this is a brilliant game because all the
little people do this' but I'd like
someone to play it for three hours
and say ‘Jesus, that person just
picked up a gun and shot me!’ It
keeps you on your toes. The thing is,
games are never going to get better,
they're always going to stay rooted
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Before a mission begins you come here to select which weapons and
body enhancements you want to give your four-strong band. At first
your arsenal is limited, but it grows during the game as you research.
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The brilliant scene-setting intro was created almost completely using a 3D
ray-tracing package. It details how an ordinary member of the public is kid-
napped by company agents and turned into a Syndicate member. It origi-
nally featured graphic scenes of limbs being ripped off and replaced by
mechanical enhancements, but that had to go.

I reckon
you've two
minutes to

get somebody'’s
attention and
unless they can do
something and feel
like their in control
in those two min-
utes then you've
lost them
completely.

Peter Molyneux, Bullfrog.

in shoot-"'em-ups and beat-"em-ups,
unless you do start making these
sorts of steps forward.

“It's great having a really fast
machine and being able to fly over
fast vector landscapes, but it doesn't
in itself take games themselves for-
ward at all, they stay rutted in the
same old game designs. Unless we
start to think about and use these
new approaches to the depths of
programming then nothing will
change. The concept is to make a
world and put you inside that world,
rather than make you the whole
world.

“I've always liked not feeling that
the game depends on me. ['ve
always liked the feeling that there's

something inside the computer and
it's living, and if | come in then | can
make a difference in that world,
That's the feel that | try to get across
in my games. That's the feel | tried
to get across in Populous. We maybe
didn’t achieve it but we're much
closer with Syndicate. And taking
that approach makes it much, much
harder for us but it makes for a
much, much more interesting game
for the player.

“At the end of the day | want Bull-
frog to be here in ten years’ time. |
want to create something fresh, orig-
inal and different. That's what makes
British programmers special, because
a lot of British programmers
approach games in that sort of
depth and put that sort of gameplay
in.

Why is that? Is it because most
British programmers learnt ‘the
trade’' on Spectrums and had to fit
a quart in a pint mug? "l don't know.
| think s0,” muses Peter. ”l remem-
ber back in the days of the Cé4
dreamimg of having a half-meg
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These graphics are taken from the A1200 version of Syndicate. As you can see, they've all been drawn in the new Amiga's high-resolution mode, which

means you get loads more detail on the graphics. Surprising what a difference a few more pixels make, isn't it?

I've always liked the feeling
that there's something inside
the computer and it’s living,
and if | come in then | can make a
difference in that world.
That's the feel that | try to
get across in my games.

Amiga. Now you've got two megs
and you're thinking about two-meg
games but the shame of it is is that
a lot of+people are filling that extra
memory with graphics. Okay, you
can show your grandma the graph-
ics and that's great but you've spent

Peter Molyneux, Bullfrog.

forty quid on the game and probably
got about forty minutes of enjoy-
ment out of it. That's not how it
should be. There should be much
more to the game itself.

“The thing about action games is
that just going in there a blowing

things up is great, especially if you're
in a darkened room and you've got
the sound turned right up. But why
not apply some more complex ideas
to action games? Why do they always
have to be the same?

“*Most of them just rehashed
graphics, the same old control
method, you walk on-screen at the
same place and there's the same
alien who shoots you in the same
way and you've got to repeat that
twenty times until you get it right to
win. It's so boring. There are ten dif-
ferent ways you can complete the
first mission in Syndicate.”

So, given the fact that Syndicate
has been in development for nigh-on
three years now, has it changed
much from the early design plans?
“Not enormously,” replies Peter. "I
mean, the feel of the game is still
what | intended it to be. | always
wanted there to be a feeling of free-
dom with that mixture of action and
strategy. You decide how you want
to play the game. It was always
going to be isometric and it was
always going to have this flexible city
environment.”

Do you still play a lot of games?
*Yes, definitely,” states Peter. “When
| put out for a programmer | asked

all of them ‘Do you enjoy playing
games?’ and they said ‘No, | hate
playing games.’ 50 | said ‘So why are
you applying to be a games pro-
grammer?’ and they said "Well, it's a
job.’ What's the point of hiring them?
You'll end up with a game that
reflects that fact. | mean, Shaun real-
ly wanted to program Syndicate and
you can tell - there are so many nice
touches in there.”

As Peter winds up the demonstra-
tion he makes an admission: “I'm
always really nervous about showing
a game to people. I'm the worst per-
son to demonstrate them as | always
think it isn't going well. | keep think-
ing ‘They haven't said they like it
yet!" Like it, Peter? | love it.

One of Syndicate's unusual features (well, unusual for a game, anyway)
is that the bodies of killed enemy agents or civilians stay on-screen,
littering the city walkways.
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Will Overdrive maintain Team 17's incredible
track record of hit after hit?
David Upchurch finds out...

acing games. Racing games,
RRacing games. Haven't we got

enough racing games on the
Amiga? “Not of the type we want to
do,” replies Dave Broadhurst, pro-
grammer of Team 17's forthcoming
big release Owverdrive. "I mean,
what's out there that's fast, slick,
smooth and feels nice to play? | can't
think of anything.”

As with all Team 17's games it's
not originality as such that Dave is
after but creating the best example
of a genre on the Amiga, in this case
the overhead-viewed racing game
typified by games like Supercars. It's
a one-player game, with the player
competing against either the com-
puter or another player linked via a
serial cable over a varied series of
tracks and terrains.

A simultaneous two-player mode
was considered, but after thinking
about it and looking at how others
had approached the problem Dave
decided it just wasn't possible with-
out ruining the gameplay. “Logically,
how did you bring the other car on if
the other car has died or is lagging
behind on-screen?” says Dave, “It can

be done - it's been done in other
games - but it can't be done
correctly. it's always basically
a bodge. It's like ‘We’ll do it
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PROJECT: Overdrive

PUBLISHER: Team 17
DEVELOPER: Psionic
Systems

Dave Broadhurst
(Programming)
Hayden Dalton
(Graphics)

Allister Brimble
(Sound)

INITIATED:
November 1992
RELEASE: July 1993

that way because that's the best way
we can do it but it isn't ideal.’

“Of course, the best way is to have
two separate scrolling windows, but
again that causes major problems,
like how the hell are you going to
see things coming up if you're trav-
elling at speed because the window
will be small you'd be struggling to
avold things because they'd be there
straight away."”

"What we want to do is make Over-
drive like a Streetfighter-type driving
game where you have characters to
race against,” says Dave. "They'll
drive differently depending on who
they are. That hasn't been confirmed
yet - it's just something we're think-
ing of doing. There’ll also be other
cars thrown in to get in in the way,

R R
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but again that may change.”

There are five different track
styles - race, desert, ice, indoor arena
and city - to race on. In addition
there are four difficulty settings per
track, making for twenty levels over-
all. It's left to the player to select
which order he wants to drive them
in, although his choice is limited by
the entry fees. By this approach the
player is given the chance to sample
a good varlety of the tracks on offer
in just an hour or so.

“The track maps have got to be
big to get the feeling of speed in
there," says Dave. "We've got a max-
imum track size of up to 300 screens.
When we did the early maps we
started off designing them really big
but then we realised that they don’t

have to be quite so big because it
gets a bit boring driving over them.
It's better to have quite a tight map
with lots of twists and bends
because you have to do a lot more."”

Each track is festooned with oil
patches, turbo spots (which hurl you
- briefly - down the track) and other
bonuses that enhance or alter the
car's performance. “You'll pick

from the one core routine | can gen-
erate any type of car.”

One thing that you won't see in
Overdrive is front-mounted guns,
rear landmine projectors or any
other kind of weapon for that mat-
ter. "No, definitely not,” states Dave.
“We just think they're completely
crap, to be honest. Supercars 2 had
weapons and we just didn't like

‘What we want to do is make it

like a Streetfighter-type driving
game where you have characters

to race agains

Dave Broadhurst, Overdrive Programmer.

things and they’ll improve your car,”
explains Dave, “but there won't be a
shop where you buy tyres or any-
thing.”

Depending on the type of track
you chioose you get a different vehi-
cle to race - sports car, Formula One
car, buggy, truck and maybe drag-
ster, though that's to be confirmed.
Each handles very differently to the
rest, but this has been relatively easy
for Dave to implement. "For each car
there's a different set of tables,” he
explains. “So to make it accelerate
slower | just give it different gearbox
values and to make it skid more |
give it different traction values. 5o

them. You'd be driving along and
suddenly a bullet'd get you. It takes
a lot of skill just to drive the car with-
out having to worry too much about
weapons.

“Thz whole point of this sort of
game is driving skills and not throw-
ing bullets at each other. Also on the
technical side it's a bit awkward to
have weapons and stuff and still
keep the game running within one
frame.” That said, there will be an
element of aggression in the game:
"“You'll be able to bump into the
other cars and they'll bump
into you,” explains Dave,
“That's where this Street-
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fighter thing comes in. Some char-
acters will bump you more and be
maore aggressive while others will try
to go really fast.”

Although Dave enjoys racing

to do everything in one frame
which gives us major limitations as
to what you can put on-screen.”
But that's not to say that Hay-
den, the graphic artist, has been

‘We've had to do everything

[in Overdrive] in one frame
which gives us mafor limitations
as to what you can put

on-screen.

Dave Broadhurst, Overdrive Programmer.

games, he's not particularly
impressed by those on the Amiga.
“Most of them don’t feel like they're
going very fast,” he explains. “We're
trying to get an arcade feel in Over-
drive. If you look at what's out now
they all look like what they are -
computer games.”

If the game has drawn inspira-
tion from any other game at all it's
from a console game called RC Pro-
Am. Dave's a big fan of it. “Mainly
because it plays dead simply and
it's addictive,” he explains. “It's a
very simple game but it feels really
nice to control. That's the main

thing - how the car feels. That's

what we want to get across in Over-
drive, you know, to make it so it
feels like you're going quick and it
feels like you're skidding and things
like that.

From Dave's point of view it's
easy to pick out the toughest part
of the game to create: "The scroll!

And the sprite routines!” he |

exclaims. “With the Amiga you're
always struggling to put more and
more sprites on-screen and the way
the Amiga is it's pretty crap at
doing things in one frame. In the
past what Team 17 have done is run
the scroll in one frame and the
sprites in two. You don't really
notice it in most games. But in a
racing game that's moving very
fast you notice a big flicker

on the sprites so it can't be

done like that. S50 we've had

without his own set of problems.
Each car has can be rotated through
32 angles. When the car's on the
level this hasn't been too much has-

IN PROGRESS

sle - after all, if you need a car head-
ing down and you've got one
drawn heading up, then by just flip-
ping the ‘up’ sprite using the sprite-
plotting routine your problem’s
solved, meaning that Hayden
doesn't need to draw it from
scratch. However, on bumps the car
tilts up and down, thus showing off
the front and back of the car, so
these can't be flipped, which means
Hayden had to draw each of these
frames by hand. "They've been a
major nightmare for him,” says an

understating Dave.

Given Team 17's impeccable
track record, it's inevitable that
there are some evil-minded journo
types around who are just waiting
for the company to put its foot
even slightly wrong. Does Dave feel
any pressure on him to maintain
the Team 17 ‘standard’? “There was
with Assassin because it was our
first product for them. We're not so
waorried with this one as we've got
the time to get it right.

"Now the game’s nearly finished
we're basically going to sit on top
of it for three months and tweak it
to get it more or less perfect. The
control is improving every day as
and when people come up with
suggestions. | should imagine
everyone at Team 17 will get a go
on this before its release so if
they've got any moans they'll either
be addressed or told to get lost!
There's not many companies like
Team 17 that are in the position
where they can spend a lot of time
on just getting a game right.”
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IN PROGRESS

Fasten your seatbelts and extinguish your fags as another ground-breaking
MicroProse flight sim takes off from PC Airport and makes its way to Runway
Amiga. Simon Byron enjoys some in-flight entertainment.

f you saw the Gulf war on telly
then you probably caught a fleet-
ing glimpse of the F-117A Stealth
Fighter. If you were an Iraqi radar,
however, you wouldn't have seen
it at all as the plane is virtually invisi-
ble to most tracking devices, making
it an effective and deadly killing
machine. Its primary task is to sneak
into enemy territory, staying as low
as possible, and take out any major
threats to the opposing forces before
returning swiftly to base, hopeful-
ly unnoticed.

Because it's principally designed to
remain invisible, the F-117A isn‘t par-
ticularly plane and tends not to be
overladen with weapons, making it
fairly vulnerable if spotted. You may
not think this type of plane would
make an exciting subject for a flight
sim but when originally released on
the PC it went down a right desert
storm and so, as is often the case with
successful PC games, its Amiga
appearance was almost assured.

Paul Hobart is one of the Amiga
programmers and he explains what

the game's all about. “You're given
a mission which comprises of a pri-
mary and secondary target along
with various other targets along the
way. You don’t necessarily need to
take out all the targets, but if the pri-
mary target is not destroyed then the
mission is deemed a failure. There are
plenty of other things to blow up
along the way like SAM Sites, run-
ways, enemy aircraft, patrol boats,
buildings, windmills, etc, etc.”

There will be roughly 60 000 pos-
sible missions in the game, which is a

bit of a first for a flight sim. Paul
reveals how this is possible. “Say
you're flying in Central Europe. There
may be something along the lines of
one hundred possible targets and the
game picks two of those targets as
primary and secondary. In theory
there are one hundred times one
hundred possible missions for that
particular ‘world’, and there are six
‘worlds’ to fly in.”

It's inevitable that the game will be
compared to its PC counterpart. Have
the programmers had to make any
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allowances for the Amiga version?
“From a gameplaying point of view
there's no difference,” says Paul. "It
will play exactly the same. From a
visual and technical point of view,
obviously we haven't got the same
processing power as a PC so the 3D
landscapes and shapes aren’t as com-
plicated as the PC ones. But having
said that, they are fairly advanced for
Amigas. Basically the speed and com-
plexity of the 3D shapes is the only
difference, the rest of it should be the
same. At the moment it's running
fairly slowly but by the time we've
made a few changes, the absolute
minimum frame rate will be six to
seven frames a second.”

I'm sure that a lot of people may
not understand why Amiga flight
sims are generally so slow. Obvious-
ly MicroProse try to limit this reduc-
tion in speed but Paul outlines the
problems of coding on the Amiga:
“It's basically down to clock cycles.
For instance, a typical MicroProse
game normally runs on a 386 PC,
which runs at between twenty five
and thirty Mhz a second. An Amiga
only does about eight or ten, so
you're talking about a third of the
processing power to begin with. If
you want to have some very flashy
graphics on an Amiga it takes up a lot
of processing time again, so that's
why everything is basically slower.
It's like comparing a Ferrari to an
Escort - it's just less powerful!”

Have the team managed to
improve the game in any way to
make up for the slower frame rate?
“There's a possibility, which is by no
means definite, that instead of hav-
ing the bog-standard end of mission
briefing with little icons that pop up
and tell you how you did, what we’re
hoping to do is actually re-enter the
3D world and see any major events as
they happened. As far as we know we
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can do it, but we haven't tried yet.”

Converting a PC game can some-
times be a bit daunting as you have
to know exactly what the original
programmers were doing with every
line of their code. Have the American
coders who designed F-117A for the
PC been co-operative? "They've given
us a fair bit of help,” replies Paul.
“The guy who who modified the 3D
system, Neil, had to speak to the
Americans several times to find out
what was happening with the maps
because we had to convert their
maps to our system. And also our
gameplay code is basically a straight
conversion from their C source code,
so being able to talk to them has
been quite useful.”

So what Amiga plane games have
impressed Paul? “If | was going to

1

code,” Paul jokes. "l wouldn't say
there have been any particularly diffi-
cult bits as we've been using technol-
ogy that we've already got. It's not so
much been a case of difficult things
to do, we've just been meodifying
things until they work. There have
been no major sticking points yet.”

Because F-117A has only been in
development for around four months,
the actual gameplay was only recent-
ly introduced, but now it's working
perfectly, as Paul explains. "I'm very
happy with it. It was unusual because
the two programmers, Neil and I, had
been working on totally separate
parts of the game, him on the 3D
engine and me on the actual game
mechanics. The two weren't actually
merged up until about a month ago,
so until that date we had no idea

| think that if |
was into flight sims

and | had an Amiga, | think I'd

seriously consider
buying F-117A."

Paul Hobart, F-117A Programmer

very honest I'd have to say that no
Amiga flight sim has really impressed
me. The problem with the Amiga is
that it's so underpowered. Unless
you're dealing with the A1200, it just
doesn't have enough power to deal
with this sort of stuff properly. I've
heard that Combat Air Patrol is good
but | haven't seen it yet.”

If he was ‘yer average punter’,
then, would F-117A be the first game
to impress him? "It probably would.
It's very much in the mould of all the
traditional MicroProse games which
have developed over the years. | think
that if | was into flight sims and | had
an Amiga, | think I'd-setiously con-
sider buying F-117A.

“What will make it so different is
that it will be a fun game to play.
Although you'll have a primary and
secondary target, you can pretty
much do as you want. For instance, if
you decide that you want to take out
all the bridges then you can, and
you'll get a score for doing that. It's
a fairly non-linear sort of game; as
long as you take out the primary tar-
get, you can do as you please and
with the wide range of planes, mis-
siles and targets there should be plen-
ty of variety”

Have there been any major diffi-
culties so far? “The hardest part has
been trying to figure out what the
Americans were doing with their
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A selection of screens from F-117A
Stealth Fighter 2 in action. As you
can see it's already shaping up to be
something very special for flight

sim fans. Note the excellent level of
ground detail.
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whether it would work or not. Within
the space of 2 hours we had a game
running, which was rather pleasing.”

Things are going so well that at this
stage the team are further into the
game than they should be. "The offi-
cial completion date is around
september. We are running slightly
ahead of schedule but given the way
things tend to go on these projects, |
suspect that it'll be released towards
the end of Summer.”

It's difficult to judge things at this
early stage but if half of what the
team are promising comes off then
Amiga flight sim buyers are in for
a treat.
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occer Kid has been in
development for over a
year now and the fruits of
Krisalis's labour are
beginning to show. The
game is set during the
build up to the 1994 World Cup
where a trophy-collecting alien has
swooped down to earth and nicked
the greatest football decoration of
all - the World Cup trophy itself. The
tournament obviously cannot be
held without the prize so hardened
football fan Soccer Kid decides to
retrieve it himself.

A GAME

Fm Eb.m ¢ rb—

All the Iiwls shown dooted around the page are still at
an early stage and most of the meanies and traps are yet
to be properly installed. There is, however, this huge
pendulum-type thing to contend with at the moment
and no amount of ball battery is going to stop its perpet-

o R

It's certainly one of the more orig-
inal platform plots we've heard in a
long time and one which you'd
imagine could only have been con-
ceived after a few pints of the falling
down water. | spoke to Nigel Little,
Soccer Kid programmer, about the
game and the foremost thing on my
mind was obviously how they con-
jured up the plot.

“Krisalis have have done a number
of football games in the past, as you
know, and someone wondered
whether you could do a football
game mixed up with a platform

IN PROGRESS
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One of Soccer Kid's nicer touches are the levels where
the background constantly scrolls to give the impres-
sion of movement. Here in Japan the football crazy
character finds himself on a moving train which winds
its way across the country, doing all the things a nor-
mal train would, like jigging around and going tunnels.

game,” explains Nigel. “We had to
test to see whether it was feasible or
not and find out whether it would be
playable. After knocking together a
few test routines and getting the ball
working, we decided that it could
work.”

Having created a very primitive
game-engine, the project began in
earnest. One of the most unique
aspects of the game is the way that
soccer Kid kills the enemies. Kicking
a ball at them usually does enough
to knock them over but Soccer Kid
need to keep a constant eye on

Many companies who are eager to pro-
mote their products often declare that
their next release is “The best platform
game ever.” This time it may, just may, be
true. Simon Byron has all the facts.
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A number of traps cause instant
death to SK and here's just one of
them - water. Can you believe that
someone 5o athletic can be fatally
wounded by a drop of the old wet
stuff?

where the ball will land as there are
loads of items which can deflate the
ball and render 3K temporarily
weaponless. Nigel thinks that the
ball now mowves perfectly, but that's
not to say it was easy to do, as he
reveals. “Getting the ball to move
realistically was quite difficult as the
routine involves loads of complex
maths, which can get guite deep. But
now | think it's worked out well and
all agree that the ball moves fairly
true to life.”

Manoeuvring SK around whilst
still influencing the ball’s movements

e



sounds like a nightmare for the per- to be careful of how much back-
son who has to work out the control ground animations the graphic artist

method. Are they easy to master?
“With the variety of moves
you can pull off with the
ball [which is; kicking it on
your foot, kicking it onto
your heard, doing an over-
head kick, standing on the
ball, doing a normal kick
and, finally, heading, for those
who are interested], it can take a
while to master the controls. We're
hoping to include a tutorial mode
within the intro where the screen
depicts the kid performing loads of
trick-shots while all the joystick
moves are shown. We reckon it'd
probably take about five minutes for
a new player to learn all the trick-
shots, but you don’t need to know
every one to be able to complete the
game."

The team had a few problems
waorking out what to do in one par-
ticular instance, as Nigel explains.
“Because you use the ball to kill the
enemies, it'd be very difficult to com-
plete a level once the ball had been
lost but we didn't know how to
enable the ball to return once you
had lost it. We thought of making it
come back after a short while but we
decided that having a ball suddenly
reappear could be a bit off-putting
so we changed it so that you just
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includes and also be wary of how
big your enemies are. We're
going to make sure that the
game always scrolls at fifty
frames per second, unlike

Zool.”

The game was being devel-
oped inside Krisalis's HQ
which, curiously enough, is
where their last platform release Ara-
bian Nights was also written. We've
heard rumours of project rivalry, but
is it true? “Obviously with both

‘ ‘ ...l think

we've come up
with a very

good platform
game, if

thenzttast. , ,

Nigel Little, Programmer

There are times when Soccer Kid needs to travel by a sep-

arate method other than walking. Swinging on various
objects will play a vital role in the game so you'll be
pleased to know that there will be no fancy control
methods to contend with here, just push Up to grasp
hold of the chain and Fire to let go.

have to hold the fire button down.
It's simple but effective and we think
that it works well. You have a maxi-
mum number of balls that you
can use on each level but if
you recall the ball more
times than that then you
start to lose points.”

Some platform games
slow down terribly when
there is a lot on-screen at the
same time but Nigel is confident
that Soccer Kid won't be one of them
because the team know exactly how
to avoid this problem. “You've got

teams working on platform games
at the same time, we wanted to

make sure that both games were
completely different. We were
kept in completely different
offices and each one of us
wanted to keep our own
ideas to ourselves. There
was a bit of rivalry, but it
was only friendly. A by-
product of this competition
was the fact that both teams have

done their best to produce as good
a game as possible. Obviously Soc-
cer Kid is better than Arabian Nights

because we've got more moves,
more levels, there's a lot more vari-
ety in terms of enemies and back-
grounds. It's just better overall.”

There are mutterings within the
industry that Soccer Kid could well
become the best platform game
ever. Are these rumours true and can
Nigel justify them? “Obviously
Krisalis is not a huge company so we
haven't got the huge resources of
someone like Sega or Nintendo. Tak-
ing that into account, | think we've
come up with a very good platform
game, if not the best.”

It seems to be the in thing to ask
everybody whether they'll be devel-
oping specifically for the A1200 and
| see no reason why | should be any
different. "We'll probably do an
A1200 version after the standard
version. Obviously with the speed
increase, we'll be able to have more
on-screen enemies, maybe different
levels. There's not much we can do
to enhance the graphics because to
change the amount of visuals we
have in Soccer Kid would take for-
ever.”

So, is Nigel content with the way
that Soccer Kid is finally shaping up?
“We've got about another month
left and I'm pretty happy with the
way things are going. It can be a lit-
tle frustrating have to make demos
up for magazines to view the prod-

There's plenty of larking
around to be done if
Soccer Kid becomes a bit
bored with his quest and
the ball is normally a good
source of handy japes. By
moving the joystick in a
specified way, you can get
SK to stand on top of the
ball use it as a convenient
trampoline to jump higher
than is normally possible
and reach platforms previ-
ously too far away.

At the end of every level
you'll be presented by this
screen which will list
exactly how many bonuses
you collected, the number
of special football cards
you picked up and also
award a special time
bonus depending on how
quickly you managed to
reach the level exit. What
more info could you possi-
bly need?

Another nice feature which
the team have managed to
implement is the way that
Soccer Kid turns darker
whenever he enters shad-
ed areas where there's no
light. The mine shafis
found in the Russian

Forest are a good example
of this and these locations
will no doubt contain
loads of secret bonus
rooms and passages.

ro——
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uct when you're trying to finish the
game. It's the same with every pro-
ject - you could always do with more
time.”

5till smarting from that tactless
comment about demos for maga-
zines, | ran quickly from Krisalis's
Rotherham HQ and legged it for the
next InterCity back to cheerful Lon-
don, home to the nation's happiest.
Reflecting on the way the day had
turned out and wondering whether
| had not taken last Nigel's comment
in the humorous manner it was
intended, | settled back in my coffee-
stained British Rail chair and thought
about life for a bit. It's a funny old
game, isn't it?

PROJECT: Soccer Kid
PUBLISHER: Krisalis
DEVELOPER:

Nigel Little (Program-
mer)

Neil Adamson (Graph-

ics)

Matt Furniss (Design,
Sound)

INITIATED: Spring
1992

RELEASE: June 1993
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ame a decent horizontally
N scrolling shoot-'em-up. Go
on. Yeah, okay, Project X and
Apidya, but what are you left with
after that 7 D-Hero, that's what.
New software coders Euphoria
(some of whom were involved in
the decidedly average Flimbo's
Quest) have been working away on
D-Hero (which actually stands for
'‘Disposable’ Hero, fact fans) for the
past nine months and, as | think
you can tell from the screenshots,
* it's looking incredibly groovy.
Euphoria team member Laurens
Van Der Donk (look, he is Dutch) is
enthusiastic about D-Hero. He
admits that this type of game is
two a-penny but is confident that
there are more than enough graph-
ical treats and slight gameplay vari-
ations to satisfy the more cynical
punters who may think that the
genre cannot be improved upon.

The shoot-'em-up action is inte-
grated with some ‘strategic’ (for
want of a better word) overtones
which revolve around developing
and selecting power-ups. The space-
ship is equipped with a finite
amount of space for weapons and
choosing which ones to install can
often mean the difference between
success and failure. There are some
neat visuals, too, like the way the
action is reflected in any on-screen
water, which certainly give the
game a unigue arcade look.

And playability-wise you can't
fault it. It's tough, that's for sure,
but nowhere near so as its immedi-
ate rival Project X, which should pla-
cate gamers who had their fingers
burnt by that infuriating release,
Just how the overall package stands
up, though, remains to be seen but
you can be sure that next month's
review will let you know.

ROGRESS

emember Vroom? Good,
Rwasn’t it? Well, Lankhor, the

team behind that fab racing
game, have decided that a change
is as good as a rest - and you can't
get more of a change than from
racing car sim to Dungeon Master-
type game, can you? Boasting such
innovations as ‘Being the first
French adventure to take place in
the depths of the Yorkshire Moors’,
it looks like Black Sect could be dif-
ferent, if nothing else.

Anything to do with the York-
shire Moors usually means trudging
around fields just outside Leeds
singing, “llkley Moor 'bar tat™
(which means ‘without hat’), but
this European outing couldn’t be
more different, and a lot less sad.
You play the part of innocent vil-
lager whose Grandfather has just
been murdered by some horrible
evil sods. These villains have made

off with the communal spell book
and your task, of course, is to
retrieve the enchanted pages and
avenge your Grandad's death.

Yeah, yeah, we've (and you've)
heard it all before, but Lankhor is
promising, amongst other things,
fascinating scripts, large anima-
tions, graphics which change
according to the time of day with
some fantastic sound effects and,
for once, their credentials seem to
back up these claims.

Everyone involved, from the
graphic artist to the musicians,
boast impressive qualifications and
if half of what they can do is reflect-
ed in the game then we're onto a
ninety percenter if ever I've seen
one. You'll soon be able to judge
for yourselves when the game is
released at the end of May. And, as
we always say, expect a full review
next month. Perhaps.




1944, the allied troops began

what was one of the most key
operations in the Second World
War; D-Day. The fact that this event
was a complete success owes noth-
ing to Hitler's butler, who was
under strict instructions not to
wake up the Dictator under any cir-
cumstances. Adolf only found

In the wee hours of June 6th

CASTL
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about about the landings a good
seven hours after the mission had
begun, by which time we'd proba-
bly scored about seven goals
already.

“So what's Panza Kick Boxing
got to do with this?"” | hear you ask.
Well, okay, you didn't ask but it's
a good way of getting in a joke
about us giving Hitler's troops a

—_—
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good kicking and also a convenient
means of letting you know that D-
Day comes from the team behind
the fun martial art beat-"em-up.
D-Day combines strategy and
simulation in a way that we haven't
seen before. You can command
either the Allies or the Germans and
the idea is to wipe out most of the
opposition before they do the same

to you. The unique thing
about D-Day, though, is
the fact that any of the
four types of confronta-
tions assume the form of
a mini simulation, two of
which {(bomber raids and
tank manoeuvres) are rep-
resented in glorious 3D!
There are a couple of
arcade sections thrown in
for good measure. Infantry
engagements are played
out in a Cannon Fodder-
style sub game while the
Parachute Landings can
best be described as a kind
of Lunar Lander affair but
without the reverse thrust.

It's always somewhat difficult to
prejudge these mixed game-style
concoctions but if what we've seen
so far all links together, it looks as
if US Gold could well be on their
way to a gaming classic. Find out
next month when D-Day will defi-
nitely, definitely, definitely be
reviewed.

“ i a
Charles
s

dead.”
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Civil wor wos the most terrible of off;
it could haunt a nalion for
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ing Charles of Bretagne is dead.
KICEased to be. Defunct. No

onger living. Has expired. And
you know what this means, don't
you? Yes, the throne is up for grabs
and the hardest person in the land
gets to park his {or her) bot on it.

To become the ruler of the land
you'll need to have your fingers in a
number of pies. Obviously you'll
need to erect loads of castles all over
the place and there's a lot of fight-
ing and sieging to be done but you'll
also need to keep an eye on what the
computer players are up to and
decide whether to form military or
political alliances with them.

From a game-playing point of
view, Castles 2 sounds a lot like
Mega-lo-mania, which is no bad
thing as far as we're concerned. As
to whether there will be nifty speech

like "Do you want to come on my
team?” is as yet undecided but the
actual combat and strategy elements
are far more involved than Sensible’s
classic so any glossy touches like that
can be overlooked in favour of the
game itself.

At this point in time, neither Dave
nor | can remember what the origi-
nal Castles was like but we suspect
that it vsas probably quite good, see-
ing as though there's a sequel under-
way and all that. We're told that
there are loads of new features like
digitised movie footage and differ-
ent storylines depending on which
character you play, as well as all the
elements which presumably made
the original game so successful, Rest
assured that there will be a full
review as soon as is humanly
possible.
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he ECTS is held twice a year, in April and

September. The best part of the entertain-

ment software industry is there. Almost all

the hot new hardware and software releas-

es are there. All that's missing is the pub-
lic, hence the ‘Trade’ bit. If you aren’t in the know it
costs ten quid to get in, and to what end? To trade cash
and computer and console software with the world,
to rub shoulders with the publishers, coders, journal-
ists, ‘stars’ (Violet Berlin, Dominik Diamond et al) and
even software characters (well, people perverse enough
to dress up in sweaty rubber costumes of James Pond,
Cool Spot, Tiny Toons, Alfred Chicken and Zool), and to
drink gallons of coffee. And to watch the intrinsically
important industry individuals waste valuable seconds
of their 15-minute fame allocation in front of the telly
cameras.

The software business is a dedicated follower of fash-
ion. Judging from this ECTS, the Amiga is about as
trendy as a male ponytail. It's all Super Nintendo and
Sega Mega Drive this, and IBM PC and compatibles and
CD that. But wait. As David Soul was moved to say,
don’t give up on us, baby. There are over a million
Amiga owners in the UK alone. The A600 and A1200
are selling well, so Commodore say (but they didn't
have a stand at this show). But software support isn't
diminishing - it's concentrating. Publishers are still using
the Amiga as a test-bed for ideas to convert to the con-
soles, so that's no bad thing.So let's put on our best
walking boots and find out what was on show. Let's
be clever and do this in alphabetical order...

irst up is ACCOLADE. And not
F an Amiga keyboard in sight.

Damn. That brazen bob-cat
Bubsy, latest console Sonic-beater,
may make it to the Amiga, but don't
hold your breath. Meanwhile, over
at ACTIVISION, once the world's
most innovative software publisher...
Marvellous. Nothing for the Amiga -
now or ever. What a great start. No
‘B's for our honey so it's on to 'C’
and...
Ah, Now the bud-
get boys must have something cheep
and cheerful to brighten up my day...
Not at the moment. Fine. Well thank
heavens for those freaky French fel-
las and femmes at
They have, for the A1200 at least,
Lost In Time (a heroine, Doralice, is -
no! - lost in time in a 3D adventure
story written by Muriel Tramis of Fas-
cination fame), plus Inca Deu and
Gobliins Troi (more of the same with
a scenario also by Ms Tramis). The
coffee’s good, too.
The Derby darlings at
are as strong as ever on the Amiga.
They have the every-which-way
blaster Blastar and the isometric-
viewpoint arcade adventure Dark-
mere. There's also a pretty plat-
former with a clean-cut cartoon look
called Bubba 'n’ Stix (the ugly hero
wields a multi-functional stick in a
mix of Prince Of Persia and Rick Dan-
gerous), and an oddity provisionally
titled OddBall (a top-down, three-
dimensional platformer-cum-puzzler
reminiscent of Millennium’s Cloud
Kingdoms). Core Design are also con-
verting their popular platformer
Wonder Dog to the Amiga from the
Sega Mega CD. Oh, and Curse Of
Enchantia Il is due for release in
August, and the coffee here's the
best yet.
Here's a familiar face at

the UK Managing Director

is none other than that cheeky chap-
py Mark Scriven, erstwhile Advertis-
ing Manager for The One. The people
behind HR Giger's DarkSeed have
two new releases in development,

both from renowned talents in the
science fiction fantasy fraternity.
CyberRace (high-speed futuristic rac-
ing and combat simulation created
by Syd Mead, designer involved with
movies such as Blade Runner, Aliens
and Tron) is out in November, while
| Have No Mouth And | Must Scream
{enter the belly of a super computer
in an adventure from award-winning
fantasy author Harlan Ellison and
based on one of his stories) is for
1994. CyberDreams have run out of
coffee,

E flight sim-
ulation Tornado is shaping up for an
imminent release. That is all. C

on the other hand have The Hidden's



Software
support for the
Amiga isn't
diminishing - it's
concentrating.
Publishers are
still using the
Amiga as a test-
bed for ideas, so
that's no bad

thing.

Donk (formerly Dong) and another
platformer called Woody's World.
DMI's new budget range includes
sword Of Sodan (mmm) and that
jewel Gem-X (sadly, the sequel’s no
longer a runner). Nor's the coffee.
Here comes out of

The Second Samurai is still on
its way. "It's almost completely dif-
ferent from what you saw last time,"”
says Mev. "Maybe it's time you took
another look for a Work In Progress,
eh?"” We reckon so... are
displaying Championship Manager
'93 (with dozens of new features -
see the review this issue). And speak-
ing of champions, Domark are kick-
ing off their new Champions Of
Sport label with International Rugby
Challenge and Formula One Cham-
pions (from the fair-to-middling
Vroom team). The Putney people are
also sponsoring Formula 3 driver
Christian Horner, and have signed up
development team Maelstrom (Mid-
winter and so on), but neither party
is likely to be writing anything for
the Amiga. Bah. The coffee’s
not so hot either.
And now it's time to ask:
“Where are you Mark...
Lewis and company?”
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nowhere to be seen, except in the
guise of Origin with a special stand
showing off Strike Commander for
the IBM PC and compatibles. It looks
good, but | can't see how that zippy
3D malarkey can be reproduced on
the Amiga - Wing Commander was
bad enough, and that was far less
intense than this sequel. Well what
do you know, an Amiga 5trike Com-
mander isn't on the cards.

Nor is anything from EL It looks
as though the dreary Joe & Mac:
Caveman Ninja is the last the Amiga
will ever see of the Walsall wonders.
Hoorah, EMPIRE are here to save the
day for ‘E' with MagicBoy,
CyberSpace and War In The Gulf (a
follow up to Team Yankee and Pacif-
ic Islands). EUROPRESS SOFTWAR
has expanded its AMOS range of util-
ities. Reeeeally? That's terribly inter-
esting. Oh look, is that the time?
Moustache, Got a more pressing
engagement... with a steamroller.
No ‘F's s0... OOF! Excuse me. Sorry,
Dave mate. That was Dave Gibbons,
top comicbook artist and writer and
occasional The One cover artist, and
currently helping out with Revolu-
tion's Beneath A Steel Sky. He's laden
with carrier bags full of stuff and is
an his way home. “You for coffee?”
| think he asked. Strange guestion.
“With you!" | reply.

Hubba hubba. Did you see that lady
wearing a badge asking “ARE YOU
EAGER FOR BEAVER?"” That's a cue to
visit via the toilet for
relief (the coffee probably tastes bet-
ter the second time around). Well
what do we have here? Beavers (a
platformer from Arc Developments),
Realms Of Darkness (FRPG strategy),
Tensai, The Seventh Sword Of Men-
dor, and The Legend Of Myra (very
much in the mould of that old
favourite Boulderdash).

Onwards. are
saying nothing about their Zool
sequel. There is however on display
a version of Litil Divil (at last), and
news that the Sheffield software
publisher will be doing things

with the reformed Madness [as in
the pop group).

Mo ‘H's, so it's on to ‘I'... With a name
like IMPRESSIONS one always
expects to see a range of Mike
Yarwood style ‘tributes’ to popular
releases. But no - wearisome
wargaming is where it's at for these
chaps. I'm not that desperate for
Amiga software. Oh look, is that the
time etc.

American publisher INTERPLAY has
set up shop here in the UK. They gave
us Battle Chess, Lord Of The Rings,
and Castles through Electronic Arts.
MNow Interplay are standing on their
own two feet, so to speak, they
won't be neglecting the Amiga - The
Lost Vikings, Star Trek and Castles II:
Siege & Conquest are three certain-
ties. The alluring Alison Beasley buys

me a beer. Yum.
Ah, isn't that sweet? There's one for
the kiddywinks - Moddy's Playtime
from

have nothing to show
for Batman Returns and Frontier
which now look set for Autumn

release. Oh well.
platformer
Knights is about to be released, and
interesting-looking Soccer Kid is
nearing completion. The letter ‘L is
poorly represented. Kicking off ‘M’
we have
Ho hum. Gunship 2000 looks good
on the Amiga, but that's all. Come
on, move along, there's nothing
more 1o see,

Arabian

have Metamorphosis
(a working title), a platformer in
need of polish but wvery neat
nonetheless. James Pond | and Il
RoboCod are being enhanced for the
A1200 for release in June. James
Pond 3: Operation Starfish will now
be ready for September. The Lem-
mings-alike Diggers and something
called DinoWorlds (a working title
that leaves little to the imagination)
are for October, and Beastball (mon-

ster-ous American Football) is
released in November.
In the suite, coder Tony

Crowther is talking people through
Liberation: Captive I, but it all
sounds a little too technical for me.
The platformer Alfred Chicken looks
tasty though. Battletoads is now for
May, while Worlds Of Legend: Son Of
The Empire (from the Legend people
no less) and an A1200 version of Sim-
Life are for June. are only
showing The Legend Of Ragnarok
and Human Race: The Jurassic Levels
(not to be confused with Jurassic
Park) on the Amiga. Everything else
is on ZZZzeeD.
‘N’ is out, but "0’ is in. OCEAN reck-
on that Digital Image Design (F-29
Retaliator, Epic, RoboCop 3) are at
the leading edge of 3D technology,
which is why they have just put their
money where their collective mouth
is and signed up DID for a three year,
six-product term. The price? Seven
figures. Sterling. Geez. On show are
the first two projects, a pair of flight
‘n’ fight simulations entitled Odyssey
and Inferno. Those are for the A1200
eventually. International Open Golf
Championship is coming in May for
the A1200 and maybe the ABDOD. Hot
Hatches is renamed Burning Rubber
and released soon. Jurassic Park is
noticeable by its absence. The coffee
tastes like mud (well it was fresh
ground... etc).
Look, there’s John Phillips, author of
Nebulus and Eliminator. Surely after
all these years he must have some-
thing up his sleeve? No - not on the
Amiga at any rate. lohn's working on
an adventure utilising texture map-
ping, "a cross between Monkey
Island and Ultima Underworld, if you
can imagine that.” Not without an
IBEM PC or compatible, chum.
Pocket Power Col-
lection is in force. And there's Foot-
ball Manager 3. Hmmmm... | settle



for Lemmings 2 on the PSYGNOSIS
stand. Also on show are Combat Air
Patrol and DMA's Hired Guns. Public
Domain poppet Puggsy has turned
up on the Sega Mega Drive - and
maybe on the Amiga.

‘0" was for 1but not
any more. What is that unwuly wack-
et? Why, it's the wiotous WENEGADE
webels celebrating the success of The
Chaos Engine and showing off Urid-
ium Il {for release in September) and
Ruff & Tumble (out in October).
There's nothing to see of Sensible
Saccer Il - or rather, Sensible World
Of Soccer (out in December), nor no
news of “some secret stuff”. Like

Steve Kelly's special project? The hid-
den coffee stash?
What about Remember
them? You know, S5aint Dragon,
SWIV, Rodland and so on? Yeah, well
forget them. Storm have forgotten
you. So have of
Leisuresuit Larry fame. They are
showing their first Fantdsy Role Play-
ing Game, but is it for the Amiga? Is
it f... ish. But do not despair.
are there. They have Ishar |I,
plus a version of Transarctica for the
A1200, and Patrician (historical trad-
ing simulation in the 14th-15th cen-
tury) for September,
Super Putty for the Super Nintendo
is on being all blobby on the
stand. What about the Amiga, Mr
Cale? “There's only Putty I, for the
end of the year,” says Adrian. Better
than a slap in the belly with a wet
fish, | suppose. Or a cup of System 3
coffee.
have Body Blows and
Ssuperfrog. Look, there's that racing
thing, Overdrive. And there's Alien
Breed Il for the A1200. What about
Ambermoon’s out at the
end of May, U-96 (a submarine sim-
ulation) is for November, Search Air
Rescue (a helicopter simulation) is
out in December, and No Second
Prize II: The World Championship is
released in January 1994, Looking to
the future with ENT
{well, it begins
with a ‘TW* when it's said) we find...
well, not a lot, save for a sequel to
the very playable Pinball Dreams and
Fantasies: Pinball lllusions anyone?
“A host of new features including
multi-ball” are promised for a release
in 1994,
In the wake of the brilliant Bomber-
Man and BC Kid have...
nothing doing for the Amiga. But!
They won't rule out the possibilities
of further adventures of Bonk (as BC
Kid's known in the States) for the
Amiga, but that's as far as it goes,
big nose.
Now here is a surprise (no, really):
have little to show for
themselves. There's Delphine’s Flash-
back but that's about it. The mouth-
watering Maniac Mansion Il: Day Of

The Tentacle and Eye Of The Behold-
er lll: Assault On Myth Drannor won't
be written for the Amiga (the latter’s
not even by Westwood Studios, the
team behind the first two, so who
cares?). The FRPG Crusaders Of The
Dark Savant is for the Amiga (uh-
huh), and the Kixx budget range is
expanding with some MicroProse
back-catalogue including F-19
Stealth Fighter and M1 Tank Platoon,
Now this is more like it - VIRGIN
are right behind the Amiga
with Dino Dini's Goal, Revolution's
Beneath A Steel Sky, Westwood 5tu-
dios’ Dune Il: The Battle For Arrakis
(surprisingly playable strategy-man-
agement thang), Apocalypse, and
Sensible Software's Cannon Fodder,
And probably Lands O’ Lore (looks
like Westwood Studios’ real sequel
to Eye Of The Beholder), Virgin
Games are also converting their hot
Sega Mega Drive release Cool Spot
to the Amiga. There's also a very
exciting rumour flying about but |
can't say anything yet...
Ne W', ‘X' or "Y'. Are we at 'Z’
already? Why it seems like only yes-
terday we... etc.
are displaying two Premier label (full-
price) releases: Match Of The Day
and Sink Or Swim (starring Kevin
Codner - hoho). The Platinum bud-
get range will expand during 1993
with a mixture of re-releases and
new stuff including Universal War-
rior, Jocky Wilson's Compendium Of
Darts (!), Fist Fighter, Cool Kid, Arnie
2, Draconus, International Soccer,
Rally, Charlie J, Great Napoleonic Bat-
tles, The Final Conflict, Rorke's Drift,
International 5-A-5ide Soccer and
World Championship Golf.
Home... | remember. Well, that's me
over and done with. I'm plum tuck-
ered out after all that walking and
talking. Now I'm sure | saw Uncle




e . Well, alright, maybe we are a teeny bit

w ol influenced, but let's face it, what other
mag gives you such hot news, such

E:[,ujswgr % stunning previews and as many fantastic

in-depth reviews of the latest games as
MEAN MACHINE SEGA does?
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DAVID UPCHURCH

The merry month of May means just
one thing to big boy Dave; loads and
loads and loads of birthday cake. For
it's this time of the year that our
beloved Ed breathes another sigh of
relief because he's managed to get
through the last 365 without
reviewing any sport or flight sims.
We've still yet to find out exactly how
old the fellow is, mainly because his
memory isn't as good as it was during

REVIEW

60-69  Fair to good. Lots of nice points, but in no way her on account of being “too old and

perfect. too ugly”. And this is really sad; to
70-79  Pretty smart. Above accepted standards.
80-89 Extremely good. Top notch impressiveness.
90+ Simply excellent. Breathtaking.

62 B17 FLYING FORTRESS MicroProse the First World War. He'll be thinking
about retirement soon but large
66 SCRABBLE US Gold publisher Mike Frey won’t let him
68 BEAVERS Grandslam until he sees conclusive evidence of
s e Dave's age. One suggestion Dave has
70 GRAHAM GOOCH CRICKET Audiogenic come up with is to chop one of his
72 COHORT 2 Impressions arms in half and count the rings but
we don't see the point as being retired
?4 TOM LANDRY FOOTBALL MEI‘it Sﬂﬂware would mean he has to walk to the
76 SINK OR SWIM ZEPPEHH post office once a week to collect his
pension - far more work than he
78 CHAMPONSHIP MANAGER ‘93 Domark already does.
80 NIPPON SAFES Global Software
84 NIGEL MANSELL (A1200) Gremlin SIMON BYRON
86 TROLLS (A1200) Flair Talking to famous people this month
has really gone to Simon's head. He
now won't chat to anyone over the
phone unless they've made an
TH E SCORES appointment two weeks in advance
All elements of our games are rated out a possible maximum EFUTEER TR CLRLE LD LR T UL
score of a hundred. But what do the scores actually mean? need to have your own six-part series -
028 Rubbish. Offensively low quality on Channel 4 or be called Anthea m
26-49 Below average. Not acceptable by today's standards. Turner. The Queen rang up the other <
50-59 Above average. But still plenty of room for day to find out what's hot on the —
improvement. Amiga but Simon refused to talk to o
=
v

make himself look important, Simon
has started employing hoards of
photographers to turn up outside

THE OVERALL SCORE EMAP Towers when he arrives for

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

anything he does. They're not, of
course, but we haven't the heart to

AVERAGE. tell the young lad.

Qa1 N-A
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“Hey, Simon, another MicroProse sim has arrived

in the post!”

“Yeah? Do you want to review it?"

“No, you always do the games which require any
effort - | want it on my desk by 9.00 tomorrow.™

FLYING
FORTREY]

“Er, thanks.”

eing a computer journo is
often harder than people
imagine. One minute you
can be chatting to famous
people and playing the lat-
est top releases, and the next you'll
be writing about the B17 Flying
Fortress. The B17 - | don't know the
first thing about the flipping thing,
let's see what the manual says...
Blimey, that was a heavy read -
over two hundred pages of technical
facts and game scenarios. Now I'm
faced with a bit of a dilemma. |
could copy out some of the detalls,
but anyone who buys the game will
know what I've done and feel a little
hard done by. There's no other thing
for it. I'll have to cheat.

The Flying Fortress is two miles
wide, weighs approximately four
Dave Upchurchs and is equipped
with a leisure centre, multi-screen
cinema and nine-hole golf course. It
was first built by Winston Churchill
s0 he could carry his huge supply of
cigars down to the coast and light
them on the beaches. Probably.

Oh, alright, it's a huge plane with
a large crew who all sit in different
gunning positions. It's an aircraft
that has inspired films like Memphis
Belle along with some others and is
also, as if you haven't already gath-
ered, the basis for this, the latest
plane game from simulation kings
MicroProse.
Will that do?

(Left) Once you're happy with the way the plane is looking, it's
time to move on to this comprehensive options screen. From here
you can jump straight into the mission or take time out to remind
yourself of the physical properties of your crew (see separate

(Above) One of the neater features of the game is the ability to
move from location to location while the game is paused, so if
you hear of a number of fighters shooting at another position
then you can make sure that you don’t miss any of the action.
Here we see Luke gleefully reporting that he's shot a fighter from
his ball turret and by halting the action you can obtain some fair-
ly impressive views.

P8
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(Left) All good things must come
to an end - and this is it, unfortu-
nately. Yes, it became a little too
hot out there and | couldn’t get
out of the kitchen fast enough
(777 - Ed.). The entire crew, B17
and everything are filed as
‘Missing In Action’ and cannot be
selected from the main menu
again. You can take a look at the
history of the plane, though, so
there's no need to completely
forget about the heroic exploits
of your once-alive men.

(Below) Too many bullets spoil
the bodywork and after several
hits the great hulk of a plane
will give up and head ground-
wards. The plane going down
here is an allied B17, so there
will be less cover from him later
an in the mission. And if you
look behind my plane then you
can see all the little blokes
parachuting out pretty sharpish.

I 4
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(Above) Obviously a mission reguires destroying targets and the like, so
a map would come in handy at some stage. And, as the rather unfunny
Double Take Brothers would say, “Wayaya!” here's just the thing. The
waypoints and targets are clearly indicated but if you wish to deviate
from your route and plan a little break by the sea, then you can scroll
the map around and pick out a holiday resort. Bournemaouth, anyone?

(Left) Any aspect of the game you're not happy with? Then chances are

this screen will solve your problems. Everything from detail levels, real-
ism of the landing procedure and historical accuracy of your weapons is
adjustable so everyone should be able to tailor the game as they see fit.

§$S$3d13603

(Far left) f waypoints aren't your thing, then a more detailed represen-
tation of the target can be found here on this handy projector. After
an atmospheric ‘countdown’ (it's just like the real thing,

honest!), the location destined to be bombed is shown in a kind of
fly-by view. Why they didn't bomb the place when they were taking
the film beats me - sure would have saved all this messing around.



| 64 two o'clock™ and stuff like that.

Jimmy Hill
would make an
excellent Chin
Turret operator
but seeing as
though he’s not
here, you'll be
charged with
the task of
quickly downin
any enemy
planes who
attack the B17
from the front

Sitting next to
the pilot, the o
pilot’s job is
generally to co
| could be really boring and inform you that this instrument panel pilot, whateves
contains the Radio Compass, Pilot's Directional Indicator, Pilot’s Localizer that is. And if
Indicator, Directional Gyro, Flight Indicator, Tachometers (2 engines per the main man’s
dial, no less), Manifold Pressure Gauges, Fuel Pressure Gauges, Oil Pressure view doesn’t
Gauge and a host of other technical and navigational aides, but I'm not. appeal to you
What.| will say, though, is that this control panel is roughly twe time larg- then this almos
er than the screen size so you'll need to scroll around to locate any dials similar view ise
you're interested in. going to be pa
tieularly inspir
ing either.

These are the blokes
who actually do the
hard job of flying the
plane. At the end of = : .
every mission, injured . . ; . s | b = "
men will qualify for : y - 1 ¥ |
medals while any b -
geezers who don't " . : : : LY
make it back to solid ! 1 ST, Lt':%:‘niw“u i
ground will be what a pilot -
replaced by rookies does then you're ' | i
!.ruho'l_i need to be not really fit to
trained in the Art Of be buying a
War In The Skies flight sim. It has
(wrong game - Ed.) to be said,
before becoming suit- though, that
ably proficient. this view isn't

particularly
R interesting to
e | look at so you
L‘;::‘r:, - = wy CREWEL I ARE Prnhiblr
U "oy —— - wouldn’t be
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Before you can take off you need to select
and design a B17. You get to enter your
own pilot's name (for that added personal
touch) and also to select your desired nose
art, from a rather dodgy selection.

The Engineer is his
name and engineer-
ing is his game.
Although called
upon to occasional-
ly take control of
the guns now and
again, his main
responsibility is to
look after the B17's
engines. Hence the
name, see.

If orienteering is your
thing then strap on
your wellies and get
out your pocket com-
pass as this is the guy
for you. You can reset
all the waypoints and
generally mess around
with all the directional
side of things if you
Throughout the mission, radio messages will come from other parts of the want.
plane detailing where there’'s any action or alerting you to any emergen-
cies. You'll have to get used to the kind of language which pilots in
those days used to communicate with so expect lots of “Bandits at
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The Bombardier's the one who drops the
bombs on all the enemy troops. Lining
up the bombs takes a little time to get

used to but once you get the hang of it
you’'ll be able to let rip with confidence.

N The view from the

Right Waist gun-
ner is pretty
restricted so you'll
have to keep an
ear on what the
other men are
saying if you want
to catch and kill
any planes from
this position.

The Ball Turret is situated behind the
Radio Compartment and below the
Waist Section. Not that you know
where those are - | just need a few
lines of text to fill the rest of this
caption. And it worked, didn't it?

(Above)
Keeping up to
date with the
travel news is
an important
part of the
Radio
Operator’s job,
as well as
knowing exact-
ly where the
the rest of the
allied planes
are. It's advis-
able to let the
RO gain gun
experience as
he can then be
used to take
over when gun-
ners become
injured.

Two gunners take
care of either side
of the plane and
here is one of them
- the Left Waist
Gunner. Everyone
usually moans
about getting a
seat by the wing, so
this gunner is pret-
ty peeved.

Situated at the rear
of the plane, the
Tail Gunner takes

charge of two direct
sighted 0.50-cal
machine guns,
whatever they are.

His job is to pick off

any planes who try

to attack the back
of the plane.

R . E:¥

B17 Flying Fortress is certainly not
one of your modern day flight simu-
lators. Due to the size and nature of
the plane there's nowhere near as
many dogfights and high-speed chas-
es as in, say, Combat Air Patrol, but
then CAP didn't have the sheer depth
and involvement that B17 has.
Getting to grips with the plethora of
options and sussing out
the controls takes a while
but soon you'll be confi-
dently hanging in the
skies on your way to
bombing the enemy and

teaching those Johnny

Foreigners a lesson they'll
never forget. After a few missions -
you soon begin to build a bond with | / _. : u %
your crew members and when one (0

becomes injured there is a real sense | — :

of loss. It can be tempting to switch
the majority of your crew onto auto b 2l e
pilot and just concentrate on one HB
specific gunner but maximum enjoy- : | '
ment is only gained from taking
hands-on control over every available
member. The presentation cannot be
faulted. Musically you'll find no flight
sim as polished as this and the inter-

mediate screens are well-drawn, with

some superb graphical effects.
Speed-wise everything shifts at a fair
pace considering the detail and shad-
ing that the planes consist of. The
disk accessing can m:ca:innally'mean
that there are a few times that the action pauses while more
data is loaded, but generally this isn't a pruhlerl_'l. B17
certainly won't appeal to everyone. Some gamers will not
appreciate the amount of time it takes to get into the game
or the relatively slow pace of the action (as opposed to the
more immediate approach of the excellent Combat Air
Patrol). But if you prefer a more comprehensive simulation
which is crammed full of detail and has as much people
management and strategy as killing things, then this is the

game for you.

[==] B17 Flying Fortress works fine with no problems on
the A1200, and motors along at a quicker and
smoother pace.
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Ddiva Cuhrhpcu Sweriev Su Glod's Statle or,
in non-Scrabblese, David Upchurch reviews

US Gold's latest.

A1200 is a mighty powerhorse

of a machine, a binary bullock
capable of shifting massive amounts
of information around and display-
ing literally millions of colours on-
screen. It heralds the dawn of a new
era of Amiga gaming. But what's the
first A1200-only game we get in for
review? No, not some epic Gouraud-
shaded-3D-polygons space extrava-
ganza or a multilayer-parallax-
scrolling shoot-"em-up, but Scrabble,
a graphically-simple and sonically-
challenged boardgame conversion.
Oh well...

If you've never played Scrabble
then | guess you've never been stuck
round your gran's house on a rainy
Sunday, as that's typically when
some bright spark will emerge from
a post-lunch, armchair-bound
stupour and cry "Let's play a
boardgame!” As you get out Mouse-
trap or Haunted House, granny will

I et's make no bones about it, the

The game can be [ § |
controlled with either key- -
board, joystick or mouse.
Either's fine, but it's easi-
est with mouse. From the
bank of icons you can opt
to rearrange or randomly
juggle your tiles, exchange
them for new ones, pass,
get a hint from the com-
puter if you're stuck, sum-
mon help or quit the
game, It's very much a no-
nonsense interface, but it's
clear and works more than
adequately and that's the
main thing.

= |
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One of Scrabble’s nicest features is
the ever-present Help facility. At
any point in the game you can call
up this menu from which you can
information and advice on just
about any aspect of the game and
its implementation on the Amiga.

Just the thing for illiterate
journo-types who work in
Macclesfield or Bath, say. (Tsk
- 'Sieze’ indeed!)

Hjol<]-|o

moan that she doesn't like any of the
new-fangled games so, sure enough,
after much negotiation and com-
promise, you'll end up playing Scrab-
ble to keep her happy. And anyway,
as granny will no doubt remind you,
Scrabble’s educational...

...Because, you see, Scrabble’s a
word game, basically. Each player
has seven randomly-chosen tiles,
each bearing a letter worth a varying
number of points. The idea is to use
these letters to create words with
the highest total points value. The
word is then placed on a grid-like
board so that it interlocks with the
other words already laid down,
much like a crossword. Matters are
complicated by special bonus
squares, multiplying the score of a
letter or even a whole word. The
winner at the end of the game,
which occurs no-one can create any
more words, is the player with the
highest number of points.
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Scrabble's greatest strength is that
the lone player can compete against
the computer, which has twelve skill
levels. A half-decent player should
just about beat it at the lowest level
but at top you've got to be pretty
special to even match the machine -
it thrazshed me by over 350 points!
You can also play against up to
three other human players, but as
everyone can see each other's let-
ters you're probably better off stick-
ing to the real boardgame if you've
got mates around.

SCORE 119 13:25

Developer: Arc Develop
ments

£27.56 Out Now
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Scrabble will be available soon for the standard Amiga,
and should be near-as-damn-it identical to the A1200
version. There will be an Update in the near future.
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DIAL-A-TIP

CHEATS, TIPS AND GAME SOLUTIONS

CHEAT LINES
AMIGA GAMES LINE
CHEATS GALORE (say yes for Amiga) 0891 101 234
ST GAMES LINE 0891 445 787
ALL CHEATLINES UPDATED EVERY WEEK

I HELPLINES

DESERT STRIKE 0891 445953
STREETFIGHTER II 0891 445 927
|SHADOW OF THE BEAST 1, 2 & 3 0891 445 949

0891 445 786

FIRST SAMURAI
JEYE OF THE BEHOLDER
MAGIC POCKETS/RODLAND

0891 445 926
0891 445 952
0891 445 928

INDEX INFORMATION LINE 0891 445 904

"GUIDING L[{_}I-i'l' COMPUTER SERVICES LTD
PO BOX 17 ASHTON -UNDER-LYNE OL7 ONN
Calls cost 36p/Min Cheap Rate & 48p/Min All other Times

| Please ask permission before you use the phone - You'll be given info of

related services. Maximum call charge £3.60

To Advertise
in The One
o] |
Michelle

Gardiner
On:

071 972 6700
Ext 2418
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LOOK NO FURTHER!!

FOR THE CHEAPEST AND BEST X!

THE IATEST TOP 50 GAMES FOR YOUUR AMIGA
Arabian Nights £15.99
Archer Maclean's Pool £15.99
Assassin £15.99
A-Train £22.99
B17 Flying fortress £22.99
Big Box 2 £19.99
Body Blows £16.99
Bug Bomber £15.99
Catch'Em £15.99
CHAOS ENGINE £15.99
Chuck Rock 2 £15.99
Civilisation £22.00
Dalek Artack £12.99
Desert Strike £19.99
DONE! £11.99
EXODUS 3010 £19.99
FA Premier League £15.99
Flash Back £17.99
Formula 1 Grand Prix £2209
GREATEST COMP (Lure/Dune/Timmy White) £19.99
Gunship 2000 £22.99
[liﬁlur‘_,' Line £22.00

Humans Jurassic Levels Standalone £19.99
International Rugby Challenge £15.99
Jimmy Whites Snooker £14.99
John Madden's Foothall £15.99
KGB £19.99
Legend of Kyrandia £19.99
Lemmings 2 £19.99
Lionheart £19.99
Locomotion £15.99
Lost Treasures of Infocom £35.99
Nick Faldo's Golf £22.09
Noddy's Playtime £15.99
No Second Prize - £15.99
Pinball Fantasies £19.99
Ragnarok £23.00
Reach For The Skies £19.99
Sensible Soccer '92/'93 Edition £15.99
Sleepwalker AS00/A1200 £15.99
Street Fighter 2 £16.99
Super Frog £16.99
Sword of Honour £15.99
Superfighter £15.99
Transarctica £19.99
Universal Monsters £15.99
Wing Commander *Special Offer* £14.99
WWF Eurc Rampage £19.99
Walker £19.99
X-Wing £24.90

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.

puaraniee that all the above will be released by
weck availabdlity 1o avold disappointment, BES&OE

Coiven the nature of games publishers, we can not

the time this adwen appears, Please call us 1o«
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 THO, PO Box 1720, Slough, SL3 0YX

0753-683336
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{Left) The objective of each level is to pick up the fur hat and make your way to g
the exit. Collecting a certain number of stars replenishes Jethro's energy, which

is shown at the bottom of the screen. There are passcodes every few levels so

once you've got a way into the game you won't need to replay the earlier levels.

{Below and right) This is one of the forced scrolling levels (which means that the
landscape moves from right to left whether you want it to or not). There aren't

many meanies to deal with but your work is hard enough without making it any

trickier. You'll occasionally find some red stars (worth several yellow stars, bar- o
gain fans!) scattered throughout the landscape, which reguire cunning tactics to "
collect. They move away from the beaver when he approaches but by pushing
up on the joystick Jethro can sneak up and nab them while they aren’t looking.

~a ey

{Right) There are a few end-of-level bad guys contained
within the game and they pop up at sporadic intervals to
interrupt Jethro's journey. Unlike most platform games,
the large hard-men can’t be dispatched by simply bounc-
ing on their heads - these ‘uns chuck rocks at the beaver
and the only way he'll sod off is if you smash the projec-
tiles back using your tail.

(Below right) If moving platforms were copyrighted then
someone would be on a pretty hefty commission, | reck-
on. These ones usually start whizzing about as soon as our
rodent hero places a foot on them but some platforms
need to be switched on before they'll take you anywhere,
a systermn which nermally introduces the words ‘puzzie’
and ‘element’ onto adverts and stuff.

{Below) The animated intro depicts the kidnapping of

Jethro's wife in glorious cartoony technicolour. The thor-
oughly evil Rabbit person sneaks up on Jethro's humble
abode as the beaver is leaving for work. Just after Jethro
gives his wife a no-tongues snog the bunny bursts in,

sticks a gun up Jethro's wife's hooter and makes off with
her. Charming!




n Byron discovers if the gaming nation is like
ager for Grandslam's sickly cute platfuriﬁer‘_" %

any software houses would have us believe that

all animals live in their own little worlds and have

as much intelligence as humans. This is, quite

frankly, preposterous - how many flying frogs

have you seen recently? When was the last time
a fish showed you his secret service badge? And have you ever
heard of a pop group called The Beavers?

Well, according to Grandslam, The Beavers Supergroup are the
next big thing. For all they care you can take Take That! and East
17 and shove them into the Woollies bargain bins - these soft-
furred rodents are more popular than that uncensored Jim Bowen
Live! video, apparently.

There are only a few people who aren't partial to a bit of
beaver, most of whom are members of The Rappin’ Rabbit Rock-
ers, a once-successful dance outfit who have been relegated to
the dumper where they now live unhappily with Bros, Howard
Jones and Michael Jackson. The Rabbit's lead singer, sick of being
the music industry equivalent of a WWF budget re-release, has
decided that the time has come to rid the world of cute and sick-
ening pop music. Has anyone seen Kylie recently?

Predictably, the cunning plan that the Rabhbits have come up
with involves kidnapping Jethro’s love interest. She is to be held
conveniently at the end of eighteen scrolly levels and won't be
released until The Beavers have disbanded and all their master
tapes have been
destroyed. Fat chance.

And so another plat-
form romp begins. Assum-
ing control of Jethro, it's
your task to venture forth
and save the gorgeous
Beaverette from a fate
worse than Barry White.

Beavers is very nearly flawless. There's just
one thing which prevents the game from get-
ting a stupendously high mark and that's the
layout of a few of the levels. In a game like
this, where there are quite a few necessary
‘blind" jumps, putting fatal gaps at the bottom
of the screen is just plain ridiculous, not to
mention unfair. | don't mind being penalised
for mistakes but don't you think it's a bit
extreme to lose a precious life just because
it's impossible to know exactly where you're
going? Why not go the whole way and get
someone to come round, burn down your
house, torture your pets and nick your
girlfriend if you accidentally slip off a
platform? Apart from that there are no real
criticisms. Everything is implemented well and
the control method is good enough to allow
you to manoeuvre Jethro around with confi-
dence (as long as you know where to go, that
is). A lot of time has obviously been spent
keeping the graphical style consistent
throughout the game so the various cute-but-
threatening creatures roaming about the place
have as much character as the rest of the
game. The free-moving levels are more fun
than the forced-scrolling ones but at least the
emphasis on exploring and more skillful gam-
ing is constantly being reversed so you don't
feel you're getting yet more of the same.
Tactically, it all boils down to learning the lev-
els and knowing which areu are r«:mghlz.‘r fatal

drop free and if you're a , Works fine.
- No A1200-
player who prefers to ) g
learn by trial and error ~ sion is
then you simply can't go & Pieonteg

wrong with Beavers.
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GRAHAM GOOCH
ORLD CLASS CRICKET

Will Audiogenic's long-awaited cricket sim leave you shouting
uQwzat!” or “What's That?” Simon Byron finds out...

If you've hit the ball well into the field then it might be just as well to start
thinking about notching up some runs. To do this, simply press Fire and
waggle the joystick as fast as you can. In all honesty, this part of the game
is fairly unrealistic - you can get two or three runs from hopeless shots as
long as you're fairly good at waggling your stick.

BAT MEN

Typical heading from me, | know, but it
sort of relates to the part of the page
where | take you through the procedure
known to cricket buffs as ‘batting’.

(Right) The opposition, be it computer or human, selects where he
wants to aim the ball. At this stage, all you can do is move your bats-

man left or right to position the bit of wood that you hit the ball with.

After a few short moments the bowler will commence his run.

(Below) When the ball has left the bowler's hand, you'll need to think
about what kind of stroke you want to play. Hitting the ball is
performed by moving the joystick in one of eight positions (which
selects which shot you play) and pressing Fire when the time is right.
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(Right) Mo time

for final adjust-
ments, you've got
to stand there

and brace your-

self as the bowler
approaches. Now
might be a good
time to remember
whether you've

| correctly inserted
| your box as fail-
ure to do so will

‘ result in tearful
eyes and high-

| pitched voices.

Since my schooldays I've feigned illnesses, attended imaginary

appointments at the doctors, visited fictitious relatives who have
contracted mysterious diseases which require my urgent attention - any-
thing to avoid having to stand in front of three bits of wood while some
git chucks what might as well be a solid metal ball directly at my head.
And they call boxing violent.

Playing with a tennis ball instead of a super-hard leather ball was always
much more enjoyable, basically because you knew you wouldn't be spend-
ing an unconscious night in casualty if someone decided to be funny and
launch a ‘bouncer’ at you. If you're like me, then, you'll no doubt welcome
the relative safety of Graham Gooch World Class Cricket where you can
take on the meanest bowlers from the rest of the world in the comfort
of your own home.

The game has been roughly two years in development and as there are
no decent cricket sims available for the Amiga there must be a lot of you
out there who are desperate for something to satisfy your electronic crick-
et craving.

So slip into your white trousers, create a dubious looking red
stain around your groin area and join me on the field to find out whether
playing the computer version is more interesting than playing the sport
for real.

Call me a coward if you like but I’'ve never enjoyed playing cricket.
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(Right) If at any stage one

of your fielders attempts
to knock over the stumps
then the a tiny animated

seguence begins to play

p 355 which shows the fruits of
There are loads of things you can do to alter your labours. This scene

the game's attributes and here's where you will change depending on
do it. Depending on your level of endurance, whether the batsman
you can opt to play anything from one day made it safely back so
to five day matches (measured in game time, you need to keep an eye
thankfully) or whether each side will have on the right of the screen
limited or unlimited overs in which to catch because if a bat is shown
or bowl the opposition out. then you haven't got the

blighter out.

Publisher: Audiogenic
peveloper: IN-house

' Once you've decided which team

you want to play, it's time to
play the part of the selectors and |
leave David Gower out (I had to |
slip that in because apart from |
‘middle order batting collapse’, i e L :
that's the only right-on cricket | e sths MEMORY DISKS
term | know). If you can't be b s ! 1Mb 1

bothered with the hassle of indi-
vidually picking players then
click on ‘The Best Eleven’ option
and be done with it.

IVERRLI

3%

THE VERDICT

£25.59 Qut Now

Joystick/Mouse

BOWL 'EM OVER

We all know that the most exciting part of
cricket is batting but the time eventually
comes when you need to set up your
fielders and deliver the ball yourself.
Here's how you get catch them out.

First of all, you need to
decide where you want to
aim the ball. Just move
the square to where you
want the ball to hit the
grass and press the fire
button. Remember, the
further away from the
stumps the ball is direct-
ed, the higher it will be
when it eventually reaches
the batsman.

T4 0M

Depending on what type
of bowler is currently
hurling the ball, you'll
then need to waggle the
stick like crazy to deter-
mine how fast the ball
spins or travels. It's worth
bearing in mind that the
ball doesn't need to be
travelling at a huge speed
to catch the batsman out,
slow balls will sometimes
do just as well.

5 h Y 12

| ¥

if the ball has been suc-
cessfully struck then the

1 display will cut to an over-
i It head view of the field.
o You don't have much con-
trol over the events from

now on - the computer
will move the fielders and

g3 %)

g Y decide whether they'll
'- vid —=- return the ball to the
4 '. s wicket keeper or attempt
‘ Tz T to knock the stumps over.
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They say that an army marches on its stomach, in which case David Upchurch must
be very good at marching. Just the person to review the latest from strategy gurus

Impressions, then.

here did Caesar keep

his armies? Up his slee-

" vies! Being able to

command legions of

thousands used to be the privilege
of the powerful but nowadays,
thanks to the advent of computers,
anyone - even a lowly games review-
er - can wage savage war in the com-
fort of their own home. | suppose it's
just as well they didn't have com-
puters back in the olden days as say-
ing that Caesar kept his armies “on
his Amiga” would have rather
spoiled a great joke. Or maybe not,
Anyway, Cohort 2 then. This is the
latest from Impressions, the
uncrowned kings of the strategy/war
game. Set around the period from
200BC to 200AD, the game allows

you to set up various battle-type sit-
uations between different armies of
Roman Centurions and even hairy
Barbarians, ranging in size from
3,000 to 10,000 men!

Cohort 2 uses the Mini Miniatures
System pioneered in Impressions’
earlier hit Rorke's Drift. Basically this
means that rather than having to
look at boring maps where your
army units are represented by simple
tiles with numbers on them, you look
at interesting maps where your army
units are represented by little ani-
mated soldiers which can be given
orders via a simple point-"n-click
interface. WIIl this be enough to
break Cohort 2 out of the niche
wargame market and into the main-
stream, though?
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Once you've given out your orders and are happy that you've devised a win-
ning formula you can let battle commence. The menu bars disappear to give
you this full-screen view of the fighting and using the keyboard you can scroll
about the battlefield to see how things are going. To be honest it's all a bit
confusing, with the two armies rapidly becoming little more than a jumbled
mess of sprites. The sound is annoying too - it's a cacophony of sword clangs
and horse neighs.

From the main menu you can get this overall view of how the battle's going.
In itself it's not that useful, but by clicking on one of the little flags you can
zoom in to a close up of the unit in action (inset). Using the strip of icons at
the bottom of the screen you can then find out about the unit's
attack/defence strengths, missile power and the Sctual number of men in

!I‘E”




CHOOSEAYOUR ARMY

L i

L I'l.Hi' INFAHNTRY = D0
HEDIUM IMFANTRY = 4
I VY INFANTRY 1]
ARCHERS = 4
LIGHT CAVALRY &= 4

o e Y o

HEDIUM CAVALRY 0
HEAWY CAUVLLEY 1

OF CLICK HERE FOR BHgHDOM =
OF ‘HERE TO COMPOSE ROUR

Before the rucking can start you've got to set up the battle scenario. First
you've got to pick a terrain te fight on, from the eight available which include
marshes, hills and forests. That done, you have to select the units making up
your army and that of your enemy. There are loads of armies already pre-gener-
ated if you don‘t fancy doing it yourself. Finished! Now you're ready to go. To
hdpynuthrﬂlﬂlﬂﬁihlt.lﬂpﬂsﬂunshmmwdldymﬁﬂilluldﬂmdy-
made scenario suggestions, nmmmmdlng good terrainfarmy combinations.

The eight ttn'ain: aren‘t just
there to give you a different
background to look at - each
affects the way your units per-
form and so you must adjust
your tactics accordingly.
Forested areas, for example,
slow your units down and
reduce the effectiveness of the
cavalry in combat (all those
hanging branches, | guess).

There are three main types of
Roman troop, the infantry, the
cavalry and the archers (not the
ones on Radio 4, incidentally).
Within the ranks of the infantry
and the cavalry there are three
further sub-divisions - light,
medium and heavy - which basi-
cally corresponds to how much
armour they've got on and
hence how fast they can move.

By clicking on the little soldier
on the main menu you bring up
this confusing icon display.

" From here you can alter the
unit’'s formation, tell the archers
to let fly and, of course, give the
unit its marching orders. You
can either march a unit to a
specified location or in a certain
direction - they'll stop and fight
if they encounter an enemy.

ﬂ'lm ]
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By holding down the mouse button during a battle you call up this control
panel. From here you can give out orders to your troops (explained further
elsewhere), speed up the rate of battle by turning off the display system,
get stats on how the two armies are performing and also look at an overall
tactical map of the battle as a whole. Time freezes while you're here, giving
you a chance to get a breather and reassess your strategies.

R E ¥V 1

| THE VERDICT

While | can

understand what
Impressions are trying to do with
their Mini Miniatdres System, for me
it just didn't work. Although it's
quite nice being able to inspect all
your little soldiers as they line up
ready for battle, when the conflict
actually starts what you find is that
the two armies merge into this mass
of writhing sprites where it's near
impossible to work out what's going
on. Add to this the fact that you
have to go through a series of
menus and mouse clicks to actually
deduce which unit is which and
what their offensive/defensive capa-
bilities are, and you'll appreciate
that making any sort of an educated
tactical decision is a bit tricky.
Matters aren't helped by the scale
of the sprites either - due to their
large size it's impossible to get
much of an idea of how the battle is
going as a whole, and on the overall
tactical map you can't tell which
unit is which, again hampering plan
making. And although Impressions
claim that the icon-based control
system is novice friendly | would
beg to differ - it's far too cluttered
and confusing. You never really feel

like you're in control either, with

units wandering back and forth seemingly at their own
will. Games like Blue Byte's Battle Isle did it right,
keeping the player's overview on the proceedings clear
and the controls simple, allowing the strategy element
of the game itself to be the lure that makes you come
back for more. In comparison, Cohort 2 is just too fid-

dly and confusing to ever really grip you.

E W

Publisher:
Impressions
Developer: In-house

£29.99 Out Now

| It's a lot faster on the A1200 which makes it a couple of %
more enjoyable to play, but this extra speed still dosen't
compenstaefor the major gameplay flaws.
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Tom Landry
STRATEGY

FOOTBALL

Friday night's a great night for football, apparently, but that doesn’t bother Simon Byron
from giving Merit Software's sports sim the once over during normal office hours.

SING FRETTY GOO

MFLETE 1. S0 ol M
: 1O ADJIET YOUR RUMSFRSS
FALAMNCE .

THE E=% I€ EETTER AGAIMET SHORT
PASSES (ESFEQIALLY IN MAN 3.
HHILE THE HICKEL IS BETTER VS
HMEDIUM ROUTE EUT FOOR AGSAINST
DRAMS HEE CALL ZOMES IF
WO WAMT 1O F oM THE MEDIUM
AMD DEEFER PAY

OME BRACK - EXCELLENMT SETUF FOR
[ > COUMTERS ) AMD
IF THE HE IS

25 BLOGK ING

Apparently Tom Landry is ‘legendary’ so any advice from him should be
worth listening to. You can ask Landry for help at any time during the game
whenever you're not sure what to do next. He'll then spout on about vari-
ous tactic-related subjects and personal observations but it's entirely up to
you whether you take any notice or not.

TON_LANDRY STRATEEY FOOTEALL DEFEHSE
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merican Football has, if what they tell me is true, taken off in
Britain in a big way, which isn't surprising when you consider
how much of our modern-day culture is directly taken or heav-
ily influenced by our friends across the Atlantic Ocean. And

hile | don't mind plonking myself in front of the box on a Sat-
urday for the latest instalment in the lives of the Baywatch beauties or
chewing on a Big Mac because | can't be bothered to cook for myself, |
do object to grown Englishmen dressing up in poncy outfits and calling
themselves ‘The Fridge Freezer’ or ‘The Toilet’ for no apparent reason other
than they're fat. Dave's rather large and the only thing he ever gets called
is... on second thoughts it's probably left unsaid. (That's probably the best
idea you've ever had - Ed.)

If you want a real man's game then why not try Rugby. Whereas Amer-
ican Football players pretend to be tough and cool by shouting a lot, Rugby
men make no such claims, they just get ouf on the field with nothing more
than two shin pads and a breath full of Guinness to protect them from the
opposing hard-men .

But we’'re not here to discuss the merits of ‘Rugger’, for it's not Tom
Landry Strategy Rugby that's up for review, is it? Because the game is devel-
oped by little-known publishers Merit Software, who are based in Ameri-
ca, you can be sure that TLSF is authentic, if nothing else. But does that

make it any fun to play?
T When the other side has the ball it's
time to pick a defensive movement
which will hapefully relieve them of
n possession. There are six defensive
’ - formations available and all are
BUFFALD helpfully depicted on-screen by a
i number of different coloured dots

L e W gt

> T ——— which will probably mean more to

o AL GHHENT g e e
DEFENSIVE AL [GHHEN] FOCOS: quufliBlusll [ Youve decited which tactic to use.

- FORHATION: dloducd  SHIFT: bl v Normal Keys [ theresuiss.
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(Above) Once your team has the ball
you're in Offensive. There are seven
formations (none of which include
swearing). You can also instruct
your team how to pass, how to run,
whether to dummy a pass or just
get them to boot the ball up the
field as far as possible.



' THE VERDICT

Tom Landry Strategy Football is, as
the name implies, far more strategy

orientated than your normal sports

simulation. If you look at the game

5 _ & ; Publisher: Werit
series of multiple choice questions peveloper: In-house

with the results of your selections
depicted in a short animation

at a basic level it boils down to a

£34,95 Dut Now

sequence. This won't be everyone's Mouse

idea of involving gameplay but if
g 2 " ; MEMORY DISKS
Unlike good old British Football, American Football has loads of different you're into American Football then
penalties, none of which are outlined in the manual so it can be quite a sur- 1Mb 2
prise when this bloke pops up and awards a free kick or whatever it is to you'll relish the prospect of
either side. And for some reason which beats me, if a penalty is given to &
you, you can choose to decline it! What would you want to do that for? effectively managing your own KILS

team. If you can't stand the sport
then you'll feel much the same way £ :
about this game but I'm sure that - 0

the programmers didn't set out to

WOl

convert gamers to the sport. Bearing

this in mind, and accepting that this
is a very specialist affair, you
basically get what you'd expect.

ol 5 .*-_ ] Influencing your team and instruct-

ing your players as you see fit is all
set out very clearly and the on-line
help system ensures that gamers
who find themselves not knowing

AY4ANVI

; 5 i exactly what to do can at least get a
if you don't know how to play American Football, here's a quick guide. Like

Rugby, the idea is that two teams have to place the ball at the opposite end JECUURCEERISTRETIRELT S TIET S
of the field. Once a side has possession of the ball they have three chances 4 h i ¥

to move ten yards towards the touchline using a number of set moves. If Graphically, though, it's a little

they do push forward ten yards within three goes then they repeat the pro-

cedure again, if not then the other side gets a go. rough and when the action becomes

particularly frantic it's hard to know
n s Iﬁ} 1" o ' exactly what's going on. Now here's
A man e S = _;'_-————rﬁ-‘- BB SRS AR the crunch. | consider myself to be
: U 'r-‘ SRR ‘B an average gamesplayer who likes
; all kinds of games but | found TLSF : o

fairly tedious. I've got no interest in

A 9-d EVaglS

American Football and | suspect that

the majority of people out there feel the same so on a per-
sonal level this game just didn't really cut the mustard. I'm
sure there'll be a few letters from AF buffs claiming that
the score is all wrong but a strategy game based around
something | don't care about is not my idea of a good
time. I'm willing to be proved wrong-by true fanatics but if
you've no interest in American Football then I'd advise you

Who fancies a quick game of Spot Ly, 1 !
The Ball? If so, then buy TLSF as you WA | » to keep well away or check out the more arcadey John
have to admit that the whereabouts 2 ! il

of the oval-shaped object isn't . Madden.

exactly clear. Anyway, this is the

part of the game where you get to . e .

sit back and watch the results of ' Not much difference at all, really. Still the same

your instructions. The screen This is what you're aiming for - a [ =
‘scrolls’ left and right to accommo-  Touchdown. ,;fl:gr yuu'uegs:nrad you game in every respect. Did you really think the

date the action and there are plenty  then get to have a go at kicking the
of digitised grunts to add ball through the posts in much the | A1200 would make that much difference?

1N 9200

atmosphere, same way as a Conversion in Rugby.
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waving at us?”

hy is it, pray, that
the scenarios for
all watery-themed
games have to be
laden with cringe-
inducing puns? | reckon James Pond
started it all, you know. And the lat-
est in this long line of punster-fun-
sters is Zeppelin's Sink Or Swim. It's
a rather good arcade puzzler where

~ you, as top bloke Kevin Codner, have
~ to rescue the Dim Passengers (Kim
- Bassinger, geddit?) who are running

nmllybuhnndfnrtl'rnbwdthg

, the aptly-

“Look! Isn't that David Upchurch over there,

“Ohmigod! He's not waving - he's drowning!"

stupidly run into if you don’t inter-
vene. To add to your problems the
water level inside the ship is always
rising and, naturally, the Passengers
can't swim. Didn't they ever see
those cartoon Public Service adverts
when they were kids, starring Dave
who could "swim like a fish"?

And so you have to use your plat-
form skills to hop around the gird-
ers and walkways and at the same
time use your imagination to arrange
crates, toggle switches, direct con-
wveyor belts and even lay down
bumhi 50 as

uﬂtl n safe rnut--'-'

= 528 el
oz 5] 0036200 [Eon) 11]mko0]

The ship's engineers left all the dangerous
machinery running when they scarpered for
the lifeboats, a fact which makes your life
much harder. These crushers, for example,
will (as the name implies) crush both you and
the Dim Passengers if you come near them.
Careful use of the conveyor is needed here.
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{Below) The Dim Passengers are a right thick lot, but there are certain rules with m ‘Iﬂlﬂ- " tl'lﬂ' w H'.

that govern their movement which ust | if ‘re to them.

Theyll always :i;m:. e et e asisdbidleh e bl ‘lh‘:;'?lnlwi' levels are ﬂ“.’"ﬂ“_ out. M_‘"’ 'ﬂ :
nst the of nveyor belt. Another ha is that they'l . O T ‘action as

mzﬂmm:mmmtm mnndifuﬂ‘:fpu:rﬂm:hlr them requlm ,pl'ﬂllﬂ!t ; “.

 obstructing crates out of the way). soon as you appear on the

that all your passengers are
~ goners before you've had a
~ chance to get your bearings and
~ work out what's going on. A bit
more of a breather between § i
your arrival on-screen and the i ' J 1 (8 1;
appearance of the Passengers §
would've been nice - as it stands
. the game often seems a little
unfair. If you're a Lemmings fan
: b s o — looking for a new challenge then
Em- fﬁ;” «xr—« w1 Bl  you'll probably not find it here. Most of the levels
: : are not really that tough to solve, with success rely-
ing as much on quick reactions as puzzle solving. In
fact, any competent gamer will probably find them-
sleves halfway through the game within a few hours
of starting play. For that reason, and the cute nature
of the characters, this is a game probably best recom-

mended to younger
~ Fully A1200 compatible
players than those of . * and - you guessed it -

| m—
=g no noticeable improv-
more mature years, (o "l ot And | was so

. * hoping for 256-colours
thnuﬂh 'H'Iﬂr should still ‘=== Pparallaxed backdrops...
get some fun out of it. =
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Are a few alterations to Domark's football
management game enough to keep it at the
top of the Premier League? Simon Byron

blows the whistle.

p until summer last year, the
U only football management

commaonly regarded as worth
having was Addictive's Football Man-
ager which took a no-frills approach
to the subject of guiding a soccer
teamn through divisions one to four,
as they were then known. Many
companies have tried to emulate this
formula and improve the game by
adding flashy graphics and animat-
ed sequences while forgetting about
the gameplay itself and, as such,
nothing really came close to Football
Manager in terms of depth and
authenticity. Until Championship
Manager, that is.

Released to high critical acclaim,
Domark's management sim was the
result of seven years work from two
football enthusiasts who concen-
trated on putting as much factual
information and realistic variables
into the game than previously seen
before. The public lapped it up in
droves and the game soon became

the benchmark for all management
sims to come,

Now, almost a year on, the two
coders are back with the ‘93 edition
which includes updated team names
and approximately thirty-six other
new features which vary from injury
time, more board comments, own
goals, the ability to select penalty
takers and so on.

The basic structure of the game
remains much the same, as does the
menu system and overall graphical
style, so will gamers who have
already bought the original be
enticed once again? Let's find out.

Loftus Road

ITEM
pep———

ATE RECEIPTS
O hisoRr PAYIENT
;L_ ERS SOLD
THMTEREST _
TELEVISION
cpsH PRIZES
ChreR GRINS
=TAEF WRAGES .
SATES AND e
eFTE - 8

h, & 1,
e OuUND MATNTENAN
LERGUE FIMNES
GEMERAL EXF

SES

« svan7s AUATLAB
Transfer Mews

(Top) This screen pops up
while your team are out on
the pitch. The bar charts
showing the relative perfor-
mance of your defence, mid-
field and attack change
throughout the ninety min-
utes to reflect how your
team are doing in each area.
If anything of interest hap-
pens during the game, a
text message will appear
outlining things like book-
ings, near-misses and goals.

(Middle) Money is the root of all problems and if you haven't got any then
you‘re in big trouble. Here's where you can check up on all sorts of things
like how much in gate receipts you've collected, how much money has been
generated from televised matches and basically see how much in the black
or red your team is. The sort of thing you and | use our cashcards for.

(Above) Buying and selling players is an important part of managing a top
football team so you'll need to keep you eye on the transfer list which
appears at the end of every fixture. Things such as the price of the player,
the length of the contract you're offering and how much money he'll get
need to be thrashed out before he'll accept your offer.

| THE VERDICT

When ex-The One boy Gary Whitta
reviewed the original Championship
Manager back in July he harped on
about how comprehensive the game
was and awarded it 89%. This
‘sequel’ is just as comprehensive, but
89%? | can't see it myself, and here's
why. Firstly, and most importantly,
it's just so slow. It seems as if every-
thing has to be loaded off disk at
every available moment, making the
gaps between matches unbearable.
Secondly, there are some major
design flaws which, although present
in the first game, cannot be forgiven
in a sequel. If you don't want to sit
and watch the Latest Results come in
one by one then why should you be
forced to? Shouldn't the tediously
displayed Transfer News be an option
as well? In fact, while we're at it,
everything should be made optional-
so that if you don't feel like sitting
through one aspect of the game then
you shouldn't have to. It's a shame
that these ideas weren't implement-
ed as underneath there's a fairly
good game. It's probably one of the
most detailed and in-depth soccer
management sims around, and it
should be considering the amount of
time the programmers spent on the
original. The ‘new features’ aren't
really more than a few changes to

CHAMPIONSHIP MANAGER 93

Publisher: Domark
pDeveloper: In-house

£19.99 Out Now |

Mouse

MEMORY DISKS

FRAPHICLS

IVERRLIL

80%

maths routines coupled with updated player names and

don't really do enough to warrant spending another £25

on what is essentially the same game so Championship
Manager veterans should seriously consider before they
part with their cash. As for the rest of you, it IS a good

game, but make sure that

you've got plenty of
thumbs to twiddle while
you're playing.

Faster than on your
average machine,
but not so much so
as to make it any
less time consuming
to play.



COMMERCIAL

Lo I'D-'l'.lﬂ‘ of I

ﬂf’“*HEE TEEH

nnnnnnnnnnnnnnnnnnnnnnnnnnnn

If you’re considering advertising in a popular national
magazine which reaches a new generation of
consumers with considerable spending power, thern
this is your lucky break. Contact jJerry Hall on
071 972 6700 to find out more.

MegaTech. The gamer’s choice for
MegaDrive coverage, the advertiser’s
choice for results.
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" NIPPON
"SAFES INC.

The intro takes the form of a mini-adventure and tells the story of how the
three characters ended up banged to rights. There's not much problem solv-
ing this part of the game as everything is pretty obvious and the ultimate
objective is to get arrested each time.

Simon Byron deliberates for ages over an
intro to Global Software's wacky graphic
adventure.

taly. The home of pizzas, pasta, Gazza, old women with moustaches

wearing black shawls and, of course, Italians. The country that looks a

bit like a leg and, more importantly, the birthplace of Nippon Safes Inc.

Everyone | asked seemed to think the best ltalian software release up
until now is a game called "Christ Knows" which | find a little odd as I've
never played it. 5till, ask anyone in a few months' time and they're bound
to respond with “Nippon Safes Inc.” because it's really rather good.

stop and think about the people in your immediate vicinity for a minute.
Take a long, hard look at them. They're all involved in their own private
lives, aren't they? Consider how all the people near you see what you're
seeing in a different light. Amazing isn't it? Nippon Safes is a lot like this.

Three people have ended up in prison for different reasons, each with
their own separate adventure waiting outside in the land of the free. Tak-
ing command of one member of this trio, you have certain puzzles to solve
and a specific objective to reach. Each mission takes place in roughly the
same locations but the three characters have different attributes and ways
of solving things depending on who you're playing so the puzzles and sit-
uations are completely different. It's not (thank goodness) a Gobliiins-type
adventure where only one person can perform a certain action.

In effect, then, what you're getting is three complete adventures for your
money, which can’t be bad, can it? The designers are calling this system
‘Parallaction’ but, as the translations in the game show, they're not very
good at English anyway.

MoTEmed Bv0 & Lbad o il

The point-'n-click interface is fairly easy to get to grips with. Pressing and
holding down the right mouse button brings up a menu from which it is
possible to select any item from your seemingly infinite inventory or
change the mouse pointer so that you can perform specific actions like
opening, picking up, examining and other things. Surprisingly, it doesn't
seem as if you can drop things. Weird, eh?
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A few of the situations are time fillers, but great fun none-the-less. Doug
manages to hail a taxi into town and to pass the time you can converse
with the driver, As far as | can make out there’'s nothing really of interest
here and the ride is quite boring, but isn‘t that what real taxi rides are like

anyway?

“THE HISTERY OF APE |
ISLAMD". AN CRIGINAL
NAME, 15N T IT?

Humour is another strong point in Nippon's favour - there's simply oodles
of it. And it's quite funny, which is a bit of a rarity for most adventures. The
two guys sat drinking in this seedy club are, | presume, the programmers
who were involved with the game. They offer tips and info on how well
you're doing as well as complaining that someone nicked their idea for a
game called The Mistery Of Ape Island.

if you thought that Nippon
Safes was your standard
adventure then think again.
Quite often throughout the
game, the display will cut to
show a view from afar, giv-
ing a greater impression of
size, This highway is just
outside the prisdn and both
Donna and Doug need to
find different ways of get-
ting into the city without
having to walk it.
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’==7 slightly faster in terms of decompaction times, but
e
= from that t no noticeable differences
An atmosphere-building feature of Nippon Safes is the way that new key : T AparS at there are
locations are introduced in black and white with a bit of text describing == in the game's performance.
where you are. After the mouse button has been clicked, everything b
smoothly merges into glorious technicolour and the adventure can continue ; AL, s R

once again
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At last the
definitive guide to
PC games written
by PC enthusiasts
for PC gamers.

Written by Robin Matthews
and Paul Rigby.

Available through all

\5( bookshops and
distributed for Sigma
C Press by John Wiley
%, & SonslLtd,
"i’- Baffins Lane,
‘ Chichester,
( W. Sussex

POI9 IUD.

PCs A
RELIG
NEED THE PC

This unique guide
runs to over 300
pages and has a
Foreword by
Amstrad’s Alan
Sugar. In it, you will |
find -

* Reviews of more than 2000
games divided by genre. It’s
easy to reference all kinds of
games from Flight Sims to Beat
em up, GPGs to Motoring
racing.

* Special CD-ROM Section

|
J
1
|

* Special Education Section

* Only £12.95 + £1 towards post
and packaging
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; Here's where we look at software
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even if they still
don’t make the
game as
impressive  in

e
|— EEN SN N I BN B B BN BN BN B B BN B Eam e e
| L v I Gremlin's game based around The Most Bor-
Y, \ Q ing Man In Sport hits the A1200. David k
> e i Upchurch hitches a lift... -
s = [
@)
g hen the fondly-remem- the game's a lot faster but that aside
o Wh ered Gary Whitta the only notable change seems to be
reviewed our Nige's WC the higher-quality digitised pic of
E (obligatory toilet joke there) back in  Mansell on the loading screen. How-
December he gave the game 79%, ever, rest assured that there are
< a good mark but not an outstanding other enhancements, but they're
| one. The question is, then, has the wvery subtle.
. B transition to A1200 made the game For one, the graphics are not only
significantly better so as to push it a lot faster they also move a lot
L) into the 80s? more smoothly as well. The differ-
a
the speed department as, say, Lotus to make it worth your while or your
— 3 on the standard Amiga. cash, but for first-time buyers it's
o However, there's one improve- good stuff. Good enough, in fact, to
ment that's a definite plus - disk earnit...
®) swapping. In the original game you
| had to swap disks whenever you
: returned to the menu screen. Not on -
' g Naturally, the gameplay remains ence is quite obvious if you try run-  the A1200 version, however - once ovERALL' 81 %
identical between the standard ning the original version of NMWC you've plopped the second disk in
Amiga and the A1200 versions. With on an A1200 - although you get the drive you just leave it there, you
v Nigel as your guide you race For- roughly the same turn of speed it's never have to bother with the first
- mula One cars on various around- not half as smooth. disk again. Ah, the joys of having
23 the-world circuits, with the eventu- The colour graduation on the 2Mb of memaory!
al aim being to complete the World road and sky is a lot better too - a So, overall then, NMWC on the
= Championship and come out tops. little thing maybe, but it all helps to  A1200 is definitely a better game. If
The races are depicted using scaled- make the game look nicer. Also the you bought it to play on your stan-
a sprite 3D, but this arcade-y look signs are much more detailed. In the dard Amiga and, having upgraded,
v belies the fact that there's a fair. ‘old’ NMWC it only became obvious are thinking about buying this new
amount of depth to the game, with what was written on the signs when version then perhaps there are not
= decisions having to be made about they came ‘just about to crash’ quite enough major improvements
how to tune your car, for example. close. In the A1200 version, howey-
<L When you first load up NMWC on  er, it's clear what they are from right
the A1200 there seem to be few down the far end of the track.
E obvious improvements; naturally All in all, the graphics have been
improved
across the
—l 5 board. It's noth-
ing  amazing
L rra': E'iﬁiu{:_.z_ﬁ_lhrjf:{ . Thl but it's better
W ; " GG T fill than nothing,
CAll MARE 8L TH and the faster,
— smoother road
routines are a
- definite plus.
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FOOTBALL
TACTICIAN 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. New 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 full
interaction, promotions, transfers, play-offs, local and European Cups.

* 900 players accurately and meticulously named, with real ages,
aptitudes, skills, playing “positions, caps and market 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 entering new players and fine-
tuning up to 32 parameters. Essential for the serious user

* Unigque database-type search facility plus comprehensive dala link
giving access to additional, accurate, historical information on selected
players. This feature may be further enhanced by the user himself

* More recording options: up to 36 matches always recorded IN FULL
for instant full-scale replay, plus another 21280 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 field or making substitutions based on
fitness and fatigue.

* Three levels of commentary from highlights only to ball by bail
reporting. Plus mid-week transfer and fitness news.

* Friendlies, 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,
neaedless 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 will 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 exactl
when substitutions s%ould be made, play the off-side trap, go for quic
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.
Youre in charge. You manage your side before and during the match.
Nothing 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! FTZ s updated
weekly: transfers. bids, injuries are recorded as they happen. If
vour football game still lists Des Walker_at Nott ingham Forest
or Paul Stewart at Spurs then__ it isn't Football Tactician’

5y < G

N |

And

. {i ‘ﬂ' ;¥ I N A
ow FT2 SCOTLAND!
on the success of FTZ2 we are proud to announce the release of FT2
Scotiand. Comprising the Scottish Premier League AND First Division, it
has all the unigue characteristics of the original FT2, with of course the
Scottish Cup. the SKOL Cup and all European Cups. This version of FTZ2
is the first ever guality game covering Scottish Football

Building

FlaQse ry

FOOTBALL TACTICIAN 2 (one meg required) £22.95
FOOTBALL TACTICIAN 2 (Scotland] (one meg) £22.95

o QvQIaDe

FOOTBALL TACTICIAN 1 (half-meg machines) £16.95 [
FOOTBALL CHALLENGE (the best soccer quiz) £9.95 0
Name

Address

wcoess orders. same-day dispatclr Owerseqs please add £l php

TALKING BIRDS 0702 523607
5 Minster Close Rayleigh Essex SS6 8SF

50 €




he standard wversion of
Trolls was reviewed back in
February and scored an
impressive 80% from the
normally fairly stingy Gary
Whitta. His only criticism of the
game was the fact that there's not
that much in the way of originality,
and he's right, but after playing this
enhanced version I've come to the

conclusion that it's a lot more fun

than Gary made out.

If you weren’t around in February
then I'd better explain the game’s
plet, for what it's worth. You're a
Troll (now don't take that personal-
ly, it's just what the manual says),
whao lives in a toymaker's humble

abode some-

where in a fabled

land. One night,

after the old and wiz-

ened fellow has put all

his playthings to bed, you

magically spring to life and

discover a strange porthole to

another world. Pausing only to look

fairly cute for a bit, you decide to

enter and are whisked into a land

consisting of several themed words

populated by unusual and manic

creatures. Just another day at the
office, basically.

The idea is to run around and
locate a set number of lost babies
before racing to a set rendezvous
point. There are loads of bonuses to
collect along route, as well as a
number of power-up-type items
which can do all sorts of things from
increasing your speed to freezing
the monsters for a while. You have
to be careful not to go collect-"em-
up crazy, though, as a few so-called
bonuses can make the controls unre-
sponsive or slow you down.

Bouncing on the bad guy's heads
is the more traditional way of deal-

ing with them but those who prefer
a more heard-hitting method will
welcome the Yo-yo which, when col-
lected, can be used to bonk the bad-
dies or swing from platform to plat-
form in a Tarzan-like way. Knocking
the elephant off his podium will
effectively save the game so should
you lose too muth of your energy or
disappear into one of the bottom-
less voids you'll rejoin the adventure
from the location of the big-eared
creature and not from the start of
the level.

AB00 owners had to put up with
garish copper-banding but fortunate
A1200 owners have the pleasure of
staring at some smoothly scrolling
parallax backgrounds which don't
intrude on the foreground at all.
Whereas Zool A1200 suffered from
over-complicated backdrops which
became confusing at difficult to look
at, Flair have restricted these back-
grounds to sensible palettes, giving
Trolls a definite consoley look.

In the audio department, every-
thing’s improved in leaps and
bounds and there are tons more
excellent samples all over the show.

I don't think there are any addition-
al levels are different level layouts
(for some reason our office copy has
found its way back to Dave’s flat)
but you‘re unlikely to be buying this
if you've already picked up the stan-
dard version, are you?

As there aren't really any major
gameplay improvements you may
be wondering why the mark shown
below is higher than the standard
version, what with the fact that
good graphics and sound don‘t
make a great game, but | have my
reasons, as I'll explain. There should
definitely be an additional couple of
percent because the game moves
smoother as a whole and therefore
is more fun to play, but the anoth-
er three percent has been ungra-
ciously plonked onto the total sim-
ply because | think Gary may have
underrated Trolls in the first place.
And as I'm the judge and jury in this
instance, there's nothing anyone
else can do about it, apart from
Dave of course but I'll soon knock
him into shape.

OVERALL: 85%
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One of the last releases on the much-
missed S5torm label (they're heavily
into console stuff now, the rotters)
Rodland is a platform game in the
Bubble Bobble vein. Tam and Rit are
two cutesy elf-type creatures whose
mum (or ‘'mom’, as the game's intro
has it) has been kidnapped by a
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demon. Armed only with magic
‘rods’ (snigger!) the twee twosome
set out to rescue her.

This involves trekking through
forty-odd single-screen levels infest-
ed with platforms, ladders and nas-
ties, all of which have been painted
with the same sickly-sweet brush as
the heroes. Each level is considered
‘completed’ when all the nasties are
destroyed, which is accomplished by
using the rods to capture them and
smash them on the floor.

Any deaded meanies leave behind

R

| i

bonuses, such as smart bombs or
missiles. However, if Tam and Rit
manage to collect all the flowers on
a level before they start killing the
baddies then they'll leave behind let-
ter icons. Collect enough letters to
spell ‘BONUS’ and the heroes earn an

extra life.

Rodland may not sound like much
on paper, but in play it's one of the
most addictive and enjoyable plat-
form games around. It's not techni-
cally amazing or particularly innova-
tive, but it ‘feels’ right, there's loads
of variety in the meany attacks and,
at the end of the day, is simply great
fun to play.

OVERALL: 86%

Mindscape Classics

Welcome to the land of Trazere.
Things aren’t going too well at the
moment - chaos walks the land and
it's pretty ticked off! Who can save
the Kingdom from the hordes of
darkness? You guessed it, it's
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you.

You take control of a band of four
hearty adventurers in a quest to rid
Trazere from evil's minions. This is
achieved in two ways, first by ensur-
ing that the various towns on the
main map are well defended and,
second, by entering the cellars and
dungeons underneath the towns to
kick monster butt and collect as
much gold as possible. Youwr band of
adventurers is comprised of a Beserk-
er, a Troubadour, an Assassin, and a
Runemaster. Apart from the usual
load of fighting skills, each character
has a special ability, for instance the
Assassin can turn invisible and, best
of all, the Runemaster can cast spells,

It's this last character that lifts
Legend above the level of just anoth-
er RPG to the mighty heights of
super stardom. The spell system is
pretty complicated and invalves mix-
ing various runes and elements to
form a spell. It's set up so that you
can experiment with various combi-
nations to see whether you can find

Bl e

a hidden spell. But, the most impres-
sive thing is that you actually get to
see the spell in action; unlike Leg-
end's nearest competitor, Hero
Quest. If the Runemaster fires off a
missile damage spell, it spectacular-
ly explodes on its target.

The dungeons are viewed from a
traditional isometric-3D viewpoint
and are rich in detailed graphics. The
characters move pretty guickly con-
sidering the amount of detail on
screen and the puzzles are just com-
plex enough to get you seriously
thinking. Overall, it's this attention
to detail and sheer playability that
make Legend an unmissable game.

At full price it would be good value
for money, but at this budget price
it's simply unmissable. Legend is a
mighty fine example of what a role
playing game should be. [DU]

OVERALL: 93%

Games Worth Playing

Metal Mutant is set far in the future,
when a self-thinking super-computer
has gone berserk and decided to kill
off all of humanity (hmm.. sounds
familiar, stick Schwarzenegger in the
title role and you could have a hit).
You play the rebel leader who's had
his brain transplanted into the body
of a giant Transformer-type robot
death machine in a last-ditch attempt
to destroy the super computer. And,

after playing this game |'ve got to say
that | would prefer a brain transplant
to playing it again. It's a pile of poo

The gameplay is a poorly executed
mix of beat-'em/shoot-‘em-up and
strategy. The robot under your con-
trol can transform into three differ-
ent machines; there's a standard
cyborg, a tin dinosaur and an inef-
fectual tank. Each one has different
abilities that must be used to destroy
the various strange creatures that
attack you. For instance, some crea-
tures can only be destroyed by the
dinosaur's fiery breath, whilst others
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need a swift chop from the android’s
axe,

50, basically, you guide the robot
from left to right and transform into
whichever one is needed to beat the
current nasty or cross the next obsta-
cle. On the face of it the game could
have been good, but it's not. The
graphics are abysmal, the soundtrack
almost non-existent and the game-
play is dreadful. The main sprite is
huge and animates at the speed of a
three-toed sloth on Valium and the
joystick response lags so far behind
you could go out and make a cup of
tea before it moved. This is one to
avoid. [SB]
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Games Worth Playing

Once more we have a tale of good
versus evil. The magic Crystals of Har-
mony have been snatched by the evil
Mogroth, Lord of Chaos. In their rage
the gods wept many tears and
drowned the whole world, except for
the island of Arborea. In order to
restore the balance and save the
world, Jarel, last prince of the sham-
nirs, and his six trusted companions
set out to find the crystals and return
them to their rightful home.

The game is a blend of strategy
and role playing, for once set above
ground and not in some smelly dun-
geon. The control system is an odd
mix, as you take direct control over
Jarel and guide him about using the
traditional first-person perspective
3D viewpoint; but you control the
other characters by means of the 2D
overhead map screen. This means
that there's an awful lot of switching
between screens in order to get the
guys to carry out your orders.

The map itself does not appear
very large or detailed, but there are
over 16,000 locations to visit and not
all appear until they're in line of
sight of one of the characters.
Patrolling the lands are roving bands
of orcs and other assorted nasties,
which should be avoided if possible.
If you do find yourself in battle,
though, the view changes to anoth-
er small-scale 2D map on which you
carry out the fight. This results in
battles resembling those old board-

based wargames, only less graphic!
One of the good plusses in the
game's favour is the ability to split
the party up intoe smaller groups,
which gives a greater scope for
decent strategic planning.

Crystals is the effective prequel to
that excellent RPG, Ishar. Unfortu-
nately it's not in the same class as
that game. If you don't mind your
RPGs to be a bit basic in the graphics
and sound department and not too
testing in the brain department, then
you could do worse than give this
one a try. [DU]

OVERALL: 72%

ﬁames Worth Playing
1299

May must be the month for strategy
games as this is the third of many
released recently. However, 5torm
Master stands head and shoulders
over most of its rivals. Silmarils have
put together an original scenario,
some in-depth gameplay and a
whole wodge of different playing
options.

You're the new ruler of the land
of Eolia, a discordant realm domi-
nated by the fierce winds which
sweep across it. It's these winds that
form the central core of the game,
as you must master them if you are
to keep the realm united and destroy
your enemies in Sharkaania. Storm
Master combines war, politics, eco-
nomics, farming and strategy in a
most effective way. There's even a
couple of arcade sequences thrown
in for good measure

You rule the land through nine
councillors, who must be kept happy
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if you want their services. Some have
few skills while others, such as the
Master Miller, are absolutely vital to
your survival as he controls the gen-
eration of money through crop pro-
duction. These councillors work in
harmony with each other and,
through them, you control crop
growth, tax revenues, spy networks,
and weather forecasts and influence,

One of the most enjoyable
sequences is the construction of the
flying ships, which must have every
important flying device placed by
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you. So, if you get it wrong your ship
will come hurtling to the ground and
yvou'll have lost its crew as well the
cash that went into it.

If you want to conquer Sharkaa-
nia, as you must if you're going to
win, you’'ll need a lot of these ships
as well as a huge army. Once you've
amassed all you need it's off to the
other island for a bit of looting and
pillaging. The arcade element comes
into play here as you are thrown into
the thick of a 3D battle using cross-
bows and catapults.

The attention to detail in Storm
Master is second to none. The graph-
ics are well thought out and
designed and the strategy wvery
absorbing. I'm sure that this’ll keep
you busy for weeks to come. A good
bu'jr. [SB]

OVERALL: 89%

Mindscape Classics

Superficially this game from Tony
‘Captive’ Crowther looks a lot like
Dungeon Master. There's the usual
3D world viewed from the first-per-
son perspective, and you guide a
party of four adventurers around a
maze-like forest and dungeon on
some obscure quest. Along the way
you'll meet some unusual monsters,
solve a few puzzles and overcome
various traps. However, it doesn't
take long to notice that this resem-
blance is very slight.

Knightmare plays more like Tony's
earlier game, Captive, than it does
Dungeon Master. The puzzles are
pretty strange and reflect a weird
sense of humour. Knightmare is not
very easy to complete (not that |
have) and to finish the four quests
before meeting Lord Fear will take a
lot of planning, some good mapping
skills and some pretty quick
mouse clicks.

Unlike DM, the monsters are very
intelligent and won't just forget
about you if you close a door on
them. Here they're more likely to go
off and set up some elaborate
ambush to catch you when you're
least expecting it. Fortunately, Tre-
guard (the guy from the TV series
from which the game takes its name)
is on hand to offer advice and you
can also program your characters to
carry out a sequence of
combat/magic moves with just one
click. This last option is very useful
in a battle.

The graphics are well drawn, but
the colour palette seems to be very
limited. It's sometimes very difficult
to distinguish objects from the back-
grounds which they're on - more so
if you're playing it on a telly. The
spelling mistakes throughout the
game don't help either!

Overall, though, Knightmare is a
very enjoyable RPG. It's very difficult
but quite humorous. Be warned
though, if you're expecting a straight
copy of the TV show you'll be disap-
pointed. [DU]
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Mindscape Classics

“So much fun - you'll die” screams
the packaging at every available
opportunity - well, they're right, but
not in the manner they intended.
The plot tells of how four knights
have to journey into a fictitious land
and retrieve the Moonstones of the

title by battling with hideous
mutants and visiting rural towns. The
quartet take it in turns to move as
far as they see fit and any conse-
quences of their actions (stumbling
across Mudmen or other knights) are
shown before the turn ends. Usual-
ly this involves a side-on beat-'em-
up confrontation where players
attempt to literally hack the opposi-
tion to pieces.

And this is where the game's main
appeal lies. No, not the actual fight-
ing - that's far too dependent on
luck rather than skill - but the way
the sprites lunge out at one another.
The amount of gore is far higher
than seen before, as blood ocozes
from inflicted wounds until a fighter
becomes so weak that he is either
sliced in two or decapitated in one
fell swoop.

Once you've become used to the
distasteful graphics, however, the
game soon loses its already minimal

appeal. The disk swapping is outra-
geous and serves to further remove
any continuity from an already dis-
jointed game. The exploration ele-
ment isn't substantial enough to be
an integral part of the quest so mov-
ing your knight's icon around the
terrain soon loses its strategic impor-
tance as, more often than not, you
end up trying to find a fight rather
than the keys to the Moonstones.
It's a shame that the Mindscape
Classics label has chosen this rather
poor beat-‘'em-up as its debut bud-
get release because, let's be honest,




it's not much cop. At £7.99 it may
have been worth a few giggles but
at £14.99 you'd be wise to tread
carefully. [SB]
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If you've ever wanted to buckle your
swash all over the Seven Seas then
you're obviously a bit of a pervy but
if you fancy being a pirate then
now's your chance, thanks to those
lovely people at Kixx XL.

Pirates is an ancient MicroProse
game (originally designed by Sid
‘Civilisation' Myer) from years ago
and casts you as a trainee captain
with the entire world your so-called
oyster. First of all you need to get a
ship and crew together and then

venture forth into unknown territo-
ries, capturing enemy vessels,
recruiting new dodgy ship-mates
and eventually discovering huge
bounties and possibly even Snicker

bars. The game world is huge and
the majority of the time is spent sail-
ing between locations but hostile
ships frequently pop up and some
serious fighting need to be done.
There's a good mixture of explo-
ration and scrapping action, all tied
together neatly with a touch of buy-
ing and selling goods. In fact, if ever
there was a game which catered for
all tastes then Pirates is certainly it.
The various missions don't really vary
that much but with the game as var-
ied as it is you'll hardly ever become
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bored as there's always something
around the corner ready to put a
spanner in your all congquering
works.

Pirates has a certain charm. | sus-
pect that most of the appeal is in the
nature of the game - you simply can-
not beat burning other boats, invad-
ing innocent towns and generally
being a complete git. Don't let the
simplistic graphics put you off,
Pirates is a great game which will
keep you occupied for weeks on end.
[SB]
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Don't mess with Mother Nature, they
say. And wise words they are too.
Take the planet in The Plague, for
example, where meddling scientists
have genetically engineered a
strange virus. Before you can say “"Oh
dear |'ve dropped the test tube” the
virus is spreading across the planet
like wildfire, turning its inhabitants
into slobbering, big-teethed
mutants.

It's your job, as a gun-wielding
muscleman who wears little more
than a pair of cut-off jeans and a
smile, to yomp left-to-right across
the bizarre, horizontally-scrolling
landscapes, blasting the virus-carry-
ing nasties with your big weapon
(ahem!). As per normal there are
power-ups to collect and end-of-level
baddies to defeat.

Yes, The Plague is a shoot-"em-up
and while it's no classic, it's no dis-
aster either. The alien sprites, though
large, are not particularly well-drawn
or animated, but this hardly matters
when you're pumping ‘em full of
plasma. The difficulty setting is a bit
too high for my liking but at least
your getting a strong challenge
for your eight guid.
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Maybe I'm just getting soft in my
old age but | guite enjoyed The
Plague. | know it looks terrible and
the gameplay is so simple an amoe-
ba could pick it up but there's no
denying that there's a distinet ele-
ment of addictiveness in there some-

where. As long as you're not expect-
ing too much then you should easily
get your money's worth out of it.
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RALL: 64%

Edd the Duck must be wondering
how he's managed to end up in two
duff Amiga games in a row. The first,
for those of you who can't remem-
ber, was a blatant rip-off of Rainbow
Islands with none of the style or

character of the brilliant Ocean con-
version and, if anything, Edd 2 (or
Back With A Quack, as it likes to be
known) is even worse.

Somehow, the hand-filled puppet
has found himself in a Western
world populated by indistinguish-
able beings who wander aimlessly
around in a set pattern. Edd must
collect a specific number of objects
from the horizontally-scrolling land-
scape and make his way to the exit
where he will be whisked away to
yet more of the same. Contact with
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any of the hostile inhabitants of the
Cowboy-ish landscape results in the
loss of a life so Edd has to either leap
past them or stun them for a few
moments with a couple of custard
pies from his finite supply.

It all might have been guite good
if the game had been executed even
remotely well or had some imagina-
tive traps. The main challenge the
player faces is mastering the control
system. It's not complicated or any-
thing like that but Edd moves with
about as much fluidity as a block of

flats travelling uphill. Attempting %=
jump anything is more trouble thas
it's worth so the game rapidly turns
into a mindless avoid-‘em-up.

All this, when coupled with near
Spectrum quality sound effects ane
graphics which look like they're from
a kids' colouring competition, ren
ders the game hopeless and unless
you're into throwing money away
you should keep your hands firmly
in your pockets. [SB]

OVERALL: 47%

Mixx XL
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What could you do if you were invis
ible? Answer:

Anything you wanted.

That's the design philosophy
behind the F-19 Stealth Fighter.

Due to its unigque fuselage design
built from radar-absorbent materi-
als, the aircraft is virtually unde-
tectable by ground-based sensing
systems.

Which makes it a perfect bomber
able to fly into enemy territory, strike
its targets and return home before
the enemy forces know what's hit
them.

MicroProse’s F-19 Stealth Fighter
now re-released on the Kixx XL label
gives you the chance to fly two
planes, the F-19 and the F-117A. You
see, the F-19 doesn't actually exist -
MicroProse knew that Lockheed
were developing a stealth plane and
created a sim based around what
they understood the aircraft's capa-
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bilities were going to be and named
it according to what they thought
the plane's code-numbering would
be. When the stealth fighter was
eventually unveiled the MicroProse
team found that their educated
guesses had been by and large accu-
rate in every respect - except the
code number. Hence the option to
choose the ‘real’ F-117A Stealth
Fighter. Although the two planes
look different, they handle fairly sim-
ilarly, so any differences are largely
cosmetic. Still, it's always nice to
have a choice, isn't it?

F-19 5tealth Fighter isn‘t your
standard flight sim.

Although you can (and often do)
get into traditional dogfights with
enemy planes, the emphasis here is
more on low-profile flying under
enemy radar, making fast bombing
strikes against enemy ground instal-
lations. And while it may not be
everybody's cup of tea, | personally
thought it brilliant.

There's an air of tension in the
game that I've never really felt in any
other flight sim. Good stuff, and an
essential buy for any gamer, sim fan
or not. [DU]

OVERALL: 87%

Zeppelin Platinum

There aren’t many games which are
truly original but Blade Warrior is
one of them. Set in a fantasy world
full of hideously deformed mutants
who attack on sight, you, as the
heroic Blade Warrior, must find and
defeat the evil Murk who is hell-bent
on doing the same to you.

The game mainly consists of wan-
dering around, fending off the
bizarre creatures while collecting as
many spell ingredients as possible

which can then be sold to one of the
seven wizards who live within the
land. In return, these mages give you
one of the mysterious Seven Tablet
Fragments which will, when gath-
ered together, enchant your sword
so that the confrontation with Murk
will be a damn sight easier.

It's the kind of plot we've heard
time and time again but as you can
tell from the screenshots, Blade War-
rior is definitely not your average
game. Everything, apart from the
various spell ingredients, is depict-
ed in silhouette form, creating a
unigue and genuinely scary atmo-
sphere. This is further enhanced by
the use of daunting sound effects
and excellent background graphical
effects, ensuring that Blade Warrior
is a game you should keep your kid
sister well away from.

At £25.00 Blade Warrior wouldn't
offer too much in the way of value
for money as the combat side of
things can become a touch samey,
mainly because of the limited
amount of moves you can pull off.
For this silly price, however, I'd
advise you to snap it up right away.
[SB]

OVERALL: 82%

Global Software

Whatever you do, don't buy this
game unless you possess an auto-fire
joystick. I've just come fresh from a
two-hour blasting session and | can
hardly type, so you'll have to bear
with me if a few mistaykes pop up
here and there. (Oh dear - Ed.)
After that rather sad little literary
gag (if you can call it that), | suppose
I'd better explain what the game is
all about. Well, there's not much to
tell really. | loaded it up for the first
time, noted the original release date
(1989, not exactly remowned for its
classic games) and thought this was
going to be yet another dubious
budget re-release. How wrong
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can you be? Battle Squadron is by far
the most satisfying out and out shoot-
‘em-up I've seen in a long while.

Take my word for it, gameplay-
wise everything is outstanding. In
fact, don't take my word for it - plug
a joystick or mouse into the other
port and play along with me because
there's a simultaneous two-player
mode. Note the way the ships handle
- good isn't it? Release your special
MNova missile and watch the awesome
firepower waste those alien scum-
bags. Marvel at the crafty aliens, the
brilliant attack wawves and the amount
of on-screen action. Don't nick that
power-up, it's mine! Typical, invite a
mate along and what do they do?
Stop playing now or I'll tell my mum.

After all that excitement | think we
deserve a rest. Mo, sod it, Battle
Squadron is so addictive that you just
can't stop playing and if you didn't
have to be home by tea, we could
play some more. You'll just have to
buy your own copy. [SB]

OVERALL: 90%

Kixx XL

Tanks for the memaory? M1 Tank Pla-
toon was first released around three
years ago by MicroProse, but now
here’s your chance to enjoy it again,
courtesy of Kixx's premier budget
label. Most sims tend to cast you in
one role, either pilot or captain. Not
M1TP. Instead, you're more like a
guiding spirit, flitting around a

platoon of four tanks, issuing orders
to the various crew members. How-
ever, when the action hots up, you
can jump in the gunner’s seat to carry
out the blasting yourself, if you so
wish.

In a lot of ways M1TP is very simi-
lar in style to B17 Flying Fortress, cov-
ered in this month's main review sec-
tion. Of course, B17 takes place in the
air rather than on the ground, but it
shares similar gameplay elements, like
ensuring you've got the right people
doing the right job and putting the
player in more of a managerial role
than most sims.

M1 Tank Platoon is getting on a bit
now. It was first released three years
ago by MicroProse. So, how does if
fair against modern tank sims, like
Campaign? Surprisingly well, is the
answer. The static graphics (on the
mission select screens, for example)
are a bit naff but the 3D is fine. Even

at its most detailed it's still moder-
ately fast and it's particularly nice on
an A1200.

Like most MicroProse sims, M1TP is
not a game you can leap straight into,
but the manual tutorial should soon
get you up and running. If you like
your sims laced with a bit of strategy
and man manaéement, then this is
still a worthwhile buy. [DU]

OVERALL: /6%

Global Software

Until now I'd never seen Sword of
Sodan ‘in the flesh’ before. It was
originally released a few years back
and | seem to remember the comput-
er press gave it a bit of a kicking at
the time. And, having loaded it up, |

can quite see why - Sword of Sodan is
one of the lamest excuses for a hori-
zontally-scrolling slash-‘em-up I've
ever had the misfortune to endure.

Playing either a barbarian or a big-
bosomed lady warrior, you have to
fight your way through dozens of
short 'stages’, battling various human
and not-so-human foes, in a struggle
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to reach the evil necromancer Zoras
and do him in. Now this doesnt
sound so bad, you're thinking. But
you haven't seen the game in action

Sword of Sodan’s big selling point
is that it's got the biggest sprites of

any combat game. And indeed it has
- great big half-a-screen-high sprites.
Sadly, though, they're the most poor-
ly-animated of any combat game too.
The poor dears shuffle around like
they're zombies. And as for when
they start rucking... well, let's not
even talk about that.

Okay, so the sprites are a bit crap.
5o what? Who cares as long as the
game plays okay? Well, no-one,
including me. However, the animation
is just the icing on a cake made from
appallingly-bad gameplay. Your war-
rior has just three combat moves at
his or her disposal and so the fighting
gets very boring very guickly, as you
can imagine. The programmers have
tried to spice things up by giving you
the odd spike or rolling barrel to jump
over but they don't really help much.

Don't be swayed by the half-decent
static screenshots because Sword of
Sodan is crap, pure and simple. As
Harry Enfield might say in his ‘Opera
Ponce’ mode, “What an horrendous
little program.” [DU]

OVERALL: 34%
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onopoly, brilliant as it is, is one of those games which is impossi-

ble to play on your own unless you take control of all the other

players. But even that's no good because you invariably end up
cheating because you're in charge of the bank and there’'s no-one there
to stop you from nicking all the cash or make sure that you pay your fines
to an imaginary player if you do land on Mayfair when you've got no
money. In fact, we think that anyone who does try to play alone is a bit
daft and should be locked away in a loony bin for a few years until they see
some sense,

So, if you've got no friends and are desperate to Monopoly, the perfect
solution is to buy Supervision's snazzy Amiga version, which comes com-
plete with sound effects and computerised players. Even if you are social-
ly popular then what better way to impress your mates than a quiet night
in with a few beers and a copy of the computer game? It's also a perfect
excuse for getting a bit of love-interest back to your pad as "fancy com-
ing back to my place for a game of Monopoly on my Amiga?” usually
sounds better than offering to show them your collection of oil paintings.

Until you do purchase the computer game, though, you may well want
to brush up on your playing tactics, which is why Supervision are offering
board games to the lucky winners of our amazing competition.

We've decided to make you work for this one. I'm sure you're all familiar
with Word Search-type puzzles, well here's one with a twist. What you need
to do is find all the sort-of Monopoly related words listed below - they
appear in the grid running forwards, backwards, up, down and diagonal-
ly. Once you've found a particular word, circle it and continue with the
puzzle. Some letters can be used more than once

Once all the words have been found, you’'ll discover that there are 21 let-
ters which aren't included in any other words. Make a note of these letters
and take out six of them which form the name of Britain's biggest and
best Amiga games mag (two words). The remaining fifteen letters, when
rearranged, make up the name of a square on the Monopoly board (two
words again)

It's this name that we want you write down on the back of a postcard
and send to: Quite Difficult Monopoly Compo, THE ONE, 30-32 Farringdon
Lane, London EC1R 3AU, to reach us by no later than May 28th. The first
correct answer we pull out of the hat after that date will win the Euro-
pean version of Monopoly, the next five will win a standard version and the
five after that will each receive a travel version for their troubles. All the
usual The One compo rules apply and, as normal, no correspondence

will be entered into.

i
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DANM Dan is a character to be wary of. He has the same
moves and the same strengths and weaknesses as Mik, with
the one exception that his Special is activated slightly faster.
When Dan is close and jumps up or over you, immediately
counter with an Uppercut - this is deadly and will knock him
off his feet, giving you time to think about your next move.
The best way to finish off Dan is to jump in and make it a real
street brawl - attack as much and as quickly as possible and
Dan just won't be able to cope.

DUG Don't be daunted by big boy Dug's size, he's a real weed of
a man and the easiest of the Body Blows' characters to beat. Start
off with a couple of Flying Kicks to get him backed up into a corner,
then follow up with a combination of Mid Kicks and Low Kicks.
Eventually Dug should topple over so jump back. Then, as soon as
he gets up again, jump in with a Flying Kick and follow up with
another combination of Kicks until he falls over again. Follow
this routine until you've won.

Well, goodness gracious me! Yet more tips excel-
lence! | don't know how we keep it up (though
rumour has it that Simon uses a lollipop stick and
two rubber bands). So what's in store for you this
month? Well, we've got a complete player's guide
to Body Blouws, maps and tips for The Chaos Engine,
more shady goings-on in KGB, the second and final
part of the complete Bill's Tomato Game solution
and much, much more! Bet you can't wait to get
stuck in, can you...?

ue,

Okay, for the ch aracter-by-character guide that fol-
lows it's assumed that you're playing Nik in the one-
player game. That said, however, the character-
crunching techniques described should work with

any of the one-player characters selectable, and
when you face Nik treat him like Dan.

YIT-U
Although just about the fastest character in
the game, Yit-U is actually fairly easy to beat
if you fight him defensively. In other words,
block all his attacks and only go on the offen-
sive when Yit-U uses his power speed. If you
stick to a combination of Mid-Kicks

and Sliding Kicks you
should find you have
little to worry about.

JUNIOR Junior looks tough, and for once
looks aren't deceiving - he's a right sod. The
secret to beating him is all-out attacks with a
hint of caution thrown in for good measure.
Jump in, strike him with a few attacking moves
then jump back out again. Be quick with your
attacks and don't stay too close to him for too
long - if you do, his ‘Blitz’ will soon sort you
out. Repeat this and you'll beat him in no time.



KOSSAK Right, the first four characters should have got you warmed up -
now the game really begins! Although you may feel otherwise, Kossak CAN
be beaten - you just need a bit of patience. Whatever you do don't russian,
er, rush in because you'll only get hurt. Instead, wait for Kossak to come to
you. Then, when he gets in close, fire off combination after combination of
fast attacking moves.

If Kossak's right next to you and starts his ‘Driller Killer" move immediately
counter with a Mid-Punch followed followed by a combination of Mid- and
Low Kicks. If, on the other hand, Kossak uses the “Driller Killer' while at the
opposite end of the screen to you then counter with your special - wait until his
waistband touches the floor then hold down Fire; when he reappears your ener-
gy blast will hit him full force and he'll not be able to block in time!

LORAY Loray is a difficult opponent,
mainly due to his awesome special, the
‘Buddha Flame'. The only way to beat
him is by using a Sliding Kick
underneath or a Flying Kick over the
top of the ‘Buddha Flame', followed
quickly by a combination of two or
three attacking moves when in close
then backing off quickly before the next
flame blast. By repeating this sequence
of manoeuvres you should eventually
defeat him. Be warned that it takes a
while to master and get the timing
right, but persevere and victory will be

the same attack technigues for Dug work |l.l5t :
as well on Maria. One piece of advice though B
- of you're at the opposite end of the screen . :
when Mario goés into her ‘Flamenco Fury’,
counter-attack by activating your own
special, i.e. hold down Fire,

MNINJA The biggest threat : e e
posed by the Ninja comes g ﬂ _‘ .__t“)g % =h,.

from his sword, so aerial
attacks are the best
offensive moves. If the Ninja
launches into his ‘Death
Roll' block

the attack W ‘.I'-:[:n‘;.r
and counter

with a Mid-Kick

followed straight away with
a Roundhouse Kick. You'll
find that this technigue
works around 75% of the
time.

A doa

MIKE Mike should be treated in the same way as
Junior, but with a little more caution as Mike, despite
his tight-fitting suit, is a bit faster. When you jump in,
unleash a combination of moves then block until he
performs one of his 'Wind' specials: Quickly repeat the
combination and jump out of there to give yourself
time to re-assess the situation.

MAX This is the guy
you've been waiting to
meet and he's a real swine.
Max is as fast as Yit-U and
nearly as strong as Kossak.
To make matters worse he
never falls down, so he's
always ready to attack. The
only way to beat Max is to
keep things simple - don't
do anything fancy,
just block in a
crouched paosition
and launch fast attacks
whenever possible
then resume the
oouched block again.
| wish you good

SMOT 8




CHAPTER 2

Okay, here we go then. First off,
attempt to leave your hotel room.
Before you can exit you'll receive a
phone call. After answering it, go
into the bathroom and give the
lamp over the basin a thorough
examination. There you'll find a
code message. The phone call
should've given you the key to the
code. Use the mirror wall-tiles in the
bathroom to solve the riddle:

B O R 18
3 A B C D E
T P AR ]

4 K L MN O
. F ORKE %X
2 UV WX Y

Note that the message is actually
written backwards. When you've
deciphered it you'll discover that it
tells you to switch the bedroom
light on and off three times, then to
call the number given to you in the
phone call (and used to crack the
code): 37452, If you make that call,

you'll be given instructions and

B

a clandestine appointment for
1 02 \ 7 o'clock that very evening.

“a ¥
g
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subway to Ladoga Park. Walk along
the path as far as the bench. Hide
the mike on the bench and then
secret yourself behind a tree,
Switch the recorder to ‘RECORD’.
Hang around for a while. When
Romeo's contact leaves, pick up the
mike then follow him to the sub-
way station. When Romeo's contact
(his name's Savchenko) and the
new man who turns up (who's
called Chapkin) have finished their
discussion, follow Savchenko.

AT THE
WAREHOUSE

As Savchenko sets about punching
in the code to open the warehouse
door, take out your camera and
‘use’ it on Savchenko. You'll be able
to see the series of numbers he's
keying into the pad. Wait for
Savchenko to enter the warehouse
and then leave. When he's gone, go
up to he keypad and tap in the code
number. Hide the microphone on
the desk in the small back office.

¥
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DEPARTMENT 7

Leave your recording material and
the microphone/transmitter, along
with all your files on the local KGB
people, in your room. Then go to
KGB Department 7. Tell the man in
the entrance that Kusnersov is
expecting you and soon enough
you'll end up in the big man's
office. When talking to Kusnersov
try to be respectful at all times.
Leave as soon as you can, then go
to Agabekov's office and chat to
him briefly. Take care to note down
his two telephone numbers.

Go into the vacant office and

phone Agabekov on his outside
line. Tell him you have some infor-
mation regarding a certain Moscow
visitor that you want to give him,
then tell him you'll be waiting
down in the street to meet him.
When Agabekov leaves for his fic-
tional rendezvous, slip into his
office. Inspect his trashcan and take
the cigar butt, or at the very least
inspect it.

LADOGA PARK

Return to your hotel to pick up the
recording equipment then take the

Leave the recorder in the loft and

set it to '"RECORD’. Open the sky-
light window in the loft. Go back
down and leave by the way you
came in. Now go to the bar beside
the warehouse.

Go through the bar and up the
stairs. In the top room, take the
bottle of hooch then open and go
through the skylight. You can now
re-enter the warehouse via the sky-
light you left open earlier. Go
downstairs and hide in the back
warehouse (not, whatever you do,
the front warehouse, the office or
the garage). Wait for a bit - even-



tually Savchenko then Mechulaiev
{the gang boss) will arrive. They'll
do a bit of moving around and talk-
ing - stay put to overhear snatches
of what they're talking-about.

Another man, Obukov, will arrive
and join Mechulaiev in his office.
When Obukov leaves the ware-
house, go up to loft, climb through
the skylight, enter the bar and make
your way out onto the street. You'll
see¢ Obukov heading towards the
subway; follow him,

You tailing escapades should
lead you to the cocktail bar in the
Syevyemaya Zvyezda hotel. Wait
there. Agabekov will arrive and the
two men will both walk into the
lobby. Follow them and watch their
conversation, then go into the
street. When Obukov leaves the
hotel, follow him back to the ware-
house. Use the skylights to get into
the back warehouse and wait there
until Obukov leaves.

It's now time for you to go. On
your way out of the loft, don't for-
get to use the headphones to listen
to all the recordings on the recorder
(by setting it to "PLAY’) - most of
them will have taken place in
Mechulaiev's office. When that's
done, switch the recorder back to
‘RECORD’, leave it in the loft then
exit via the skylight.

BACK AT THE
GOSTINITSA

Return to your hotel and wait
around the back for 'Cut-throat'.
He'll arrive at 7pm. When he says
“Cut-throat” show him your ID.
He'll ask you if you've been smart
enough to gather all the informa-

tion he ordered you to. The answers
to his guestions are: You found a
cigar in Agabekov's office;
Mechulaiev and Savchenko are
holding the videocassettes; The
Moscow-Leningrad contact is called
Yakuchev; Viktor Matsnev will han-
dle their exportations; The cassettes
will be exchanged for crack; and Mr
X is Agebekov.

'__l.-ulh.a- E gour' name, -:nmr'adn--
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When Cut-throat leaves, go up to
your room. You're to meet
Savinkov, your controller, there at
7:30pm. He'll turn up as expected -
with a body in tow. Inspect the
body to find a phone number.
Phone the number and say:
.WYes, Yes...Come up. When
Savinkov tells you to prepare for the

bad guy's arrival, move the body
into the bathroom. Take the hat
and coat from the corpse and put
them on. Return to the bedroom
and turn off the light. When the
baddy knocks on the door, tell him
to come in. Savinkov will knock the
intruder out as he enters. When he
wakes up, he'll explain who he is.

Savinkov will ask you for a report -
it doesn’'t matter whether or not
you tell him about Cut-throat.

BODY DOUBLE

Savinkov will give you an hour to
throw the body into the canal
along from the backstreet



behind the canal. Go into the bath-
room, take off the hat and coat and
put them back on the corpse. Use
the bottle of hooch on him. Go out-
side and round the back, and give
the rest of the bottle -

to the tramp. Then go
back to your room.

Move the body into
Room B and ease it
out of the window.
Go down to the recep-
tion and tell the
receptionist that
someone's making
too  much noise
upstairs. When he
leaves to investigate,
look at his desk and
take the wheelchair
out into the street
and round the back. Use the
wheelchair on the body. Now start
moving the body towards the
canal.

Militia men will appear, but
don't worry as they'll figure the
body is just a drunk. Throw the
body and wheelchair into the canal,
then return to the room. After an
hour, Savinkov will return. He'll tell
you to go to the Syevyernaya
Zvyezda hotel to discover who sent
the killers after you.

SYEVYERNAYA
ZVYEZDA HOTEL

At the hotel all you have to go on
is a room number. Enter the cock-
tail bar and talk to the mini-skirted
Matasha. Ask her about Room 304,
As she chats, Tamara will enter. Ask
her to take you to Room 304. She'll
not do it unless you've got some
American dollars. So, when you see
Greenberg (the American from
Chapter 1), go and speak with him.
You'll be stopped by a woman
called Wallace. Be nice to her for as
long as it takes to get the money
and then carry on to Greenberg. Be
nice to him as well, and answer his

guestions honestly.
When Greenberg leaves you can
return to Tamara, who'll now take
you to Room 304, Ask her about
the other room she uses. She’ll

give you the number for $50. When
you've finished talking to her go to
the room she mentioned. Bribe the
landing lady with $10 to enter the
room. Inspect it if you want. Use
the lighter on the mirror - it's a two-
way job, so smash it with the ash-
tray. Take a look around the room
beyond, and take Chapkin's photo.

BACK TO THE
WAREHOUSE

Leave the hotel and return and go
back to the warehouse., Enter via
the front door and pick up your
recorder from the loft. Listen to the
new recordings. Remove the head-
phones, stop the machine and put
it on ‘Voice-Activated Playback’.
You won't be able to reclaim the
microphone as Mechulaiev's office
is locked. Return to your hotel room
with the recorder and sleep.

Chapkin will wake you violently.
Do what he says. When you're in
the bathroom you’ll have a chance
to act - choose a dialogue option
containing the word ‘comrade’ to

activate the recorder. When
Chapkin turns slug him out. Take
the syringe from his pocket and
inject him the contents. Ask him
any questions that you feel relevant
- most importantly ask him about
Kusnetov and Viktor Matsnev.
Chapkin will die after a few min-
utes.

Wait for Savinkov toe arrive and
tell him all you've learnt about
Kusnetov. Savinkov will give you a
replacement for the camera that
couldn’t take photos and tell you to
stay in your room until the morn-
ing, then he'll leave. Hide Chapkin
body in the cupboard and get some
more kip.

It's now time to start disobeying
Savinkov. You have an appointment

with Cut-throat at 11 in the alley
behind your hotel. You’'ll see one of
the tramps from the night before.

Ask him to give you the newspaper
he’'s holding. He'll give it to you in
exchange for your new camera.
Make the swap and read the paper.
Decode the message using the
same code key you used earlier. Go
to the phone booth in the street in
front of the hotel and wait for the
call. Get any info you want. The
caller will also tell you to expect
Yakuchev's address tomorrow. You
should now have time to go to
Ladoga Park where you'll meet
Greenberg again. He'll inform you
that Yakuchev is, in fact, Pamyat.

NEXT

MONTH!
The thrills

continue as
you take a

. mysterious

sea voyage
aboard the




Struggling to get a round? Then look no further than this comprehensive playing guide to
the first course courtesy of the great Grandslam geezers.

This guide was written to help you
around Course 1, assuming you're
playing in Spring and with no wind.

HOLE @

This is a tight fairway. Your first shot
should be with either an extremely
accurate 1 or 2 Wood or a conserva-
tive 4 or 5 Wood played for position.
For your second shot use a medium 6
or 7 lron with backspin to hold the
ball on the green.

HOLE @

You've got to be careful here. There's
no room for mistakes on a Par 3 fair-
way, so use a 3 lron with wrist snap
or a 2 Iron to make the distance.

HOLE @

Use a 2 Wood off the tee to start. You
can then either go for an eagle by
using a faded 2 or 3 Iron to the green
or play safe by chipping over the
water with an 8 or 9 Iron, following
up with the pitching or sand wedge
onto the green.

HOLE @

A1 or 2 Wood is fine off the tee here,
but you have to be straight. After that
you're only a pitching wedge away
from being on the green, but beware
the water to the rear.

HOLE @
This another Par 3 hole needing an
accurate 3 lron.

HOLE @

A1 or 2 Wood with fade should mean

you only need judicious use of the
sand wedge to get onto the green.
Your fade set-up has to be perfect
though so prepare well!

HOLE @

A 3 Wood off the tee followed by a 4
or 5 Wood and then a 7 or 8 Iron to
the green should see you right on this
tough Par 5 hole.

HOLE @
For the best results try starting off
with a 3 or 4 Wood, then follow that
up with a 6 or 7 Iron straight
approach to this small green.

HOLE @

A1 or 2 Woed straight down the fair-
way will position you just a 7 or 8 lron
away from the green.

HOLE @

Use a 6 lron here. Concentrate on
achieving a straight hit, avoiding any
fade or draw.

HOLE ®

This hole is similar to the sixth. A good
1 or 2 Wood with fade will leave you
just a short chip from the green.

HOLE @

A standard drive, a fairway wood and
a 9 Iron should see you right on the
simple Par 5 hole.

HOLE @

As the fairway is criss-crossed with
rough patches a 1 or 2 Wood played
for position rather than position is the
key to success here. After that it's a
long 3 or 4 Iron to the green.

HOLE @

A 6 Iron is the club to use here. The
trick here to successfully judge the dis-
tance and back spin you'll need to
make Par,

HOLE @

A safe option on this hole is to hit a 1
or 2 Wood into the rough to the left
or right of the water, then chip back
onto the fairway and pitch to the
green with a 9 Iron or pitching wedge
A bogey is acceptable on this very
tough haole.

HOLE @

A 2 Wood will set you up for an
aggressive 2 or 3 Iron second shot to
the green, giving you a strong stab at
an eagle. The punishment for error is
water and lost shots, so make up your
mind to either go for it or play safe by
pitching further up the fairway, leav-
ing only a pitching wedge to the
green and twurputts for Par.

HOLE @

A modest 4 Wood will allow you to hit
another 4 or 5 Wood to within a 9
Iron's approach to the green.

HOLE @

A 2 Wood is ideal here for a good fair-
way positioning, leaving a simple 5 or
6 lron shot to get onto the green,

HOLE ®

A slow 9 Pints here will get you with-
in reach of 7th Heaven, but don't
overdo it or you'll end up in the
rough.
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TIPS

As Britain goes Chaos Engine crazy, we
thought it might be a good time to
persuade the coding culprits to write you a
comprehensive, no-holds-barred playguide.
And sure enough, here's Bitmap Bros top
boy Simon Knight to take you through the
game, nice n' easy like...

TABLE (1) -
Those Chaos Engine Characters In Full

Character Cost Weapon Specials
Shot Burst
Molotov

Attract

Brigand 2750 Rifle

Bomb
Mines
First Aid

Gatling

Mercenary

Flamer Map
Attract
Repellant

Party Power

Gentleman

Dynamite
Shot Burst

Navvy

Molotov
Air Burst

Thug Shotgun

First Aid
Map
Shield
Freeze

Preacher Lightning

THE CHAOS

GETTING STARTED...

Okay, so you've bought the game,
taken it home and, with the air of
excitement growing ever more pow-
erful, you've loaded it up. So what
do you do now? Answer..,

CHOOSE A CHARACTER
Before the killing can start, you've
got to pick a character to 'be’. There
are six on offer, each with various
costs, weapons and special powers.
You've only got 3000 coins to spend
on a character, but bear in mind that
any cash you've got left over will go
into the bank and can then be used
later to power up the character on
the first 'shop’ screen (which appears
after the second level of World 1).
Take a look at Table (1) for the full
low-down. When choosing, remem-
ber that the characters’ weapons do
different amounts of damage and
have varying degrees of 'upgradibil-
ity'. Check out Table (2) to see which
one suits you best.

If you're looking for a good all-
rounder then go for the Brigand or
the Mercenary. But if it's brute
strength and mega-killing potential
you're after then try the Navvy and
the Thug, as they are the two most
powerful characters. Although they
move with the speed of a snail on
tranquilizers, they have very power-
ful weapons and massively destruc-
tive specials, although they only get
a few. In addition they can take a lot
of hits before being killed. However,
if you're thinking of picking either of
them as a computer-controlled pal
then think again, because they're rel-

atively stupid and not much use to
begin with.

In comparison the Gentleman and
the Preacher are weak. They can only
take a few hits but are very fast mov-
ing and intelligent, and they also get
a wide range of useful specials.
However they can be useful as com-
puter-guided cohorts, as detailed
later.

If you're just starting out as an
adventurer in the world of The Chaos
Engine then it's probably best to
plump for either the Brigand or the
Mercenary as the human-controlled
player (HCP) as they have the best
balance of abilities. The Gentleman
makes a very good computer-con-
trolled player (CCP) as he’s quick and
intelligent and carries the Map as his
special ability which can be very
handy for the novice player. The
Preacher is also very good as the CCP
and he carries the First-Aid kit which
will allow the HCP to heal himself -
handy if you keep being shot, which
you-will,

The more experienced player
should try the Navvy as the HCP; he's
a very strong character who has a
very powerful, easy-to-use weapon
and a very destructive special:
Dynamite. However he does move
slowly and can find it difficult to get
out of the way of fast-moving shots.

PLAYING ALONE...

In a one-player game all the money
collected is automatically split 50/50
bétween the HCP and the CCP, so
you don't have to worry about who
shoots which things during play.




If the CCP dies you will have to pay
for him to be resurrected, so it is in
your interest to share out power-ups
and such things as fairly as possible
so that he stays alive. And don't
think for a second that that you’ll be
able to get by on your own - you
won't.

In the game the CCP's actions can
be influenced by the HCP. It's impor-
tant to realise that CCP cannot see
through the HCP, so he'll not run for
things if you're blocking his line of
sight. If he has nothing better to, the
CCP will always attempt to get
behind the HCP, so by a combination
of moving and turning round it is
possible to affect what he can see
and what he will do.

The CCP will only move towards
food if he has less energy than the
HCP. He will, however, collect it if he
runs over it whilst on his way to
something else. The same is true of
extra lives.

L

TABLE (2) -

Character Weapon
Brigand Rifle
Mercenary  Gatling
Gentleman Flamer
Navvy Cannon
Thug Shotgun
Preacher Lightning

The CCP will not collect any object,
no matter how much he needs it, if
that object would affect the map in
some way or generate monsters.
Therefore he will never pick up keys,
booby-trapped food or the like.

PLAYING WITH A FRIEND...
In a two-player game, it's best to stay
away from the edge of the screen
until you know the game really well,
otherwise you could find yourself
running straight into a crowd of
monsters.

The money is shared out based on
what each of the characters does.
Modes and keys are the most impor-
tant things, so make sure you gets as
many of these as possible. The last
node, the one which opens the exit,
is the most important of all, since
you will be credited for opening the
exit as well as activating the node.
You are awarded points for collect-
ing keys and activating nodes, as
well as for shooting monsters. Points
are also awarded to the first player
out of the exit.

In general, it is best to try to co-
operate. Share out the power-ups
and the special powers as evenly as
possible and attempt to do an equal
amount of work on each level.
Decide which of you is going to cover
the rear and which is going to shoot

Those Chaos Engine Weapons In Full

Start Damage

7 36
6 36
5 30
8 44
8 49
6 27
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Max. Damage*

Max. Bullets

4

6

Shots Go Through Monster?

Depends on power-up level
Never
Always
Depends on power-up level
Never

Always

* Maximum Damage is the combined damage for the weapon. Thus, for example, the Lightning does all 27 damage with its one bullet whereas the
Shotgun fires 7 bullets which do 7 damage each.
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CHAOS ENGINE

the monsters up ahead, as its no
good both of you shooting at the
same monster. It will be a lot easier
to progress if both of you are as
powered-up as possible.

SOME GENERAL ADVICE...
= An extra life is awarded to either
player, in either the one-player or
two-player version of the game, for
scoring a multiple of 7000 points (i.e.
14000, 21000, 28000, etc).

* A novice player should use the Map
as much as possible (the Gentleman
has it as his first special). If you're not
sure what a set of keys did, a quick
glance at your map should help out,

et

* The First-Aid Kit (first owned by the
Preacher) is handy to have at the
beginning as you can heal yourself as
often as you like.

* The Dynamite (the Navvy) is also
one of the best specials as it will
destroy all of the monsters on the
screen, but you have to wait for the
fuse to burn so be careful,

* Silver keys are very important as
they open up the main route to the
exit or make vital items appear. You
must try to collect all the silver keys
on a level. Gold Keys, however, open
secret room or benus areas. Some of
these can be quite difficult and seo
are probably best avoided until you
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get used to the game.

= If a level has more than one exit, it
is always to your advantage to go
out of the higher lettered exit (i.e.
Exit B is better than Exit A). If you
have heard “Exit Open” but the node
counter still indicates that there are
nodes to activate, try to find the
extra nodes and then find the higher
exit. These exits will take you to
bonus sections and secret areas on
the next level.

* In the earlier levels of the game,
areas that you have completed will
be sealed off. Don‘t worry about try-
ing backtrack into them - you've
done all you can so push on towards
the exit. The music will also give you
a clue as to how you are progressing.
It will pick up in pace as you near the
exit but will become subdued if you
go back into an area which you have
cleared out. The music will also
become more pacey in difficult areas
infested with lots of monsters and
will become more relaxed in regions
where a bit more thought is
required.

= Passwords are awarded at the end
of every World. Note that these
record your characters’ status as well
as their current position including
the number of lives they had left.
Therefore you might be better off
entering an old password or even
starting again from the beginning to
be in a stronger position with more
lives at the start of the World.

* Whilst you're playing the game
keep an eye out for background
detail. Look out for shadows that
don’t look quite right and things out
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of place; rock pillars with faces on, a
tell-tale geometric pattern of stones
or something appearing just on the
edge of the screen. Things are not
always as they seem so don't be
afraid to experiment - you can't hurt
| yourself.

* Make sure you collect as much
money as possible and quickly as the
coins that the monsters leave behind
will disappear if left for too long.

EQUIPPING A CHARACTER
Cash can be spent on the shop screen
to improve a character’'s statistics.
You will have to make sure that a
character’s skill level is kept as high
as possible, as this controls his cur-
rent maximums for all his other
statistics and dictates how many
weapon power-ups and special abil-
ities are available for purchase. Try to
keep his level of weapon power-up
as high as possible and then you can
spend any money left over on extra
lives, if you have enough.

Intelligence is very important for
CCPs as it controls how well they
play the game, so buy it for them
when ever you can. The slower char-
acters, like the Navvy and the Thug,
would greatly benefit from a little
boost in speed when you get the
chance.

TACKLING THE LEVELS...

Okay, now you can start slaying ‘em.
These complete level guides to
Worlds 1 and 2 tell you about many
hidden secrets, so if you don't want
to spoil your fun then don't read
them until you think you've done the
best you can. Ready?

WORLD 1 - THE FOREST
LEVEL 1

This level provides a gentle intro-
duction to the game. Shoot the first
node that you come across to reveal
the set of Silver Keys at (1). Collect
these keys to open a gap in the trees



immediately to the east. Collect Gold
Keys (1) to open a small seeret room
immediately beneath you.

LEVEL 2

Shoot the first node that you come
across to reveal Silver Keys (1).
Collect these keys to create a bridge
across the mud immediately beneath
you. If you collect Gold Keys (1), a
pair of bridges will appear allowing
access to the small island with Gold
Keys (2) on them. Note that the mon-
ster that patrols these keys can be
shot from the safety of the main
island. If you collect this set of keys,
Gold Keys (3) will appear, these in
turn will create a bridge immediate-
ly to the east, allowing you to enter
the hidden area.

Pick up Silver Keys (2) to reveal a
bridge to the west which allows
access to the rest of the level. You are
then faced with a choice by the nar-
row bridge which leads out to Gold
Keys (4). If you venture down here
and collect the keys, you must then
retrace your steps and head north,
having elected to take the top route
up the narrow isthmus, surrounded
by small islands. This is more the
hazardous of the two choices.

If, howewver, you ignore Gold Keys
(4) and continue around them to the
south and east, by the time you have
shot the node, the keys will have dis-
appeared and you will have to take
the bottom route to the final island.
The only way to the exit the level is
to shoot the last node which is down
a pit at the end. This node may be
activated by throwing an appropri-
ate special weapon into the pit (like
the Bomb) or collecting Gold Keys (5)
which will complete the set of steps
and thus allow the node to be shot.

LEVEL 3

After coming down the steps from
the start position you are immedi-
ately presented with a choice of
routes. You may either continue due

east in relative safety past the trees,
or head south to follow a parallel
route past the rock face. The latter
route leads you past Gold Keys (1).
These create a set of steps at
Location (3) which allow access to
the top of the western side of the
central ring.

As you approach the stick of dyna-
mite at Location (2) you will be sur-
rounded by beetles - run in and col-
lect the dynamite to kill them all off
and reveal a circle of gold rings. Gold
Keys (3), on the western side of the
central ring, open a set of steps
which lead up to the eastern half.

If you shoot the rock-pillar with a
face on it, it will blow up, and thus
allow you to collect Silver Keys (1),
which open the central ring. Once
through the ring, Gold Keys (4) will
shut down the monster generator
which they are directly outside and
save you bother of having to shoot
all the Lizardmen.

To get out of the next section you
must collect Silver Keys (3). These
open the room which contained
Silver Keys (2) but by the time you
get there, the latter have disap-
peared. There is no way to get this
set of keys. If, however, you shoot
the node in this room, Silver Keys (4)
will appear in the ring of stones out-
side the door. This set of keys will
open the way forward. They also
reveal Gold Keys (5). Gold Keys (5)
open access to the secret area imme-
diately to their west. Go all the way
to the bottom of this area and collect
Gold Keys (6).

To leave the next section you must
obtain Silver Keys (5). To do this, sim-
ply collect the gold ring which is to
their north and west. This will cause
them to disappear from the top of
the wall and reappear within reach.
To reach Exit A, you must first acti-
vate the node at Location (6). This
will reveal a coin, slightly behind you
and to the east. Collect this coin and
another will appear, again slightly to
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the east. After following this chain of
coins, you will discover that the way
to Silver Keys (6] is open; these cre-
ate a set of steps up to the ledge and
the exits.

LEVEL 4
There are two start points to this
level (A & B), which is used depends
on which exit you took from the pre-
vious level,

Collect Silver Keys (2) to remove
the rock pillar which blocks access to
the main section at Location (1).
Collect Silver Keys (3) to reveal Silver
Keys (4). The latter set of keys create
the stairs at Location (3) which allow
access up to the central column. If
you stand on the very top of this col-
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umn you can shoot the node on the
rock pillar to the east and this caus-
es Silver Keys (5) to appear. These
keys create at set of steps at Location
(4).

As you eontinue along the rock
ledge a number of beetles will attack
you; collect the Bomb to shut down
their generators. When you pick up
Silver Keys (6) another set of keys will
appear just to the north. As you col-
lect these, another set will appear
and so on until you are led to the
final set, Silver Keys (7), which create
a set up steps immediately to their
north.

The node at the bottom of the pit
can be activated by firing an appro-
priate special weapon deep into the
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pit. If, however, you do not have
such a weapon, you can collect the
node activation token at Location (5).
This will, as expected, attack the
node but will also create a large
number of Thumpers all of which will
fire at that point.

Having activated this final node,
you may now progress down, round
the corner to the east towards the
exit. Just before the final section, the
way is blocked by two large rocks.
You may shoot and destroy either of
them but not both (unless you are
very quick). There are Gold Keys (4)
under the one to the east which
reveals a set of steps down to the
secret room to the south, immedi-
ately below you.

WORLD 2 - THE MAZE
LEVEL 1

There are a large number of hidden
bonuses within the maze Collect
Gold Keys (1) to create a set of steps
at Location (1). These give you access
to Gold Keys (2) which will reveal lots
of silver coins surrounding you. If
you walk down the corridor at
Location (2), a weapon Power-Up will
be revealed.

There are three metal pillars at
Location (5). Only one can be shot, so
you can get either a First-Aid Kit, a
weapon Power-Up or an Extra Life
looking left to right. It is possible to
get more than one by hitting the pil-
lars at exactly the same moment. In
fact, it is possible to get all three
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with right weaponry.

There are two sets of gold keys at
Location (B6). The set on the left
reveals a lot of treasure and food
whereas the set on the right pro-
duces a lot of nasty monsters. You
can only get one set, so get it right
first time. If you enter the room to
the west of the maze by any of the
three entrances you will be sealed in
At this point the pillar in the centre
of the room will start to change. i
you shoot it whilst it is completely
smooth it will blow up to reveal
Silver Keys (1). These keys will release
you from the room,

The maze has three exits:

* Silver Keys (2) will open access to
the centre of the maze. This will
allow you to shoot the node at the _
centre and exit over the walls up the
middle. Collect Silver Keys (5) to
allow you to exit.

* Silver Keys (3) open the western
exit of the maze at ground level
* Silver Keys (4) open the eastern exit
of the maze at ground level.

All three routes converge at
Location (7). If you then move to the
east, when you reach the exit you
will be able to explore the area to the
west along the narrow wall tops.

LEVEL 2

When you appear in this level you
have a choice of two sets of silver
keys to collect. Silver Keys (1) open
the door to the east, whereas Silver
Keys (2) open the door to the west.
It's not possible to get both sets of
keys. The western route takes you
into a sealed room where you must
shoot the metal pillar at Location (1).
This opens a gap in the wall in the
western side of the room. However,
if the pillar is shot again, it will
change to another shape and open




the door to the room to the south,
which contains Silver Keys (4). These
keys open access to the central rings
of the level and allow you to switch
to the eastern route.

If you continue along the western
route, you must then collect Silver
Keys [5). These keys release the Beast
which is guarding Silver Keys (6).
When you finally kill this Beast and
pick up Silver Keys (6) you will be
allowed to exit this area and activate
the node at the end of this route. If
this is the first node you have acti-
vated on this level, a crater will
appear behind you and you will have
no choice but to step into its middle
and be teleported. If this is the sec-
ond node you have activated, Exit (A)
will open.

Where you are sent to by the tele-
porting crater depends on whether
you activated the node in the centre
of the Maze in the previous level. If
you did, you will be sent back to the
original start point of this level, If
you did not however, you will be
sent to the beginning of the eastern
route. The eastern route from the
start begins in the large room filled
with Dust Devils. If you collect Silver
Keys (3) you will have access to the
central rings of the level and may
thus switch to the western route.

If you continue along the eastern
route you will eventually arrive at
Location (2), where you will be
sealed into the room until you have
killed all the Guards which attack
you. You are then allowed out to the
end of the route and may activate
the node. Similarly to above, if this
is the first node you have activated,
a crater will appear. If, however, it is
the second node you will be allowed
out of Exit (B).

If you are forced to go into the

crater, you will either be sent back
the original start point or to the
beginning of the western route
depending on whether you activat-
ed the node in the centre of the
Maze. If you are sent back the origi-
nal start point of the level by either
of the teleporting craters, Silver Keys
(7) will have appeared and these will
reveal the set of steps up onto the
central walls of the level. You can
then activate the final node and
leave the level via Exit (C).This wvill
give you some Special Power and a
Power-Up. If, however, you move to
the west you will get the food which
lies on the eastern walls near the exit.

LEVEL 3

This level has three start points (A, B
& C), which is used depends on
which exit you took from the previ-
ous one.

If you begin at Start (B), you must
collect the gold rings, shoot the
Firemen and activate the nodes to
form a complete circle of marks
around Location (1). When you have
completed the circle, a crater will
appear at Location (1) which will
teleport you to Start (A).

If you begin at Start (C) you must
shoot all the nodes along the corri-
dor to open the pipe grating at
Location (2). If you enter the pipe
you will then be teleported to Start
(A).

From Start (A) you must collect
Silver Keys (1) which complete the
parallel set of steps and allow you to
continue into the level. When you
leave the area of the steam jets note

that the pipe carrying the steam
blows up and all the steam jets stop.
This gives a vital clue as to how to
leave the next area. The steam jet at
Location (3) must be extinguished
before you can progress. Simply
shoot the feed pipe directly to the
north to turn it off.

To reveal Silver Keys (2), you must
activate the node which is round the
corner to the west. This will gener-
ate a number of monsters including
a Sewer Monster which runs off back
the way you came. You must catch
up with him and kill him to reveal the
keys.

LEVEL 4
This level has three start points (A, B
& C), which is used depends on
which exit you took from the previ-
ous level. The level is divided into
four quarters. Each quarter has its
own entrance and exit.

If you begin at Start (A), you can-
not adventure through the entrance
of the south-western guarter which

means that you miss an extra-life
token. A metal pillar will be placed in
the doorway of the secret room at
Location (1) which means that you
also miss out on all the treasure with-
in the room.

If you begin at Start (B) you can-
not adventure through the entrance
of the south-eastern quarter. If you
begin at Start (C) you may explore
the whole level. Silver Keys (1) open
the north-eastern quarter so that you
may activate the node and proceed,
Gold Keys (1) destroy the steam jet
so that you may pass safely through
the eptrance to the north-western
quarter.

NEXT MONTH!

That's where we have to
leave the boys for now,
Next time: More maps!

More guides! Probably!
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You would no believe the amount of hassle we had - B Y "}\-’r‘g}{wfi
obtaining these screenshots of the final fifty levels. If T -_ Q}, 4

you weren't with us last month then you may well be — = 5
wondering what's going on so I'd better fill you in, so to j= | i LT il
speak. Basically, the screenshots shown below depict & ! 1= ) i RS bl
one way of completing the specified level. All youneed =+ . (& |
to do is place the objects in EXACTLY the same place as

shown in the colourful piccies and then work out when

to send Terry Tomato across the level. | must warn you that some of the levels are infuriat-
ingly difficult but if you follow the guidelines above you shouldn't have too much trouble.
Anyway, enough waffle, let's find out how to complete the game once and for all...
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Yo! Brothers and Sisters! Dishin’, chillin’, ravin'

and shaving! It's Mr Tips here once again with

some more red hot chilli cheats and sensual

snippets of info which will help with all your

gaming blues. If you fancy getting in on the

dancefloor action then send all your tips and
codes to: Mr Tips, The One, Priory Court, 30-
32 Farringdon Lane, London EC1R 3AU; or
FAX me on: (071) 972 6700. If | receive any

new cheats which | don't know about then

expect some software in return. Before | go

I'll leave you with this month's top tip; don't

chew glass - it's bad for your teeth.

SUPERFROG

Team 17

Because this superb platformer hasn't
been out for that long, I've decided to
split the level codes over two months,
Mot only does it encourage you to
actually play the game, but it should
also mean that you have to buy next
month's issue. Brilliant!

Hearty thanks go out to Daniel
Lincoln for being the first to supply me
with these codes - a software prize will
be with you soon.

WORLD 1-1 NO CODE
WORLD 1-2 234644
WORLD 1-3 447464
WORLD 1-4 T8T822
WORLD 2-1 392822
WORLD 2-2 446364
WORLD 2-3 984448
WORLD 2-4 47ra4a
WORLD 3-1 343522
WORLD 3-2 282311
WORLD 3-3 992344
WORLD 3-4 091232
WORLD 4-1 467464
WORLD 4-2 818234
WORLD 4-3 182394
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US Gold

Sometime last week after I'd been to
lunch with Sue Pollard, Andrew Parker
got through to one of my five secre-
taries and managed to leave this top
tip-type thing for US Gold's epic RPG.
Cheers-ears, Andy, a software prize is
an Its way.

Instead of actually going around
and physically mugging folk, Andrew
recommends that you pick up some
treasure and throw it at the person
you want to knock out. After about
one direct hit, the stunned money-car-
rier should fall over and deposit some
handy cash, which you'll then be able
to collect before retrieving the treasure
you lobbed. And apparently it's best
to go around mugging women
because they tend to carry more cash.
They don't call him Kevin ‘Full Of
Marals’ Bulmer for nothing, you know.

000 ADJUACES
001 GASIANDI
002 GROIDEKN
003 NEBRACRUC
004 RESTUSHA
005 ENTRLACO
006 BOTCREPA
007 OCTOANVA
008 COADSUPP
009 RAWBSKIT
010 TANGVILI
011 DENAJOIN
012 VAMBTHEA
0132 UNPASUBO
014 LANDPAPY
015 PREPPAND
016 NIFESAILO
017 BROCINDI
018 BUSKPULI
019 LOGIMARA
020 OCTOGLAB
021 TRISEMES
022 CONVIJEHO
0232 RENDCLIN
024 NAGAPOLY
025 PETRACCE
026 SPONENCR
027 LAZYHOMI
028 HENDOUTH
029 PAPYEPIP
030 COCKSTUM
031 ETHIGANG
032 INLADONC
033 INTEASSA

024 MASTWOOD
025 ABROINST
036 EACKBANA
03T ECLOWHIP
038 GROIIMPO
039 CUBACUEA
040 DECLDROL
041 SIMPUNDE
042 UNHUSCHO
043 LEGAMURA
044 ANIMCATE
045 LAUGMAGE
046 PALSDYSS
047 BEROCREVE
048 PORRUNDE
049 VIGUAPER
050 NONHMISC
051 PERUSAMIT
052 DYSSDEKN
053 DIURGASI
054 ODORCAUS
055 PEASANCH
056 URORDEFE
057 SUBBPICK
058 RULASCAR
059 NODUDOPH
060 COBEGALE
061 TROLTACS
062 PEASVAMB
062 XYLOWIRE
064 SCIVAMINT
065 EUGERUNE
066 ERUPPLOT
06T MARICONK

Alright, so the game might not be particularly great but you might want
to save the tedium of actually having to play through the game your-
selves by using these convenient level codes.

068 NURSHISP
069 SNOEHOMO
070 PORTCARO
071 CHARGEDA
072 UNNEPOWS
073 POONROMA
074 PREAPREP
075 SAILZOON
076 ISOSNURS
077 HENDWOOD
078 AGONUPSN
079 LANDDIVY
08B0 NICKMAST
081 PICKROLL
082 OUTSSPOT
083 KALAACCE
084 TELORULA
085 WORKLAUD
086 GRAIUPLA
087 POLOOCTO
088 REPADETA
089 FELDUNFO
090 BADIVELL
091 PATIBEEF
092 TITASAUC
0923 PUPIUNPR
094 MASTERUP
095 QUARFELD
096 GRIFSIDE
097 WHITUNNI
098 DOWNINSU
099 UNLIISOP
100 MUADDIE
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TROLLS TRANSPLANT
Flair The One (April
“Ring, Ring."” issue)

Thanks to everyone
who has remind-
ed me of this
helpful tip
which is easier
to pull off
_g than a paper

shirt with no
buttons  an.
James Brown

"Hello, Mr Tips here.”
“Hi, Mr Tips. Do you
know the cheat
mode for Flair's
licensed  plat-
form game?” &
“No, do you?"’ E=
“Yes, all you W* &

need to do is s
begin the game

and walk along to YT "‘"""" v {and Co.) from
the Soda Pop level Q‘ u’ 0 ﬂ Kenilwarth and
door. Pull down on the % o lackie Musgrove from
oor, Pu ow M"‘ i ]

Manchester were the first to
spot this, so they deserve a big
“Cheers!”, if nothing else - which is
precisely what they're getting.

Press F10 on the selection screen
and you'll notice that the password
changes to Cheatmode. When you
begin the game you'll notice that
you're far better equipped than had
you played honestly.

Joystick to enter the level as
normal and as soon as the 'Get Ready’
screen appears, push UP on the joy-
stick and press the 'K’ key while press-
ing FIRE. You should now start that
particular level and if you press
ESCAPE at any time during the game
you will complete whichever level
you're currently on.”

“Cheers-ears!"

ACTION REPLAY TIPS SPECI'ACI.II.AR!

It's come to my attention that there are a large number of these "Action
Replay’-type things which enable users to type in numbers which affect
the number of lives, time and energy you're allocated. If you possess one
of these impressive widgets then you'll know what to do and if you don't
then there's no point explaining it. Thanks to C. Tate from Cheadle for
these pokes, a software prize will be winging its way to you very short-

L K

.
ot

+ » =,.
MEGA le MANIA = ©

TEST DRIVE 2 C1F273
TURRICAN TAC9
262
TB1E
MAGICLAND DIZZY 171
175
1FBCT
1Fc41
1F€43
1FCa5s
1FC01
1FBEB4
CAPTAIN PLANET €00547
MAGIC POCKETS 1792
SPEEDBALL B237
SPEEDBALL 2 1E3
BUBBLE BOBELE €149C6
€149¢€7
45FED
TFDBEBA
1TEDS
1TEDT
LOST PATROL 5B1
583
585

NITRO (Player 1)

FAST FOOD DIZZY
KWIKSNAX
MEGALOMANIA

TEARAWAY
THOMAS omi

If all that frantic rushing about is
doing your head in then here's a |it-
tle cheat which disables the timer,
meaning that you can take as much
time as you like to collect the
required number of gems,

Simply type in ‘TIMEFLIESLIKEA-
BANAMA' at any point in the game
and you'll be able to take things
easier.

GudaRiow

MEMORY ADRESS EFFECT

LIVES

ENERGY
SHIELDS
FLASHES

LIVES
DIAMONDS
MONEY

HI SPEED
ACCELERATION
TIRES

NITROS

GAS

LIVES
CONTINUVES
COINS

MONEY

LIVES (Player 1)
LIVES (Player 2)
LIVES

LIVES

MEN ON ISLAND
MEN

FOOD
GRENADES
CLAYMORES

Sdil dINS
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Dear Dr Upchurch,
| was wondering whether you have

" any cheats for a game called THE

PLAGUE? | have been playing this

game for a long time as it was the

first game | ever bought. Please

could you help me as it's really
annoying me now.

Sam Devlin,

Perth, Australia.

~Well Sam, this must be an oldy as

I've never heard of it and I've been
knocking arcund for longer than |
care to mention | can tell you.
Anyway, | do have some advice that
was related to me by a reliable
colleague.

Apparently if you hold
down both mouse buttons and the
Fire button while the game loads
{i.e. up until the bit where the “man
with the monkey's face” appears, as
my colleague put it) then you should
find you're invincible (or something)
once the game starts. | hope that's
some help to you.

Dear Doc,
Please forgive me Doctor, but
recently | bought PLAN 9 FROM
OUTER SPACE. | know it's not very
good but I'm a graphic adventure
addict. As you've probably
guessed, I'm stuck. I've been
talking to the painter on the
bridge and ended up in the drink.
| used the scuba gear from the
pilot's house and picked up the
crowbar, but | can’t seem to get
on dry land again. What do | do?
Simon Gent,
Warwick.

Simon, Simon, Simon, you're telling
me you've perservered this far into
the game and can't work out the
next bit? It's simple. Take the
balloon that you should've picked up
from the cafe early on in the game
and use it on the scuba gear. Easy as
taking candy from a baby:.

To paraphrase The Beatles: “When you're feeling tired and
weary, Doctor David comes to you, speaking words of wisdom,
let him be...” It's not easy being an angel of mercy - just take a
look at the sad cases that he's had to deal with this month...

Dear Doc,
| know FINAL FIGHT's getting on a
bit but I'm still playing it, mainly
because | can't finish it and I'm
determined to beat it somehow.
Trouble is, | don't think my games-
playing abilities are up to the task.
Have you got any thing to help me
out?
Graham Ramsey,
Madchester.

Mr Ramsey, | don't know how many
times you've come into my surgery
with these sort of complaints (it's
once, | think) but as you insist on
playing this geriatric game I'll oblige.
Once the game has loaded watch the
intro where Mike and the crimelord
start chatting. When the baddy says
"Switch on your TV’ quickly press the
Help key. A screen will appear that
should give you some cheats.

Dear Doctor Dave,
I'm stuck in CURSE OF ENCHANTIA.
I've been trudging around the
caves and | think I've got every-
thing | need to collect and I'm sure
that my escape relies somehow on
the bucket attached to the rope
going up off the top of the screen.
However, I"ve tried everything and
| can't seem to get out. Please help
me - if | don't escape soon I'll eat
the disks or something!

Martin Freen,

Scarborough.
Hmmm, yes. Curse of Enchantia is a
fun little game but sometimes the
puzzle solutions aren't too obvious,
| agree. So | will help you. What you
need is the seaweed (it's in the cave

my time asking for it.

THE DOCTOR WRITES...

Many people have written to me asking for help with the US
Gold/Delphine game Flashback. | would very much like to help,
but unfortunately | cannot as the game has not yet been
officially released in the UK. This, of course, means that
anyone who has got a copy has either bought it abroad or,
more likely, obtained a pirate version. Since pirates are killing
the software industry and doing me out of a job the last thing
I'm going to do is help the likes of them, so please don't waste

you first arrived in behind the wall of
rock to the bottom-right of the
screen), the twigs (you'll find these
in a hole in the cave with the holes
in it, surprisingly) and the mud (get-
ting this is reasonably complicated
and | haven't got the space to go
into it, but suffice to say it involves
making a trip wire in the path of the
roving mud monster).

Attach the mud to the seaweed,
then fix on the twigs. The mess
you've made is in fact a mask, which
you should wear. Get in the bucket
and you'll be hauled up the well. At
the top is a monster who will fall in
love with you... until the mask drops
off. The shock of your horrible mug
will send him running screaming into
the distance and your adventure can
cantinue,

Dear Doc,
Being a big fan of the original
Alien Breed game you can imagine
| was cock-a-hoop when Team 17
released ALIEN BREED ‘92 with
(count ‘em) twelve all-new levels,
However, I've been playing it for
ages now and there seems to be
no way to get beyond Level 8.
What am | doing wrong?
D. Smethurst,
Dorset.

You're not doing anything wrong,
Mr Smethurst. Unfortunately there's
a small bug in the map on Level 8
which means that you can't
complete the level task and so
there's no way you can progress.
However, to help you out here's the
password code to Level 10, so that
you can carry on bashing those
bugs. It's PPEAB. Isn't that nice of
me?

Dear Doctor Dave,
The information you gave on
OPERATION STEALTH in March was
incorrect. To escape from the
watery peril you actually have to
do the following:

Go to the bank and
change all your money turned into
coins. Then go to the meeting in

the park after buying a red
carnation, where you'll get a key
on a card. Note down the number
on the card then give it to the
man in the bank. Go down stairs
and into the vault and open the
safe corresponding to the number
on the card.

After being taken to the
cave and escaping via the
vnderwater route got to the
beach where you'll find a trader
selling inflatable rings. Buy one
using the change and go through
the open hotel door. You'll then
end up on a boat. Before you're
tied up put on the ring and inflate
it. Once in the sea operate the ring
again to free yourself then
operate the girl (ho-ho) to free
her.

This information will, |
feel, be infinitely more useful to
the reader than the drivel that was
printed. Still, a difference in
intelligerice between an
overweight, overworked quack
and a highly-trained, sharp-witted
superspy like myself should be
expected.

James Glames,
Radlett.

I'm not ashamed to admit that, yes,
this time | was wrong. It was a
misunderstanding on my part, pure
and simple. Thank you for your help,

THE SURGERY IS
NOW CLOSED!

Yes, that's it for yet another
month. But before | lock the
drugs’ cupboard, switch off
the lights and toddle off
home, there's just enough
time to remind you that if
wou've got a problem then
write to me at: Dr David's
Games Surgery, THE ONE,
Priory Court, 30-32
Farringdon Lane, London
EC1R 3AU. Please don"t send
SSAEs or phone in as
regretfully | can"t answer
your queries personally.
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WORLD’s
PLUG-IN HARD DRIVE  amica 500 £ 2 9 9

expandability for-tha 500. It incorporates the
same ".I'LSIEEumm chip angcfll FassST ROM SCSI driver
which are used in GVP's Series || SCSKRAM controllers

N°

i The AS00-HDB+ provides the ultimate mmr;ard h?tifh

3 performance, memory expansion & re
—*

for the A1500/2000. As a result the ASDD-HD8+ offars

GREAT unbeatable hard disk pedormance. The easy-access
VALLEY AMIGA | ocowteme s dne tn i 36 b a0
PRODUCTS PERIPHERALS | not work with a hard disk.

Every ASD0-HD8+ incorporates the latest in hard disk
technology with a factory installed and formatied 1" high,
ACCE LEHATO HS H“n \n.mn \msn \mﬂ low pﬂ:gr 3¢ 8C8l hurrﬁ disk, offering storage capacities
FOR THE AMIGA 1500/2000/4000 \ueommueaooe|weoma | vawe | | UP 10 2130
sec00EC|omec| saco | saoen | | The ASD0-HDB+ also offers the ultimate in expandability.
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We are pleased to announce tom | 505 | 5ca [ 5o [ 5= 1 | 5 own dedicated power s_n.pply, ensuring that the |
lal low promotional prices senPar | | Amiga 500 power supply will not be overloaded and |
g:w?g"“’yfu* ‘L’:“ tﬁﬁ*ﬁ PREVOUSLY| £4ss | ©755 | [mase | | an intemal fan to prevent the unmit from
previous Silica Systems prices, LMOW ONDY £309 | £699 | £999 [£1299)
HARD CARDS
FOR THE AMIGA 1500 & 2000
® Factory installed Hard Drives
® 0, 40, 50, 120, 213, & 420w
opions
® Orn-board S memorny sockets
® Add up fo & SCSI devices
OME  Har 130 £129
The Impact Il HC8 hard cards are the 40Mb  Han 1340 2299
ﬁgmﬂﬁemwmm butfo 1 gOMB s e £349
models. are some
fastest hard dives available, and incoporate  120MB i1z £429

an unpopulated 8w RAM expansion. 213Mb v £9 19| PLUG-IN HARD DRIVE OPTIONS
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- - s O A A A ‘D’ 42Mb
: Hpe+ _(£°299..
ole 0 = - e
HARD DRIVE Flsd: HAR 084D
» i i .
HD8+ HARD DRIVE
A530 HD & ACCELERATOR
JEL i
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ACCELERATOR
ADMHz E8S3EC CPU . b
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yis igh qu -bit ster BCE CONTAOULER FOR UP 10 1 DEVIGES . - 5 28 3 ;
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parallel port on any Amiga 500, 800, | GVP's G-ock genlock is a  free  FasaST ROM 131 AIVER s ol
1500, 2000 or 3000 computer, | p riormance  breakthrough, The oToll PC EMULATOR
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Premicr Mail Oroer

Titles rm:lr.lced * are not yet available and will be sent on day of release.
d chegue/PO/Access/Visa No. and expiry date to:

Dept THOO 5, 16 0 Tin ler Side, Basildon, Essex SS14 1LE
Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and
Europe add £2.00 per item. Elsewhere please add £3.00 per item for Airmail,
Telephone orders: Mon-Fri am-7pm. Saturday & Sunday 10om-dpm. Tel orders: 0268 27 1172 Fox orders: 0268 271173.

Next day service availablle add £2.50. Check to see if games are 1 Meg Capacity.

18&% S LR D i 2099
4D Spaorts Boxing BaY
4D Sports Davin ..o s A
3D Consiruction Kit 2 3299

AJ20 AirBus (IUSA] e e L)

AJ20 Approoch Trainer 12.99

A}\lr -;‘Iu;h".lxl Maces Qoo
Abandoned Places 2° 22.9%
Addams Famil o . 14.99
Airbus A320 (EUROPE) 2299
Al =3 1999
Alsen Breed Specicl Edition ... 1059
Alvered Beast 559
Ambarmoon” 2099
Ambersior 1799
Amas The Creator 9 99

Amos 3D ... 2490

Amas Compiler Qe
Amos Professional 4499
Another "-“-."q;-ﬂd Qe
Aquatic Games 4,99
Award Winners &7
Arabion Mights® 7 o9
Archer Moacleans Pocl 16.9%
Arsenal FC * 16,79
Aches af Empire 2299
Assassin ’ 146,99
A - Train® 7 e
AVBE Harrier Assaul ... 2299
B17 Flying Fartress [1 Meg) 22.99
Botman the Movie ............. 6.9
Bot 2 |1 Meg) 25,99
Bottleloads i s 1 F 9
BC e, - o 17.9%
Big Box 2 19.99
Birds of F Frey |1 Meg| 22 Q0
:!|II_I|"-' PI"""'I-II:'T‘- . N a I:.g
Board Genuis 19.9%
Body BloWE ..o e smmaniesssssmanscinsrinsns THLPW
l: CMESQr .ID I;‘?
_c||+or|1||: Games.... i L B
e e T ) R S S
Copcom Collection 19,99
Coplive 2° 20,99
Celtic Legends : 20.99
Champianship Manoger |1 Meg) 16.99
Chaas En gine : 16,59
ahedke Ribek- 0 L s 16.99
Civilisahan :| N‘.ﬁal 22 99
Coal Warld 17.59
Combat Chassics........_....... 19.99
Cenan The Cimmernian ® 1999
Covert Action |1 .'\."lcE: 22
Crazy Cars 3 16,99
Curse of Enchatic 2299
Doley Thompson Challenge................. 6.99
Dark Seed

Dork Sun: Shotered Londs
Dork Queen of Krynn ...
Deluxe Peing 4

Deluxe Point 4 AGA

Dievert Sirika®

Dizzy Collection

Dizzy's Excellent Adventures ...

4699
4,99

Dang® 1599
Dcl_n:_'.lr r"rngi:.n '2 B899
Double Dragon 3 14,97
Dragan Lasir 3 7299
Dirmesedngugghl oo cnins 2299

Diream Teom 17,99
Dune .oea The Greoiest
Duna 2... 2099
DIJIIL]I":III WIS R f I'II 1Y 1 ; ;‘i:l
Dynablaster .. 19.99
Easy Amas ... 2099
Elvires 2 (1 Mesg) 24,99
Elin 2 (Fromtiec]®........cococoiiimasmaninss 2299
Epic ... 19.99
F,-r--*Hv Beholder (1 Meg |.. 1999
Eye Of The Beholder 2 |1 i'\-*.f—gl 21,99
L.'r&*:ne Starm * 1399
FIS 20 |z Cormbrt Clewsie
Frexis iEth oW, 4 199
F14 Combat Pilot . a9
F19 Stealh F ghier Leee
Fantostic Warlds 2299
Faleon 3 * 2-.‘- ‘:“?
Final flqh' I.H' Ce r|||.:- Jr |-:M|-:

Fire Faroe 4.5 ';'
Fire and lce 16.9%
First Samurai + Mega-Lo r-."lr_]ll 1 1999
Hash Back ...... L b R R K L
Flight at the Intruder B9y
Faothall Crazy & 9
Foothall Director 2 {1 Meg) &.9%
Foothaller of the Year 2 C5 99
Formula One Grand Prix ..............c..... 22.99
(hoshoushers 2 | 69y
: ;"l::'.l L l'JIII'J E..'I'l:'! 515 (+] I:“;'
Gobliiins 2 ............... 19.99
Gods a.¥y
f}-;'.lr]nn A 800

Groham Gooch *
G oham Tu:,-h:u
U LIS.EI'I'IE"
Gunship 2000 *
Guy Spy
Harrier Jur rlp ]-;,
Harlequin .....
Harpoon + Bottbesst
Haorpoon Batilesset 3.
H|.:||F.-:|l::-l| Bettheset 4
Harpoon Scenario Editor ...
Heod Cver Heels ...
Heimdall [1 Meg)

il .k,i*-gn

History Line 197T4-18 ...
Hesak

Humoms ...t
K+

Iridy Jones - Aflantis Action

Iy |}' banes - Allantis Ade [T b

Irdy Jones Crusade Adventure ...

It S0 Tennis z
Int Sports ¢ |'||:||||;'ni'_||:
Isher
Jack Micklous Goll
Jack Micklous Unlimited Golf (1
::u:lt Micklous Exfra Courses....
Jr ':Jrl':jl Kllﬂ.lll "f"f' Jrll. ( Il':lll o
.'-:|v:_|uur X220 (1 Maeg]...
Jimmvy ‘Whites Snooker
iohn Modden
KB
Keys ol Maraman *
Knightrmar,
Knights
Loser Squod 2 *
Lethal Weapon
Leather Goddess ..
Leeds United
Llegend .....
I.J:qendse: Valour
Lsgi.-'lld Krlﬂndm
Lemmings . -
Lesmeriin Mg 2 || L] |r||:n.-=. .
Lemmings Doubla Pack...
Lirtks
Links Extra Coursas
LicnHeart®
Lombard Rally......
Last Treasure af Infacam
Lure of the Ternpiress
M1 Tank Platean
Maedonalds Land®
Magic Pockets..
Man WUd. Eurape
Mega Fortress (1 Meg)
Mega Traveller 1 [1Meag)
.’-."Ir:[_q:l Traveller 2 [1 Meg )
Microprose uclf
Micr PO - Soccer
Midnight Resistance..
Michwinter 2 (1 .-u"n.-'l..l.
Moonstone [1 Mag]....
M(Jr{ o :'::lli-\: [~
Mew Zeclond Story ...
Mick Faldes Golf
Migel Mansall Weorld Champ .

Migel Mansell Werld Charmp (41200

Mo Second Prize
':::IP'\'.' a |L||| ”ILIIII_‘II:'II.ILI
Operation Wiall

Parascd Stars
PGA Golf Courses.....
PGA Taur Galf+ ...
P'mtg Tanasucs,
Pinba reams.....
Finball Magic
}-:ye-r Maonoger
'-.’b-c il e Derkness
Populous 24
'l.’:-} s Cho |i-'|'|!._;|'- Dazk...
Fonwarmonger 5
Fowermonger Darn Disk 1
Premiere (1
"-rl |"l..lF P"'l'\l 1
"'I'E"m ar & omager.....
Prime Meawver®
Pro Tennis Toar 2...
R-Type 3
Railrood T-.-'c\-cun I] |‘-.-1.-"r_]|
r-;_n nbeorer Collection .
Rainbaw lskands
Rambo 3 ...
E-:ullp-c:u |
Rawing M.qd
FEl 2 Boseball
Reach hor the Skies *
R{‘i_'llﬂ'li. n ."\"n:\-m
Fisky Weods
Rocd Rash
Robocod

—
0

O O O Lol B D0 O o ™ O

]'? 99
27 G
P99
2299
209
P09
13.99
699
19.99
2299
14,99
1999
£.99
19.99
2499
1599
g5 99
19.99
1% 29
7.a9
12.99
10.99
£599
. 16,99
Sea the Greabest
14,99
2099
14.99
15 99
299
146,99
14,99
79
17.99
...21.99
24 .99
..23.99
14.99
17.99
19.99
.. 2499
1399
1899
8.9%
32.99
See T|‘|-l Grq:-::lh:--.r
A9.99

17.99

1499

L1699

22.9%

e ee

19.99

L1499

A

499

299

19.99

5.0
&.99
22.9%
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17.99

1999
[see Roving Mad)

Robocop..

ot . (OO g

Robo Sport ... 19.5
E'::ll"lﬂ AL" ?2 vui Mo mrritddd o @ s wwi-dd - )
Sabre Team 1%.9Y
b oo RN SR L g 2099
Sea Air Rescue” 2299
Secand Eﬁur' i " | EAS SR 4.99
Secrat of Monke :,'Jﬁ Unrg ."-"||"__|| &.99
Secret Monkey Isiond 2 ..............coo. 2499
Sensible Soccer 1.1 : 16,99
SO LanKS .....coeeeeverineinrararares | P 0
Shodow of Beast 3 19.99
Shncnw Warnors & 99
Shodeow Warlds 7.79
Shoat Em Up Con Kit LB99
Shuttle . ; 19.99
Silent Service 2 (1 ".-‘.ﬁc_“ 2 09
Silkworm __........ a.99
':||||:.- P e i L1699
Sim City+Populous ... 19.799
ot 2 Ty o T L2299

Simpsons
5|1'-;1-_.h ™
Soccer Stars....
5pi_w7ir1| Forcas

[see Dream Team|
G

%""'.J' s'__n'»‘.-' shers 2 ......

freet Fi Ter

Strikar {1 E‘eq

Shrobe y Mashers

Strip ﬁJakcr + Data

SuperCars ... P Ak
superCars 2

Super Fighters
super Hang On
Super Tofris C
SUDAE FIOQ coevenseciicsninsesiisasssienisas sestitins
Switchblade
Switchblade 2........
Tl'_::.'lrl'l Hr:lr'l:ﬂﬁ ? I 1

Meg).....

Terminolor 2 .......ccoiiin [see Dream Team|
The SchvenBures .......ocooersviessrseceeesees £2].9%
The Greatest ..................... L E21.99
The Manoger .........cccccceeinienieinnnc 1 .99
Their Finest Hour {1 Meg] ... 19.99
Somnmley o s e 22 .99
Toyota Celica GT Ralky........ 5.99
TrOnBrTtIErY - o i siniin S A e e 17.99
Troddlers ... 16,99
Turbe Challenge B899
Turbo Challenge 3. . 16.99
|,|r|:'|r T T 6.0
Filli ght 2000° 20,00
L1 o, - e e i S e e Y 72.99
Univarsal Monshers® 17.99
Lhopea + Daba Disk.......... oo 19.99
Vector Storm® 1999
xS TN MR R 20.99
War in thie Ul e 1899
Woxworks ... 22.9%
WWF 2 P R 7.99
WA e |see Dream Teom)
Wesan 17.99
Wing Commaonder [1 Mag) ........ 14.99
Wizhe &.99
LT i b o e A i s it 16.9%
S R A R 13.99
Zool A1200 1599
T R A e D 17.99

AWARD WINNERS H'I.I\HII.I"-"-HJI!H. (L
£

Fopulous, Kick Odff 2 |«.II-|'\I |IL
Spuce Ace, Fipemania H--
BT Bobble £13.99

SPORTS MASTER BOARD GENLUIS

Egrope: mpicpship || Cludes, Scrabble, Deluxe
R  PLIA I":'I'r At 3 I"-1-'| -fn.l-I. LH-u N
I.'. III||I. lennas, Indy i
AT £ 19 99 £19.99

COVIBAT CLASSICS 2 HOT 2 HANDLE
F15 Sirike Eagle 2. Team || Geldem Axe, Saper OFf
Yankee, 688 Anack Sub || Boad Bscer, Towal Becall

£ 04 || Shadow Warriors £159.94
ITIJ’!\ i 'IJ

DREAM TEAM LE(
W e

Rimpeons

Wrestlemania,
Terminator 2

irr. 49

£17.99 Mag
DIZEY \I-"LIIIIII\I '|.II"|
WEEy h 7

RAVIMNG MAD
Rz I"||:': 1 Twins

Rodlands

£17.99

ANTASTIC WORELDS SOCCER STARS
lega Lo a, Pirabes ‘l.\..rl.ll:'nl'H.-.l
Y Realms, Eick Odf 2, Micropross
Wionderlan IE“‘."J Soccer £16. u"
FOOTRBALL CRAZY I=|= I-HI\

Kick OFF 2 172 Meg Gkt T ,'_."'h',
P A

er "-1| , RiI2

ECIAL OFFERS

Chuck Rock 10,949
Dizzy Panic M9
Kick Off 2 1 Meg.......cccccuins s .99
Kick Off 2 172 ffﬁ el a7
Kick Off 2 Final Whistle...............7.99

Kick O 2 Gaints Of Europe .......7.99
Kick OMT 2 Return To Europe ......7.99

Kick Off 2 Thcii:s.. .......5.99
Seymm.r Goes To £6.99
The Kristal .

Thunderstrike 5.99

Tu.rh“ Cmm zm-lm“llliﬂ#ﬂgl’”
Turtles 2 9.99
Wing Commander......ommmmee 14,99

EDUCATIONAL

ADI English (All Ages) s 1 7.99
ADI French (Al ﬁgg}mml?
ADI. mm A“ A%ﬁ Hm—l—ﬂ-ﬁilll“ﬂ Tl”

Bt Mt B =138
Com g

um 6 R M RSB R
[T RV TITF B ] | PRR— N, .

Fm. &m z {+s} Iﬂlllll“ﬁlllllmﬁl”
Fun School (TH)....ccues e 39
Fun School 3 5-1'} SRR [

FI.I[I &m 3 mlllmﬂmllmlﬁln
Fun School 3 (L7 S——
FI.II.'I &m 4 ( T} muuuﬂ-o—u—unnnn]'ﬁ‘l”
Fun School 4 (7-11)cciicniiecinnnnns 16,99
Fun School 4 (U5} iissnasnnne 16,99
Fun School Paint + Create (over 5+)..17.99
Fun School Fair (7-13)cceee17.99
..llll]iﬂr [5- “]u*unummlﬂlﬂ
Ma (A=5) cormnrrireemsesimsal 3.99
Mania (8-12).........ccerrnne-13.99

Merlin Maths (5-13) v 1 7.99

;'Ililcckeyws fi?g'ﬂ ;-5}““ e ....16.99
5 ] i i oy SR

h;lwnm 5 ﬂﬂgilaw H 5+ }.......}-E.E
's Colours

Miﬂ“ey Chﬂhwnllmﬁ &? 16,99

P‘Ia:,r THNBE 1 sereresinsnsrmnsersnse 169D
Paint & Create 17.99
Pla 17.99

The Wind in The Willows............13.99

JOYSTICK & ACCESSORIES

17.99
10.99
11.99

Cheetah 125+ 7.99

ifion Pro Exira 14.99
Com Pre 5000 13.99
1/2 Upgrade 24.99

26.99
Disk Drive 49.99

A EEEEEREEEEEEREEEEERNEREN |
I'u?l 'H'Il.ll.‘l'lﬂ




Typical. Regular
readers will no
doubt know that
Dave used to write
this little section of
the magazine until a
couple of months
ago when I took
over and made it
good. And what do |
discover now? Four
pages worth of the
stuff. He never had
to write this much,
that's for sure. I'll
get him back one
day...

GIGER TETRIS

17 Bit, disk 2464
(A1200 only).

FEE ENE ERE PR P
ol = &

e E E
E B |

LINES: O
SCORE: 17 4

LEVEL: 2

Great! The first A1200-only PD
game. Blimey, this is going to be
good. There's bound to be about
fifteen billion squillion colours on-
screen at once, sprites the size of
Melson's Column and it's going to
move like well-oiled grease light-
ening on lard,” | thought to myself
when this plopped graciously from
the envelope marked ‘Southern
Ba**tard’, a kind of ‘joke’ from the
ever jovial Rob at Seventeen Bit
software. And who said that the
Northerners haven't got a sense of
humour?

Anyway, what was | talking
about? Oh yes, Giger Tetris a la
A1200. Well, to be perfectly honest,
there's not a great deal to report
(which is why you may have
noticed more than the usual
amount of irrelevant drivel in this
particular review). There's no radi-
cal gameplay change, it's just plain
old Tetris - which is no bad thing.
My untrained eye can't make out
whether the screen is actually tak-
ing advantage of the enhanced
graphical capabilities or not, but if
forced I'd have to say no (but don't
guote me on that).

GIGER -

¢ LINES:
SCORE: 720

r-gE
F

ASSASSINS

GAMES 47
PD Soft, disk 3018.

There are four games on
this disk, two which we've looked
at before (namely Elevation and
Furmyre) and two which we’ll take
a look at now.

Craven is a two-player combat
game, in much the same vein as the
excellent Tank Attack program we
gave away some time ago (still
available, Back Issues fans!). The
major difference between the two
games, though, is that Tank Attack
was a right laugh to play whereas

rer
S e
E e

"’
I

e

LEVEL' 4

Panic Production 1993

Musically, though, the game can-
not be faulted and it's here that I'd
say the extra memory has been allo-
cated. The tune is a string arrange-
ment which sounds incredibly relax-
ing and is just the thing to wind
down to after a hard day’'s blasting.
If you shut your eyes and turn on a
UV lamp you'll be convinced that
you're sitting on a sun-kissed lawn

in the middle of rural England. And
you'll also be doing rather badly at
Tetris.

Giger Tetris isn't going to make
your eyes explode but you can’t beat
a game of the Russian puzzler and
the accompanying music ensures
that the game gets a score of...

OVERALL: 89%

Craven is just laughable. There are
some nice ideas but the play-area
is guite restrictive and the control
method is hard to master, mainly
because there's no chance to get
any momentum going. It soon
becomes a case of lying in wait for
the opponent to stumble into your
line of fire, which isn't the way this
type of game should be played.
Add to that the fact that there's no
way you can play against the com-
puter, and you'll soon realise that
playing this with an irritable friend
will soon become maore trouble
than it's worth.

Mext up is Arena, another two-
player only game. Basically it's a PD
version of Metal Mutant (which
wasn’t any good in the first place),
the idea being to bash the oppos-
ing robot using a few limited
weapons before he has the chance
to do the same to you. After play-
ing for a while, it soon becomes
apparent that there's not much in
the way of tactics - the game rapid-
ly turns into a ‘waggle your joystick
and press Fire for a bit’ affair, which
is hardly rewarding, is it?

As a compilation, Assassins disk
47 isn't up to their usual standard.
Only Elevation provides some last-
ing appeal, so I'd wait until some-
one sticks that on their coverdisk.

OVERALL: 52%




What is it with the PD games of today? No, I'm not
talking about unoriginal game concepts - that goes
without saying. No, I'd like to know why everyone
seems to stick abstract rave music on the front end
of anything you load up nowadays. Don't get me
wrong, | don't mind the odd bit of raving but a tune
would occasionally help.

Anyway, if you haven't realised from the name,
Bomb Jacky is a variation on the classic game Bomb
Jack. The idea is to jump around the screen collect-
ing bombs before the timer counts down to zero
and starts a huge chain reaction which will ulti-
mately end in your demise. There are quite a few
badly-drawn creatures milling about the place
which kill on contact and you can collect a few

power-ups which make your character flash or
something.

This would all be well and good if the game was
any fun to play. Scrolling screens just don't seem to
work in a Bomb Jack game (the original stayed stat-
ic, you see) and there is none of the atmosphere
of the arcade classic whatsoever. You'll soon
become bored of persevering and | can't say | blame
you.

It's a shame Bomb Jacky doesn’t live up to its
name. We haven't had a decent Bomb Jack game
for a long time (we haven't had a decent Bomb Jack
game at all - Ed) and if this game is evidence of
today's standards then it looks like we're in for a
long wait.

OVERALL: 44%

CLFE: WHRBTZTH — TIE 214 L TUES

you'll lap this up.

If you haven't got Psycho Santa
(and if not, why?) then this compi-
lation will be of interest to you but
otherwise you're unlikely to be
overly impressed.

OVERALL: 74%

VEKTOR

ASSASSINS

GAMES 48
PD Soft, disk 3019

Ah-ha! | wondered when this
would happen. Yes, Psycho Santa,
The One‘s Christmas gift to all its
readers, has eventually arrived on
a PD compilation. You should all
know about this one by now (and
have no reason to buy it), but what
about the other three games
chucked on the disk?

Point To Point is, as far as | can
gather, an Othello clone with a few
added rules to increase the com-
plexity of the game. If you like Oth-
ello, then you'll no doubt be

impressed with this but if you
can't stand the original board
game then you'd be advised to

stay well away.

There's always a sarcastic cheer
when the standard Shoot-'Em-Up
Construction Kit loader bursts onto

the screen, and cheer we did after
we'd selected Warrior from the
options screen. But, to be fair, War-
rior's faster than the normal efforts
but suffers badly from lack of vari-
ety.

Cryptoking is last of all, and in
terms of mass appeal, that's prob-
ably an apt position for it. A num-
ber of what appears to be ran-
domly-generated letters appear
on-screen, grouped into ‘words’
which, when decoded, form a
phrase of sorts. There are all sorts
of clues which the computer can
offer and with a little intelligence
you can soon work out the posers.
If you're into ‘brain games’ then

17 Bit, disk 2449.

One of the simplest gameforms
known to man is the Tron Light-
Cycles game, You know the sort of
thing - two 'bikes’ race around an
arena leaving behind an inde-
structible wall of light which can
destroy either bike and the rider
who survives the longest wins the
game. You'd imagine that it would
be hard to mess up a simplistic
game like this but - hey! - the bods
behind Vektor have managed to do
so admirably.

S0 how have they managed it?
There's nothing really which differ-
entiates Vektor's graphics from all
the other games of this type, so it
can't be that. There's some groovy
samples in-game (including that
guitar bit from Need You Tonight

by once-quite-good Australian pop
outfit INXS) so there's no problem
tthE, E'H'E'ﬂ a f!w never-seen-
before features pop up like the
deadly squares which randomly
appear in the arena as the game
progresses, which must be worth
an extra couple of percent.

Mo, the problem with the game
is that the computer opponent is
just so, soo, soooooo stupid. You'd
have thought that the program-
mers would have at least included
a routine to ensure that the CPU
doesn’t crash into its own trail
when there are no obstacles or any
other reason to do so but no, that's
far to obvious.

If there was a two-player mode
then you might have been able to
get a modicum of enjoyment out
of Vektor but, sadly, there's more
fun to be found in a bag of knitting
patterns.

OVERALL: 42%

C.L.L.-TRIS and

PACATAC
17 Bit, disk 2483.

|

flay !

BE1 1R
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Two puzzle games come on this
handy disk, the first of which is
CLI-tris. This is a Columns-
inspired game which is well pro-
grammed and good fun to play.
Another worthy point in the
game's favour is the music which
is absolutely superb. It's a mix of
the latest tunes 'n grooves from
the poptastic sounds of One FM,
which all builds to a crescendo
with 2 Unlimited’'s ‘Ne Lyrics’
{unfortunately, though, there's
no sampled “Techno Techno
Techno Techno” so you'll have to
sing that bit yourselves).



LOADS OF
GREAT GAMES!!!

A rather weighty package came bounc-
ing into the PD Zone office which |
opened with childlike excitement. Out
popped four disks, full to the brim with
so-called Arcade Classics. Now, unfortu-
nately I've mislaid the complement slip
which was enclosed but what | can gather
from the disks is that you can obtain
them from a bloke called Carl Harper who
lives at 9 Hale Road, Widnes, Cheshire
WAS BSF. Drop Carl a line if you're inter-
ested - they cost £5.00 each and contain
the following games...

ARCADE
CLASSICS

Vol. 1

Asteroids - One of
the better versions
of the old coin-op.

Q-Bert - A polished version of Q-Bert
{(unsurprisingly), which has been reviewed
in these pages before,

Centepede - Sluggish Centipede game
which won't appeal to many.

Frogger - We've seen it a thousand times
before and this version certainly won't
convert anyone who hates this game.

Galaxions - Nearly perfect (but not
quite) conversion; playable and fun.

Mazeman - Terrible version of Pacman
{(buy last month’s issue, which had THE
best Amiga version on one of the disks).

Missile Command - Absolutely flawless
game with all the arcade’s features.
Invaders - Perfect Space Invaders game,
but it's antiguated gameplay will put off
anyone who doesn't recall the original.

OVERALL: 88%

ARCADE CLASSICS Vol. 2
Donkey Kong - Brilliant clone with an
extra '90s’' level which is accessed by col-
lecting all the bonuses.

Super Pacman - Scrolling eat-"em-up
which loses some of the original's appeal
due to the fact that all the level can't be
seen at one time.

Skramble - Slightly quirky Scramble game

which has a couple of additional features.

Frogger - Hmmm, what else is there to
say? It's just Frogger, okay?

OVERALL: 90%

ARCADE
CLASSICS
Vol. 3

Super Tetris -
Another classic

e example of
how PD games can be better than their
commercial counterparts.

PD ZONE

Mouthman - Slow, slow, slow, slow, slow,
slow, slow, slow, slow and... slow.
Pacman - Even slower, even slower, even
slower, even slower and... crap.

Drip - Average Amidar attempt.

Galaxions - Better than usual Galaga con-
wersion with a fair degree of challenge.

OVERALL: 69%

ARCADE
CLASSICS

Vol. 4
Defenda - Reg-
ular readers
will know this
as Cybernetix and it's excellent.

Tetris - .Dr Mario, more like.

Hunchback - Dire, unplayable, annoying,
too fiddly, etc, etc.

Defender - So-so version of the classic
game - nowhere near as good as Oblivion.

OVERALL: 80%

Enthusiastic magazine buyers will proba-
bly have over 60% of the games listed
above, so it's worth checking through
your existing software collection before
you place your orders. Also, | found that
some games were incompatible with the
ABD0 in the office (I didn't try them on
anything else) so contact Carl before you
send any money off to make sure that the
games will run on your machine.

Pacatac is an odd little game
which is, so Dave 'Know-all’
Upchurch informs me, a lot like
Hatris - whatever that is. The
basic idea is to stack columns of
Pacman-related objects (ghosts,
fruit, and Pacmen) in such a way
that they can be made to disap-
pear by pairing certain objects
together. It's hard to do but once
you get the hang of which piece
affects which then you'll soon be
on your way to big points and a
big satisfying grin.

Both the games on this disk
are brilliant. CLI-tris is, perhaps,
the better of the two but I'm
only saying that as it's a lot easi-
er on my braincells than the
manic Pacatac.

OVERALL: 90%
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ASSASSINS

GAMES 49
PD Soft, disk 3020.

Crazy Sue kicks off the 49th com-
pilation from our Assassins friends
and you're likely to be kicked off
the Amiga by your friends when
they see you playing - they'll all
want a go. Cutesy PD platform
games are two-a-penny but decent
ones are harder to find, so Crazy
Sue comes as a pleasant surprise.
It's occasionally a little fiddly to
master but it's definitely worth
persevering with.

Mext is Deathbringers In Space,
an uninspired shoot-"em-up which
is frustrating to say the very least.
The reason for this is the size of
the playing area - it's simply too
small. Dodging aliens and bullets
is made almost impossible and

you’'ll soon end up wearing the
maonitor on your foot if you play
for too long.

If you enjoyed Crazy Sue then
you're likely to be slightly disap-
pointed by Crazy Sue Goes On. It's
basically the same game but the
levels aren't as well designed and
the way that the young babe
jumps is very suspect indeed. Still,
it's an above average game so you
can‘t really complain.

Assault rounds off the compila-
tion. If you've ever wanted to play
an Operation Wolf-type game on a
static screen where people pop up

for a limited time and need to be
shot before they blow you away,
then this is the game for you. If,
however, you prefer an absorbing
game which will keep you occu-
pied for hours, then buy something
else.

Both the Crazy Sue games are
examples of PD at its highest and
it's unfortunate that the other two
packaged games aren‘t really that
good, but if don't expect too much
from them you won't be that dis-
appointed with this compilation.

OVERALL: 82%
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GOLF

D.ﬁ‘ ALASYER | FOUER SR
SHOTS 8.1.2.3.9.56.7.8. 90 §

| wonder what golf's really like. | expect it's great walking casually along
the fairway, pipe in one hand, nine iron in the other. The birds singing,
the sun shining, not being at work. Yeah, golf appeals to me in a big way.
And I'd probably be very good at it, if my skills at this PD version of the
Great Sport are anything to go by.

The game begins with the option to stroll across the course on your
own or with a friend and once you've decided, the game requests that
you insert your preferred course disk. Why it asks this | don't know as
there's only one course disk supplied. That didn't make my decision any
easier, though, so a few hours of deliberating later | settled for the only
spare disk and prepared myself for Golf Frenzy.

The game itself is split between an overall view of the hole and a close-
up view of the green (when you reach it). To strike the ball, you select
which way you want the ball to travel, double click in the power meter,
stop the club swinging when it is in the middle of the two extremes and
away you go. The process is a
little too easy and as you 1
become even better there's .
very little challenge. ‘

That's not to say that Golf
isn't good. The graphics are
above par and the sound is fair-
ly cute, but at the end gf the

day you're unlikely to be load-
ing this up for more than about
an hour at a time,

OVERALL: 67%

1
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GIMME GINMME GIMME!!!

Mo doubt all these games have made you
moist around the lips, so why no order them
from the following great guys?

* Seventeen Bit Software

Ist Floor Offices, 2/8 Market Street,
Wakefield WFI |DH.

Telephone: (0924) 366981,

* PD Soft

I Bryant Avenue,
Southend-on-Sea, Essex 551 2¥YD.
Telephone: (0702) 4669313,

WIN FIFTEEN ASSASSINS

GAMES DISKS!
Courtesy of Fortiss PD.

Fortiss PD have reason to celebrate. Yes, their entire collec-
tion of Assassins Games disks have just become almost A1200
compatible, with the addition of an A1200-friendly menu sys-
tem which, although not guaranteeing that all the games work
on the super Amiga, at least means that you can load the disks
in the first place.

All the Fortiss Assassins disks have this new menu system
installed so you can now order with confidence. The majority
of games from disk 46 onwards work on the A1200 with no
problems and in recognition of this fact, Fortiss are offering 15
Assassins disks to ten lucky readers. Brilliant!

THE COMPETITION
We have a set of the fully fifteen A1200-compatible disks to
give away to ten lucky readers, as long as they can correctly
answer the three questions below and be drawn out of the
hat before we've allocated the disks to ten other people. Could
it be any easier?

THE QUESTIONS

(1) What does PD stand for!

(A) Pretty Decent
(B) Public Domain
(C) Professional Disks

(2) What does the Latin word ‘Fortis’ mean!?
(1) Strong
(2) Smelly
{3) Add an 'S’ to make the name of a PD house

{3) What does an Assassin do for a living?
(A) Have relationships with a long-eared quadruped of the horse family

(B) Kill people
(C) Sing ‘Assas’ all the time

Write the answers down on a postcard or the back of a stuck-
down envelope and send it to: Even Cheaper Than Cheapos
Compo, THE ONE, Priory Court, 30-32 Farringdon Lane, London
EC1R 3AU, to arrive before May 28th, and you'll be entered into
the gigantic head decoration that people like Geoff Banks call
a ‘hat’. All the usual The One competition rules apply and no
correspondence will be entered into.

Of course, if you're unable to answer the questions or simply
can't wait to get any or all of the Assassins disks, you could
always give Fortiss PD a ring on (0455) 850980, or send a cheque
or postal order to them at; Fortiss PD, PO Box 2, Earl Shilton,
Leicester LE9 8LU. Disks are £1.50 each, or £1.25 each if you
order six or more, and you can obtain a catalogue disk for £1.00.

Teim W oier | ((malied lan | 19

BRIDGE
17 Bit, disk 2459.

Mow come on. | don’t have any

idea how to play Bridge and | can't
see that I'm missing much.

OVERALL: Who knows?
Who cares?




You just don't
know where
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It is, they say, tough at the top. One minute you're up, the next minute
you're down. Take the games in this Recommended section, for example. All
fine quality games, I'm sure you'll agree. All supreme achievements in the
field of Amiga games writing. But this month there were FIVE new entries
into the section, which meant that five relative old-timers had to be given
the elbow to make space for them. It's harsh, we know, but it's a fact of life
- after all, if we didn't keep this section slap-bang up-to-date, how would
you know which are the hottest games around to spend your cash on, eh?

The Addams Family 9 0% 9 2 % Assassin

Publisher Ocean

Issue Reviewed June 1992 Issue Reviewed MNovember 1982
Memaory 512K Memory 1Mb
Price £25.99 Price £25.99

Assassin s a Strider-based arcade shool-'em-up which
blows the rest of the rest of the feeble attempts clean
out of the water. With perfect control, five massive
Ievels, gorgeous graphics, inspiring sonics... Nead we
go on? Assassin should be in everybody's software
collection, now!

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
of secret rooms, devious traps and fluid playability
make this film tie-in a ‘must buy' for all avid fans of the
platforming genre.

The Aquatic Games 8 4% 90% Beast3

Publisher Millennium

lszue Reviewed October 1992 Issue Reviewed September 1992
Memaory 512K i Memory 1Mb
Price £25.89 _ Price E29.99

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
undarnaath the visuals there's a right stonker of a
game. The cleverly designed puzzies and frantic non-
stop action should keep most antertained for weeks.,

Body Blows

Although this type of 'waggle your sticks' sport game
went out with Noah, The Aquatic 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 soundtrack, the AG's should entertain most
owners with a sense of humour.

Arabian Nights

Publisher Krisalis Publisher Team 17
Issue Reviewed April 1983 Issue Reviewed March 1983
Memory 1Mb | Memory 1Mb

Price £25.99 4 Price £25.99

L] You've read the hype and we've had the phone calls
but now, at last, Body Blows Is here. And - yes! - itis
better than Street Fighter 2. The graphics and sound
are as excellent as you've come to expect from Team
17, and the fumpin' gameplay is fast and furious. Every
Amiga gamer, baat-‘am-up fan or not, will love this.

Yes, Arabian Mights is yet another platiorm game, but
don't yawn and turn over the page bacausa this ona is r b ;= ok
really something rather special. It's fast, looks good, PO ——— g
Scunds Warinc Snd plays supartily, it on op of It [EREEEEEEEEEE
it's got some excellent ‘arcade adventure’ aspects to = Vit PV L Vo
add a touch of depth. Smart stulf all round. i 2 &

::Ehller Macle:;'i:ml 90 |

The Chaos Engine

Publisher Renegade

RECOMMENDED

Issue Reviewed October 1992 BN Issue Reviewed February 1983
- i
Memory 512K Meamory iMb
Price E25.99 e PRI Price £25.99
When Jimmy White's Snooker was released, the public L Lok It's been an age in the making but the walt has just
lapped it up in droves. Archer has used the same game | about bean worth it. TCE is basically Gauntiet with

engine to produce a game which is arguably better knobs on - but what knobs! Computer-controlled,
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 pot this "un.

artificially-intelligent second player, music that
changes with the action, RPG-like character
development, the list goes on. Great fun, all in all,
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warsz _ 86%  90%
Publisher Core Design o o
Issue Reviewed April 1993 DS

Meamory 1Mb

Price £25.99

CR2 stars baby Chuck Jor in a perilous trek across
loads of gorgecusly-detailed and heavily-parallaxed
scrolly levels in an attempt to rescue his dad, the
famed Chuck Rock. Although familiar platform stuff,
the huge, imaginatively-drawn baddies and tongue-in-
cheek humour makes this a winner.

Civilization

Publisher Micropross
Issue Reviewed August 1992
Memory 1Mb

Price £29.99

Sid Meler 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 involving
strategic gameplay more than compensates.

Combat Air Patrol 8 9 (y
Publisher Psygnosis

Issue Reviewed April 1993 P 3
Memory iMb

Price £29.99

In the same month we review Desert Strike along
comes the similarly Guli War-inspired Combat Air
Patrol. It's a flight sim with its eye firmly on playability
rather than rigorous technical accuracy, so while it
may not impress the sim hard-liners the rest of us will
have a whale of a time. The 3D, by the way, Is great.

cacess Q0%  88%

Another series of games where the third proved to be
the best of the bunch. Farget the previous two, or
most other sprite-based racers - this game Is one of
the contenders for the racing trophy. It scrolls, plays
and moves so well that you'd be a fool to let this ona
overtake you.

D/Generation 8 9 % 9 0%
e i

A throwback to the old days when isometric games
ruled the waves, DVGeneration hides its storming
gameplay underneath some ‘alright' graphics. An
arcade adventure in its purest form, immensely
suspanseful and cheap as well, you should serlously
think again if this isn't in your disk box.

Desert Strike 8 5 Cy
Publisher Electronic Arts o
Issue Reviewed April 1993

Memory 1Mb

Price £29.99

Definitely EA's bast Megadrive-to-Amiga conversion
yet, DS has you flying a state-of-the-art attack chopper
around hostile desert territory. Its a thinking man's
shoot-'em-up basically, with excellent graphics and
sound and flawless playability. A classic, and actually
better than its Megadrive inspiration,

Price

Flashback is from the French geezers wot brought you
Ancther World. if truth be told it's not quite as
stunning as that classic but it's a close run thing. The
animation of your character as he runs, jumps and
fights his way, Prince of Persia like, through the alien
world is superb. A platform game fan's dream.

Jaguar X220

T

N

& )

Dune

Publisher Virgin Games
Issue Reviewed June 1982
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 arid desart world
Arrakis. Don't be fooled by the graphic adventure-ish
graphics - this is a thinking man's game, albelt one
blessed with sasy accessibility and superb playability.

Fireforce

Publisher
Issue Reviewed October 1992

ICE

512K
E25.99

Memary
Price

Yet another blast from the past, Fireforce has

B distincily Green Beret origins, Who cares where it

il comes from when the snd product is this good?
Violence and mora violance (with some distinctly
raalistic throat-slitting) make this horizontally scroller
a game which you should hide from your granny.

Flashback

Publisher US Gold
Issue Reviewed March 1993

Memary 1Mb
£25.99

Indy Jones IV (Adventure)

Publisher USs Gold
Issue Reviewed January 1883
Memory 1Mb

Price £37.99

Many consider Indy IV to be the best graphic
adventure ever and thanks to its superb graphics and
sound, multiple plot paths and marvellous atmosphens
they're not far wrong. However, on Amiga the
enjoyment I8 marred slightly by extreme slowness in
places and some annoying disk swapping problems.

Hoi

Publisher Hollyware

Issue Reviewed August 1992

512K

£25.99

A super-cute platform jobby that constantly -
astounds, Hol 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.

Publisher Core Design
Issue Reviewed June 1882

Memory iMb
Price E25.99

It seams like the World and his wife is doing a
licensed car racing game these days, but Core's effort
manages to pull away from the pack elegantly thanks
to some impressive fast 3D and an excellent easy-
to-usa track designer (which in our estimation is

far better than Lotus 3's RECS anyday).
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The Legend of Kyrandia 3cy OCy McDonalds Land
Publisher Virgin Games o o Publisher Virgin Games

Issue Reviewed Movember 1992 Issue Reviewed December 1992
Memaory 1Mb Memaory 1Mb
Price £20.99 Price £25.99

Yet another attempt to ‘do’ Mario on the Amiga, this
B one succeeds thanks to superb playability and soma
interesting twists on old platforming themes. Of
course it's barely got an ounce of orginality but who
s R To. | cares when the game's this much fun? Want a great
AEIIRERVGEY *.* ] ojattorm game? You got it!

A graphic adventire in the Monkey Island 2 model. As
Brandon, your only chance of resuscitating your
tumed-to-stone Grandad is by defeating the mad jester
Malcolm (the best villain to have appeared in an
Amiga game yet). Lots of truly gorgeous graphics and
an inspired player interface.

g S

Legends of Valour Monkey Island 2

Publisher Us Gold Publisher Us Gold
Issue Reviewed December 1992 g Issue Reviewed July 1992
Memory 1Mb Memory 1Mb
Price £25.99 Price £37.09

. | 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
i accessing is a trifle too much but the overall package
is one of the best you'll ever see on the Amiga.

LoV uses an amazing graphics engine to generate the
miost 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, you'd be foolish to miss it.

Lemmings 2 No Second Prize

Publisher Pysgnosis Publisher Thalian

Issue Reviewed March 1993 Issue Reviewed December 1992
Memory 512K : Memory 1iMb

Price £25.99 Price £25.99

MSP is arguably the first bike game to actually make
you feel like you're asiride a throbbing metal monster.
Whaere it scores most over its predecessors |s the

= ease of control the player has over the bike - it's sheer
bliss! Virtually faultiess, it ranks alongside such other
racing classics as Lotus and F1GP.

Oh yes! They're back! Topping what must be THE
classic game of the last few years was never going to
be easy but DMA Design have done a top job. There
are fifty new abilities to learn (some Lems can even
fiy!) and increased player interacton with the scenery.
Just as much fun as the original ever was.

Lionheart Putty

Publisher Thalion Publisher System 3
Issue Reviewed March 1983 } Issue Reviewed October 1882
Memory 1Mb Meamaory 1Mb

Price £25.99 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 blob, the player has to slip, stretch and absorb
his way around umptean gaudy levels, rescuing robots
from an evil wizard's minions. Try it - you'll like it!

Risky Woods

German coders are on a bit of a roll at the moment,
what with No Second Prize and now this, a hack-n'-
slash platform romp. Boasting some of the most
stunning scrolling parallax scenery you've ever seen
and tight, addicitve gameplay, this is a terrific title
that is an essential part of your software collection.

Lotus 3

Publisher Gremlin Publisher Electronic Arts
Issue Reviewed October 1992 Issue Reviewed July 1992
Memory 512K Memory 612K

Price £25.99 Price £25.099

The third Lotus instalment mixes the best of the two
previous offerings and ends up with a game which will
satisfy all. With laps or circuits, a variety of race
conditions and an unusual course designer, Gremlin
have produced a real winner. You still cant wreck the
Lotuses, though!

Hey, there are these woods, right, and - they're risky!
(Thanks in the main to the legions of the Undead that
roam Its moonlight-dappled pathways). Yup, we're in
horizontal-scrolling slash-em-up territory here and not
a bad one at that, although the scrolling is a touch
‘jittery’ in places.

30/ Sensible Soccer V1.1
0

Lure of the Temptress

Publisher Virgin Games Publisher Renegade
Issue Reviewed July 1992 Issue Reviewed June 1982
Memary 1Mb Memory 512K
Price £25.99

Price E25.99

| Here at The One we don't care what you OR your

mates say - Sensisoccer kicks seven bells out of Kick

| ON 2. Instinctive control and out-and-out

| addictiveness make it a joy to play, and the improved

| goalies in this revised version have produced a game
d that's near flawless!

An impressive debut by Revolution, an English based
programming team, Lure improves over the standand
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.




Shadoworlds

Publisher Krizalis

Issue Reviewed November 1992
Memary 1Mb

Price £25.90

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
mora on action here than the puzzie-orientated
Shadowlands and arguably suffers for it - shooting
mansters in half-darkness can get annoying at times!

Street Fighter 2

Publisher Us Gold
Issue Reviewed lanuary 1893
Memory iMb

Price £27.99

Street Fighter 2 on the Amiga isn't half bad at all. It's
not as smart as the SNES version, agreed, and die-
hard fans of the coin-op may be disappointed by some
of the graphical omissions like the lack of parallaxed
backgrounds, but there's still no denying that this is
one of the Amiga's better beat-'em-ups of late.

Superfrog

Publisher Team 17
Issue Reviewed April 1993
Memory 1Mb

Price £26.99

Forget Zool - this is the real Amiga “Sonic-beater'. Like
all Team 17's games it looks and sounds marvellous,
but the gameplay is what really makes the game
shine. From the control through the level design to
the difficulty, it's all been brilliantly thought-out. You
won't have had so much sheer fun in a long time.

Troddlers

Publisher Storm

Issue Reviewed October 1992
Memory 512K

Price £25.99

A puzrrle game which is firmly Lemmings influenced,
Troddiers adds to the DMA classic by introducing a
number of different level objectives. If anything it
owes a little more to Solomen's Key than Lemmings
with its emphasis on block manipulation as a means
to guiding the Troddiers to the level exit!

88%

B
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91%

87%
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Ultima VI

Publisher Origin
Issue Reviewed June 1992
Memory 1Mb
Price £31.99

The latest (and possibly the last, on Amiga at least) in
the long line of quality RPGs, Ultima V1 is by far the
best of the serles, boasting attractive if diminutive
graphics, incredibly involved plotlines and buckets of
atmosphere. Not everybody's cup of tea but an
impressive farewell (?) to say the least.

Wing Commander

Publisher Oirigin

Issue Reviewed November 1992
Memaory 1Mb

Price £28.98

It's the PC-to-Amiga conversion no-one thought we'd
ever sae, but here it is and it's not half bad. It's got
everything the PC version had and is thus just as
impressive. Although the 30 can be sluggish at times,
the superb feeling of actually taking part in a big
space campaign pulls you through the occasional lulls.

Wizkid

Publisher Ocean
Issue Reviewed June 1992
Memory 512K
Price £25.99

Without a doubt the best game that Ocean has
released in a long while, Wizkid also happens to be its
most original (all thanks to thosa crazy funsters at
Sansible 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!

Zool

Publisher Gremlin™
] Issue Reviewed October 1992
1 Memory 1Mb

Price £25.99

| Gremlin certainly cooked up a character to rival even

Maric 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

o like Zool to impress your mates.

COMPETITION

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic
software prizes then you've come to the right place. Just answer the following questions...

(1) How many of the Recommended games have scored 90% or over?
(2) How many times does the word 'Lemmings' appear in these Recommended pages?
(3) Which Recommended game has the lowest % rating?

Answers on a postcard or back of a sealed envelope by May 28th to the following address:
Recommended Compo 5, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R
3AU. The first ten entries drawn from the hat after the closing date win!
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] was fllcklng through

Empire the other day, when

out plopped one of those adverts for a cheap
book club which offered huge discounts on paperbacks

if you joined their club for a year. Always one for a bargain,
I scanned through the list of available titles until my eyes fell upon a book

detailing many predictions by famous prophet Nostradamus.

Now, there's a very famous story about how, back in the ‘olden days’, one blake became particularly annoyed by
Nostradamus who always got things right and had loads of girlfriends. This bloke, who we’ll call Not-Nostradamus,
invited Nostradamus round to his gaff for a nosh-up and some serious boozing, with a cunning plan in mind.

On the day of thesocial event, the two friends were walking up the garden when they stumbled across a black
pig and a white pig. Not-Nostradamus turned to Nostradamus and said, “If you're so flippin’ clever, tell me what's
going to happen to those two swines."

Nostradamus was used to being asked spontaneous questions and so he replied fairly quickly, and with
remarkable calm, “The black pig will be eaten by a wolf and we willeat the white one.”

Not-Nostradamus said nothing. When Nostradamus was safely settled in the lounge, watching the ‘wireless’ or
whatever they used to do in them days, Not-Nostradamus sneaked into the kitchen and instructed his chef to cook
the black pig and leave the white pig in the garden.

At one o'clock, the chef called both men into the dining room and placed a huge bacon-gammon-pork-frazzles-
pie in front of them which they tucked into heartily.

“Chears-ears!” burped Nostradamus when he had finished the meal, “What was it we were eating?”

At this point, Not-Nostradamus began to laugh, "I'll call in the chef - he’ll be‘able to tell you.”

The chef entered the‘dining room a little worried, as he’d managed to drop one of his contact lenses into the
dough when he was making the pie and hadn’t been able to find it. Not-Nestradamus immediately said, “That meal
was lovely, tell my friend what was in it.”

"Well, erm, um, etc,” began the chef, unable to string a sentence together. “| left the window open when | was
washing the veggies and a giant wolf came in and ate the black pig so | had tokill the white one so that | could make
the pie.”

That story is apparently true, so it was with'some interest that'| focussed on the cover of the Predictions From
Nostradamus book depicted on the advertisement so handily inserted into Empire. And what.did it say on the cover?
Ill tell you what. "President Bush-gets re-elected”, obviously one of Nostra’s off days..Bl6ody con, those predictions,
that's what | say.

Anyway, the point of this page is to let you know that sometimes it's better to not give predictions as you only
end up letting people down. There’s no way that we're going to tell you that next issue will include a review of
Frontier, a feature on how to get in the software industry or stuff like that.

You'll just have to wait and see.

I have survived passage through the barren wastes of Grengar and put the foul
Witchbrood of Morfrey to the sword, yet | still find it a bit of a problem getting The
One on a regular basis. Hence could you please reserve/deliver (delete as possible) the
April issue of The One for me.
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ACTION REPLAY FOR

%ﬁﬁ L, YOUR MACHINE.

AN '-ft--u;;_z.-f.- 00 O o /nfinate power, Infinate
e lives, become invincible

Choose between the new 32

bit A1200 or the trusty A600 _ WIN A SUPER NINTENDO + STARFOX
JOJ ' THE LATEST SNES ACTION CAN BE YOURS

rlarley Davidson
Cizalr
2 TICKETS
THRIE BANID
WENMBSBLEY

. . SUPER NINTENDO + STREETFIGHTER IN! _
MADONNA GOODIES ALL THE ARCADE ACTION IN - WIN YOUR WAY

OUNTAIN BIKE TO A DRIVING

WIN THE BIKE OF YOUR CHOICE UPTO £200 LICENCE!

YOUR OWN HOME!

VISIT EURODISNEY ,,‘

THUNDERBIRDS - 1 ' A WEEKEND FOR A FAMILY OF FOUR
MODELS PLUS -
TRACEY ISLAND

WIN A STREET

FIGHTER II JOYSTICK

. 5251}{[?33115? Wi WIN £250 WORTH OF GAMES!

RUN RIOT IN A GAME STORE!

[IMS Ltd, PO Box 28, Northampton NN1 5D0S. Calls cost 36p rate) 48p per ! j@iquestions. Max possible cost
£3.60. Please be sure that you have permission before m g this call. Ends 30688 Ni ) . A s Streetfighter Il, Sonic 2, Action
Replay, Harley Davidson, Thunderbirds and Star Fox are alrademarks of ir res i i ® not relatal_ctr endorsed by th_em.
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5th June, 1944. Evening...
The storm clouds of war are
gathering over the Channel. Just
after midnight Operation Overlord
will commence, unleashing the
allied forces against the might of

the German Army on the beaches

of Normandy...
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Hone your skills beforehand
with up to 28 training missions.
MNow, as the legendary General
Dwight D. Eisenhower, you're
ready to lead the offensive...

Liberate the strategically

crucial village of 5t. Mere Eglise.
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In the hush of the war-room, pore

over the war map, plan tactics

and issue your commands.

Then it's into the fury of battle
as you take to the t:ra::er-lit skies
at the controls of a BLT Bomber,
softening up your target with a
daring pinpoint bombing raid...

With explosions still ringing
in your ears, drop the 82nd
Airborne into safe locations -
remember, their lives hang on
your skill...

Now come the big guns. In

the sweltering heat of a tank you

Available on: PC & Compatibles, CBM Amiga & Atarl 5T.
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DARE YOU RE-LIVE IT?

Adjust difficulty levels to
match your ability... introduce the
fog of war to make those strategic
decisions ultimately realistic... do
whatever you need to for victory.

ASK YOUR RETAILER FOR

ATAR 5T

D-DAY NOW!
rumble towards the front

line...squinting from the gunner's
turret you blast away an enemy

Panzer and thunder on...

Finally, with bayonets fixed,

wave in your infantry to take
back the village in treacherous

hand - to - hand combat.
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