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Kult Of Speed, Banshee plus some others!
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Italia, Stardust and - yes! - more besides!
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COMMAND EARTH’S FORCES

UNITED NATIONS RESOLUTION
643-2(C)

CLASSIFIED-TOP SECRET

For Your Eyes Only - Read & Destroy
Re: Formation of Covert UN Combat Unit
Date of Inception: 1-1-1999

Name: Extraterrestrial Combat Unit
(XCom)

The Threat:

The ever increasing appearance of
hostile Alien craft. The indiscriminate
landings; the terrorising and
disappearance of civilians. The hysteria
generated among the local population.

The Task:

To combat the Alien threat by scanning,
tracking and intercepting all UFOs. To
research superior alien technologies and
apply that knowledge for manufacture of
advanced weapons and craft to be used
against the aggressors.

The Base:

A secret base (Alpha One) has been
equipped with two leased Interceptors,
=Y Skyranger transport jet and
scientists, engineers and soldiers. The
base will have to be enlarged and other
bases MUST be built (see Finance).

The Finance:

XCom will exist entirely on world
government funding. Each nation will
allocate funds dependent on the Xcom
monthly results in their specific area.
Governments reserve the right to
withdraw or reduce funds, at any time.
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'AGAINST THE ALIEN TERROR

1999. You are in control of XCom; charged

by the world’s leaders to strike at the alien

menace that’s terrorising the Earth.

At first, you'll scan, track and shoot

down the slower UFOs, but that will just
be the beginning. Whenever a UFO
crashes, or lands, you must be there;
leading a squad of armed soldiers from
building to building, from street to street,
using all your tactical skills to capture or

destroy the aliens.

If you succeed in your first missions, your
scientists and engineers will copy the alien
technology to create more powerful
weapons and craft for your forces to use.
Gradually, you’ll build up a terrifying
picture of this Unknown Enemy, and their
real aims and desires, then you’ll have to

work out a strategy to stop them.
One thing is certain - it won’t be easy!

For IBM PC Compatibles and

Commodore Amiga

IBM PC screenshots shown.

Actual screens may vary
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SEMAP Images 1994

ello. With David off talking about
RPGs and tedious strategy games
for EMAP's latest launch, PC
Games, the weighty task of edit-
ing this so-called magazine has
fallen to me and I'd like to think

David I'm surprisingly short of perfect — I've got a
high hair-line (actually, it's always been like that),
my eyesight is suspect, I'm fond of the odd moan
now and then, and | can look crap in any photo (as
not demonstrated here). Over the next few months
we'll be introducing the new team and tweaking
the magazine to make it even better, which — let’s
face it — shouldn't be too difficult. Anyway, if
you've got any comments or suggestions, or just

fancy having a rant about something, then for heav-

en's sake put pen to paper. Remember, the more
letters we get, the less we have to write ourselves.

SIMON BYRON, EDITOR.

4 CONTENTS

Kind of pointless really. You're looking at the
bloomin' thing. | guess it's kind of patronising
when you think about it.

6 BOOT SECTOR

Heimdall 2! Heimdall 2!! Gibber, it's on the cover
disk. Fneep! | can barely contain myself. Heimdall 2!
Oh, er... and a couple of other things, probably.
(Heimdall 2! Eeek!) .

12 NEWS

As always, we delve deeper than any other mag in
our relentless pursuit of the truth. Press releases
beware, our top news-hounds are on your trail and
we won't stop until we've got the real story.

18 LETTERS

The part of the magazine we like to call yours.
Saves us having to be witty and creative for anoth-
er two pages at any rate. Do you know how hard
this job is? Sit there and be funny, he said. You
can't force inspiration you know. (Just get on with
it please. — Simon.)

21 WIN A CD32! (AGAIN)

The BBC may think its got the repeats business
wrapped-up but show us another institution that
can repeat competitions like The One! Yes! Once
again we give away the world's first 32-bit console
in an amazingly clever and well constructed com-
petition with Psygnosis. We have to, it seems that
Commodore can't shift the things.

that I've settled into my new posi-
tion remarkably well. After all, like

Flcontel

22 ONE ON ONE

Yo ho ho and a bottle of rum! Ah har, me hearties.
Splice the mainbrace and get ‘ee forrard to the
foc'sle you dogs, afore | keel-hauls the lot o ye!
(Imbecile. What he actually means is we go under-
cover in the world of computer piracy and interview
someone in prison. — Simon.)

25 WORK IN PROGRESS

We went behind the scenes, under the covers,
beneath the sheets and up the behinds of just some
of the games of tomorrow. They didn't want us
there, but we insisted; we used threats and when
they ignored us, we blubbed until eventually they felt
sorry for us and let us in. Top journalistic methods!

FLIGHT OF THE
AMAZON
QUEEN...26

Renegade takes to the skies in a brand
new adventure from Australia. We go
down-under to find out what's happen-
ing in the place Neighbours comes from.
(At least we'd liked to have done.
Actually the whole interview was done
over the phone and it was cold here and
raining and | had to get up early...)

41 REVIEWS

Another chance for us to show our complete igno-
rance of the wonderful world of the Amiga by giv-
ing ridiculously high marks to unfinished games on
the promise of a free lunch and the chance of an
Exclusive! flash on the cover. (Careful laddy. There's
satirical and then there's satirical. — Simon.)

70 UPDATES

We update the latest updates and make sure you
are updated on what there is to be updated on,
Updatewise. (Subtle. I like it. — Simon.)
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GAMES FEATURED IN THIS ISSUE
FLIGHT OF THE AMAZON QUEEN WIP
BANSHEE

KULT OF SPEED WIP
CLUB FOOTBALL THE MANAGER WIP 3
DARKMERE REVIEW 42
Muzzy REVIEW 46
MANCHESTER UNITED REVIEW 48
MEGA MOTION REVIEW 50
STATIX REVIEW 51
FLY HARDER REVIEW 5

R REVIEW 54
We replay the latest replays... (Cut it out. — Simon.) Sorry. Budget games a-go
go as we bring you all that's hip and happening in the world of cut-price soft- NAUGHTY ONES REVIEW L
ware. Just what does an Ayrton get you these days? All will be revealed. MONOPOLY REVIEW 58

78 KILL ZONE BUBBLE AND SQUEAK REVIEW 60

The Settlers, Championship Manager, Stardust and various LEGACY OF SORASIL REVIEW 62
bits and pieces from the Games Surgery. All in the bit THE BLUE AND THE GRAY REVIEW 54

with sexy black pages.
6 CK OEE! HEIMDALL 2 REVIEW 66
86 KICK OFF THE SETTLERS TIPS 78

This month: Soames discovers Lady Askwith
asleep in the coal cellar, Lord Ashcroft travels to Lon- CHAMPIONSHIP MANAGER TIPS 81
STAR DUST TIPS 82

don and the evil Jonathan Q. Walton attempts to
SENSI WORLD OF SOCCER PREVIEW 86
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DARKMERE...42

Isometricity abounds thanks to Core
in its quite superb new role-playing

game. We devote a whole four pages
to it in our review section so you'd
better believe it's good.

P2

72 REPLAYS
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WIN!
A CD32!

Go to page 21
and don't stop
for anything!

foreclose on Hargreaves' loan. Meanwhile we take
another look at Sensible World Of Soccer.

88 PD ZONE
At one stage we were thinking of calling this bit of the mag ‘The Domain’. | SENSIBLE WORL D
kinda like that, perhaps we should have stuck with it. Why don't you tell us OF socCER. ..86

what you think? Write with your opinions to: PD Zone or The Domain Debate ¥
at the usual address. (You're opening a huge can of worms now. — Simon.) Part two of our Exclusive! look a_t the footy
game to end all footy games. This month

91 BACK ISSUES we've even got some pictures of it to show

Would you Adam and Eve it? We've completely run out of back issues! We youl Crikeyl
haven't a single issue left anywhere. We've even had to bring in our own per-
sonal copies into the office to make up the numbers. Right out, amazing... Only
joking, we've got stacks left, so come and get them while they're hot.

92 SUBSCRIPTIONS

The world's first Pay-Per-Read magazine. We're going to start scrambling sec-
tions of the magazine soon so you'll have to subscribe to read them. Pretty
soon we'll set up entire magazines devoted to particular sections. | can see it
now: The One Reviews, The One WiPS, The One Updates. It'll be great and not
at all like Sky TV, gosh no.

94 RECOMMENDED ON THE DISKS...

:t's tl:c:? putﬁ;llg {t;is sect:on tu_geﬂlier each m:ntl:' l:;eceau::‘beinhg suchhfillnu;” Two words (OK one word, one numeral) for
ous folks on The One we love simply everyone and everything. As such it's dif- . Hei N2 T h NOW!

ficult trying to pick favourites. It's like asking someone which of their children TARE Heunen N Shat pope
like best. Still, we manage somehow...

98 NEXT MONTH

We got a letter this month. Or rather one of us did. The rest of us took the
proverbials. Come and witness the finest sweatiest public humiliation on our
Next Month page (Who knows? We may even tell you what's happening in our
next issue. Probably not though. But then again...)
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LOADING THA DEESKS

1. Cause a peasant upriseeng
anda ini ze confusion take control
of ze deesks ona ze cover of ze
magazina,

2. While ashouting your
allegiance to El Capitano, head
fora ze slotty beets ofa ze
Ameega and steecka ze deesks
ina ze hole.

3. Viva la revolution witha ze
Tequila and dreenk untila ze
deeska loads up. Thena pressa ze
key that indicates ze game ofa
your choiyce.

4. Say “Eh, Gringo!" and
“Badges? Badges? We don’ need
no steenkin’ badges!” a lot as
you play ze game.

LOADING DISK A...
Loading our exclusive demo of
Heimdall 2 is possibly one of
the easiest things you'll ever
do with your Amiga. Pull the
disk from the cover, remove it
carefully from its plastic bag,
and bang it straight into your
Amiga, sharpish-like. Now
switch on, and in just a few
seconds, Heimdall 2 will
appear before your eyes.
Playing Parattack could
prove to be more difficult, but
only if you're a technological
buffoon. Anybody else can
simply load up Workbench
from your, er, Workbench disk,
then insert your Coverdisk.
Double-click on the icon which
appears, and then again on the
Parattack folder. Now double-
click on the Parattack icon,

o and you're away!
W

HEIMDALL 2

Core (1Mb only)

eimdall is just about every-
Hwhere. He's been on our

cover, he's been well and
truly WiPped to death, he's reviewed
in just a scant few pages, and here
he is again on our coverdisk! What a
performance! What a guy!

The aim of this demo in its sim-
plest form is to find a secret artifact
(with a silly name — but you’ll find
that out yourself later). Of course the
demo doesn’'t just consist of one
room with the object sitting in the
middle of it (we leave demos like
that to other mags!) but is hidden
somewhere in our huge, nay mas-

MY! WHAT AN INVENTORY!

The inventory is a lovely place, filled with weapons, armour and feod. To
access it during the game, simple click over the ‘bag’ icon with the
mouse, and away you go.

The inventory is split into six areas; Weapons, armour, projectile
weapons, general items, holy items and charms. You also have four
*hands’ used to hold the items from these different areas. To use an item
in the ‘real world’, drag it from its specific area and deposit it in the
right ‘hand’. Now return to the game by clicking over the red cross, and
press fire to ‘use’. (Arrows can be fired by putting the bow in your sec-
ond from right ‘hand’ and putting arrows into the ‘use hand’).

Other items can be eaten, examined, etc. by dragging them over the
relevant icon. Because this is only a demo, many of the features will not
operate, but here’s a guide of those that do for your pleasure and
perusal...

Heimdall's condition




BOOT SECTOR

Risking life and limb on a non-stop roller-coaster of a ride, Matt Broughton brings you
two of the finest fillets o' fish ever to grace the glossy bits of a magazine. Yowza!

DISK A

HEIMDALL 2
Core Design (1Mb only)

PARATTACK
(1Mb only)

Converse/

Use sword/ Up and right
Fire arrow A

»

Up
and

left

Down and left

Down
and
right

make use of both his diplomatic
skills as well as his combat skills to
negotiate the many obstacles both
physical and mental before complet-
ing this mini quest, and you're down
on his list of helpers!

Controlling Heimdall couldn't be
easier (well it could, but only if you
could plug your brain straight into
the Amiga...) Using the joystick you
can direct Heimdall around his demo
world, using fire to initiate conversa-
tions with passive characters, or to
attack the baddies. Objects are
picked up automatically by just walk-
ing over them, while inventory
manipulation is controlled using the
mouse and a sub-menu (see panel).

Grandslam

COOKIE
(1Mb only)

BUMP ‘N' BURN

PARATTACK

Complete PD game!

here’'s nothing quite like your

I Amiga emitting a high-
pitched scream of agony to
induce a real feeling of pleasure in
your bones. Hearing the Lemmings
go “Oh no!” after an Armageddon is
pushed and listening to the Cannon
Fodder soldiers squeal when you
only maim them are just two of the
finer moments in computing history.
Now another example is added to
the list. Just shoot one of the para-
troopers as they glide down from

Eat
lead G
SCUM » .

Absolutely nothing.

Rotate
gun
left.

Once again, Zippo.

their planes in this highly playable
piece of PD. "Aieee!”, they go. "Ha
harr!”, | go.

The idea is simple. You're in com-
mand of a small gun turret at the
bottom of the screen. Your task is to
shoot the required number of
planes out of the sky before they
drop enough paratroopers onto the
ground to overthrow your position.
A running total at the bottom of the
screen tells you how many planes
have eaten ground and the goal is
to make it stretch right across the
screen. In the meantime, every para-
trooper that lands races towards
your turret and forms part of a
human ladder. As soon as they are
high enough to see you, they shoot
you (they're like that, paratroopers).
It's a race against time, a battle of
wits, but — most importantly — a
barrel of laughs.

The number given on your gun
turret base shows how many shots
you have left, which increases with
each successfully shot down craft.
I'm sure | don’t need to tell you that
this means you can't just shoot
around the screen ‘willy nilly'. Keep
the old shots to hits ratio up and
you should survive, otherwise
it's time to die. Cheers!

10109
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Grandsiam
(1Mb only)
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ump ‘N’ Burn (for those of you
Bwhu missed last month's WIP)
is Grandslam's brand new all-
action, cartoon-style racing game.
The finished game will contain seven

cars (no prizes for guessing what
Grandslam’s lucky number is}), but for
our purposes you get four stages of
level one and either the Dazzling
Dinos or Mr. Fabulous (for players
one and two respectively) as drivers.
Simply get them from A to B, then C
and D, and avoid all the obstacles
along the way.

Running over a star (the pointed
variety, | don't mean plough into
Julia Roberts or anything) will pro-
vide you with either a weapon, or a
bonus item (see the panel for details)

L NN N NN NN N R NN RN

(1Mb only)

ookie! The very name sends
shivers down the spines of
modern-day so-called comput-
er games. Cookie! It set the stan-
dards for all games to come. Cookie!
It, er, had food in it. Oh let's face it,
Cookie was (and still is) an ancient
Spectrum game that had you firing
food into a basin whilst avoiding lots
of harmful objects.

Cookie is covered quite extensive-
ly in PD Zone so | shan't spoil your
forthcoming pleasure by going into
too much detail because | know it's
the first page you turn to after this
one. Suffice to say, you've got to
avoid everything, knock the food
into the bowl by firing at it and
shoot the tools into the bins. G'luck!

Remember, this rather fab game
is 'Shareware’ and if you decide that
you'll be playing it for some time

then don't forget to send your
cash off to the address on the
title screen.
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different courses and seven different [SSSSSSSEs

COOKIE

)BOOT SECTOR

Fire Forward Weapons

Accelerate

»
»

Steer
Right

Steer
Le

[

- | 3 .-1I
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Fire Rear Weapons/Activate ltem

(extra jump)
Bump Power Indestructible ‘(O)a
(20 seconds) LT
Missile
» .rﬂ-i: ERd (Dazzling Dinos) m
: i [Invisibility
P - Missile -
E B ' * I@ 10 Coins (Mir. Fabulous)
and since each driver has a different =
weapon to collect, it can cause for Mine Hﬂlﬂil‘lg "' I
some intense sideswiping as you - = e
T Missile - -

attempt to make the driver just
ahead of you miss the upcoming star.

Other than that, it's all good old
instinctive fun, so grab your stick and

Solid Wall (Dazzling Dinos)

Oilslick

burn. And bump. Only the other way H?II'I.II'IE “
round. With a ‘n’ in there somewhere. Missile
(Oh shut up! — Simon.) Turbo (Mr. Fabulous)

Due to the large number of disks we duplicate, it's possi-
ble one or two may be faulty. We're very sorry if you've
got one of these, but whatever you do DON'T SEND
THEM TO US! We'll only take them outside and stamp on
them and then you'll never get them back. Instead, send
them to this address with a SAE for 28p:

The One Coverdisk Returns,

You figure up PC Wise,
it u-l.r: Dowlais Top Business Park,

. Dowlais, Merthyr Tydfil,

Mid Glamorgan CF48 2YY.
Your disk should be returned within a few days. If you
think that you can solve your problems down the phone,
call the PC Wise helpline on (0685) 350505 between

10:30am and 12:30pm on weekdays.

*gulp*
Right

Er, left

The Small Print Bit.

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.

Down




The greatest international
team matcn in golf

Experience the thrill of playing in the world's premier
golfing event.You must gel every detail spoi-on to keep up
with the calibre of players you'll be going round with.

The incredible detailof the courses themselves add fo the
leeling of actually being out on the course, being one of the
feam and taking part in one of the sport's greatest events.

Ryder Cup Golf plays with stariling speed and defail
so real you can almost smell the grass.

AMIGA 500, 600
AMIGA A1200
IBM PC & COMPATIBLES

Ryder Cup Golf leaves nothing out. If gives you the chance fo
analyse every course, every hole and every shol.

‘.-------.--I

*'h

The mechanics of the swings from the fee fo green have been
infricately studied and replicated fo make the game as close
as possible to the real fhing.

In 1926, af Wentworth, England, a match ook J'?IIIJH

between two teams of professional golfers from
the USA and GREAT BRITAIN

The result was a convincing win for the British, The match wis

the brainchild of two men; Walter Hapen - an American golfing
legend - and Samuel Rvder, a wealthy English businessman Compete with the professionals on the prestigious Belfry course
The competition took place under the rules of the PGA, and or try your clubs on any of the other three courses.
the winning team received a trophy, kindly donated by Samuel Ryvder,

This was the beginning of the Ryder Cup.

OCEAN SOFTWARE LIMITED - 2 CASTLE STREET
CASTLEFIELD - MANCHESTER M3 4LZ
TELEPHONE: 041 832 6633 - FAX: 061 834 D450
TM & ¢ 1993 PGA. Officially Licensed Product.




CHAOS ENGINE
13.99

9.99

“ARABIAN NIGHTS.
9.49

ELITE
9.49
IMPORTANT - PLEASE NOTE
NOP = will not work on A500
Plus, A600 or A1200,
NOI2 = will nat work on the
Al200,
1 MEG = requires at least | meg
of RAM to run.
v = NEW [fem
AMIGA A1200 VEHEH]H GAMES
ARBUCKS 1.2 20,88
ALIEN BREED 2 10,88
BOODY BLOWS .18.48
BODY BLOWS GALAC 18,89

BRILLIANCE AGA (2 MB MINMLIH' 4 DIE-K
DRIVES OR HARD DRIVE REQUIRED,
PROFESSIONAL PAINT AND ANIMATION
PACKAGE FOR QUTSTANDING RESULTE
FEATURES ALL AMIGA SCREEM MODES

INCLUDING AGA)* ....... 114,59
BURNISNG AUBBER 18,49
CHADE ENGIME . 848
DENNIS 18.49
ESHAR 2 - LEGIONS OF CH A8.99
JURASSIC PARK 18.49

KINGE QUEST & (1 MEﬂ]' . .22.99
MAN UTD PREMIER LEAGUE I:HMIPHJNE- =509
MR NUTZ ... 19,45
HIGEL HhNS!LI. E-'I'uI'UFlLD EHAHP SI'IF 1849
RISE OF THE ROBOTS * ... 25,69
RYDER CUP
SIM LIFE ........ ik
SIMON THE mEﬂEH e
SOCCER KID ...
STAR TREK - 25TH ANNIVERSARY
{HARD DRIVE ONLY) ...
SUPER STARDUST +
o e I
I00L

.ﬂ.I'-I'IIGA GAMEE
668 ATTACK SUB ,
A-THAM (1 MEG] ......
AJ20 AIRBLS (USA \'EHSIDN:IH MEG)
A320 APPAOACH TRAINER (1 MEG) = ......
ADDAMSE FAMILY (1 MEG) .

AlF SUPPOAT ..
ALFRED CHICKEN (1 uar.;;
ALIEM 3, L]
ALIEN BREED |EFEL‘.|A.|. !bl'rlclﬂ;- i M!GJQ &
ALIEM BREED 2 [1 MEG) . i
AMERICAN GLADIATORS |H:|12:|
AMMIOS ...
AMOTHER WRLD
APOCALYPSE 1 MEG}
ARABIAN MIGHTS,........,
ARCADE POOL {1 MEG) + [—
ARCHER MACLEAN'S POOL ......ccoinnia
ARKAMOID 2 (NOE) ...,
ARMOUR GEDDOM 2 {1 MEG)® ......ccc....
ASSASSIN REMIX ...
BT FLYING FCIHTFIE!-SU MEG]
BATMAM RETURNS ...
BATMAN THE MOVIE |
BATTLE ISLE 84 ..
BATTLE OF BRITAIN ..
BEACH VOLLEY (WO12)
BEMEATH THE STEEL SKY [1 HEG:-
BENEFACTOR (1 MEG) I
BILLS TOMATO GAME.. oy
BIRDS OF PREY {1 MEG) lm:nz]
BLACK CRYPT (1 MEG) ...
BLADE OF DESTINY {1 M!Gr
BLASTAR [1 MEG) ..

BLUES BROTHERS .

BLUES BAOTHERS JUKEBOX ADVENTUIRE «
BODY BLOWS (1 MEG) .., .
BODY BLOWS Gﬁ.LAl:TH:n HEG|
BREACH 311 I-IEI:I]* .
BRIAN THE LION...
BUBBA W STIX ...
BURNING RUBBER
CAESER DELUXE
CAMPAIGN (1 MEG) .
CAMPAIGN 2 [1 MEG) ..
CANMON FODDER (1 MEG)
CARDIACS ..

CHAMPICHEHIP MANAGER 83

CHAMPIONEHIP MANAGER COLLECTION

(B304 + UPDATE DISK) {1 MEG] » _...........20048
CHAMPIONSHIP MANAGER ITALIA G584

{1 MEG)® (oo, 1848
CHAQS ENGIME ..., 13.99
CIVILISATION {1 MEG) . werd 349
COMBAT AIR PATRIOL ..ooeimeecinicimssnses 20048

COMBAT CLASSICS

TOP SPECIAL

 TOP SPECIAL

GHAM MGR 93794
12.99

11.49

200L 2
16.99

ALIEN BREED 2 (A1200) STREETFIGHTER 2
18.99

SENS| SOCCER ‘9293 CANNON FODDE
13.99

ELITE 2
19.99

20.49

MORTAL KOMBAT

20.49

" PREMIER MGR
9.99

LEMMINGS 2

13.99

FINB,
13.49

L
PREMIER MGR 2

SPEEDBALL 2
8.99

ALL DREAMS

OVERDRIVE

11.99

REACH FT SKIES

14.99

12.49

MICAO MACHINES ARCHER MACLEANS EYE OF THE BEHO
.13.99 16.99 * 13.49
. TOP SPECIAL |
*. OFFER |

JINMY WHITES

13.49

L L
b .&I’..I.HM.'F
A-TRAIN COMBAT CLASSICS  JURASSIC PARK BODY BLOWS Z00L SPORTS HASTERS D MASTER + L‘HAOS 5 OF MONKEY ISL LS LARRY 1
13.99 13.99 17.99 12.49 10.99 13.99 13.99 12.99 11.49
{F15 STRIKE EAGLE 2, 6B8 ATTACK SUB, KINGS QUEST 6 (1 MEG) .........coocoiciner 2,08 SIMON THE SORCERER (1 MEG) .......... 2148 CHILDREN AGED 3+) {1 MB) .-oooiciviarnnn 17,48
TEAM ¥ANKEE) {1 MEG) (RO12) L A38 K:IDSI:ITESDQUQIEEHE;JLI_:‘EUE?% }::: EEIEI:IEmEEE{;‘HEﬁl L R 1648 NODDY'S BIG ADYENTURE ......oocoveien 1T 49
COOL BPOT ..o crcrvarnsvarmrnes 048 KRUSTY T
CORPORATION.. A% LAMBORGHINIs . .. 1749 SMASHTV ... e Hﬂﬂlﬁﬁ uTILITY : e
CORRUBTION (WSCROLLS)..... T A LR LR S Do T AGA FOR AMIGA 1200 WORKS I 258 EL HAND HELD
COSMIC EPACEHEAD (1 MEG)+ ... 588 LEGEND (WORLD OF LEGEND) . ....0.88 SPACE HULK . { T e T QUICKIOY
CRUISE FOR A CORPSE _......................11.88 LEGENDS uF\'.t.Lounnuimmmm 3348 SPECIAL FORCES (1 MEG) .. COLOUR AND NEW &-81T HAM MODE, COMPETITION  JU1Sn a1
CRYETAL KINGDOM DIZZY . 948 LEISURE SUIT LARAY 1 (1 MEG) . 1140 SPEEDBALL 2 #69 2DISK DRIVES RECOMMENDED] .......... 8048  PRO EXTAA JEYETIER
s | ' L AMOE (GAMES CREATOR) .o.ooococovivnnnn 3048 JOYSTICK SWITCHED MICAD-
CURSE OF ENCHANTIA {1 HEL‘-I e 1158 LEISURE SUIT LARRY 2 (1 MEG) 1148 SPIAIT OF EXCALIBUR {1 MEG) (NOB) _....0.80 AUTOFIRE
CYBERPUNK 1699 LEMMINGS2 .. 13.08 SPOATS MASTERS - et b s Sheraete i SWITCHED
CYBERSFACE [V EG; LEERES LEMMINGS DATA DISK I:lH Nﬂ'. errareren .08 [PGEA GOLF, INDY 500, ADVANTAGE AMODS PROFESSIONAL & HED WITH 7.99
DARKSEED (1 MEG) .2-1:: ;'EESM‘E%"LFEEE?" DRIVE :E::g i%":g"ﬂﬂ CHAMPIONSHIP'S “11?99 {1 MB. PROFESSIONAL VERSION OF AUTOFIRE
DENNIS 14 1 e | Ll 4 X WORLDS BEST SELLING GAMES 1148
i DESERT ST‘HIKEN HEE-I ;’:‘:: Lg:_rﬂzﬂtl:lf:éﬁsc RALLY . g:::anﬁ:m ENDMER L }; :: EHE:EM#?“&D.HFEEEE!%HHQ?HH‘}HE
DETROIT {1 MEG] =. e LEXIBILI £
DISPOSABLE HERD ... 1698 LOTUS 3-THE FIHI:L STREETFIGHTER 2 --11.48 INTERFACE .... i &
NZZY'E EMCELLENT lEl'l'ENTl.I 1648 CHALLENGE (1 MEG) (MONZ) ... remeee. 12249 STRIKER (1 MEG) .. A.98 AMOS PROFESSIONAL EI}HPILEH -
DOGFIGHT (1 MEG) _.......... 99 LOTUS TURBO CHALLENGE 2 [012) ... 9.4% STUNT CAR HM:EMNCIIZ] 1,88 (COMPILES AMD SPEEDS UP R QUICKIOY
DOHE (1 MEG)........... LURE OF THE TEMPTRESS (1 MEG).. 13 4% SUPER CARS 2 (NOF) ...... A PROGRAMS WRITTEM IN AMOE, TOR STAR
DRACLLA (1 MEG) M1 TAMK PLATOON (1 MEG) ................11.45 SUPER FROG (1 MEG) EASY AMOS OF AMOS PROFESSIOMAL) 2440 OQUICKSHOT — JOYSTICK JOVETICK
DREAMLAMDS. MAGIC BOY ... ATS9 SUPER HANGON ........... DELUXE PAIMT 3 (WITH ANBAATION)........-8.89 138F inna i MCRG.
[TRANSARTICA, STORM MASTER MAGICIAN'S CASTLE [1 MEG) . 049 SUPER SPACE INVADERS.., ':f::hfu';-;'fi‘r*mﬂwr 5548 JOVEMCK  ADJUSTABLE  SWITCHED
ISHAR] (1 MEG) . Cisix 1888 MAN UTD PRENIER SURBUABAN COMMANDO » ... I'":IIME ACCOUNTS .. ] 388 AUTCFIRE HANDLE l-l.l;[_‘lIZFFIHE
BREAMWER {1 MEG)................oo0oorer 2200 LEAGUE CHAMPIONS (1 MEG) .............. SWITCHBLADE 2 (MO13) KIMO WORGS 3 WOFD FROCESEDR L TENSION AND 48
MMHE 2 - BATTLE FOR ARFLAKIS (1 MEG) 20.48 MANCHESTER UNITED . SWIV [NOP).... [SUPERS FULLY FEATURED PACKAGE PROGAAM.
CUMGEON MASTER & MANCHESTER LINITED EUROPE SYH&CAE&U M&E&h FOR LOW PRICE. 2 DISK DRIVES uﬂlﬁg EiRE
CHADS STRIKES BAI::mn MEG) ... 1388 WMANIAC MANSION (012) ... T2 (COIN OF) (1 FECOMMENDED] ........cooomimsmrnnreresnsser 2008 OHE
DYMA BLASTERS (MO1Z) . ...20.48 MICAD MACHINES .. THE BLUE & THE GREY |1 MEG) ... MM OFFICE E-R ]
ELITE ..... PR— el e JD'EC‘LF i1 MEGI srsisamEay THE LOST TREASURES OF INFOCD (1 MB, WORD PROCESSOR, SPAEADSHEET.
EUTEZ-{FHDNTIEHH] MEG| —— LB T T - {20 CLASSIC INFOCOM TEXT ADVE) 1899 DATABASE AND DISE UTILITIES)............25.48
ESCAPE FROM THE PLANET OF ul::lnT.i,L KOMBAT {1 MEG| iy - THEATRE OF DEATH, = e 45 MONEY MATTERS (HOME ACCOUNTS 3) 37.99 SCOAPION
THE AOBOT MONSTERS (MO12) T B8 NEW ZEALAND STORY (NO12)....ccoocvenes TITUS THE FOX .. i 949 PCTASK (1 MB). GOOD VALUE SIMPLE PC Jusa0R
EUROPEAN CHAMPIONE (1 MEG)............17.88  NICK FALDO'S GOLF TORNADO (1 MEG). . .24.50 EMULATOR “LWW'NE-L;IE“ Fgl: 2 i o JOVSTICK
EYE OF THE BEHOLDER (S51) (1 MEG) ...12.49 NIGEL MANEELL'S WORLD TROJAN - ALIEX, [LIGHT FHAZER GAME] ..7.45 “"“ﬂh *mfé!“:gf! TH.E!I' .I,’:éls” e 131; nmm'_ 798
EYE OF THE BEMOLDER 2 (1 MEG) .........20.48 CHANMPSHIP (1 MEQ) ..o orimnmrmiimis TROJAN - FIRESTAR ILIGHT PHAZER GAME] 749 SUITABLE FOR WINDOWS OR HIGH END JOVETICK
F1 {DOMARK) [1 MEG) ...... ..17.99 HNIPPON SAFES [1 MEG) . TURRICANZ ...ocovoeire KOMIX
APPLICATIONS. REQUIRES MS DOS 3.3 OR ALUTOFIRE
F117A STEALTH FIGHTER 2. |:| L1 “EG:I 21.88 ONTHE BALL+ ... . B TURRICAM 3 1 MEG' ABOVE, SUPPDRTS HARD DISK DRIVE. 15.85 5,84 SPEED®G
F15 STRIKE EAGLE 2 (1 MEG) ..............12.48 ONE STEP BEYOMD {1 MEG 1498 ULTIMA § (NO1Z) . PEN PAL WORD PROCESSOR .. ... 0788 ' AMALOGUE
F17 CHALLEMGE ... DPERATION STEALTH (NOTZ) ovovoorrrrr 1188 URIDIUME (1 MEG) oororoereeee BOWERWORKS JOYETICK
F18 STEALTH FIGHTER mﬂp:. OPERATION 'A'DLF.:NDul T.89 UTOPIA « Bl.T.ﬁ. DISK ... 18 (AXIPLAN PLUS SPREADSHEET, ENABLES
PRI e UM I ) WO o (0 g SNTRMEm T, "o
KYRANDIA (MNO12) (1 MEG) ................... 2086 PARASOL STARS B WALKER e .1h40 PUBLISHER CONTHOL OM PLUS
FACE OFF ICE HOCKEY (NO12) ...............B.45 PATRICIAN (1 MEG) 20,48 WAR IN THE QULF 1989 (PAGE LAYOUT PACKAGE). _ SUITABLE JOYETICK
FANTASTIC WORLDS PERIHELSON (1 MEG) 20,48 WARZOME .......... 809 CAN PRODUCE BLACK AND WHITE Bfmﬁg ARCADE
(AEALMS, PIRATES, MEGA L0 MANIA, PGA TOUR GOLF .. 088 WHEN TWEO WORLDS WAR (1 Mus] ~21.49 NEWSLETTERS, FLYERS, ANMUAL FREEWHEEL 199 STYLE WITH
POPULOUS, WONDERLAND) PGA TOUR GOLF COURSE DIBK .._.......11.08 WING COMMANDER 1 (1 uEn:. I . o ET,“E:EF'E"I‘_“ TURBID FIRE.
L T e T S — PINBALL DOUBLE PACK WINTER OLYMPICE »..._.. A nm:-mm T MB) (MG (DIGITAL) 5.59
FIRST DIVISSON MANAGER ....................758 [PINDALL DREAMS & FANTASIES] {1 MEG) ..21.48 WIZ ‘W LIZ 2048 L RTH h.i W\DHE: Pnui:EﬂﬂoH oy
FEIST SAMURAL + MEGA LﬂHANLﬁmnlm 1358 PINBALL DREAMS (1 MEG)........ocooiein 13,40 WIZ-HID . 1088 {1 MB, AGA COMPATIBLE, 7 DISK DRIVES
FLAMES l:.;l:F FHEEE:;:IHWIDMHTEnm ;g: ::::::IE.; f:g;lnsms ........... . .}:.31; ﬁwﬂgﬁ_msmm:. 1;.:: RECOMMENDED) . M
FLASHBACK (1 MEG) ..cocoocioiis 1 { =10, ;
FORAMULA 1 GRAND PRIE ..o o299 PITRIGHTER ooooovcis 788 WWF WRESTLING 2 (1 MEG).................... 5.9 AM'GA CD32 GAMEE |
Aot 1728 POPULOUS & BROWSED LANDS (NG13) 10.49 iﬁminﬁ'ﬁi’?sﬁmr T8 ALk DL e + G LOGIE 3
G2 (1 MEG i g seans T ALIEN
GEAR WORKE .. POPULOUS 2 (1 MEG) + 2OOL [1 MEG) ........oovcrrcsassasns L1088 ARABIAN NIGHTS ,;'.m} MHTOMIN  FLIKETIK
GENESIA [1 MEG) .... CHALLENGE DATA DISK ......o.oomvramsvans 2248 TOOLZ (1 MEG) ........ ! 1600 BUANING RUBBER ... JOYSTICK 5.00
GLOBDULE £ POPULOUS 2 CHALLENGE -A MIGA EDUﬂATIUNAL E:;;{FEEEEI I.IEEH-H-'I'IDH e SWTCHED B
Q0AL . ESJ‘ERI.::SD':JEIE:EE;.}M L‘m*ﬁ DISK-'NDﬂ:l :: :: 10/ OUT OF 10 - DINOSALRS (1 MB) ... 1780 CHADS ENGIME = ... TP STICK 1099 1
GOBLUING 2. gl el * 10 OUT OF 10 - EARLY ESSENTIALS DIGENERATION MICRO - !
GRAHAM GOOCH DATA DISK 1299 PREMSTORIKZs ... e ITAR e A GES 37} AT CENE Y el [
GELAHAM GERCEN WOMLD a1 :“E':" 10 OUT OF 10 - ENGLISH DONK ... AUTCFIFE
Ehﬁﬁ?i:féﬁ‘s“iﬂceﬁ e AR AR () MEG) e (L8 ADES 618} 1789 ELTER: 1" SwiFT Teate
s 10 OUT OF 10 - FRENCH FLY HARDER » I
MANAGER (1 MEG) ..o S48 PREME MOVER.......... {1 MB, AGES 816} .. LLIT08 JDHN BARNES .. 12,88 WﬁgE
GRAND BRIK CIRCUIT ... 9.4 PRINGE DF PERSIA (1 MEG). 16 OUT OF 10 - JUNIOR ESSENTIALS JURASSIC PARK 25.48 AUTGFIRE
GUNSHIP 2000 {1 MEG).. PRO TENNIS TOUR 2. s {1 MB, AGES 511} ... w1798 K240 (NAGA) . 19.48 LOGIC 3 Bes
HE&D O¥ER HEELS... FROJECT X (SPECIAL EI:-TIDN| [1 HE{l:l "i049 10 OUT OF 10 - MATHS ALGEBRA INTH OF TIME 1788 CUATRD
HEROQUEST 2 - THE L!l:‘..i.c't PUGGSY (1 MEG] ... 049 (1 MB, AGES 6-16) 13,08 JOYSTICK o
OF GORABIL [1 MEG) .o 1688 PUSH-OVER (1 MEG) 'I':'ﬁ!!.llf‘%?sua I'o:!-IIETHS NUI-BEHS 19.98 CH!!‘I'I.I-! 5::?&?&
HILL STREET BLUES [NIJ'!‘."] .-5.48 PUTTY 5 PPPPPRRPRPIPr s, P T i 1 LI e 20.48
ADI ENGLISH (11 12 wnsp 51,40 10.98 e g |
RS SRS, i . e eowren, A FaESt e i orsrox
HETCAYLE GﬂLLfcl':l'IGN T R e ADI FRENCH (1318 ¥ES ¥ B85 MICAD- ALFA
(Rasocor, asosTagarens Gt TRON 2 (8 00 SR 4D 4R 08GO AT . BE mom weAuous
mﬂ-ﬁgﬁaﬁmﬂ BATMAN o _rng o .0 ADI JUbaOR :E:E::E‘.:.?::E: e BhaEuLL FATASIES N T QUALITY
HUBANS 2 [1 MEG) . 18,88 RAILAOAD TYCOON (1 MEG) (NOP) ... 1348 Ap) MATHE (1112 YRE] .. PROJECT ¥ S/ 1_,1”:”'“_“ 17058 1188
HAUMAANS DATA DISK iNIZH?I ! 18,49 RAINBOW COLLECTION ADI MATHS (12413 YRE) ROBOCOD ... 1 Bt
:r:{wrsn (NO1Z} ..o sy ; w:g:ig?r?g;%:mm&mm. ?EH%L’%E%E;;]“I ::EE:E}%;TRD umaEEnmN -
IMMORTAL (HO1Z) . 10,40 RALLY [1 MEG) . i i FUMN SCHOOL 2 (6-8) ... SENSIBLE SOCC JOYETICH
|MDIANA JONES 2 ACTION (FATE OF REACH FOR THE SKIES ........ FUM SCHOOL 3 (25 YRS SLEEPWALKER .. MICAG-
ATLANTI®) .ooouie AISE OF THE ROBOTS (1 H!GJ- FUM SCHOOL 315-7 YRS) . T O 5“'1"1”2HED LOGIE 3
IFDLANA JONES ACTION | .. 100 FDAD RASH.., iy sy T+ T - ULTHAATE BODY BLOWE 1 L SPEEOMOUSE
IMDUANA JONES ADVENTURE ..............11.45 ROBIN HOOD LEGEND GUEST FUN SCHOOL 4125 YRS) ELOWS & DODY BLOWS BALACTIC) -20.08 |3 12.89
INDIANA JONES FATE OF ATLANTIS ROBINSONS AEGUIEM » .................. iﬂ:ﬁ:ﬁt:‘?ﬂ:ﬁ? i SUMMA . - - P i
ADVENTURE (1 MEG) ... 5 AOBOCOP 2 ... T FUM SCHOOL SPECIAL - TOOLE .o JET RGHTER ~
[ERSSHENT: [LI) 2290 ROBOCOR 3 (NO1Z) MERLIN'S MATHS (7-11 YRS} L1699 EYSTIC
. T ! o JOYETIGK
INTERNATIONAL RUGEY CHALLENGE......7.08 RORKE'S DRIFT ....... R el M SCH P PAINT ‘N CREATE 5
ISHAR - LEGEND OF THE FORTRESS (1 MEGH13.48  AULES OF ENGAGEMENT 2 .40 E%ugfnﬁ'ifnﬁ'f—"; YAS).. c T VIDED CD'S sﬂﬁmﬁn EWTET ";
ISPEA'H 2- LEGI?THS!%F!Q:?:I:I?AE;' 11,49 g:gﬁ: Eé—':“ s :?:: E#lef:ﬁklﬁﬁla h - (REQUIRES FMY ADAPTOR] ﬁUTﬂgﬂE » P‘:E';En FI.'.:.'I" JOYPAD
IT CAME FROM TH| rearareny i 10 | o e AMDREW LLOYD WEBBER * ., v n WESE 16.09
HEADS DATA DISK [1 MEG) ...ococicienes SCRABBLE (LB GDI..II?l - 1940 MEGA MATHS (A" LEVEL ﬂl-.lFl":\E;I ! BLACK RAIN (RATED 18]+ ... TURBD
JACK NICKLALES GOLF .., SECOND SAMURAL (1 MEG] ......cvoeioc 2088 MICRD ENGLISH (8 YRS TO GCSE) ..ooco. BGN JOVI - KEEP THE PAITH - J'-;"T:F""'g" MOLISE MAT
JAGUAR mwu MEG) ... BECRET OF MONKEY ISLAND (1 MEG) ...1200 MICRO FRENCH [BEGINNER TO GCSE). BRYAM AL ADAMSE » ..., : .89
JAMES BPOND......c0o SECRET OF MONKEY ISLAND 2 (1 MEG) 3448 MOW FEATURES REAL SPEECH .......1748 CARTOON CARNIVAL (RATED U} + E.mﬁrﬁ:
JETSTRIKE * ....... SENSIBLE SOCCER [ #2/83 SEASON) ......13.09 MICAO GERMAN FATAL ATTRACTION (RATED 14 * ......1E. i QUIEKAY
TMMY WHITES SHODKER (NO12) SETTLERE 334y (BEGINNER TO GCSE AMD BUSINESS LEVEL).  GHOST [RATED 15) *....0ovvereorerosrenern 15 A8 FOOT PEDAL
HOW FEATURES REAL SPFEECH ............ 1788 HUNT FOR RED OCTOBER (RATED 15+ ... 15, 18
MUCTER (MBCROLLE) SHADOW OF THE BEAST 2 (WITH T- 5’"'”"' 243 \ICHO MATHS {11 YRS TO GCSE 1798 NAKED GUN 2 /2 [RATED 15 1588 e
JOHN MADDEN'S U 5) FOOTEALL SHADOWLANDS ...... A8 e ENEE e sl G L R B e
JURASEIC PARK (1 MEG) _......... SHADOWORLDS (ND12) .. BAY 5 vnE TO GESEl (1 MBH .. 7B e LITER
K240 UTOPIA 21 (1 MEG]... SILENT SERVICE 2 {1 MEG)... 1448 \hieRo SRANISH {1 Hat %EE'&E“ e A 1588 uaamaiuw 2
KEVIN KEEGAN'S PLAYER MANAGER (1 MEG|19.99  SIM CITY DELUXE BEGIMNER TO GCSE CONFORME TO THE unruur.HAaLEEmrrEn PG+ ..1588  JOYETICK
MGE . i ..20.48 [SIM CITY, FUTURE CITIES & NATIOMAL CURRICULLM 1788 TOP GUM (AATED Ba)y 1608 AUTOFIRE
KINGMAKER (1 MEG) . .. 23.49 TERRAIN EDITOR| £ e 18,88 NODDY'S PLAYTIME WAYNE'S WHLDLH!TED B ... 17M 19,49
KINGS QUEST 1 e 11,88 SIM CITYLEMMINGS (NO12) - L1840 (EDUCATIOMAL PROGRAM FOR




A1200 2/0 LEMMINGS PACK
COMPUTER WITH MOUSE, BUILT-IN TV MODULATOR, 2MB RAM
EXPANDABLE TO 10MB, WORKBENCH 3.0, 32 BIT MOTOROLA
68020 PROCESSOR RUNNING AT 14MHz. NEW AGA GRAPHICS
CHIPSET, 1 YEAR IN-HOME SERVICE WARRANTY

WITH LEMMINGS & DELUXE PAINT 3. .

A1200 2/0 LEMMINGS PACK AS ABOVE
WITH INTERNAL 2.5" HARD DRIVES
PLUS NIGEL MANSELL & TROLLS GAMES:

COMPUTER + 64MB INTERMAL 2.5" DRIVE
COMPUTER + 85MB INTERMNAL 2.5" DRIVE
COMPUTER + 127MB INTERNAL 2.5" DRIVE
COMPUTER + 209MB INTERMAL 2.5" DRIVE

BUY A FABULOUS VALUE CHAOS AGA SOFTWARE
PACK WHEN YOU BUY YOUR A1200 OR A600

CHADS PACK AGA FOR A1200
CONTAINS
PINBALL FANTASY AND SYNDICATE

CHADS PACK AGA FOR ABDD

CONTAINS CHAOS ENGINE, NICK FALDOS GOLF, 19.99

L LR B N R R N N NN NN EREENNEENBSEMNMSHSEHSNHSNHMNHNTE.

OVERDRIVE HIGH SPEED HARD
DIIVES FOR AMIGA A1200

EXTERMNAL DRIVE STYLED TO

.‘_‘ "'5 MATCH AMIGA. PLUGS INTO
PCMCIA SLOT. EXTERMNAL PSU.
WESTERN DIGITAL DRIVE UNIT,
12MS ACCESS TIME. AQ TOOLS
AND 1 YEAR WARRANTY.

PINBALL FANTASY AND SYNDICATE

“The /asiest drive sver
reviawed by CL Amigs”

(DRIVE MECHAMNISMS MAY VARY CERCA 15

AMIGA A1200 2/0 I.EMMINGS PACK

................. 275.99

CHAOS ENGINE, NICK FALDOS GOLF,

44444444

OVERDRIVE 130MB HIGH SPEED HAHD DRIVE FOR A1200

OVERDRIVE 210MB HIGH EFEED I'IILHD DRIVE FOR A1200...
OVERDRIVE 250MB HIGH SPEED HARD DRIVE FOR A1200...
OVERDRIVE 340MB HIGH SPEED HARD DRIVE FOR A1200...

LU BB B B N B N NN N NN N NN N EENENRNESEHSNNENHSEHN.

(ONNER HARD DRIVES FOR AMIGA

CONNER 84MB HARD DRIVES (INTERNAL IDE, MODEL CP2064). HIGH SPEED
2.5° DRIVE, 15M5 ACCESS TIME (APPROX). 32K CACHE AND 1 YEAR
WARRANTY. KIT COMPLETE. PLEASE NOTE THAT OPENING YOUR AMIGA MAY

A1200

A1200 2/0 DESKTOP DYNAMITE PACK
PLUS FOUR FREE GAMES

COMPUTER WITH MOUSE, BUILT-IN TV MODULATOR, 2MB RAM
EXPANDABLE TO 10MB, WORKBENCH 3.0, 32 BIT MOTOROLA
68020 PROCESSOR RUNNING AT 14MHz. NEW AGA GRAPHICS

CHIPSET, 1 YEAR

PAINT IV, PRINT

WITH WORDWORTH 2.0 AGA WORD PROCESSOR, DELUXE

FREE ELITE 2, BATMAN RETURNS, LEMMINGS 2
& CIVILISATION AGA GAMES 325 gg

......... 445,99 (WHILE STOCKS LAST)
ﬂﬂﬂﬂﬂﬂﬂﬂ 415.-” EEEEEEEEEREEREETR
,,,,,,,,, 515.99

......... 579.99

COMMODORE AMIGA A600

AMIGA AB00 1/0 LEMMINGS PACK
COMPUTER WITH MOUSE, BUILT-IN TV MODULATOR,
WORKBENCH 2.0, 1 ME RAM EXPANDABLE TO 10MB. 1
YEAR IN-HOME SERVICE WARRANTY.

WITH LEMMINGS, DELUXE PAINT 3, FORMULA ONE
GRAND PRIX, PUSHOVER AND PUTTY.

EE EENENEENEENEENEERENENEENEEREENEEEENEEE R EE R ERE

o ._=‘~
W VIDEO ADAPTOR

SCART TELEVISION /MONITOR

DESKTOP DYNAMITE PACI(

IN-HOME SERVICE WARRANTY

MANAGER, OSCAR & DENNIS,

 FE R R E R RN NS EEEEEETE

PR

NOW

E RN N EEERENEESESNEERENNENESNNNRHN'

»
FULL MOT
(D5
IIIIIIIIIIIIIIIIIIIIIII 265.99 AVAILABLE SEE OPPOSITE
2?‘9_“. . e r— "
2049 949 TN RN ENEN]
379.09

SONY KVM1400 14" FST COLOUR

TV/ MONITOR+ REMOTE CONTROL.

60 CHANMEL TUNING, REAR SCART INPUT, HEADPHONE
SOCKET, TWO POSITION TILT, BLACK TRINITRON
SCREEN, LOOP AERIAL.

FREE SCART LEAD {STATE ANIGA, 5T, NEGAGANE. BKES OR £042),

1 MEGABYTE AB00 RAM UPGRADE WITH CLOCK | .. 3999

4 HEﬁﬂ-ﬂ'ﬂ'E PCMCIA UPGRADE FOR ABDO OR A1200,
UGS DIRECTLY INTO SMART CARD SLOT. THESE

!H! HOT BATTERY BACKED AND CANT BE

USED AS A DIEK, OMLY AS RAM. .......... - 60,09

WDHK CEHTFIES
MIER CONTROL CENTRE FOR
- E AHH!AE STEEL MONITOR
" STAND WITH EXTRA SHELF FOR
[ EXTERNAL DISK DRIVE AND
ACCESSORIES, CUSTOM FIT
I o I‘II.EEM:ig|
- T (DESK IVE. MONITOR &

OMPUTER NOT INCLUDED)
FREMIER CONTROL CENTRE FOR AMIGA 1200. ...39.99
PREMIER CONTROL CENTRE FOR

FIGA 1880

Al SO OO AURDDHE, ¢ ic1ieim mminimssiminsn ninnmmo
PREMIER CONTROL CENTRE FOR AMIGA ABDD ,.34.99

DISK DRIVES
EXTERNAL 3.5" DISK DRIVE FOR ANY AMIGA
WITH SONY/CITIZEN DRAIVE MECHANISAL. BBOK
FORMATTED CAPACITY, QUIET, HIGH QUALITY, SLIM
LIME DESHIN, COLOUR MATCHED METAL CASE
AND LONG REACH CONMECTION CABLE, .........5289

MUSIC & SDU ND EﬂUIFMENT
SCREEMBEAT 2 STEREQ

SCAEEMBEAT MAINS ADA
FOR SCREENBEAT BFMKIH!B RE—— 1 |
TECHNOSOUND TURBO 2 SOUND SAMPLER
FOR AMIGA, BOFTWARE INCLUDES REAL TIME
SPECIAL EFFECTS AND WORKS WITH ANY MIG.I..
1 MB RAM REQUWIRED. . - K
ZYDEC STEREQ SPEAKERS FOR AMIGA WITH
BUILT-IN AMPLIFIER AND VOLUME CONTROLS ..... 27.89

CD32 ACCESSORIES

""" MMODORE FULL MOTION VIDED-CD

” JDULE FOR AMIGA CD-32. GIVES C0-32 HIGH
QUALITY FULL MOTION VIDEQ CAFABILITY FOR
MOVIES, MUSIC VIDEDS AND GAMES THAT FEATURE
FULL BOTION VIDED GAMEPLAY. SIMPLY SLOTS
INTQ BAGK OF C0-32
TV LEAD - AMIGA CO-32 TO SVHS TV OR VIDED .....7.99
MONITOR LEAD - AMIGA CD32 TO
PHILIPS CMUS3) MK2 OR CEM 10848 MONITOR ......7.99
SCAAT LEAD - AMIGA CO32 TO TV WITH SCART INPUT,
REQUIRES TV WITH UANUAL SWITCHING SCARTCHANNEL. 899

DISK ECI'KES
DISK BOX 1.8 (120] LOCKABLE, DIV
DISK BOX 3.5 PLASTIC FLIP TOP (10 CAPACITY]
MEDIA LIFE FILE DRAWER (100 CAPACITY),
STACKABLE DESIGN ..... e 120

182.98

ALLOWS TV MODULATOR TO BE EXTENDED FROM
BACK OF MACHIME OR EXTENSION TO I“IB HDNFI'DH

OR EXTERHNAL DISK DRIVE ..., L1288
SWITCHER LEAD (STRAMGHT THHCH,IGH l:ﬁ

CONNECTS AMIGA, 5T OR PC TO SWITCHER BOX. 1.8 Erma-
PARALLEL {NALE 7D MALE 25 WAY D CONNECTORS) .....8.99
Hi-FI ALDIO LEAD - AMMGAST TO STEREQ [1 5 umis,
2 X PHONO PLUGS TO 2 X PHOMNO PLUGS) .-1.09

MOHITOR LEAD - AMIGA TO PHILIPS

CMB&33 MKZ OR CBM 10643 MONITOR ...

SCART LEAD - AUIGA T PHILIPS TV WITH SCART INPUT .

SCART LEAD - AMIGA TO SONY TV WITH SCAAT INPUT ...

SCAAT LEAR - ulls.i. TG0 TOSHIBAMITATCH TV

ITH BT T . e v bt (1)

SCART LEAD - AMIGA TO TV WITH SCART INPUT..._._.__ &
FOR A FULL RANGE L‘JF LEADS

PLEASE CALL 0279 600204
HAND SCANNER

I¥DEC HANDY SCANNER FOR ANY AMIGA.
A00-400 DP) HIGH QUALITY RESOLUTION, B4
SIMULATED ﬂHE'I'E-CiI.Ei. MCLUDES HIGHLY

CLAIMED iTl-ﬁCI-N FESHIONAL
SOFTWARE PACKAGE ...

MISCELLANEDUE
CITIZEN PRINTER DRIVER KIT FOR AMBGA, SUITS ALL
WORKBENCH VERSIONS FROM 1.3 TO 3.0 ENHANCES
PRAMT QUALITY FROM CITIZEN SWIFT PRINTERS.
GIVES DUTSTANDING RESULTS ........
OUST COVER F'OH l-'lm l:L"l.EAFl H"Gb
DUST COVER FOR
DUST COYER FOR Mﬁ ABOBIELEAR PYC
DUST COVER FOR MOMITOR (CLEAR P'ﬂ:]
IYDEC AMIIA POWER SUPPLY
SPECIAL COOL RUNNING TRANSFORMER) .........334
CBOSHIFT INTERFACE FOR l.l.llﬁl. JIH,W.B: I.IUUSE
SOYSTICK INTO ONE PORT) . -

DSDD 3.5" DISKS [l PACKOFsosomy
WITH LABELS DESKS + CASE.
WITH LABELS & FREE
PACK OF 50 | [attiiaLin
22.99 PACK OF 10 TOK M-
3200 15" DISKS (DSD0
i BAANDED] .........7.99

with two Sega tontral
pads & Sonic The

Hedgehog 2 game

INVALIDATE YOUR WARRANTY.
CONNER 64MB HARD DRIVE FOR A1200 ......ccc..cocvervnrr 129,99 SONY TV WHITRY L o+
CONNER 64MB HARD DRIVE FOR AB0D........... 129.99 SONY TV « FASTENT oo™ 249.90
MEMORY UPGRADES LEADS MEGADRIVE 15+ -
sm: AMIGA RAM WITH CLOC ANTI-SURGE 4 WAY MULTIPLUG EXTENSION LEAD FOR
FOR ASD0 AND ASDD+ ... ..24.58 ANY ELECTRICAL DEVICE {EQ. COMPUTERCONSOLEVIDED). & sonlt 2 :

AS ABOVE WITHOUT CLOCK .. L1888 PROTECTS YOUR WALUABLE EQUIPMENT AGANST ﬁ&

1 MEGABYTE A500 PLUS AAM DAMAGING ELECTRICAL SURGES.... 2699

UPGRADE WITH CLOCK, ,.2099 OB EXTENDER CABLE FOR AMIGA 500 OF PLUS, b

SUPER NES &
" FREE SCOPE 6 LIGHT GUN

114.99

FREE SCOPE & WITH EVERT MARIO ALL STARS PACK

It.‘:ITlZEM EWIFT 90C COLOUR PRINTER
ADCPS/S4NLE, BNLO FONTS, 2

TEAH HAHHANT\' FHEE PRINTER LEAD. A S HN

PRINTER WITH COLOUR FACILITY AND

FULL PAPER HANDLING FUNCTIONS. ... 159,948

CITIZEN SWIFT 200C PRINTER + COLOUR KIT
24 PN, 80 COLUMN, 218CPS/T2L0 & LQM DRAFT FONT,
AUTO SET FACILITY, INPUT DATA BUFFER, AUTD
PAPER LOADING, ENVELOPE PRINTING, 2 YEAR
WARRANTYFREE PRINTER LEAD. ... .. ..189.99

PANASONIC KXP2123 CDLﬂUFI‘ F‘HIM'!'EFI
24 PIM, B0 COLUMN, 182 CPS/4LQ, T FONTS
{1 SCALEABLE), EXTREMELY QUIET 43.5 DBA
NOISE LEVEL, REE PRINTER LEAD, 1 YEAR
WARRANTY. ONE OF THE QUIETEST DOT

MATRIX PRINTERS ON THE MARKET 2 14.99

Wa cnly sueply aflicial UK praducts. O#cial suppliors of all wading
brands, Wa ngnmas and paripherals all al amazing prices far
sl

Megadrie, Hu:lc-' Gama Gaar, Supar NES, Gamaboy, NES,
E . Atari 5T, PC, GO AOM and Apoka Mac
FRICES COR ECT AT TIME OF GOING TO PRESS. 230

Special Reierue members cam have all this.. can YOU?
READ "NRG" Regular Club Magazine
" CHOOSE from our Huge Selection
.+ BUY at Best Possible Prices
©. SAVE with our Special Deals
~» SAVE more with our XS Coupons

WIN fabulous prizes in our FREE competitions
JOIN now from just £4.00

We only supply members but you can order as you join

There's no obligation to buy and you can be any age.
Just send in the form below or phone Sales on 0279 600204,

As @ member of Special Reserve you'll receive regular issues of
MRG magazine. MNRG is our 48 page colour club magazine sent bi-
manthly anly to Special Reserve members. NAG containg

. The best selecticn of games, peripherals and hardware for all
popular formats. We are official Sega, Nintendo and Sony stockists.
Reviews in colour and latest information on new products

. Chans and Release Schedule, to help you choose and plan

. The best prics. Just one purchase will save you your joining fee

. Hundreds of Special Offers. Top gamas at prices you won't believe
6. XS Super Savers. Money-off coupons worth over £180 a year
PRIZE COMPETITIONS. Loads of goodies to be won In every
issua of NRG, exclusive to members and free to entes!

That's why over 200,000 people have joined Special
Reserve, the biggest games club in the World!

0279 600204

OPEN 10am til 8Bpm Seven Days a Week!

Order’ConfirnationPeceipl sent lor every onder.
You can also Fax your order to us on: 0279 726842

Wia pride ourssives on our aller-sales senvios. {18 cusiomer servica bnas) Inavitably poms
gamas lised may nol yel e svalable. Plasse phane sakis on (276 S00204 to cwck avalatiity
bafore ondaring. 0 the avert of deley we issus mfunds on reques) &% ary tme paor o gaspaich

Wiz rsarem e nighi o changs pricas anc clfen withoit pror notifcator. E & O.E

‘BRIDGEWORTH SHOP
(. The Maltings
bridgeworth, Herts

Chelmsford, Essex

CLUB SHOPS QOPEN 10am ti 8pm SEVEN DAYS A WEEK.
Aegisiered Office: Inter-Modiates Lid, 2 South Block, Tha Makings, Sawbridgevworth, ans. CM21 3PG
All pricag include VAT and carriage b UK manland, See base of grdes famm for
owarsaas surchanges. We supply hardvware only 1o LIK mainiand addrésses

OMNE TEAR TWD YEARS
AMNUAL WITH FREE
MEMBERSHIP  MEMBERSHIF HARD BINDER

UK MEMBERS 4.00 1.00 14.00

OVERSEAS EC MEMBERS 6,00 .00 18.00
OVERSEAS WORLD MEMBERS  7.00

WE ONLY SUPPLY MEMBERS BUT YOU ...-\n..ﬁ' ER AS YOU JOIN

| THERE ARE MO SLIRCHARGES ON TELEPHONED ORDERS (UK)
(PLEASE PRINT i BLOCH CAPITAL

| c 5 PASS

I
| Mame_

Postoode

Machine

£

1
:-l-LL- PRICES INCLUDE UK POSTAGE & VAT

'Ehﬂque.'F'.G ‘AccessMastercardSwitch/Visa (Switch lssue No__

| |
I I.
__Gignaturg

’Ef;:dr}- dato :
f Ch'ﬂl:l ues payable to: SPECIAL HESEH VE
P.O. BOX 847, HARLOW, CM21 9PH
Overseas Orders Surcharge (EC or wmnu Software orders
please add £2.00 per item. Mon-software items please add
25%. Hardware [tems supplied to UK mainiand only.
Mmomm must hpﬂdhr ﬂrld.'l'l#lrd

r_____-




CORE IN THE
DARK AGAIN

he dark ages are here again, or they will be if Core has its way.

I Yes, the words "“bring out your dead” will once again ring out in

the streets of Colchester, people will rediscover the joy of hes-

sian peasant garb and “hey nonny nonny” will replace “wicked"” as the
accepted shriek of approval.

And best of all Core will follow the release of Darkmere (see this
month's fandabidozi review on page 42) with Darkstone in June.
Apparently the two titles are unrelated although obviously they share a
medieval role-playing theme.

In Darkstone you play a spirit sent to earth. It's up to you to gather
clues which reveal your purpose. The game features multi-directional
scrolling, seven levels, fully animated sequences and special effects so
special Core hasn't even thought of them yet (so they tell us).

12 VIRGINS
TIED UP

he awesome Cannon Fodder heads a list of 12 Virgin games secured

by Ocean software for its Hit Sqguad budget label. The complete

inventory includes Dune, Dune 2, Jimmy White's Whirlwind Snooker,
Archer Maclean's Pool, Realms, Legend of Kyrandia, Supremacy, KGB,
Reach for the Skies, Shuttle and Lure of the Temptress.

Ocean plans to release the games within the next month and Sales direc-
tor Paul Patterson calculates that the titles are big enough to sell 200,000
copies between them.

The Hit Squad should be well known to The One readers. We've all saved
a few bob thanks to this company and it seems that Ocean is gradually try-
ing to make the budget market its own — Hit Squad deals have also been
done with Accolade, Domark and Europress.

MAGAZINE
OF THE YEAR!

Multi-format magazine Edge was recently voted ‘Magazine Of The Year'
by people working in the games industry. Well done, chaps!




BUNDLE
OF JOY

ommodore has revealed a
Cnew A1200 bundle for East-

er — and it's bursting at the
seams with software!

A whopping seven titles have

been crammed inside the new
Computer Combat pack. The
goodies comprise four productivi-
ty packages and three games,
reaffirming the Amiga's status as
a jack-of-all-trades and master of
them too!
The software line-up is as follows:
Brian the Lion — Psygnosis' curi-
ously compelling platform adven-
ture; Total Carnage — violent
thrills from ICE, putting the Com-
bat into Computer Combat; Zool 2
— Zool and his missus put a
whole new dimension, (the Nth)
into platform gaming; Digita
Wordsworth 2.0 — state-of-the-
art Amiga word processing; Digi-
ta Print Manager — the essential
companion to the above for those
finishing touches; Day by Day —
let your Amiga tell you what day
it is with this diary program, and
completing this bumper selection,
Personal Paint 2.0 — after many
years, Deluxe Paint departs the
bulging Amiga bundle to be
replaced by this young pretender.
What an eggcellent surprise from
the Easter Bunny eh? Commaodore
reckons that the software alone is
worth a fortune. Makes you won-
der how it put the whole thing
together for £349.99!

Computer Combat represents
Commodore's attempt to re-
establish its twice-yearly bundle
release schedule. Despite the fall
of former rivals Atari and the rise
of the PC, the Amiga refuses to be
budged from its position as
Britain's top home computer.
Classic bundles have been a big
factor in keeping it there. Could
this mean more activity in the
CD32 bundle department? Watch
this space.

NONE THE
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CLOCKWISER...

ollowing the success of Jet Strike, Rasputin Soft-
Fware is currently completing its next release,
Clockwiser. Written by Dutch demo coders Team
Hoi, we'd described the game as a cross between a
Rubik’s Cube, Tetris and Simon (the early-80s electronic
copycat game, of course, not our own lordly Editor).
With a screen split in two, the idea is to rearrange a
number of coloured squares in one half of the screen so
that it looks like the other side. The clock references
come in with the squares, which can only be moved in a
clockwise or anticlockwise direction, in relation to the
other squares. Suffice to say that it looks interesting so

LEUVEL 7 HARMNING UP

PILE "EMN HIGH,
SELL 'EM CHEAP

far, it will cost £19.95 when it's released in late April,
there will be a CD32 version to follow, and you should
find an exclusive ten-level demo of Clockwiser on next
month’s The One. So don’t say that we don’t give you
the hest demos ever!

Also to come from Rasputin: Harold the Hairy Hermit.
Sadly, Harold, a “totally unique sprite,” according to
Rasputin’s David Jones, is trapped in some kind of plat-
form-based nightmare. But — guess what — you can
save him if you're dextrous in the joystick department.
Also for release on the CD32, Harold will be available in
May priced at about £25.95.

EVEL
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COMMODORE IS
ACE - OFFICIAL

If you read The One and you play
Alfred Chicken on an Amiga 4000
040 with a 240 Mb hard drive and six
megs of RAM then there are two pos-

aze Marketing, currently
D‘Ihe name on everyone's

lips with the imminent
release of Ishar 3 and Robin-
son's Requiem, is selling off its
stocks of Ishar and Transarctica
for under five pounds! Hurrah!

Anyone who has played Ishar
will know that it’s a cracking
game at any price, and at £4.99
we're talking excellent value.
And, similarly, anyone who's
played Transarctica will know...
er, that's it's a bargain for a
few quid. Probably. Okay, we
all know that it's just a market-
ing ploy to ‘raise awareness,’ if
that's the correct term, about
Ishar 3, but heck, the boys at
Daze are trying — and we want
to give them a break.

So, jolly well get your postal
orders (or cheques made
payable to Daze Marketing),
and send them to Daze at 2
Canfield Place, London NW6
3BT, stating your computer

type and the game you require.
Oh, and | nearly forgot — if
you've got an A1200, you can
get the super-duper enhance-o-
matic versions with zillions of
colours and mind-melding
sound for just £5.99! Excuse
me, I'm off for a cold bath.

sible explanations. One, you're an
almighty show-off with a six figure
paper-round salary. Two, you're a
professional multimedia man who
likes a spot of joystick twiddling in
your spare time,

The fact is the Amiga is a brilliant
professional machine. And it's going
to get better because of a new Com-
modore scheme called ACE (Amiga
Centres Of Excellence).

Amigas have been used by design-
ers to create TV graphics for pro-
grammes like Gamesmaster, by musi-
cians such as Danny Elfman on
Batman and even by museums to
control information screens.

But the mighty machine is still
something of a well-kept secret in
these areas. Not for long says Com-
modore. ACE centres will provide
expert advice and chuck in the right
peripherals for all the pros who right-
ly believe Amiga technology can
make PCs and Macs look embar-
rassing. The first ACE opened in
Wales at the start of March.
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f CD really does represent the
Inew age of gaming then the

Amiga’s the one to back. The
Amiga CD32 has now edged ahead
of Sega Mega CD and PC CD-Rom in
Gallup’s CD software sales chart,
despite being on the market just a
few months.

According to Gallup, CD32 games
accounted for 38.6 percent of all
sales by mid-February, compared
with 31.3 percent for CD-Rom and
27.6 percent for Mega CD. Philips
CD-i limps into fourth place with an
edutainment filled 1.8 per cent.

This is all great news for Amiga
fans as it will convince any doubting
Thomases left in the development
community that CD32 is definitely
worth backing.

New titles are being added to the
release roster all the time. In the next

THAT'LL DO
WHEATLEY

t's "deer-stalkers for the
Ilads" as Domark prepares to

release the Victorian who-
dunnit game Herewith The
Clues on CD32.

The game has been the sub-
ject of rumour and whispers
for years now. It was originally
touted for CDTV but was held
back as the old format was
reassessed. Now it's been rede-
veloped for CD32 and should
be available now.

Herewith The Clues is based
on a book by horror writer
Dennis Wheatley (whose
grandson Dominic Wheatley, is
managing director of Domark).
The player is a detective
charged with solving the mur-
der of a police informer by a
terrorist. The culprit could be
any one of 12 suspects. You
have to crack the case by
examining evidence such as
cine-film, tapes and even
human hair (ugh!).

The title features animated
sequences and throws up a
new scenario for every game.
it'll cost you £27.99,

few weeks we can expect to see
Cannon Fodder, Chaos Engine,
Microcosm, Darkseed, Elite 2, Fury
Of The Furries, The Lost Vikings and
many others.

Then there is all the activity
around Video CD. As The One
reported last month, the big music
labels are lining up releases on the
new format. The first, though, looks
to be an award-winning curiosity
called Opera Imaginaire which fea-
tures a wild mix of graphics, morph-
ing and full motion video to a series
of opera arias. Not exactly aimed at
average Total Carnage addict but
spectacular to look at nonetheless.

If you desperately want a video
CD module for your CD32 you prob-
ably won't find one at the moment.
The first shipment in January was

CD32 GALLUPS AHEAD

have been held up by technical
hitches which have affected all man-
ufacturers. Nasty blizzards at Com-
modore’s US HQ haven't helped
much either.

*CD32 has been nominated for
the Best New Hardware award at
the European Computer Trade Show
in April. It has a great chance of
winning as it lnes up alongside
Atari Jaguar (where can | find one?),
3DO (ditto), Mega CD (how many
bits?) and Reelmagic (just how sexy
can a PC card be?).

*And there's also some Amiga
interest in the Game Of The Year
award which is voted for by the
viewers of BBC's Live And Kicking
show. Among the contenders are
Elite 2, Micro Machines, Syndicate
and Mortal Kombat.

very limited and replacement stocks

ator of your favourite game on the nose to

thank them for making your life that bit better?
Loads, I'll wager. Well, we can’t offer you the chance to
plant a wet one on a programmer’s nose, but we can
let you decide exactly who wins a prestigious EMAP
Golden Joystick, the industry’s equivalent of the Oscars
but a bit less expensive.

Yes, all you have to do is fill in the form (or a photo-
copy) below with your nominations for each category.
You can nominate one of the games we've suggested
or choose your own, as long as it was released during

H ow many times have you wanted to kiss the cre-

1993. Once you've filled in every category, send the
completed form to: Golden Joystick Awards, THE ONE,
30-32 Farringdon Lane, London EC1R 3AU to arrive here
by May 3rd 1994, As an added incentive, we'll pick five
forms out of some kind of receptacle and send them
£50 worth of software.

After the closing date, the nominations will be
counted up and the games/software houses with the
most votes will be awarded a Golden Joystick at the
prestigious ceremony in a swanky London Hotel. We'll
have a reporter on-hand and we'll be bringing you the
results in a couple of issues time. So get voting...

THE GOLDEN JOYSTICK AWARDS 1994

(1) BEST COMPUTER SIMULATION:........ccooimmnmmmmmnmranmeasnsasnns

............................................................................... EEEEEEREEE

(Possible nominations: Gunship 2000, Combat Air Patrol, Nick Faldo’s Golf, Pinball Fantasies.)

(2) BEST LICENSED COMPUTER GAME: ...........cccccaiiuncnnannne

(Possible nominations: Mortal Kombat, Space Hulk, Micro Machines, Indiana Jones and the Lost Fate of

Atlantis.)

(3) BEST ORIGINAL COMPUTER GAME .........ccccoeminniiinssnans

------------------------------------------------------------------------- AEEAAEEEAAEEERREEE

(Possible nominations: Cannon Fodder, The Settlers, Liberation: Captive 2, Soccer Kid, Syndicate.)

(4) COMPUTER GAME OF THE YEAR: ........cccccmimmacinnninnnnnas

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

(Possible nominations: Cannon Fodder, Flashback, Syndicate, Soccer Kid, Lrberaﬁﬂn Captive 2.)

(5) SOFTWARE HOUSE OF THE YEAR: .......coevmeeinnisnnressnnsnnnss

BB B B S B R R R AR R B B EEEE RS assass

(Possible nominations: Mindscape, Psygnosis, Virgin, Team 17.)

(6) PROGRAMMER/DEVELOPMENT TEAM OF THE YEAR....

,,,,,,,,,,,,,,,,,,,,,,,,, B N R R R R R

(Possible nominations: Andrew Braybrook, David Braben, Bullfrog, Sensible Software, Tony Crowther/Ross

Goodley)

{7) BEST AD OF THE YEAR ...conmmsnmmmsarsssrmsnuvsnssmsssnsnssanssanssannss
(Possible nominations: The One, Cannon Fodder, CD32 Ad (ha, ha!), Syndicate, The Wonderbra.)



games business has begun as movie studio
MCA/Universal bought a stake in Lost Vikings
publisher Interplay.

Industry pundits have been predicting this one
for ages. Hollywood companies have been eyeing
the publishers ever since they looked at their prof-
its and realised that the game of, say, T2 was
pulling in more cash than the film itself.

The deal gives Universal back some control of its
valuable licences. Meanwhile it gives Interplay
access to Universal's sets, its people, its expertise
and, of course, its luvverly lolly. Since Interplay is
concentrating on CD these days it could herald
some wonderful stuff.

The other studios are at it too. Columbia Tri-star
bought into Psygnosis last year and has its own
games arm, 20th Century Fox is looking into open-
ing one, Paramount, Universal and Warner have
“interactive” publishing divisions and Walt Disney
has a software company set up to make its games
as smooth as its movies.

Some experts believe the cash and power of Hol-
lywood will come to dominate the games biz. Oth-

NO ALIEN 3

eam 17's awesome Alien

I Breed pairing looks set to

stay just that. The crack

development team appears to have

abandoned plans for Alien Breed

3D which was to have been the
third installment.

But the good news is that a spe-
cial edition of Alien Breed 2 called
Tower Assault is in development
and will surface next month. It fea-
tures improved graphics and 40
levels as opposed to 17 in the origi-
nal. Team 17 plans to release it in
the mid-price range. Super. At
around the same time Alien Breed
2 will be put out on CD32 with
many improvements including digi-
tised speech.

The reason Alien Breed 3D has

T he threatened “Hollywood Invasion” of the

these days.

stayed in its pod is that it's been
superseded by Doom, an apparent-
ly startling shoot-em-up in the
same vein.

LET'S GET QUI22Y
H

ere's a few simple tips
from The One on how to
make your living room

ers say the studios don’t know what they're doing
and should stick to churning out formula tripe like
Policeballs 8 - The Afterthought. Either way the
invasion has started. And with Video CD and cable
technology set up to blur the divisions between
movies and games maybe it's inevitable.

MAJOR MERGER
MORE AMIGA?

ore Amiga games on the high street — that's the likely outcome
of a merger between Our Price and Virgin Retail which has just
been announced.

Gosh, you might say, two real giants coming together in what must be a
genuinely historic development. This could change the face of Britain's
retail scene forever! But it's not really like that. You see both companies are
actually part of WH Smith. So the merger is just a canny bit of strategy by
Smiths to make its shops more efficient.

Experts reckon that computer games are at the heart of the decision.
Virgin, which has 24 shops, is much better at handling games than Our
Price with their 304 shops. In fact only half Virgin's cash comes from music

Now WH Smith wants Our Price to benefit from Virgin‘s know-how. And
that's good news for Amiga users because Virgin stocks most formats
whereas Our Price tends to stick with the consoles (and has been known to
overcharge a fair bit for them too!).

questions with multiple choice
answers. The novelty is that
Switchguiz comes with either two
or four hand-held modules which

just like the lounge of the Queen
Vic. One, find an old trumpet and
tie it to the ceiling. Two, grow a
beard, roll your sleeves up and
say “now, what can | get for you
gents?” to anyone you can find.
Three keep a steak and kidney pie
in a warm glass cage. Four, buy a
copy of Switchquiz and load it
into your Amiga.

Switchquiz is the first game
from peripheral manufacturer
Switchsoft. It's very like a pub
quiz in that it sets text-based

you fit into the parallel port to
enable you to play against the
other regulars.

The game will be released any
day now. It comes with two disks
—one of the game itself, one
with the questions. The first edi-
tion features 1,000 general
knowledge questions but there
are plans for more including a
sports edition. The two module
pack costs £28.95, the three mod-
ule version £36.95.
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If you fancy reading a real maga-
zine then why not write to
MNathan White, the author of
Computer and Console Guide
which covers all formats from
Amiga (yay!) to SNES (boo
hiss!!). To be honest with you,
its 66 black-and-white pages are
better written than anything
you'll find in this rag (but that's
not difficult) and well worth a
look. If you fancy obtaining
copy. send a £2 cheque or postal
order to Mathan at: 3 New Street,
Chase Terrace, Walsall, West
Midlands WS7 BET..,

..Talking of the heady world of
publishing, Impact Magazines
has finally put its Amiga Force
(or 'Farce’ as we hilariously refer
to it) out of its misery, with the
April issue being the last you'll
ever see. An industry grieves...

-.If you buy the CD32 version of
Team 17°s forthcoming Arcade
Pool, you'll receive a free digi-
tised pub. Well, sort of. You see,
to create an authentic pool
atmosphere, The boys at Team
17 are going to pop down the
local and leave a DAT tape run-
ning for 40 minutes. The result-
ing soundtrack will be played
during computerised games of
pool. Just how they are going to
erase any swear words,
though?...

...The European Computer Trade
Show Awards nominations are
now in. The ceremony will take
place on April 10th and the
Amiga games in with a chance
are as follows: Cannon Fodder,
The Settlers, Syndicate (Most
Original Game); Cannon Fodder,
Syndicate, Frontier (Computer
Software Game of the Year):
Frontier (Overall Game of the
Year). Sensible Software has
been nominated for Developer of
the Year. We'll let you know how
they get on...

...Aumour has it that Pac Attack,
a cross between Pacman and
Tetris (sounds interesting!), and
Metal Marines (which, according
to our mates on Nintendo
Magazine System is “"very good,
actually”) will be granted an
Amiga release. Both titles are to
be licensed to a third-party pub-
lisher and/or developer and
should hit the strests towards
the end of the year...

...A ‘super enhanced’ version of
Lionheart is still on the way for
the CD32 (yes, we're getting a
tad impatient now). Thalion is
planning a release “sometime in

April."...

...lWe'd love to tell you about at
least five console conversions
coming your way during the next
year but unfortunately the deal
isn't quite in the bag. With any
luck we'll be bringing you
exclusive news next month...
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Forget

Fantasy League.
This is for real.

PLAYER
MANAGER gives you

the chance to show your
skills on and off the
pitch. It combines the
pace and the gameplay of
the legendary Kick
Off with the tough worlid
of football management.
Planning the right tac-
tics, boosting team
morale, picking your best

PC compatibles: VGA min, 3868 min, hard drive
. installation required, Min 1TMB RAM

Super Nintendo version published by Imagineer (UK) Ltd, Unit 16, Progress Business Centre, Whittle Parkway, Slough, Berks SL1 6DQ

couldn’t

manage

team, managing the
club’s finances, wheeling
and dealing in the trans-
fer market, spotting new
talent, even designing
the team kit is down to
you. The buck stops with
you, the board and fans
expect results, fail
them and the boot
beckons!

Amiga: sS00/ 8600/ 12005 2000
Min 1MB RAM

SNES

out now

PC &
AMIGA

available

mid march

—~

Imagineer

ANCO

Tel: 0753 671686 Fax: 0753 671682




Will you?

“A blinder of a game”

cvG 9 5%

“Best ever football management

simulation”

nwvs 899

“Soccer mavhem second to none”

sNES FORCE 90

PC compatibles and Amiga versions published by Anco Software Ltd, Unit 7, Millside Industrial Estate, Lawson Road, Dartford, Kent DA1 5BH  Tel: 0322 292513  Fax: 0322 203422
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HE'LL BE COMIN'
ROUND THE
MOUNTAIN

Dear The One,

| have been a reader of your maga-
zine since October 1993. In the Octo-
ber issue you stated that (on page
106) for Worlds Of Legend you
would be re-running the entire solu-
tion in a special 16-page supplement
the next month. Well, it's now Febru-
ary, almost March, and I'm still stuck
and still waiting. Everyone |'ve spo-
ken to who reads The One doesn't
remember receiving any supplement.

Michael R. Waller,

Ashford.

P.S. Will you be running the
solution to Eye Of The Beholder?

patronised in front of 50,
anything else to say then put pen to paper and s
30-32 Farringdon Lane, London EC1R 3A

LIt

We've created a brand-spanking new award for the Letters pages this month. It's called ‘Git
of the Month!’ This prestigious title will given to the reader who gets on our nerves the

interest we'll make this a regular feature so if you feel like being

._-Mll‘ll",'. because it's a load of crap!
The Amiga industry has been

~ going on for years and it will pro-

~ bely carry for years to come. So

~ dont bother fedding this crap
~ about pirators seriously damaging
~ the Amiga, and to be quite frank

~ with you | couldn’t give two mon-

~ keys about the Amiga going bust
through pirators, because by the
time that happens ill have a nice
little stack full of games to last me
quite a few years yet. Id also like to
say that the only reason | bought
 the Amiga A1200 is because |
~couldn’t find anywhere to nick it,

~ and | couldn’t possibily break into

 someones house. because that

“would be a criminal offence.
| also like to pop down my local

~ paper shop and nick all my com-

puter magarzines, thats including
yours. Of course. | nick the cover
disks as well, along with blank
discs from WH Smith.

Out of all the magarzines | must
you, that your maga-
nds out from the rest.
. Keep up the good work. Please

dont make this the star letter

What's the matter? Can‘t you take
a joke? We'd just finished running
the solution, why would we run it
again? It was a satirical swipe at
the various television channels
that, at the time, and in fact at
almost any time, were filling our
screens with nothing but repeats.
Honestly, sometimes | think our
marvellous magazine should have
a pop-up hand on some pages
that darts out over the reader’s
head. Or maybe we should flag
the many hilarious gags that
appear throughout every issue
with the words “Joke coming up”
just so that people won't be con-
fused. But I'm being silly now. We
were going to run the Eye Of The
Beholder solution, but we're not
now, just to spite you.

000-odd readers then mark your letters appropriately. If you've
end the resulting letter to: LETTERS, The

U. Like, thanks.

because it was the least | could do.
Mr. S.H. Superfrog,
Marioland.

First, to all our valued readers

(not Mr. Frog), | apologise for
the state of the above letter but

we felt it important to print it in

all you'll have, won't it? In five

maybe even a book. I'll be creat-
ing something and if there's any
justice, reaping the rewards of
some jolly hard work. You'll be
wallowing in the same dingy pit
with a stack of pirated computer
games. You can't even string a
decent sentence together. You
can’t spell the simplest words.
Writing is a basic form of com-
munication and you cannot mas-
ter it. | don't feel any anger
towards you, | feel very, very
sorry. You may not want my pity

the majority
would like to give you some of

words you understand) but as
far as we're concerned, you're
on the outside looking in. You're
alone; completely. Take a good
look at yourself Mr. Frog. Aren‘t
you just pitiful . Now, on to

years time | intend to be writing
successful TV scripts, plays,

THE FINAL
FRONTIER AGAIN

Dear The One,
| never thought my letter about
Frontier would spark off such furore!
Therefore | would like to make
things clear and hopefully this will
be the last letter on the subject.

| have clocked up many, many
hours on the original Amiga version
of Elite and | class myself as some-
thing of an expert on this superb
space game. So when David Braben
announced there would be a sequel |
was overjoyed. So like everyone else,
| waited and waited, my hopes
building. Five years is a long time to
design a game, you'd have thought
Mr. Braben would have ironed out
any bugs, after all he had long

more pleasant things...

enough. It is also a very long time to
wait for the greatest space trading
game ever.

The day it was released | bought
it. Five years in the making and now
it was mine. So imagine my disap-
pointment when | found the bugs:
the manual protection one and the
bulletin board one. The fact that the
game was only 690K, no enhance-
ments for the A1200, an unwieldy
craft to control and a badly con-
structed manual. So after two
weeks, consisting of 57 HOURS OF
SOLID PLAYING (ten minutes indeed)
my frustration and anger reached
boiling point and the letter was sent
as the culmination of my despair. It
was like asking for a CD32 for Christ-
mas in September and getting a
Megadrive on the day.



If the readers who wrote in criti-
cising my letter are happy with shod-
dy programming then so be it. Per-
sonally, if | buy a brand new car and
there are defects, | return it to be
fixed, giving the salesman a telling
off in the process. Therefore |
returned my original disks (there are
two by the way, the second contains
saved games) and promptly received
a bug-free version, with a polite
apology letter from Gametek. My
letter printed in The One was my
way of telling off Mr. Braben for the
many bugs.

It is now the year 3212, | have
been in space for twelve long years,
my Elite rating is Competent, my
Federal Rank is Sergeant and my
Imperial Rank is Master. | own a Pan-
ther Clipper and | am very happy
with the game. | have conquered the
inadequacies, | have overcome the
difficult manoeuvring and the game
is a joy to play (with the odd niggle).

Five years in the making, but five
years to come to grips with the
gameplay. This is my opinion folks, |
am entitled to one, just like the
reviewers of this magazine and if
you don't like it you can suck the
tailpipe on my Panther Clipper.

Simon Smith,
Sheffield.

There you go. | knew we were
right. Now let that be an end .

PLAYING CATCH UP

Dear The One,

| am yet another A1200 owner and
I'd like to see games that are specifi-
cally developed for it. | own Zool,
Trolls and Pinball Fantasies for the
A1200 and | feel that they are all
good games, but not exactly stun-
ning. Previously | owned a
Megadrive and had both Sonic 1 and
2 and these both had plenty of par-
allax scrolling (around twenty layers
in some places). Now | know the
A1200 has a faster processor and 32
bit technology, so why haven't |
seen an A1200 game with more than
three layers of parallax (with the
exception of Apache, given free with
Alien Breed 2, but that isn’t a super
fast shoot ‘em up). | believe one of
the other magazines said that the
A1200 Zool has 256 colours. It looks
more like 64 to me and it still moves
very sluggishly, all things considered.
If Commodore brought the A1200
out as a console it would be lethal.
The games for the Amiga are much
better than console games but due
to disk accessing they lack a lot of
snazzy touches. Lemmings, Robocod,
Lotus and Zool are just a few games
that leapt onto the consoles. Lotus is
crap for the Mega Drive, the A1200

version puts it to shame.
Aron Alliston,
Essex.

Er... The CD32 is basically an
A1200 with a CD drive and I think
you'll find that most of the games
that arrive on it are versions of
existing Amiga games (although
that's starting to change and we
are seeing more CD32 original
titles). As you may have noticed in
our reviews, we do have a box at
the end of each verdict that
details A1200 and CD32 specific
versions of games every month
(we've only been doing it for
about, ooh... a year and a half
now).

IMHO

Dear The One,

Well, I'm finally aiming to get my
name etched into the pages of histo-
ry (as your esteemed and much
feared ex-Ed put it). Could it be that
just by being motivated to reply to a
few readers’ letters | could, in future
years, hold in my rheumatoid and
aged hands an ancient copy of The
One that | can force upon my unin-
terested great-grandchildren? Let's
find out.

I'd like to take a meander through
a few of the March issue's letters,
starting with Femme Fatale. Well,
bad ol' Dan certainly achieved his
aim to wind up as many ladies as
possible (while causing, I'm sure,
many an embarrassed male to shiv-
er). I'm giving him the benefit of the
doubt in assuming it was deliberate,
but thumbs up to Louise for some
smart put downs!

Mext up, James Burr's questions
about Atari's Jaguar (or 'The Toilet’
as it is becoming known thanks to a
shocking design oversight). This
does indeed seem to be a depress-
ingly advanced machine, which
appears to even dent the ego of the
3D0 and possibly steal thunder from
Sega’'s threatening new Saturn
machine. Being a well adjusted indi-
vidual, | threw away the anorak-like
S5pec. sheet immediately after | saw
it, but what | unwittingly read leads
me to believe (or hope) that Atari
will bankrupt themselves by trying
to cram that kind of technology into
a machine that costs, what was it,
£1307 After the Falcon (already an
endangered species) they can't have
much cash left...

Onto Phillip Edwards’ gripes
about the CD32. Well, unfortunately
Phillip, it is just another Amiga,
albeit one with a new chip that lets
you waste 2Mb of chip RAM with its
PC-like byte-per-pixel display system.
Although | don't like to admit it, the
Amiga specification does not stand
up to the 3D0 and the reason that
3D0 games appear to be running on
a superior system is, well, they are.
Don't get me wrong, the CD32 is a
good machine with top-end A1200
specs based on a CD system, but is it
a step in the right direction?

-
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The Amiga needs to remain a
computer, which means it needs to
keep its keyboard and the bewilder-
ing array of sprockets and grommets
at the back. The day we receive an
affordable A4000/040 in an A1200
case and a CD unit crowbarred into
the drive bay will be the day that
sees Amiga owners dancing com-
pletely naked through the streets
shrieking “Praise be!”

Paul Jon Bowron,
County Durham.

People are often asking me
whether the CD32 and the A1200
are better than various console
machines. Of course the new
wave of ultra-high end machines
are going to be better. They've
been designed that way. What
you have to remember is that
consoles come and consoles go.
Even the brand new Nintendo
machine (Project Reality or what-
ever it's called) will eventually be
overtaken by something else.
Consoles don’t have the same
kind of market attitude that com-
puters do. How long has the
Amiga been here? It's lived
through the NES, the SNES and
will still be here when the next
wave of ‘super machines’ are
announced and long after the
current crop are consigned to the
scrap heap. I like the idea of peo-
ple dancing naked through the
streets though.

VORSPRUNG DURCH

TECHNIK

Dear The One,
I am considering replacing my rather
inadequate A500 with a more pow-
erful machine. However | am torn
between an A1200 and a CD32,
Obviously the CD32 is better techni-
cally, with its massive storage capac-
ity and power. However, were | to
equip myself with this rather excel-
lent piece of kit | would no longer be
able to run my old AS00 games.
Therefore, could you please tell
me whether or not an external flop-
py disk drive is planned for the CD32
and if so, whether it will be compati-
ble with my A500 games. | am also
worried that if | get a CD32, Com-
modore will abandon it as they did
with the CDTV. Could you tell me
whether this is likely to be the case.
David Welchman,
Essex.

Sie sind welkommen meine kleine
nachtsmusic (David signed off his
letter in German and | think —
although I'm probably wrong —
that was a suitable reply). Sorry
Dave, me old china plate, young
whippersnapper, fellow-me-lad,
Sonny-Jim, boyo, laddy, squire

and if I'm not very much mistak-
en, still apple of your mother’s
eye, Commodore hasn’t any plans
to release an external floppy for
the CD32. Our advice to you (and
you alone) is to go for an A1200
and wait for the external CD
drive to appear. Wiedersehen.

ATTENTION MR. FROG!

Dear The One,

I admit it. | used to own copied
games and a year ago if | had been
writing to you it would have been
about reducing the price of games
50 people wouldn’'t have to copy
them. But a few months ago | saw
the light. | realised that you don't
have to copy games and if you own
an Amiga copying games is about
the stupidest thing you can do.

I've been on both sides of the
argument and | feel a lot better, in
myself, knowing that | am no longer
one of the people who could cause
the downfall of the Amiga. "Ooh,
but it's so expensive,” they say. Well
that's just a pile of rubbish and,
chances are, that if they own an
Amiga they're probably not short of
cash anyway. By waiting for sales,
special offers and games being re-
released you can save loads of
maoney.

I own nine original games, includ-
ing Zool 2 which | bought for only
£14.99 in a sale and Goal! that | got
for a tenner on special offer. People
can give us their “pile-of-poo” excus-
es till their tongues drop off, but
copying games is just killing the
Amiga. You don't have to copy
games and by being patient and
parting with a bit of cash the Amiga
can be saved from seemingly
inevitable destruction. | only wish
other Amiga owners could see this.

David Brewis,
Tyne and Wear.

David Brewis is 13 years old Mr.
so-called Frog (as I'm sure our
infamous "“Git of the Month’ is
still reading) and I printed his let-
ter verbatim (sorry, I forgot, for
you I should keep things very
simple, er... how about ‘as it was
written’). Not only was it com-
posed in readable English but
David had obviously thought
about what he was saying, and
his letter was packed with strong,
legical arguments. | applaud you
David and only hope our lovely
Git for April can learn from your
brilliant example. Welcome to the
gang David. Now, why don‘t we
all sit round in a big circle, stick
some sausages on the barbie and
laugh at Mr. Frog until our sides
split and our pants are complete-
ly wet through. | know that's
what I'll be doing for the
next month or so.
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WATCH OUT FOR LEMMINGS ON THE BIG BREAKFAST AND YOUR
CHANCE TO WIN £1000° OF COMPUTER EQUIPMENT EVERY DAY.

You just can't get away. Even at breakfast, these lovable little guys with the green hair will be popping up to make
your Easter. And if you visit Boots or W H Smiths you can grab yourself a special ‘Lemmings for Breakfast' pack
from £9.99 while stocks last.

At Easter, treat yourself. Have Lemmings for Breakfast.

LEMMINGS ON THE BIG BREAKFAST
MARCH 28™, 29™, 30™, 31°" AND APRIL 1%

© Psygnosis Ltd. 1994. Psygnosis and Lemmings &re trademarks of Psygnosis Lid. All rights reserved.

icateh My wacky
competitions
in youx local

and national
newspapers’”

*At retail value,




o you remember the classic
D sci-fi movie Fantastic Voyage?

Let’s face it, after seeing the
curvetastic Raquel Welch in that fig-
ure-hugging catsuit you'd be quite
literally hard-pressed to forget it,
(especially if you're as sad as | am).
Well, film-buffs, do you also remem-
ber how, (or should that be when?)
towards the end of the last decade
(it's great being able to say that) |
Steven Spielberg ripped 3
off Fantastic Voyage and
made Innerspace? Well, now
Psygnosis has ripped them
both off and produced Micro-
cosm. Doesn't really matter
though, since Microcosm has
to be one of the most spectacular
games ever to hit the CD32 and now
it can be yours, yours, yours! (And to
top everything off, we'll give you a
CD32 to play it on too — so ‘owz-
about that then guys 'n’ gals?)

Yes, that's right. We (thanks to
Psygnosis) are going to give you a
CD32. A CD32! A CD-flipping-32!
You cannot, simply cannot, say fur-
rer than thot! See, we can't even say
forrir thn thit, that's how flipping
excited we are! A CD32! Fneep!

The winner will also receive a

| copy of the super snazzy Microcosm -

| and the first five lucky runners-up
l will get an exclusive Microcosm T-
shirt! Glump!

A CD32 complete with
. a copy of Microcosm
Plus! 5 Microcosm
T=shirts thanks to
Znosis.

But soft, dear reader how do you
win this ultra-sexy bit of kit? Easy.
Just before Christmas, Commodore
(those sons of fun) produced that
immortal piece of advertising: “To
be this good will take Sega ages”

Well, we want you to help Com-
modore rub its competitors’ noses in
it again. Come up with an advertis-
ing slogan to sell the CD32, one
that cleverly mocks a rival. Some-
thing like: — “CD 32
> makes Super Nintendo
play like a prune on its
end"”"— (crappy anagram). We
are sure you can do much,
much better.

Write your entry on the
form opposite (or a photocopy if
you prefer) and whomsoever
sendeth us the best one before May
28th., will win top prize. Send your
slogan (and any accompanying art-
work that you foolishly believe will
influence our final decision — but
which we’ll totally ignore and use to
cover our heads when we nip to the
shop in the rain — and no of course
we can’t return any) to: This'll put
Laing-Henry out of Business, The
One, 30-32 Farringdon Lane, London
ECIR 3AU. We'll all have a good
chuckle at them but the Editor,
(praise him with great praise) will
have the final decision, so send all
bribes/threats/Semtex to him.

COMPETITION

Winr

I think the following clever slogan will look pretty fab in orange
letters Inn—fltl high:

NOLIL3IdWOD
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ou all know that software piracy is a bad
Ything. You all know that it leads to more

and more software companies pulling out
of the Amiga market. You all know that this will
result in higher prices and less choice. But were
you aware that for some people, software piracy
is a ‘drug’ and has the addictive qualities of the
lethal illegal substance ‘crack’? Well, it's true, as
your crusading The One reporter can now exclu-
sively reveal.

Mr X has been tried and convicted of software
piracy and sentenced to life imprisonment at Her
Maj's pleasure. When our tireless hack first con-
tacted the miscreant he had served a full two
hours of his punishment and agreed at once to a
full and no holds barred interview with Britain’s
biggest and best Amiga games magazine, in the
hope that his horrific experiences would deter
others from making the same sordid mistakes.

Obviously Mr X's real name isn't Mr X. We
decided to change his identity to protect innocent
parties, but be warned: the interview that follows
isn't a light read. It contains disturbingly frank
descriptions of the pain and suffering endured by
software pirates. We hope his tragic story will
serve as a warning to others.

Remember: software piracy — just say No!

So, Mr X, or can | call you X — how did you
become a software pirate?

Well it all started off quite innocently. I'd owned
an Amiga for about three days when one of my
mates passed me a disk with X-Copy on it at a
party. | was already aware of the dangers, so |
pocketed the disk and forgot about it. Then, sev-
eral minutes later | was feeling a bit down
because I'd just had an argument with my girl-
friend (I caught her snogging with the same guy)
so | ran home, locked my bedroom door and
burst into tears. There and then | decided to show
her | was not the pathetic weakling she'd always
claimed. It must have been oooh... seconds later |
retrieved X-Copy from my parka.

As soon as | slapped eyes on this disk, my heart
started beating wildly and | became very sweaty. |
knew it was wrong but | thought stupidly, that
one disk wouldn't matter. Of course, | realise now
that once you start, it's very difficult to stop.

What happened after that?
| thought | had everything under control. At
first | was just backing-up some of my old
DPaint files. For some reason it felt good to

Continuing its policy of tack-

ling the big iss¥e® with a big
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We've carefully disguised Mr X's features to protect his identity. “I'm not scared to tell my tale,” he
says, “but | don’t want anyone to know who | am. I'd hate people to have a go at my mum in Sainsburys

for something for which | alone am™to blame.”

Dan normally gets the Number 11 bus to his ‘patch’, but if he could drive he'd probably own a car like
this one. Huge profits mean that Dan can afford such luxuries, while his victims sink deeper and deeper

into a financial morass.




Our reporter managed to catch the elusive Dan on
camera. He's luring other unsuspecting Amiga
users into his web of illicit activity. Sure, it looks
glamourous and tempting, but once you start
copying disks it's very nearly if not actually impos-
sible to stap.

copy my own work — it was as if | was someone
important, someone who was liked and respected
by all. But then the trouble started. I've only ever
created three drawings using that particular art
package, so | rapidly ran out of things to copy. |
think | must have duplicated the same disk 30 or
40 times. | got out of control. | was excited by the
whirring of the drive, the smell of the disks. | sup-
pose it was a ‘sexy’ feeling, really.

How did your habit get out of hand?

| soon became bored with copying Dpaint files
and moved on to magazine coverdisks. Some-
times these disks would house three, maybe four
demos, all of which could easily be copied
because they were in DOS format. Unfortunately
my desire to duplicate these disks had a price —
namely, £3.95 a go. Obviously it was a bonus
when certain magazines cover-mounted three
disks, but | was spending approximately £19.75 a
month for 10 coverdisks.

This wasn’t enough. Although by now | had
run-up a sizeable overdraft, | still wanted more,
so | took to making multiple purchases of the bet-
ter magazines. It got so bad that | was often buy-
ing every available Amiga magazine a newsagent
could offer me, which | understand from the ‘Let-
ters Page’ annoyed those readers who were
unable to obtain a copy of their favourite maga-
zine. Funnily enough, there were always stacks of
The Ones left on the shelves.

The situation became so desperate that | was
barred from several newsagents. It was then |
met Dan,

Who's Dan?

He introduced himself as ‘a friend’. He said he
could get back issues of a magazine at ‘reason-
able prices’ if that was what | really wanted. But |
know now that he was nothing more than a
seedy pusher who had been following me for
some time.

With hindsight it's easy to see how much my
supposedly secret hobby was noticed. My com-
plexion had deteriorated — spots were appearing
on my spots — and at one stage acne had com-
pletely closed one eye. My hair was unkempt. It
had the texture of lard. | stank like a public toilet.
Basically, | was a real mess.

Dan said that he could relieve all that. He said
that he had something that would make me bet-
ter. | didn't realise at that stage what he was talk-
ing about — he was talking about full games.

The way these pushers work is very devious.
The first disk he gave me looked harmless
enough. | forget what it was called, but it wasn't

the name that was important — | just wanted to ,

copy it. | remember feeling elated as | skipped

home, clutching my blue disk and grinning from

ear to ear. Things get a bit blurred after that, but
as soon as | started to copy the information | was
on a real high.

Unfortunately, the buzz didn’t last long. | soon
became depressed and irritable and needed a big-

I was doing maybe 10,
11 disks a day but I still
wanted more. , ,

Mr X.
Convicted Software Pirate.

ger fix. | ran back to Dan who told me it would
cost at least £25.99 a disk — an absolute outrage!
There's no way I'd pay that. Ever.

But | did, mainly because my craving was
stronger than my will-power. | knew | shouldn't
be doing it, but | just couldn’t stop myself. As the
disk was being copied | noticed an old fancy dress
costume lying discarded on the floor and felt
myself being drawn towards it. I've been wearing
the eye-patch ever since.

How bad did things get?
Pretty bad. It finally got to the stage where |
couldn’t walk past a disk without feeling an
uncontrollable urge to pick it up and duplicate it.
| was doing maybe 10, or 11 disks a day but | still
wanted more.

Dan just made the situation worse. He knew
he'd got me exactly where he wanted me and
kept upping the ante. Then he started giving me

Mr X is paying society's harshest penalty for his
crimes. He spends 23 hours a day banged-up in
solitary and is forced to use his moon-boots as
emergency lavatories. “It's horrible,” he sighs, “if
only | had said no.”

Mr X's bedroom hid his shameful secret but when
vice squad detectives torched his place ‘looking for
evidence' they came across a disturbing number of

used disks. “Some may contain viruses,” admitted

one copper. “It's not unusual for pirates to share
disks, increasing their chance of catching
something very nasty indeed.”

two disk games like Snapperazzi and Batman
Returns, effectively doubling my dose. These
eased my pain, but soon became the norm. Dan
proceeded to increase my dosage to games like
Desert Strike and The Patrician, for which he'd
charge an exorbitant fee. | was in real trouble. For
weeks | was doing two Desert Strikes and a Snap-
perazzi every day, with the occasional one-disker
to ease the shakes between the big hits.

By now almost every sentence | uttered would
contain the phrase “yo-ho-ho,” which was very
embarrassing. All my nice sensible shirts had been
exchanged for stripy jumpers and | was in the
process of looking for a houseboat to rent.

But then it all went horribly wrong. Dan hinted
that he had very limited supply of the ‘ultimate
buzz’'. Of course, when | heard this | became a
desperate man and paid the two thousand
pounds he asked. The package he gave me was
impressively weighty and | ran home as quickly as
possible. Once I'd reached the solitude of my bed-
room | could see why Dan had described this as
the ultimate buzz. It was Monkey Island 2.

| recall getting to about disk eight. My heart
was pumping like never before. | was sky high,
man. But then | must have collapsed or some-
thing because my next memory is of the hospital.
My mum was clutching my hand and crying.
Apparently, she'd found me lying on the floor
and immediately realised something was wrong.
When she saw the requester on-screen asking for
me to insert the destination disk, she knew exact-
ly what I'd been up to and immediately contacted
the Federation Against Software Theft.

I don't blame her for what she did. | deserve
everything I've got.

What advice would you give to our readers?
Well, | wouldn’t want anyone to go through what
| did. At the height of my addiction | felt like a
god, but | realise now that | was nothing more
than a git. I've lost my friends, my family and
now my freedom. It just wasn't worth it (sobs
uncontrollably).

Thank you.

The One would like to thank The House of
Detention Ltd., of Clerkenwell, London EC1,
(071 493 1089), for its kind permission to use
its truly atmospheric facilities. Thankyou.
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he Wildebeest were restless. Some-

thing, plainly, was wrong. “What

could be troubling them?"” pondered
Game Warden Byron, a giant hunk of a
man. “I'm not sure Kimosabe,"” replied
towering Centre Forward Lofty
Broughton, a talented striker lost in the
wrong story, “it's almost as though they
know something's coming — and that it's
going to change their lives”. The ground
began to shake and Byron braced himself
against a boabab. Broughton calmly
rounded the keeper to slot home an
extra-time winner. Byron slapped him
roughly across the face, “Snap out of it!
You're in this story now.” Something very
impressive was sweeping into view. “It's
beautiful,” gasped Broughton, “what is

it?"” “Need you ask?” replied the
gorgeous, nay handsome Byron, “It's this

month's ‘Work In Progress'.” And of

course, it was. And of course, he wasn't.

Simon Byron (formally of NASA) travels the length and breadth of Britain to
report on this, the latest graphic adventure to hit our shores. And the com-
pany lucky enough to take Lord Byron out to lunch? Renegade. (Just don‘t
tell them that he's taking an old fat friend along to handle the desserts! No
names mentioned.)

You might think that ghosts and ghouls would never be far away with the
latest project from Core. Of course, you'd be completely wrong, as the only
spooky thing about this ‘'shoot-"em-up’ is its title (and even that isn’t par-
ticularly scary!) Matt Broughton shines a torch up his nose and looks deeply
into the eyes of this 1942 inspired “fly 'n’ die’ offering.

Simon Byron wades through the gore to get to the starting line. Once his 2-
stroke is running, he putters down the road with Electronic Arts for a quick
bevvy and a good old fashioned punch-up. If you fancy a bit of Road Rash-
type racing thrills and spills, with a generous dollop of violence thrown in,
you might find this right up your alley. Oc-chal

Matt Broughton travels to the holiday resort of Mile End to visit Teque HQ
for a quick gander at Imagine Home Entertainment’s up-and-coming foot-
ball management game. Considering that the game has been written by a
bunch of football management freaks (sorry chaps) the end result looks to
be a combination of the best bits from all your current faves. If you've never
seen people with club feet play football, this could be your chance. (I think
you've misunderstood — Simon.)

In Matt Brougton's part of the magazine, that's fast becoming almost inter-
esting, four more Essex beauties line-up for your pleasure in swim wear,
evening wear and, of course, lingerie (Arroogal). Not to be mistaken with
Mini WIPs which is none of the above.
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he adventure game. Once the

predummant force in the

world of Amiga gaming, now
a mere handful of titles lost beneath
an avalanche of shoot ‘em ups, beat
‘em ups and platform romper
rooms. You might say that the PC is
to blame. Someone once saw a Sier-
ra game running on an |IBM some-
where and said: “Hey all you adven-
ture writers, look at this" in a
strange Rik out of The Young Ones
voice. And so they looked. And they
liked. They left the Amiga like rats
leaving a sinking ship and scuttled
down the hawsers to the dread-
nought HMS PC.

But there are stalwarts. There are
still a noble few that prosper in the
bilges refusing to leave (even if they
do work on both machines). Revolu-
tion to name but one. Adventuresoft
to name another. And now Rene-
gade has entered the hold, albeit
indirectly. Because it's from a small
Australian company, previously
responsible for several successful
comic books that the latest point 'n’
click graphical adventure interface
comes. The company is called Inter-

active Binary lllusions and the game
is a 40's adventure movie-style epic
called Flight of the Amazon Queen.

Having a very similar feel (and
name) to John Huston's seminal
African Queen, (Bogie etc.) Amazon
pits you as Joe King (geddit?), an
American pilot, charged with con-
veying star of the silver screen and
forces' sweetheart Faye Russell (ged-
dit??) into the heart of the Amazon
rainforest for a photo shoot to pro-
mote her new movie 'Jungle Pas-
sion’. Along with trusty mechanic
Sparky (geddit???), the dare-devil
duo face both natural and unnatural
challenges — from wild animals to
the equally wild Anderson, a rival
pilot from Holland a.k.a. the flying
Dutchman (geddit??7??... ah, forget
it). Add to the plot some missionar-
ies who take their mission just a little
too seriously, the obligatory race of
beautiful Amazon babes, a tribe of
pygmies (are you sure that can be
right? —Ed.) standing over six feet
tall and surprise, surprise, a secret
organisation intent on taking over
the world. It all adds up to just one
word: fun-nee!

QWORK IN PROGRESS
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To accommodate the vastness of the Amazon jungle, Binary employed a graph-

ical technique called Double Width Parallax Scrolling. Travelling is

accomplished by selecting a spot on the map and watching the obligatory red

line move from A to B.

“It's really weird actually,” says
Renegade’s project leader Graham
Boxhill, not speaking about the plot
(as you may have thought), but of
the way the game was discovered.
"Amazon Queen came in one day
and it was just by luck that | looked
at it. Usually I'm pretty bad at look-
ing at demos but Binary continued
to pester me, keeping me interested
and it just went from there. It's the
only product we've got that hasn't

come from an established company
and the only one that |I've ever been
involved in that's come through the
post as a demo. I've been in the
industry for six or seven years and
it's the only full-price product that's
come through the post.” Of course,
being based in Brisbane they were
hardly in a position to just pop down
the road and say hello. Constant
phone calls and faxes were the key
to Binary's success. “They were very

In keeping with standard The One policy, the person pi-euiawing Renegade's new adventure
has to be the one with most in common with the game's star. Since Joe King is a rugged,
handsome aviator, we were all of a dither until Simon Byron pulled rank.




PROJECT: Flight Of

The Amazon Queen
PUBLISHER: Renegade

DEVELOPER: Interactive Binary
lllusions: John Passfield (program-
mer and co-writer), Steven Stama-
tiades (graphics and co-writer),
Tony Ball (programming), Richard
Joseph (sound).

INITIATED: September 199|

RELEASE: May 1994

persistent,” says Boxhill, "ringing-up
all the time and faxing, asking us
what we think. They obviously
believed in the game which was a
good sign.”

Binary, it turns out, were nearly as
doubtful at first about Renegade.
“Originally we wrote up a list of the
five leading software publishing
houses,” explains John Passfield,
chief programmer at Binary. "We
sent the game off to who we
thought were the best, figuring that
if they rejected us we send it off to
the next one. Renegade were at the

(Below) Of course, being the 40s,
it wouldn’t be an adventure flick
without the Nazis turning up.
Although not specifically of the
Third Reich, the secret organisa-
tion known as Floda (est. 1903,
Worlds taken over a speciality) is
definitely of Germanic origin.
Zeppelins? ‘Das Plans'? The
defence rests, m’lud.

WORK

top but with the Bitmap doing main-
ly arcade games we didn’t think
they'd be interested. But Graham
called back and said they liked it so
we got involved."”

Boxhill picks up the story: "We
received a five room demo of Joe in
the hotel, which is the start of the
game, escaping from the hotel and
getting to a cut away sequence. We
were all very impressed with it.” Oh,
in case you're wondering, the other
four companies that missed out on
the chance to snap up the ‘adven-
ture of a lifetime’ (cue film trailer
voice) were Electronic Arts, US Gold,
Virgin Interactive and Ocean. Just to
prove that advertising works, they
arrived at the list of five by looking
through back issues of The One and
studying the adverts. Glad to have
helped guys.

Amazon Queen is the first com-
puter title to emerge from the three-
man Australian team, comprising of
Passfield, Steve Stamatiades (in
charge of the graphics and helping
Passfield write the plot) and Tony
Ball, who joined the other two after
Renegade became involved in the
project in order to help with pro-
gramming. "Steve and | started it
alone,” says Passfield, "about two-

A B-movie wouldn't be a B-movie
without a mad scientist. Thankfully
Amazon Queen sticks to all the
clichés and contains plenty of bizarre
scientific gadgetry capable of
producing implausible results. Here a
young tribeswoman is zapped by
something blue and sparkly. No
doubt in an effort to control her
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(Above)There's a full compliment of
mystical object d’art. Shining orbs,
secret chambers, symbolic temples
and ancient shamen all play a part in
the game. There's even a race of
dinosaur worshipping natives (and
maybe even the odd dinosaur!). Hey,
it's the 1940's.

IN PROGRESS

The Amazon Queen af the title is the name of Joe's plane, revealing yet
another influence on the proceedings. "American and British film and televi-
sion have been definite influences on the game,” says Passfield. “This is by

Iit's what
we're about, giv-
ing new people
opportunities to
succeed where
they may not
have been able

to before. , ,

Graham Boodhell,
Renegade.
and-a-half years ago. Logistically

Steve was doing all the graphics
which takes quite a while, especially
since at the time we were doing it
part-time. A year ago we started
with Renegade full time which was
when Tony joined us. He's a real PC
whizz and that's really been a great
help, although even with just three
people it's still an inordinate amount
of work.”

"With graphic adventures, as
opposed to arcade,game, it's easier
on the programming,” says Stamati-
ades, “as you don't have to worry
about really fast graphics, or moving
large ships around the screen. You
just have to worry about getting a
character from point A to point B."”

“It is a big problem trying to
make it all fit together logically,
though” adds Passfield. “With eighty
or ninety locations to visit and
around forty main characters wan-
dering around, it's amazingly com-
plicated trying to keep track of all
their paths.”

Amazon's strongest quality is in
it's scripting. Although the plot
sounds a little corny, it's been done
in a deliberate manner, in order to
maintain some of that guintessential
B-movie quality. Steve and John pre-
viously worked together on several
comic books and weekly newspaper
strips, all of which were such big
sellers in Australia that Dark Horse
Comics have signed them to create a
new ‘rip-roaring space adventure’
based around an earlier creation of

no means an ‘Australian’ game."”

Steve Stamatiades uses the familiar
‘block’ technique to piece together a
screen. First he draws the main back-

ground then adds any animated
pieces to it separately. For example,
on top we see the interior of a tem-
ple in it's barren state with a moving
door ready to be placed in position.
Below is the finished screen.

John’s. It's called Stereo Jack and
John describes it as "a rip roaring
space adventure”. Hmmm... sounds
rather promising.

"The whole game is structured
around characterisation,” explains
Passfield. “We tried to give each of
the 40 or so characters very real per-
sonalities so that the end game is
definitely a lot of fun, with a lot of
humour.” This fact is evident with
the plot and the very name of the
lead character, Joe King. The humour
is also important to Renegade as
they feel that the dark side has been
explored enough. “We're hoping it
does very well,” confides Boxhill,
“since not only is it a very nice game,
it's also a breath of fresh air. Revolu-
tion games have been criticised for
their lack of humour, which is unfair
as they're dealing with a dark sub-
ject matter. Amazon Queen is treat-
ed in more of a B-movie style. Very
flippant. All the character and corni-
ness of a B-movie.”

This is apparent from Steve Sta-
matiades’ stunning visuals.
Before starting on games, he
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‘ The whole
game is really

structured around
characterisation. , ,

Binary Busions.

graduated as an animation major,
worked on several comics and even
did some of the animation for the
forthcoming sci-fi flick Fortress, star-
ring Christopher Lambert in a kind of
Cyberpunk/Netrunning adventure.
Apart from using 256 colours and
parallax scrolling for almost every
screen in Amazon Queen, Stamati-
ades developed something called
‘Dynamic Lighting’. In it's most basic
form it's little more than an atmo-
spheric builder, allowing for charac-
ters to get lighter and darker
depending on where they stand in
relation to the location’s light
source. In practice it's surprisingly
effective. Other atmosphere building
devices include, for the CD32 ver-
sion, a fully spoken script (possibly
using professional actors but that is
as yet undecided) and interactive
music, similar to LucasArts’ iMUSE
system, where the music changes in
subtle ways depending on what's
happening on screen. All the sonics
are being handled in the UK by none
other than Bitmaps' very ‘own
Richard Joseph.

This was practically the only influ-
ence Renegade has had on the game
though, as Boxhill is keen to point
out. "Although the game has
changed quite a bit, the storyline
hasn't changed at all. All we've been
doing is giving out a few ideas about
tweaking puzzles here and there and
general advice on the text passages.
Ninety percent of the game is theirs
and it's been unaltered since we've
been dealing with them.”

Amazon Queen represents a real
change of direction for Renegade.
“Obviously we're interested in any-
thing of quality, anything we can
sell,” says Boxhill, "it's just that
every product we've been sent
before has been of a platform,
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In keeping with the film like
style of the game, there are a lot
of cut-away animations and
close-up shots. Here we see three
of the main characters - a prehis-
toric dinosaur, the evil Dr. Frank
Einstein and the beautiful Faye
Russell — ready for close-up Mr.
De Mille!

Hi, I'm Joe Eing.

Who are ypou? ‘
1s that pour boat?
Rice chatting to pou.

(Above) As is common with a lot of today's leading adventures, Amazon
Queen doesn't restrict itself to single-screen locations. Unlike a lot of adven-
tures, Binary has used parallax screlling effects to add atmosphere.

Feep an eye on Fape while I’m awap,
What are the Queen’s chances?

ok ap? ‘

will gnu be okay if I leave pou here?

I’'ll be back soon. Bve.

An Amazon tribeswoman (why are they always so sodding beautiful?) sur-
veys the wreck of the Amazon Queen. Stamatiades is no stranger to drawing
the female form, seeing as how a lot of his previous comic work consists of
“page three girls on every page”. Not that Amazon Queen is anything like
that of course. For their first release at any rate, Binary has deliberately

taken a tame approach.

or shoot ‘em up nature. There's no
rule at Renegade about what we'll
take on, it's just all the high quality
products we've had have been like
that.” As with most things in this
industry, once you've proven your-
self in one area, you become type-
cast. "l hope, in a way, this makes
people see Renegade in a new light,

Conversation has been of paramount importance to Amazon Queen as char-
acter interaction is the strongest element of the game. Conversations are in
the style of LucasArts games — multiple choice replies covering all sorts of
possibilities. "Monkey Island was a big influence,” reveals Passfield. “We
really enjoyed it, thought it was very funny.”

that we're not just for the 'big boys’
- Sensible, Graftgold, The Bitmaps —
we're open to new talent. It's what
Renegade is about, giving new peo-
ple opportunities to succeed where
they couldn’t before.

“It's difficult though. When you
deal with quality all the time, your
expectations go up. Kids will send in
demo disks that they think are good,
but when you look at them it's obvi-
ous that they're nowhere near as
good as they think. You know that if
they were actually presenting it to
you in person they'd blush at what
they were showing you.”

Binary isn't worried about taking
on new territory. It's got a game its
happy with and that, as far as it's
concerned is the most important
thing. “It's interesting,” muses Pass-
field. “I'm not meaning to sound like
we're distant or anything, but being
in Australia we don't get a lot of
direct feedback. We get feedback
from Renegade, from their program-
mers and so on and we'll really have
to monitor our sales through them.
We know it's not the greatest game
in the world but the main thing that
we want to accomplish is for the
player to have fun while he plays it.
We think we've achieved this."




nd so it was that during the age of Ragnarok, Heimdall, beloved of the Gods,
came to Earth from Valhalla to find the pieces of a Sacred Amulet the power
of which would banish the evil Loki from the viking lands.

It came to pass that Heimdall's quest was revealed
in the mighty saga that is....
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Continuing our occasional investigations of game titles that bear
no resemblance whatsoever to their content, Simon Byron visits

IN PROGRESS

Core and comes back screaming.

PROJECT: Banshee

.................................. BB EAIEA R RS R R RA R R

PUBLISHER: Core

DEVELOPER: Soren Hanibal
(design and graphics),

Jacob Anderson (design and pro-
gramming), Martin lverson (music
and sound effects), Guy Miller
(story), Troy Horton (level design).
INITIATED: November 1993

RELEASE: June 1994

, ack in the far-flung days of
" the Commodore 64, when

" men were men, women were
women and games were basic,
cheap and fun, there was a shoot
‘em up that stood out from the rest
for just one thing. It wasn't a big
thing. It wasn't a fancy thing. It
wasn't even a useful thing but it was
an original thing and people loved it.
The game was 1942 and there was
this aeroplane see, and it looped-the-
loop, see, and boy did it cause a sen-
sation. Some say that this wee
manoeuvre represented one of the
first original (and er... quite literally
revolutionary) bits of thinking in
arcade gaming.

A sequel followed called, natural-
ly enough, 1943 but there the calen-
der stopped. Designers moved on to
pastures new (one of which was
sowed with the dodgy seed that
grew into Street Fighter Il et al. —
but let’s not plough over old fur-
rows). Until now. Nearly a decade
later Core Design and a two-man
Danish team have gone 'back-to-
basics’ to bring the 40s kicking and
screaming into the 90s. However,
rather than call the forthcoming
blast-everything-in-sight-with-
bloody-great-weapons ‘em up 71944,
or even 1994, Core has gone and
plumped for Banshee.

The Banshee comes in two forms. This is the Banshee Fighter, your gun-
platform for the first four levels. Armed with the latest in Danish know-how
it should be enough to see you right. For the last two levels you switch to
the upgraded Sub-Light Banshee, with all its outer space gadgetry.

Banshee faces some stiff compe-
tition at the moment, what with
best-sellers like Stardust and Uridium
2 hogging the limelight. Core isn't
worried. Neither are the program-
mers, “It's simply the best shoot ‘em
up you can get for your machine,”
brags Jacob Anderson, one sizzling
slice of hot Danish in Core’s mouth-
watering new sarnie. The other is
Soren Hanibal and he's equally pos-
itive, especially after all the work he's
put in. "We've been working on it for
four or five months now, although
Jacob started before me.”

The plot is a standard fare as far
as shoot ‘em ups go. The Earth has
never had any World Wars and avia-
tion never progressed beyond the
Maurice-Farman Longhorn (go away
and look it up — Ed.). Come 1999
however and an obscure alien water-

Dive, dive! The subs are a good indi-
cation of how much work has gone
into Banshee. Originally there were

two but thanks to various
programming shenanigans, Hanibal
managed to push the total to four,
without any slow down!
Unfortunately this proved to be prac-
tically impossible in terms of game-
play so they compromised at three.




colourist chucks away his sketch pad
and picks up the shining instruments
of galactic-domination. Throwing zil-
lions into R&D, our warped-genius
cobbles together an awesome war-
machine and the big question, as the
threat of slavery hovers over an
impotent planet, is who can stop
him? The answer of course, is you,
Sven Svardensvart, son of an inven-
tor and creator of the Banshee, the
ultimate, state-of-the-art flying-
machine. So its 'up-up and awaaaay’,
through four main levels and two
sub-levels, and your mission (should
you choose to accept it), is to find
that tyrant and destroy him.

“It's just an ordinary storyline,”
says Anderson. “You have to free
your world in the first three levels
and then go after the aliens on their
own planet. The last level is set in
space, 50 you're given a whole new
ship to fly and other stuff like that.
We want it to be different all the
time, not just the same level with
new graphics.” The other big news is

£E wyouve

got an A1200
you'll want a
good shoot ‘em.
up for it.
This is it. , ,
Jacob Anderson
Co-Designer
that for the CD32 version, all of this
will be displayed in a series of stun-
ning Full Motion Video sequences
between each level.

At the moment Banshee is A1200
only, a restriction both Hanibal and
Anderson believe justified. “We made
it AGA-only because it looks better,
and because the A500 is too slow,”
says Hanibal. "Even with the A1200

we've had problems because the
Amiga is basically too slow. The
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Weapons take the shape of your standard
bullets, bombs, homing missiles, atomic
bombs, side guns and a forty-five degree
angular weapon. Picking up different icons
allows you to combine these weapons to
create some seriously ass-kickin® firepower.
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Humour is provided (for sickos at any rate) by the infantry, for whom death takes many amusing forms.
Splats, skeletons, human torches, these hapless goons never seem to learn.

A1200 blitter is much faster than on
the A500 but you have to bleed more
graphics to the screen. People keep
expecting more and more and you
just can’t give it to them. I've been
spending a lot of time trying to
speed up everything to compensate.

“1 like to think that I'm pushing
the A1200 to its limits. For example,
on the 500 version you could only
have two submarines on the screen,
along with all the firing and every-
thing. With the A1200 you can have
four, though we settled for three
because four is impossible to play.”

Banshee has lots of extras. Plenty
of power-ups, bonuses and a couple
of hidden nasties float around the
screen, and you have the option of
three-way fire, boosted shots, mis-
siles and a sort of combination for-
ward, sideways and diagonal firing
weapon thingy. At times there are so
many bullets zipping about, you
could be forgiven for thinking you
were Kate Adie.

The game’s other bonuses are
visual. Rain, snow and fog play their
part in increasing the challenge. "The
fog is made using two extra bit-
planes,” explains Hanibal. A bit-plane
determines the amount of colours

each pixel is able to use, the more
planes, the more colours. “The back-
ground and all the main graphics are
in 64 colours. This means I've got
two spare bit-planes to play with
since there's no need for more
colours on the graphics and the
Amiga isn't fast enough to run some-
thing with eight bit-planes and a lot
of things on the screen. So we took
those two bit-planes and used them
for transparencies (such as fog and
rain). That's one of their main advan-
tages and it's one thing you won't
get on many other computers.
There's no problem just adding it
either. It doesn't slow the game
down in any way.”

Banshee has something else that
didn't feature in 7942, Cannon Fod-
der. Infantry dots the battlefield and
as the action rolls, individual soldiers
will be seen to die in a number of
‘amusing’ ways. Some leave a large
splat, others disintegrate. Hit them
with a bomb and they leave a skele-
ton or, best of all, pepper their truck
and they all jump from the back
enveloped in flames. It's all harmless
fun (that's ‘harmless’ as in gratu-
itously violent) and adds a spot of
levity to the proceedings.
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All good shoot ‘em ups need guardians and
Banshee is no exception. Every level has at
least two, varying from the unfeasibly large
mega-planes (based perhaps, Airfix-fans, on
the Heinkel He111) to genetically engineered
monsters armed with hand-held lasers.

Hanibal and Anderson didnt
get involved in the sonics. Martin
Iverson has been brought in to
take care of music and sound
effects, although you'll find more
of the latter than the former.
“There won't be any in-game
music, only sound effects,” Ander-
son reveals — and Hanibal adds:
“We asked Martin if he could do
something decent with only two
sound channels to play with and
he said it wouldn't be very good.
So we're just having effects dur-
ing the actual game.”

| s'pose the burning question is,
‘'why?' Why take a game which
had heyday in the mid-eighties
and offer it to the more sophisti-
cated gameplayer of today? "It's
been a long time since anyone has
done this,” says Hanibal, “but
when you play it you find that you
still like 1942 because it's better
than many of today's crap games.”

“You'd have to buy the Com-
modore 64 if you wanted to play
the old game,” Anderson points
out, "and if you've got an A1200
you'll want a good shoot ‘em up
for that instead. This is it.” Confi-
dent lads, as I'm sure you'll agree!
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Using two spare bit-planes, Hanibal was able
to include masking effects such as fog and
rain. These reduce visibility and add to the
atmosphere like nobody's business. On later
levels storms are accompanied by thunder
and lightning, just to hammer the point home.
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There was a fair
amount of blood on
display in Space Hulk,
Electronic Arts’ last
release, but that's
nothing compared to
what they've got
planned for the
future. Simon Byron
tries not to vomit.

W past when | was

a wide-eyed and innocent
youth, with hope in my
heart and a spring in my
step, certain ace comics
advertised some things
called Sea Monkeys.
Apparently, these were
shrimp-like creatures
which could be trained

amazing tricks in front
of your very eyes. The
image used to sell
these er, cuteys
featured loads
of them loop-
ing gaily over
their little dwellings — a complete
misrepresentation, of course,
However, I'm the kind of person
who would have become very bored
very quickly with these so-called
pets. After all, if | wanted to own

PROJECT: Kuitof Speed ..
DEVELOPEHK: In-house: Simon
Etchells (product manager); Kevin
Shrapnell (producer); Darren
Clarke (programmer); Lloyd Baker.
INITIATED: October 1993
RELEASE: June 1994

The custom-made editor facilities make track design easy. By picking up

separate 'pieces’ of track (such as hills, corners, jumps, etc, etc) and plac-

ing them in the main display, Easterbrook can experiment with all kinds
of imaginative designs. Amazingly, each track only takes up 6k, no
matter how long or complex it is!
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some grinning er... things
4 who were constantly
being revoltingly nice to
each other, then I'd
keep the Waltons in
a cage in my bed-
room. In fact if
*ﬂ ‘8l someone gave me a
few Sea Monkeys |

reckon ‘twould not
be long before |
. poured oil in their
. water, or stamped on

‘'em with me Doc
P J Martens just for a bit
of entertainment, like.
You see readers,
Sea Monkeys are,
and always were
totally and utter-
ly boring and
most assuredly not
the sort of thing | want to have
curled-up smugly by the fire, or tak-
ing-up valuable space on my lounge
carpet. You see I'm a horrible person
by nature and there's nothing | like
less than ‘nice’ things. Yes, nicking
sweets off young children is my idea
of fun and afterwards, if they're still
not crying, | always give them a hefty
shove in the back of the head so that
they fall face-first into the nearest
puddle. And then when they burst
into tears | instruct their parents to
give them a thick ear for being so
noisy in public. Yes, I'm an old git.

So if you're trying to flog me a
pet, then making it vomit-inducing-
ly pleasant is not the way to go
about it. If | were given the oppor-
tunity to invent my own animal then
it would be green, have incredibly
ugly facial features and continually
torture its fellows using a variety of
ingenious weapons, In fact, I'd prob-
ably call it a Dork, stick it in a book
about space and stuff and make
loads of dosh.

The creatures featured in Kult of
Speed, Electronic Arts’ latest release,

%

Kult of Speed was originally being
developed for both Amiga and Sega
but that has changed, as Etchells
explains: “We don't feel that Kult of
Speed is right for the Sega market.
We're very conscious of bringing out
the right game for the right format
and we don't feel that Kult of Speed
is particularly suited for the Mega
Drive market. Amiga owners, howev-
er, haven't had a decent race game
for ages so we feel there is a
demand we can cater for.”

sound just a bit too similar for my lik-
ing — in fact, I'm sure someone from
EA has been going through my rub-
bish because they're called ‘Orks’. |
may sue, | may not. Who knows? But
enough of this tedious wiffling, let's
talk about the game itself (after all,
that's what we're here for) and
Simon Etchells, Assistant Marketing
Manager at EA, is the man with all
the gen.

“Kult of Speed is set in the
engaginly titled Games Workshop
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“¥ou can win a race if you don't actually win, if you see what | mean,”
offers Easterbrook, and if you don't know what he’s on about then let me
explain. Throughout each race you'll be given the option to chuck a variety
of weapons at opposing riders and this, hopefully, is what you'll see as a
result. If you manage to kill and destroy every other Ork then you become
the winner by default. These explosions are stored as separate sprites rather
than scaled in realtime to keep the speed of the game as fast as possible.

(Below) “There are six clans compet-
ing in the races and each has its own
set of traits,” expounds Easterbrook.
“For example, the Snakebite Clan are
into the natural look and will dress
themselves in furs, skulls and bones.
Others are completely the opposite
and try to lose an arm just so they can
have a metallic one welded back on
complete with integral gun.”

Warhammer 40, 000 world. The Orks
feel the need for speed and they'll
dice with death just to experience it.
Kult of Speed is where a group of
these guys meet up and race each
other over many different terrains.
The game is a very fast race/combat
game, similar to Road Rash but more
advanced. The tracks are very fast,
there are lots of splits and jumps and
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(Below) Some of the more interest-
ing obstacles only allow one trike at
a time to pass through and when
you consider that you don’t have
any brakes, timing your exit through
these gaps suddenly becomes very
tricky. “It’s this kind of thing that
makes Kult of Speed that bit differ-
ent,” enthuses Channon. And he's
right, you know.

pits to avoid. You can also buy lots
of add-ons to enable you to combat
the other racers.”

Although Kult of Speed does
sound like a blatant Road Rash rip-
off, Nick Channon, EA's PR bod, is
adamant that the only similarity
between the two is the fact they are
both racers. “Even though Road Rash
had some positive reviews, the pub-

“Orks are the kind of beings who think a gun is better if it makes a lot of
noise, regardless of whether it's accurate,” explains Etchells. “It's the same
with their bikes — the faster the better. Sometimes they may opt to buy a
slower one if they can fit more weapons on it, but that's only because it’ll

make more noise.”

lic didn’t seem to like it and we
never figured out why. | sup-

the game lacked something
because it was an out-and-out
racer with nothing else to it.
With Kult of Speed we've hope-
fully put that right.”

“Also, Road Rash was a
direct port of a Mega Drive
game so we didn't use the
Amiga's capabilities to the
full,” adds Etchells. “However,
this time we’ve been able to con-
centrate on tailoring the game for
the Amiga and as a result it's much
faster and smoother.

“Kult of Speed is a completely
original game. Everything
about it is new — we could
have used the Road Rash game
engine but we decided that it was
better to start from scratch.”

“In fact,” adds Rupert Easter-
brook, the game’s associate produc-
er, "Kult of Speed is significantly
faster. It's improving all the time, so
even on a standard A500 the results
should be quite impressive.”

So is this the game Road Rash
should have been? “l suppose so,"”

‘ ‘ People say
that the Amiga
market is dying
but if you look
at the figures
you can see that
the good games

are still selling
by the truck-
load. , ,
Nick Channon.
Electronic Arts’ PR bod.
offers Etchells. “We've added a lot of
new features to make Kult of Speed
quite strategic in places so there’s a
good balance between arcade action
and strategy — much like Space
Hulk. And although Road Rash and
Kult of Speed do look similar, this
game is much more fun.”

Part of this fun is gleaned from
the characters’ animations and
the way they deal out death and
destruction with their deadly
weapons. You can earn credits to
buy these devices between races
and it's up to you which ones to use.
For out-and-out gore, the telescopic
spike is the absolute business: your
Ork raises his arm, aims his fist at an
opponent and sticks a huge spike
through his head, leaving him dan-
gling lifelessly in mid air as his
trike continues its travels. Other

lethal weaponry includes wheel
blades, ball and chains telescop-

IN PROGRESS

ic spikes, all of which have similarly
graphic effects.

Hmm... isn’t this a bit risky, con-
sidering that the National Press is still
continuing its crusade against com-
puter violence?

“There is a lot of violence in Kult
of Speed,” admits Etchells, “but we
call it ‘extreme non-human violence’.
You can get away with a lot of blood
if you're not dealing with humans.”

“There’ll be a certain amount of
gore but not necessarily a large
amount of blood,"” adds Easterbrook.
“We'll definitely not be 'doing’ a
Mortal Kombat — that's something
we're consciously avoiding.”

“You have to be really careful in
some countries,” continues Etchells.
“Take Germany, for instance.
Although Syndicate wasn’t really an
overly-violent game, we still had to
make the blood green to enable the
game to be released over there.”

Perhaps it's a bit fortunate that EA
is a family company because the
opportunities to include some hor-
rifying scenes of death and destruc-
tion are endless. This is mainly due to
the fact that the trikes you race on
don't have any brakes (the Orks con-
sider slowing down for anything
completely wimpish, you see) so the
only way to decelerate is to bash into
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don’t have to make many changes.”
The artwork is something Etchells

is particularly pleased about. “The
characters are great and lend them-
selves to this kind of game. We've
been able to introduce some nice
™, touches like the two snotlings
S who perch on the handlebars
% and point out any opponents try-

IN PROGRESS

aware of the Games Workshop
following and has extensively
researched all its new creations, as
Etchells explains: “We actually went
to one of their games days which is
a huge convention of Games Work-
shop fans — and showed them what
we'd done with Kult of Speed. They
loved it. Part of the appeal was the

extreme
non-human

violence’'. , ,

Simon Etchells.
" Electronic Arts

other vehicles or scrape against the
walls. Nice.

This is EA's 2nd collaboration with
Games Workshop (Space Hulk was
the first) and the two have formed
a close relationship. "Games Work-
shop are pretty good,” reckons
Etchells, “they're only really con-
cerned that our artwork is in keeping
with their style. Because their prop-
erty is purely conceptual, it's difficult
to trademark it, so they are very, very
careful about how any of their cre-
ations are drawn. But because we've
formed a close relationship with
them, we pretty much know what
they expect and so can get things
right in the first place so that they
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ing to sneak up on you from

behind (apparently, the Orks are
too plain stupid to invent wing-
mirrors). These snotlings also act as
damage indicators — the more hits
you sustain, the more blood will drip
from their faces.”

Some of the characters have been
designed by EA themselves, which
surely begs the question: If you're
going to be making up your own
characters, why bother wasting
time on an expensive licence?
“We based our KOS characters on
Games Workshop
world because it's
well established with
loads of depth,” says
Etchells. “It would
take an awfully long
time for us to build
up something to
that level. Also,
Games Work-
shop has been
going for over
10 years and
has managed
to build-up a /
big cult fol-*
lowing. There's a
particular kind of
games player who
likes Games Workshop material, and
we're aiming KOS at that audience.
There's a good crossover between
Amiga owners and those who enjoy
playing Games Workshop games."

If you're a big fan of the Games
Waorkshop figures and are concerned
about a third party like EA creating
its own creatures then fear not. EA is

way they could see their favourite
characters come to life on-screen.”

But Games Workshop fans cer-
tainly made no bones about pointing
out any inaccuracies. “You have to
be careful because some guys are so
into the Games Workshop characters
that they think it's blasphemous if
you've inadvertently altered even
one single trait. One person came up
to us and pointed out that one of the
36 Orks we had on display at the
games day was created
using slightly the wrong
shade of green.”

Talking of visuals (which
| s'pose we were in a round-
about-kind-of-way), Electron-
. ic Arts is keen

to point out
that all the
totally Orktastic
screenshots feat-
ured in this article
are strictly ‘work in
progress’ — which is spooky,
because that's what we
call this part of the mag

azine already!

“The graphics change
all the time,” explains

Easterbrook, “and this
version hasn’'t got half
the animations we're going to put in
— we may even re-draw the trike
and make its tyres bigger."”

Kult of Speed features a split-screen
mode so two players can take part
in some ‘simultaneous action’, as
they call it, and thanks to some
clever programming there’ll be no
slowdown whenever a couple of

Although there is no way you can
slow your vehicle down, you are able
to make the trike do a crafty loop,
sending you back down the course.
This is useful for avoiding pile-ups in
areas of restricted width and getting
out of the way of anyone with a par-
ticularly fearsome weapon.

gamers race each other. “We're quite
pleased with that,” smiles Easter-
brook, I think a lot of people are
going to be surprised at the speed
of, er, Kult of Speed”.

Unfortunately, Etchells doesn't
think there'll be a modem link-up
facility. “What's the point? | don't
know anyone who links up two Ami-
gas just to play games.”

The Kult of Speed gang is striving
to make the game one of the
Amiga’'s more playable racers. "I
don't think we've seen a successful
game of this type for ages,” reckons
Channon (remember him?), “and
there's definitely a demand for it.
Our company policy has changed
over the years. We're concentrating
on bringing out only the key prod-
ucts for any particular format. We
don‘t want to release games which
score moderately well we want all
our games to score 85 percent plus.

"People say that the Amiga
market is dying but if you look at the
figures you can see that the good
games are still selling by the truck-
load. All our releases last year —
Desert Strike, Syndicate and Space
Hulk have sold really well and we're
confident that we can repeat those
successes this year with high-quality
games like Kult of Speed.”

The tracks are peppered by huge holes. You'll enly reach the other side if

you've got enough speed but as soon as your trike disappears down one

of these bottomless pits it's Race Over, man. This can be a tad frustrat-
ing at first but once you familiarise yourself with the layout of the
course then this hazard shouldn’t present too much of a problem.

Of course, a two-player game introduces a totally new element: ie.
killing your playing pal using a variety of disgusting weapons. Obviously
this is where Kult of Speed becomes really competitive and the added
attraction of the jumps and splits ensures that murdering a close person-
al friend has never been more fun,
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"... we were concerned when LucasArts announced
they were going to leave the Amiga scene, but with
Revolution currently producing stuff like this, who needs 'em 2"

cu AMIGA 95%

"Simply one of the best adventures ever released on the Amiga"

AMIGA FORMAT 94 % FORMAT GOLD

"... one of the most enjoyable graphic adventures
to appear on the Amiga for a long time."
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BENEATH A

STEEL

SKY

FEATURING...

REVOLUTION'S INNOVATIVE VIRTUAL
THEATRE SYSTEM AND STUNNING
ARTWORK FROM AWARD-WINNING COMIC-
BOOK ARTIST DAYE SISBONS,
BENEATH A STEEL SKY IS A GRIPPING SCIENCE
FICTION THRILLER SET IN A BLEAK VISION
OF THE FUTURE.

7/

ROBERT FOSTER IS5 AN INNOCENT OUTSIDER
STEANDED IN A YAST CITY WHERE
OPPRESSED CIVILIANS LIVE AND WORK IN
SOARING TOWER BLOCKS... WHILE THE CORRUPT, ﬂ'
COVETOUS AND RICH LIE UNDERGROUND, B

SHIELDED FROM ALL POLLUTION.
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AND DISCOVER THE SINISTER TRUTH
BEHIND HIS ABDUCTION !
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» SCREEM SHOTS MAY BE FROM A DIFFERENT VERSION

&
VIRGIN INTERACTIVE ENTERTAIMMENT (EURCPE] LIMITED, 3184 LADBROKE GROVE, LONDOMN W10 SAH 1904 REVOLUTION SOFTWARE (B 1994 VIRGIM INTERACTIVE ENTERTAIMNSAENT [ELIRCPE) LTD.
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A GAME

OF TWO
HALVES

Matt Broughton goes quite literally football crazy as

he examines yet another football release.

ootball. A game for supermen.
F A game of champions. A foot-

ball pitch is probably the only
public place in modern society where
a man can snog another man (even
the under 18s — Oof! That's enough
controversy — Ed.) without risking
getting his head kicked in. Probably
the only place where you’'ll find
lager-swilling, Korma-scoffing bon-
homie and naked, unashamed lad-
dishness spill over into a communal
bath, by Jimminy. Scary.

And we, the punters, finance
these strange goings-on by forking
out oodles of cash for season tickets,
horse-burgers and vile miniature
football strips to hang provocatively
in the rear windscreens of our cars.
Thankyou Clinton Cards. And for
what? So that we can indulge in a
weekly ritual of stabbings and kick-
ins because somebody looked at
someone else, 'in a funny way'. No,

no, no my dears, we go for the half-
time Bovril, the amusing and cruelly
accurate catcalls, the excitement, the
joy of a shared experience and above
all, the genius of great players.
Now if you don’t particularly fancy
going to a match but reckon (from
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Gate Receipts: 39,820

ates: 7525
l?hte Mean: 6500

Sponser investments: 5,450
fAdvertising Revenue: 12,900

Salary Payments: 35,000

the comfort and security of your fave
armchair) that you could make a bet-
ter go at managing a footy team
than say — Oh | don’t know, let's
pick a name at random, Graham
Taylor — then you're in luck (well, in
lots of luck considering how many
footy games are on the way — did
you see last month’s feature?)
Imagine Home Entertainment is a
new name in Amiga gaming, but
thanks to development team Teque
(Brutal Sports Football, F1 and Carl
Lewis Challenge, to name but a few)
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Awonx IN PROGRESS
A GAME

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

DEVELOPER: Teque London: Justin jones (pro-
gramming); Shaun McClure (graphics); Keith Wad-
ham (game design); Steve Morgan (Sound/FX);

FROJECT- Club Football — The Manager

Tony Love (Producer)
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Loans: 120,000
{Gnatwest Bank>

Interest: 12,250

Subsidiaries:-
Carpark wages: 2,500
Carpark Revenue: 4,53

Snackbar stock: 234
Snackbar wages: 3,100
Snackbar Revenue: 4,1(

Electricity/Hater: 465
Travel/Misc: 1,539
Cleaning bills: 530

they’re about to enter into the huge-
ly popular world of computer simu-
lated mangagement games.

Accepting that there's a fair
amount of competition in this par-
ticular ball park, what do the Teque
team think its game has that makes
it a worthy signing? Justin Jones, the
game's programmer, explains...

“The main thing with this game
will be the intelligence. Most games
have simple algorithms that calculate
who wins in midfield, who wins in
defence etc. and obviously if you
loose in defence the opposition
scores a goal. This will be more real-
istic, taking into account a number
of each player’s attributes and per-
sonality quirks — temperament, fit-
ness, attitude etc.”

Though this is the usual promise
with games of the genre, it's only
fair to point out that Prof. Jones does
have a BSc in Artificial Intelligence
from Middlesex University. His previ-
ous projects include the A/l systems
for a horse racing simulator, as well
as experimental human opponents
for a number of board games, so |
guess we shouldn’t be too cynical.

Matches can be viewed in one of
two ways; either as a text descrip-
tion/eommentary (like Championship

STAND RENOVATION
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Manager) or, as a top down view
showing the players running around
the goal mouth, shooting, missing
and fighting, (my word, he was right.
It will be realistic).

One thing Teque didn't like about
Championship Manager was sitting
through all the player transfers and
statistical information, so thought-
fully they've made sure that its,
‘Options 'r’ Us’ as far as how much,
or how little of the game’s info you
expose yourself to.

“If you're the sort of person that
likes to wade through tons of stats,
then, well, there they are for your
perusal, (the actual calculations exist
in the game anyway) — but if you
don’t like them — they can be turned
off. You will have a slightly better
chance of winning if you do, [read
the stats] but not so much that it's
mandatory for anyone wanting to
succeed,” says Jones,

If you're so inclined, there are also
business elements in the game, and
as in Premier Manager 2, you can
involve yourself in improving ground
facilities ete., right down to how
much you charge for the suspicious-
ly gristly hot-dogs! (Spendthrifts like
me will be glad to hear that there is
the standardly obliging bank man-
ager just dying to lend you far too
much money without really knowing
how you're going to pay him back —
shame they only exist in computer
games really isn't it.)

So as kick-off approaches, fellow
spectators, all the necessary ingredi-
ents seem be there and what’s more,
with Teque team members including
stars from games like Road Rash 2,
Raiden, Pitfighter, Elvira, and James
Pond 3, we should be in for a bit of
a visual treat as well. Now as the sec-
onds tick away, the ref ot
looks at his watch, checks ;
with his linesmen and
it's... pheecoweeep...
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very trilogy needs a third
E episode — and that’s official!

Yes | know it's a bloody silly
thing to say, but I'm quoting the press
release, so don't blame me.

Simarils’ RPGs have attracted an
incredibly large and loyal following
over the last couple of years with its
sumptuous adventures and magical
dungeon tours. Most mortals have
marched across the strange world of
Kendoria and its wondrous Kingdom
of Ishar quite a few times by now,
grappling with the powers of darkness
and oppression along the way. Well,
my hobbits, the final chapter is here,
boasting more of what you fancy, only
better than ever.

Anyone who played the original, (or
just cribbed our solution because they
were sad and lonely) will no doubt be
familiar with a dude called Shandar,
because your brave warriors topped
Mr. Clever-clever, so-called Wizard in
Ishar 2 — or did they? Yep, taking its
lead from the cliff-hanging matinee
serials of the 50s (in which Rocket Man
uncannily survives being zapped at the
end of last week's episode), Silmarils
has decided that even though you def-
initely cooked Shandar’s goose last
time round, old weasel-breath has
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employed (gulp!) black arts to pre- « &%
serve his energy. The destruction of his ; i
earthly body was mere inconvenience. * |l

Being a wise old essence, Shandar »
(for it is he) has chosen a nice new .
shape for himself, but rather than
sticking with the traditional er... wiz-*

ardly incarnation, Shandar has opted .
inhabit the body of a 2000 year old :Y your name is Captain Jeremy
dragon, name of Wohratax. Wicked § Flynn and you're very unhap-
choice all things considered, wouldn’t * py — sorry if you were cool with a
Yﬂ::a:\r?here does this leave Uncle- E j::n:,a LT.IEt tlll'lkai'sh?i::rt:; uz'a\n;::irn;;
Bilbo games player? Well basically it's ; go. You are unhappy because your
down to you to stop Shandar from' ship, The Poseidon, is currently
completing his transformation by trav- « parked (parked! let's say, run-
elling back through time via a series of s « aground shall we?— Ed.), on an
time-gates. Historic events must be: attractively spikey shoal of rocks in
attended and aitered, thl...li thwarting :1he m_iddle of an ocean. You didn't
Shandar's despicable designs. » really intend to park there (park, | ask

As usual you willI be Ehli to create yuu,dvghaht do anu think :lhilsi is, Tes;:lus
your own party, selecting from over®* — Ed.) but chance and ill-weather
100 different characters cumplete:haue conspired to offer your very
with skills, strengths and magical abil- ; own en-suite paddling pool with
ities. The game also features ‘spectac- | attendant tiger sharks. Oh, yeah and
ular’ indoor and outdoor locations, * being 1641, the facilities available to
including towns, jungles, fortresses, » you and your crew in case of emer-
caverns, villages, forests and moun- | gency aren’t exactly extensive (ie.
tains. By the look of these screen ] one bottle — messages-for-the-use-
5hnis,. you can all count on some Preb * of), and you're l.i_i"u:ii!-rstznrll:ial:llj,.r keen
ty pictures, but as for the action itself « to sort something out before the
— well, yuu'll just have to wait. : urine swigging begins.

= 3t According to your primitive navi-

. gatlnnal calculations, you're slap
+bang in the middle of, ‘could-be-
s just-about-any-
:where, Cap'n,’
swith no appar-
eent way off WELLEME
s them thar rocks,
* when gosh, who
« should turn up
:tn help out but
T pirate Captain
’ :Redbeard. When
« | say 'help out,’
s what | actually
smean is attack
* your ship with
« his band of mur-

ou may not know this, but

STRHRLER

TRAPS ‘N’
TREASURES

Krisalis

Vitomang 5

derous cut-throats, er Jim Lad. Being
an average kinda hero, you face this
new danger with an intelligent per-
sonal strategy that involves cower-
ing in the bog until it's all over,
whereupon emerging from said
‘heads’ you find that Redbeard has
made-off with the entire crew to his
secret island hideaway.

Well, shiver my timbers if it's not
now down to you to atone for your
cowardly behaviour by finding the
island, freeing your crew, while
negotiating sharks and mutant killer
fish etc. along the way. This quest
takes the form of a platform/puzzle
romp, with all manner of spooky
things attacking you and plenty of
gold available to help finance your
rescue, Captain Jeremy (what a
swashbuckler of a name that is) can
run and jump as you'd expect, along
with making damn fine use of his
cutlass. Krisalis promises an Arabian
Nights type mixture of puzzles and
platform action, but without being
overly-cute. And personally, | can't
wait to up-anchor, shipmates!
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US Gold

h god, not more football
please! It's all getting a bit
too much for my barely ade-

guate psychic defences, let alone my
mental midfield.

Actually, judging from the litera-
ture that supports World Cup USA
‘94, it's worth a more in-depth look,
if only to point out some of the
promising features that are being,
well... promised. One big thing
worth a mensh is the game’'s use of
World Cup mascot, Striker the foot-
balling dog (I kid you not). As a tie-
in to the Cup, the cavorting canine
has been animated ‘in a light-heart-
ed and humourous way' to show-off
his ball control and lead the player
through the generous options (i.e.
bouncing the ball on his nose and
popping-up just about everywhere
during the game). In other words
there’ll be plenty of superfluous
between-game comedy to look for-
ward to. Great, huh?

From this point onwards it's
option upon option, pretty much
guaranteeing that you play the game
exactly as you want. Come closer and
I'll show you...

WCUSA'94 offers about the most
extensive practice options that |
think I've ever seen, allowing you to
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‘ve already seen an ltalian version
of Street Fighter II. I've got satel-
lite TV you see and can watch the
Italian government er... debating
+ The Issues on a regular basis. l'll tell
s you, it makes our own parliamentary
: goings on seem like a game of kiss-
== « chase — which isn't too far from the

participate in set piece practice (kick-J tryth, really. But in Italy, blimey,
off, corner Ir.llcks. thruw-ms.. free klcks: you’ve never seen so many fists fly-
and penalties, as both kicker and s jhg. Blood? You'd think it was oxy-
goalie) as well as playing against a{ gen there's so much of it swilling
second player, the computer, or just 3 5round. Italian government has to be
an empty pitch (the way | play, I'llbe ¢ gne of the most violent spectacles
|"-'C_:f: to get ?I goal E\"Eﬂt_‘ihe"” Es since they closed the Circus Maximus.
e overall game options can be ith i

Sl ok 40 St i Wl changing: . Another, morehtradltmn.?l. varia
; A . tion of Street Fighter Il is being
everyth:nig from the rl-"lﬂ‘.i"'E"f: speed, s developed in Italy by Dynamic Style,
thl;hﬂ” s h'EI|'lr-l“:‘Ffa"'-'tf-‘Ir : T:‘E F'td:ﬂt!fPE * newcomers to the wonderful world
and weather. You can also enable or, of Amigas friends, (or Amicas as
disable the ?ff5id'9 and back-pass ] they're probably called over there).
::LT:' ::L‘:}’:‘;t ::;“:;r::"f:z:zt‘:il: Perpetual Craze is the usual gather-
i ey " * ing of muscle-bound men and scant-

ous strip editor, you can also use thEE ily-clad regazzas, beating the living
formation editor to either er... mod-$ he|| out of each other for no appar-

ify existing formation, or set up yours ant reason.
N L]

own from scratch, allocating set: Nine locations, eight main charac-
zones to each player. « ters and the facility to accommodate

In-game "pop ins’ (close-up shots) 3 future data disks are the main ingre-
will be used to generate a match e«
atmosphere, showing refs faces,,
cards issued etc., while an after]
game debriefing details both?
teams'perfor-»
mances and also 5
gives you lots of |
useful and differ—:
ent statistics. .

Yes, | know it's: H
yet another footy |
game, but this:
one does looke
well, interesting. 5
But then they all
do... Ho hum.: i
Next please! .

I IR TR

dients in the bolognaise, but the
olive on the pizza, (if | might mix my
cooking metaphors for a moment) is
the development of an artificial intel-
ligence for each character. The plan
is for the computer to ‘learn’ as it
goes along, reacting to your moves
in a far more realistic way than other
games of this ilk.

Not content with just the one
game to start with, Dynamic Style is
already working on another game.
USA Racing, a top-down racer in the
Skid Marks mould. To set it apart
from every other top-down racer,
USA Racing uses a custom-built
speech packing routine, which allows
a commentator to continually make
comments on the player’s progress
throughout each race.

We tried to call the chaps at
Dynamic Style to ask them how they
thought Perpetual Craze would
stand up against the likes of SFIl and
Mortal Kombat, but sadly, all we got
was the Italian operator attempting
to sell us his a video of his wife doing
a naughty striptease for fifty billion,
trillion lire, so we hung up. Pronto.

N AR R
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& Sim-Business and
Wil Wright

A classic in
the truest sense of the

word. Games simply don't get any
better." COMPUTE

JCH B

& Domark Group Ltd

T

© Virgin Games Lid. =, @ =0
and Revolution Ltd,
]

"Beautifully A ,
drawn [V ]

b "Impeccable... it handles really
backdrops % well... take a good look af this”
and characters... . & CUAMIGA -
a greaf game and very enjoyable.” - "Areal delight for fech-heads"” Ty )
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42 Darkmere Core

46 Muzzy Holburn Software[™
48 Manchester United Krisalis
50 Statix Black Legend

51 Mega Motion Black Legend

52 Fly Harder Krisalis

54 Naughty Ones Kompart
56 Prey Almathera
58 Monopoly Supervision
60 Bubble and Squeak Audiogenic
62 Legacy of Sorasil Gremlin

64 The Blue and the Grey Impressions

66 Heimdall 2 Core

70 Second Samurai A1200 Psygnosis

70 Trivial Pursuit CD32 Domark
71 Liberation A1200 Mindscape
71 Nick Faldo €CD32 Grandslam

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit
different and, we like to think, a lot better than the rest. Each game review begins with a short
introduction, telling you what sort of game you're reading about and outlining its plot, then
we follow that up with illustrations, maps and diagrams accompanied by informative captions
that demonstrate every aspect of how the game plays.

Finally there's the Verdict where we explain the game's good and bad points in detail, so
that you can work out precisely whether the game's for you or not. Bear in mind that although
a review is only written by one person, the whole team play every game reviewed and the
Verdict and scores are based on everyone's input.

Based on years of research this is, quite simply, the best game reviewing system devised by
man.

JENNY ABROOK

In true art editor fashion, and
in homage to her great idol,
Picasso, Jenny has gradually
allowed her hairline to creep
down her face. During a recent
visit to Japan, her host identi-
fied her with a mythological
figure and nick-named her
Kasuki Ablook, which can be
loosely and innaccurately

translated as, “lady with great facial hair.”

On a sadder note, this is to be Jenny's last issue,
and, indeed, that was her last put-down fromeall of
us at The One because she's leaving to pick weevils
out of ship's biscuits, or something. We’'d all like to
wish her good luck in the future, three cheers etc.
Send in your cards and flowers if you want, but we
won't pass them on — we're off to kill ourselves,

5IMON BYRON

The strain of Simon's recent
promotion is already showing.
Yes, poor old Ed’s hairline has
receded another inch. A quick
calculation tells us that any
further boost in status will
cause him to go completely
bald. This phenomenon has
excited considerable interest
in Personnel, who are appar-

ently toying with the idea of demoting him just to

see if this alarming follicle rout can be reversed.
When asked to comment about Jenny's depar-

ture, Simon snapped tersely: “Look, | don't want to

Probably.

This piccy shows you clearly
which Amiga - A500/600, A1200 or
CD32 - the game is being
reviewed on.

This panel indicates who is pub-
lishing and who created the
game, along with essential info
such as how much the game
costs, when it'll be released, the
control system(s) used, how much
memaory your Amiga needs to run
it, how may disks it comes on
(and therefore how much swap-
ping you can anticipate) and even
whether you can install it onto
your hard drive.

This percentage indicates not only
how well-drawn or animated the
graphics are, but also how well
they complement the game. Some
games look great in static form
but may be slow and jerky ‘in the
flesh’ which will be indicated by a
lower-than-expected Graphics
score.

As with Graphics, the Sound score
isn‘t based purely on the quality
of the tunes and sound effects,
but also on how well they
enhance the game. For instance,
an all-guns-blazing shoot-"em-up
with a silly bouncy jingle
wouldn't do well here.

talk about it, right?"”

Playability, which we hope will
soon be incorporated into the
Oxford English Dictionary as a
‘real’ word (write to your MP!),
indicates how easy the game is to
get into and how much fun it is to
play. Things like poor control or
cluttered screens will take this
score down.

ERNPRICS
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Another ‘'new’ word, Lastability
indicates whether you're likely to
finish the game in a day or a year,
and also whether the game is one
you're likely to keep returning to
time and time again. It's a rather
important mark, especially with
games being so expensive.

PLAYARILITY

\
L

LASTARILITY

The Overall score is the definitive
guide as to whether a game is
good or bad. It takes into account
many factors other than the four
main ones listed above, which is
why it's not simply an average of
those scores. Anything scoring
85% or above 15 considered an
essential purchase.

The Amiga family is even bigger
than ever now, with people able
to buy A500/600s, A1200s and
CD32s. Here's where we'll tell you
about how the game runs on the
machines not covered in the main
Verdict panel, as well as whether
any enhanced or cut-down
versions of the game are planned.

MATT EROUGHTON

With his unique, contrary and
dissin’ style, Matt continues to
confound us all by growing
more hair on his face, in the
full knowledge that he is hurt-
ing Simon terribly. There
seems to be an occult rela-
tionship between Matt's bum-
fluff and Simon’'s gleaming
pate, for as one grows the so

other goes. As far as Ms Abrook's leaving is con-
cerned, Matt was at his famously incoherent best:
“Esmerelda. The bells, the bells.” That's all he said.

Mo, really.

HARRY ATTRILL

The One Chorus: Where do
you live, Harry?

"Ware”, replied our new pro-
duction editor.

The One Chorus; Yeah, where?
Harry: Ware. W.A.R.E. It's an
hilarious and hitherto neglect-
ed corner of Hertfordshire.
The One Chorus: Doh!

As to Jenny's departure

Farmer Harry would only say: “There's quite a long
poem entitled 'Jenny' by DG Rosetti, which | can't
remember at the moment. But it's about some tart.
There's a train in it somewhere too.”




Core's RPG has been well over two years in the I'Illkil'lg,"';"“*
but has it been time well spent? Simon Byron thinks so...

then you'll no doubt have a pret-

ty sound idea of what blokes
used to look like in far-off legendary
times. We all know the stereotype;
long mane of hair, bulging pec-
torals, Heather Lockyer teeth, etc.,

tc... but how realistic is this? Let's
consider, shall we?

Firstly, the flowing golden locks
of your Mr Average Barbarian are
perhaps a bit an exaggeration —
yes! Back in days of yore there
were no scissors, no Timotei,
no extra body and shine for
a longer lasting perm, so _
although these jarls prob- §
ably did have
length hair, it was most
likely greasy and licey and '
full of earwigs. Granted,
the large muscles were a
necessity because there was

If you believe every RPG you play,

no like, social etiquette or stuff

and if you didn’t look like Arnie then
people would probably eat you. As
for perfect teeth, well, with Colgate
yet to be invented for an epoch or
two, it's more likely that our hero
had nothing but a row of blackened
stumps and a mouthful of abscesses
by the time he was 15.

However, it's probably fair to say
that an RPG featuring a weedy, drip-
py looking geezer called ‘Simon,’ or
‘Matthew’ or something probably
wouldn’t appeal to the masses, so
it's a good job that this hyperborean
archetype, however unlikely persists.

hippy- : '-1:_"1;‘

And by Odin and the Norns they
don’t come much more traditional
than Ebryn, hero of Darkmere.

There now follows a brief respite
from the pathetic wiffle that is this
review for a bit of a trick. I'm about
to sum up Darkmere's plot in less
than fifty words. Yes, | know I'm
crazy, but these things need to be
done sometimes. And remember: I'm
not using any camera tricks here.

The King's son, Ebryn, has been

sent forth into the land to

fend off the Darkmere, a

diabolical entity which

S8 attracts evil beings to

% the vicinity. Mysteri-

% ous stuff has been
' happening in some
. quarters and by dis-

b covering what's going

-.u:r down, Ebryn can restore

"'J * the kingdom to its former

" glory. [I think that's 50 words
exactly. | thank you.]

Now | don’t mind admitting that
I'm quite an excitable person. When |
first saw Darkmere in development, |
papped my pants, partly because it
looked like a potential smash, and
partly because I've got a bit of an
embarrassing problem. But that was
two years ago readers, and a lot can
happen in that time, so it was with
real trepidation and some churning
bowel movements that | loaded up
the finished version of Darkmere. 50
am | happy? Of course not, but the
game is pretty smart...

© here he is, the hero of J8y
5t Lallm:aml " )

i I

l:t man e b
the earth. )“"

displayed at thl ﬂt* _.

of the screen, while any

he’s having a minor 'dltpl.ltc'
with is shown in the bottom
right, along with his/hers/its
supply of health points. Unsur-
prisingly, whenever Ebryn‘s
energy bar disappears it's,

; it Game Over, man.

some of the more interesting locations enable our hero to collect useful
items. If you're after spare swords or other additional weapons then the
Blacksmiths is the place to be, but finding this shop may prove to be ywr
biggest problem.
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{Above) Way-hay! Look at this (Below) Whenever you come across a ' i 14

scrumptious piece of totty! Although villager, shopkeeper, or anyone else ; :

she may look like a lady of the night  who looks remotely interesting, you  (Below) Ebryn's sword is a useful weapon in more ways than one. Not only
whaose ancient calling is to provide  can initiate a conversation by walking s it tasty for hewing at anything remotely hostile, but it's also fantastic as
essential services for lon up to them and pressing ‘fire’. You an early warning device. Whenever you approach an Orc, the blade begins
can then pick the topic of conversa-  to glow and a text appears on-screen informing you of their pres-
tion and the person you're talking to  ence. Unfortunately the can’t detect anything other than Orcs so it's

will respond appropriately.  a bit crap at predicting surprise attacks by dragons etc. =

7 o [ T T Y

e |

(elow) Pressing Fire whenever
you're not involved in a fight
will call up the options screen;
from here it is possible to initi

ate a search of the surrounding E F i

area and manipulate any f

ohjects in your inventory, i Y

Although this system is usable, : e Wﬁ

it's a hit long-winded and occa (B [ o AV gy M

sionally frustrating to use, Two pre e Nl
sents more uk i Y
challenges to hin- w o
der our intrepid Erre

adventurer, most of which
take the form of tougher crea
tures to beat, The Undead are the
hardest of all. They spew out sheets of
flame which are difficult to avoid, and mean

T T TR T
i "ﬂ* TEERE :':5“ s that you often have to take a few hits before

you get the chance ta retaliate,




The forest is a beautiful place.
Look at these plants. Nice,
aren't they?

There are spiders’ webs
throughout the forest which
suggest that there may well b
some spiders to fight later on.

Here's a truly hard and scary
geezer who is intent on firing
bolts of fire at our hero. These
deplete Ebryn's energy with
| frightening speed, so the best
. policy is to stand to one side and
. attack in between bursts.

V4

Throughout the forest there
are many quiet bosky spots
in which you can relax and
this is one of them.

There are plenty of fluffy
Do you know what | really hate? | hate hav- bunny rabbits to kill.
ing to come up with as many captions as it
takes to fill the green gaps on this page. |
mean, what's wrong with empty space?
This country lacks fields, parks and recre-
ational facilities. As soon as those property
tycoons spot a blade of grass they build a
bloody great car park on it, the gits. Write
to your MP, that's what | reckon.

This giant is particularly difficult
to beat because he's armed with
a huge stick thing, er... club?

And blow me if this isn’'t another
dodgy caption.

SPECIAL NIl - o BRSEENEEE et

the most intel-

BIG MAP B sl [V o igen s
Rty o - e DR e S T - . 3t il ever created. When-
; e i Py g ’ : - ever you become
Yes! We know you love this WAL i AT i T ¥ B __ i involved in a do-or-die com-

kind of thing so we've done bat situation there's never
any real risk of popping your

it again! And it fills the ) : W o e T e S S b o : clogs because these dim-wits
= ; g T M TR N L i : are quite content to wander
space quite nicely, don't Wy - il PR . TSR e SR aimlessly into your blows.
: g ; ok g, g 5 ot i This results in rather unexcit-
you think? o i . i o 2 P A T i ing fight situations, but fortu-
i 4 el : i nately the creatures on Level
Twao are much tougher to deal with.

{Left) Ebryn is
capable of two
attacking
moves and one
blocking move.
However, his
special sword
prevents him
from lopping
the head off
any old yokel.
If you attempt
to stove-in any
innocent skulls,
energy will be
deducted from
. W your supply. So
Sl 4 don't try it.
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E'* 5 The best way of working out
p

exactly where you are in Level
i i One is to pay very close attention to
o~ the street signs which you will see fixed
to buildings. In the course of your journeyings
you'll often come across keys to buildings located
on the other side of the village and the only way of
recognising which building you can enter is by its address.

There are various potions dotted around the levels but unfortunately you're
not given any indication as to what they do. It's far safer to consume ordi-
nary foodstuffs such as bread (which increases your health) and beer (makes
you fall over and think you're irresistible) if you feel the need.

i
ey, |
mounrars f:
i B e ™,

As you plod through Darkmere's levels, the sound effects adjust to compli-
ment the situation you're in. But what's even cleverer is the way the volume
fades in and out to give the impression you're moving either towards, or
away from the source of the sound. There are also a number of extra anima-
tions like signs flapping and lights flickering bringing each screen to life.

I.'ué j;.l!‘t spent a couple of days plod-
ding through Darkmere and it's been
great. The game oozes style and the

quest is large enough to keep even the Publisher: cm Design
Deve "]
most experienced adventurer occupied In-house

for several weeks, if not longer. The £34.99 Out Now

atmospheric sound effects the team
Not Hard Disk Installable
promised when the game was : -

announced work brilliantly. In many s i

games sound effects are overlooked in
favour of groovy jingles but Darkmere

proves that if you get this part spot on
then you can generate a much more
exciting game. Okay, so everything is

fine and dandy, right? Wrong. Unfor-
tunately, Darkmere is so close to

being a 90 percenter that it's making
my eyes water and my nose bleed. The
reason why it's only getting 82 percent
is that there's just too much wandering

around. Sure, the locations are com-
pletely eye-gratifying and the inciden-
tal animations which appear on most
screens add a certain je ne sais quoi to ,xi’ﬁ; r; ]_
every place you visit, but I'd guess that

at least half (probably more!) of these

destinations are superfluous to the

gameplay. I'm not for one minute suggest-

ing that all adventures should have key areas next to each
other, but Darkmere pushes its luck a bit — a self-mapper
would have eased the pain slightly. As it stands you're like-
ly to spend hours wandering around trying to fathom out
where to go next and because everything is so spread out
it's easy to become hopelessly lost. Please forgive me if you
think I'm going on about this particular gripe but if the
adventure was slightly more structured I'd be completely in
lurve. Just don’t tell my girlfriend. At the end of the day,
even though the game has been over two years in develop-
ment, it's certainly been well worth the wait and if you're
even moderately interested in adventuring then you can't
really do much better.

|| Core is going to wait and see how the standard
version fares before it decides whether or not to
do an A1200 or CD32 version. 5o all you 32-bit-
owning bods had better hope that your 16-bit
mates snap this one up.

IYINNYYQ
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REVIEW

A500/600

Publisher:
Holburn Software
Developer: ENigma

£5.99 Out Now '

At first we thought the game was called
Fuzzy, so we gave it to Matt and made lots

of goatee beard jokes. Disappointingly it

THE VERDICT
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was actually called Muzzy — but Simon
made him review it anyway.
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The swirly, Ying-Yang like objects are teleporters. Step into one and you'll

appear

on the screen. With Muzzy one teleporter is usually next to

another teleporter and this just goes to show the level of difficulty of most
of the game. You'll spend ten minutes figuring out the pattern and then get

very bored indeed.

oulderdash. Yes, that's what

Muzzy is, Boulderdash. Slight-

ly altered here and there but
still the same old Boulderdash —
you could set this review to music,
and get the chorus to chant ‘Boul-
derdash’ at the end of each verse —
so don't whatever you do mention
Muzzy to the boffins at First Star.
still, originality is as originality was
and while Muzzy may not score any
points for innovation, it also totally
fails to leave the starting blocks
when it comes to presentation.

As part of any good, quality-con-
trolled, calorie-counted review you
will find somewhere a brief explana-
tion of the plot. Here it is (as
gleaned from the single page of
instructions supplied): Muzzy has to
travel around the four elements col-
lecting shiny objects. Almost rivals
the plot of Terminator 2 for surpris-
es doesn't it?

Muzzy does this in the aforemen-
tioned Boulderdash (Boulderdash!)
manner, running around each sin-
gle-screen level, pushing rocks, trap-
ping monsters and flipping switch-
es. There's very little to say here as it
goes. Just think of, ahem, Boulder-
dash, and imagine that it isn't half
as good.

Originality flares briefly (like an

unsightly rash) when you reach a

screen that contains more than
one Muzzy. Occasionally you'll

gain control of several of the lovely
little bleeders at the same time and
have to keep an eye on every part of
the screen before you move. Just
imagine, my fellow gamesters, one
Muzzy is walking towards a shiny
gem, but look out!, another is head-
ing straight for the jaws of a baddie
and it could be a fire engine, a bird,

or an electric eel — hey, you want

logic baby? At this price?.

An important note, before | go, is
that if you want to get hold of
Muzzy (and | don't mean by the
neck), then contact Holburn Soft-
ware at 111 Holburn Street,
Aberdeen, Scotland, AB1 6BQ. To
coin a phrase, this offer is not avail-
able in any shops (apart from Hol-
burn Software’s that is).

Fire is the first element threatening
our hero. As a rule of thumb, every-
thing that moves on screen apart
from Muzzy is a bad guy and should
be avoided. Everything that is
stationary and doesn’t look like a
wall can be pushed around andfor
destroyed. Pick up all the gems (care-
ful, some are hidden behind rocks)
and you complete the level.

You almus_t have to admire the cheek

of any company that produces a game Joystick

Mot Hard Disk Instatlable l
like Muzzy and expects to get away
with it. How dare they give us photo-
copied packaging, a manual comprising
a single sheet of paper and expect to
churn it out for six quid? Well they can
dare, quite effectively as it happens.
Six quid is about all you could expect
to charge for Muzzy, a game that

doesn’t so much push back the bound-

aries of gameplaying as keep a prudent
distance behind them. Boulderdash
has been done to death and there's

nowt here to press the case for resur-
rection. It's a bland mixture of semi-
challenging screens and feeble, nay
and thrice nay, laughable, presenta-
tion. OK, it's not as if | was expecting
big things (it's not as though it's come

’II!IIH
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(where do you live, Toytown? — Ed.) Six quid
is a good solid book, (no, its a paperback — Ed.) Six quid is

from Ocean, or US Gold) but even so.
Six quid is a good night out at the cinema

several (that's two and a half, max — Ed.) pints of Scrut-
tock’'s Old Dirigible — and it's probably worth mentioning
that six quid should also be the average price for a com-
puter game these days — but this is neither the time nor the
place. We're not in the business of feeling sorry for games,
I wish we could but the truth is that, bargain or no, Muzzy
is... well, a very bad game. It fails to retain interest, it frus-
trates, it annoys, it doesn't in any way engender that sense
of “just one more go”. I'm not sure if | can make it any
plainer than that. No doubt Enigma Software Developments
is feeling pretty low right now so let me just perk them up
by saying at least Muzzy isn't as bad as either Dangerous
Streets or Tube Warriors and they're both by (ahem) pro-
fessional companies.

Think about this for a moment. The game costs
£5.99, is only available from a single store in

. Scotland and comes in a small square plastic case
with a photocopied cover. An A1200 version? A
CD32 version? Now just be sensible.
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THE SEXIEST CAR }
IN THE WORLD, Tﬁh I
IS NOW IN YOUR L aw
BEDROM !

«Lamborghini is the best racing
game you'll come across in

a long long time. Put those
orders in now.»

Amiga Action 85%

«A gem of a game...
Well worth having.»
CU Amiga 88%
screenstar

2 player head to head mode

% Titus Lid.

q' Umited House, North Road., London NTaDpP
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 Send to Titus Ltd. United House, North Road, London N
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verybody loves an underdog
E{e:cept maybe the undercat).
When Frank Bruno took on
Mike Tyson nobody gave him more
than a punchers chance against old

iron (nobody knew then quite how
pressing) Mike but that didn’t stop

us I'mm hoping, or waving the

PRENMER LEAGUE <}

;;-'mmﬁuhmm:

~ about football (tough one that) as he plays
ﬁltllrltolatlust‘lﬂmmduom
~ this year.

we love him all the more for losing.
And remember that heart-stopping
moment in the fifth...

Whenever a new footy simulation
is announced, memories of that
unequal confrontation spring to
mind. We all know that Sensible Soc-

cer is the grmm game that's ever

mmmﬁud'smurm (Lig-

* uid Footballl). We all realise it's

__'prqsdbhfcrnnyplamnfwﬂwarr'
_ to be more playable (Eat my Goal!).
~ But wouldn't it be nice if someone,

'ﬁ-.snmmrer.m up with a game
Al that was? Course it would.

Every player has a set of statistics
which dltlll his strlnntlu and weak-

~ Tactigrid (™), you can plan team for-

“Krisalis has had a few shots at the
title with its successful Manchester
United and John Barnes European
Football games, so if anyone can
knock Sensi off the top it's likely to
be them. However, with this attempt
Krisalis are not attacking Sensible
Software head on. No, they're trying
to sneak round the back and clobber

un-l. .'_ﬂ!mﬁﬂiwumthukhg -

 You see, Manchester United Pre-
mier League Champions is not just
- an arcade football game. Using a

new system called

- mations and specify exactly how you

- want your side to play, so manage-

Corners, throw-ins and set-pieces

ment plays an important part. Unlike
Sensi, you can put your players in
any position (and | mean any), so
you need to do a bit of planning
before you launch studfirst into an
orgy of shin-kicking.

Alﬂmugh the graphics dn look a bit

"y

tii

Wy

Like all decent football games, you're able to carry out a number of smart
and Impressiva looking kicks by applying aftertouch to the ball. To do this,
you need to hold down the firebutton and move the joystick in the direction
you want the ball to travel. Your player will continue moving in the direction
he was before you held down the button until you release it, after which the
ball will fly off at an angle.
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Whenever a goal is scored you're treated to an instant replay but if you want
to review a section of the game then you can call this facility up at any time.
You can rewind, fast-forward and freeze-frame the action which is always

handy for rubbing someone’s face in it after you've scored.
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Like a windmill ever turning, like a wheel within a wheel. Matthew Broughton wears his
‘clever hat’' and gives these balls a feel. -

I N o plot? What do you
mean no plot?’ Ah, mem-
ories. These were in fact

the words | used to start my sample

review when | was applying for a job
here. | then went on to be guite
funny — probably — because as |
result, | now find myself ‘being
funny for a living'. And when I'm not
doing that, | write for The One.

Boom boom.

Mega Motion is not only a clever
puzzle game, but also an education
in physics and the properties of
objects in motion. Static screenshots
aren't really going to help you much
here, but you need to imagine two

. balls linked together, with one act-

ing as the anchor while the other
rotates around it. It's now down to
you to swap the ‘pivot’ and, er..."the
other one,’ so that it swings across
the level.

Each level has an exit, with a num-
ber of obstacles to be negotiated
and a number of bonuses to be col-
lected. As you progress across the
100 levels (yes, that's 100!) you'll
come across a number of different
blocks that all react in different
ways. Some will explode, some will
set off chain reactions, some will
reward you with points and extra
lives, while some will just move out
of your way, or (if you've not
thought ahead) block you off.

You'll get a password for each
completed level, as well as being
able to start from one of four start-
ing levels (25, 50, 75 etc.) along with
three lives to make best use of. Later
levels make use of three, four and
five balls in a chain, and by the end
of these games | promise you you'll
never be surprised by conkers again!

This is a bit of a busy level, but it
shows a good number of the features
to be found in the game. By hitting
the dark circular tiles I've set off a
chain reaction that will end up trap-
ping me in rocks. Great! The red
blocks will disappear if hit enough
times, while the ‘hot crossed buns’
will fall boulder-like onto anything
below. The coins offer points while
the grey ‘atoms’' hold an extra life,
but to be honest, I'm not going any-
where until | hit escape. Doh!

Initially, this level features a number
of mystery blocks, but as soon as
they're hit they’ll fall to the ground
and start sprouting these locked
blocks. This leaves you to swing it
across the top and swipe the key to
get past before they've fully formed.
Unfortunately, | didn't quite make it
fast enough here, and as a result have
got trapped in the blocks. Only one
way out of this I'm afraid... Goodbye
cruel world (Escape!).

This level has to be seen to
fully appreciate just how
hard it is to control five
linked balls. The rotation is
extremely realistic, and as
you switch anchor pieces,
the other balls will swing
around like nutters.
Though this level is fairly
sparse, the skulls will pro-
duce lethal rock outcrops
which are particularly hard
to negotiate. Luckily, your
‘thing"’ will continue as
long as it has two balls
(tempting isn't it?), so
don't worry about busting
the odd one.

Absolutely brilliant! No, really — no
sarcasm at all. | know these screen-
shots aren't exactly going to make you
scream and shout, but once you get
the hang of this game, it really is one
of the most brain-teasing yet reward-
ing little doobies I've played since
Gearworks. It's so beautifully simple
to start with and as more and more
screens are thrown your way, you just
can't let a single level get the better of
you. The various block-types add that
element of 'Ooer, what do these do?'
while bonuses tempt you gently and
time limits remind you that you can't
take forever. Fortunately, none of
these features hassle you enough to
get in the way, and if you want you
can just concentrate on getting off the
current level (like | did). Four different
music tracks are available (all quite
nice, | might add) while spot effects
and small animations keep the game
interesting. Some of the later levels
really are absolute, er, gits (this is a
family magazine, or so they tell me ) to
complete , forcing you to show your

mouse mastery as well as strategic

Publisher: Black Legend{
Develaper:

Extend Design

T.B.A. Dut Now

Mot Hard Drive Installable

Mouse
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Memary |
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planning, with some of the closest shaves

you're likely to see or your money back. My

name's Victor Kiam, (no it isn't — Ed.). There are a number

of elements in this game that remind me of Boulderdash,

but memories aside this really is an exceptional game in that

it's both original, and... er yeah, really good. Yipeee!

Wise men say, only fools rush in. But | can't
"% L1 L B help, falling in love, with you. Oh yes, and

there's not likely to be any sort of upgrade for

this game (but with this sort of game, it's

really not necessary).
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Mad Andy Nuttall likes the simple things in life. Pure and simple, that's our Andy. Likes his
pleasures simple, likes his games simple — cop a load of this then.

Plopping blocks
i% down onto a set of
scales might seem a
hit boring, but, like
Tetris, Statix is both
frustrating and
addictive. Get three
similar blocks in a
row and they're
outta here, leaving
your scales unbal-
anced along, if
you're not careful,
with your sanity.

% upermarkets are great, aren‘t
h they. If you need some pota-
toes, you only need to nip
down to Sainsbury’s and there they
are: a wopping great cage filled with
5Ib bags of Maris Pipers, just waiting
to be taken home and cut into chips.

In the olden days it wasn't like
that. Going down to the corner shop
for some spuds meant waiting
around for half an hour while Mr
Green the Grocer dragged out his
scales, put a 5lb weight on one tray,
and plopped potatoes in the other
until the scales balanced. And, excel-
lent places though supermarkets are,
it's old Mr Green who'd be brilliant
at playing Statix.

You see, it's a game based on
scales. Guided by your joystick,
blocks fall from the top of the screen
down to a set of scales at the bot-
tom. Drop toe many on one side of
the scales, and the balance is tipped
- but if one side of the scales hits the

bottom of the screen, you lose. Just
like Mr. Green, in fact.

But do you remember that when
the odd potato missed the scales
and rolled under the lowest shelf, Mr
Green was too old and stiff to bend
and pick it up - and you couldn’t be
bothered? Sure enough, that's in
Statix too. If you manage to assem-
ble a row of similar blocks, they dis-
appear, potato-style. Of course, this
makes balancing the scales difficult -
but then, that's the point of the
game. Basically, it's Tetris on scales.

But it's more than that. The game
can be varied to cover one and two-
player simultaneous play. A single
player can have fun with 50 levels of
increasing difficulty, or simply one
level which just gets harder until you
die. Similarly, two players can play
either as a team, helping each other
to complete the game, or in a duel
situation where each tries to tip the
balance against his opponent. Gosh.

And then, just to extend the idea
beyond normal boundaries, those
wacky German coders brought in a
two-player duel mode. Each player is
assigned one half of the scales, and
the idea is to tip the scales towards
your cpponent. It's a bit like arm-
wirestling, really, but without the
broken glass. Or infact, the arms.

£19.99. Great, eh?

STOP PRESS!
Those nice people at Black Legend have decided that both Statix
and Mega Motion will be released in one double pack (entitled
Synergy, strangely enough) for the more-than-reasonable price of

ITHE VERDICT

Arcade puzzle games are two-a-penny
on the Amiga, but not many come bet-
ter than Statix. Programmed by a
bunch of German demo-coders, it's not
only a polished puzzle game, but it's
also a damn good variation on a well-
worked theme. Statix works for a
number of reasons. While the intro
screens are detailed and well-drawn,
the in-game graphics are kept relative-
ly simple - the coders have obviously
recognised that overcomplicating the
look can work against a game. The
sounds are excellent, the music as
good as any coming through on the
demo scene. And, importantly, the
one-player game grabs hold of you and
compels you to do better next time —
always a sure sign of a great game. But
above all, like many other games
Statix works because of its two-play-
er mode. Get your mate in, give him a
joystick, and play Statix until the cows
come home (about half-four for after-
noon milking) or even bed time. Anar-
chy! The two-player team mode is
excellent, and the 30 levels will keep
you hooked for a long time; but the

dual mode is just downright kick-your-

mate's-head-in-for-beating-you-type

~A500/600 |

Fublisher: Black Legen

Developer:
7th Sign

£T.B.A. Out Now ]
Not Hard Disk Installable l
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brilliance. Statix proves that simple concepts are not lost
with new technology, and that graphics and CD-quality
sound aren't necessary to make a great game. With games
of this quality at a low price, Black Legend is preaching a
message which other companies would do well to listen to.

A1200
CD32

Not really — well, come on, could you see Tetris

on a see-saw taking off on the CD327 Naaa-aaaa!
Mo, Statix works perfectly well on the A1200, but
you won't see an enhanced version this side of,

- oh, the year 2036. But don't hold me to that.
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Resisting the temptation to make pervy thrust
gags, Simon Byron takes a look at Krisalis' rea-
sonably-priced shoot-'em-up.

I'm honest), but the instructions for Fly Harder really do defy compre-

hension. If it wasn't for the fact that the game is based around the old
C64 release Thrust, then | would have had real trouble in understanding
what was going on. d

However, I've managed to glean the general gist of things, so listen
up; gather round. A space ship, the oddly named Irata, is flying towards
an equally preposterously christened planet — Zarkow. The purpose of
the voyage is to replenish the ships’ supplies but Irata’s commander, the
ludicrously dubbed Captain Norkdar, learns from the planet’s populace that
a strange swarm of insect folk have installed power-draining reactors on
the surface of Zarkow. Needless to say, being a decent sort, Norkdar offers
to blow the reactors to kingdom come. Pow!

Ah, but, rather than going in there guns-a-blazing, the wily old Norkdar
adopts a subtler strategy. He instructs five crack pilots to sneak into
Zarkow's caverns, pick-up the energy balls (carelessly left lying nearby)
and drop them onto the reactors — an heroic mission which will result in
their total destruction, (that's the reactors, not, ahem, the pilots’).

So there you have it. If you've so much as glanced at a Thrust clone in
your time, then you'll feel instantly at home with Fly Harder. If you haven't,
then | s’pose a quick re-cap is in order.

Basically, you have to guide your ship though the levels by rotating left
and right and thrusting forward. Different gravitational fields affect your
passage and if you're pulled into a wall, or anything solidish, then your
energy supply is reduced. On every level, alien-types attempt to prevent
you from destroying their reactors by blasting at, or colliding with your
ship. The swine!

l‘ue read some crap in my time (mainly in this magazine, if

- dBRAEEE

As you progress through the levels you'll need to drop more and more
energy balls on the reactors in order to destroy them. Thankfully the game
remembers how many you've deposited, so that if you die you don't need
to drop the same ones again.

Your ship carries a strictly

limited supply of fuel which is
expended as time goes by (revolu-
tionary eh?). There are new pods to
pick-up when things are desperate
{just fly into them), but trigger-
happy players need to watch out
because these can be destroyed.

Perhaps the toughest of all aliens

are these turrets which open up

every now and again to blast you,

However, you can sustain quite a

few hits and if you manage to

avoid damage for a few seconds
your energy supply will begin
to increase.

THE VERDICT

| lurve decent Thrust clones and Fly
Harder is one of the smartest yet.
Thankfully, the team behind the
game has refrained from attempting
to ‘enhance’ the traditional game-
play with superfluous things like
power-ups — which, let's face it,
never really work with older-style
games — so what we've got here is
an immediately pickupable (yes, |
know, 1 know,) blaster. Although
Thrust never demanded fancy visu-
als, Fly Harder's graphics suit the
game perfectly, ensuring that it will
appeal to those who expect more
from their 16-bit machines than
wireframe images. The levels often
appear deceptively simple but the
switches and gravitational fields
combine with the alien attack waves
to provide a
However, | get the feeling that some
of the
fiendishly difficult to compensate
for the fact that there are only eight
of them. With perseverance it's

serious challenge.

levels have been made

quite easy to get to level four after

a day or so's play (which, fact fans, is

FLY HARDER

LU

-,
FILELL

half way through) and although I've yet

to progress further than that, I'm sure there

are more competent players who will get further in a

shorter space of time (perhaps Krisalis should have called

the game Fly Easier). That said, it is the kind of game

that you'll come back to time and again, and there are
enough random elements to ensure that completing each

level is never easy. Let's face it, the timeless nature of

this genre will appeal to most gamers and at this price

it's an opportunity you really can’t miss.

1 No A1200-only version, but CD32 can snap Fly
| Harder up — albeit with no enhancements — for
£14.99. It's worth pointing out that playing Fly
Harder with a joypad is a real bummer, so make
sure you've got a joystick handy.
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The mind bogghs On any given day, any one of our ‘hilarious’ crew could come up with a

squillion and one jokes about the words ‘naughty

ones’. Now, when it counts most, Simon

Byron's mind is as blank as a publisher's cheque. You could say there's ‘naught’ in it (giggle).

and Jim. One moment they're

skipping gaily through the local
park, arguing about how to best to
wind-up teacher and avoid deten-
tion, the next they're sucked into a
bizarre inter-dimensional vortex and
regurgitated willy-nilly into a surre-
al, nightmare world (yawn) with
monsters, malevolent machines and
inscrutable end-of-level guardians.
Armed only with a pair of rubber
balls (it's not called Naughty Ones

Door. Access to next screen. Closed
until key is found.

It's been that kind of day for John

AL

Key. Opens whichever door is currently on screen.

A

~

32

€
-

for nothing) they have to battle
across five different worlds and zap
the evil mastermind lurking at the
end of the game — then it's back
home in time for tea and stickies.
Original, no? There seem to be so
many mysterious vortexes (vortii?
Nice try, but no — Ed.) leading to
colourful, platform-strata worlds in
computer games these days, it's
something of a shock when a plat-
form game appears that doesn’t rely
on guardians, large-eyed monsters

Sofa. Used to bounce naughtily
to those high places.

Spikes. Nasty.
Hurt lots.

and bonus pieces of fruit (why is it
always fruit? Why can’t we have
bonus haberdashery, luggage or
pasta, or something?).

Anyway, here follows a summary
of the creatively-challenged duo’s
mad-cap adventures: first they have
to fight and jump through Mad
Mechanics, an industrial world with
lots of spanners; then it's the Crazy
Clocks, a ticklish sort of grandma’s
living-room-after-Sunday-lunch-
tableau; next-up is Foreign Affairs,

Lifts. They go up. They go
down. Crikey!

exploring the Urals with your rubber
balls (puh-lease); onwards to Furi-
ous Fire, where the action sizzles
like a MacDonald’s Real Apple Pie;
and finally, Evil Egypt — if the pyra-
mid’'s doorbell doesn't work just
pick up the trumpet and Toot-And-
Come-In (ho ho). Finish them all and
you'll soon be back to blowing spit-
balls at Sir, throwing food in the
dining hall and smoking behind the
bike sheds (or whatever it is you
playful young ragamuffins get up to
these days).

Each level is akin to a maze, with
multiple exits on each screen and
more than one route to most exits.
Screens can be revisited, just in case
you missed something, like that
extra piece of melon worth an oh-so
important 200 points.

Switch. The
winch doesn't
operate until the
switch is turned
on (Doh!)

Winch. Used to
swing across

pointy spikes
and the like.
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One handy way of getting
around a screen is to find the
death-defying teddy bear and

his amazing balloons. Stand (or
jump) on top of the balloon
and float up to the heavens. Be g _ s it
are usually spikes waiting up And so another colourful platformer
top and teddy himself is i i -

(clever, clever irony), deadly to hoves into view with about as much
the touch (teddy bears, at my
age sheesh!).

grace as that Naomi Campbell who fell-

L it b off her shoes. “One of the most spec-

on the, erm, top platform. He tacular platformers of all time," burbles
also throws Tetris blocks at you i
and orders his minions to chase the box-art optimistically. What, does

you. Every time he jumps, the ‘
force of his landing causes it juggle chain-saws while you play?

everyone to fall off whatever : : P
sinttarmn their've fhached: Fat Does it come complete with an “oh

Ted is of course the end-of-level h carausiaaloaiibe: & ! ] -
guardian and he’s not happy. ow-amusingly-like-a-dog-turd-that-is

Not happy at all. indoor firework display to set your

pulses racing? No it doesn't. Naughty
Ones is ordinary fare, with all the ele-

ments you would expect to find, just

where you would expect to find them.
Primary colours, bonus items, monsters

that wander stupidly around the screen
— doomed to forever walk the same

path, until someone (i.e. you) puts

them out of their misery — larger,
marginally more intelligent versions of

said monsters at the end of each level.

Been there, done it, slagged it off in

another review. | am being a little
harsh. Naughty Ones does enjoy a cer-
tain degree of playability. The two-

(Above) Your first stop on the long (ahem) OK, longish, [0 player game has ‘bags of
road home is in Mechanical World. This being the first i i = Ty

level, things arent that tough (not that they get much : B action,’ (to steal one of the
tougher later on, mind you), and you are sort of gently {4k e " less outrageous claims from
nudged into the game on a velvet cushion, as it were. b R bl

Later on the mazes get a little more intricate and there | R e ~ the packaging) and | wish there

are plenty of secret rooms to find. | X i | B g k

| had been more of those labyrinthine effects to

“:::f::l :::;:m::’m:;ﬁ::t?; ::::i.:i?::m: t : . o ~ inject a greater degree of challenge into the pro-

ﬁﬂt;:;ﬂ:tg;dh:gg:ﬁ:::;h;zs?:!:m;:: I:I.::t: -5 :I :: ceedings. As it stands, | can't see John and Jim

And remember, you can’t kill them. | - oo+ being 'a tough game' in anyone's book. Persevere
and you'll be through it in two days. And, shame,
because what's there looked vaguely promising at first
glance. Naughty Ones is one of the best of the bog-stan-
dard platform games, a sort of Plymouth Argyle, mid-to-top
of the table Division Two performer. It wouldn't stand a
chance against the Premier titles like Flashback or Soccer
Kid, but if you're into short-term, none-too-challenging
romps, you could do a lot worse. You could also do a lot

better — but that's another review.

"A1200
cD32
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A few of the early screens are ﬂu:lad with water (are you absolutely sure
it's water, | mean its not blue curagao is it? — Ed). Although it isn't fatal to
the touch like water in some games, you can't stay submerged indefinitely.

Something to do with lungs exploding or some such nonsense.
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ENGCGOUNTER:

AN "ALAER

PREY

AN ALIEN ENCOUNTER

Poor old Andy Nuttall (we'll introduce you next month). First day, first review, completely
execrable game. Aren't we just awful. TSB — it's tough at the top matey.

Have any of you seen Robin

Williams Live at the Met? In

it, he describes God, doped GLonIous DULLOVISION
up to the eyeballs, creating a platy-
pus — it goes something like this:
“Let's take a seal, but give it a duck’s COMNMPASS TIME TAKEN WEAPON

hill? Hey, it's a mammal, but, get Much of the screen is taken up You're given just 60 seconds to Artillery of any kind is pretty

this: it lays eggs!” Clever, eh? by this compass, which could find some oxygen. When you find scarce, but when you pick your
| reckon Denmark's Kirk Moreno have been a quarter of the size. it, you get around an hour to up a piece, it appears here. The

2 § Unlike your commander, it's complete the game but you'll little meter ticks down as you

Multimedia probably thought along animated. be bored before then. use up ammunition.

similar lines: “Let's take 3D Monster
Maze from the ZX81, and remove all
the monsters. Then we'll give it ray- i
traced graphics and CD-guality B
sound, but take out all the game- 2o
play! Hooray!"

Prey's game scenario is a touch
familiar: a space station, overrun by
merciless aliens (who just er, happen

. to be humanoid, for all you
. Trekkies), needs your help fast. For-
tunately, there exists a small band of
brave but stupid soldiers who are
able and willing to go in there and
rescue the captives (or refugees,” in
endearingly translated Kirk Moreno-
speak). Rendered in 3D, (Dull, Dubi-
ous and Dreadful), the corridors of
the space station lock fake, cheap
and plasticky, and more than a
touch monochromatic — and the
action takes place in a box 1/4 the
size of the screen. So it's hardly full-
motion video, then. No
Strictly speaking, it's not Kirk
Moreno's first game; there was a
game for the CDTV (remember
| that?) about a year ago, called, oh,
what was it? Oh, yes: Prey — an
Alien Encounter. Hang on a mo...
The CD32 version is enhanced,
apparently, by using 128 colours —
but really, you'd swear it was good
ol’ 32-colour *'-'“%’ aqaln. Look, its a map isn't it, stupid.
By the way, it seems Cﬂﬂputer | It tells you whivl;re you are i OXYGEN GRAPH- THINGUMMY
magazine {whn the-y? et Ed} mﬂrd' ‘B | that's what maps do. You can well, you need to breathe, don't Useless, small animated icon,

i b L call this one up at an irt i howi ibbl h |
] FFE]F meﬂt 4t any point in you? You only really need to snowing a wi ¥ graph anc
o s A forgsghics anu_:.f the game, except when the bother with this at the beginning some moving lines. Real Six Mil-

el mhr Mv but, uﬂiﬂ: I B | guy's talking to you, when il of the game — after that, its all lion Dollar Man-stuff, but no dis-
their rating for overall game qual- B | cven time freczes, M plain inhaling. : cernible effect on the game.

ity remains a mystery. Funny :

that. Or is it? . .
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is simply a case of
locating their posi-
tion. You're never
told what happens to
them, but since
you're the only
intrepid explorer
wandering the corri-
dors, presumably you
stuff them into your
galactic backpack.
Hell, who neads
attention-to-detail.

There ain't no monsters lurking around the corridors — they just hang
around behind doors, eating porridge, waiting to prey (ho! ho!) on unsus-
pecting adventurers. This is a typical "fight,” where you knock the living
hell out of nice Mr Reddybrek. Or not.

The commander is
used to sell Prey to
the heaving masses
— you can find it on
the back of the CD
case. What Almathera
has cleverly missed
out is that even
though he speaks, his
mouth doesn’t move
— an appaling over-
sight in this day and
age. Gottle o' geer.

hy %
Rescuing the captives

| THE VERDICT

Unaccustomed as we are to controver-
sy, it has to be said that no game
designed for the CDTV was ever any
a trend which Prey did not
buck. And now it's come to Prey on
the CD 32: so, let's not beat around
the bush, it's the same game. The fact
that the CDTV version
released in the UK is a blessing — peo-
ple were unhappy with their CDTVs
anyway, but they never had it quite so
bad as this game. Now repackaged, re-

good...

Wwas never

rehashed, reheated and
dished-up on a superior system, Prey

rewrites the history books in terms of

released,

awful games. We've seen 'em bad,
(Dangerous Streets springs to mind
immediately), but if there were to be a
Guiness Book of Crap Games, Norris
would have no hesitation in awarding
the title to Kirk Moreno Multimedia for
this atrocious piece of machine code
diarrhoea. You want to know what the
game's like? OK, but this is against my
better judgment. Suffice to say that it's
not the 3D graphic and sonic extrava-
ganza that it promises to be (as if you
ever believed the box blurb), and it is
ranks below any game we've ever
played in living memory. Tag is better.

Marbles is more sophisticated. Hide-and-

Publisher: Almathera

Developer:
K.M. Multimedia

£29.99 Out Now
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seek has got more thrills. Under no cir-

1%

cumstances — and we're talking hostage situations down at

your local computer store — should you buy this game. We

don't care if your life depends on it. We cannot recommend

it even lowly... er, that's it.

Look, with all mouth and no trousers on the

A500
A1200

CD32, what would you expect on the AG00 and
A1200? Exactly — no mouth and no trousers, no
nothing — in fact, no game whatsoever— so you
all you keyboard-based Amiga owners can sleep
easy in your beds tonight.

NN N

Loading the game produces a scene

bly pixillated — mdmn*tmm"

the game one little bit.

Hold hard, rather u

of full-motion video the like of ~ it's somebody else. Well, this train-
which you've never seen before...  spotting female is right in your
It's monochrome, jerky and horri-  face, and she's got valuable oxy-

w so nick it off her and let
ﬂﬂunhmuy

vy e
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Matt Broughton plays the classic game of
mortgages, hotels, unrealistic bank notes,
cheating and verbal abuse.

GRANNY KNOT:

ROLL THE DICE? o

MONOPOLY

The board is all here, in all it basic finery. Forty squares, eight groups, all the
utilities and two stacks of cards in t'middle. You'd think with the power of
the Amiga they'd fork out for the gold embossed, super-deluxe version from
Franklin Mint that's not available in any shops and can be yours for twelve
monthly payments of £34.99 + VAT and PEP. Alas...

ow would you describe
Monopoly? The seminal board
game? The board game to
end all board games? The board

game that will still be around aeons i il

after Trivial Pursuit and other so-
called fashionable games have gone
to double-six heaven? The new
Amiga conversion from Supervision?
But then you knew that already, oth-
erwise it wouldn't be in the reviews
section (unless someone has
changed the name of the mag to
The One Board Game while I've not
been looking. I'll just go check...
tum-ti-tum... Nope. It's still Amiga,
so this must be a computer conver-
sion. Thank God for that. Another
potential disaster nipped in the bud
by yours truly).

This time round Menopoly's. ani-
mated: you can pit your wits (or
whatever else you use) against a
‘whole host’ of opponents; you get

One of the more exciting parts of the
game (and one that's always sadly
neglected in real-life games) is the
auction. Refuse to buy a property
when you land on it and all the play-
ers start a bidding war for the
place, beginning at a vastly
reduced price. You can pick up
some real bargains if you play
your cards right.

Land on a sguare and you're
transported to an animated fantasy
world... er, well, you're transported
to a vague representation of a street
with a few houses in it. An effort has
been made to represent the particu-
lar street you're on, but don't expect-
ing breath-taking realism.

to watch people stop on your
squares; you can see the construc-
tion of houses and hotels, and you
can still annoy everyone by rolling
the dice for your turn before they've
collected the rent from the last play-
er. All the fun of the family version
and more, as it happens.

Actually | hope not. The last time |
played with my family we ended up
not speaking to each other for sever-

. al months — it was because of a

strange dispute between my dad,
who bought Kings Cross Station and

- then gave it to my sister for nothing

just to spite my mum, who had the
other three and wouldn’t swop The
Strand with him. My sister betrayed
dad and swopped it for mum’s
Oxford Street, thus completing the
set on which she immediately built
two hotels, just in time for me to
land on it and go bankrupt — boy
was | miffed. But enough of this. To
the game with all due dispatch...

| THE VERDICT

Do you know what | really wanted to
see in this version of ‘everyone's
favourite board game'? A command
which, when activated, popped a star-
tled cat onto the board, and scattered
the pieces everywhere. With such a

feature (or similar), Supervision's could
have perfectly re-created the tense and
emotionally charged atmosphere
which prevailed throughout every
game of Mono-sodding-poly I've ever
played. However, this computerised
version is as faithful a conversion as |
could have asked for. Trouble is it's
too faithful. It doesn't do anything
new other than than introduce the odd
animation here and there (most of
which become somewhat irritating
after the umpteenth time) and plonk
the board on your screen with a couple
of additional ‘amusing’ characters to
play against. Whenever | review a
board game conversion | always ask
myself the question, ‘Is it worth buy-
ing this or the real thing instead'? Very
few computer games ever win out in
the end — it takes a lot to match the

sheer thrill of human interaction (usu-

ally with fists) around the dining table
and more often than not, the humble Amiga

Publisher: Supervision
Developer:
In-house

£27.99 Out Now
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fails to deliver. Sadly the same is true here. Ignore the ani-

mations and you're left with the standard version of the
game. Fine, if that's all you want but for me it doesn’t instill
any atmosphere and it doesn't provide a pleasing challenge,

mainly because you can't act all smug about beating your
Amiga in the pub afterwards. Yes, you don't have to have
anyone else to play with but let's face facts: if you don't

have any one else to play with, you shouldn't be consider-

ing a board game in the first place.
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There was a

platform romp — but Dave's no longer

good fried food
cooked into the intro for Gremlin's latest

gag to be

us and Simon Byron is just too sensible.

Sometimes Squeak can't help you
reach that distant platform. There
aren't any lifts around and you can't
jump that high. What to do? Why
look for a vase or other portable
object — this game's puzzle power is
increased tenfold by the inclusion of
such pick-up-and-go items, all of
which perform different functions.

jo-vaetig

Squeak isn't directly controllable, but
responds to commands from Bubble.
“Come on” and "“Stay here” squeals
the little shrimp and gosh, if Squeak
doesn't do as he's told. He can be
kicked from wall to wall and even rid-
den. Handy er... blue furry thing to
have in tight spot.

ou’ll have to forgive me

throughout this review. | had

rather too much sauce at
lunchtime, you know, to celebrate,
what with Fatso being history and a
real chance of POWER at long last...
er where was 1?7 Oh, yeah, you'll
have to bear with me if | inadver-
tently refer to Bubble And Squeak
as Bubba 'n’ Stix. It's a pity, | said its
a shame, because they couldn't be
further apart than two... er, very far
apart things, but that's me for you. |
mean, one is a colourful platform
romp starring a young man and his
strange friend negotiating various
obstacles together and dodging dif-
ferent bad guys, while the other is a
colourful platform romp, starring a
young man and his strange friend...
hang on!

Maybe I'll skip that bit and tell
you about the game. A sprog, name
of Bubble (hey, it's better than
Dweezil, or Moon Unit) is trapped in
an alien world by dint of a series of
the sort of highly unlikely co-inci-
dences beloved of game manual
writers. Armed only with an unlimit-
ed supply of magic stars (and pre-
sumably bottomless pockets) our
hero is accompanied by a blue furry
thing called — er, Squeak. Yes that's
right, Squeak.

Home is reached by locating
Squeak (who doesn't necessarily
start in the same position as you)
and guiding him to the end of each
level, There's no time limit as such,
but you are forced to hurry things

___ up by a slowly rising tide of
~ water that will, eventually
 drown you. Get the pic-
- ture. Familiar or wot? Ah,
f; but, | hear you mew plain-
E tively, tell us, oh tell us do

Simski, is it any good?
Now read on.
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You know how it is. You're wandering aimlessly through a creature-infested
level, skipping from platform to platform and suddenly you reach a point
that's just too high to reach via any of your normal moves. We've all been
there. 50 how do you get to them? Easy, ask that cute little blue fella with
the red hooter for a leg-up.
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In an attempt to cash in on the Sonic phenomenon, you can give Squeak a
swift kick up the backside and watch as he spins his way around the level,
bouncing off walls and collecting bonuses. It may sound a bit violent (kick-
ing dumb, blue, furry things who jus’ wanna be your friend, ah diddums),
but hey, sometimes life is like that you know?
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Ancther, duller, yet it must be said, equally worthy

method of

less accessible destinations

is via the lift, or elevator (as | believe is the

favoured parlance or

streetwise vernacular in common

those
our

usage throughout
colonies of the New World), which the games author’s have in their great wis-
dom and bounty, provided. .

Bubble is the cutey-pie .
‘Calvin’ like imp(Calvin and

the Daily Express?) and it's
up to you to '
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In a bizarre twist of fate bubble-gum machines allow you to vault
Squeak's back and ride him around the level. Once straddling procedures
have been enacted, you minmnjum“pmlndlmm
weapon to play with (oo-er, sounds a bit rude).

Time is limited by
slowly rising water.
You can survive sub-
merged for a while,
which is handy, as |V-® : = -
there are one or two |77 #%e%s <5

exciting things down f;; Segcrinie. =

there. But don't |, 7 7z # =«
hang around too . 4

leng, or it's a one-
way trip to Davy
Jones' Locker. |+
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Hobbes? What don’t you read

As far as platform games go, | only

ever look for two things. One is the
inclusion of large-eyed fluffy creatures
(but that's just a personal thing), the
other is Something Original. It doesn't
matter what that Something Original
is, just as long as it is... original... and
er, something. There's nothing more
annoying than a platform game that
has thunderous graphics and majestic
sound effects but absolutely nothing
new in the gameplay. If it's just jump-
ing from platform to platform, collect-
ing bonuses and eliminating bad guys
then expect it to get the big thumbs-

down in the Byron camp. Bubble And
Squeak is being universally welcomed
to our screens as if it was royalty.
Why? Because of the ‘wonderful inter-
play between the two central charac-
ters’, that's why. Using Squeak to
negotiate the trickier sections of each
level is an inspired touch and adds an
immense amount to the challenge. -
Plus, and this is a big plus, the mouth- ATVERRLT
watering graphics and majestic sound f'; -

effects help enormously (well they do), § : - :
conspiring to make the whole game

look and feel just wonderful. From the

smoothness and elegance of the controls to the option to
play with one, two or three button joysticks — everything's
been thought through and it shows. Yes, OK, the screen
slows down occasionally when a lot's happening, but it's
infrequent enough not to bother anyone. | almost feel
ashamed pointing it out, in fact | wish | hadn't — sorry. Per-
haps you may find it all a bit lacking in substance, but
there's plenty of immediate challenge to keep you from
worrying about any long-term goals. Basically what you've
got here is a fine, fine game that appeals on just about
every level. It's not quite the best thing ever, but it's better
than most of what we've seen lately. And (I know I'm tread-
ing on pretty dodgy groung here) | just love the whole idea
of moving furry monsters around the screen by booting
them up the jacksy.

Bubble And Squeak is an AGA only product at
the moment although an A500 version hasn't
been ruled out. No definite news though. What
is for sure is that a CD32 version will be popping
up with enhanced music and other effects.

-
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We were looking for someone small, square
and plastic to review Gremlin's latest board
game conversion. “Hi, everyone, sorry I'm
late,” said Matt Broughton as he walked into

the office. Heh, heh, heh...

he land of Rhia is in

turmoil,” rumbled The

Reviewer in a deep
baritone which emphasised the first
syllable of each word and crushed
the remainder into powdered glass.
"A plague has spread through the
populace destroying everything in
its path. Magic is at work, an evil
magic, a magic beyond the ken of
ordinary mortals — and only a small
band of he-roes can save the day.

"He called eight of the greatest
warriors ever known, summoned
them to his tower of sorcery and
revealed their quest. To find the
sacred artifacts which would obliter-
ate the power of evil and free the
land from plague forever "

As the thunder of his words
echoed and faded, The Reviewer
coughed and spluttered uncontrol-
lably. Pausing only to swallow a ball
of phlegm the size of a plover's egg,
he shuddered as the familiar, aero-
modlers whine wibbled once at his
epiglottis and then plunged down
his throat, where it corkscrewed
excitedly around his larynx. “The
Legacy of Sorasil is the sequel to
Gremlin’s conversion of the MB
board game, He-ro Quest.” The
Reviewer’'s hands fluttered from his
anorak pockets and shoved the
heavily gaffer-taped NHS specials
back to the bridge of his nose.
Sweat oozed from his forehead and
gushed from his burning palms.
The whine began a particulalry
daring sequence of side-slips
along the length of his oesopha-
gus and before he could stop
them, his vowels were twanging
like a Fisher-Price guitar. “You've
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“ " Our brave he-roes embark upon their noble
+ quest. Or something. The controls are simple
“ enough. Movement points (bottom left) show

+ how many ‘squares’ you can move ea

(4

got nine adventures to complete,
each linked to the last, forming an
on-going campaign. You can choose
any four of the eight he-roes to start
the mission and each gains in experi-
ence as the game progresses. It's a
turn-based strategy game that stays
faithful to its tabletop counterpart,”
he squaw-ked. There was nothing
for it. He didn’t wait to be told he'd
failed the interview. The Reviewer
stalked off in a huff to complete his
regular column for CEVG.
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(Above) Combat is simple. Walk
up to an opponent and press
attack. The computer takes care
~of all the calculations (Strength
. ¥ Combat + Weapon = Pain in

- the head) and shows the result
in animated form. Basically,
whenever you see one charac-
ter hit another three times it
means they've scored a hit.
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Ml T (Left) Wizards and clerics can
";.; A e employ magic against their
it F,";'_ HtE. - foes. Mind Points are used to
& T i > determine how many spells
LS AT s they can cast each turn and
e e there are twenty in total to
e ‘1* e :w choose from. You don’t start
1""""l:;""-l' . with that many but you can
" find more as you get further
S into the game. Phew, eh?
This is the map of Rhia, with : . i ik FATESE B

each tower representing an
adventure. When you complete
a mission, up to three others
will be highlighted, allowing
you to choose your route to the
end of the game. This obvi-
ously means that you SaasiiFs

s can play it again and |

r ogain, choosing dif-
ferent routes
each time.
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s and action points (bottom right) are used up
“ by searching, opening doors and any other

‘action’. Hence the name... action points. It's

all rather neat, don't you think?
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You can use up to four of the eight available characters, chosen from this
screen. Angor the Barbarian, Oakheart the Ranger, Haxar the Paladin, Calor-
flame (what a gas) the Cleric, Grimbeard the Fighter (a dwarf, of course),
Ravenslock the Wizard, Stormbow the Adventurer and Celeste the Mystic
{armour by Anne Summers).
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Being an isometric game, there are obviously moments when your characters
will walk behind walls at the bottom of the screen. To combat this visual
problemette, Gremlin has decided to make the walls transparent. Smart!

T AT A B

£ s ¥
YR RN
i . G e eSS B
ST By x
R b g v | i I-‘_r
; B | B E
e e ]
o ® i
gl R

.-" .\'--IL'Uﬂ; :-

Before each adventure you are given
Search For Treasure and Search For the chance to increase your charac-

Traps. Whenever there's a chest ters’ statistics. Five points can be dis-
(except Celeste’s) on-screen the tributed across Body Points, Combat
chances are it'll contain some booty.  Skill, Perception, Strength and Mind.
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An automapping feature is employed throughout, revealing what your char-
acters see as they progress through each level. The automap is also used to
show the movements of the enemy during their turns.

REVllsw/A"

publisher: Gremlin
Developer:
In-house

£25.99 Out Now

Mot Hard Disk Installable

If you were expecting the A1200 version of Sorasil
to rip open its shirt and reveal some superheroic
pectorals, then you're in for a bit of a disappoint-

ment I'm afraid. It's the same game only faster.
MNo news on the CD32 front either.
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THE BLUE
THE GRAY
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After a mint julep and wedge of pumpkin
pie, Matt ‘Honeychile’ Broughton puts on his
thinking head and promises the Lord that
he'll never go ‘paw or hungry agin'.
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The flip side of this silver dollar features the campaign section. Here you keep
track of your troops, enemy positions etc. Trains and boats make you mobile
so control of towns with tracks and rivers is vital.

he American Civil War, eh?

I Huh, what a palaver. Well

over half-a-million men killed

just so that one day Atlanta Georgia

could rise from the ashes and play

host to the 1994 World Cup. Hardly

seems worth it in the long run does

it? (I'm still bitter but so what? Didn't |
lose money? Do | not like that?).

Now I've got to fight the bloody
thing myself. still, at least | get to
burn Tara to the ground again...
(who's Tara? Scarlet O'Hara's planta-
tion in Gone With The Wind. Whad-
dya mean was Bruce Willis in it? Aint
you kids got no sophistication...?) at
least | can sound the charge every
time the 7th. Cavalry appears
(tediously, just in the nick of time).

Edward Grabowski may not be a
familiar handle to us Limeys, but in
The States he's synonymous with
the Micro Miniatures battle system
and corresponding wargames. The
Blue & The Gray (that's ‘grey' on this
side of the cultural divide), in case
you were still wondering, allows you
to alter the course of the American
Civil War and neatly ties everything
I've been talking about together.
Well, kinda.

You can control either side, the
Yankee Union (the Blue), or the
Rebel Confederacy (the Gray) and
play the whole conflict out from
start to finish. The only difference

here being that Johnny Reb might

win this time and then slavery
wouldn't have been abolished

The battle system allows you to order
your forces about. At least that's the
theory. The problem lies in keeping
track. Also, the real-time runs too fast
for you to keep-up with the action.

Statistics screens can also be called
up mid-battle for a '"how we doin’
Jethro,’ type report. They show total
forces, individual units’ strengths and
losses. One side usually admits defeat
when its lost about half its force.

and Abe Lincoln couldn’t ever have
invented those dimply biscuits.
There are two stages to the game:
the campaign, where you plan your
advances, decide who to attack and
where to defend and, the battle,
where you do the fighting — which
can be anything from a skirmish, to
the full monty with cavalry, artillery,
reinforcements and everything. As
Robert E. Lee might have said some-
time during the battle of Gettysburg
“Cheeaaarrggge!!!”.

e s e T Sl R

Ouh rt came so -;lose Ladues and Gen-
tlemen, a big hand if you please for
The Blue & The Gray, the one game
that has so far come closer than any
to actually making me sit up and take
an interest in the world of wargames.
The whole campaign section looked so
promising and the tutorial was taking
me through it nicely and | was think-
ing “Oh joy! Happy, happy day. A
wargame | quite like! Can it be true?"”.

But alas, my dreams were dashed FRARPHICS

more quickly than an adolescent run-
ning out of a chemist's after trying to
buy his first condom only to discover

a woman!!! behind the counter. I'd
entered the battle section, you see,
and things were looking grim. Well,

<
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not looking grim exactly, the graphics
weren't all that bad, it was just the

control method that didn't appeal. L ll 5 TRBI L I T ¥

Comprehensive it may be but friendly
is not a part of the vocabulary. Fussy
is more appropriate, as the whole pro-
cess of setting up your troops, identi-
fying different groups and units and
just keeping an overall look at what's
going on was far too time-consuming
and unnecessarily complicated. Of course,

you can set battles to automatic, but that cuts

out 50 percent of the package’s potential entertainment
value. Sadly, the campaign section, good though it is, isn't
enough to carry the whole game. It might win the Oscar for
Best Supporting Actor, but not Best Actor. The other thing
that prevents The Blue & The Gray achieving a total degree
of excellence is the subject matter. I've nothing against the
US of A and I'm sure her history is indeed a rich pageant,
and yet, | just don't seem to be able to summon-up quite
the same enthusiasm that Mr. Grabowski does for the sub-
ject — but then, doubtless our transatlantic cousins find the
Wars of the Roses equally uninspiring. Any road up my
pigeons, this is a personal complaint, one which my GP has
promised to remedy with certain of his many creams.

| Obviously with an AS00 it takes somewhat
| longer to calculate the results of a battle on

e ; automatic mode, which | s'pose gives you an
fAY incentive to persevere with the game instead.
oo~ No shiny circular versions planned though.
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y FOOTBALL MASTERS

Quite simply the best Foothell management game for your mmput&r
We have served thousands of sofisfied customers during our 4 years of

troding. Over 10,000 man howrs (during 5 yeors) has been dedicated fo

& the production of this constantly improving game. It is one of the most
realistic and accurate representations of o professional football managers
onnual chollenge to tactically out wit and conquer every opponant.
Managers : 1 fo 4 Human players, Rofings, Performance stofistics, sock
and offers. 3 Difficulty levels, Manager of the month and season
awarded, Pools, Pick any teom in ony division to begin with.

League & Cup : Premier 22 teams, Division 1,2 & 3 have 24 teams,
Ploy-offs, Tables. 7 Cup competitions with precise rules (2 legs, extra
time, owoy goal rule, seeded draws, European Cup tables, 5 subs,
non-domestic player restrictions etc.), Finalist route to glory.

% Gomes : Yearly fixture /previous list, Week fixtures /results, Results from
previous meeting with opponent (goes back up to & seasons).

Ployers : Real life stafistics reflecting the start of 93 /94 season with
real positions, height, age. Live transfer morket, Controct & wage
negatiations, Prefemed foot (left /right /bath), Loans, Injuries, Training,
Special tolents, Trainees, Goalkeepers (separate skill categories),
Defenders, Midfielders, Atfackers & Utility, Retirements, Foreign
tronsfers, Unhappy ployers, Top 10 Hot shots.

Team : Training, Tactics (15 different styles), Aggression, Formation
ollows specific ployer field seftings (Left winger, Sweeper efc.).

(Club : Sponsorship, Ground improvements, View opponent, Finonces

The Match : Real time scoreboard reporting goals & injuries yellow,/red .

cords, Sound effects, Interventions permitted at any time 1o

thange factics, formations and make subs. Physical grophical penalty

participation (optional). Over B0 different referees.

Other : Fost lood,/save, Printer occess, 20 Options to set vorious

game preferences, Instruction book, Easy to ploy, Technicol support

Plus : Over 100 other meticulous refinements impossible to list here.

Editor : Allows you to amend various items in soved games. 17 Exiro
Scotfish : Dedicated version detoils avoilable upon request.

EASY TO PLAY Animaoted
Wrestling game

Joystick or Mouse.

CRICKET MASTERS

This is o purely manageriol cricket manager game that concentrates on
strategy and includes plenty of relevant statistics. The gome hos been
designed and developed by a frue fan of the sport. It replicates everything
that o real manager has to contend with and it's o totally unique
production that onyone with on inferest in Cricket should experience.

A summary of the main features is shown below:-

 AXA EQUITY & LAW 18 league county teams, 50 overs per game.

* 4 Cup competifions including Benson & Hedges, Nat West.

o 70 different match umpires with accurate nomes and sticiess.

* Accurate ployer detoils Sumame, height and oge.

o 77 different ployer ottributes. Most skills have o direct impact on the
effectiveness of each individuals actions during o simuloted match.

® Easy player selection. All game text is dlearly presented.

« Botting and bowling averages. Top botfing ond bowling tobles.

Ul « 3 Different fraining intensities fo boost batting, bowling o fielding.

STABLE

‘!’r}ﬂASTERS‘/CZP

This gome has been designed fo be os close to real rocing os possible.
Five years of development by o clever racing expert has led to the

' second revision of this Flot Horse Rocing Simulation.

Up to 4 ployers con porticipate os Owner Troiners with the primary
objective of becoming the top roted froiner, in respect of prize money
won, ot the end of each rocing season (March to November). There
are up fo 35 other intelligently controlled computer frainers to compete
agoinst and compare your personal performance.

To achieve this oim you must discover o potentiol champion and frain
them so that they become copable of competing well and winning any
of the 47 big prize money roces (Hondicop and Group). eg. The Derby
To give you an idea of the tools provided in this gome to assist you
renching your objective we hove listed the main features below:-

750 horses each with over 60 independent variables,

74 different race courses (2 oll weather), reol life choractenistics
mirroring the diversity of racecourses in the UK (descriptions provided).

World Cup Cricket Masieps

A fontastic graphicol and/or tactical representation of Cricket that hos
& been completely written by o traditional fan. You can physically
participate with batfing and /or bowling or leave it o the computer fo
automatically handle. See full feature list below :-

GAME OPTIONS STATISTICS
* | Doy limited overs or test, ® Scorecord & bowling analysis.
* White or coloured clothing. » Weather ond ground reports

o Three Cricket grounds. ® Wagon Wheel
® Lood,Save gome. Skill levels. ~ » Manhatton Chart.
* Computer/Human ployers. PLAYER VARIETY

ANIMATED ACTION * Rated on 8 odjustable foctors.
® Left ond right handed ployers.
= Range of batting fypes.

® Editor to omend gome stofs.
® Bowler types include seom,
swing, change and bath types of

spin with 8 speed levels.

* |Jmpire signals.

o All the strokes cut, pull, diive, etc,
* Appeals, dropped catches, run outs.
* Bouncers, wides and no balls.

« Weather, pitch and light often make an impoct on ground condifion.

* 70 Jockeys who vary in obility and booking fees, Orders & Feedback.
* Formbook and Win Summary Cords cover the previous 200 roces.

® Animated race display or just the result. View Decloration List for roces.
® \Very informative report by Heod stable lad. Tipsters. Bookmakers.

» Raceconds similor to rocing press. Real life. Handicops & Roce Types.

Version 1 is ovailoble upon request (Simple training & betfing) @ £15.

Tl
o dale
,ﬁ"ﬂ "i" . 48 HOUR DISPATCH

CHEQUE PAYMENTS

[EI[H!JLTEDHIEULS If you hove: @ guarantee

« lcon driven with point & click, - Eheque cord or credit card

= [orge 3D scrolling screen please write its number on

covering the entire playing area. the reverse of your cheque,

* Mouse controls howler's ling, ‘h'“‘ﬂ s0 will ensure dispotch

length, direction field settings. within 48 hours of receipt.

OUR ADDRESS |
ESP Softwore
320 Southchurch Rood,
Southend-on-Seq,
Essex 551 ZND. Englond.
TEL. (0702) 600557
FAX. (0702) 613747

» Joystick control of batsman's
attack level, strokes and
unning between wickets.
VARIABLE CONDITIONS

o Surfoce and pace of pitch

* Rain, bod light, cloud cover,
temperature and humidity.

® Viruses, Injuries & Vets. Lood /Save gome. Many other items included.

CREDIT CARD NUMBE
L l T

onvice Now Availoble

PLAY BY AN

‘s Fyll match highlights let you

~wotch the oction boll by ball with

full graphics ond/or realistic

sampled sound effects for

significont events (Fours, Umpire

decisions, efc.). Inferventialis ore 2ot

permitted at any time fo change hu’rnng fctics o fielding placings.

* 3 Batting,/Bowling clossifications (Normal, Attack and Defend) .

© (hoice of 15 different field plocings.

® Full scorecard results with best batting and bowding figures.

® (ther stoff (Physio, Groundkeeper, Scout) can be hired and fired .
* Annual league fixtures listing. Cument week and last league results.
* View current cup competition drows and histonic records.

® Real fime fronsfer morket, Player confract and wage negofiations.
* Sponsors, Prinfer access, Finances, Poor ground fines, Manager rafing.
* 15 Options to alter game preferences, Lood /Save game.

© Instruction book with plenty of examples.

® Plus many more fine details that we are unable fo list here.

“ORACLE

%,
onal Tipping Competition 19 []rgumsad "

hyr Rcu.e::ull regulated by the InTe Ihls progrom ochieved ’3%0
joint second. This led to o serious approach from o well known
nafional book maker. Rejected in fovour of supporting the public,
Winnings Stofistics - 104 wins out of 166, os from 2/6 to 1,/9/93.
Formulo - This program tells you exactly what to do. You ore NOT
permitted to amend our system unlike so many other similar progroms.
How mnfldeni con ynu he in something that invites omendments!

1 - Three yeors full time race anolysis and
expmrnmluhm fo rehnn ond test the prediction system.

vledge : Plenty of unique hints from contacts in the kiow.

£

r.'- BOFCH & [ ||

o racing knowledge required, easy to use, tutorial book

Restricted Soles - As soon os our progroms predictions have o prolific
m‘mucr on 111& bemng odds we will stop accepting new buyers.

; - Highly recommended option. If any update fails o
hr&ﬂk even we'll send the next ane free of charge. From £25.
Highly likely. Buy now before success forces increase.

24 HOUR CREDIT CARD HOT-LINE

hl (0702) 600557 =

sional Football Mosters ¥
PFM. Edtor V4
Stuble Mosters V2~
Orocle Herse Tipster (RRP £99.95)
(ricket Mosters
World Cup Cricket Masters
Wrestling Masters
R & EXPIRY

75.00
14.95
4. *E'k.

EE0.E

TELEPHONE

POSTCODE
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You've no doubt been
Thunderinmg Matt B
was worth all t?at b
“ S't me Sim%.“ asked

trembling ever-so-
new master, s

ly in awe of his
o

“That's 'Sir' to you sonny.” replied
the handsome new ed b

ber. There (CRACK!) t
having been a staff writer, (C
that's for me having be
editor, and (CRACK!
being an editor. Let’
the bass now.”

Matt regarded his swollen ha
through tear filled eyes: “Thank you
sir," he sobbed, “thank you for your
loving kindness.”

“That's all right slave. Now, what
did you want?"”

“Well...” Matt looked at his feet,
obviously afraid to anger his new
boss, “...well, it's about this intro for
Heimdall 2. | can't think of anything
to write. The kids know so much
already thanks to your incredibly
informative three part WIP, which
might | add, | also thought was bril-
liantly written and very funny.”

"Yas, it was wasn't it.” answered
the Big Cheese.

“Well, the thing is, they know it's
the sequel to the very popular RPG-
ish arcade/adventure. They know it's
pretty damn huge and extremely
pretty, and they know that it fea-
tures a whole host of improvements
over the original game.”

Simon regarded Matt coolly from
on high and patronised him cruelly.
“You sad, sad creature. How | pity
your stupidity.”

“Thank you my liege.” replied
Matt, grateful that this super-human
had noticed him, and daring to lift
his eyes to the golden swivelly-chair
of Olympus, inguired humbly:
“What should | do?”

Simon erupted from his desk like
a Titan, robes flying about his ears
like a mighty mane, and spake.
“Firstly, I'd make sure the punters
know that Heimdall 2 is accom-
panied by a Valkyrie called

e
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rpening your broads
ton’s the lucky guy w

Ursha and that they're up against
the evil god Loki and his hoards of
beasts again. Then I'd make sure
that they know the game will be a
mixture of puzzle solving, swords,
and sorcery.”

“That's brilliant” sighed Matt
gratefully, “What then?”

“Well if | were you, I'd start with
any old rubbish. Why not improvise
some witty dialogue.”

Matt Broughton, heir to the king-
dom of The One, strode to his desk
filled with pride and joy. "Yes!” he
shouted to no one in particular, "By
all the gods, this will indeed be a
glorious day.”
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ALL IN A DAYS WORK

Well, would you credit it. I've been hit
over the head and put in a prison cell.
Tch! Some people have just got no idea
of hospitality. Not to worry though,
because if I'm not mistaken, that's a spe-
cially trained Group 4 Security Mouse,
‘Here mousy mousy, have the bread that
someone’s left for my lunch’. Well I'll be
blowed! Not only did he eat my bread,
but he managed to ‘accidentally’ jump
onto a nearby lever and open my cell
door — that’s handy. Now, let's see if the
rest of the security systems are as
effective. Ahem.

Having received a coat-of-arms
and a message from the dying
prince I've managed to enter the
. palace of Danak and approach the
~ king himself. He doesn’'t seem too
- worried that his son has just died
with a large number of pointy
sticks in his botty, but he is rather

any other leaders you meet on
 your travels. Heartless git! All
right, give it here.
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-‘ Well, this is a bit more challenging than the ‘tempt the

daft mouse with bread’ puzzle, but still not too much
of a problem for anyone with half an ounce of timing
in their soul. The top flame is always on and spells cer-
tain death, but the bottom flames flicker on and off in
a set sequence. Just take a bit of time to learn said
sequence and, geronimo! — jump for it. Don't forget
that each leap brings you closer to God. ‘Catch me
Lord, catch me." Now, whao's through this door?
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A quld: butchers at the mes-
sage via your inventory reveals a
general offer of alliance to any-
one and everyone. All you've got
to do now is find someone who
half gives a toss about the
whole thing. Where shall 1
begin? | know, I'll just wander
about for a bit and see what G
goes. | wonder what will happen
if I stick my head through a ¥
doorway... OUCH!

Would you believe it! I've man-
aged to stumble into another
king — not bad eh? (Two kings in
one day. Oo!) This one has a sim- |
ilarly pointy beard to the last
one, and you know what they
say — 'same beard, just a weird’
— 50 I'm hoping he'll respond
well to my little letter. Excellent!
He wants to join forces with my
dead mate's daddy. All I've got
to do now is take a reply
message back. Hang on a
minute! I'm not DHL you know. |
mean look at my helmet.

1IvamlaH
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(Above) Heimdall 2 across a fair old number of screens, each belonging to a specific
realm. Here you “"pl.:'ylm full realms and their relevant islands — not to mention my
cute little ship chugging along. Each island has a varying number of screens to play
through including a specific exit location (ie. docks) from which these maps can be
accessed and used to send you on to your next destination.
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What hic arcade/.
odd bit of ‘sit back and watch’ going on. Well Heimdall 2 certainly isn't lack-
ing in that department, with a decent handful of animated sequences show-

_ ing general conversations and goings on. You don’t actually control these

~ chats, but in general they're more for your information than inclusion. The

~ game's designers have got the length of these things just right — not too

~ short, not too long — and more often than not, these scenes are an excuse
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 number of what Lord Byron refers to as ‘Cor! Secret things' scattered around
_ m In their most primitive form these are generally pressure plates in
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for groan-worthy gags.
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you've played our demo, you might already be aware that there are a
. spend a bit of time looking around and you might find paintings
to reveal doorways. These are never too obscure, but are

- easy to miss if you're the sort who runs through games at 60 miles an hour,

LAZCE, 8

c a3

‘The world was ravaged by fire and lightening, but was then healed as it
moved through the universe. To negate the changes that had been made,
objects of enchantment emerged. From these were summoned divine spir-
its who restored the balance and fabric of creation.” Blimey, sounds seri-
ous doesn't it? What this all boils down to is a puzzle based your
knowledge of runes. If you already possess the rune theory for fire, light-
ening, healing etc. then you should be okay. If you don’t, then you won't
get across the barrier and Sean Connery will probably die from that nasty
German'’s gun shot in the chest. Or something.
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| THE VERDICT

Well, they told us it would be good,
but they didn't say it would be this
good! Thankfully, all of the hype pre-

sented to us in the process of produc-
ing our WIP appears to have been well

founded, and I'm glad to be able to
send you down the game shop with

my blessing. Heimdall 2 is without a

doubt the best of its kind. It's got just
the right balance between action,
adventure and puzzle solving. You
won't have to plod around for long
before finding a quest to solve, and
there will without a doubt be puzzles
in there somewhere with nasty things
to fight along the way. Groans only
really come in the form of disk swap-
ping grumbles — with the three disks

getting a fair old work out — but other
than this slight mew of disgruntle-
ment, I've no real negative comments
to make. The control system is pretty
instinctive, with a good feel for your
character. The mouse takes over for
inventory and spell casting incidents. P

TERALL
s .

be completed in a few steps, while oth- : qn%
ers take ages of gameplay) and the ongo- ' ;
ing 'quest for runes’ keeps magic freaks like
myself on constant look out. The combat is a little bit lim-
ited, a bit of hacking and archery and generally you'll find
you can get through most fights without too many scratch-
es by ducking and diving a lot and aiming the odd hefty
swipe — just watch out for those muthas with claws! Ursha
doesn’t really add too much to the proceedings in all hon-
esty, and | found myself switching to her when | thought
something nasty was about to happen (what a gent!). The
one downer is that if one of your characters dies, you loose

The puzzles are very nice, breaking up
into a number of stages (i.e. some will

all your objects. So, if you've played the majority of the

game as Heimdall, only he really has a full inventory, leav-
ing the survivor without weapons, or rune spells. | don't
want to end this verdict on a minus, so once again, Heim-
dall 2 is completely ace. Okay?

There are no plans for upgraded versions at the
moment, but Core isn't ruling out the possibility
of a CD32 version at some point. They call him
flipper, flipper, faster than lightening. Nobody
can be, like lightening like he.

LASTRBILITY
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UPDATES

At last it seems that software developers are beginning to tailor releases to specific formats
instead of just changing the soundtracks slightly. Come with us then, as we check out this
month’s bumper catalogue.

SECOND

SAMURAI

A1200
Psygnosis £29.99

Ex-Ed Dave covered this release in
our December issue (sob, and now
he’'s gone. We'll never see his like
again. Sniff, I'm filling up with emo-
tion | tell you, filling up) and award-
ed it a stonkingly good 87 percent
(he was always doing that, blub,
such a nice guy. Would give you the
shirt off his back if you asked him...
not that you'd want it of course and
it probably wouldn’t fit. Make a nice
tent though...). Well all you A1200
owners could only drool at the time,
as the A500 version wouldn’t work
on your high-powered machines of
the future. Now, three months later,
Psygnosis has dished up the goods
and you can jump ‘n’ slash with all
the extra parallax backgrounds your
tiny hearts desire.

That's about all that's changed
you see. That and some beefed-up
sounds and extra... extraness (| think
poomph is the concept you're grop-
ing for so ineptly — Ed.) in the speed
department. Otherwise it's the same
old, rather excellent, beat ‘em up on
the Orient Express. Full of intriguing
puzzles, full of dazzling graphical
effects and full of the kind of playa-
bility not seen since old Bix Biller
whipped out his Wurlitzer and treat-

ed a stunned crowd at the Hack-

ney Empire to a medley of
‘Songs from the Shows'.

Personally | like Second Samurai
far more than ‘Uppity’ Upchurch
(gone, gone | tell you) did. | was a
big, big fan of the original (First
Samurai dum dum) and an even big-
ger sucker for this one. Platform
games don’'t normally appeal to my
sensitive palate but the Samurai
series has originality and it has it in
bucket-loads. A clever combination
of action and puzzle solving with
enough ‘little extras’ to keep every-
one happy. Its only weak spot is the
plot. I'd have preferred to stay in the
mystical Orient rather than jet
around different time-zones, but
there you go. [SB]

OVERALL 92%

TRIVIAL

PURSUIT

CD32
Domark £29.99

There are two fundamental rules of
comedy. The First states that there
are no taboos. The Second, and this
is the important one, is a list of all
the things you shouldn’t do. Includ-
ed in this list is the maxim that runs:
“The more times you tell a joke, the
less funny it gets,”(there is also a
lengthy codicil to the Second Rule
which says, basically, that none of
this is necessarily the case at all) but
to invoke the spirit of the Second
Rule for a moment — why, oh why
does this glaringly obvious fact seem

to have eluded every game designer
since the dawn of time. Hearing the
same old joke crop up time and time
again in the CD32 version of Triv,
despite flawless delivery by Chris
“The Guv'nor” Langham (for it is he),

and with no option to skip them, is
about the only annoying aspect of
Domark’s new conversion.
Otherwise this is one of the best
versions of the game I've seen out-
side of the one that came with the
dice and all those fiddly bits of
coloured cheese. Lovely animation,
amusing script and a plethora of the
usual questions ranging from the
stultifyingly easy ‘who had a Potty
Time on TV?' to the decidedly more
tricky, ‘'what is the collective noun
for Salmon?” The game could have
done with a few more animations
from the supporting characters (ably
handled by Kate Robbins and Patrick
Mower), but essentially, and risking
a cringe-worthy quote appearing on
subsequent box-art, this really is the

perfect family game. Not really a
purchase for the single-gamer, more
the sort of thing to slide out at Crim-
bo when you've got the entire family
round and there's nothing watch-
able on TV. Either that, or the "edu-
cational’' game that finally gets dear
mater and pater interested in games

| and justifies the purchase of the

machine in the first place. And
remember, general knowledge fans,
no game of Triv has ever run its
course without a serious dispute
between the players. Just turn on
the CD32 and watch the violence
ensue. Wonderful stuff. [MB]

OVERALL: 84%




NICK FALDO

CD32

Grandslam £34.99

Way back in, ooh... 1993, Grand-
slam’s Nick Faldo’s Golf came close
to being bestowed with the title
‘Best Amiga Golf Game'. The only
thing that prevented it snapping up
this accolade was its overly-difficult
control system, which made the
game a right so-and-so to play.

Grandslam’s original idea was to
make the control system as close to
real life as possible. Nothing wrong
with that, true, but this meant that
it was often impossible for begin-
ners to perform a half-decent shot.
I'm all for some kind of difficulty
curve, but Nick Faldo's was com-
pletely the wrong way round. New-
comers would have to stop the
power-bar in a minute area while
those who had played the game for
some time would be given more lee-
way. The game was so difficult that
many people couldn’t be bothered
to persevere — and as such missed
out on what was otherwise an excel-
lent golf sim.

But forget all that now, because
this CD release has put things right,

W I

making the game much more enjoy-
able to play. All the visuals have
been redrawn to make use of the
CD32's impressive graphical capabili-
ties, so it's even more attractive than
it was previously and the caddies
(gorblessem’) now offer audible
advice whenever you fluff a shot.

Grandslam is to be congratulated
for not slapping the old game onto
CD to cash-in on the machine’s lack
of golfing games. | gave the original
a groovy 84 percent, but new
improved Nick Faldo warrants an
even higher score — in fact, I'd go so
far as to say that this version is the
best golfing game on the Amiga.
Yes, it's that good. [SB]

OVERALL: 90%

LIBERATION

A1200
Mindscape £29.99

“So many things to chat about, so
little space.” This was how his wor-
shipfulness Lord Byron (as our
power-crazed leader now insists we
call him) started his review of the
CD32 Liberation way back in Novem-
ber and that's how I'd like to start
mine — Oh! | already have.
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Liberation is sub-titled “Captive
2" and (strangely enough) follows
on from the original Tony Crowther
masterpiece. The captive himself,
Trill, is now free and is busy working
his way back into society when he
makes a frightening discovery. It
would appear that thousands of
innocent people are still being
framed for murders that have been
committed by malfunctioning securi-
ty droids affected by the huge mag-
netic storms of the 27th century.
Understandably, this is the sort of
thing that Trill is particularly keen to
expose, and so naturally, he sends

out four trusty droids to collect
enough evidence to prove to the
Emperor that he is being betrayed
by a corrupt police force.

Liberation is best described as a
classic format RPG, with first person
perspective and a party of four ‘war-
riors' sharing inventory and experi-
ence. There are many, many, many
computer controlled characters to
interact with, as you try to buy infor-
mation and equipment in order to
better cope with the task in hand.

As you might imagine, shoot-outs
and combat opportunities are never
far away, and your loyal lads are
always happy to steam right into
action armed with power swords,
pistols and general hi-tech weapon-
ry. That said, lovers of subtlety will
be able to use a simple conversation
system which helps you bribe, chat-
up and generally sweet-talk your
adversaries (of course you can then

shoot them if you don’'t get what
you want — just don’t tell anyone |
said you could, because its not nice.)

The A1200 version manages to fill
five disks, but other than a bit of
swapping, plus the reduction in sam-
pled speech and loss of CD quality
music, this version is about as per-
fect as you could ask for and a veri-
table must for your burgeoning col-
lection. Rush out and buy this
cracker of a game, with my guaran-
tee that you won't be going to bed
for quite a while. [MB]

OVERALL: 92%

iMNow emtering: SelenTechmology Metals & g

lhat is todays password? Clues in the manual
f not smcludimg headers or text on the diagrams )

on Pase 1B, Line 1. Word 1.
Door refuses to cooperate
Door refuses to cooperate.
Oy geek, Your dead
Charlie:

Dne more hit Like that and I'm done for.

Charlic: One more hit Like that and I'm done for
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And if you look closely Trevor, | think you'll agree that there's no question the
Dutchman's challenge on David Platt definitely took place inside the area, and England

should have had a penalty!
LURE OF THE TEMPTRESS

The first of the 'Virtual Theatre' games, Lure Of The Temptress was rather special — because
developers, Revolution, created a series of characters who happily wandered around doing
their ‘thang’. Yes, there's a mission and all that tosh, but the assorted villagers and help-
ful informants may not always be there when you need them. When compared to the
likes of Monkey Island and, say, the Cinematique games Lure of the Temptress works bril-
liantly and the bustling busy-bodies really enhance the game's atmosphere — although if
they were that intelligent, they'd have
realised the danger they were in and
got out when they could!

However, though Revolution’s char-
acter system may be original, the sce-
nario is anything but revolutionary. The
player is cast as a young feller-me-lad
called Diermot who finds himself cast
in the role of unlikely hero when an evil
temptress seizes control of the land.
You see, as is usual in these sub-Tolkien
worlds of monsters and orcs, the
temptress (we'll call her Selena —
because it's her name) has killed the
king. What's worse, perceiving that
Diermot might prove a bit of a nuisance in the future, she locks him away in a deep, dank
dungeon. Your mission (should you choose to accept it), is to bust outta that cell, corner
Selena and give her a right good pasting. The adventure unfolds its many screens as the
flick-screen village is explored via the easy-to-use icon system. Unlike Monkey Island and
co, Lure Of The Temptress's icon system stays hidden until required. 5o, if you want to
open a locked door, simply click on the appropriate spot and a list of available options will
appear. Providing you have the necessary key, ‘'unlock’ will be one of them, and Robert,is
a close male relative — easy, eh?

Whilst Lure doesn’t really offer that much over its Lucasfilm and Delphine rivals, it's the
smaller points which give it the edge. Disk swapping is kept to a minimum (unlike the Sier-
ra games), and the control system raises it far above Monkey Island and archipeligo. It loses
out a little in the characterisation stakes, and there's not

much humour at all, but, even so, Lure is extremely tempt- SE:R'S 4 - § .8 & §
ing. (Groan — Ed).

JAGUAR XJ220
CORKERS £9.99

Having tackled virtually every genre under the sun, Core
eventually got round to having a stab at a racing game —
scooping the Jaguar licence in the process, and so rivalling
Gremlin‘s Lotus games. In fact, virtually every aspect of
Lotus makes an appearance in Jag, giving a massive feel-
ing of deja-drive on booting up. Jaguar sits the player
behind the wheel of the expensive supercar in a series of
around-the-world races, each of which is broken up into a
series of laps. With a
stash of cash in your
bank account, you are
automatically entered
for the first race, but
must then pay your
way across the globe
by ensuring you finish
within the first three
past the line. The cash
you make from successful races can then be used to repair
any damage to your big cat and enhance its mechanics —
suspension, tyres, engines, you know the sort of thing.
However, if you fail, all the expenses are immediately
deducted from your savings and, if you can't afford the
travel to the next race, it's ‘Game Over’ time.

The racing scenes themselves are very detailed. As you
race through country after country, the hazards reflect the
peculiar climate of
each. But, the main
problem with Jag is —
it just doesn't feel
right. It's hard to
decide what makes a
good road racer, but
realistic control is an
essential — and Jag's
main sprite is a little
too skiddy for my liking. In addition, your computer-con-
trolled opponents rarely make a mistake, yet they might
as well be driving Reliant Robin's for all the difficulty they
present in overtaking! Core obviously spent a lot of effort
on Jaguar XJ220 (the brake lights actually work, for exam-
ple], but the gameplay seems to have been

skirted over a little.

Jag is playable, but
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WING COMMANDER

After a brief boil at full-price blast, Mindscape’'s space-
kettle runs out of steam and subsides toward budget-
dom. Originally billed as a more complex and detailed
version of Elite, Wing Commander sees our heroes sport-

STRIKER

Rage Software's single solo project was the only real rival to Sensible Soccer when it was
released eighteen months ago. Whilst Sensi stuck to the tried and tested bird's-eye view, Rage
attempted to turn soccer on its head — literally — by using a forced perspective. Yessiree,
gone were the days when players were but specks of brightly coloured jersey on an emerald
background, Striker offered large sprites which were nearly an inch tall and fulsomely animated.
The idea was, that by using such giraffes, you'd be able to see every diving-header, sliding tack-
le and bicycle-kick in its full animated glory — and to an extent it worked.

Striker's main problem lies in its con-
trol system. At the time of release, every-
one was used to Kick Off's dribbling sys-
tem where the ball ran a few millimetres
in front of the player's feet. In Striker,
Rage opted for a more ‘Glue-Ball’ sort of
thing, where the player in possession lit-
erally had the ball stuck to their feet until
they either kicked it, or were tackled. At
first this wasn't a problem, but then Sensi
came along and complete ball control
became essential — semething Striker,
sadly, can't compete with. Yes, dribbles
are as possible as in 5ensi, but the Rene-
gade game is much more of a strategic
affair. Gaining possession in Striker
means the attacker can weave through

the opposition without ever passing before having a crack at the goal. Similarly, as with Kick
off, Striker also features a number of dumb (Scottish?) keepers who fall for the same old goal-
scoring tricks every time!

When released, Striker was a simply stunning game which seemed to excel in every depart-
ment. Today, the footy arena is much more competitive and
this re-release just cannot compete with the likes of Sensi
and the forthcoming Kick Off Il

ing the bacofoil epaulettes of hot-shot space aces as
they scour the galaxy in search of Kilrathi invaders. The
Kilrathi are a race of catmen — who bear a striking
resemblance to the titular beast in Disney’s Beauty and
the Beast — and who seem, unaccountably, to have
abandoned hunting gazelles in favour of galactic con-
quest. Earth’s government is mighty frightened and so
obviously declares war and lo, the struggle for domi-
nation of the known Universe begins — with poor old you right in the firing line. Placed
in command of your very own sleek and dangerous looking starfighter, there soon fol-
lows a number of stressful, bitmapped 3D dogfights and frantic manoeuvres through
asteroid belts to test your joystick-wiggling skills.

So then, Wing Commander is a stunning mixture of the aforementioned Braben classic
and the latest, fully-scaling Sega coin-ops. Wrong. While Wing Commander does in fact
manage to combine detailed ship graphics and blasting action, the missions are much
more linear than those of Elite. The player pick-offs a formation of three or four Kilrathi
ships (with two co-pilots), flies through an asteroid belt, survives another skirmish, then
docks. Hardly the most varied action we've ever seen. Though its unfair to compare the
game to the PC version, lots has been lost in the transition. The graphics, though moder-
ately well updated, are seriously anaemic in the colour department and the sound quality
is distinctly muffled. Granted, in space no-one can hear you scream, but | think they should
be able to hear my warheads streaking home (nuke them Kilrathi 5.0.Bs) In all, Wing
Commander just doesn’t offer anything new over Elite or its recently-released
sequel. It may look nice, but this is the space equivalent of
Dragon’s Lair — all presentation, nothing to do.

PGA TOUR GOLF THE HIT sQUAD £14.99

At a time when US Gold's Leaderboard still reigned supreme, EA unveiled PGA Tour with
the aim of blowing the plus-fours off armchair Golfers — and, by golly, they succeeded.
Leaderboard fans had been happy to accept minimalistic controls across the four cours-
es on offer until PGA changed the ball-game by allowing the player complete control over
every aspect of their game. The swing, the clubs, the angle of your putts and even the
colour of your on-screen golfing socks (well, OK, not the last one), are all changeable, and
five courses of eighteen holes stretch between the player, his computer-controlled opponents,
and countless trophies. And what nasty courses they are, too. Sand traps positioned on
the perimeter of the putting green, vicious areas of rough, and clusters of trees deliber-
ately left to block your shots — they're
all there, and they're all extremely
detailed and well-drawn. In fact, in
addition to the stunning gameplay,
PGA Tour also manages to make
Leaderboard look a little rough. Granted, it doesn't use the US Gold's game's pastel shading, but its trees
and hazards actually make a difference to the game!

The reason PGA Tour did so well first time round was simply because it is a true Golf simulator. The shot
system treads a very fine line between perfect shot and slice and the scrolling bar used to determine both
shot strength and accuracy is a dream to use — just don’t get complacent! Pixel-perfect positioning on the
player’s behalf is as essential to these binary courses as it is to Tarby and Brucie, and there’s still that cross-

wind to contend with. Every aspect of the real sport has been cov-
OVERALL
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ered and with five courses on offer it’ll be ages before you'll lose
interest. A superb re-release which was well overdue.
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SIM CITY CLASSIC THE HIT SQUAD £14.99

With Sim City 2000 currently wowing the PC fraternity, Ocean takes the chance to cash
in on its success by reissuing the game that started it all. Originally, distributed in the
UK through Infogrames, Sim City is the Grandaddy of all God games. Its PC incarna-
tion preceded Populous, and even today it can fend off attacks from all the most
recent strategy releases.

As with all the best games, the idea at the core of Sim City is a real diamond. Simply
build up a city from the raw materials provided and make it both a profitable and fun
place for citizens to live. As such, you are left to build houses, tower-blocks and the
like, ensure they have a decent transport system running between them, and keep an
eye out for pollution. What's more, a growing city needs a power source, 50 will you
opt for a nuclear planet which could endanger anyone in the area if something goes
wrong? Or maybe electricity is the way ahead — ah, but will the coal deposits lasts?
This is the true beauty of Sim City: it adapts to the way you play, ensuring that no two
games are the same. In addition to the everyday running of the city, bills must be paid,
and a decent stack of cash put to one side in case of an emergency. Of course, this
being the wacky world of games, unexpected things are bound to happen, and your
New Athens could suffer earthquakes, floods or a visit from Godzilla — well, we did
say anything could happen!

Sim City is definitely a game everyone should have a crack at. OK, the icon system needs

- a little patience, and it takes rather too long
to get a fairly decent city up and running,
however, as the game’'s infallible logic
clicks, you'll find yourself getting more
engrossed in Sim City than perhaps any
other game. It's an absolute stunner —
potential local councillors should be made
to play it before

they run
il OVERALL

A-TRAIN

It has to be said. While Maxis obviously deserved to bask for a bit in the afterglow
of Sim City, success seemed to fuddle its brains slightly, leaving us with the general
impression that the company had very few ideas for future releases. For a year after
the original game’s release, it was Sim This, Sim That, and Sim Everything Else. Farms,
Ants, Earths, they all became God games under the Maxis wing. Still, with A-Train

i they took a slightly different route and
,'h;- s g
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attempted to take on Microprose's
Railroad Tycoon in a battle of transport.

Billed as ‘The (Rail)Road To Riches’,
A-Train is set in the not-too-distant
future where automobile pollution is
«1 killing the Earth. The authorities
v | promptly ban the offending vehicles
1 lie. all those which rely on the inter-
nal combustion engine as a means of
propulsion), leaving the railways with
a free track. As one such participant in
this neat little monopoly it’'s up to you
to expand your routes to cater for the
world’s populace, while also ensuring
that they are properly maintained.
Granted, it may not sound a particu-
larly original slant on Sid Meier's idea,
but it takes the idea behind the Micro-
prose game one logical step further.
For instance, though you start just lay-
ing railroads, you end-up building fac-
tories produce faster locos or better
track, and you can even in vest your
profits in the stock market!

As big a fan as | am of S5id Meier's
Railroad Tycoon, | have to admit that
the Maxis game has more on offer. It still suffers from the same faults as the Micro-
prose game — it's extremely hard to actually make a profit, for instance — but the

addition of a stock market really is a smart idea. Pretty
much ignored first time round, make sure you catch @SRRI E RS o%
the A-Train this time. 9
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With both Danny and Mel sadly too old for this sort of strenu-
ous caper, it's up to Ocean to keep the Lethal Weapon saga run-
ning. Sadly, this tawdry platformer is dull as ditch-water, cap-
turing none of the trilogy's excitement or, more importantly,
plot. Remember those scenes where entire buildings are blown
up, where countless cars are totalled? Ocean obviously doesn't.
In fact, the game is so sanitised, the programmers can only have
seen the heavily-censored ITV telecast!

Controlling either Murtagh or Riggs — there’s not a huge
amount of difference, but Riggs is slightly faster — the dither-
ing duo start the game in a dimensionally-transcendental police
station which, curiouser and curiouser, never appeared in the
film. Dimensionally-transcendental? Yes, because behind every
door in the Precinct lies a different crime-packed level of adven-
ture (not). Sewer levels, building sites, offices, each plays host
to a number of weapon-toting felons. Armed with their trusty
handguns, Riggs and the slow one must jump from ledge to
ledge, loosing off a few shots as the bad-eggs advance. Occa-
sionally, a slightly bigger bogey-man appears wielding a
flamethrower (or, is it a slightly bigger gun), but in the main
the action follows the same pattern. And that's it. Hardly the
most original idea in the world and ‘dullorama’ is the tedious
result. Yes, the last stage remains hidden until the others have
been completed, but as it follows exactly the same pattern as
the previous stages, it's hardly worth reaching.

Everything in Lethal Weapon feels like deja-vu, and when you
consider just how many action set-pieces the films contained,
it's hard to imagine why Ocean thinks it can get away with
releasing tat like this. Thankfully, the days when a licensed
game instantly equated a platformer are nearly behind us

now, but this is a grisly
reminder of the way things ERTEN- TR NS %
used to be. 64
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* 32-bit 68020 Full power

* On site warranty

* Two Python joysticks

| * Free Paint package software
* Mouse mat

= A1200 Standalone
= A1200 with 20 MB
= A1 200 with 40ME
= A1 200 with 60MB
= Al 200 with B0MB
= Al 200 with 120MB
= Al 200 with 200MB

£E274
£354
£399
£424
£439
E509
£549

THE CENTRE OF TEC

WTS ELECTRONICS LTD, CHAUL END LANE, LUTO

Amiga 4000 Packs

o AGA Chip Set

e 68030/40 processor

¢ Co-pro option

¢ 2MB/4MB RAM

e A4000 030 with 80MB HD & 2MB  £899
e A4000 030 with 80MB HD & 4MB  £999
& A4000 030 with 120ME HD & 4MB £1069
& A4000 040 with 120MBE HD & 6MB £1999

A1200 Dynamite Pack

® Simply add to pack price
e CD32

A1200/A600 Hard Drives

Amiga 500 Hard Drives

Monitors

* Easy to install upgrade kits

* Full instructions and cables where necessary

* All drives supplied with formatting
instructions and software

* Free fitting available - phone for details

& JO0MB HD Upgrade Kit £85
= 40MB HD Upgrade Kit £135
= 50ME HD Upgrade Kit E154
= 80MB HD Upgrade Kit E169
= | 20ME HD Upgrade Kit E199
» J00ME HD Upgrade Kit £329

A1200/A600 Memory Upgrades

= A1200 PC 1204 4MB + clock jCo-pro option) E198

& ProRam 2MB PCM-CLA 2500041 200 E118
= ProRam 4MB PCM-CLA AG00/A1 200 E172
* ProRam 1MB A&O0D £34
= A1200 Real Time Clock £17

High Quality GVP Hard Drives

A500 A1500
120MB £389 E342
500MB £889 £842
1GB £1089 E1042

Internal Hard Drives for AS00

® Easy to install - Full instructions
* ICD technology

= Pro Internal 20MB hard drive

* Fro Internal 40ME hard drive

= Pro Internal 80ME hard drive

= Pro Internal 120MB hard drive
= Pro Internal 200MB hard drive

E155
£245
£295
£325
£405

» Philips 8833 MKIl Monitor

* Commodore 1084s

* When purchasing with

£189

£174

an Amiga deduct £10 from above

pricing

* Dust cover for the above

£5

® 14" 20" Super high resalution colour display
= Professional IBM compatibility

* Complete with cable

® Full UK warranty

* Tilt & swivel stand

= Al 200 SVGA Monitor [Displays high

producthity modes) £228

& AlZ200 5VGEA + Monitor (Medium resolution,
displays all modes high and low) £269

s A1200 SVGA + Monitor [High reschunion,

displays all modes) £E364
= A1 200 SVGEA plus 207 Monitor (Displays
all modes ideal for DTE CAD etc)

£1044

Workstations

[ —

Peripherals

* Ergonomically sound

* Facilitates up to three external floppy
drives

* Made in the UK

* Strong and robust

* Aesthetically pleasing

* Keep your desk neat and tidy

* Supplied complete and assembled with

free mouse mat

* A500 Workstation £36
= ABDD Workstation £36
* A1200 Workstation £36
* Workstation Coverall dust covers ES

Pro ROM Swapper

* 100 Capacity lockable disk box
* Squick mouse
* Mouse mat

£5.99
£13.99
£1.99

» TDK high quality DSD (10) disks £9.99

* Computer Mall DSD (10) disks
* let Fighter joystick

* Apache joystick

* Python joystick

* Zipstick joystick

* Screen Beat speakers

» Fi-Fy speakers

= ASOO/AGDO/AL 200 Dust covers
= AS00 Modulator

= Rendale 8802 FMC Genlock

= Supra 2400 Modem

= Supra Fax Plus Modem

= Supra v. 32 BIS Fax Modemn

£6
£13.99
£6.99
£9.99
£14.99
£29

£36
E4.99
E£36
£E169
£89
£148
£358

* Allows image processing in a useful and
umique fashion

* Comes complete with operation manual

* One of the fastest growing applications
for home and professional users

* High specification coupled with cost
effective pricing

* Power Hand Scanner
* 64 greyscales 100-400 DPI
* Thru'port to printer

* Fully compatible with Delux Paint 4, etc.

* Advanced software

* Power Hand Scanner v3.0
® Power Hand Scanner Colour

£96
£229

* Swap between Kickstart chips

* Fits AS00, AS00+, ABOOD,A1500

* Auto swapping via keyboard control

* Flexible cable allows the swapper to
work in conjunction with
accellerators etc.

* Simple to fit - full instructions

* Pro ROM Swapper £18
* Pro ROM Swapper + 1.3R0m £37
* Pro ROM Swapper + 2.04rom£40
« Workbench 2.04 plus manuals£49
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HANICAL EXCELLENCE

' N, BEDS, LU4 8EZ TEL (0582) 491949 (6 LINES) ™
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Pro Agnus 2ZMB

# Provides a full ZMB of Chip Memary for the
Amiga 500 and A1500/2000 » Designed and
built in England * Supplied with 8375 Obese
Agnus * Includes 2Mb Memory on board in
the form of low power Zips » Allows the pro-
cessing of elaborate animation and sound
sampling ® Provides the same max. chipmem-
ary as the AIN0VAB00 &500+ = Increases
addressable memory space from SMEB to
10MB = Complete with full instructions and
flying leads » British made

* Pro Agnus 2ZMB £139
{Free fitting available - Phone for details)

o = Allows 1MB software to run

Est. since

1984

A500 Memory Expansions
AS500 Pro-RAM 0.5 Meg. Upgrade

* Chip memary compatible
® British made

= Without clock £16
* With clock £19
A601 for ALDO £36
A500 Pro-RAM 1.5 Meg Upgrade

« Gives a full 2Mb of memony £74
AS00+ 1TMb Meqg Upgrade £29.95

High Current Power Supply Cumana 3.5" External Drive

Printers

* Allows the addition of peripherals
without damage to computer or power
supply

* Why risk damaging your expensive kit
when one simple investment will ensure
total peace of mind now and for the
future

* Switch mode design

* Full crow bar projection

* High Quality

* Renowned and proven reliability
* Top notch specification

* Anti-click

* | ong moulded cable

» Slimline design

» High impact plastic

» Cumana external drive £57
*® British made » Cumnana external drive
+ 100 capacity disk box £60
« ABDO Power supply unit £44.95 |« cumana external drive
« A5S00 Power supply unit £44.95 + 100 disk box + 20 blark disks £66
: » ASDD/ASD0+
* ASG0 Power supply unit £44.95 Internal replacement disk drive £46
* A1200 Power supply unit £54.95
« A2000 Power supply unit £99.95

* High quality premium range of Amiga
printers

* Two year manufacturers warranty.

* Complete with cable to Amiga 500

* Citizen registered for Dealer plus service

* Swift 1200+ £129

{9 pin, B0 column, 144 CPS draft, 30 NLO, 4KDB Buffer)

* Swift 90 Colour £168

{9 pan, BO cobumn, 216 CPS draft, 54 L0, 4508 quiet mode)

* Swift 200 £186

{24 pan, BO column, 216 CPS draft, 72 LG, 43d8 quiet mode)

s Swift 240 Colour £259
{24 pan, B0 column, 240 CPS draft, 80 LQ, 43d8 queet mode)

* Swift Pro Jet £299

{80 columin, 50 nozzle print, 360 CPS draft, 120 LO, HP
emulation BKB bufler, 3 forts, vertual lazer quality)

* \WTS have sole distribution rights from
Americas biggest Commodore chip

distributor
» Workbench 2.04 Kit £78
fincludes manuals, disks & chip)
» Kickstart Z2.04 £249
» Kickstart 1.3 £29
» Kickstart ROM Swapper £18
[9wap bebeeen Kickstans|
» Fatter Agnus 8372 £29
* Obese Agnus 8375 £39
» High Res Denise £24
* IMB x 9 Simms (3 chip) £29
= IMB x 4 Zips £14
» 8520 CIA £9

| your order. Postal Orders are also accepted.

WARRANTY: One year return to base (excluding chips).

L sALES HOTLINE 0582 491949 6 unes), 0480 471117 24nr), Fax on 0582 505900

=wm Credit Card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and
' the products you wish to order and we'll do the rest. Alternatively write the above details on your letter when ordering by post.

1 When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with

NO DELIVERY CHARGES TO UK MAINLAND. MINIMUM ORDER AMOUNT £15.00.
Should you wish your order to be sent by courier service please add £5. This method includes Comprehensive insurance.

S ONE YEAR EXTENDED WARRANTY: Available on all products (excluding chips) at 10% of purchase price when ordering.
WHERE TO FIND Us!

Head Office Computer Mall Bedford Computer Mall 5t. Neots Computer Mall Hertford Computer Mall Dunstable
WTS Electronic Ltd No.16 Downstairs No.6 49 Railway 5t. 84 High Street North
Chaul End Lane The Harpur Centre Priory Mall Shopping Centre Hertford Dunstable
Luton Bedford St. Neots 0992 503606 Bedfordshire
0582 491349 0234 218228 0480 471117 0582 475747
All prices quoted or products stocked are subject 1o stocking levels and a-.nmlal:ulm,- WT5 cannot be held liable or supply reimbursement for forge majeure, or iemds, which ane out of stock due to demand or low stock at its suppliers which may result in
delayed delivery or non delivery, payment with order, please allow 28 days for delivery. WT5 reserse the nght to ammend preces, reviie packs, specifications and or substithite produect wihtout prior notice at any tirme without liability upon itself. E & OF
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Once again we've managed to assemble the

smartest set of tips this side of Smart
Street. With extensive guides to The Settlers

and Stardust, hints on the Championship

Manager series and the usual brilliance that

is Snip Tips and Games Surgery, this really is

Tip Heaven. And that's completely true.

Okay, okay, settle down, settle down (we
did that joke in the review and the WIP —

you're fired — Ed.). Sorry, I'll be sensible.

Okay... (cough) here are some quite literally

moulten tips for The Settlers.

(Crusty voice-over a la Orson Welles)
“Power. Oloroso Power. From my jew-
elled throne on divine Olympus | stretch
forth my mighty will to begin Creation.
| scheme, | plan, | build, | attack and
destroy. For lo, | am Alpha and Omega
and the peoples of the world cower
under the lightning of my gaze.”
Steady. Whoa, hold your horses Orson
my son. This game is not just about
playing God you know. No, not by a
long trident. Imperial success is down
to more than a bushy-beard and the
ability to metamorphasise into sexy
water fowl. Feathers might impress the
chicks but, “Swans exceed fishing quo-
tas,” or "Pochard U-turn on pit closures’
are flights of pure fancy. No, not pin-
tail but detail (that's enough birds —
Ed). You can't build a land of milk and
honey without money, You gotta have
skills, not bills. We're talking crafts-
manship here. Lathes. Tooling. Grit.
Masonry. Micrometer screw-gauges.
Accountancy. All that, ‘let's create

a brave new world' stuff is for
girls. Top settlers keep a mean bal-

ance-sheet and attend evening-classes
in wefting and whittling.

CONSTRUCTING
BUILDINGS

50 with romantic notions banished and
the exquisite creaking of primitive
machinery firmly in mind, make sure
the you choose a world with plenty of
lakes, mountains and forests. These
provide you with plenty of fish, stones
and wood straight away. Your first
building should always be a sawmill (to
cut planks from felled trees), followed
by a woodcutter’s house and a fisher-
man's hut near a lake. The clever fron-
tiersperson knows that you need planks
and granite to build a pukka dwelling.
Larger buildings like guard-towers need
piles of planks and stones, so if you des-
perately need raw materials of a specific
kind, make sure you build the necessary
conveying equipment in time. All man-
ufacturing centres will only get delivery

when the right conditions have been
set and the appropriate tradesman has
occupied the building.

Initially your material stocks will be
quite high, but that will soon change
the further you expand. For example, if
you expand too quickly and forget to
build a sawmill, you will soon realise
that there are no finished, perfectly
planed floorboards or door-panels to
complete your buildings and you'll have
to start over again. Remember to keep
an eye out for the enemy when you're
constructing a building, especially if he
is building a guard room or guard-
tower. If his fortification is finished first,

]

|

the border will move towards you and
possibly even encroach into your terri-
tory, cutting your supply lines and
destroying your beautiful settlement.
Remember, if a building is destroyed,
the stock inside is lost.

PATHWAYS

| believe it was the emperor Hadrian
who said, “Rome is built on her roads”.
Sound advice from a smart hombre.
Well-structured pathways are vital to
your colony’s success. If you haven't got
enough paths, the goods waiting to be



transported will block the way around
flags and carriers will have to move less
bulky goods. Streets emerging from the
castle should always be built on a grid
pattern and never rayed outwards like
a star. A 'net’ of streets enables your
settlers to move around much faster.
Walking up and down the same ‘star
ray’ is a game for losers and a recipe for
hideous jams,

Mext, think forestry. Expansion is eas-
ier the more forests you have near or in
your kingdom. The more paths you
build, the more difficult it is to plant
new trees and if there are no maore
trees, your supply of timber will cease
and cause you no end of worry. So, the
moral of the story is — and | know all
you greens are gonna just love this —
‘The caring and sensible pioneer always
leaves enough room for the environ-
ment to prosper.’

BUILDINGS
Woodcutter and Forester
You should always settle a forester right
next to a woodcutter, As fast as one
cuts, the other plants, so they comple-

ment each other perfectly. The best way
to create large forests is to plant the
trees on slopes. This makes sure there
are always large amounts of wood at
your disposal without wasting lowland
space that could otherwise be used for
large buildings.

Sawmill

Erect your sawmill right at the start of
the game. Wood is a vital raw material,
but lumber is only, er... lumber, unless
a miller is on hand to
turn what impractical
old Mother Mature
provides, into some-
thing just the right
thickness for your
perky, chippy chappy
to hang on a lintel.

Farm

Farms are important in your infrastruc-
ture — what a gorgeous, no-nonsense,
Fred Dineage and Jack Hargreaves from
out of How, clucking together moistly
over a scale model of the Docklands
Light Railway sort of word that is —
they produce corn, which is nice in
itself, (ripened sheaves rippling like a

river of gold under the burning surmmer
sun) but don't think cornflakes ad,
think chain of supply. Corn supplies the
miller, who grinds it into flour for the

baker, who bakes the bread which
feeds your miners. Corn also goes to pig
farmers to fatten their porkers, which
will eventually also be delivered to the
miners — hey, those boys have big
appetites because they do a big job.
For bumper harvests it's best to
choose wide open areas to build your
farms, so that farmers have plenty of
space to sow their crop. Two farms
should be sufficient to supply demand
at first, but once your community is
growing you'll need lots more.

Fisherman's hut

There are some important points to
consider when thinking about where to
put a fisherman's hut. Like, are there
any fish in this desert Effendi? Having
settled on a lakeside location for your
porpoise there are one or two impor-
tant things to hake into account. OK,
it is the fastest and easiest way to get
food for the workers — and certainly
this should be one of the first buildings
you construct — but take care that you

don’t establish too many huts around a
single lake. Too many fishermen in the
same plaice and the net result is
Grimsby. Then depletion. You're batter
off whiting a while between catches to

allow fish-stocks to be renewed.
Sensible advice, friends, for any planet
populated by fish-eating mammalians
{and an end to those fishy puns — Ed.).

Boat yard

If you gorra lorra water on your map
then you’ll need boats, me hearties,
and the boat yard, you will be astound-
ed to hear, is essential for boat build-
ing. Here the methodical colonial power
thinks quality, clinker-built vessels,
turned out individually to arder by slow
working craftsmen, not fleets of mass-

produced trawlermen which waste pre-

cious timber and stand empty for yonks
on the slipway. Normally one yard is

enough to provide your settlers with all
the boats they need to begin with, and
if you already have some boats in stock,
don't waste materials building more.
Stop the delivery of wood if you think
you have enough.

Garrisons

Life on the frontier is tough, my chil-
dren, so make sure your garrisons are
well protected against enemy attacks,
The loss of a garrison is a grievous blow

to your people, largely because knights
are trained much more quickly in gar-
risons than guard-towers.

ECONOMY

As every government and party mani-
festo claims to understand, a prosper-
ous economy depends on making sure
that new development is connected to
infrastructure. Big words for big ideas,
citizens of Britain. 5o, it is not just

important to have loads of pathways
and plenty of building material, the
clear thinking empire-builder keeps a
weather-eye on the positioning of
buildings in relation to each other.

For example, if you've just opened
some mines in the mountains (and
resources seem to plentiful), make sure
that you locate tool makers, armourers
etc., next to the mines. This far-sight-
ed strategy creates a semi-independent
community, covering a vast acreage,
miles away from the enemy border.
Mext give the order to build a garrison
right there, so that your youngsters can
train as knights and be supplied with
weapons. Of course, as we have already
learned, a miner needs his vittles, so the
next step is to build farms or, if there's
a lake handy, a fisherman's hut.

Another word about pathways. A
carrier always delivers the goods using
the shortest route, which you can work
out by counting the number of flags. If
you reduce the number of flags to just
those you really need, transportation
becomes much quicker.

Did you ever ask yourself what to do
with unemployed workers? Well, it's a
harsh economic fact, but as your pop-
ulation grows, there might be too many
people for too little work. The solution
is not to spend ages finding cunningly
plausible ways to massage the unem-
ployment stats, but as any switched-on
dictator knows, consider a new re-loca-
tion and expansion scheme — that is,
make war, Now you can draft a cer-
tain percentage of the loafers and
scroungers for military service,
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while the remaining skrimshankers can
wait in the garrisons for the golden
opportunities that expansion and mili-
tary glory will undoubtedly bring. Soon
you'll need new roads, establish new
settlements and magically, the unem-
ployment figures will plummet.

ATTACK AND
DEFENCE

During the game only military buildings
(guard-towers, guard rooms and gar-
risons) can be attacked. The occupancy
of a military building is determined by
the little flag in front. Depending on the
colour of each player you can immedi-
ately see who occupies the building.
Also, the higher the flag flies, the
greater number of soldiers inside. If you
come across a building that has just
been attacked and occupied by the
enemy and their flag is flying at the
lowest point, retaking it at once should
be a doddle.

Remember to look after the gold
stored inside military buildings, as every
piece increases the morale of your
knights, who are at best a mercenary
bunch only stirred by the thought of

booty. If you want to attack a strong
enemy garrison, strength and morale
should be at least 90 percent, so build
an armoury as soon as possible so that
the supply of weapons doesn't dry up.
You'll also need large reserves of coal
and iron for the production of swords
and shields.

A lot of garrisons are required to
train knights. They will train in the
front-line of course, but training, as any
manual will tell you, is much better

when it takes place behind the lines.

You shouldn't attack your enemy

right at the beginning of the game

SETTLERS

THE

because the feckless knights’
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morale is as low as your gold reserve,
Save their skins as long as you can, If
you need them afterwards, their
strength and morale will have reached
a level that makes them efficient
against the enemy troops.

Every defeat is a waste of raw mate-
rials, training and military power, so
you should think about how far your
knights will have to walk until they
reach enemy territory. If your knights
are tired (or even asleep), they won't be
very effective in battle.

The effectiveness and status of the
knights is displayed using four symbols;
from sleeping (far to the right), to

1
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active (far to the left). Obviously it
would be best if you always attack with
‘active’ knights, but the others aren't
useless. If you detect an important
enemy building (a garrison or some
mines, for example), feel free to attack
a military building next to them so that
the new border, hopefully, destroys
these buildings and hits the enemy jolly
hard indeed.

It was Marshall Foch who said, dur-
ing one of the First World War's more
pointless slaughters, something com-
pletely daft along the lines of: "My right
flank is in chaos, my left up the Rhone
without a choux, my centre wobbling

like créme brilé, situation excellent, |
shall attack”. The moral is, fellow stu-
dents of military lunacy, the best
method of defence is often attack. So,
if you desperately need to defend a part
of your country, look for the nearest
enemy concentration and sound the
charge. If your knights meet the enemy
on the march, they will start to attack
right there and then. Of course they've
got to see them first. If there's a hill
between the two forces they will, rather
infuriatingly, march right past each
other without engaging.

Another possibility, if the enemy has
occupied a guard tower inside your bor-
ders, is to construct a garrison nearby
and wait until it holds plenty of knights
and gold. Now if you attack the occu-
pied building you will find that winning
a pitched battle is much easier than
allowing knights to attack the occupied
place, suicidally, one after the other.
Another plus for this engaging little
strategy is that an area of your territo-
ry is strengthened by the new garrison.




CHAMPIONSHIP MANAGER

Having trouble guiding your team to the top of the league? Then help is at hand, courtesy
of Intelek’s very own Andy Haynes.

® Buying expensive star players is not
necessarily the route to the top — look
at the way Billy Bonds has expanded his
West Ham squad by selling Julian Dicks
and buying Mike Marsh, Brian Burrows
and Lee Chapman. There are always
some quality players around in the
Premiership who are priced reasonably
if you take time to look.

® Experienced players are necessary in
successful teams. For an example of
this, look at Manchester United — near-

ly all their players have International
experience. MNever stick solely with
young players. All the best teams con-
sist of a combination of older and
younger players, blending youth with
experience quite nicely.

® Don't be afraid to experiment as
some players are more versatile than
they seem. An in-form player playing
out of position can often be guite effec-
tive, and in many cases manage better
than an out-of-form player playing in
his correct position. (Read it again, it
does make sense.)

® Experiment with different playing
styles and formations — they have dif-
ferent effects with different players.
Simple uncomplicated football often
works better with less gifted players in
the lower divisions. Wait until you have
the players who can cope with more
difficult strategies before you try any-
thing more adventurous. In the same

vain, you need to remember that using
simple tactics will not push your more
gifted players to their limits.

® Listen to your scouts. It's their job to
pick out good players and any infor-
mation they manage to obtain is usu-
ally credible. Some players may not
have high ratings before you buy them
but can improve rapidly when trans-
ferred to a better outfit.

® Finally, its always best to nurture your
younger players because they are your
Club's future. If you ease them into first
tearm games by playing them as substi-
tutes, you can develop their skills and
avoid tragic burn-outs in years to come.

i e S e s it ket i s e —

Adam Dowsett sent this solution in, along with a request for ‘singed’ photos of the crew.
Fine — we'll send them out just as soon as we've got the flamethrower working.

Round One

The items you'll need from the shop for
this opening round are: the carrot, the
newspaper, the diamond and the
token. Start by jumping down the well
and finding the Ladies. Get the can and
then enter the Gents. Use the second
from left toilet and go back to use the
well again as it rises. Ring the bell and
use the newspaper on the door until
you're let inside. Get the 1kg. weight
and put it on the top ledge, giving
access to the 9kg. weight which can
then be swapped with the 1kg. Now
press the button and walk to the far
right hand side of the top ledge. Jump

through the ceiling and onto the don-
key using the carrot as bait. Now use
the token with the gum machine to get
the kitten and jump into the water.
Round Two

This time the items needed from the
shop are: the key and the green specs.
Mow, quite simply, jump on the first
shield and then the fifth.

Round Three

From the shop get: the hidden screen,
the elephant and the red specs.

Go through the first door and pick up
the diamond. Then pick up the Wizeroids
ship and go right. Get the extra life and
finish the level in Head mode.

Round Four

From the shop: the hidden screen, the
scarf and the bonbon.

Use the plane to get the cross from the
church tower. Land just before the next
screen and use the tree. Continue using
the dip until you've collected the cross,
the blue and red diamonds, the match
and the spade. Remember, you'll have
to keep on swapping outside objects

until you manage to get the clown
drunk. Now, use the lift and then use
the spade on the CLUE zone.

Round Five

¥ou only need the hidden screen from
the shop in this round.

Kill yourself with the bombs then use
the cross on Dracula.

Round Six

The only hint for this level is to play it
through to the end and to keep getting
behind the giant eyes to kill them,
Round Seven

From the shop get: the hidden screen,
the TNT, the mouse and the pin.

Use the mouse on the cheese and the
pin on the mouse. Now jump onto the
seg-saw and jump through the hole. Get
the diamond and use the TNT on the
cannon. Then use the match on the can-
non and stand well back (never return
to the cannon once the blue touch paper
is lit. Keep pets indoors at all times.)
Round Eight

Get three hidden screens from the shop.
Jump into the woman’s mouth while it

is open and jump onto the bunk bed.
Get the diamond and finish the round
in Head mode.

Round Nine

From the shop: the hidden screen and
the can opener.

Use the can opener to open the shell
and go in. Use the diamonds on the
glowing orbs and get all the money and,
again, finish this round in Head mode.
You should now beat Zark to his castle,
You'll have to play him at Wizeroids.
The best strategy is to hide slightly off-
screen so that you can't be seen, This
should render you invincible and
you'll be able to finish the game.
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STARDUST

My Stardust memories, my memories of love's refrain... Zap!... Kapow!

WORLD 1

¥You shouldn’t find World 1 too much of a
problem, provided you follow these simple
steps: Start your rock-blasting adventures
on Level 1 in the top-left corner of the war
plan. Take it easy and blast one meteor at
a time, making sure you've mopped up all
the fragments before moving to your next
target. Don't be trigger-happy, or the screen
will become full of tiny but deadly asteroids.

In Level 1 try to collect the gun power-up
(the icon with a "G’ an it). MNext, tackle the
level in the bottom-centre of World 1's
war plan and collect another 'G" — your
three-way shooter should now be at full
power, Destroy the small ship that enters
stage left and you'll be rewarded with a
bouncer. Go on to clear the rest of the
levels, making sure you end on the level
to the bottom-left of the plan.

WORLD 2

Beware the Stellar Blades! When they
appear they'll try to home-in on you and
slice 'n’ dice you to death. Keep moving so
as to make it harder for them to target you.

A
]

ceC~EeES

In the top-centre level, there's a couple of
Bombers lurking. They leave mines in their
wake which, luckily, can be destroyed
with a couple of shots,

In the bottom-right level, there are four

huge Space Balls to face. Pick one of them
and concentrate your fire on it — its des-
truction will scatter the group's forma-
tion, making it easy to take-out the rest.

In the bottom-left level you'd best have a
fair amount of shield strength in reserve
as you're going to need it to deal with
the Trilons — to destroy them, just raise
the shields and charge.

WORLD 3

In the top-centre level the bombers leave
behind morph heads which rotate and
fire bullets instead of bombs. When you
see the balls start to morph, run for it or
you’ll die for sure!

In the bottom-right level you'll encounter
a new threat: the Tharn Balls. They spin
around, bouncing off the sides of the
screen. A good idea here 15 to nestle your
self in the corner of the screen and simply
rotate and fire as the balls approach.
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WORLD 4

In Waorld 4 you'll encounter two new
threats, the Speeders and the Beetles. The
Speeders are very like Blades but tougher
to kill — keep moving and shooting at all
times. Beetles, on the other hand, attack
In gQroups
is when they start to rotate.

the best time to shoot them

WORLD 5

The Space Worm is best
dealt with using mis-
siles, Fly around the
Warm and try ta hit it's
hody parts, If all else
fails there’s nothing
else to do but whack
the shields on and
make a Kamikaze
attack!

Here the Professor will throw everything at you, so good luck! In the top-centre level

you'll be attacked by waves of Orbit Plates

and be prepared to kick in the shields

forget about shooting them, just dodge

h it
. xD




SPECIAL MISSIONS

WARP TUNNELS
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After defeating the guardians in Werlds 2 and 4 you'll be offered the chanee to
undertake a Special Mission. If you accept, bear the following in mind: (1) gravity
is always pulling you down; (2) fuel is in short supply, so keep an eye on it. Also,
when flying through tight spots, remember to use your brake,

Take care in the tunnels. To avoid collisions keep moving and shooting. Try to
focus your shots down the centre of the tunnel — you'll have more time and
room to react to danger.

BEATING THE BIG BOYS

WORLD 1 WORLD 2

This guardian is best tackled by staying level with it and flying from left to right, so that To defeat the guardian you must first shoot-off its tentacles, taking
you can shoot the swine as well as the bullets that come towards you. As the guardian care to avoid its eye. This done, you can tackle the beast's body and
closes its doors, rotate by 90° and fly away slowly so that you wrap around the screen. finally its eye. A good tactic here is to fly backwards and forwards

Repeat this manoeuvre until the guardian snuffs it. If in trouble, hide behind the near the edge of the screen, which stops the eye homing-in on you.

guardian’s open doors — bullets can't penetrate them.

WORLD S T — . Al T

: 1 -
This World's guardian is
Prof. Schaumund himself,
His egg machine will try to
crush you, so keep moving
and shooting. When the
eqq stops a hatch will open
to reveal a flame- thrower

-

or a cannon, so take care.
Once the egg is destroyed
the Prof. himself will
appear. He's immune to
your shots so concentrate
an avoiding his attacks by
rmoving up and down over
the top and bottom edges
of the screen.

WORLD 4

This guardian is a toughy,
so listen up. When it spins

s —————

around, accelerate away wonLD 3

from it and turn to shoot - | : i _ This guardian is easier to
When it stops it'll morph destroy than it looks. Just
into either a plate or a ball: k- fly behind it, firing all the
if it's a plate, look out for : time, then when it stops
bullets; if it's a ball, stay come to a halt too and let
alert for homing missiles ' g ¢ rip with every weapon in
The best weapon to use — —— - = | your arsenal.

against balls is the flamer.




SNIP TIPS

I love you, yes I do, ‘cos | know that you love a'me too. Keep those luvverly tips coming —

'cos | get hot keying in 12 digit codes and if you want to win my toothsome software gift
write now to: Mr Tips, The One, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU.

LUNAR-C

Mindscape

Thanks to Kevin Bradley from Berks,
CD32 owners can now also enjoy the
pleasure that cheating brings. First up
are some level codes that will also give
YOU Massive power-ups.

SECURITY ZONE: MEBBHKSBAL
COOLING CHAMBER:  MFDCRHOCCS
ENERGY DUCT: WJRICCDFEU
MYSTERY CODE: BYL ERAI
DEEP CORE

ICE

Bradders also has a cheat mode to
share with us for Ice's platform/arcade
jobbie, so grab your joypad and... Start
the game as normal, then hold the
green, yellow, blue and red buttons
down at the same time. Now press up

and down, and hold the green, yellow
and blue buttons together. You should
then hear a whooshing sound that lets
you know the cheat is activated, award-
ing you infinite oxygen, energy and the
option to skip levels. To do this just
press all the buttons and press up and
down. Don’t pause the game though,
as this turns the cheat off. Have fun.

KRUSTY'S SUPER

FUNHOUSE

Virgin

¥ou might remember me mentioning
an anonymous reader who saved my
life last month by sending in a huge
computer sheet of codes. Well, he/she's
back with more codes and a few Action
Replay pokes, so buckle down your but-
tocks and stand by for lurve.

Level 1 - NELSON
Level 2 - PATTIE
Level 3 - MRPLOW
Level 4 - MAGGIE
Level 5 - ZACHARY

STARDUST

Daze
Cheers to Laxton's very own Anthony
Warrener who sent in a rather lovely
cheat for the super-duper Asteroidy
game Stardust. Just type 'INTRODUC-
TION' in as a password, and you'll find
that stage one has already been com-
pleted, and you’ll now have fourteen
lives and are powered with the three-
way shot, bouncer and buster. To skip
a stage, quit the game while on the one
you want to miss, and start the game
again. You'll now find that the stage
has been completed, allowing you to
trundle on to your hearts content!
You can also enter the password
‘BNTRODUCTINM' to complete level one
and move on to the 3D section. Supoib!

NICK FALDO'S
GOLF

Grandslam

Stuart Donald from Aberdeenshire has
this handy tip for golf addicts: To get
a hole-in-one every time, choose to play
as an amateur, then start the game.
When you putt, the ‘A Mulligan’ option
will appear. Click on ‘old’ and your
shots should decrease by one. Repeat
this until you are on stroke one, and
then putt the ball. Hole-in-one!!

F-117A STEALTH
FIGHTER

MicroProse
Ta to R Williams for this interesting
alternative to, well...playing the game
properly | guess. Choose to run a strike
mission, but don’t arm your craft with
any air to ground
weaponry. When you
get a ground target in
range, press 7 and U

ACTION
REPLAYS!

Robert Davis from Stains keeps the
Action Replay tradition alive with a
couple of sweeties.

ALIEN BREED 2

Player 1 Player 2
Lives M81605 M81805
Ammo M81671 M81871
Keys M81679 MB1879

ARABIAN NIGHTS
Energy  MBBFEB
Lives MEBFEBA

ALIEN STORM
Credits  TFD 8896

PROJECT X
(SPECIAL EDITION)

ADDRESS COB4C5 LIVES

DEEP CORE

ADDRESS 077ES LIVES

JAGUAR XJ220

ADDRESS CO01B6 MONEY
YO JOE
ADDRESS C0314E STARS (PL 1)
ADDRESS C03110 STARS (PL 2)
ADDRESS C0316E LIVES (PL 1)
ADDRESS C03130 LIVES (PL 2)
ALIENS Il
ADDRESS 0368C6 TIME
ADDRESS 036960 TRIES
ADDRESS 0368A5 ~ GUNS
ADDRESS 0368A9 GREMADES
ADDRESS 0368A7 FLAME
THROWER
ADDRESS 0368AB HAND
GRENADES

at the same time and the target will
blow up automatically. Brilliant!

WALKER

Psygnosis

An oldie | know, but a goody! Try typ-
ing this in at the start of level 2 for a
whole host of strange effects... "Eat
lead Muddy Funter”.

ALIEN BREED 2
Team 17

Just a few more dubious tackles.....
Type PPEAB into a first level computer
to move to level 10, or PPPEAB to go to
level 10 with a generous five million
credits (select one player and share
credits.)

ASSASSIN -
SPECIAL EDITION

Team 17

Zomerzet's Dave Taylor earns himself a
little pressie with this nifty zoider-jug
o'golden cheats:

For infinite energy, type "ANOTH-
ERCHEATMODE"” during the game.
Once you've done this, you can also
press W for full weapons and D to die
(very useful!). You can also skip levels
by pressing N.

YO JOE!

Play Byte

To tool up both players with full
weapons, type "WELTRAUMEKAKALAK-
EN”. you can then press ] to add more
lives to both players, and Y to go to the
next level. This cheat can be entered
again if you run out of weapons.

TURRICAN 3

Renegade

Not that anyone worth their fighting
weight in jelly-babies needs a cheat for
this easy-peasy, kindergarten game but
here are some iron-filings to pack your
gloves with Action Replay codes:
LIVES 001752
TIME (0 to 9) D0174E
Also, just try putting 4A at 00177A for
infinite energy.



“Doctor Doctor! I'm crap at games.” Well
sod-off then! Ha ha ha. No, god bless ya’
matey, only joking. Of course you can send
me your imbecilic questions — after all, they
don't call me Matt The Medic for nothing.

9 Dear Matt The Medic,

I've been playing Another Worid
on budget release and think it's bril-
liant. But (there’s always something
isn’t there) I'm having trouble getting
past the rock-fall that happens a little
while into the sewer system. | actual-
ly managed to get past it once, but I'm
not sure how | did it and | got shot by
someone a few seconds later anyway.
Please help me because it's really spoil-
ing my otherwise brilliant game.
David Hunt,

Bromley.

Erm...I'm sorry to say that there
is no easy way around this obsta-
cle. It's a bit of a bugger | know,
but the best thing to do is to
watch the formation (which does
follow a set sequence) and make
a dash for it. If you time it right,
you can actually get through in
two runs rather than dodging
back and forth. Just in case this
is still ruining your game, have
these scrummy later level codes
to calm your nerves! CCAL, EDIL,
FADK, KCUJ, ICAH, FIEIl, LALD, LFEK.
Of course you should only use
these codes sparingly, as you'll
miss out on big chunks of a game
that, after all, you've paid to see.

9 Your Royal Master Matt,

Help me please! I've been playing
Chuck Rock for a few weeks, but can't
get very far. It would be really good
if you could tell me how to get to
some of the last levels. Please help.

Steven Cousin (aged 9),
Bournemouth.

Don’t you worry my little friend,
Matt's here to help. To get the
David Upchurch of the computer
world to later levels, type the
phrase TURN FRAME on the
screen with the band playing. By
pressing keys 1-4 you can now
skip levels. Other phrases you
can use are FAST AIN'T THE WORD
for infinite energy, and UNCLE

SAMS for infinite lives. Bye - Matt
(a naive 23)

Dear Matt,

I've just picked myself up a copy
of Lotus 2, and though | realise it's
jolly old and a bit untrendy to ask, do
you have any level codes for it.

Simon Harold,
Braintree, Essex.

I actually had to search an old
shipwreck at the bottom of the
Indian Ocean to come-up these
treasures, (well a really old copy
of ACE anyway) but with any luck
they’ll be as useful today as they
were back then: Level 1 - No
code, Level 2 - Twilight, Level 3 -
Pea Soup, Level 4 - The Skids,
Level 5 - Peaches, Level 6 -
Liverpool, Level 7 - Bagley, Level
8- EBow.

Dear Matt The Medic,
| recently bought the re-released
budget version of Sleeping Gods Lie for
my A1200. For some reason | can't
seem to get past level 1 and am com-
pletely stuffed. I'm not sure if you'll be
able to help, but maybe you could give
me the details of Empire Software so
that | can get in touch with them direct.
Phil Ducker,
Bedfordshire.

You know what? You're right — |
can't help you! But | can give you
Empire’'s details, so... Empire
Software, ‘The Spires’, 677 High
Reoad, North Finchley, London
N12 0DA. 081 - 343 7337.

Dear Matt,

I've bought Goblins 2 for the
Amiga and can’t get into Tom the clock-
maker's house. Can you please help me.

Adam Vaculin,
Essex.

To get into Tom's house, you
need to put the melody in the
door on the bottom left, where

MATT'S SHOW-OFF SHELF

MEDICATION REQUIRED

FREE PRESCRIPTIONS

it will enter the clock, allowing
you to collect the hourglass.
“What melody?" | hear you ask —
well... first speak to the guitarist.
He'll play a note which you must
catch using the butterfly net.
Now get Winkle to use the pump
on the saxophonist and get
Fingus to catch the note as
before, then swap and get
Fingus to use the pump on the
saxophonist while Winkle catch-
es the note. Winkle must now
use the mosquito on the head-
lamp to make the drummer play
(poptasticly weird solution this
isn't it?) and get Fingus to catch
the note from him. This gives you
the finished melody which can
then be given to Tom. (I always
enjoy Goblin queries. No, really.)

Dear Matt,

Having recently bought the bud-
geted cutey Parasol Stars, | find myself
up a certain creek without a certain
paddle. Have you got any cheats for
infinite lives or anything? Ta.

Brian Williams,
Devon,

You've come to the right man Mr
Williams, sir. Simply type in
CYNIX during the game to enter
the cheat mode, then hit: C for
extra credits; B for a bonus
screen; T to end the current stage;

F1-F10 to jump to a particular
level; D to die (very helpful I'm
sure); M to get all three stars, G
to kill all nasties; 1-7 to skip a
stage, and finally X to skip to an
extra level. Take that and party!
9 Dear Matt The Medic,

| can't get past level two of Batman
Returns. Have you got any suggestions?

Paul Clarke,
Camberwell,

Yes. Don‘t bother.

THE SURGERY
IS NOW CLOSED
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THE SENSIBLE WORLD OF SOCCER

We can exclusively reveal that Sensible Software will be releasing TWO( )
soccer games this year. Join Simon Byron for an on-the-spot report PA RT 2

hese three blokes check in to

a hotel and ask for a room.

The manager explains that
the hotel is almost full, but he can
accommodate them if they share
the same room. Out of desperation,
they agree and split the £30 asking
price three ways — that’s an Ayrton
each, okay?

As the three men make their way
up to the room, the hotel manager
feels a bit guilty about asking them
to pay £30 for a single room and so
instructs the bellboy to give them
back a fiver. The bellboy, being a
devious sort, decides that he’ll keep
£2 for himself and give the men
back £1 each. This means that each
man has spent £9 on his room.

So the three men have spent £27
in total (nine multiplied by three)
and the bellboy has his £2 tip, mak-
ing a grand total of £29. Where oh
where has the missing quid gone?

The guys at Sensible Software are
arguing about the above problem.
Martyn Lunn isn‘t sure. Chris Chap-
man thinks he knows. Jon Hare
doesn’t care. Just another typical
day at Sensible Software, then.

We at The One understand that
development teams have tough
problems to crack but this, surely, is
taking things a bit far. However, this
particular brain-teaser isn't the only
thing the gang has had problems
with since we last spoke.

“I've spent most of the month
rewriting parts of the code to make
Sensi hard disk installable,” explains
Chapman. “Not only will it be a real
benefit for hard disk owners, but it'll
make the game easier to convert to
the CD-based systems.

“I've also fiddled around with the
DOS routines and altered the way
the game loads and saves data.
When we did the original Soccer we

used our own disk format called
SOS but we're dropping that for
this version because Sensi is a game
which requires lots of loading and
saving and we've been experiencing
a few errors. Chris Yates wrote the
original disk routine and although
it's a fine piece of code, it's unreli-
able and crap.” (I think he’'s joking
now readers). “Almost a week was
spent making the code system

legal,” Chapman continues. “Are you
technically-minded enough to know
what that means?”

Lying like a goodun’, | cleverly tell
him that although | completely
understand what he's going on
about, there may be some readers
who don’t, so could he please go
into more detail.

“It means rather than killing the
whole system and driving all the

ii £ L% 2
5 < ;
& 2 Na
mﬁmm 0-0) wosreweTe

The main football simulation will play exactly the same as the previous
versions of Sensible Soccer so old-timers will be immediately at home with
both games due out this year. “There's no point altering the control
method,” thinks Hare, “because that's what made Sensible Soccer such
an instinctive game in the first place.”

Here we can see another exciting new feature of Sensible World of Soccer —
injuries. From now on, injured players will roll and writhe around on the
ground hamming it up in the grand Argentinian manner, clutching their
injured parts. If the damage is serious enough you may be forced into mak-

ing a premature substitution.
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“We'll decide about the whether or not to have a star player icon on-screen
once we've graded all the players,” explains Jon Hare. “You could argue
that although a team member's stats make him look impressive when
compared to his colleagues, he still could be rubbish because he's playing
for a crap team. 5o flagging him would be wrong, but then that would
mean that some teams wouldn't have any star players. | don't know.” That

clears that up nicely then.

hardware direct,” he elaborates,
“you make the program run almost
under the Amiga DOS.” I'm none the
wiser, so don't feel alone if you
don't either.

S50 does this mean that the game
will be comparatively easy to pirate?
“Not really. If a game is hard disk
installable you can still copy-protect
it, although you can never fully pro-
tect something for a serious, hard-
ened hacker.”

Having spoken a few sentences of
English, Chapman reverts to gibber-
ish. "Trying to do anything using the
Amiga’s operating system is such a
pain. Every time you want to do one
little thing you have to open half a
dozen libraries and if you leave the
system running all the interrupts
slow the game down by ten percent.
On an A1200 this slowdown doesn’t
really matter but on an A500 it caus-
es a bit of a problem. Why Com-
modore didn't build a low-level disk
routine into the ROM in the first
place, | really don't know."

Does this mean that S5ensible
World of Soccer will be running sig-
nificantly slower than its predeces-

Yes, ladies and gentlemen, that is who you think
it is. Mr. Referee is dishing-out punishment for
an illegal challenge, something you won't have
seen before in Sensible Software's games. Once
he's taken the name of the guilty player he'll

disappearing off-screen once again.

sor? “No,” sighs Chapman, “we've
since decided to use a completely
different routine which doesn't need
the system running. 5o | wasted all
that time..."

Consequently, Chapman has been
unable to devote as much time as
he'd like to getting on with the actu-
al gameplay. “I've had to spend a
while sorting out the World Champi-
onship version of 5ensible Soccer..."

What? Exclusive news? Blimey,
time to type things like @*@!!'* and
write EXCLUSIVE in capital letters.
Tell us more, Chappers me old muck-
er, me old mate...

"Someone made a conscious deci-
sion to hold Sensible World of Soc-
cer back until the start of the next
season ('bout August, fact fans)
because of the amount of football
games being released over the next
few months (tell me about it). But
because we still want something out
in time for the World Cup we've
decided to release an updated ver-
sion of Sensible Soccer. The update
will be a lot cheaper than a full-price
game and will have new features
such as the referee
and a different com-
petition structure.”

This is the referee
who will always be
er... conveniently off-
screen, then? "Yes,”

-
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laughs Chapman. “It's
the most sensible way
of having a referee, |
think. If he's kept on-
screen all the time,
not only do you have
problems with the
speed of the game
but it's distracting”

If you bought the
last issue of The One
(that's March, fact

-
~1

fans), then you'll

You'll be able to tell exactly which players are match-fit from the icons now
included in the menu system. As you can see, one player needs medical
attention, so it may be wise to stick another midfielder in his position for
the time being. Alternatively, you could play with three centre-backs and
saven in attack. Or, just for a laugh, why not try the sweeper system as a
one-off for a crucial world-cup qualifying game? it might confuse one or
two of your top players, but the spectators will love it!

“] moved house this month and | was so tired at
the end of it | couldn’t type for a week,” reveals
Chapman, “so that's another reason why the
game hasn't changed that much since you saw it
last month.” When | suggest that Chappers is
being a tad lax in his approach to this all-impor-
tant game he counters: "Well, if people keep
interrupting me when I'm trying to work then
what do you expect? | could ignore you, you

know, Simon.”

other games featured
in the huge preview?
“Well, Sensible World
of Soccer looks
promising,” he offers
before turning the
page, jabbing his fin-
ger at another ace
screenshot and
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adding: “that one
looks like Sensible
Soccer..."

“_..but I've heard it
i only runs in two
frames,"” offers Chap-
man unhelpfully.

So what about Kick
Off 3, Sensible’s clos-
est rival? "It looks just
like FIFA,” reckons
Hare. "but |1 don't

remember the humungous footy
preview we did, which featured
every soccer game to be released
this year (as you'll no doubt have
spotted, that was a lie because we
didn’t include Club Football — The
Manager. But no-one told us about
that. Honest.). There were literally
quite a few arcade footy games
mentioned along with comments
from their creators. So how do the
guys at Sensible feel about the com-
petition now they've seen it?

“To be honest with you I've only
had time to flick through that issue
but nothing has really caught my
eye," confesses Chapman. "In fact, |
don't think any of them are going to
be any good at all,” he jokes.

At this point Jon Hare decides
that he's had enough of arguing
about that £30 poser and decides to
have a ga at me. “I'm sure you got
the number of teams wrong in that
issue,” he shouts. "This whole diary
thing is a joke — you're just trying
to take us for fools!”

So what does Jon think of the

think we've got too
much to worry about there.”

At this point in the proceedings
our conversation turns to the cur-
rent mania in both the national
press and on television for Fantasy
League Football competitions.

“Hey, shall we do a Sensible Soft-
ware/The One Fantasy Football
League?” suggests Jon. “The kids
will be able to pick their own teams
and the results will centre around
real games of Sensible Soccer. It'll
be great. Let's talk about it down
the pub...”

In true soap-opera style I'm going
to have to leave this second look at
Sensible World of Soccer right here.
You'll be able to find out more
about the game and our brilliantly
original Fantasy Football League
next month...

NEXT MONTH
More of the same!
But with some facts!
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PD ZONE

WILLY'S
HUMUNGOUS
ADVENTURE

| seem to be receiving more and
more PD diggitly from the authors
and | must say I'm impressed by the
level of presentation that some of
you dudes and dudettes manage to
produce, considering the limited
facilities you claim to have. Well, this
is yet another example of a ‘bedroom
basher’ who's taken the time and
trouble to not only produce an
attractive game, but has also includ-
ed a small booklet with gags and
hidden tips, along with a spoof
newsletter — The Monthly Horn ('Do
you get the Horn often enough?’)
Hey, sexual innuendo! Dooh Matron!
But on wiv’' the game.

You take control of Willy, a flying
head, (titter) and must use your
mouse to guide him across a series
of wrap-around screens collecting
jewels and power-ups, whilst avoid-
ing the fatal obstacles and various
strange nasties that patrol each
screen. Once all of the jewels have
been collected, a door will open,
(explain please, Dr. Sigmund) and it’s
on to the next for more of the same.

The game actually plays a lot hard-
er than my quick resumé implies, as
the control system works more as a
‘velocity controller’ than a ‘direct
controller’, affecting Willy by the
position of the mouse relative to the
centre of the screen. By this | mean
that just off-centre to the right
makes him move slowly right, but
move the mouse further right, and
he’ll whistle along.

Though these features are meant

to make the game ‘different’ and
‘original’, they're actually the

reason for its failure. Even after half-
an-hours practice, you still never real-
ly get that incredible feeling of con-
trol. I'm sure some of the problem
can be put down to my poor quality
mouse — but how many people have
super-duper mice, Penfold?

This defect leaves you swishing
around the screen in a frustrating
way, desperately trying to get
through tight gaps and collect some
of the more interesting power-ups
(speed-up, extra life etc.). | was lucky
enough to have some level jumping
cheats, but | reckon a lot of people
will have given up long before they
see most of the game,

Overall then, a nice idea, backed
up with some nice presentation, but
let down by a poor control system.

70%

COOKIE

Memories, light the corners of my
mind. Ah, if only that large Upchurch
fella’ was still around, we could get
incredibly maudlin together remem-
bering old Spectrum games. As it is,
I'll have to mourn alone. Do you
remember Cookie darlings, it was
one of the best?

Cookie was another of the superb
games that came from that hippest
of hip software stables that was Ulti-
mate — Play The Game. It featured

the fun antics of a cook who had to
lob flour bags at his ingredients in an
attempt to knock them into his mix-
ing bowl at the base of the screen.
Nasty bits of trash also littered the
kitchen and these had to be dumped
into one of several dustbins also at
the bottom of the screen. Shoot rub-
bish into the bowl, and you'd need
more ingredients to complete your
mixture — beautifully simple.

well, thanks to the world of PD,
here's your chance to either relive
those happy moments, or experience
them for the first time (depending on
your age and general sadness). Every-
thing has been copied as accurately

as possible from the Spectrum orig-
inal, including all the tunes and
sound effects (although the cook has
been souped up a bit). Each level has
a set number of required ingredients
to complete the screen, with chang-
ing characteristics and movement
patterns, along with increasingly
aggressive bits of trash flolloping
around the screen.

The game, as I've already said, is
very simple indeed as far as concept
goes, but does offer quite a bit of
fun for the average game player. The
controls are so simple that they need
not be mentioned (though I've just
done it — Doh!) and the game play
never really changes, which might
disappoint those of you with a short
attention span.

Overall, a very pretty and well
implemented conversion that will
probably have more appeal to us
‘golden oldies’ than it will to first

time home buyers.
80%

THE PYRAMID
GAME

Just as the Amiga has James Pond, Zool
and Dizzy, the Spectrum (that's twice
today I've dragged that old six-shoot-
er out) had a fair number of ‘brand
characters’. Horace was probably one
of the first, but another popular chap
was Ziggy, star of Pyramid and Back-
packers Guide, | apologise unreserved-
ly if you're too young to know what
the hell I'm going on about, but there
you go!

Yet another very attractive conver-
sion of a once, 'gorblimey guvnor that
was a perishin’ corker of game that
was,” has landed on my desk thanks to
PD, and it's guaranteed to bring tears
to the eyes of sad old gits like me.

You become a bold crimson adven-
turer, exploring the deepest recesses of
a mysterious pyramid. The pyramid is




made up of a num-
ber of chambers
each (45 in fact)
with one entrance
and two exits. Once
inside, you need to
collect thyee dia-
monds d drop
them onto one of
the sealed exits at
the bottom of each
room. Once you've
done that, the exit
will open and you
can move on to the
next room.

A bit of a doddle
so far, you might
think, but there are
a large number of
strange and deadly
thingamys inhabit-
ing the pyramid which will try to stop
you. Though these ghouls don't react
to your position, each room has its own
especial horror which means that each
room is also a new challenge. Touch a
nasty and lose a life, and suffer total
destruction if any diamonds come into
contact with them.

You're armed with a simple laser
that will get rid of the boggums with
one shot, and pick up falling fruit for
bonus points.

The Pyramid Game from prolific
author Richard Langford is up to his
usual excellent standard of presenta-
tion, winsomely embellished with little
touches, animations, sound and

WALLY WORLD GAME

rrmtende GANE B0V, .

I've only just finished praising
Richard Langford to the skies (for the
usual fee), but here he is again with
yet another of his incredibly attrac-
tive games — and this one's as pret-
ty as they come. Wally World Game
is most definitely a console game,
and | never lie!

The plot runs on the most basic of
formats; your is girlfriend abducted
by a complete bath-steward and to
reclaim your little love-bundle you
must travel across many strange

music effects. The game is ace
value for money as it offers change
each play, allowing you to take a
different pathway through the
pyramid every time. I'm the sort of
person that likes to see all the dif-
ferent screens and nasties — so |
consider this feature a major plus.
Langford has really thought about
speed and graphic rewards here,
producing a must for anyone who
plays games for the same reasons
as me. Money (just joshing).

screens of the platform/puzzle vari-
ety. Intruigingly the kidnapper in this
game is some sort of mad advertising
agency exec. who's dumping his
entire portfolio in your path. I'm sure
a glance at the screen shots will
explain, suffice it to say that the
backgrounds are all incredibly well
drawn advertisements for just about
anything. It can't be subliminal cos
it's so in your face.

You (yes, you!) are a rather chub-
by chap (Ohmigosh! I've just realised.

PD ZONE

No more fatty jokes now that Dave's
gone, sniff!) who performs the sim-
plest of actions, ie. running, jumping
and ducking. You must make your
way across a number of screens, each
calling upon your skills of timing and
control as different nasties and

obstacles are hurled in your way.

The game falls down a bit because

| your character moves so slowly and

though 1 realise he's a bit porky,
sometimes the baddies come a bit
too fast for you to be able to avoid
them. The challenges (other than the
portly, puffing Walter) aren’t partic-
ularly tough, but due to a limited
number of lives and quick-draining
energy bar, it doesn't take much to
lose a life. Plus, if you want to see
what the next ad will be, there's
something to keep you interested.

Ultimately, it's a simple game
made worthwhile with brilliant
graphics and just a smidgen of silli-
ness — I've been singing that cock-
ney classic ‘Roll Out The Barrel’ since
a week last Wednesday!

OVERALL

e

MAD FIGHTERS

If the phrase “Sonic Boom!” means any-
thing to you, you're in for a treat — and
a jolly cheap one at that. | had planned
to begin this review with a number of
the different war cries from Street
Fighter 2, but then I realised the only
one | was really sure to spell was Sonic
Boom. Pathetic really. Anyway...

Mad Fighters is an excellent little PD
disk’'s worth, that, rather embarrass-
ingly, puts the US Gold conversion to
shame. Though you'll find no thunder-
thighed Chinese women or roly-poly
Sumo wrestlers here, there’s a distinct
familiarity about some of the special
move joystick actions, not to mention
the samples (including the aforemen-
tioned boom of a sonic type.) You can
choose from 16 fighters, some of which
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are based around specific 5F2 charac-
ters (not in appearance, but special
moves) and can battle it out against
the computer in single fights, a knock-
out competition, or in two-player
mode. All of the single-player fights
can be customised with a fairly exten-
sive set of options, controlling speed
and skill, as well as enabling fireball
deflections and such.

The graphics are a bit jerky (let's not
forget though, sports fans, this is PD
Zone) but other than that, the game is
rather good. I've only had the demo
version featuring four fighters, but
once you realise that you already know
lots of the special moves (if you've ever
played Street Fighter2 that is) you can
do pretty well straight-off without hav-
ing to go through any seriously steep
learning curves.

There are wvarious backgrounds
throughout, with the full game boast-
ing end of character stories (again, in
the style of 5F2), along with full ani-
mations for all 16 combatants. Mad
Fighters is entertaining and will prob-
ably hold your attention for a fairish
while, especially if you're a fan of the
genre — but it definitely lacks the pol-
ish that we're starting to see across
many new PD releases — quite smart
though nonetheless.

OVERALL

TO ME MY PD

* Matthew Woodroof, 278
Priests Lane, Shenfield,
Brentwood, Essex CM15
S8LD Tel: (0277) 213709

e 17 Bit Software, 1st
Floor Offices, 2/8 Market
Street, Wakefield WF1
1DH. Tel: (0924) 366982.

* Fortiss PD, 138 Wood
Street, East Shilton,
Leicester LE9 TND

Tel: (0455) 850980
Fortiss are looking for
new games, so get
those home made
cakes in now!
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MAY 1992 - SOLD OUT
JUNE 1992 - SOLD OUT!

JULY 1992

ON THE DISKS! Playable demos of Red Zone
and Galactic plus :WE complete PD games:
Battlements, Dragon Tiles, MegaTron,
Omega Race and Hollywooed Trivia!
WIPPED! Lotus 3, Wing Commander and The
Carl Lewis Challenge!

REVIEWED! Lure of the Temptress, Monkey
Island 2, Ishar, Striker, Championship
Manager and many more!

TIPPED! Player's guides to Parasol Stars,
Epic, John Madden Football and Eye of the
Beholder 2!

PLUS! The One games challenge!

AUGUST 1992 - 50LD OUT

SEPTEMBER 1992

ON THE DISKS! Playable demos of Premiere,
Tiny Skweeks and Match of the Day.
Flashback preview and three PD games:
War, Nebula and Croak!

WIPPED! Second Samurai, Flashback and
more on Frontier: Elite 2!

REVIEWED! Premiere, MegaTraveller 2, Guy
Spy. Fascination, Beast 3 and many more!
TIPPED! Player's guides to Graham Taylor,
Civilization and Fire & lce (pt 2) and the on-
going solution to Monkey Island 2!

OCTOBER 1992

ON THE DISKS! Three disks this month, con-
taining playable demos of Assassin, KGB
and Fireforce plus 2 PD games!

WIPPED! The Chaos Engine, Legends Of
Valour and the final instalment of Frontier!
REVIEWED! Putty, The Humans, Aguatic
Games, Lotus 3, Zool and many more!
TIPPED! Player's guides to Dune and Lure of

the Temptress, the start of a complete solu-

tion to Eye of the Beholder 2 and the last
part of the Monkey Island 2 solution!
PLUS! Those end-game sequences revealed!
Westwood Studios interviewed!

NOVEMBEER 1952

ON THE DISKS! Demos of The Chaos Engine
and Lionheart plus five PD games!

WIPPED! Street Fighter 2, Gunship 2000,
Darkmere and Desert Strike!

REVIEWED! Wing Commander, Road Rash,
Legend of Kyrandia and many more!
TIPPED! Complete solution to Hook and the
second part of the Beholder 2 solution!
PLUS! Sensible Software interviewed!

DECEMEER 1992

ON THE DISKS! Playable demos of Sensible
Soccer V1.1, No Second Prize, McDonalds
Land and Creatures plus a preview of
Street Fighter 2!

WIPPED! Superfrog, Star Trek and WWF 2!
REVIEWED! Legends of Valour, No Second
Prize, McDonalds Land, BC Kid, Nigel
Mansell, Lethal Weapon and many more!
TIPPED! Guides to Zool and Wizkid plus the
last part of the Beholder 2 solution!

PLUS! The A1200 revealed! Richard "Mr
Music® Joseph interviewed!

JANUARY 1993

ON THE DISKS! Psycho Game - a complete
game specially written for The One by
Bullfrog - along with playable demos of
Gunship 2000 and Dalek Attack plus a pre-
view of Archer Maclean's Pool!

WIPPED! Microcosm and Dracula on CD,
Dune 2 and Superhero!

REVIEWED! Indy IV graphic adventure,
Street Fighter 2, Cool World, KGEB,
Waxworks and many more!

TIPPED! Guides to Wing Commander, the
start of a complete Legend of Kyrandia
solution and a complete solution to Dizzy:
Prince of the Yolkfolk!

PLUS! 1993 previewed! The One awards!
Stunning Dave Gibbons cover!

FEERUARY 1993
OMN THE DISKS! Playable demos of Darkseed,
Universal Monsters and Superhero!
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Being a person of discerning taste you are no doubt a
regular reader of The One, the bible of all that's tops in
the heady world of Amiga games. But even so there may
well be embarrassing gaps in your collection. Maybe you
didn't start reading The One until recently, or perhaps
you didn't start reading at all until recently or maybe the
newsagent simply ran out of stock - in which case why
didn’'t you place an order?
Whatever, here's your chance to fill in those gaping

voids in your magazine-related life. Below you'll find

listed all those lovely issues

of The One stretching back

to May of last year, complete with detailed descriptions
of their contents. Be warned that many of them have
sold out - we're just so damn popular!
To order fill in the coupon below, write out a cheque or
postal order for the required amount and send it to: The
One Back Issues Dept, Tower Publishing, Sovereign Place,

Lathkill Street, Market

WIPPED! Space Hulk, Chuck Rock 2 and
Ambermoon!

REVIEWED! The Chaos Engine, Dragon’s Lair
3, WWF 2, Darkseed and many more!
TIPPED! Player's guides to Street Fighter 2,
Sensisoccer V1.1, Sabre Team and Fireforce
plus the on-going Kyrandia solution!

PLUS! Commodore's ex-boss Kelly Sumner
interviewed!

MARCH 1953

ON THE DISKS! Playable demos of
Superfrog, Flashback, Prime Mover and
Woody's World, plus a complete PD game:
Oblivion!

WIPPED! Liberation: Captive 2, Woody's
World, Ishar 2, Blastar and amny more!
REVIEWED! Body Blows, Lionheart,
Flashback, Transarctica, Walker, Lemmings
2 and many more!

TIPPED! Player's guide to Legends of
Valour, complete solutions to Indy IV
adventure and Future Wars and the last
part of the Kyrandia solution!

PLUS! Ten good reasons to buy an A1200
now! Dino Dini interviewed!

APRIL 1993

ON THE DISKS! Playable demos of FA
Premier League (collector's item!),
Abandone Places 2 and Beavers, plus two
PD games: Transplant and PacMan Deluxe!
WIPPED! Batman Returns, Cyberspace,
James Pond 3, Lost Vikings and many maore!
REVIEWED! Superfrog, Arabian Nights,
Chuck Rock 2, Abandoned Places 2, Desert
Strike and many more!

TIPPED! Complete solutions to Darkseed,
Dragon's Lair 3 and Indy 1ll, plus the start
of guides to KGB and Bill's Tomato Game!
PLUS! X-Wing on Ami?a revealed (but it's
actually an April Fool's joke).

r

Harborough LE16 9EF.

MAY 1993 - 50LD OUT!

JUNE 1993

OMN THE DISKS! Blaster!, a specially-written
full game for The One, plus a playable
demo of Nippon Safes and two complete
PD games: Alien Bash and Tractor Beam!
WIPPED! Bubba ‘n’ 5tix, Realms of
Darkness, Innocent Until Caught,
Maelstrom and many more!

REVIEWED! Goal!, Super Cauldron, Ancient
Art of War in the Skies, Legend 2, The Lost
Vikings and many more!

TIPPED! Player's guide to Lionheart and
Chuck Rock 2 plus the completion of the
solutions to KGB and Chaos Engine!

PLUS! We tell you how to get into the soft-
ware business!

JULY 1993 - SOLD OUT!

AUGUST 19593
OM THE DISKS! Trex Warrior, a full game
from Thalion written for The One, plus a
playable demo of Ishar 2 and Snakes and a
complete PD game: Wibble World Giddy!
WIPPED! Total Carnage, TFX, Beneath t
Steel Sky, Utopia 2, Brutal Sports Football
and many more!
REVIEWED! Deep Core, 5im Life, Whale's
Voyage, Battle Isle '93 and many more!
TIPPED! Guide to Dune 2, Gunship 2000 and
Reach for the Skies, the Abandoned Places
2 complete solution continues while the
World Of Legend solution starts!
SLU'SI The CD32 is unveiled! Arnie’s raw
eall

SEPTEMBER 19593

ON THE DISKS! Playable demos of
Overdrive, Bubba 'n' 5tix, F117a Stealth
Fighter, Deep Core and Suburban

THE ONE BACK ISSUES OFFER!

I Please send me the following back issue(s) of The One:

| enclose a cheque/postal order made payable to EMAP Images for £...........
(Rates per magazine: UK - £5.99; Europe - £6.50 Overseas - £8.50)

S —— — —

*Sold Qutl’, ohviously).

Please allow 28 days for orders to be fulfilled upon receipt of request. All arders are subject to avail-
= all titles shown are available at the times of the issue going to press (except those marked

Commando!

WIPPED! Last Action Hero, Micro Machines,
Alfred Chicken, Theatre of Death, Seek &
Destroy, Oscar and many more!

REVIEWED! Soccer Kid, Hired Guns, Diggers,
Premier Manager 2, Yo! Joe!, Blob, The
Patrician and many more!

TIPPED! Complete player's guide to
Syndicate and War in the Gulf, a complete
solution to Transarctica, the start of the
Ishar 2 solution, the om{umg Abandoned
PLaces 2 and Worlds of Legend sagas!
PLUS! More CD32 info!

OCTOBER 1993

ON THE DISKS!Playable demos of Space
Hulk, Alfred Chicken and Burning Rubber!
WIPPED! Mortal Kombat, Elfmania,
Evolution, Wonder Dig, F1 and many more!
REVIEWED! Space Hulk, Jurassic Park,
Overkill, Micro Machines, Alfred Chicken,
Blastar, Disposable Hero, Burning Rubber
and many more!

TIPPED! Complete players' guide to Diggers,
Beastlord, Wibble World Giddy, The
Patrician, Goal! and more of the Ishar 2 and
Worlds of Legend solutions!

NOVEMEBER 1993

ON THE DISKS! 3 Disks again, featuring
playable demos of Uridium 2, Hero Quest 2
and Seek and Destroy, along with two com-
plete PD games!

WIPPED! Body Blows Galactic, King's Quest
Vi, Rally, Rise of the Robots, Seventh Sword
of Mendor and many more!

REVIEWED! Brutal Sports Football,
Cardiaxx, Donk, Frontier: Elite 2, Qwak and
many more!

TIPPED! Hired Guns, Alfred Chicken (part
one), Space Hulk (part one), Ishar 2 (part
three) and many more!

PLUS! The programmers talk to us! DMA
Talk to us! Find out how we make The One!

DECEMBER 1993

OM THE DISKS!Playable demos Alien Breed
2, Brian the Lion and Bob's Bad Day!
WIPPED! Heimdall 2, Reunion, Theme Park
and many more!

REVIEWED! Cyberpunks, F117A STealth
Fighter, Cannon Fodder, Alien Breed 2,
Body Blows Galactic, Liberation, Magic Boy,
Perihelion, The Settlers and many more!
TIPPED! The end of the Ishar 2 solution!
Body Blows Galactic, Alien Breed 2, Space
Hulk (part 2}, MASSIVE Frontier players'
guide, the complete solution to The Secret
of Monkey Island and many more!

PLUS! Find out how they make Games
World Live! as we spend a day with them!

JANUARY 1994

ON THE DISKS! Galactic: The Xmas Remix - a
complete game from Stavros Fasoulas -
plus a demo of Zool 2 and a complete
A1200-anly PD gamal

WIPPED! Universe, Cool Spot, Dennis &
Gnasher and Heimdall 2 Part 2!
REVIEWED! Mortal Kombat, Zool 2, T2,
Microcosm, Bubba 'n' Stix and loads more!
TIPPED! Player's guides to Body Blows
Galactic, Combat Air Patrol, Jurassic Park
and bundles more!

PLUS! The pregrammers of Liberation
speak! Massive preview of EVERY game
scheduled for release in 19941

FEBRUARY 1994

OMN THE DISKS! Playable demos of Beneath
A Steel Sky and Super Methane Bros!
WIPPED! Skeleton Krew, Zeewaolf,
Magician's Castle, Out To Lunch, Super
Methane Bros and Heimdall 2 Part 3!
REVIEWED! Cool Spot, Brian The Lion, Seak
& Destroy, F1, Castles 2, Simon The
Sorceror, Camfaign 2 and many more!
TIPPED! Mortal Kombat's finishing moves
revealed, the start of complete solutions to
Star Trek and Simon the Sorceror, secret
spell recipes for Wiz 'n’ Liz plus much more!
PLUS! Exclusive news about Rebel Assault
and Day Of The Tentacle on CD32! The One
team star in their own computer game -
Snackerama!
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Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your
problems. It's called The One and it's available without a prescription from most good
newsagents. As every discerning Amiga owner knows, The One is Britain's biggest and best
Amiga games magazine. Every month The One gives you:

@ The hottest news and the best exclusives - you'll know
about it first because we know about it first!
In-depth and unbiased reviews of all the latest releases!

Regular hints, tips and cheats to help you get the most out
of your games!

Comprehensive coverage of the PD and budget
games scene!

The best and most exclusive demos in the business!

The odd crap joke and a spelling mistake or two!

Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don’t want
that - and we’'re sure you don’t either - which is why we've come up with a brilliant new
subscription offer.

Not convinced? Then here are just a few reasons why subscribing to The One is becom-
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the
road with a stick.

© You get one of these fantastic Team 17 games for the
grand sum of no pence sterling!
® You guarantee your copy of The One every month!

@ Your copy delivered to your doorstep free of
charge - before it's available in the shops!

There really is only One magazine you need. Subscribe now and claim your Team 17 game.

h 4

@ Body Blows Galactic ® Overdrive
“Just about the best beat-"em up available.” Take the driver's seat in 4x4's, Buggies, Supersports
Simon Byron, The One January 1994. and G.P. Cars and race aroung twenty gruelling
Overall Score 87%. courses across five different terrains.
Worth £29.99 A1200, £26.99 A500/600. Overall 5core 83%. Worth £25.99.
® Alien Breed 2 @ SPECIAL EDITION DOVELE PACK
“Alien Breed 2 truly is one of the best arcade Alien Breed Special Edition
blasters available... terrific fun to play.” “If you didn't pick up Alien Breed the first time
Simon Byron, The One December 1993, around then buy this Special Edition now.”
Overall Score 91%. David Upchurch, The One January 1993.
Worth £29.99 A1200, £26.99 A500/600. Overall Score 88%

Project X Special Edition
® Superfrog “If you don't already own the full-pricer then don‘t
“Glumph!” buy another game until you‘ve snapped up this.”
David Upchurch, The One April 1993, Simon Byron, The One August 1993.
Overall Score 93%. Overall Score 92%.
Worth £26.99. Worth £21.98.




A Subscription to The One
(12 issues including postage)
costs only:

U.K, BFPO £47.40
Overseas - Surface mail £49.00
Europe, Eire - Airmail £50.00
Overseas - Airmail Zone 1 £75.00
Overseas - Airmail Zone 2 £83.00
Your software choice is mailed separately

You 'VE NEVER HAD IT so GOOD! ::#:;:ﬁ:t issue. Please allow 28 days for

FREE SOFTWARE |15 ONLY AVAILABLE TO U.K RESIDENTS.
OFFER CLOSING DATE 27TH APRIL 1994.

To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill 5t, Market
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code.
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THE ONE AMIGA SUBSCRIPTION ORDER FORM,

ISUBSCRIPTION RATES (12 issues including postage) y
| (Please tick) j
l [j £47.40 UK/BFPO D £50 AIRMAIL EUROPE/EIRE D £49.00 OVERSEAS SURFACE MAIL :
I D £75.00 OVERSEAS ZONE 1 AIRMAIL D £83.00 OVERSEAS ZONE 2 AIRMAIL I
|METHOD OF PAYMENT i
I{Plnnie tick) I
I [j CREDIT CARD [j CHEQUE [:I P/O / INTERNATIONAL MONEY ORDER I
lMake cheques payable to: EMAP IMAGES LTD. (Access, Visa, Amex, Diners Card, and American Express accepted.) I
lCard no: Expiry Date : I
I5Igna1;ure:__,_m"””mmm“, .......................................................................................................................................................................................................... I
I PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only): t*}
I D BODY BLOWS GALACTIC (A500/A600) Source Code E11 D BODY BLOWS GALACTIC (A1200) Source Code E16 I
I D OVERDRIVE (ALL AMIGAS) Source Code E13 D SUPERFROG (ALL AMIGAS) Source Code E14 I
I I-:I ALIEN BREED 2 (A1200) Source Code E17 D PROJECT X SPECIAL EDITION & ALIEMN BREED SPECIAL EDITION. E15 I
l D ALIEN BREED 2 (A500/600) Source Code E12 I
I e e ot A e e Al S L T s S R s SR o LI S iy B s Sl 0 ey TR R I
: P ] e e e e e SRR S A R e o e S S R RS PR A e e :
I P R I S o i e i v g RS SR i A s AELEERBENE i i v inianin ns e T e b o L e o s B RN A A A A i SR RN A XA ARE i R SRR RN WA WA l
I PLEASE SEND THIS COUPON TO: I
ITOWEH PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0B58) 46EBEE. I
I Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. ’

I Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative gam&l

ID Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you. OFFER ENDS 27TH APRIL 1994. I
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Come on then, if you think you're hard enough — did you spill my, er,
woman? We're feeling really quite tough at the moment because we slagged
off everything last month, so only two games have qualified for inclusion in
April's recommended. Sometimes we really don't care what we say or who
we say it to. And that's true. So watch out all you mediocre releases
because we're comin’ atcha' (whatever that means) and we’ll not stop in
our crusade to expose those who release awfully crap games for a living.

8 7 f.y Body Blows Galactic
o Publisher: Team 17

Alfred Chicken

Publisher: Mindscape

Issue Reviewed: October 1993 Issue Reviewed: December 1993
Memory: 1Mb Meamory: iMb

Price: . £26.99 Price: £26.99

Yet another sequel from Team 17 which does for street
fightin' what Alien Breed 2 does for bug huntin’. Body
Blows Galactic is the business, boasting much

- | smoother animation - the characters no longer move
like the puppets from Thunderbirds - faster action,

d animated backgrounds and enhanced sound effects.

Brutal Sports Football

Although not as good-looking as some of the recent
flock of platform games, Alfred scores over many of its
rivals by simply being incredibly playable. There are
tons of secret rooms and bonuses to find and,
generally speaking, you'd be hard pushed to find a
batter no-nonsense platform romp.

Alien Breed 2

Publisher: Team 17 Publisher: Millennium
Issue Reviewed: December 1993 = g i Issue Reviewed: Movember 1993
Memory: 1Mb : Memory: 1Mb

Price: £26.99 Price: £25.99

it's been a long time since Speedball 2 set the pace in
fantasy sports games, and while Brutal Sports Football
doesn't quite make the Bitmap game obsolete it's a
worthy companion piece. It's extremely violent, with
spurts of blood flying everywhere and aven the
occaslonal decapitation! You have been warned...

Buhba ‘n’ Stix

Team 17 return to familiar territory with this, the sequel |
to the game that first established the company as one |
of Britain's leading Amiga developers. It's more of the |
same Gauntlet-esque bug-hunting action basically, but | #
bigger, busier and blastier, Some have complained it's | ;=
too easy though... ]

Battle Isle ‘93

Publisher: Blue Byte Publlshar: Core Design
Issue Reviewed: August 1993 7 Issue Reviewed: January 1994
Memory: 1Mb Memory: 1Mb

Price: £29.99 Price: £25.99

Another platform game from Core Design? Surely not!
We shouldn't moan though, especially if there as well
done as Bubba ‘n’ Stix. Yes, it's a bit short, but it's
beautifully programmed, the graphics have a vividness
not often seen on the Amiga and there's a brilliant vein
of humaour running through it all..

9 3%Cannon Fodder

If you liked Battie isle then you'll love this. It's
basically more of the same but with an enhanced
control interface ripped from Historyline. Once again
you have to pit your armies of tanks, troops and
spacefighters against the enemy hordes. Guaranteed
fun for all.

Beneath a Steel Sky

Publisher: Virgin Interactive Publisher: Virgin Interactive
Issue Reviewed: November 1983 Issue Reviewed: December 1993
Memory: 1Mb Mamory: 1Mb

Price: £29.99 Price: £29.99

War, say the Sensible boys, has never been so much
fun, and we have to agree - Cannon Fodder is one of the
most enjoyable games we've played in, ooh, yonks. It
may look like a fairly simple run around and blast affair,
but there's a surprising amount of strategy needed if
you're to make it through to the and.

Revolution's latest has been produced in collaboration
with top comic artist Dave Gibbons, and if ever there
was a match made in heaven then this is it. This is
a stunning graphic adventure which, while lacking
in humour compared to Monkey Island, more than
compensates in every other department.




Ch'ship Manager Italia

Publisher: Intelek
Issue Reviewed: March 1994
Memory: 1Mb

Price: £17.00

Although the main difference between this and the
other ather Championship Manager games is that you
get to take control of Clubs with funny names, the
reduced price and running speed routine earn this a
respectable mark. Novices may have a bit of trouble
getting to grips with it but for the rest of us it's fab!

Dune 2

Publisher: Virgin Interactive
Issue Reviewed: July 1993
Memory: 1Mb

Price: £30.99

From Westwood, the people who brought you the
highly-regarded Kyrandia, comes this, a very playable
and beginner-friendly strategy game in the Sim City
mould. Harvest spice, fight rival Houses, become ruler
of Arrakis and have fun. This is good stuff for strategy
buff and novice alike.

F1

Publisher: Domark

Issue Reviewed: February 1994
Memory: 1Mb

Price: £25.99

From the French geezers what brought you Vroom
come this, the official F1 licence. To be honest, it's
basically Vroom all over again but slightly faster (as if
it needed to be!) and with a superb two-player mode.
Although not sim enough to satisty a real F1 buff, it
offers incredible spills and thrills to the arcade lover.

Frontier: Elite 2

Publisher: GameTek

Issue Reviewed: November 1993
Memory: 1Mb

Price: £34.99

We've waited a long, long time for this, but it's been
worth every minute of it. Frontier is, quite simply, the
game you bought your Amiga for. Admitted it's not the
most ‘beginner friendly’ game ever, and it takes a
while to get its hooks into you, but when it doas it
won't let go for years. A must buy.

Fury of the Furries

Publisher: Mindscape
Issue Reviewed: January 1994
Memory: 1Mb

Price: £29.99

A puzzie/platform game very similar to The Lost
Vikings, Fury of the Furries offers 100 levels of mind-
bending, reflex-testing action as you use your three
cutesy Tinles in various permutations in an attempt to
reach each stage’'s exit. It may not look like much but,
believe us, it's as addictive as hell

Genesia

Publisher: Mindscape
Issue Reviewed: January 1994
Memory: 1Mb

Prica: £29.99

This is a huge 'society building' game very similar to
the equally recommended The Settlers. Starting off
with a tiny tribe of people, you must use their various
skills to build a thriving and expanding civilisation, it's
not as aasy to get Into as The Settlers, but offers
greater rewards for those who perservere.
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Goal!

Publisher: Virgin Interactive

Issue Reviewed:June 1993

Memory: 1iMb

Price: E25.99

The game that would be Kick Off 3 is finally here and
it's @ scorcher! While not as instantly accessible as
some of its rivals there's a wealth of options you can
toggle one and off to make life easier. In our book

it's not quite the Sensl beater that some would have
you believe it is but it's great none-the-less.

Gunship 2000

Publisher: MicroProse
Issue Reviewed: July 1993
Memory: 1Mb

Price: £34.99

Hawve we had to wait for this! Don't warry, though, it's
been worth it. Once again the 'Prose people have
come up trumps with what is undoubtedly THE
helicopter sim on the Amiga. Super-fast contoured
landscapes, wingmen, oodles of firepower and long-
term challenge make this any flyboy's 'must buy’.

Hired Guns

Publisher: Psygnosis

Issue Reviewed: September 1993
Memory: 1Mb

Price: £29.99

You may not think you like RPGs but if 50 you haven't
played this - it truly is an RPG for everyone. Using a
Dungeon Master-style control system you must guide

{ four futuristic mercenaries around complexes

blasting all and sundry and solving puzzles. It's
violent in the extreme - but great fun!

Ishar 2

Publisher: Silmarils

Issue Reviewed: July 1993
4 Memory: 1Mb

Price: £29.99

Yet more adventures in Arborea! The game engine

has been tweaked and cleaned up here and there,
but technically it's not that much of a leap over what
the: first Ishar offered. All the same it's good, long-
lasting entertainment, even if it is too easy to waste a
lot of time wandering around lost!

Jurassic Park

Publisher: Ocean

Issue Reviewed: October 1993
Memory: 1Mb

Price: E26.99

An Ocean film conversion with not a platform in
sight? Surely some mistake? Nope - taking a pinch
of The Chaos Engine and mixing it with a couple of
spoonfuls of Legends Of Valour, JPis a game worthy
of the licence, with arcade action a-plenty. Deserves
to be a smash. Welcome back Ocean!

Liberation: Captive 2

Publisher: Mindscape

Issue Reviewed: December 1993

Memory: 2Mb (CD32 only)

Price: £34.99

Well here it is everybody - the first CD32 game to
enter the select Recommended Hall Of Fame. And
deservedly so - Libaration is a brilliant, atmospheric
RPG with one of the saxiest cinematic intros

you're ever likely to see. Will probably help CD32
sales no end.
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The Lost Vikings

Publisher: Interplay
Issue Reviewed: June 1993
Memaory: 1Mb
Price: £25.99

The Lost Vikings is an arcade adventure with a
premise very similar to Goblilins', i.e. you have three
characters under your control, each of whom have
different abilities, and you have to use them in the
right order to solve puzzles. Fortunately it's far better
than that game. Indeed, it's one of the best this year!

Microcosm

Publisher: Psygnosis

Issue Reviewed: January 1994
Memory: 2Mb (CD32Z only)
Price: ETEBA

Okay, so basically it's little more than a basic 3D
shoot-"em-up in the Space Harrier modld, but as far as
4D shoot-'em-ups go it's just about the bast-looking
one you could possibly imagine. And it plays pretty
well too, although the joypad don't half make your
thumb sore. All it really lacks is variety. Ah well.

Micro Machines

Publisher: Codemasters
Issue Reviewed: October 1993
Memaory: 1Mb

Price: £25.99

No-one guessed that the Codies would beat Team 17
in the top-down racer Grand Prix but by golly they
have! Although Micro Machines isn’t quite as groovy
in one-player mode as Overdrive, it compensates for
this by having the best two-player action you're every
likely to see. It's got to be played to be believed.

Mortal Kombat

Publisher: Virgin Interactive
Issue Reviewed: January 1994
Memory: 1Mk

Price: £34.99

Top marks to Probe Software for coming up with
arguably the most accurate coin-op conversion ever.
Everything from the arcade original is here - the
graphics, the sound and, most importantly, the
gameplay (‘the gore’ surely? - Ed). Could well rank as
the best beat-"em-up on the Amiga...

Overkill

Publisher: Mindscape

Issue Reviewed: October 1993
Memaory: 2Mb (A1200 only)
Price: £25.99

An A1200-only game which actually makes use of all
thosa 32 bits, Overkill is the most intense blaster
you're likely to come across. It's basically Defender
with a few gameplay tweaks, so for shoot-"em-up
purists it's the equivalent of heaven. May be a bit
short for some, though.

Premier Manager 2

Publisher: Gremlin

Issue Reviewed: September 1993
Memory: 1Mb

Price: £25.99

It's not very day you find us raving about a footy
management sim, so when we do you can bet it must
be pretty special - as Premier Manager 2 is! It's full
of features and options, yet still marvelously easy
to get into and play. If you fancy taking your team

to the top of the league, here’s where to come.  [FF
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Puggsy

Publisher: Psygnosis

] Issue Reviewed: March 1994

Memory: 1Mb
Price: £34.99

On the surface Puggsy looks like a slow platformer
with not much going on but if you spend a few
minutes learning the game mechanics and
experimenting with the Total Object Interaction then
you'll discover a beautifully-created arcade adventure
with fantastic graphics and sound. Well worth a look.

Qwak

Publisher: Team 17

Issue Reviewed: November 1993
Memary: 1Mb

Price: £12.99

Qwak may be ‘just’ a budget title but it's completely
brilliant which is why it's found a home here amongst
the Recommendeds. It's a one- or two-player Bubble
Bobble-style game, with the aim being simply to
amass points on your platform-filled odyssey through
the kingdom of cuteness. Simply marvellous.

Second Samurai

Publisher: Psygnosis
Issue Reviewed: December 1983
Memory: 1Mb

Price: £29.99

Although perhaps looking a little too similar to the
original First Samurai, this sequel is a far better game.
Although the hero doesn't move quite a fluidly as he
used to he's still pretty nifty with his sword, and the
tighter level design and less obligue puzzies make for
a much more entertaining experience all round.

The Settlers

Publisher: Blue Byte

Issue Reviewed: December 1993
Memory: 1Mb

Price: £34.99

Imagine Little Computer People cross-bred with
Populous and you'll have a good idea what Settlers
looks and plays like. It's your typical God game (build
an empire, keep your folks happy and quash any
rivals) spruced up with some super-cute animations on

| your subjects. Great stuff and very user-friendly

Skidmarks

Publisher: Acid Software
Issue Reviewed: January 1994
Memory: 512K

Price: £25.99

H you have fond memaries of Supar Off-Road then
prepare 1o have them rekindled with this, a superb
racer viewed from a similar perspective. Although a bit
of a duffer when played alone - the computer cars are
crap to say the least - it's brilliant in two-player mode
(as per usual with these kinds of games).

Simon the Sorcerer

Publisher: AdventureSoft
Issue Reviewed: February 1994
Memory: 1Mb

Price: £34.99

Britishers AdventureSoft take on the American might
of LucasArts and Sierra with this humourous graphic
adventure. Obviously intended to be a Monkey Island
2 beater, it comes very close to succeeding. Howaver,
the interface doesn't quite surpass LucasArts’ and the
puzzles are tough - but don't let that put you off.
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Soccer Kid

Publisher: Krisalis

Issue Reviewed: September 1993
Memory: 1Mb

Price: £26.99

Well, well, well. Just four months after we screamed
that Superfrog was the best Amiga platform game
ever, along comes Soccer Kid and we have to change
our tune. It's nothing short of brilllant - gorgeous to
lock at, sweet on the ears, and boasting some of the
slickest gameplay we've s8en in a long time. Buy it!

Space Hulk

Publisher: Electronic Arts
Issue Reviewed: October 1993
Memory: 1Mb

Price: £31.99

At last - a conversion of a boardgame that doesn't
simply recreate the board in DPaint! Instead, Space
Hulk takes all the best bits from the original game and
bungs in a whole load of extra computer effects to
create one of the most atmospheric strategic-blasters
we've seen in ages. Completely ace.

Stardust

Publisher: Bloodhouse

Issue Reviewed: December 1993 Fa

Memory: 1Mb b

Price: £16.9% 4
[

An unbelievable bargain at the price, Stardust is the
ultimate Astercids clone. The graphics have to be
seen to be believed and it plays as well - maybe even
better - than it looks. Along with the stunning 3D sub-
game breaking up the rock bustin® between levels,
this is a feast you just have to treat yourself to.

SRS E

Syndicate

Publisher; Electronic Arts
Issue Reviewed: July 1883
Memory: 1Mb

Price: £26.99

Cross Bladerunner with a Sam Peckinpah movie and
what do you get? Syndicate. From Bullfrog, this isn't
perhaps quite in the same league as Populous 2 or
Powermonger but it's damn fine all the same,
especially if you like your computer game violence
gory and realistic. Dead smart.

X
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Uridium 2

Publisher: Renegade
Issue Reviewed: November 1993
Memory: 1Mb

Price: £26.99

The Cé4 classic comes to the Amiga in style, souped-
up bayond belief with 32-colour graphics, 50-frames-
per-second action, multi-way scrolling, power-ups and
all the other good things you've come to expect from a
90's shoot-"em-up. It's very tough, but for die-hard
blasting fans it's a dream come true.

Wiz ‘n’ Liz

Publisher: Psygnosis
Issue Reviewed: November 1993
Memory: 1Mb

Price: £26.99

Originally a Mega Drive game, this cutesy race-"n':
collect-'em-up is perhaps a little too simplistic to be

bl worth buying if you're going to be playing it alone -

90%

you're likely to get bored of it long before the end ever
comes into sight - but it's great value if you've got a
friend who can join in the fun.

Worlds of Legend

Publisher: Mindscape
Issue Reviewed: June 1993
Memory: iMb

Price: £25.99

if you missed last year's Legend then you should make
up for it right now and get this. It's a superb RPG
which uses a near-identical control system. It's got
plenty of action and tons of atmosphere. i you're the
sort of person who cringes in horror at the thought of
RPGs then this will convert you. See also Hired Guns.

Zool 2

Publisher: Gremlin
Issue Reviewed: January 1994
Memory: 1Mb

Price: £26.99

Yet another sequel wangles its way into these
Recommended pages. Despite being more of the
same, this is far superior to the original - Zool now has
much more character, is much better animated and is
a lot more enjoyable and less frustrating to control. If
you want you can even play as Zooz, Zool's girlfriend!

COMPETITION

How do you fancy winning a free piece of software? Well, just correctly answer the three
questions below and you're in with a chance...

(1) How many games in this month's Recommended have scored 86%?
(2) How many games in this month's Recommended have scored 87%?
(3) How many games in this month's Recommended have scored 88%?

Answers on a postcard or back of an envelope by May 28th to the following address: The
All-New Recommended Compo 2, 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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NEX LMD NTH

his month we'd like

to dedicate the last page to Sad (weve changed the name to
protect him) from Loser City. Sad's in his early twenties and studying

Drama at a University somewhere in the North of England.

Okay, you're probably sat there thinking: “I'm not Sad, I'm not an
aspiring actor. What's going on?” And if you are neither, then chill. But
if you're now covered in sweat, hoping that we're not going to tell all our
readers what you did — then think again. We are. And here goes...

Sad decided to write (or should we say “type” eh Saddy-
boy? Heh heh, a good one that) a letter to a certain female
member of staff. It began with some ridiculous statement about
fiow he wasn't going to start off his missive with “love the magazine
guys” or, “some other sycophantic gem of prepubescent wisdom destined for the trash can” (how
wrong he was). Okay, he's trying to make a play for Jenny and using long words is a pretty good
start. After all, being eloquent is a sign of intelligence, so using words of four syllables or more, at
the beginning of a letter in which youw're declaring undying love to a member of the opposite sex, is
a good start. But Saddington was obviously so wrapped-up in his thesaurus that he forgot some of
the more, afiem, basic rules of punctuation, grammar, etc. For starters, he opened with — and 1
quote — “I expect your wondering why the hell...” '

Why the hell what, Sad? Why the hell you opted to use ‘your’ instead of ‘you're’? And it wasn't
as if this was a one-off blunder, because every time Mr Sad meant to say ‘you are’, he distorted it
to ‘your’. You lost points there, mate.

Saddo-the-Sad continued by revealing the most intimate facts about himself (yawn), drivelling on
endlessly about his age, how he doesn’t make a habit of writing to strange women, or wear Y-fronts,
which was all very interesting and pathetic. But to top it all off he enclosed a photo. Big mistake fella.

What were you expecting Jenny to do, Saddy? Say: “Bloody hell, I've been waiting for Mr So-
Sad-1'm-23-and-Never-Kissed-a-Girl to drop me a line, 1 think Vll elope with him"? Or: “Isn’t this
line about not asking for underwear just the funniest ever! I've decided 1 love this guy.”? Do you
write this kind of inadequate tosh to every woman you see in print? We hope not.

We're not going to make a big thing out of this, Mister so-called Sad, because we feel you are
probably a bit new to girls in general and didn’t know what you were doing. We could have done a
lot worse, but we'll be leaving that for next month. Remember: we've got that photograph.

May issue on sale |
April 28th

Iit's not a bloody
dating agency.

' Dear News Vendor,
' 1'd be most grateful if you would reserve/deliver* The One every month, starting with

| the May 1994 issue, which will be hitting those streets on the 28th day of April.
Thanks very much. No, really.
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Amiga

. one hell
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AMIGA ACTION 94%

A MIGA CDSET”‘ Commodore

AMIGA ACTION 92%

¢¢...buyit
now., *?

AMIGA CD328™ Commodare

you're
likely to see
¢t . .youd on Amiga. **

tomias CUAMGA% 4 P

it. 29

16 bit floppy from Eg.gg
Amiga CD* at £ 14'%° COrKars

Corkers is a registered trademark of Core Design Limited TRADEWINDS HOUSE
69 - T1A ASHBOURNE ROAD

DERBY DE22 3F5 ENGLAND

CU AMIGA 94%
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