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e teamed up with leading developer
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create a total NEW soccer sensation!

MATCH THIS!

Speed burst
Power Drive - Snap shot
Banana shot
Super dribble - Super barge

Overhead kicks Free kicks
Sliding tackles Throw-ins
Back heels Special long throw
Headers - Diving headers Corners

Passing Sendings off

One/two passing Penalties

Keeper drop kicks Bookings
Trap the ball Substitutions

Action replays with special video control mode
Fully variable skill levels
Novice modes - Professional modes
Atmospheric crowd effects
Superb graphics
Leagues
Training - Exhibition
World cup Tournament and
customised tournaments
8 player competition - 32 teams
Results + full game statistics

IF YOU ONLY EVER BUY
ONE SOCCER GAME,
BUY THE BEST!
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Blimey it's hot. What withthis 20 UIN £200 AND A BREATH-
being our fan-tastic Summer TAKING TROPHY!

Special, we've decided to do With — yes! — those tremendously groovy people
% ma the entire magazine on the at Gremlin in this brilliant competition. Will you
- beach. That's right — Amigas = become Manager of the Year? Probably not.
B and all. So here | am, feet dip-
)ﬂ ping in the freezing briny, knot- 22 ALL THAT GLITTERS...
&I M A ted hanky on my head and sun- Join Andrew Braybrook and his gang as they go
< blocker on my nose. skinnydipping. Laugh as we duck them mercilessly
Unfortunately, my ‘mates’ (Andy, Matt and Harry)  and spoil their game of girly water-polo. We're gits
decided to swap the old suntan lotion for cooking  at the best of times, y'know.
oil so I've turned an embarrassing shade of fluores-
cent red. Still, nothing's going to prevent me from
enjoying the tranquillity of the English seaside. Just [ b A {310 R Yy
smell that fresh air; admire the crystal-clear waters PUT I e ccccccccsssncassncncnes B
of the Channel. Oh look, there's some untreated It's our biggest feature ye! 12 pages filled with
sewerage drifting dangerously close to that bather more info than an average encyclopaedia. A very
who's swimming with his mouth open. And look, if small one, that is. With no pages.

mm that isn't an oil rig in the distance, spilling millions
it A of gallons of crude oil into the sea. Bournemouth — [l 3K iAol g [V, 1 [
m“"'“m e Crapmouth, more like. Perhaps this wasn't such a (PART ONE)...............n---“.- p 1
o . good idea after all. This is the truth in words and pictures. lnfact it
EC1R 3aU SILCLEEYGLE  was Andy's Idea to get out of doing proper
m '{ggg? ﬁﬂam (LOGIM  writing. Or work. As usual it took him about a
4 CONTENTS thousand years and the reSults are, well, very

m Ltd Feel the temperature soar as we list what's in this poor indeed. A total nightmare.
m blisteringly-hot Summer Special. Phew-ie!
el A WHAT WAS IT, THEN........ 28

& N 6 BOOT SECTOR Just how have Amiga games progressed over the
Tower ng, Tower Avert your eyes! This month's disks are a retina- years? We talk to a few publishers and discover
m Mm burning red, and contain the hottest demos since, quite a few embarrassing skeletons in cupboards.
LE 16 9EF. Tel 0858 468888 well... since we last tried to fob you off with the
Annual Subscription Rates (inc same line (December 1992, actually). Still, they're HOT STUFFK......cccceccncnnnnnnssss 30
mmm’& better than our usual crap, that's for sure. : Discover who's the hottest software publisher
m-m;ﬁgm £50.00 with our easy-to-use guide. Or (and this is more
Airmail Zone 2: £83.00 12 NEWS likely) fall into a coma as Andy attempts some of
mm m Who cares what's happening in the world of Amiga EEGEREEGES SIS
mmmﬁw-mw games when you're lying on the sand with a King
ﬂmm Cone and suntan lotion rubbed liberally into your FAN-TASTIC FACTS.‘.......... 32
output PrePress, 124-132 skin? Boots cares. And so does The One. Everything your could possibly want to know

about the Amiga. And more. Lies.

Primiad by ST Won 16 POSTCARDS
- i s Forget letters — saucy seaside postcards are CONNOISSEUR'S
» where it's at, and you've been sending them COLLECTION.....cccceneninncncne. 34

Gary Penn lists the ten best Amiga games ever.
And moans about other stuff.

WINGEING PENN................ 35

Gary Penn outlines what he thinks the future
holds. Cynical git.

. by the sackful. Pull up a deckchair and we'll

39 WORK IN PROGRESS

Oh look — it's loads of unfinished games in a
minibus, obviously being let out for their weekly
visit to the seaside. Let's point at them and
giggle hysterically behind their backs.




GAMES FEATURED IN THIS ISSUE

BANSHEE REVIEW 74
BRIAN THE LION (A1200) REVIEW 80
BRUTAL SPORTS FOOTBALL (A1200) REVIEW 80
CHUCK ROCK (CD32 REVIEW 81
51 REVIEWS e
el OUT 70 LUNCH...54 jpcHuckRocK 2 (CD32) REVIEW 80
ST t0 the girts. Look — ol . CRASH DUMMIES REVIEW 68
there's Matt playing catch Quite simply, Pierre [T
with Out To Lunch. Oh, Le Chef's first FIFA INT. SOCCER WIP 40
Andy’s doing the breaststroke EIUIEEReITFERE FIRE AND ICE (CD32) REVIEW 81
with Banshee. Hang on — one of the cutest
why's Simon standing on Surf RUERUSETE AN elel i« FIREFORCE (CD32) REVIEW 81
Ninjas' head? Call Billy believe us? Then IMPOSSIBLE MISSION: 2025 REVIEW ‘6
Baywatch — quick! play the bloody
demo and read this four-page review. M 44
84 REPLAYS OUT TO LUNCH REVIEW 54
Bloody heck! It's our old
friends Titus the Fox and Crazy Cars 3, trying to steal our girlies by PSYCHO PINBALL WwipP 51

looking big. Let’s see if we can't thrash them at volleyball. QuIK REVIEW

86 WIN SOME WORLD CUP
USA ‘94 STUFF!

That's right. Just there. Mmm-mmm! Feels good.
Could you do my front now? just a tadge

lower, perhaps. Down a bit further. That's nice.
Oh. Whoops.

(=1
o]

SOCCER SUPERSTARS Wip 50
SUMMER OLYMPIX REVIEW 12
SURF NINJAS REVIEW 58
TOP GEAR 2 WIP 46

TORNADO (A1200) REVIEW 79
88 KILL ZONE . WEMBLEY INT. FOOTBALL REVIEW 60
Never ever drop handfuls of sand into your
eyes... Never ever put bricks in your flippers and M 48
wade lln’m the sea. Never ever put crah-s down your WORLD CUP SOCCER STAR WIP 50
shorts in order to enhance your pulling power... Yes! All
these tips and more in your favourite, erm... tips pages. ULT. PINBALL QUEST REVIEW 64

100 KICK OFF!

Jon Hare kicks off his shoes, whips off his vest, jumps out of his . BEST D EMOS

i d i h ing “we've d work
o ettt Bt EVER - W‘I\Ll(
102 RESULTS JUST IN I lls uu‘LH -

Time to turn on the wireless and tune into

The One’s results service. How is your BA"SHEE..74

Fancy Football team doing?

104 PD ZONE

Matt Beard, The One's very own Seaside
Novelty, capers along the prom in a silly
face, awarding marks to all the cheap and
very public pieces of software. Just look at
his marvellous bikini. Not bad, eh girls?

110 RECOMMENDED

The 40 best games line up and compete in
a special beauty pageant, just for you.

114 NEXT MONTH

As the sun dips into the sea and the pro-
peller-headed metal detector owners
invade the dunes in the hope of discover-
ing mislaid two pence pieces, we wave i g

goodbye to our very special Beach Issue. R TS AT, N

T plattarmer Fram Titus

PRESENTENRITH THEBNE - JULY 1094

Boom! Bang! Bocko!

QUK
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SENSIBLE SOCCER

INTERNATIONAL

EDITION

Sensible Software

It seems a bit silly explaining how to
play Sensi Soccer this long after its
original release, because I'd be sur-
prised if most people haven't had a
go at some point or other. Then
again, this is the International Edi-
tion which makes all the difference.

This is a one- or two-player demo,
allowing you to play for as long as
you like — that is, of course, as long
as you don’t score any goals. Yes, in
true The One teasing style, this
demo allows you to enjoy a brand
new Sensi bash to the tune of one
goal. This means that you're not
exactly going to be able to host your
own World Cup with the demo, but

at least you'll get to
see the ref in all his
shining glory.

New additions to
this version of Sensi
Soccer include the
aforementioned ref,
the back-pass rule, sus-
pensions and
enhanced goalkeepers
to make up but a few.

Here's a fab idea:
why not try and see
how many goals you
can score? We man-
aged to score, er...
well, one really. .

B Lk b

Up/Lob when running
With ball: down/Low kick when
Tap to running up
pass, hold
for long
kick (with
aftertouch
if required)

Down/Lob when running
down/Low kick when
running down




Look everyone! The sun has come out! That can only mean it's the beginning of our hol-

BOOT SECTOR

iday-tastic issue, and if I'm not mistaken, Matt Broughton has managed to get the best
spot (i.e. right by the beach-bar). Ah... smell that seaweed. Oh my mistake — hello
Harry. Anyway, let's get things rolling with a look at this month's stunning demos.

DISK A

SENSIBLE SOCCER
INTERNATIONAL EDITION

Sensible Software
OUT TO LUNCH

Mindscape

QUIK
Titus

EMPIRE SOCCER

OUT TO LUNCH ==

Mindscape

Oh yes. Oh. Yes. Yes! YES!
YES! YES!! YE5!!! AAR-
RGGHH!!!! Phew, that was
great, and all | did was load
the game up!

Out to Lunch really is one
of the best demos we've been
able to bring you for quite
some while, with not only two full
levels from the game, but a secret
bonus room game, AND an end-of-
level trolley dash. Crikey.

The basic story line (the full ver-
sion is available on CD and vinyl
courtesy of Simon Byron on page 54)
is that Pierre Le Chef's happy ingre-
dients have escaped and wandered
off across the land, desperately try-
ing to avoid being bunged into a
large hot pot of boiling water (is
there such a thing as a cold pot of
boiling water? — Nit-Picker Attrill).
Sod off grandad! Anyway...

It's now down to you to capture
these naughty fruit and veg rebels
and bung them into an escape-proof
cage until they can be transported
back into the kitchen. All you have
to help you as you as you trundle
about the landscape is a net to catch
the ingredients with and some flour
bags which can be lobbed at the
fleeing fruits to stun them,

Once you've swiped up a fruit you
have two choices; you can either run
back to the cage and deposit it safe-
ty inside by standing above it, or you
can take a risk and move on to the
next item. | say it's a risk, because
should you bump into any un-
stunned potatoes, chillies, mush-
rooms etc. you'll be stunned your-
self, allowing any carried food to
make their escape again. You'll also
find yourself being hassled by more
aggressive foodstuffs which can only
be dispatched by jumping on top of

them until they burst (which you can
also do to stun your AWOL fruit).
The large number in the top left
of the screen shows
the number of ingre-

down to
swing net
(once col-
lected)

Er...
left

Jump

Der...
right

Nil do-en-ze danka

dients necessary to
complete the level,
and once this target
has been reached, a
doorway will open up
somewhere on the
level giving access to
the next. If you can't
see it at first then
you'll have to find it.

There are also sev-
eral teleports and
springs littered
around the place, not
to mention a secret
bonus room hiding
somewhere on the

Mexican level.

Should you get through all of the
levels on our demo disk, you'll be
treated to a trolley dash. Here you
must keep pushing the trolley along
from the left to the right, while the
screen scrolls along behind you, try-
ing to catch up. As you trolley along,
you can also jump up to the super-
market shelves and grab yourself as
many bonus ingredients as you feel
brave enough to go for.

Most of this is fairly instinctive
stuff anyway, and I'm sure you'll
have a hell of a lot of fun working
out any elements that I've not
already explained anyway! Ye-ha!

HOL1lD3S

o o8



B A 00R

BO O T

Empire

Football! Football! Yes, we all love
football, and no mistaking! So,
you've got to grips with the old clas-
sic, Sensi — now have a quick sip at
the chalice of the future, with
Empire's, erm... Empire Soccer.

It's all football at the end of the
day | know, but now you can enjoy
all the fun of kicking a ball around
with new improved 'huge-chunky-
graphics-O-vision’. There's nothing
here that's going to take you by sur-
prise, but suffice to say that once

BOOT SECTOR

EMPIRE
SOCCER

you've won or lost the
toss (by moving your
joystick left or right to
select heads or tails)
you've got a few min-
utes to prove your
worth against the might
of Cameroon. The one-
player game in our
demo features an aver-
agely-skilled team (no
relation to Cameroon,
then) and by no means
contains all of the fea-
tures that you're likely
to find in the final game
(but more on that next
month).
Er, other than that

all | can say is, bring

‘Boot Sector’ with them! Ta-ra
for now.

KUNG-FU
CHARLIES

I'm afraid we failed to
mention  that last
month's coverdisk PD is a
shareware game, con-
taining only thirty of the
100 levels. If you register
with Andrew Walker,
you'll receive Kung Fu
Charlies Version 2 (com-
plete with those 100 lev-
els, and ten different
graphical styles) plus
another game called
‘Duel’. Sorry about that
Andrew! To register,
send £6 to: 57 Brackens-
dale Ave, Kingsway,
Derby  DE22 4AF
(Cheques payable to
Andrew Walker)

back games with dodgy plots in
them — at least it's easy to pad out

EHEGL AMND

Kick/tackle etc
(see lower

Run up
panel)

As
Lett/ left
Aft
fan only,
b right.
Run down
SKILL CONTROL
Header — ]Hn with ball in the air
tap)
— Fire with ball close
‘tackle — Fire whilst running
without ball (quick tap)
Pass — Fire (quick tap)
Special move — wait for the 5P sym-

ﬁymmm-mﬁ-m

F1 toggles between 1 and 2 players
once the demo has began

QUIK

Titus

Rabbits! Rabbits! Yes, we all love
rabbits, and no mistaking! Er... well,
what can't | tell you about Quik.
Well, Harry reckons that it's got
something to do with Nesquik and
milkshakes and stuff, and there’'s
also a good chance that it's French.
Or something. Great. Information
City straight ahead.

Well you're a rabbit (and I'm sure
of that) and you've got to run from
the left side of each level to the
right, aveiding or killing any animals
that happen to get in your way. You
are able to spin at the aforemen-
tioned gits, often needing to crash
into them more than once. And
sometimes, more than twice. (Keep
going matey. | don't think anyone
has noticed that you don't know
what the blazes you're talking
about. — Harry)

Look. It's quite simple, isn't it?
Just run around, have a lot of fun,
enjoy yourselves, and remember to
press fire if anything comes near
you. Alright? Lovely. Oh, one other
thing, your little rabbit gets hungry
and thirsty, so remember to collect
any icons dropped by dead animals
as they boost your water and carrot-
O-meters (in the bottom right).
You'll also see your hit points in the
bottom left, represented by little
hearts. Should you lose all five,
you'll lose a life and return to the
start of the level.

Well great, we appear to have
bluffed our way through the entire
Quik instructions, and now stand
proud and erect at the end of what
can only be describes as ‘a load of
old tosh’'. Thanks for being there
when | needed you most. Bye.

THE
SMALL
PRINT BIT

1. Whilst we here at The

Due to the large number of
duplicate disks made, the occa-
sional one isn't as perfect as
Simon thinks he is. If you're
unlucky enough to get one of
these, I'm very very sorry, but
PLEASE DON'T SEND THEM TO
US! Instead, send then to this
address with a SAE for 28p:
The One Coverdisk Returns,
Diskxpress,

Unit 3,

Old Coalyard Farm,
Nothleach,

Gloucester GL54 3EP

Once you've done this, dance
‘till your daddy gets home, and
wait for a new disk to arrive. If
you think that your problems
(nothing personal, please) can
be solved down the phone, call
the Diskxpress helpline on
(0451) 860770 between 3pm
and 5pm on weekdays. “You
shall have a fishy, on a little
dishy. You shall have a fishy,
when the “bwoat” comes in’.

One make every effort
to check the coverdisks
for all known viruses,
we can accept no
responsibility for dam-
age caused by viruses
which may have
escaped our attention.
2. The One and its cyar
retailers are not liable

for any unnotified
changes to the con-
tents of the coverdisks
which may occur.

(Snip
Dept.

Spin like Soni...

Jump

— Legal
Ed).

Run
right

View below
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From a military post in the middle of Siberia, Comrade Rukov
has been fransferred fo the KGB's recently-formed Department P
- for reasons he doesn't need fo know.

His brief: to investigate cases of corruption inside the KGB itself.
As Rukov begins o tug af the sordid fabric of Soviet political
and criminal life, he exposes one ferrible secret after another.
How he faces the challenges ahead will determine his success:
it could prove the difference belween a new age o
democracy......or a new reign of repressinn_

KGE 8 & radamarnk of vegn Indera » Erieria 3 Gy & 1902 Virgir
Wl |,.1_.-|_| Hortmrmar .rll{;l Il:|-;.|',| ||_| ad urder license hom
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Archer Maclean's done for pool what he did for snooker.
Brought it balls, rules, baize and all to the home computer.
Pool features three sefs of rules: 8-Ball UK Coin-Op, and
8-Ball and 9-Ball US Pro.

You can practice or play a single maich against a friend or
one of 20 computer-confrolled opponents. Or why not
involve yourself in a fournament as one of eight players?
You can leave the cue and small change at home.

"Very fast, very smooth, superb

;:—:‘f‘:{'m‘(irfrw "~ ATARI ST REVIEW - 94°%
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nenl 1992, Proc
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daln
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" barred sireet bike racing fhat'l

blow you away. Race al phenomenal speeds

against 14 hastile opponents.

* Pawer up by grabbing your opponent’s club.

* Race on 5 highways.

* Avoid on-coming fraffic, Irees and cows.

* Out run motorcycle cops.

* Upgrade your bike as you gel more race
winnings,

* |Enjoy stupendous crashes.

* Thismping in game soundtracks. yours....

" very imp

plished under bconse from Elecironic Arls Lid E mtariaremiant

inheril your father's Realm on his death.
But the fragile peace has been shattered and
war rages between the Realms. Mow your briel
reign has become a fight for survival. The
neighboering Realms are growing in strength af
your expense. Do you build lines of supply to
barter with them? Or build armies 1o battle with
them? Each Realm vies fo be the ullimaie power.
There can only be one. Just make sure il’s

ressive.” - AMIGA ACTION

ved. Road Flash'™ s a ademark of Elecinnic © Grahgold Lid. 1991, © Virgn Intesaciive A e
1561 . Produced wnder koense fram
1 mrademask al Trarec A, in Vingin interaclive

LoD

Endowed with
the divine right to rule, you

you like your
football packed full of frantic
goalmouth scrambles, spectacular
shots, aggressive  off-the-ball
incidents and bone crunching
fackles? Well, European Football
Champ is the game for you. A
faithful conversion of Europe’s most
successful football coin-op - many W TIRGN

tall |1 Ihe heﬂ Iunihall gamﬂ eweﬂ MANCHESTER - M3 ALZ

TELEPHOME: 061 B32 6633
FAX; D1 B34 DESO

Crpmgtrt gl Moleet S WopioLEs coeyipuer 10wl

|I._| el Softanana Taiba 1962, © 1992 Domark Geoup Lid

2 CASTLE STREET | GASTLEFIELD




is electric as the stage is set for the World’s best players

to display their awesome skills. KICK OFF 3 is a game for
the true soccer fan. Top footballing Nations from 5 continents
battle for soccer’s biggest prize - The World Cup. Thrill to the
one touch football of the South Americans, the

W of the North Europeans and the

skillful yet eccentric African nations. Stamp

your authority on the
match using the key play-
ers within the team. Each
country has ifs own style
play dependent on the
way these players are
used. Be sure fo play to
your feam'’s strengths. Use

I nternational action at its dazzling best. The atmosphere

PC COMPATIBLES

PC & COMPATIBLES PC CD ROM

© Copyright 1994 Anco Games. Published by Anco Software Ltd, Unit 7, Millside




the Brazilian Playmakers to split the opposi-
tion with pinpoint passes or the German
Sweeper to build from the back. Play the ball
to the dashing full backs from Cameroon or

2 25 ] K FULLEE

PC COMPATIBLES

i’ s release the flying Dutch Wingers.
- a— o e

| —_—— ————

KICK OFF 3 is packed full of dynamic features that
sef it apart from any other football game.
B 4
Cng Over 2000 frames of animation for smooth,
fast flowing International action and multi
S heatit, directional pitch scrolling. Thirty different
5 SET PLAYS for corners and free kicks give the
most dramatic dead ball situations ever. A practice
mode allows you fo specialise dribbling, overhead H-
kicks, volleys, flicks, diving headers and the deadly
AFTER TOUCH. Switch your tactics and your side’s
style of play with a TEAM TALK at the right
time. Speed and ball control options give
instant playabilty for novice and master gamer
alike. Soccer realism with Match facts, a Man

of the Match award, action replays, all the
latest soccer laws and much more.
@

kickin’
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NEWS

FUTURE TO

BE SEALED

WITHIN DAYS

T

he new owner of Com-
modore UK will be revealed
any day now. As The One
went to press, Commodore's top
brass were ‘deep in discussion’ with
a mystery buyer. Insiders confirmed
that a deal was ‘imminent’.

MNo one knows who the buyer will
be for sure and just about every
major electronics company has been
touted, but the most solid informa-
tion says it's a Far-Eastern (but not
Japanese) corporation.

Three names keep cropping up:

*Acer, from Talwan, already has
a business relationship with Com-
modore as its distributor in Asia.

*Samsung, from Korea, is one of
the fastest expanding electronics
companies in the world, yet has no
games products.

*Goldstar, from Taiwan, is the
newest name to be linked with Com-
modore. Like Samsung it will want
to muscle in on the games market.

Any one of these companies
would probably be good news for
Amiga fans.

All three have the necessary
money to plough into developing
and marketing products and exploit-
ing the huge UK market. They would
probably not take over the US oper-
ation which, apart from some mar-
ket share in the Amiga 4000 sector,
is frankly a waste of time.

For those of you who have been
holidaying on Mars, the ‘scramble
for Commodore’ began on April 29
when Commodore International
went into a form of liquidation in
the Bahamas, where it is registered.
It also closed its research and devel-
opment labs. Basically, it stopped
trading and went up for sale.

It had to. The company had been

haemorraging cash for three years
and although the %8.2 million
loss announced for the last
quarter of 1993 was better

CD 32... sales were merely OK when
they needed to be fan-tastic.

than the $77.2 million loss for the
same period in 1992, an $8.2 million
loss is indisputably an $8.2 million
loss however you look at it.

This wretched performance was
achieved despite savings totalling 70
percent from redundancies, office
closures and the scrapping of unpop-
ular products like PCs and CDTV.

The UK office has continued trad-
ing throughout this farrago
although with its parent company
effectively suspended there were no
new Amigas to sell. Commodore UK
could only distribute what was in its
warehouse.

For the time being the UK office,
distributors, shops and us lot have
to play wait and see. It's pretty
unthinkable that a company which
can sell 150,000 machines at £299
each in a year (the Amiga 1200, in
other words) will be simply wiped
out. Expect good news soon.

ommodore’s accountants
c blamed recession and a flat

market for its continued
problems. Sales of CD32 were
merely okay when they needed to
be fan-tastic and strong Amiga
1200 sales couldn't take up the
slack. But Commodore’s problems
began a long time before the mar-
ket went flat.

When the Amiga was the undis-
puted king of the castle in the late
80s Commodore decided it didn't
want to be bracketed as a games
company so it set up a PC division.
It manufactured so-called “clone
PCs" which were assembled cheap-
ly without having the knowledge
to seriously challenge big boys IBM
and Compaq or cheapo boys like
Amstrad.

Then there was CDTV which was
launched as an exciting new mul-
timedia machine for the whole
family. Really, it was an Amiga 500
in a new box with a CD drive, Com-
modore wanted this to be a
machine which went into every-
one's living room so they didn't
aim it at the Amiga fans. But the
Amiga fans were the only buyers.

Both the PC range and the CDTV
drained the profits generated by
the ever-popular Amiga 500 (and
later 600 and 1200). This meant
that these great machines didn't
receive the marketing muscle they

deserved to take on the consoles.
And at the other end of the range
the Amiga 4000 was launched to
tremendous acclaim. Trouble was
no one could find them.

Add to this tale of woe luxuries
like having a company jet and you
can see that some kind of melt-
down just had to happen.

And so it did. When the $77.2
million loss was announced last
year drastic measures were intro-
duced and the CD32 was lined up
as the company's salvation. Com-
modore had learned the CDTV les-
son and here was a great games
machine, audio and Video CD play-
er in one, Critics raved {(mostly) but
it was too late. There was no
money to thrust CD32 at the pub-
lic and its UK sales somewhere
between 35,000 and 70,000 — fell
short of what was needed to bale
Commodore out,

* Amiga Music specialist Blue
Ribbon SoundWorks has pledged
its continued support for Amiga
users. The company's president
Melissa Jordan Grey said: "Com-
modore's demise may actually spur
additional growth of the Amiga
market as new contributors and
licensees emerge.

“We remain 100 percent com-
mitted to our worldwide Amiga
customer base."”

o you regard your old 500

D more like an easel than a
computer? Is your mouse

a trusty old brush? Your monitor
a canvas? It is? Well, you may be
a pretentious old bore but you
could just be in line for a prize.
Glasgow-based Amiga user
group, the 24-Bit Club, has put up
£5,000 worth of prizes in a com-
petition for budding Amiga

artists. The group will award
prizes in three categories — Sci-
fi/fantasy,photo-realistic and
organic/abstract — and will trans-
form the best entries in into
rather snazzy holograms.

All entries will be put on to a
video for promotional purposes
later. To take part, call 041 946
2191. The contest closes on Octo-
ber 28.




GRAND MACHINE
FOR A GRAND!

he cost of professional Amiga

l computing has dropped a lit-

tle —distributor Silica has

browght out an A4000 030 for £999,
slaching the RRP price by £200.

Commodore doesn’'t make the
machine with a hard drive but Sili-
ca's version includes a whopping
214Mb. The 540Mb machine costs
£1299 That should be enough for
Rainbow Islands.

Both bundles come
with Wordworth, Print
Manager, DPaint [V,
Chaos Engine, Syndicate,
Pinball Fantasies and Nick
Faldo's Golf.

More fab news comes
from US publisher New
Tek, which is releasing its
award-winning graphics
software LightWave on
its own for the first time.
LightWave traditionally
comes packaged with the
Video Toaster.

TOUCHING

SkyB will redefine ‘in-yer-
B face’ TV when it introduces

a 3D version of Head To
Head. The original version of the
eight minute show, which pits
games players against each other,
is being repeated at the moment
on The Children's Channel. The pro-
ducers have just finished making

ichard Branson may have
R missed out on the nation-

al lottery but why should
he care? Virgin Interactive Enter-
tainment won the much-sought-
after Golden Joystick prize for
‘Best Software House'.

The Golden Joysticks are
awarded by the readers of EMAP
magazines and since The One is
an EMAP magazine that means
you. Yes — YOU!

Virgin scooped the award for
the consistently high quality of
its output (and no doubt for sink-
ing major wedge into all that
flashy PC stuff like 7th Guest) but
the product which voters singled
out was Cannon Fodder. This
awesome shoot-em-up — award-

This is the Amiga peripheral which
lets you fiddle about with film
sequences (just like they do in Hol-
lywood). Lightwave is the package
used to generate animated

sequences. Soon Lightwave will land
here. It will probably set you back
around £600. For budding Spiel-
bergs and serious bedroom enthusi-
asts only.

Syndicate... bundles of fun.

TV GAMES

100 3D showdowns which will be
broadcast every day, twice a day
starting in July. Viewing will
require 3D glasses.

Head To Head is the only games
show on telly at the moment. It's
hosted by Violet Berlin from ITV's
Bad Influence.

ed a stonking 91 percent by
Britain's
games mag — us — was named
‘Best Original Computer Game'.

Other
went to Sensible Soft-
ware
named Best Computer
Programmer,
Software which won
Best Computer Simula-
tion for TFX. Acclaim
was rewarded for "ser-
vices to the industry’.
The swanky 'do’ was
attended by over 150
senior industry people
and was hosted by
zany, madcap Radio 1
DJ, Steve Wright.

least funny Amiga

accolades
which

was

Ocean

Cannon Fodder and
TFX... tearful recipi-
ents of the old gild-

ellons, Charlies, Bristols,
M Bazookas, Jugs — what-

ever you call them we'll
wager you've never seen girly love
bumps on a mouse mat before.

Until now. Because Oxford-based
The Data Business is putting the
saliva back into mouse drivers by
producing a mouse mat in the form
of a pair of, ahem, brassiered mam-
maries. Your graphical user inter-
face will seem so much more erot-
ic from now on.

Girls and er... others have not
been excluded as Data Business
has, in a fit of political correctness,
also produced a version featuring a
gleaming male torso.

For eunuchs and animal lovers
there’s a pig, frog, owl and others.
You can even have a mouse mat
shaped like a spilt cup of coffee so
that, rather amusingly, you might
accidentally fool yourself into
thinking that you have in fact spilt
your coffee. Hours of fun with that,
we reckon.

These completely wacky mouse
mats will set you back a measly
£6.99. They apparently have etched
PVC tops for good traction (always
useful) and specially-made matrex-
90 high colour bases. All very nice,
but if we're talking about putting a
pair of wazoomas on your desk,
who cares?

Phwoar! Mot bad, eh lads? The knockers aren‘t bad, either.

JOYSTICKS TRIUMPH
FOR VIRGIN

ed control column




COVERMOUNTS TO
GO WHOLE

omplete games
could soon
appear as maga-

zine cover-mounts. A
meeting of industry big-
wigs later this month
will discuss whether the
time is right to relax the
current stricture which
states that only demos
may be cover-mounted.
There's a feeling that
‘giving away’ games
from the back catalogue
wouldn't damage indus-
try profits as it may have
done a few years ago.

Unsurprisingly, the
main topic on the agen-
da at the meeting of
trade body ELSPA will
be sex and violence on
cover-mounted games. It doesn't
want to cover-mount games full of
blood and swearwords which may
upset a few MPs, who, of course
never swear, or hunt, or anything.

Under the law, games don't have
to get a certificate like films. Games
publishers have only a voluntary
requirement to submit product to
the British Board of Film and Video
Classification for a rating. Mean-
while, ELSPA has launched its own
voluntary games classification sys-
tem. The body expects all games to
carry an ESLPA rating by September
1st. Obviously it doesn't want cover-

ommaodore's corporate sit-
uation might be a bit on
the desperate side but
paradoxically Amiga platforms
keep grabbing market share
from their rivals. Up to May,
Amiga software accounted for 21
percent of all games sold in the
UK. That's just behind the Mega
Drive and nearly double sales for
SNES and PC. It's a 1.5 percent
rise on the previous month.
CD32 increased its share to 2.5
percent of the market. It's still
pretty small but check out the
formats trailing in its wake — PC
CD-ROM, Mega CD and Atari 5T.
The CD32 hot games were Fron-
tier Elite 2 (again), Sensible
Soccer 92/93 (yawn) and Bru-
tal Foothall.

Trex Warrior... the complete game given away by
The One last August.

mounts to ruin its clean-up efforts.
Roger Bennett, director and gener-
al secretary of ELSPA, said: "We'd
like to see magazine publishers show
the same degree of responsibility as
the games companies. We're confi-
dent they will and this meeting is
designed to help them do so.”

STICK TO YOUR CARTS

Championship

hat could be more described as the best book about
W embarrassing than football ever. It is as well. Even
loading up your copy of though it's about the Arsenal.

Manager
and finding Darren Peacock
sporting QPR’s kit? Horren-
dous thought, isn't it? Hav-
ing recognised that there is
a serious potential for
embarrassment here,
Domark has lined up the
Championship  Manager
End Of Season Data Disk.
For £15.99 you'll be
able to relegate
Sheffield Utd (hurray!)
and promote Crystal
Palace (er, can we
have Sheffield Utd
back?). The new disk
is an wupgrade for
existing owners only.
It’ll be out at the end
of the month. And
there's a free copy of
Fever Pitch by Nick
Hornby. This has been

Friendly from
0id Trafford

1=t Half
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Championship Manager End of Season Updates...
bye bye Harry Basset, hello Brian Little?

SAYS TEAM 17 S

eam 17 continues to stick
I two fingers up to con-
soles and while giving a

big thumbs-up to the Amiga.
The Yorkshire boys' latest
budget game Arcade Poaol
smashed into the charts at num-
ber one and accounted for near-
ly four out of every 10 budget
games sold. Last year Alien
Breed Special Edition stayed in
the charts for an amazing 33
weeks. Mot surprisingly, Team 17
has been deluged with offers to
put its catalogue on the con-
soles. But it ain't happening.
Marcus Dyson, Team 17's devel-
opment co-ordinator, explained:
“We're not keen to license them
out. After all the strict quality

il e A Ml i e SR L U
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controls the Amiga versions had

to go through we don’t want to see poor conversions

on console.” With so much emphasis on gameplay it's

not surprising that the company has committed to CD

formats. It has 12 CD32 games in development now.

* Body Blows will be released by Team 17 in a new

AGA version in a few weeks time — but check this out

— it will cost only £12.99! Innovations include 256

colour AGA graphics, the 21-player Tag Team mode

' which only previously on Ultimate Body Blows and the
ability to install the game on the hard drive.

It's Alien Breed. And, yes, it's 2. We'll never tire of that
old gag. Even though it's not funny.



RENEGADE MAKES
UNITED SENSE

he reliable old warhorse

Sensible Soccer will be re-

released in a limited edition
before making way for a fresh pair
of legs this autumn.

The re-released game from Rene-
gade is an International Edition
designed to co-incide with the
World Cup (and featured exclu-
siwvely on The One's beach-tastic
cowverdisks this month!!!). it con-
tains all the participating teams
and fixtures on show at USA 94,
Call Wolverhampton Wanderers
and ask one G Taylor whether Eng-
land will be there.

Apparently the gameplay for
International Edition has been
tweaked to allow the referee to
show red and yellow cards. Let's
hope the ref's show more consis-
tency than they do in the Premier-
ship every Saturday.

Sensible Soccer International
Edition will knock you back £19.99
but if you've got the original you
can upgrade for £8,

ow can you achieve protec-

tion from your monitor's

harmful ultra-viclet rays
while attaining a fashion look that
will make men seethe and women
swoon? The One has the answer —
try Gepro's incredible glasses.

The much
hyped (by us}
Sensible
World of Soc-
cer will be
released in
September
on Amiga. It
features
1,500 gen-
VI T
clubteams
from around
the world.

*Sensible
Soccer is one
of four hit soccer-sims to be assem-
bled in one package by Empire
Software. The compilation has
been put together to cash in on
World Cup fever (does this sound
familiar?) and costs a meagre
£25.99, The other games are Goal!,
Championship Manager 93 & 94
and Striker. As David Coleman
might say, er... that really is quite
remarkable,

According to information only
recently beamed in on a press
release, these amazing shades
provide 99 percent protection
against electromagnetic radia-
tion, reduce eyestrain and com-
bat drowsiness.
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Sensi Soccer International
Edition... tasty cover-mounted
bliss for this month only.

PSLOP PTCLGY, PSLOP
AGKXE, PYV PSLOP ZGBSPC
PEX VXTGVYLYO COLM
SXMMPOX UJMC LIWX NGJ.

But that's not all. They also

sport a 'lightweight practical

design’. Grrr, eh girls? Even if |
you're already ocularly quadri- .
form, Gepro does a clip-on ver- |

sion to fix on to your specs. Is
there no end to the good news?

EURO

TRAWLS

J

The cream of the Amiga world's budding
talent can be yours for under £15. Spe-
cialist CD publisher Almathera, well-
known for its huge public domain com-
pilations, has released EuroScene 1 for
CD32. It consists of game sequences, art,
music and graphics demos by the 10,000
Amiga programmers who contribute to
the European Demo Scene.

This is the archive held at the Univer-
sity of Helsinki which has always been
used as something of a shop window for
software “talent”. Almathera’s technical
director Jolyon Ralph said: “Every soft-
ware house in the UK has someone on
the staff who exhibited on EuroScene.
And that includes me.” The work on
Almathera’'s disc fills the entire 600 Mb
of the CD.

A second volume will be released before
Christmas.




POSTCARDS

“EXTREMELY
' ANNOYED BY THIS
COMMENT"

“NOT SO GREAT AS

TO BE CUMBERSOME"

Dear The One,
| would absolutely love to take this
opportunity to tell you what a won-
derful magazine you are. Your pages
are just the right dimensions and
have a wonderful friction coefficient,
providing an easy surface to grip. The
bulk is large enough to provide a
hearty read, but not so great as to be
overly cumbersome.,
Your reviews and comments are
most mirthful — have you ever
considered the stage? | am

sure you would be a most witty
panelist on the current affairs pro-
gramme Have | Got News For You. |
am positive that | won't win your
‘Git of the Month award’, but per-
haps you could start a new award
called the ‘Bottom-Licker of the
Month’ or something.

Yours brown-nosedly (but not at
all smelly because your back-passage
is gorgeous too),

Allan Ovington,
Sheffield.

There's not much else I can add to
that, is there?

Drear Thelone
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“DO YOU

ACTUALLY CHECK
YOUR MAGAZINE2?"

Dear The One,

In the Letters section of your maga-
zine, | notice that you like slagging
off people with bad spelling in the
‘Git of the Month'. Do you actually
check your magazine after it has
been printed?

For example, on page 32 of the
May issue it says "Tie breaker: (com-
plete the following statement in
twelve wrods or less).” Or on page
33, it says “Cocks away!” Well, what
can you say?

still, you're the best magazine for
Amiga gamers and you're one of the
few magazines that frequently gives
away 3 coverdisks with some blind-
ing demos and PD games.

Tristan Harvey,
Cannock.

It’s okay, Tristan, |'ve tidied up your
spelling for you (obviously you're the
kettle and we're a black pot). Any
anyway, we meant to put ‘cocks
away’. Back in World War 2, allied
pilots relieved the boredom by held-
ing bird fights, where two feathered
animals pecked each other to death
in a cage. Because betting was
involved, this practise was illegal on
military property. As such, one per-
son was placed on watch and
instructed to warn the others when-

a senior officer was approagh-
. cry of “Ci '
away!" was followed by a c of
people desperately trying to cover
up these illicit activities.

The word ‘wrods’, by the way,
comes from the Anglo Saxon
‘wrodee’, which means ‘One with a
speech impediment. Like Johnathon
Ross, for example’. We were merel,
being funny. Or not.

Dear TheDng———= a Tg}tml _

— == youwerelovely—

“CAN'T BLOODY
COUNT!
Dear The One,

upset
‘wrods?’ — Simon.) cannot descri
how upset | am, but, trust me, I’
pretty cheesed off. | only get thi
upset if money is involved — nam
ly about £1000 that | intend to wi
off you around September-ish time
as long as I'm right in the knowled
that you can‘t bloody count!
| am referring to the June resul
of your Fancy Football League goa
keepers' bit. Go on, have a look an
come back when you're done.
Finished? Oh, you haven’t bot
ered [we did, actually — Simon.]
well, anyway as far as I'm co
cerned -1 -4 = 5, not -4 as you p
it for The Batcave, as well as mo
of the other keepers. Now, | don’
like having a whinge, but I’
picked Nigel Martyn as my keeper i



the hope that you are all thick.
Please tell me that you are.

I'd also like to mention something
about MA Griffiths" letter in the same
ssue, 50D OFF YOU ANMNOYING -
and | hate 16 use the word — GIT! If
you want to be all nice and mature
then that's very lovely, but | quite
enjoy being a childish git, and in case
you haven't noticed, so do a lot of
people when they're young. If you
want to be old and decay slowly
hunched over your keyboard com-
plaining at any fun we have then
bog-off over to another magazine
and let us run around with our undies
on our heads like the idiots we are!

I'm immature and proud because
it means I'm not an old whingeing
git like yourself. As long as there are
idiots like me around, The One will
never get boring. Let your standards
slip and stay sarcastic.

Mike Waterhouse

Erm... we can count but (and you've
got to believe me), the ‘Fancy Foot-
ball Competition’ is the biggest
administrative nightmare I've ever
had the misfortune to oversee. The
results are fed into a specially-creat-
ed computer program which then
churns out every player's scores
(110 in all). These are then added to

the running total every issue and
the results keyed into the grids you
see on page 103. Sadly — and this
was always going to be inevitable

mistakes have crept in and we
can only apologise. Obviously we do
our best but you're probably aware
of how crap at our jobs we are, so
what can | say? However, any key-
ing-in errors spotted in the mag are
rectified the following issue (as you
can see) and the final tables will be
correct. 5o if you spot any simple
mistakes like that, or notice other
inconsistencies then please don't
waorry. We're bound to notice them
sooner or later.

Dei:r TheOne,

ely time-
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“EMANATING FROM
PUBLIC LAVATORIES"

Dear The One,

My friend and | have just thought
up a completely new and revolu-
tionary add-on for the Amiga. Any-
one who has ever read a PC maga-
zine will no doubt have seen them

P OSTUCARDSS

wiffling on about strange contrap-
tions called sound cards. These sim-
ply enable the PC to produce sound
and music. It is from these cards
that we got our inspiration to
dream up this new add-on, the
smell card.

This card would allow the Amiga
to produce different smells according
to your situation and location in a
computer game. For example, you
would be able to smell the sweet
perfume of a young princess as you
held her in your arms in Defender of
the Crown. You would be able to
sample the pleasing scents of the
flowers and plants as you wandered
through the woods on Melee Island
in The Secret of Monkey Island. You
would be able to smell the sickly-
sweet aroma of blood drying in the
sun as you gun down innocent civil-
ians and enemy agents in Syndicate.
And the nauseating fragrance ema-
nating from the public lavatories in
S5im City could be simulated with
remarkable accuracy.

As you can see, the smell card
would greatly enhance the atmo-
sphere produced by games and would
probably become an essential add-on
for all Amiga owners. One word of
warning, though. Be careful when
you're playing the final part of Mon-

key Island 2 because LeChuck's under-
wear doesn't smell as sweet as roses.
Gareth Mc5orley,

Glasgow.

Yes, but would it recognise dire
releases and produce appropriate
crapulous and farty smells whenever
you loaded up Last Action Hero or
Dangerous Streets? | think not.

Dear The One,
*.‘3.' Ve y t;mg, .
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“YOU THINK BJORK
IS LOVELY"

Dear The One,
I am writing in response to a sup-
posedly Lord Thrombosis Granttock
IV. Bjork, a beauty? Who the hell let
you out? | always thought it was a
bad idea closing the mental hospi-
tals down.

| know you think Bjérk is lovely
because your friends do and you
think it is really trendy to follow in
their footsteps. You bought the Bjork




POSTCARDS

T-shirt because your friends did. You
bought the Bjork knife and fork set
because your friends did. You bought
the Bjork underwear set because
your friends did — all just so that you
could be trendy.
| could probably guess what you
are wearing; big, baggy army-style
pants and a pair of Doc Martens,
with a smelly fisherman-type jumper.
You have long, chip-pan-greasy hair,
more spots than Super Ted's friend,
and earrings that would put Bet
Gilroy to shame. | bet that if you
added up the cost of everything in
your wardrobe it would come to a
penny less than a fiver. And it would
all stink of toilets.
Face facts, you're a sad little plop
on a dog's bottom.
Paul Hallwood,
5t. Helens.

I sense a lot of anger in you, Paul. If
we'd printed your last line then we
would be taken off the shelves and
sent to prison for ever, you sick indi-
vidual. Put on the kettle, take a few
deep breaths, and imagine a field
full of fluffy teddy bears. That's
right. We know Bjérk’s completely
unattractive, as does anyone in the
developed world. But it’s not a prob-
lem. That's right — it doesn’t really
matter. Now go and shake hands
with Lord Thrombosis Granttock IV,
and we don‘t want to witness any
more of this nonsense.

Dear TheOng Dear The One,

Weather s here;
Lwere fﬂﬁ’v
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“BANANAS ARE
CURVY"

Dear The One,

See your Letters page? It used to be
crap. And boring. In the extreme.
Month after months (after month)
your readers would be subjected to
the same old tosh — "In last month's
issue you gave Intrepid Frog from US
Gold 76 percent and this other
mag... didn't,” and, "I hate pirates —
they're ruining the software industry
and probably smell bad.” But now
that—fat—git David has left, this is
beginning to change. 'Git of the
Month'? Inspired. Good on you,
that's what | say.

The magazine is also becoming
better because you're using the word
git literally tons of times, and that
can only be a good thing. And the
reviews are funnier, too. Make me

laugh, so they do. The bits before
the actual reviews are also
improving. No more straight
plot rehashing like in ye olden

\#hrgﬁ!! of ggﬁﬂr.f.

days — they've been replaced by sen-
tences of consecutively-written
English words which, when read
from left to right, are really good.
And guite funny.

By the way, bananas are curvy
because most other fruit is spherical.
God invented bananas because all
the spherical fruit such as apples and
oranges kept rolling of His Godly fruit

bowl and geded some sort of
curved ¢ as a lid.
And bec e power to

it edible and

panana’ because

y, the Great Wall of
q t man -made. It was con-

{very stuplr.lfl beaver. This beaver built
its dam for miles across the Chinese
landscape before it realised that
beavers build dams to hold back
water, not grass.

Well, this letter has to end here
because it if didn't it would end some-
where further down the page. I'll just
say this before | go — | have no
money. | saved seventy pounds in
notes and then used them to make a
papier-mache boat. | called it "Sacrifice’
and gave it to my mum,. She called it ‘a
bloody waste' and made me eat it. No-
one appreciates art any more. Pah.

Neil Jack,
Fife.

You get weirder with every letter,
Neil, what on earth are you on? Any-
way, make sure you keep writing
because your letters are generally
quite long, which means that | don’t
have to write as many words back.

“AS MUCH USE TO
ME AS A CHOCOLATE
FIREGUARD"™

Dear The One,

After sitting lazily on my behind for
the past month or so, eagerly await-
ing the release of the June edition of
your cool magazine and the answer
to a burning guestion which | hoped
someone else would ask, | find
myself disappointed, and thus com-
pelled to write in myself.

My question is this: In the May
issue there was a small article saying
that Team 17 (software gods) were
shelving plans for Alien Breed 3D,
due to the amazing Doom.

This is all well and good for those
happy PC owners out there who take
great delight in gloating over its bril-
liance. Doom can be as amazing as it
wants, but is about as much use to
me as a chocolate fireguard unless an
Amiga conversion is planned.

So, please put me out of my mis-
ery, is a conversion on the cards? |
need to know!

will Rebbins,
Shipston on Stour.

Okay, you'd better sit down. Doom
will not be released on the Amiga.
Ever. You need a blimmin' powerful
PC to run it as it stands so a CD32 or
A1200 version would be far removed
from the unguestionable excellence
of the version that's out now. How-
ever, news has fust reached me that
a game not too far removed from
Doonr will probably be out by the
end of the year. That's as much as |
can say now because I'm sworn to
secrecy, but rest assured that we'll
be bringing you more news just as
soon as | can.

“1 DON'T KNOW WHY
YOU BOTHER"

Dear The One,
| don't know why you bother print-
ing stupid letters like these.
Peter Walters,
Runwell.

Nope, neither do I.

“THEN IT
HAPPENED!"

Dear The One, g
I've just bought the May edition of
The One. | quickly looked through it
and found a Work in Progress on S5im
City 2000. | was overjoyed, and
quickly read through the article. Then
it happened! | found out that it was
not comingout on the Amiga A&00!
My friend a PC and they have
1 ity e played it
pdisappoint-
it it'was not com-
Amiga 600. Please
what's happening.
Aidan Cowley,
Co. Dublin.

spoken to the ever-helpful
axis and he's informed me
that Slm L‘lty 2000 will only run on
an A1200 with a hard drive, sadly.
There definitely won't be a CD32 ver-
sion (due to the amount of on-board
RAM it would be impossible to save
cities) although if Commodore
release an A1200 CD drive then

there'll probably be one for that.

“] LOVE HER

Dear The One,

I'm writing to ask what's hap-
pened to the CD1200. All the other
mags have been writing about it. |
heard it is coming out in the Autumn
— is this true?

And why only five minutes for the
Armour-Geddon 2 demo? It takes me
three minutes to set the damn thing
set up and to find the enemy. | prefer
Betty Boop because she's a babe and
| don't care what you lot think. | love

WATCH
OUT, THE
TIMES!

There's a letter currently circu-
lating the software industry
which we think you should be
made aware of. We've omitted
the names and addresses of the
people concerned but every-
thing else is exactly the same.
With grammatical errors like
these, we'd like to offer the
authors jobs on The One. By the
way, we look forward to the
first issue, guys!

Dear Sir/Madam

We are a group of people cur-
rently reaserching the possabil-
ity of setting up an Amiga
computing magazine, written
and produced entirley on
Amiga computers.

We will be conducting
monthly reviews on software
and hardware currently on the
market, and for future release.
Products will be reviewed fairly
on a percentage basis and will
recieve awards for good quali-
ty and value for money. We
hope to have our first issue out
before Christmas, and will be
offering competitive advertis-
ing rates.

We would be greatful to hear
from you about the possability
of recieving your product for
review in the magazine, and can
be contacted at the above
address.

Yours faithfully
OO0,

The person who supplied us
with this letter also scratched a
reply on the bottom which
read: “Personally | think your
time would be more effectively
spent going to spelling
lessons,” so it's obvious that
this new publication is already
being treated with the greatest
respect.

her even if she was made by Warner
Brothers and is a bit out of date.

Andrew Salter,

Oxon.

Because of Commodore’s on-going
financial crisis, it's impossible to find
out any concrete facts about the
CD1200. Our guess is that it will be
out around September time but that's
the best we can offer I'm afraid. Soz.

Okay, that just about wraps it up
for another month. Keep your letters
comin’ and we'll be back soon. Bye!




Stunning World Cup football
management, you can even turn the
clock back to the qualifiers, but this time
you make sure England get through!

Featuring: Five difficulty levels: 1 - 4 players: full
training sessions (18 styles): full World Cup
programme, or start with qualifiers!: comprehensive
editor for matches, groups, players etc.: group and
individual pep-talks: strategy sessions: view your
opponents matches: six playing styles: create your
own weekly and daily schedule: animated match
highlights: make in-match changes to team and
playing style: in-match commentary (spoken on CD).
And more!

Out: End June, PC, Amiga 1meg, Amiga 1200

Combining meticulous detail and realism
with sensational animated graphics and
irresistible presentation, this game will
inspire the football strategy genius in
you.

Featuring: Unique digitised TV style match coverage:
running commentary (spoken on CD): training
seminars: sponsorship: home and foreign transfer
lists: comprehensive data and statistics: team finances
and morale: player and manager politics: expert
opinions: press praise and criticism: cup conditions:
uniquely accessible interface: 1 - 4 players.

And still more!

Ovut: End August, PC, Amiga 1meg, Amiga 1200

feufures
both
. ﬂﬂd Wﬂf’H UF Daze Marketing. Tel: 071 328 2




8 COMPETITION
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he whole world's gone foot-
I ball crazy! Except England, of
course, as Terry Venables and
his squad ‘enjoy’ an enforced holiday
while the rest of the globe’s premier
sides compete in the World Cup
{which should be reaching
its conclusion about now).
And it's all because of Gra-
ham Taylor's stupid ideas
and the fact that he didn‘t
pick the entire QPR team to
don the white shirts and
dark blue shorts for the all-
important qualifiers.
Whenever an England
manager is doing particular-
f ly badly, passions run high
throughout the country. In
the Summer of last year, a

uproarious in his protests.
“Substitute so-and-so,” he
bawled. "Push up
what's-his-face,” he
cried. "Bog off, Tay-
lor!” he shouted. As
England conceded
another goal, he
became so incensed

= ] few people from EMAP —me
w included — decided to go
@) ! and watch a televised
) _ match in a seedy pub
A in Islington (and this is
P true). The place was
. packed full of drunken
men eagerly watching the
roy many TVs set up especially’
(N for the footy match. As Eng-
land started to slip further
o and further behind, the smoky room
was filled with swearing as people
E bayed for Graham's blood, and
o one man was particularly
)

by the goings-on that
he picked up a pint
glass and, pausing
only to shout *I
could do better
than that,”

smashed it on his

own hand, drawing a large

amount of blood. Which was a bit

stupid, really, because there was still
quite a lot of lager left in it.

Thankfully, there are safer ways to

vent our managerial frustrations

game is still riding high in the soft-
ware charts (number six, in fact),
which is amazing when you consider
it's been on the shelves for well over
eight months.

Matt was particularly impressed
by Premier Manager 2 when he
reviewed it last September. “Good
stuff, this management business,
isn't it?" he asked before admitting
“I'm hooked!” To top it all off, he
declared “this really is the best bits of
all the footy games bundled togeth-

SIHOM BYROH: STAFFORD RAHGERS
16: CONFEREHCE LEAGUE

Hi

without having

take
control of our own
football clubs and
put together an all-
conguering team.
Premier Manager 2
is generally recog-
nised as the best of
the bunch and if you
don't believe me
then ask one of the
80,000 people
who've bought the
blimmin’ thing. The

ML VEBRHEMHED T D

to slash ourselves
with bits of the old
Ravenhead in order
to get a bit of
attention. Football
management
games allow us to

0 HATCH
SATURDAY HEEK 1
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er and laid out on a golden plate for
you” before finishing off with a typ-
ically characteristic “good stuff”
{again). But then he says that about
everything. The hairy git.

Premier Manager 2 is so realistic
that it's started to generate the same
rivalry real football has. In a recent

FRIENDLY MATCHES
BaTIHG

COUHTREY
CEEHIER | [P

FREHIER LEACUE
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In our ever-continuing gquest to
bring you the most innovative com-
petitions possible, owners of Premier
Manager 2 will be able to take part in
the ‘Premier Manager 2 Manager Of
The Year Competition’. All you need
are your original game disks and a lot
of talent to enter, and it's going to be
fun, fun, fun all the blinkin’ way.

televised PM2 session, one spectator
was so frustrated by a competitor’s
decision that he informed the others
he could do better before taking a
gun from his pocket and depositing
his brains on the new Stainmaster
carpet. But now there's an easier
way to prove you're the best. And
it's all thanks to us and Gremlin.
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* Grab your Premier Manager 2 disks and play

, j lvh  Kettecine Town
until you're really, really good. <

FIRST HaLF 10 &1
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Once you've decided that you're the best, fill
in the form on this page (or a photocopy) and
send it to: I'M GREAT AT PM2, The One, 30-32
Farringdon Lane, London EC1R 3AU to arrive
here by 28th August. Don't forget to SAVE THE
GAME at this point and keep the saved file
handy, otherwise there’ll be biggus troublius.

]
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We'll then send the entries up to Gremlin
| and their ‘panel of experts’ will sift through
the forms and select the ten best managers.

mu 1E] 2 D |

The 10 finalists will then be contacted by
post and ask to send the save game disk (the
details of which must correspond exactly to
the information on the form) up to Gremlin.

The winner will be the person Gremlin
decides is the best at Premier Manager 2
from the information supplied. Not only will
this fortunate person receive a breathtaking
trophy, but £200 (—cash!) and their name in
Premier Manager 3.

Please Note: NO BLOODY CHEATING - Grem-
lin will be able to detect from the save game
file whether you've used any cheat modes
and if you're caught you'll be executed at
dawn. You've been warned.

Gremlin will be dealing with the judging and
its decision is final. What this means is that
there'll be none of the kind of mathematical
errors which have plagued the ‘Fancy Foot-
ball Competition’. We hope.

* That's it!
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ONE ON ONE

ALl Teaas

Gilii |

Steve's dining room, and we just set
up two desks and two computers in
there. | used to turn up at his house
at nine-'o-clock in the morning, and
leave again at five in the evening.
Until we released the first game, 3D
Space Wars, that's all we had — but
it was only a short time, about two
months.

hen Andy Braybrook
offers himself and his
company, Graftgold, for
the purposes of an interview, you
don't take the suggestion lightly.
He's a well-known raconteur, a man
with a story for every occasion; after
all, he's been involved in the games
industry for.over a decade.

The company is now officially 10
years old, and still going strong with
a stack of Amiga hits in its cupboard.
so for this month’'s ‘One on One’,
Andy Braybrook is joined by Graft-
gold's newest signing, Kevin Hol-
loway, the almost corporately mon-
ickered Development Manager.

Andy: Hewson first, then Telecomsoft
did for a while before they were
bought out. We realised that it was a
bad idea to stick with one publisher,
because if something happens to

them then you're very vulnerable
so we started spreading ourselves
around a bit. We did some stuff
for Virgin: Iron Man, Realms and
Off-Road Racer; and then we
went to MicroProse with the
Rainbow Islands project.

Then the Bitmaps set up their
own publishing arm, Renegade,
and they seemed keen to take
on one or two other compa-
nies that they knew could
keep the products coming
through. They were offering a much
better deal than everybody else —
they set their own deal up for the
Bitmap Broth-
ers, and they
couldn’t under-
stand why no-
one else could
offer the same
sort of deal. 50,
it made sense to
put a lot of work

Andy: Steve [Turner, Managing Direc-
tor] started, | believe, in September
1983, writing games on the 5pec-
trum. | joined him in November that
year; before then I'd being working
for a few companies writing “serious
software”. Steve too: he'd been
working for an insurance company
writing COBOL programs.

| began writing games in my spare
time. Sometimes I'd stay behind at
work until 10 in the evening, just
writing the odd game on an IBM
mainframe. My dad bought a Dragon
32 at about the same time that Steve
bought a ZX81, and | think that's
when we both got the bug.

pbed “the man
who killed rock
'n* roll” by one
popular Amiga

Andy: We both played in different s industry.

bands in the Witham area, so we through them. And yet, as you
were connected musically. Steve |t's worked out can see, he's still
played guitar, and | played the bass; very well so far. as 1re!-h"af‘e‘l|;:
but each member of both bands had a new daisy. I
days of wor ing

been in the other band, if you get
what | mean. We were only pub
bands — we weren't trying to take
off the likes of Genesis, or anything! andy: From all of
the original people
who set up Graft-
gold, there's only
Andy: For at least another two  Steve and myself

years. We were working out of  |eft. But we've

Since the early days of the Amiga,

Graftgold has shown itself to be a

consistent producer of top-quality 3 ~

games. With products like Rainbow

iIslands, Uridium 2 and Fire & lce

under its belt, the future, it would 1
seem, looks pretty rosy. But where
do they go from here? Andy Nuttall
has a word or three with them.

™V

=

o iR

C man Feg
e m Ponsibj,
¢ " I
s}lus_-r_l,- Misch :'ﬁ""“h et Sl -
at A - € arg hi'typ;ﬂg' ompuge 26
: Uld eaff 3" L,.,.-"!'“rrrphtur wh”

(et and g do
As. t.?J'Enh rcmF:I:t

.n'll,h"-." L'l.-'l_'r? o




taken on a lot of new staff, and
we now employ 17 people!

“evin: Originally, the people who
started software houses were
games fanatics, but unusually both
Andy and Steve had previous busi-
ness experience. It's sort of come
full-swing now, certainly with some
of the people we've taken on
recently, because they've come
from jobs in commerce.

Kevin: Not really. It's just that these
people know that the game has to
sell, rather than it just being a
game that they like. It's not just a
hobby which happens to pay the
wages anymore. It's a business. 5o,
we've got to produce the sort of
games we like and make sure that
they sell.

Andy: | think it's changed the
nature of the games we write.
Before, I'd just sit

down and

write an arcade game |
knew I'd enjoy playing, and hope-
fully it would be good enough to
sell. Under my regime, as it were,
we would probably never have
done a football game. But, when
the opportunity came to write one,
we had a guy who was interested
in doing it, and commercially we
could see [with the World Cup] that
a football game was a good thing
to do.

Kevin: Well, | was working for
Empire at the time, and | wrote the
contract for Graftgold. At Empire
there was a desire to release a foot-
ball game to coincide with the
World Cup, which seemed like a
good idea because we thought
nobody else would think of that!
[laughs] And Graftgold were on our
wish-list of people we wanted to
work with.

Kevin: lose, who joined us
about nine months ago, when
we first started the Amiga ver-
sion. He's been working on
that ever since, and learning
the ways of Graftgold
through Andy. José is very
new to the industry: he's
been writing games for
a long time, but has
never been in a team

before.

Andy: He puts

stuff together that | wouldn't
even dream of doing. He just treats
every screen he wants to display as
a blank sheet, which he has to built
up from hardware level every time.
He works in a completely opposite
way from myself, and | s'pose you
could say that we've crossed
swords from time to time.

Andy: Yeah, it was nice being able

thing myself. | was
doing the graphics as well, and
the music was about the only thing
| wasn't doing. The games have got
so big now, though, that it's not
possible to do that anymore. With
the better graphics potential it's
great to have some guys to do it for
you; and also some help with the
programming. Games are just too
big now for one person to hold in
their head.

Andy: Hmmm. It's more of an
organisational nightmare, cer-
tainly. In some ways | like the
old days, but | can see that as
things get bigger and better it
was always going to change. |
can see my role in the compa-
ny changing: I'm not spend-
ing all the time writing my
own game anymore, I'm also
supporting other program-
mers. As time goes by it's
nice to have a different sort
of job to do, and to have a different
viewpoint on things.
Kevin: It's very much a team spir-
it now, though. It lets you con-
centrate on the part of the team
which you're good at, which is
much more of a professional
approach. The quality of the work
which is coming out is much high-
er than it would be if it were just
individuals working separately.
Andy: It frightens me a little,
because the development gear you
need to compete nowadays is
going to scare a lot of the individu-
als off. It's a vast expense, and for

people sitting at home they're just
not going to be able to do it. There
are very few individuals working
on games now, with notable
exceptions — Archer MacLean, Jeff
Minter — and all the others are
working for big companies. Oh,
and David Braben, of course; but
look how long it took him to com-
plete Frontier!

Andy: It's nice that we’ve got a new
round of machines which are get-
ting a bit bigger. The A1200 has
suddenly given us a bit more room
to manoeuvre, with 2Mb of base
memory; and the CD32 which gives
us a nice big CD to put our musical
ideas out on. We must get the
music from our band on there
[laughs]. I'm not sure that it's CD-
guality, though!

Kevin: That's probably a good thing
for the waiting public, actually.
Andy: You've never heard us play!
Kevin: No, but I've sean you on a
unicycle, though. If you handle
your guitar anything like you han-
dle a unicycle...

You can see Empire Soccer your-
self, simply by flipping to the
front of this very magazine,
removing the disk, and inserting
it into your Amiga. What, you
mean you missed it?
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CONTROL YOUR OWN DESTINY

“Play it for an hour and il ] "Not since Dune 2 have

pou el GREMLIN PRESENTS b s e e

goodbye to a year.” _ a great strategy game,
CU AMIGA-91% i f designed in the mould
of Populous but taking

pE o the whole idea beyond
/ “ '- the stars and er, into
i asteroids.”
. l THE ONE-90% *
"A mixture of think-em- |
up and wanton
destruction...think Sim
City and now put it in | ‘
space.” f |
pk GAMESMASTER-84%. "A very addictive space
tf%. | i exploration game which
T - ' gets so involved you'll
. [ B 4 : want to hire someone
. — ] | | else to play it for you." - -
o G o, AMIGA FORMAT-84%
"Gremlin can be proud ! |
they have
sproduced yet another ‘ |
quality game.” A |
AMIGA ACTION-86% ' [ i ) |
- |— | # : "Gremlin's space
e strategy game will have
1% you playing into the

) | L e —c—
' A" 4 R
DEEP SPACE * DEEP STRATEGY * DEEP TROUBLE - AMIGA COMPUTING

(Silver award)

. "I love this game"
AMIGA POWER-83%

P ——

THE YEAR IS 2380...

The population explosion of the 21st century has forced man to expand

his borders and colonise the outer worlds.

By mining and selling huge quantities of ore you can gather an
unimaginable amount of wealth, however, you are not alone.
Six known species of alien are currently making their way to

Sector K240, all preparing to stake their chaim to the riches
therein. If you are to survive, you must not only be a shrewd
businessman, but command an army and control fleets of
battleships to defend ygur territory.

+ G different alien life-forms

+ 8 different types of space crafts ~

* 16 different types of ships weapons and shields

* Over 40 different styles of buildings to manipulate

* 10 missile types

» Up to 24 different asteroids to discover in each sector

* Highly intelligent enemy colony policies and attack strategies
* Fully definable asteroid field interface

* Sophisticated digitised speech and atmaspheric sound effects
+ User configurable, icon-driven interface

¢ Hard disk installable

AVAILABLE NOW £29.99

"
GREMLIN GRAPHICS SOFTWARE L0 @ CARVER HQUSE ® 2-4 CARVER STREET o SHEFFIELD 51 4FS @ ENGLAND @ TEL: (742} 733423
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- . PEOPLE CONSTANTLY HARP ON ABOUT HOW THE 'GOOD OLD DAYS’
S — : WERE, ER, ‘GOOD’ (AND, ONEPRESUMES, 'OLD" AND ‘DAYS’) — BUT
WERE THEY? WILL 1994 BE FONDLY REMEMBERED IN YEARS TO COME,
VWHEN IT'S SAT IN A ROCKING CHAIR, DROOLING DOWN IT5 BEIGE
SUMMER CARDI? | WONDER? LET'S RIFLE THE BULGING POCKETS OF
POSTERITY AND TAKE A DIP INTO THE GIANT LUCKY-BAG THAT IS
TOMORROW — WHAT SURPRISES LURK CHALLENGINGLY WITHIN? WELL,

| HOPE THERE'S A SHERBERT FOUNTAIN IN MINE. HMMM...

OVER THE NEXT 12 PAGES, WE TAKE A LONG (12 PAGES LONG, IN FACT),
HARD LOOK AT THE STATE OF THE AMIGA. WE KICK-OFF BY REVEALING HOW
OUR FAVOURITE GAMES MACHINE WAS BORN, COMPLETE WITH SOME
- RATHER MESSY PICTURES OF CAESAREAN SECTIONS AND UMBILICAL-CORDS.

THEN WE ASK THE SOFTWARE COMPANIES TO TALK WISTFULLY ABOUT THEIR

INFORMATION THAN ONE COULD POSSIBLY DIGEST WITHIN AN AVERAGE
UMANOID’S LIFETIME, FINALLY, GARY PENN LISTS HIS FAVOURITE GAMES

MORE SIMPLY, (AND ENWRGNMENTALLY SOUNDLY, FRIENDS) @3 181 A
TEAR IT INTO HANDY STRIPS TO WIPE YOUR BOTTOM WITH, @Q‘% £
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All the best stories begin with ‘once
upon a time'. It will come as no shock
to learn then, that this rather jumbled
er... interpretation of real life events
begins with four hippies in California,
stardate early 1982. Nevertheless we
recommend that you join us in our
homage to photo-love, peace and
quite literally huge profits. Man.

THE BOYS GO BACK TO THEIR SURF SHACK AND BEGIN
WORK ON THEIR NEW MACHINE DESIGN, CODENAMED
“ZORRO."

"
HMMM_IT MEEDS
SOMETHING. » k—

TO HIDE THEIR ACTIVITIES FROM THE OUTSIDE WORLD, THE
"ONTROLLERS.

510

SILICON VALLEY, CALIFORNIA, 1982. A BUNCH OF HIPPIES
SIT AROUND A TABLE PONDERING COMPUTER OF THE ERA
(IE A SPECTRUM)...

WE CAN DO

PORTIA AND DAPHNE TO BE IN THE CREA

"HEY, BABES!

“AMIGA" IS TAKEN TO THE 1984 CES.
TSELLIT N T




JACK TRAMIEL — PREVIOUSLY OF COMMODORE, W THE GUYS CELEBRATE, HAVING SOLD THEIR MACHINE
NOW OF ATAR|I — OFFERS TO BUY AMIGA FROM RIWITHIN HOURS OF SHOWING IT OFF.

ol LR

AFTER ACCEPTING THE COMMODORE OFFER, FURTHER
CELEBRATIONS ENSUE.

1993. COMMODORE UK PROMOTES DONALD
(SORRY, DAVID) PLEASANCE TO THE HELM. 1994. COMMODORE ANNOUNCES THAT IT “FEELS A BIT ILL," AND
5O WON'T BE COMING OUT TO PLAY FOR A WHILE

THE END... OR IS IT?
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tly about their first Amiga releases.

ife usually starts off small and
I ends up, er... big. Tiny seeds

grow into nice flowers and,
ahem, other kinds of seeds some-
times turn into people. And, as I'm
sure your teachers have no doubt
reminded you, oak trees really do
grow from acorns.

The computer industry is no excep-
tion to this natural law: once there
was this cottage industry run by
anorak-wearing spotty adolescents;
today we are surrounded by multi-bil-
lion dollar earning conglomerates
fronted by shrewd suits with pound
signs printed on their eyeballs.

So how did the cutely propor-
tioned software houses of yesteryear
mutate into many armed corpora-
tions? Search me — but | guess a
constant stream of best-sellers may
have helped. But if it wasn't for their
first hits, things could have been dif-
ferent. So here, for your entertain-
ment and delight, is what a selection
of the software houses have to say
about their first Amiga games...

ELECTRONIC ARTS

Skyfox

“Well, after hours of research and
searching in various bins for the
appropriate information we have
finally concluded that our first Amiga
games were Skyfox and Marble Mad-

@m?ﬂﬁﬁm "

Nick Channon,
cleverly managing to advertise two
of his company's products for the

price of one, the crafty beggar. “I'm
afraid that both were really rather

ness," reckons EA's

good,” he continues, "with Skyfox
being a rip-roaring snorter of jan
action game, that set the standard
for first person shoot-"em-up action.
Marble Madness, on the other hand,
was a 3D isometric marble sliding
game which just made you mad,
spawned a thousand imitators and
set the standard for future 3D iso-
metric marble sliding games. Both
games, | am assured, were com-
pletely and utterly top.”

GREMLIN

John Lowe's Ulti-
mate Darts

“You've really had
us picking our
brains to remem-
ber our first ever

Amiga release,”
says Gremlin's
Steve McKevitt.

“We were hoping
it would be some-
thing really excit-
ing and ground-
breaking. In fact,
was John
Lowe's Ultimate
Darts. | suppose it
shows that we've come a long way
since those tentative first Amiga
steps. This 1987 interactive feast
didn't sell in Zool-like numbers and
certainly wasn't a landmark game in
Gremlin‘s glorious 10-year history. |
suppose | could have lied and said
Lotus Esprit Turbo Challenge or
Monty Mole — now they really were
something special.”

CODEMASTERS

Advanced Ski Simulator

“At Codemasters, there's this cup-
board. It's up by the kitchen bit,"
explains the ever-ebullient Richard
Eddy from Codemasters. "It gets
bumped into, knocked, its door is
broken and, of course, there's coffee
spilt down the side of it. Pretty crap
life for a cupboard, really.

, (I'E.?:.%J I.:mﬂu
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“But this cupboard knows it's
important. Occasionally, you can
catch it, just out the corner of your
eye, with a really smug look on its
face. Erm, door. And that's because it
knows. It knows it's the most impor-
tant cupboard in Codemasters. Lurk-
ing inside its deepest corners is every
Codemasters game ever published.
All 400 {or so) of ‘em. Every time a
game is released, a copy gets slung in
there. One on top of the other.

“And so, when The One asks for a
copy and a few words on Codemas-
ters’ first Amiga game, you know it's
down there somewhere, Way down
there. Right down at almost the sod-
ding bottom. Thankyouverymuch,
Byron.

“Anyway, Advanced Ski Simulator.
It's a simulation of skiing and it's
advanced (hence the title. Well, not
hence the title, actually. Everything
Codemasters published in the "B0s
had ‘Advanced’ and 'Simulator’ in the
title. But — hey — it only cost £4.99,
And d'y'know — it was actually a
very smart game indeed. With lovely
music and the obligatory scrolly bit at
the beginning, it captured guite an
atmosphere. Right from the moment
you set off down the slopes with
sampled cries of a whole crowd of
people shouting “Go! Go! Go!", cow
bells ringing and decent ‘whoosh’
noises as you skied down the slopes.
It was all really good fun,

“So it went on to sell by the buck-
et-load — the two-player option was
especially popular. 50 popular, in
fact, that the programmer, Andrew
Graham, went on to program other
two-player games. One of them
became quite
famous, selling over
250 000 copies. That
was Micro Machines
which, spookily
enough, was Code-
masters’ most
recent Amiga
release. Coinci-
dence? Fate? Who
can say? Maybe-the
cupboard knows."

Perhaps we
should ask it next
time, then,




CORE DESIGN

Corporation.

“Corporation was the first game that
we released under our own name;
Core Design,” explains Richard Bar-
clay, Core's almost-top bloke. "'Since
its Min 1988, Core Design

Oﬂr a fllrly' short period of time,
Corporation was storyboarded. It
was to be a multi-level, three dimen-

sional, role-playing game which
would feature scaled sprites. When |
took the preview versions along to
the magazines they went absolutely
crazy. It was the first time they had
ever seen an Amiga game featuring
this technology. As soon as The One
published a preview, the phones
didn't stop ringing. Ace's review was
really the icing on the cake. They
gave it 96.5 percent and as soon as
that was out we started getting
about 300 calls a day. But — after all
that — Corporation nearly didn't
happen.

“At that time, there silare only ten
of us in the company — three of us
running it and eight programmers
and graphic artists. Corporation was
scheduled to be released in June but
had suffered a slight delay because
the storyboard was extended some-
what. Since we had ceased writing
games for other companies by then
we weren't earning any money. It
was the beginning of August and
still the product wasn't finished. Our
cashflow was such that we had

enough money to run the business

| meant that

d Corporation
e pkay because

earned from its sales on October 1.
Publishing it on September 1 would
mean that we wouldn't get any
money until November 1 and by
then we would have been history.

"By Friday, August 24 we had a
nearly complete version but the
maps hadn’'t been finishedglhat
weekend we all sat around in a circle
and just said things like, “put a laser
beam here,” and, “what about a lift
there?” We had that finished by the
end of the afternoon!

“So we thought we had a bug-
free version by Sunday evening and
had told our distributors that we'd
be delivering a master version earli-

at Sunday afternoon. They wait-
ed for us, but kept saying things like:
“We've got homes to go to as well,
you know!’

“At 9 p.m. on Sunday evening we
all drove from Derby to the duplica-
tors in Leeds and read in to the mas-
tering machine what we hoped
would be the finished version. Sub-
sequent play-testing, however,
proved that there were still bugs i
the code. So we travelled back ti
Derby and at about 4 a.m

again. This went on every day and ;

night until Thursday, 30th August.

“| don't think anybody slept more
than about six hours all week. | felt
like crap and looked like | had a bad
case of hepatitis B. At about 2 a.m,
on Friday, August 31 we finally had
a version from which we could dupli-
cate the finished product. At this
point you might think we could go
home. But we couldn’t. Everybody at
the duplicators had already clocked
off and because we needed to raise
all the invoices on Friday, August 31
and not September 1 we had to
pack the game ourselves. So the
employees of Core Design either
worked on the conveyor belt, oper-
ated the shrink wrapper or packed
the boxes. After that, at & a.m.,
myself, Jeremy Smith the Managing
Director, and another guy drove the
stock to four UK software distribu-
tors as far apart as Derbyshire and
Essex. The game was sold by the dis-
tributors to the retailers the same
day — August 31.

“It was a bloody nightmare!” But
well worth it, eh?

PSYGNOSIS 4
Brataccas

“Brataccas — the name nobody
could spell,” reveals MC Marky Ble-

witt from Psygnosis. “The product
that broke the mould. The first
Amiga game. Ever.”

“Brataccas is a self-contiied
world based on a number of aster-
oids. Taking the role of Kyne, an
earth scientist accused of hideous
crimes and genetic fraud, you must
fight to clear your name before
you're spotted and arrested. Clearly
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Wizball (sort of)

a plot like that could not be an
excuse for a large, zap-'em-up game,
could it? Well, it could but it isn't.
You see, Brataccas®®a highly-com-
plex arcade adventure.

“Brataccas boasts large, well-ani-
mated sprites, rooms which have
been given a sort of perspective
allowing the player to move around
in several directions. State of the art
for the mid-80s.

“Since then Psygnosis has pub-
lished over 60 Amiga titles including
the ground-breaking Barbarian,
Shadow of the . and
Lemmings."”

.I!.--._ i R
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“Ocean’s first venture into the world of the Amiga was a lesser-known title
l:«lllll:l Eco,” admits Nick Clarkson, voice of Ocean. "Remember it? No, me
ay, the second game arrived a couple of months later in April

Il received much critical acclaim and even to this day is still
time Amiga classic. In case you didn't catch Wizball the

involved you controlling a small green sphere catching

it in order to bring a little colour into your grey, drab world.

Dlr.ly u it might not sound like the recipe for a hit game but it certainly
had that playability factor. You'd be lucky to find it in its original box, but
it is still out there on the Hit Squad label.” :
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o
as one of the best games /" Lemmings becomes Psygno-

around. ] sis' big success story. We've
never heard of it.

thrills and excitement of a

Dune 2. Biggest guns ever.
Apart from those in Syndicate. \

- -

l...-:—i.|

Snooker. Everybody won-
ders if Archer's hair is real.

il

New Zealand Story. The Kiwi
is voted the Most Cuddly Plat-

: Brataccas, the first ﬁl‘h"rﬂ. form Character Ever by, er, me.
' ] game. But no-one can .
\ = - e remember whatit was like. \-

Punters misinterpret Killing
Game Show and shoot Bruce
the Tempitress and revolu- Forsyth.
tionises adventures.

\ 'V

Sensible Software comes up
with Wirball. Its great.

Dizzy Panic. Millions of eggs
seen flying off the shelves.

AW

Skyfox. Fab 3D extravaganza
with a sky in it. But no fox.

CJ in the USA tries to grab
a piece of Dizzy's populari-
ty. It fails.

o

Credibility crisis looms with
unusually nobby platformer
McDonald Land. Simon likes

Captain Dynamo. Entertaining
platformer based around an
heroic old person. Harry likes it.

-

Codemasters’

Bignose the Caveman, He's a it, though.
|- caveman. With a big nose. Castles. Great concept but as
And he's crap. interesting as a wall covered

in damp Dulux.

4

Carl Lewis Challenge is a
sports game with a differ-
ence — it's pants.

= LRI
HITEZMA TILE

An Doean ﬂ.‘rl.'lku:-l'lrﬂri describes
the segquel to WIWF Wrestlema-
nia as “better than the crap we

SOFTWARE |




Almost every software house has its ups and downs, and er middling bits. What
happens when you take 10 of the oldest softies, and choose eight of their games at
random? Or more succinctly, who's hot and who's sliding down towards tln er... poo?

Andy Nuttall, true to form, makes the magazine late finding out...

DMA Design declares it's
i leaving the Amiga after the ki s i
h stonking RPG Hired Guns. “Desert Strike d ot cash
in on the Gulf War,” says EA.
. Hmm... itchy chin.

F : A Micro "ﬂdh;ﬂl_!s: The best sm" scores a hit with

i e o 3 l g two-player driving game sick, violent people wha love

John Madden Football. r j ever. Apart from Skidmarks. blood and gore.

Gamers go wild, even it it is . g

Gridiron Football which is

ultimately cack. r ' o

B : fr i \ : o Second Samurai — a hit

/ Shadow of the Beast is released because Robert Maxwel

to an unsuspecting public, and
A, sells Amigas in huge numbaers.

= Cannon Fodder, a "fun
Robocop 3 released complete Goall Touted as the ultimate | wargame.” Brilliant, but the
footy game, but fails to British Legion doesn't like it.

with ":npy-prnol‘ protective '
dongle”. Cracked copy circu- match Sensi.
lates within two days, amidst
jeers from the cracker.
I ms to crisps for inspiration

Tu
_ A~ L and Pushover is the result.

Plays better than it sounds.
you have to punch people. _—
‘L- .
‘ Martal Kombat, the most- Ocean does its bit for "charidee’
hyped game ever, actually by producing Sleepwalker.

v

turns out to be ace.
= . v
Global Gladiators, a sadly dull " ;
platformer. Stinks of old fish.
Kwik Snax. Dodgy spelling,
dodgy game.

'.

Soccer Pinball. It's not soc-
cer, and neither is it pinball.

Firehawk flies like a brick It is, however, crap.

and manages to bomb all on
its own.

Epic technically brilliant,
but an average player can
complete it in hours. Pity.

R

In the poo |\

Last Action Hero. Shoves
dear old Psygnosis right
down into the brown stuff




Towards the end of
not unheard of for pr
work 18 hour days (in '
. &nds!), and in some e

9rammers h di

Yon |

One project for ten weeks without
day off. Bloody helr .

4 project, jt's

jas in the
r of them.

In Spanishr Am'ga
means ‘girlfriend’.
I think.

Amiga Land and the world of the
computer games industry is a
crazy old place, filled with
instanges of sadness, despair and,
occasionally the odd decent
game. Matt Broughton wastes
two pages by splashing fan-tastic
facts all over the place. Most of
them are probably quite true, but
then again, they might not be.

In German, Amiga
doesn’t mean
“anything at all. |
don’t think.

houses
ware
5?:: apout g10 from
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each shoP o

a poor -selling

: « CASES,
In some €2 o

game isn’t necessarily )
I ! - r as Psyl
UT‘\}]I‘(}ﬂtdblt‘ one. As far .jthﬂ:gqh
nosis 15 concerned, -eu.'erl =
Last Action Hero, cliffhang “h
I: C ame
r are all crap 9
and Dracula . e
:r.nthr;:-ut a chance In hell oit:.u.
: = nits,
[ , than a few u
ing Mmore thar g
because of their low dt_:m::h;;
ment.-'aduertislng cus‘la: L
-ould still make more mur;tti-
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__.. titles than some O
these titles | s
better ones. Crazy bonkers

] world isn't it !
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Copies to m
Ortunately for

t 10,000
ake money,

Gremilin,
' n, it actual-
uyussn;g Over 250,000 (across ua: |
fmats — ahoyt 80 -

) 000
the Amiga) which is pretty i
bloody good really,

If you were really bored and
Wanted to coyng how man
keys were on yourﬁni!g'aﬁ::? :
A1200, you'd find roughly 9
Well, exactly 96 att:?ﬁﬂr gﬁ
(Damn! You've spoilt it ng:'r
Harry ‘really bored Attri!ﬂl



I, for some unfathomable reason, two
scientists bothered to drop a bowling ball
and an Amiga from the top of the Lean-
ing Tower of Pisa, they'd probably find
that both hit the floor at the same time.
They'd also probably find that they'd bro-
ken their Amiga.




Some games should be part of every Amiga gamesplayer's
collection - ah but which are they? Gary Penn thinks he knows, but
then our Gaz thinks he knows everything. Stand by to lose your

rags with this irritating know-it-all.

n seven years of owning an
I Amiga | have played some right

rubbish on it, | can tell you. In the
good old days of a night out for two
bob with change for chips, gravy the
bus home etc, the Amiga was ‘treat-
ed' to some cack conversions from
other machines (Commodore 64 and
Atari ST, mainly); then, somewhere in
the middle, we saw a glut of cack
arcade conversions, and today...
nothing's changed much: we get cack
conversions of unremarkable PC com-
patible stuff spread over too many
disks instead.

Sigh. If only developers had con-
centrated on creating simple but
entertaining single-disk software at a
reasonable price rather than expen-
sive and glossy but vacuous multidisk
‘extravaganzas’... it might have made
some difference to the state of play
today. | reckon that strong concepts,
well-executed that don't abuse the
machine will endure, but, sadly, there
simply aren't enough durable releas-
es available for any Amiga.

One of the biggest disappoint-
ments with the Amjga over the years
(apart from Commodore continually
remodelling it) is that more wasn't
made of the two-button joystick and
the four-way adapter at an earlier
stage. If Commodore had bundled
the Amiga with even a reasonable

ni

small but s
The Amiga being the only wiﬁuly
available multiplayer machine would
have helped, too. Gauntlet Il was the
first simultaneous four-player Amiga
release | can remember, and Dyn-
ablaster is the most recent — but

that's about yer lot.

But we can't turn back the clock —
and anyway, it wasn't all doom and
gloom. It's time to take a brief but
affectionate look back at the good
times — and some of the software
that makes the Amiga worth owning.
It'd take weeks (and at least a couple
of issues) to even skim over the his-
tory of Amiga entertainment, so
don’t get snotty if something's miss-
ing from this brief stroll down mem-
ary lane.

Forget all those big, fat adven-
tures, RPGs and simulations — they
can prove stimulating in the short-
term, but if the over-elaborate con-
trols or the disk swapping or the get-
ting bogged down in some clumsy
linear storyline doesn’t put you off,
completing them will.

Mo, what | like is stuff that | can
come back to in, say, five years or so
and pick up and play and enjoy. Even
s0, | reckon £25 notes is still too
much to pay; my advice is, if you
aren't fashion-conscious and can
afford to wait for the budget or com-
pilation re-releases, you should —
now that publishers are more inter-
ested in tomorrow's technology, the
next couple of years will see an abun-
dance of bargain back catalogue
releases. Old favourites from 1987
onwards include Buggy Boy (fun little
racer, that), lkari Warriors, Barbarian,
Kick Off and Speedball.

The rotating tower business in the
guirky than on the Commodore 64,
but it lacked stamina (and it's a pity
John Phillips’ Scavenger, complete
with its neat shadow effect, was
ditched); the ghost 'n" host concept
in Paradroid is smart but the Amiga
version is cobblers; Tetris is class —

but not the original Amiga version ,
nor indeed most of the ‘tributes’
(that said, the alternative puzzlers
Gem-X, Loopz, Atomino, Puzznic,
Plotting and Klax are all worth a look,
as well as some of the PD clones
which easily improve over the 'offi-
cial' version); Archer's Snooker and
Pool are worth a mention for how
they looked more than anything —
however, the icon-driven interface
isn't as immediate as I'd like. Archer's
IK+, on the other hand, is still the
only decent beat-'em-up on the
Amiga. (Ahem... wot no Effmania
Gaz? — Simon.).

Geoff Crammond's Stunt Car Racer
has a great feel, but loses its appeal
after a while {(when you fall off the
track, the race is as good as lost, and

that's annoying) — and as for his For-
mula One Grand Prix... look, it's just
another racing simulation (only

injected with a typically huge dose of
MicroProse ‘fat’ cells),

David Braben's Virus has some
solid ideas (reminiscent of Defender)
but it takes far too much effort to
play. And as for all those allegedly
decent Amiga versions of Defender
(most disappointing of all had to be
Jeff Minter's official conversions for
Arc)... believe you me, they don't play
anything like the original (the widely
unavailable Datastorm is a fair sub-
stitute). Hybris, Battle Squadron,
Quartz, Silkworm (and its 'sequel’
SWIV) were all reasonable mindless
blasters, too.

Competent conversions from
arcade to Amiga include the plat-
formers New Zealand Story and Toki,
and [if you can find it) the almost
arcade-perfect Arkanoid (the sequel
smells of fish). Readysoft’s multidisk

SegmenisNor ea!

ot digestion

conversions of
the tedious Drag-
on's Lair and Space Ace
series sold better thif any-
one expected (if you were sad

enough to buy one of them,
shame on you). Delphine's Another
World was only marginally more
interactive than Dragon’s Lair but the
polygon-style system used to drive it
has potential yet to be fulfilled. The
use of polygons as seen in Graft-
gold's Simulcra also had possibilities,
but the game simply lacked oomph.

US Gold's E-Motion, Storm's con-
version of Rodland, Graftgold's con-
version of Super Off-Road (for Virgin),
Hudsonsoft's BC Kid, Broderbund's
Prince Of Persia and Typhoon Thomp-
son, and Core’s Rick Dangerous had
their moments (but not enough of
them). Zool, however, never had any-
thing going for it, unimaginative pap
that it is.

And let's never forget that Bullfrog
made its name with Populous on the
Amiga, as did DMA with Lemmings.
There are some nice ideas buried in
both games, but this ethereal control
stuff leaves me cold (the same is true
of Carrier Command, Dungeon Mas-
ter, Sim City and Cannon Fodder).

Oh, and some software bimbe
called Shadow Of Beast somehow
managed to set the world on
under the pretence of
the Amiga could do. But if
true I'd have chucked i




THE SENTINEL (Firebird)

Availability: Slim (but it must be due for a budget or compi-

lation re-release soon)

Price: N/A

of time and, yes, it's a con- |

nd’'s Commodore 64 release
of 1987, but The § s originality and playability is

still as fresh as a Even though it's not complex, it's

F to explain so | won't (something akin to a

screwy ‘King Of The Castle’ will have to do). Get a copy if

you can, get into it and get off on it. Go on, we won't tell.

FAR-OUT FUN FOR ONE

Even the most dire multiplayer game is a laugh. But when it comes to
electronic satisfaction, the following can't be beat (oh dear). Perhaps the sad-
dest thing about this list (or mayhe it’s me) is the lack of originality (most are
conversions from older machines), but, that aside, the reasons for the choices
are clear: each game was built on a simple, novel idea that was representative

of the medium’s potential, and was focused and executed well enough to
make it playahle (and as an added bonus most involve little or no disk swap-

ing or accessing).
ASTEROIDS (pyp 7 WIZKID (Ocean)

& Availability; Everywhere Ic Durnain} vailability: Good
A top-notch Wr::::- ';d".ﬂ. _ price: £12.99 (Hit 5quad: o
) i i oo inly &

l::m Since its I‘elaa:v_:'n:u :I.: F dated (stylish § ca ble of the titles listed he::i_::xﬁng o

intense blasters arounsy <2995 IS still ane of o't Not the most dUIE L of the inventive BECL L titter-

ing their of old favourites lyin N are many other d“th pecause more wa;n latforms (the 'aduentur;e l;:..lt a
9€) — if you can b:% areund (most of them, ;nem nteraction wit :ut it seems out of place redecessor, W

othered tg look for them i some at tu'_n:ll‘_!‘m nonetheless Sadly. F::‘;a i
imost brijlia to the g * .
M idn't transfer oo :::;lg:dder <till 15 that Wizkid

commodore 64 ori

Ard there's a guite t the end, 109
udience it deserved. e play at t
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L SENS#BLE SOCCER

(Renegade) RAINBOW ISLANDS

Availability: Very good

Price: £25.99

I reckon there's more to be done with
footy simulations, and | also reckon
Kick Off had the most potential (but it
was never guite realised). Sensible’s
unabashed tribute to Kick Off (and Associa-
tion Football itself, of course) is the more accomplished of
the two. Unless you can pick up Sensible Soccer at a bud-
get price, it's probably wiser to wait for World Of Soccer.

ALL FANTASIES

PINB tainmaﬂt] :

Availahility: Very g.m:ldl

Price Esnrgg (u'l‘-h F "Iha“ DIEBIHS}
Dr eams 1% tad drear " a“-d I“u-ﬁ'ﬂ"!'l Ll

[ iball featureé = =,

lw‘-ahr:: l:;tin materialise. ﬂ:‘r:‘ \
despite the fact that th:_:a in S8
pinball Fantasies T any: tllh L?fnur o

a reeal pintahle's. two o

here 3 o
n;:h::;ﬁ} are a right Iauﬂl.{:en:: g
all, Dreams an g S

double pack represen

';"A. l'“ATHDN
vailabiligy-
Frit:; ESIT[H Hood

S0 it not 5 3
. Part
stupid llamas ang o

(Shareware)

(21st Century Enter-

larly brilliant yers;
I and it nut':l:::?n of Robotron (bloody

(Tai®™®/Ocean)

Availability: Good
Price; £7.99 (Hit Sguad)

Bubble Bobble's actually the better o
MAH“ELLQ"S game, but Software Creations” Amiga
MULTIPLAYER conversion was distinctly average (pre-

dictably, the two-player mode's a laugh,
MIRTH though). The Parasol Stars conversion's

I don’t know any- marginally superior than Rainbow Islands, but ;

the game's not so hot. Somewhere in the middle, then, we find the

m“n“:: second in the Rainbow Trilogy — not an original Amiga game, sure,
il 'h_ el but Graftgold's conversion is one of the more playable. The biggest
TWO macnine with Rainbow Islands is that there’s not enough of it, so

together tc w Wy you never get to fully appreciate its dozens of features. Even so, the
g g mt I'- _ Rainbow Trilogy is a must for serious software collectors. The mis-
some of m Iti leadingly-named Rainbow Collection features Rainbow Islands, Bub-
d r '::l If I ble Bobble and the jolly New Zealand Story for a bargainous £19.99.
arounda, so the Tol-

lowing are for one
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ware publishers stop supporting it in
favour of other, more lucrative for-
mats (some developers are making
small fortunes from the consoles at
the moment).

l Of course, software for the Amiga
doesn't sell as well as it did: publish-
ers don't release as much of it now
and what they used to release wasn't

attention, but for how long? You
want more decent Amiga games?
You'd better learn how to program
then, and show these unimagi-
native b'stards how it should
be done. And why not?
You have the potential
to run art and anima-
tion packages and

of a sufficient quality to convince therefore the
S punters to stay with the Amiga, so opportunity
many of them move on. It's not sur- to experi-

ment
with

prising people buy consoles when the
software is considerably more
playable than the me-too muck
thrown at our fave computer. Ami-
gas have plenty of life — but only
with original software that can-
not be played on any other
format. Sadly, now it's all
too late.

To be honest, any-
one with an A500
had better make
the most of

what they
have, ideas.
R Sure, you
may not
come up with
fancy stuff (forget

rendered and digi-
tised imagery — they
have little to do with
interaction), but at least you
can toy with interactive con-
cepts. Even using a pencil and
paper and some of the more estab-

36

a5
.

lished
formu-
lag is a
start. | may be
a whingeing old
git, but for good
reason: | want to be
able to play some
decent, fun games — not
oh-so-clever, limited, disk-
intensive interactive entertain-
ment. Perhaps it's time | shut up
and started practising what I'm
preaching. Or shut up, at least.

It's a real pooh that most of you
can't afford to hang on to the old
technology to move with the times
(I'm lucky — when’l get bored with
most of the glossy pap available for
the Amiga, | can still play some of the
more entertaining stuff on, say, the
Spectrum or Commodore 64). Mega
Drive owners will be able to boost
their machines later this year with a
(fairly) inexpensive hardware add-on
{(and at least they can still play some
of their old favourites, too). But with

a bog-.
standard
¥ ASD0, what
can you do?

Buy memory
expansions, sure —
but it's impractical

{impossible even) to trans-
form it into an A1200 or
CD32, and that's where most of
the new Amiga software’s going.
Of course reminiscence ain't what
it used to be, but there’'s got to be
more to the computer entertainment
medium than glossier retellings of
past glories. | really don't know what
happened: one minute there was a
handful of original, fun games I
enjoyed playing and progress seemed
to be being made — the next: noth-
ing. The number of publishers releas-
ing games for the old Amiga will be
almost insignificant by the end of this
year. | suppose there's always plenty
of Public Domain and Shareware
stuff around, but most people find it
inconvenient to acquire.

It'd be great if a small band of tal-
ented, contented individuals were
producing some interesting Amiga
stuff in the years to come (yeah,
right), but it won't happen. Everyone
seems to be hung up on the "exciting’
potential of tomorrow instead of
coming up with new game ideas for
today. Quelle bummer, eh?

s Thankfully, Gary Penn’s opinions
are his own and not necessarily those
of The One. The Amiga has plenty of
life left in it. Probably.




SENSIBLE SOCCER
“Sensible Soccer was playing - who needs England when you've just got hold of the best PC foothall pame of all time anyway!? - °L Home
“Definitely, without the merest inkling of a suggestion of a shadow of a doubt, the best football game ever” - Amiga Power

GOAL!
“Fast - Frantic and a good alternative to Sensible Soccer”. - FC fAeview
“Goal is undoubtedly a superb game, you can never have too many good football games and Goal is certainly one of the best™ - /e (ne

STRIKER
“A great and very playable football game™ - FL Review
“It's a stunning debut, and all Striker is missing is the half time oranges” - CU/ Amiga

CHAMPIONSHIP MIANAGER 93/94
“The attention to detail is excellent and the number of features too numerous to mention..." - Amiga Formal
“The most addictive management game available. It's still the best” - F Jone

THIS INVINCIBLE COLLECTION OF FOUR NO.1 CHART TOPPERS CANNOT BE RIVALLED!
AVAILABLE FOR IBM PC & AMIGA

@ Sensible Software © 1992 Renegmde  © 1953 Dino-0int & 19453 Vergin Games This game is not endorsed by any individedl of entily whethar relermed 1o or
@ 1893 Rage Software @ 1993 Domark Group Lid, @1994 Empire Softwan. CORLARE in 1he glements af Ihe game or ollerwise.
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" Andy Nuttall, a man envied by several homeless people, once e
$ s : again thrusts his razor-like wit down the trousers of some of iy ‘*ﬁf:.p
iR e the country’s top programmers, as he reports on what people w
= et are already calling “A good football game.” Of course, we take o A o
- o no responsibility for the poor quality of the writing, but at least ‘JE’
- » there should be some quite good pictures. -
X o
s oo g
s

' When we asked Matt Broughton who he thought would be

att couldn’'t kid himself any

longer — it really was the

end of an era. With the WiP
intros having gradually been reduced
— not to mention having to get
passed the ‘enthusiastic’ new
Production Editor — there really was
no way for the lad to be amusing any
more. Looking back over the year,
happy memories of ‘Free sex’, ‘Alien
birth’ and ‘Plane crashes’
overwhelmed the young man to the
point of tears. And so, closing his
‘funny box' for the last time, Matt
made for the door. This would be the
last ever irrelevant WiP intro. And,

of course, it was. Goodbye.

best suited to Ocean’s Kid Vicious WiP, he punched everyone in
the face and kicked Simon’s shins very hard indeed. Then —

i e |
- T There's nothing we like better here at The One offices than to
S - kick the crap out of Andy Nuttall for no apparent reason (not
[im w Sod that you need one when you work with someone as annoy-

(IS g, ing as Andy), so it seemed only fair to allow the softly-mint-

- g "l“?: ed gimp to let off some steam of his own. As if by magic, what
[ L ﬁl should arrive in the office, but Millennium’s second Brutal
- Sports offering — Wild Cup. And so, like the mates we are,
= we allowed him regain consciousness and then shoved the
e disks in his mouth. What a lucky chap he truly is.

... 8.4 R B4 EL 5

and only then — did it occur to us that until a game called 'Kid
Git' appeared, he would be the only one for the job. It's got plat-
forms, it's got violence, and now it's got Matt. Poor game.

It's traditional that every few months or so, Simon suddenly
announces that he's going to buy a car. Of course, being Edi-
tor of Britain's smallest and possibly most unpopular games
magazine is a time-consuming affair and, as such, Mr Byron is
still vehiclularly challenged. Who better, then, to put behind
the wheel of another imaginary car, as we look at Gremlin’s
latest racing game? No-one, that's who.

Looking distinctly 'back down to three again’, Matt Broughton peels
back the layers of fat protecting some of the more succulent cuts, and
inserts his scalpel where you wouldn’t want to know. All of this mean-
ingless babble basically says that it's Mini WiP time again, and would
— you like some sausages to go with your chips? Exactly.

SELECT 24 TERKS FOR COMPETITICN 24

Finsts
[T
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Can we stand any more? After a long hard
season, could it not be said that our soccer
stars play far too many games? Is this why
we missed out on the World Cup? ‘Nah, we
was just crap’, claims Football Crazy Andy
Nuttall — and after all he should know.

ootball’'s a relatively new
F game (compared to, say,

chess, or kiss-chase), but love
it or hate it, footy is the world’s most
popular sport. Of course, the millions
who love it are faced by even more
millions (particularly in the USA
where ‘shooting people’ and tiddly-
winks are marginally more popular
than The Beautiful Game) who
frankly don’t give a bat's willy. TV
hype surrounding domestic compe-
titions and the World Cup only
reflects the popularity of the sport,
but handbags of people (usually
girls, pun intended) complain that it
seems like football is on the goggle-
box all the time. Well bog ‘em.

As if to prove how closely com-
puter games follow other forms of
‘entertainment’, we're treated to
exactly the same situation on the
Amiga. A veritable cornucopia of
footy games (okay, 50ish) is arrayed
winsomely on the shelves at Smith's,
like a coachload of Leeds fans. moon-
ing cheerfully at passing motorists.

Ah, you say, but will people buy
all these games. Well, history sug-
gests that they will: no matter how
many footy games are released,
there still seems to be a large section
of the Amiga-owning public who will
buy another one (or two, or three),

This then, is exactly what Elec-
tronic Arts is hoping will happen
with the release of its ground-break-
ing FIFA International Soccer, a game
which topped the console charts for
months late last year,

On the consoles, FIFA received
huge critical acclaim, an obvious
pointer to the game's success? Not
really. On the Amiga, the competi-
tion to produce the best footy
game (ever?) is a lot greater, so
what's the Amiga version going

PROJECT: FIFA International
Soccer

PUBLISHER: Electronic Arts ;

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

DEVELOPER: Visual Sciences:
David Cowan (Programming); Geoff
Gunning, Mark Ireland (Graphics);
Anthony Putson (Music). EA: Kevin
Buckner (producer); Nick Goldswor-
thy (Assistant Producer).
INITIATED: January 1994

RELEASE: June 1994

to be like? "It will be exactly the
same as on the consoles,” says Nick
Goldsworthy, EA's Assistant Produc-
er. "The programmers have done a
grand task to fit FIFA onto a 1Mb
Amiga 500. There won't be a specif-
ic A1200 or CD32 version, but if your
Amiga has over TMb of memory FIFA
will detect it and enable more play-
er animations.”

ONE-BUTTON
WONDER

One of the more difficult tasks,
apparently, was redesigning the con-
trol system to cope with one-button
joysticks, instead of the console's
joypads. "It will need a combination
of short and long button presses,”
reckons Nick. "We've found it diffi-
cult to design, simply because of the
number of different moves featured
in the game. There are averhead
kicks, diving headers, chest controls,
banana kicks, back heels... you name
it, basically.”

With large player sprites, realistic
3D views and lifelike sound effects,
FIFA caters for the people who want

Hesunme
Instant Heplay

Control Setup

Team
I1's In
THE

GAME! . Team

Team
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Strategy
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Of course, we're not going to see England play the USA
nup.bouuumtnmqulllﬂidhy -hull:.lnd

like every footy game worth its salt
so (and some that aren’t worth
FIFA to select England.

USA in the World
didn't. However,
to be released in the next month or

anything, mind), you have the option in

The headless (in this shot, at least) referee spends most of his time on-
screen, getting into position to see the action as a ‘proper’ ref would.
“The ref works very well,” enthuses Nick. “He keeps out of your way, and
he runs around and generally, er, looks realistic.” Wise words, mate...

realism. “Sensi Soccer was undoubt-
edly great as far as gameplay goes,
but it wasn't so hot on the graphic
front. We didn't like the overhead
view much, but that's because we
like to make games look as realistic
as possible.

“I don't know whether you saw
the promotional video for FIFA,” says
Nick. Er, no. "Well, we took the rip
out of Sensi a bit, and had their
overhead view with a bloke's voice
saying ‘No way!’ or something. The
graphics in Amiga FIFA are amazing,
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: FIFA on the consoles any game on
. featuresa c'“::m the  market.
Pl wtid : commentator
1 “There won't
. Ron Barr. Thankfu
United States h".m"pmlr really be any
¢ on the Amiga by bias towards
Eﬁﬂgt%ng somebody closer to the World Cup
LT Ty home. “It's actually :

FPassing a Marketing Director in FIFA,
Tﬂgf{'fl'lce here called Tom,” though,”  he
ac 1y says Nick. What, no says. "Yes, it's

Goal Keeplng John Motson? “Well, : -
Ouerall P e pug A coming out just
‘Gillette’ than the before it, of
g : iz vy e other guy [more course, but
oy T veb. o O AR g e product we're not going

=
i s i i : : - - pl * out of our way
i He have an exciting mmmr:nmmmh to flash ‘Full
matchuﬁ tuﬂaq be tween h :nrw“" World Cup
| England an _ :

the United States . Teams’ or any-
thing. | suppose
....... — you could think of it like that,

especially when you consider that
the programmers knocked it up so
quickly. At the moment, the guys
are busy getting it up to speed,
because when we first got it run-
ning it was tediously slow.”

SOFA, SO GOOD

FIFA's programmers and designers
researched the game well, by play-
ing every Amiga footy game they
could get their hands on. “It was
just for research purposes, |
promise,” laughs Nick. Their two
favourites, and perhaps those which
influenced the FIFA game the most,
are an unusual combination: “The
classic games which inspired us
were Sensible Soccer [surprise, sur-
prise — Andy], which has great
addictive appeal, especially when
you play in two-player mode. The
other was Commodore’s ancient
International Soccer on the Com-
modore 64. That was a gem, and
excellent for its time.

“We combined everything we
saw on other footy games, plus
many more of our own enhance-
ments such as animated crowds
which follow the action — loads of
digitised cheers, boos, applause and
chants. On the graphics side, FIFA

| don't know which teams are
playing here, but I'll bet that the
reds must be Swindon. Which
other team would employ a
goalie who falls asleep in his
goal? Either that or EA's having a

laugh at our expense.
Incidentally, when your
controlled player (marked with a
star) runs off-screen, a nice little
coloured arrow points helpfully
in his direction

£ £ e ctassic

games which
inspired us
were Sensible
Soccer, and
Commodore's
International
Soccer on the

Cﬁd,,

Nick Goldsworthy,
Assistant Producer FIFA

International Soccer features lifelike
player animations, with over 2,000
frames of animation.”

To fit in with the World Cup
theme — after all, it would be sui-
cidal not to at this time of year — EA
has included enough teams, playing
styles and actual players to match

because they are all in there, but we
reckon that FIFA has made a name
for itself and will sell on that
strength alone.”

To strengthen that er... strength,
so to speak, an area which EA is cur-
rently exploring is product place-
ment. This is the concept of putting
product names in games to adver-
tise related goods. “We've managed
to get a few sponsors in for the
Amiga game,” says Nick. "Compa-
nies like Panasonic and Adidas will
all have their graphics in there,
which is something that didn't hap-
pen with the console versions.
We've only just thought of it, to be
honest, and it's going into the PC
one as well.”

Apparently, this is something
we're likely to see in almost all EA
games in the future: "We've even
got one in Theme Park,” he says.
“The people in the intro animation
are sitting on the Midland Bank
sofa. These companies see EA as a
major developer, you see, and occa-
sionally they come to us and ask us
about a deal; although we now go
out and look for one as well.”

BACK TO BASICS

One of the original briefs of the FIFA
Soccer design was to make it simple
to play. So many footy games which
are released nowadays are difficult
to play at first — even Sensible —
and so tend to put some gamers off.
Because of that, FIFA was made easy
from the outset: “| like to think that
people can just pick it up and play,”
says Nick. “Some of the extra moves
are difficult to master, but from the
outset people should find just mov-
ing around and kicking the ball pret-
ty intuitive. It can be played that
way, on the most basic level, but
then as you get better at it you
should hopefully pick up the other
combination moves naturally. At
least, that's the plan!” he laughs.
Because it's easy to control,
though, does Nick not feel that
hardened players might want a

IN PROGRESS

maore difficult — and perhaps there-
fore flexible — method of control?
I think that the more formidable
teams such as Germany and Holland
will offer new challenges. That's not
just PR-speak; | just mean that when
you're playing the more, ah, basic
teams, you tend not to use some of
the more complex moves anyway.
50, they're better for beginners, and
if you play it then keep Germany
until last! In a tournament that hap-
pens anyway, of course.”

As with Desert Strike, EA is to
include an option to use the Sega joy-
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ICON DO THAT

Because FIFA was developed
on the consoles, you tend to
find that anything that can be
illustrated is illustrated, and
text is kept to a minimum.
Which is how it should be,
some might say. FIFA's setup
options are really simple to
follow, because each selection
is accompanied by a good dia-
gram showing you what's
going on.

There are three main
options to govern what your
team looks like on the field.
Formation is the position of
each player; midfielders,
defenders, strikers; Strategy
tells the Amiga which type of,
er, strategy your team should
play — All-out attack, All-out
defend, and other things in
the middle. Formation is the
maost interesting, enabling you
to dictate how much of the
field each member of the
squad should cover. Pretty
damn useful, eh?
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pad with FIFA, so you can make use
of the extra buttons. “"Obviously not
many Amiga owners have access to
joypads, but we got a good
response from Desert Strike. We
thought of using the space bar to
select players, but nobody really likes
using the keyboard during a game.”

Although it hasn't released much
lately, EA Sports is certainly no
stranger to the Amiga. Veteran
gamers, and indeed budget-buyers,
will probably recognise the names
PGA Tour Golf and John Madden'’s
Football, two all-time classic sports
sims which people drone on about
in the pub today. Is EA conscious
that every game has to be a classic
from now on, to prolong the series?
Does it, in short, feel the pressure?
“With all the different format mar-
kets, you have to have a really top-
quality product in order for it to do
well,” Nick tells us. :

“Games with a big licence sell in
great numbers, but for classic sales
you need a classic game,"” he con-
tinues. "With John Madden we tried
to put in as many little touches as
we could to make it more realistic,
and our playtesters still really love
playing it. The PGA team did Desert
Strike as well, and if you compare
those games with the Sega titles
you find they're quite different —
even though the main game is
essentially the same.

“We are conscious that with all
the footy games currently around
on the Amiga, we've really got to
work hard to make FIFA stand out
from the rest. We're lucky in that
there's a bunch of good people
working on it, who are very inter-
ested in the game and they want
their baby to succeed.”

FA PO FUOUOM
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“Sega and SNES sales of FIFA will
soon total over a million copies
worldwide,” Nick says complacent-
ly. A million copies: that's like, four
times the total sales of Sensible
Soccer on the computer formats;
and a hundred times the average
sales of a computer game. Natural-
ly, with sales of that magnitude
they're expecting great things of
the Amiga version.

“Syndicate and Desert Strike
were EA's latest big hits on the
Amiga, of course,”’ Nick enthuses.
“They proved that the Amiga can
still make it with cool graphics,
sound and very playable games.
with the success of FIFA on the con-
soles I'm sure that Amiga FIFA will
exceed our expectations.”

Not bad, coming from a compa-
ny which, just a year ago, were
ready to pull out of the Amiga mar-
ket because of apparently dwin-
dling sales. So what's changed?

“Well, we're not too sure what to
do with the Amiga conversions
from now on, to be honest. We've
been slowing down on the Amiga
for a year or so, but we've got a few
titles coming out yet. It mainly has
to do with the sales of Amiga FIFA
— if that does well, then obviously
we'll look to develop further EA
Sports titles on the Amiga as well.
It's not only Amiga sales that are
dwindling, mind; sales on every
machine aren't as good as they
used to be, consoles included.
Taken as a worldwide issue, the PC
is taking off much faster than any-
thing else; and that's why we're
concentrating on that.”

When you look at the breakdown
of the latest UK sales figures,
though, you can see that Amiga
sales account for double that of PC.
And even CD32 weighs in signifi-
cantly higher than PC CD-ROM.
Doesn‘t that make a difference in
the UK market? “I think that's part-
ly because most of the games
which are coming out on the Amiga
now are very strong titles, and so
obviously they're going to sell a lot
more."”

TRUE WORK OF ART

“We're uncertain at this stage what
the next EA Sports release will be,
after FIFA Soccer,” Nick admits. “EA
Hockey would be an obvious choice
— I'm surprised that it hasn't come
out so far. If FIFA does well, then
the chances are we'll release FIFA 2,
which is a likely console release
soon. That will have much more
moves, you can put your names in,
there are better leagues... er, it may

even have some management bits.
That's all to be announced, though,
because we haven't actually decid-
ed anything firm.

“Electronic Arts is releasing other
new Amiga products this year,
though, including Theme Park from
Bullfrog and Deluxe Paint 5 from

our American HQ. It partly depends
on whether a game can physically
be converted or not. Converting
something like Bullfrog’s Magic Car-
pet or Creation to the standard
Amiga would be very difficult —
impossible, even — but Theme Park
was okay so they are doing that.

"“We've got some other stuff as
well. There's a Warhammer licence,
which is like a racing game, coming
out on the Amiga shortly. So, if a
game can be converted quickly and
painlessly, then the chances are it
will appear on the Amiga.” And if
that means that any of EA's recent
releases are planned for the Amiga,
then we should be in for a few
treats yet. Hurrah!
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“The angle FIFA was designed at,” Nick reckons, “makes it easy to see
exactly where all of your players are. That way we didn't need to include a
radar, something which most people find confusing at best. And even when
your controlled player moves off-screen, a little arrow appears to tell you
where he is.” Thought of everything, it seems. Tsk.

Although it's not strictly a World
Cup-based game, you'll find that all
the World Cup teams are in there
anyway because FIFA represents, er,
FIFA, football's governing body. As
Nick explains: “There are 48 national
teams in our game, each with unigue
playing styles. To add to that, there
are over 900 lifelike players each
modelled in one of 14 different skill
areas.” Should be fairly comprehen-
sive, then

Even though it's pretty easy to con-
trol the basic kicking and heading of
the ball, after a while you can build-
up further skills. And, thankfully,
there are plenty of them — some
gimmicky, some useful. Here's a guy
keeping a ball bouncing on his head,
away from the marauding striker.
Hey, of course we know it's a diffi-
cult thing to do, but you can do it
with practice. Honest.

YOU'RE NOT
SINGING
ANYMORE...

All football teams have the unsung
heroes; defenders who work hard
but are overshadowed by hat-trick-
scoring strikers, and back-room
boys who get the players ready for
their games. On the FIFA footy
field, though, the unsung heroes
have to be the crowd. All through
the game they're get up from their
seats, wave rattles around, boo,
chant — just like a real crowd
should. Using a clever effect involv-

ing repeating several sections of
the crowd, EA has made it look as

though each spectator moves indi-

Ah, FIFA looks so realistic you can
almost feel the lump in the back of
your throat as your man scores. (Or
the lump as one of the away
supporters cracks you over the head
with a rattle, if you live in a particu-
larly violent household). You'll be
glad to know there's none of this
cuddling and pile-on nonsense,
though — a swift run towards the
crowd with his fists clenched is good
enough for our fella.

Obviously with a printed screen it's
difficult to rustle up any enthusiasm
for the animation. Although the
sprites do occasionally suffer from
the "Michael Jackson effect,” (walk-
ing and running on the spot) these
are probably the most realistic play-
ers wa've seen yet. Even the net ani-
mates, bouncing in and out when it's
hit by a ball. Who says The One
doesn't give you any facts?

vidually. Here you can only see a

small part, but see if you can spot

Lh: t:m bloke twice. Difficult,
‘tit?

THE MANAGER
THE ULTIMATE FOOTBALL MANAGEMENT
SIMULATION FOR YOUR AMIGA

The Tacticiam

Select your team and play the transfer market using real player data to make
your decision. Unigue tactical section enabales you to have total control of
individual players. Change your tactics during the game using the unigue
preset tactical options-should you held onto that one goal lead or go for
another? Review the comprehensive and detailed statistics to plan your
progress when you need to.

The Coach

Organise your coaching and training. Get your scouts “on the ground”
invest in your youth team and nurse your infury list back to full fitness.
Salect the best backroom staff to maximise your team’s performance.
Tha Mansgar

Deal with full post-match newspaper reports on your perfarmance.

Take tough decisions, deal with your chairman, sponsors and fans.

Tha Businsessman

Negotiate your contract, look after yourself and make sure yourre
the boss of your own destiny.

The Winner

You're a 35 year old new bay - how long is it going to take you to get pro-
mation, fill your trophy cabinet and build a dynasty. Your time is up after
30 seasons at the top.

We have managed to create an ultra advanced

ARTIFICIAL INTELLIGENCE simulation of gamaplay and player decisions.
Relive the superb animated highlights of goals, saves and injuries.
Everything you get in any other management simulation and more.

Amiga version available in Mid June

RRP £29.99.

Distributed by:
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PROBLEM

Matt Broughton witnessed a disturbing scene the other day.
While driving through Barking, he came across a group of
children standing around a tree, hitting it with steel bars for

no apparent reason. Perhaps there is a point to be made
about mindless violence in games after all...

ave you ever wondered
H exactly what the software

company PR people do? |
realise that a large proportion of
their time is spent in the incredibly
important activity that we know
simply as ‘taking us out for some
lunch and a beer’, but there are
only so many times you can get
away with that, so what do they do
for the rest of the time?

As an example, Nick Clarkson
from Ocean came round to show
me Kid Vicious, but when | asked
about the storyline he told me that
he had to go back to the office and
think it up with 'some friends of
his’. Okay, | thought, an intelligent
bloke like Mick should be able to
come up with something pretty
good; let's see what he produces.

Having given Nick some three
days to ponder over this awesome
task, | called up to see what the
final in-depth plot was. Are you
ready? Right...

“tr well, what we reckon is that
Kid Vicious is a sort of caveman
who's accidentally been caught up
in a sort of vortex thing and now
has to get through lots or really
strange, er... levels if he ever wants
to get home.” Right. | see. So what
about the fact that your ‘caveman’
is wearing a shirt and trousers?

“Ah yes. Well the thing is, we
reckon that there were probably
lots of other things in the vortex as
well. Some of which were shirts and
trousers.” Okay. And Kid is defi-
nitely a caveman, yes? “Oh yes.
That's why he's got a club.”

Hmm. Have you ever wondered
exactly what the software compa-
ny PR people do?

e .

PUGLISHER: Scom .

DEVELOPER: Magnetic Fields;

Andrew Morris (Design Graphics)
Shaun Southern
(Programming/FX), Peter Ligget
(Testing, FX) Pipe Smoker’s Cough
(Music) Doug Braisby (Business
Side of Things).

INITIATED: August 1991

RELEASE: Augnst 1994 oo
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When Kid Vicious isn't busy
bashing things with his club
{(which might | remind you is
the only pathetic link to Nick
Clarkson’'s tenuous storyline)

he likes to indulge in some spin-
ning japery. By running at speed
and pulling dewn on the

joystick, Kid goes into a viclent
pirouette, trashing anything in
his path. Oh look, here in the
middle of Toxic Land, he seems
to have found a stone pig (who,
thankfully, has nothing to do
with Bjork).

HIT ME
Well there's only one thing to
do in a situation like this,
and that's to go straight
to the developer. And so,
may | introduce you to
Andrew Morris, design-
er and graphic artist
from the Magnetic
Fields stable. Perhaps
he can tell us the idea
behind the game...

"We basically want-
ed to produce a really really good
platform game — better than any-
thing that's been around before.
We've looked at
lots of similar
games — which
is something we
did with racing
games when we
were writing
Lotus — and tried
to pick the things
we liked best,
and incorporate
them into Kid
Vicious."”

| don't know,
but Kid Vicious
appears at first
glance to be fairly standard platform
fare, with lots of ‘bits’ to be collect-
ed, creatures to be clubbed, and
platforms to be negotiated. So, to be
blunt, what does Mag Fields think
makes Kid Vicious that bit special?

"Well, it's very very fast. | think
it's faster than anything else that's
been on the Amiga before, and |
think that the game is very novel
overall. There's also loads of stuff in
there. The game's going on four
disks, and that's without any flashy

by

e

intros or anything — it's just four
disks of game with a title screen.
This is really down to the levels
because they're just huge, they're all
over 200 screens in size, with each
level taking about two weeks to
design — and we’'ve been constant-
ly going back to them, tweaking and
improving them along the way."”

Andrew's not kidding when he
says it's fast — it flashes past the
screen, complete with (and | don't
think I'm wrong here) animated
parallax backgrounds. How's that
done, then?

“Ah, this is a technical advance-
ment that we're very proud of. No-
one has done anything like this
before on an ordinary Amiga. We've
used all sorts of clever tricks to get
the background parallax looking as
good as it does. It's very very diffi-
cult, and we're very pleased with
it“, Oh | See. Glad | asked. Hope
Andrew wasn't too technical for
you there.”

LEVEL HEADED

Each level plays in a different way.
Some are pure racing where you
have to get across the level within a
very tight time limit, whereas there
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It's a well known fact that programmers take each other’'s work apart
whenever they come across something truly dazzling, and you can
bet your mother's bottom that Kid Vicious' parallax will be subject to
quite a bit of the aforementioned activity once you see it moving.
Though it's hard to describe with just a static screen, you have to
realise that both the pumps in the foreground (the little brown ones)
and the pumps in the background (the big blue ones) are animating.
Of course what really impresses is the fact that the blue ones are also
‘parallaxing’ while they animate. This might not sound incredible, but
when you see it, you'll recognise this for the clever tweakery that it

truly is.

are others where you've got search
for thing like blazes. There are also
levels with puzzles, switches,
mazes etc. Mag Fields is hoping to
get all the levels playing in a dif-
ferent way to improve the longevi-
ty. They've also opted to end each
level in a less than traditional way,
replacing the now familiar 'huge
monster banana’ with a sub-game.
"We wanted to get away from
the 'Big Meanie' at the end of the
level” Andrew explains, “we
thought that sub-games would be
a lot more interesting. There's a
Space Invaders game, a sort of
Asteroids affair where rocks fall
down on you, there's a Breakout
game, and there’s another shooting
game where you have to blow away
a platform along the top of the
screen while birds shi..., er shoot
droppings at you from above.”

PROBLEM CHILD I

The main problem with Kid Vicious'
programming was that the team
underestimated how long it would
take to write a game like this.
“Originally we thought it wouldn't
take more than a year, but just
designing the levels has taken
something like seven or eight
months — that's just putting the
blocks together, never mind the
graphics! We've had someone in
testing it since it's been playable,
because there's an awful amount to
test with something this big and
there are so many things that can
go wrong. Peter's been playing it
for a good nine months now."”

‘ We basically
wanted a really
really good plat-

form game —
better than any-

thing that had
been around

before. , ,

Andrew Mosris
Magnetic Relds

Graphically, the game has
turned out how Andrew had hoped
for (all 5000K of it), with a style not
too cute, and not too hard. A1200
and CD32 enhanced versions will
follow on shortly, and Andrew
hopes that both will be an
improvement on the one before
(i.e. the A1200 version improves
upon the standard, and the
CD32 version improves
again upon that).

“Basically we'll
improve the for-
eground graphics
and make them
a lot more
colourful.

There'll be full
speech in the
game as well.
It’ll work a lot
quicker, and
the CD version
will have full

IN PROGRESS

Slol317

S0I2I5[E]0
OlAI0I0I0
20I0I&IE10
Qloli[5]0)
o[ LIS

C WEIRIM

Slol11210lcl0l

CD soundtracks as well.” The stan-
dard version is scheduled for an
August release, but Andrew reck-
ons that there's only about anoth-
er week's worth of work to be
completed now.

“"We're just finishing the last lev-
els now — putting scenery in and
so on. Other than that, it's finished
bar the title screen and a few other
bits and pieces.”

The game originally featured a
sort of fox character and was called
‘Kit Vicious', but it was felt that
there were too many
similarities to a cer-
tain hedgehog.
Other than that, the
design has remained
much the same from
start to finish.

“It has come out
pretty much as |
wanted it to. Going
back to when we
started, this is how |
saw it ending.”

Having been
working on this pro-
ject for the last two
years, Andrew has
no plans for a
sequel, and intends
to take a long, long
rest. He's earned it.

F

Reminding me of Chaos Engine
for some reason, the levels are
concluded with a debriefing,
showing how many baddies
you've dispatched, how many
apples you've collected, how
many... oh, just look at the
screenshot, would you! You're
given a target level at the begin-
ning of the level (well you can't
have a debriefing without a
briefing, can you?) all presented
in ‘Wooden-frame-0-vision'.
Andrew explains: “In some ways
this style came to us from Lotus,
because we always used briefing
screens. We've also done some-
thing similar in the past with
Super Cars, 5o it just appeared
in Kid Vicious because it's some-
thing we've always done.”

Here are just two of the sub-games to be
found in Kid Vicious, and though not exactly
breaking any new ground as far as originality
goes, are always welcome in my house if only
to break the game play up a bit. The shooting
gallery is the last level in the toy factory (and
might | once again draw your attention to

the gorgeous animating parallax pumps in

the background) while the Space Invaders

appear half way through one of the earlier

levels — complete with the original samples.
Ah, the pungent smell of nostalgia

™ sweeps through my nostrils...
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Buckle-up, dear readers, as the automotively-challenged Simon
Byron zooms into the sunset in Gremlin’s super-charged AGA road
racer. Because he can't afford a real car.

that springs to mind whenever

you think about driving games,
it's Gremlin. Its phenomenal Lotus
trio are still regarded by many as the
best of the bunch. Some would go
so far as to say that the latest, Lotus
3, was. all-but perfect and took the
genre as far as it is possible to go
without actually getting behind the
wheel of the real thing. It seems this
view is shared by Magnetic Fields,
the developer, because it's turned its
attentions to the ever-dwindling
platform scene with Kid Vicious (also
previewed this month).

Gremlin, however, thinks there is
still some mileage to be squeezed
out of the old-fashioned racer — and
why not? With games such as Bump
‘n' Burn and Lamborghini still scor-
ing well, it's obvious to all that slick
car games sell.

Top Gear 2, then, is a conversion
of the similarly-titled SNES game
which, one presumes, is the follow-
up to Top Gear 1. It's an out-and-out
racer with no comic characters or
humourous pick-ups, content instead
to emulate the adrenaline-pumping
speed of an, erm... very fast car.
Okay, so I'm crap at car facts but so
what? It doesn't make me a girl,
does it? Although the fact that |
enjoy dressing up Barbie and Sindy
might. Anyway...

i ilton is the guy with his

I f there's one suﬂwarelcumpany

machine to be graced with the
game, with CD32 and A500 versions
following slightly later.

Converting Top Gear 2 is relatively
easy. "I'm having to slightly tweak the
code,” Mike reveals, “to allow for the
fact that the Amiga has a larger

screen than the SNES. But apart
from that, the game will be iden-
tical to the SNES version.”

EII;I.BLISII-IEII: Gremlin .
DEVELOPER: In-house; Mike
Chilton (Conversion Programming
INITIATED: October 1993
RELEASE: August 1994

One of the major headaches in
writing a driving game is coming up
with a 3D routine. Thankfully — for
Mike at least — the SNES's was fairly
slick and has been winched across the
pits in all its glory.
“The sprites aren't
scaled in real-
time,” he admits,
“so there are hun-
dreds of anima-
tion frames stored
in memory. As an
object moves
towards you, it's
replaced by a big-
ger sprite, giving
the impression
that it's getting
larger. It's an old
coding trick.”

Top Gear 2 is
shaping up to be
one of the most
attractive Amiga racers, if nothing
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else, Because the game is leading on

00, 32bit owners can look

& most on-screen
Bh in a driving game.
- | have to reduce the
amount of colours on the A500,”
shrugs Mike, “in order to keep the
speed up.”

Ah yes; speed. The one thing
which will make or break a driving
game. It doesn't matter a jot if a
racer looks as attractive as Elizabeth
Hurley in That Dress — if it plays like
a dog then no-one's going to be the
slightest bit interested.
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“It's currently running in three
frames,” Mike reveals. If, like me,
you are a bit of a layman when it
comes to technical terms, let me
explain further. On an English TV set,
the screen updates 50 times a sec-
ond, so a game running at ‘one
frame’ will update 50 times a sec-
ond. Top Gear 2 currently updates
every third frame out of 50, or just
under 17 times a second. Which is
quite fast.

Top Gear 2 will feature 64 tracks
across 16 countries, along with all
the usual weather effects we've
come to know and love. But you'll

need a keen brain as well as fast
reactions in order to succeed, as each
course requires a different car set-up.
You'll need to experiment with tyres,
engines and gearboxes in order to
achieve the perfect combination.

Does this sound like your cup of
tea? Well, you'll be able to see
whether it's ours when we road-test
Top Gear 2 next month.
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T hanks Des. We rejoin the
action as England line up for
a free-kick, just inside the
half-way line. Ince steps up to the
ball. He takes it long; and Platty’s
making one of his surging runs into
the box... Oh, and his head’s come
off! Neville Southall, the Welsh keep-
er, has punched David Platt's head
clean off! There's pan
here now... The enr;
players are pulling o
ers, Rushie’s got a Sherman !
And now there can only be one out-
come...

BBC2's Goal TV was on the telly
this evening and | had chance to
watch (again) the disgraceful “foot-
ball” match between Chile and Italy
in the 1962 World Cup. If you think
my opening paragraph was ridicu-
lous (no, not ridiculous, Andy, sim-

ply unfunny— Simon.), then |
urge you to watch the '62 game
— suddenly it becomes believ-

|
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‘Damn! We're all out of the World Cup. Mind you Millennium

has an interesting suggestion. Why not relive the qualifiers,
but this time arm the teams with guns, knives and stuff? Hey,
eat lead, Koeman you cheating piece of Gouda! Allegedly.
Over to John Andy Nuttall Motson.

able. Player's legs
chopped out from
under them-at all
angles by obscene-

ly wayward tackles;
fisticuffs, petty
scrabbles, hand-

bags at dawn; and
for the coup de
grace a high tackle
of such crazy altitude
that the offender’s studs
made contact with the
back of his opponent’s head, knock-
ing him out cold. | kid you not.

If this sounds interesting (you
sick, sick people) and if you missed
Goal TV then maybe you should take
a look at the next in Millennium’s
Brutal Sports series: Wild Cup 5oc-
cer. It's just like any other soccer
game: 11 players a side trying to
boot the ball into each others’ net.
The difference here, as Brutal Sports
Football fans will already know, is
players have the perfect
obligation, to punch,
m and kill as many of the
sing team as possible. Nice.

The management options are as
normal; and player trading is com-
monplace. In the Brutal world,
though, the team manager also has
to budget for the cost of arming his
team: guns, broadswords and
shields are as important for the play-
ers as three Shredded Wheat for
breakfast. Ho, Ho!

“Compared to this, Brutal Foot-
ball was a much more primitive
game.” Keith Smith, Marketing and
PR Manager for Millennium, seems

it vl et S
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PUBLISHER: Millennium = ==
DEVELOPER: Teque London
INITIATED: February 1994
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pretty chuffed with Wild Cup Soccer.
“For a start, the viewpoint has
changed — it's now isometric 3D. It's
impossible to do a game involving
so many extra, ah, features [read:
weapons — Andy], using the side-to-
side view. | think originally the
designers of Football just thought it
was easier to have a pitch that
scrolled from left to right, to keep it
as simple as possible — after all, it
was originally being designed for the
Mega Drive.”

[I think at this point it's worth
pointing out that ‘Football’, as in
Brutal Sports Football, is based on

American Football, whereas 'd

Cup Soccer is concern ith tradi-

. tional Associationffgoty.]

“people are used to seeing and
playing football games from this
sort of viewpoint, anyway,"” contin-
ues Keith. “We basically went with it
because it wasamore realistic.”

Mille:niﬁ has very little time to

build up hype for Wild Cup. The
company’s goal is to release it in
time for the World Cup, which at the
time of writing is a matter of weeks
away, so they're intending to rush
it out in half the time it takes for a




usual game. “We're confident that
it's a very good game, though,”
Keith tells us. “We're not into releas-
ing a sub-standard game just so that
it sells. It's simply that we knew we
could get it finished and polished,
and get it out there quickly. We're in
a lucky position in a way, because
we can build on the success of Bru-
tal Football.”

BRUTAL KNITTING

So why not call it Brutal Sports Soc-
cer, then? “Basically because we can't
use the word 'Brutal’ in Germany,”
says Keith. "Over there it's a very sin-
ister word, meaning sadistic, which is
obviously not what we want! [laughs]
So, we had to call it [puts on a
“wacky” accent] ‘Crazy F i
With Wild Cup Soccer my in pro-
duction for a few months now, it's
apparent that Millenniim has taken
a good look at the mhg footy prod-

o

than copying them,
and perhaps buying up some huge
licence, Millennium is thumbing its
nose at them and hoping that the
mickey-taking will work.

“We've got to think about the
retail side as well, you see,” explains
Keith. “If retailers are being bom-
barded with 10 or 15 football sims,
nobody's going to buy them all.
About five of them are going to sell
really well: the el thall
games, real

other football games. For an exam-
ple of how seriously we're taking it
all, we were originally going to call
it ‘Senseless Soccer’. But, at the end
of the day, the Wild Cup tag says it
all, really. It's the closest you can
come to 'World Cup’ without
infringing any copyrights — unless
you call it 'Orld Cup’, or something.”
Er, yes, guite.

Fans of Brutal Sports Football will
be pleased to know. that Millennium
is using some of the better features
from the original game in Wild Cup;
not least of all in producing another
excellent rock soundtrack. "On the

in the next few. ;m’er.ifraditional footy games

WORK IN PROGRESS

CD32 version we're going to put
down another crazy rock track,”
Keith tells us, “"because the last one
was just so outrageously loud it was
well worth doing. The punters love
it, as well, so that gives us a good
excuse to go into the studio again
and raise some hell.”
As you would imagine, the Brutal
Sports Series is unlikely to end here,
after just two releases. Millennium
has a number of ideas up its sleeves,
many of them unlikely — but then
again, before this, who would have
considered a football game with
guns? “We reckon that Brutal Golf
would be an ideal next game,” says
Keith. "Either that or tennis.” Ten-
nis? Jesus. "Hockey would be a
good one too, because that's quite
I §ame anyway. Hell, | know

done before on the con-

that's be .. '
soles, but |

1 Say, though?” Keith
vith some relish. "Our
might not

Wild Cup Soccer will pro-
-needed break from the

that are to be released in the next
few months. It's much stronger and
even less tasteful than Football,
which bodes, ah, interestingly for
the future games in the series, and
will probably annoy lots of MPs and
pious parents. As with games such
as Syndicate and Cannon Fodder,
though, the aggressive side of the
game doesn't bring out aggression
in the player. Rather, it acts as a ten-
sion release. Played as a tournament
with more than one player there's
unlikely to be a better way of sort-

ing out any domestic disputes. So,
all you concerned citizens tut-tutting
at the screenshots, don't worry, —
it's only a game after all!

Wild Cup Soccer is to be released
on the AS00 and CD32 simultane-
ously on June 30th, with the distinct
possibility of an A1200-specific ver-
sion following close behind.
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WORLD CUP
SOCCER STAR

Soccer Star/Kompart

generally a subtle sort of bloke,

but over the last few months I've
tried my best to hint that | don’t
want any more football games.
Please. But wait... what is this that
hath appeared upon my crimson
desk of love? Why, yes, | do believe
it's yet another footy game. How
super. How ‘original’. And, how
bloody predictable.

World Cup Soccer Stars originally
appeared a few months back, but
I've since received an updated ver-
sion which is slightly more finished.
So let's have a little look, shall we?

What can | tell you about WCS5
that you can't guess for yourself?
Well, you have all the standard
options such as weather conditions,
length of game, pitch condition,
aftertouch control etc, as well as
being able to enter a 24 team World
Cup competition or a 16 team
league competition, choosing from
the 100 teams on offer. All of the
player names and statistics are com-
plete, but there is an editing facility
should you feel the need to invent
your own teams.

Once you're into the competition
itself, you're presented with the
option to play as any of the teams
competing. If you don’t fancy that,
you can either opt to watch the com-
puter play the game out, or just to
be presented with the results. You
also receive the standard statistical
info at the end of each match, show-
ing possessions, bookings etc.

The games themselves are reminis-
cent of Kick Off 2, with an overhead
view and a shadowed ball. The con-
trol of the players is nothing espe-
cially stunning, but it's fair enough
to allow some decent gameplay. If
you have any players near the ball
but off the screen, a tiny ‘bloke’ will
appear around the edge of the play
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area, allowing you to effectively con-
trol where he'll appear once he’s in-
range. .

Kompart has only just recently:
become involved with this project, :
and the programmers are keen to.
point out that a new graphic artist ;
will be stepping in to improve the:
graphics shown here. Er, other than
that, I'm afraid I'm running out ufE
things to say about football games, :
but if you can hang on for a few:
months, you'll be able to think:
things up for yourselves! :

maLl SCOT LA

WIGER
HIGERIA
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SOCCER
SUPERSTARS

Flair
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ang on... Soccer
Stars, Soccer Super-
stars, Soccer Stars,
Soccer Super Stars. There's
a bit of a pattern forming
here. What's the third Mini
WiP going to be? SuperStar
Soccer Star Stars? Bloody
hell — some people just
don’t know when to quit,
do they?

Anyway, Flair is proud to present
what it says will “...surely be one of
the most advanced and playable
soccer games yet.” Oh really. No,
you don’t say. Well I've given every-
body else the benefit of the doubt,
so what does this particular soccer
offering have to, er... offer?

Well, funnily enough, it features
all of the teams in the World Cup
{quelle surprise), not to mention the
non-qualifiers such as useless Eng-
land, floppy France and dodgy Den-
mark. This is a nice option as it
allows you to set up your own
spazzy football challenges.

Apparently, Flair has been pro-
gramming in conjunction with a
major statistical research pro-
gramme carried out by their devel-
opment team, and
therefore hope to pro-
vide the most realistic
game as far as the abil-
ities and characteristics
of both the squads and
their individual super-
star players go.

Presentation wise,
Flair is promising a
“breakthrough to a
new generation of soc-
cer games” using new
technigues including
3D modelling, Roto-
scoped animations,
and interactive voice-
over commentary. The
game is also sponsored

by Mitre (purveyors of fine quality
football items) and free football
offers are included in the package
(ooeeyy! Whatever that means.)

The normal list of features and
options such as set-piece forma-
tions, physiotherapy, team editing
etc, come with the game, but spe-
cial ones worth mentioning are
Power Zone® play system (oh?), a
new Power Bar@ ‘shot-strength-
ometer’, plus real and fantasy tour-
nament mode. I'd love to tell you
more about these features, but see-
ing as though Flair didn’t tell me, it's
going to be quite hard, isn't it?

Anyway, Soccer Superstars will
be released within the next few
months for twenty five pounds and
ninety nine pence,
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BRITAIN'S BUBBLIEST
AND BEST-SELLING
SEGA MAGAZINE!

WITHOUT BEING TOO MODEST, MEAN MACHINES
SEGA IS THE HOME OF THE EXCLUSIVE. IT'S FIRST
FOR NEWS, PREVIEWS, REVIEWS AND GOSSIP —
EVERYTHING THE DISCERNING SEGA OWNER NEEDS,
IN FACT. GET THE COMPLETE GAMING PICTURE — GET
MEAN MACHINES SEGA...

OUT THE 30TH OF EVERY MONTH.




54 OUT TO LUNCH (A1200) Mindscape
68 SURF NINJAS (CD32) Flair

60 WEMBLEY INT. SOCCER Audiogenic
62 QUIK Titus

64 CRASH DUMMIES Virgin

66 ULT. PINBALL QUEST Iinfogrames
68 IMP MISSION: 2025 MicroProse
70 CRASH DUMMIES Virgin

T2 SUM. OLYMPIX (CD32) Flair

74 BANSHEE Core

79 TORNADO (A1200) Dig. Integration
80 BRUTAL SR FOOTBALL Millennium
80 BRIAN THE LION (A1200) Psygnosis
80 CHUCK ROCK 2 (CD32) Core

80 FIREFORCE (CD32) ICE

81 FIRE AND ICE (CD32) Renegade
81 CHUCK ROCK (CD32) Core

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, guite simply, the best game reviewing system devised by

man. Probably.

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

This panal 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 guality
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.
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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.

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.

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 is considered an
essential purchase.

W 4

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.

EVIEWS®

SIMON BYROM
When making sandwiches for
a picnic or a tea-party, it's best
to use bread that's a day old
and cream the butter or mar-
garine so that it is easy to
spread. When spreading, make
sure it goes to the edge of the
bread. Soft fillings, or salad
fillings, which should be crisp
when eaten, should be insert-
ed just prior to serving;
creamed fillings can be put in beforehand and the
sandwiches wrapped in a damp cloth or waxed
paper to keep them moist.

ANDY NUTTALL
Many people worry needlessly
over 'hypotension’ which has
recently become fashionable.
When the blood pressure is
too low there may be a ten-
dency to fainting attacks,
especially when getting up
from a lying-down or seated
posture. There is, however, no
danger whatsoever in this and,
since there is actually less wear
and tear on the arteries, people who suffer from this
condition will probably live longer than most. In
short, low blood-pressure is no cause for worry.

MATT BROUGHTOM
Surprisingly, and unlike cage-
birds, field-voles and even
hedgehogs (which will con-
sume household waste), most
Bats have to be fed by a trick
when first captured. It is nec-
essary to cut off the head of a
mealworm and insert the body
between the bat's lips, push-
ing the mealworm as soon as
the bat starts to chew. The
common British bat or pip-
istrelle requires 15 to 25 mealworms a day, chopped
raw liver once a week, and live insects and moths
whenever possible,

HARRY ATTRILL
Little mental strain, but some
rapid physical activity is
required for 'Passing the Par-
cel' — a game the direct
descent of which from ‘Musi-
cal Chairs’ can be clearly seen.
A parcel with innumerable
wrappings is passed round to
music. Each person who has
the parcel passed or thrown
to them when the music stops
must remove one piece of the wrapping. Anyone
holding the parcel when the music stops must drop
out. The last person left in is the winner.

NE: We've been reading the Big Boy's Book Of Sci-
ence this month. And it's great!



Some platforms can‘t be reached by mere leg
power alone so the springs dotted around
most levels are invaluable. There are big ones
and small ones which bounce you different
heights but the old proverb “look before you
leap” certainly holds true here because there
are often spikes abowve springs which stun on
contact. You have been warmned.
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Bllmey. 0ur Iead rewew and it
hasn't got anything to do with
beaches. Ah well, here goes...
Simon Byron lies on his Spiderman
towel and sighs as gorgeous atten-
dants rub oil into his back. He is
daydreaming about Mindscape's
latest AGA platformer. Or is he?

ood with personalities. Inter-
F esting concept, don't you
think? Peas that get a bit shir-
ty if you try to skewer them with your
fork. Peppers that refuse point- blank
to be cored, diced and tossed in a

winter salad. Sausages squealing

“Bugger off!” as you attempt to pop

them under the grill next to some
fresh tomatoes. This, my little cab-
bages, is the nightmare scenario
faced by one Pierre Le Chef, world
renowned, er, chef.

Actually, | think we're being
fobbed-off a bit here. After all, how
many people do you know with
names which relate to their job? Why,
for example, am | not called Simon
The Editor Who |s Good At Things?
Why isn"t Matt called Matt Fungus
Face? And why, then, isn't our newest
team member called Andy Git Git Git
Git Git Git Git Git Git? Answers on a
postcard, please.

Anyway, back to the matter in

ious exotic levels before something
really bad happens. | expect.

Out To Lunch is, in fact, a conversion
of a SNES game which, according to
someone called Graham who works
for EMAP's Nintendo Magazine, er,
‘System’, is “Simple and fun and | like
it.” Hmmm...

But in order for Out To Lunch to get
the same enthusiastic response from
me (albeit with words of fewer sylla-
bles, obviously) it's going to have to be
really special. In fact, | can't think of a
SMES conversion which has managed
to cut the mustard on the Amiga. And
neither can Matt. But ask us to name
decent SNES game next month and
we’ll have no hesitation in recom-
mending this food-tastic platform spe-
cialité du Maison. And here's why...
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’ 1 Like that fantastic day-time -

1 - quiz show, Supermarket
Sweep, you can take part in a
brilliant trolley dash to sarn
loads of bonus points. This
event takes place between
every country. You have to
collect fruits off the shelves
whilst ensuring that the tral-
ley remains on-screen. It's a
very basic Sleepwalker clone.
But a lot better.

2 i ol
f @
One of the nicest 7.
things about Out To ” e
Lunch is the way that
the ingredients scarp-
er once they see you.
They'll leap of ledges,
bounce on springs
even sprout blades
from the top of their
heads! Subsequently,
Pierre has to chase the
food around in order

to swipe them up in
hiz net. This means
that you can often
force them into dead-
ends and catch them

that way.

TASTES YUMMY...

Out To Lunch is a very nice game.
Here are just some of the very
nice ingredients you can col-
lect and some of the very nice
things you could do with them
if you were a girl.

MUSHROOM

Useful for making &
Tripe and e
Mushrooms. You'll v
need: 1 Ib dressed -

tripe, 2 mushrooms

(large), 1 pt milk and water, 1
tablespoon flour, pepper and
salt, freshly chopped parsley.

ONION
Invaluable for Ox
Liver Pie. Take 8 oz. P
ox liver, 2 onions,

1/2 pint milk, 5 oz.,
self-raising flour, 2

oz. shredded suet, pinch of
salt, 1 rasher of bacon,
seasoned flour, dripping,
water. And cook them.

..!l*‘

TOMATO

Without which
Tomato Soup would
be practically
impossible. You'll
need: 1 Ib tomatoes,
1 onion, 1 1/2 pts vegetable
stock, 1 carrot, 1 or 2 bacon
rinds, 1 dessert sp. flour, pep-
per and salt, milk.

POTATO

Fan-tastic for Pota- ; '
toes Roasted (. =
with very little Fat. ; !

For which you’ll
need some
potatoes. And very little fat.
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Ol can use a two-button joystick if you wish,
ithout are catered for with a nifty control

which is quite intuitive. To use the weapon
currently holding, just tap the fire button and

re will attack the ingredients. Then, when you've
ned the food, collect them in the net by holding
down the fire button for longer.

o leave a level, Pierre has to capture a certain number of ingredi-
ents in his net and deposit them back in the cage within a set
time. There are usually more ingredients than you need %o you can
afford to kill off a few (by repeatedly jumping on their, erm,
heads) or leave some alone if you feel like it.
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Ah, secret rooms —
an innovation, |
don't think
backwards. Here you
can see lots of flying
clocks and quite a
few springs on which
to bounce. Marvel-
lous, eh? I'm not
quite sure when
these rooms pop up,
but they're a
welcome diversion
from the main game,
that's for sure.

" -.. \.
Lr - Sl

The cage right at the blim-
min' top — getting here is a
real problem, | can tell you. @

! o

4 Slippy-slid atfo p:
mﬂﬂ-i: f"...r."'.,f tl::." l'wtl ERE
SERE  quite tough, that's for sure.

SENL

A teleporter.
~' ‘Nuff said.

| can't quite remember what
this pick-up does, but it's
bound te be quite good.
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The jolly nature of

the game is inter-
rupted when the
food becomes

infected by bacte-

ria or bitten by
insects. It's all
quite horrible —
mutated ingredi-
ents hunt you

down and kill with
one touch. Dispos-

they re ruthlessly

pursuing yow_ -
ing on their .

is more m '

judgment.

|
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There's na need ta drop the ingre ent F E 2. You c

as many in your net as you like butit's X il'l nd .I"ynu
are stunned (by touching anything that's rernutl-lry hostﬁe‘j then some
may escape. Thankfully you can't be killed by ‘normal’ ingredients — only
the scary mutant ones!
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_’_' e ":‘ "h e aee rdmg to the game's title, ‘out to

halbials are laid out in standard platform style
with gaps to leap Fohd SpH """ ‘which bounce you higher. But what sets
Pierre apart from the bog: -standard romps is its graphics which are bril-
liant to say the very least. But the game is ﬁ"mﬂ -only, so high-gquality

visuals are to be expected.
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I like it. A lot, in fact — Mindscape has
come up with one of the simplest and
most addictive platformers for ages. |
could rattle out the age-old clichés like
‘it takes a minute to learn but a life-
time to master’ or ‘simply brilliant and
brilliantly simple’ (or something like
that), but | won't. éecause I just have.
Instead, I'll harp on about Out Teo
Lunch's addictive qualities — | just
can't put it down! The first few levels
are a doodle (as they should be) but

once you've managed to clear them, ? ' Bq%
prepare for a serious challenge. Many

of the levels look deceptively simple 50 ULND

but start capturing the ingredients and f/_;"'..-
it's obvious that a lot of forward plan- ¥ ﬂq%

Hiﬂg is needed in order to finish with- p LAYABILITY

ERAPHICS

in the often strict time limits (the way
some of the platforms are placed Hﬂ%

makes journeying from one point to ‘.f. Il 51. ABILITY

another like walking through a maze

— oh play the demo, you'll see what | : q“%

mean). Very rarely does it become
overly-frustrating, though, mainly

because the whole thing is so damned §F¢ 'mi . !'
nice. The parallax is gorgeous and |
although the sprites are small, their
incidental animations are brilliant and
really give the ingredients comic personali-

ties. There's much entertainment to be gleaned from keep-
ing your eye on what they're up to and watching them
bounce all over the place in an effort to escape. Even the
music is vomit-inducingly cute. Every new country brings
fresh challenges — different vegetables, new features, that
kind of thing — which ensures that you never become too
easy. The first time an egg explodes all over your face
comes as a surprise, | can tell you. Although the game is
stunning as it is, one addition would have made it best
game in its genre, and that's the inclusion of a simultane-
ous two-player mode. Don't get me wrong, as a one-play-
er game it's more than fulfiling but a Qwak-style
competitive mode would have been truly fab. But, hey, we
can't have everything and what's here is certainly well
worth a look.

B B ] o a8

LSS R LR




/e

\

NINIJAS
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Is that a cloud we
can see hiding the
sun and spoiling all
our fun? No — it's
Flair's appalling
beat-'em-up and
Simon Byron kicking
sand at each other.

ope, never heard of it. Surf
N Ninjas, that is. Presumably
it's one of those straight-to-
video films which wasn't deemed
good enough to warrant cinematic
release, or if it was at the flicks then
it must have been completely crap.
Oh hang on a minute, I've just
flicked through the manual and
apparently it's an “hilarious New
Line Cinema film.” Right. The plot,
as I've discovered, goes something
like this: Sixteen-year-old Johnny
McQuinn has discovered that his
roots lie not in Los Angeles with all
his surf-loving mates, swapping
amusing lines from Bill and Ted
films at every opportunity, but
instead in a tiny oriental island
called Patu-San. It turns out that
Johnny is heir to the throne and if
he journeys back to this island and
sorts out the evil Colonel Chi and his
gang of Ninjas then he’'ll be installed
as king. Sounds like a load of old
nonsense to me, but we'll persevere
for the time being.
Comparisons to Last Action Hero
are inevitable — both are film

licences and both are beat-'em-ups.

- .

neddl to*waX th® ho#rd * * *
w v w L_‘:* =W

"$)R E V I E W
@

| THE VERDICT

But perhaps the most cbvious simi-
larity between these ‘games’ is the
fact that they're both lacking in the,
er, gameplay department. Coupling
surfers with Ninjas may seem like a
bizarre concept but this is our 'Sum-
mer Special’ after all so anything
vaguely Sea-sidey is welcome. How-
ever, we're not prepared to accept
this kind of disgraceful rubbish,
even if we are wearing our trunks.
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A1200
cD32

Publisher: Microvalue

Developer:
In-house

£19.99 Out Now

Not Hard Disk Installable
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A division of
SOFTWARE PLUS,
Britain's largest independent
specialist retailer of
computer games.

Established
1981
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es, the World Cup is finally
Y here, and soccer fever is

sweeping the nation. Though
probably not this one. Or Scotland
or, er... Wales... oh dear! Even The
One feels compelled to do its bit by
pasting a footballer on the cover,
and providing as many footy-related
things as it can inside the mag and
on the disks. Yes, we're trying to
cash in on one of the great sporting
spectacles, the USA World Cup 1994,
So far nine softies have joined this
ever-growing band by releasing a
footy game each during the months
of June and July.
You can imagine, then, the sce
of disappointment and dismay a
most of these software hou
they realised they had bee
by US Gold to the licence
Not to be outdone, though (w
much, anyway), Audiogeni
looked to home turf for insp
the great twin-towered bastio
English football, Wembley Stadium.
How long before we see Wembileys="
Dodgy Ticket Tout Simulator,
It's commendable, what Audio-
genic has tried to do. No, really. It
has paid for a big licence, and tried
to produce a quality game to go
alo it. OK it's fallen short,
sure,” but Audiogenic could have
: sbﬁ bugger all on the game and let
the hype do the selling (see Last
o, and Cliffhanger last
e game’s nothing special,
|_won't be slashing your
ists if you buy it.
Using the extra buttons of the
CD32 joypad, the game has a
number of useful features to

your enjoyment. All too

INTERN“ATIONAL

W ML EX

often in a footy game you can get 9
hold of the ball, but then you can't ;
pass it to the right player to setupa
shot, which is always annoying.
However, Wembley lets you select

WEMBLEY

INTERNATIONAL

SOCCER"

S a s PRI

VEMBELEY

e
W

)

=
i -

your target player for easy passing
— at least, that's the idea. It even
bleeps irritatingly at you, to let you
know that the pass is "on”. The
action replay function is well-

o -
T, By

#
-

designed and one of the best
around; but it's a pity that can’t be
said for the rest of the game.

short of telling you about the u
number of cups and leagues lurking

World Cup tournament... er, that's i

Why are referees [
always bald in
-;_r}ln|_||.|t1_"r games y
This one’s not
only bald, but
incredibly glum,
and so ul;\rll,‘.u;ly
hands out yl."”ﬁ'."u
and red cards as
though they were
going out of fash
ion. The little ani
mation of the
ref's guite nice,
scribbling in his
notebook and

them up

i

Wﬂ S5et pieces are an important part of Wembley's game. It's easy to set

snd you can build up a fair variety to confuse your opponent

into submission. Here's a free kick, and a typical example of my defence

ﬂrﬂund thﬂ' ﬂptiﬂﬂi- screens, i (in white) is that the defenders are lined up okay,
ing nf course 1h.e mw\.ubi i running towards the corner H.’u._| Strange

then finally
awarding you a
card. You see it
too often, though,
if you ask me.

Py

but the forwards are
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The computer-controlled teams are
remarkably difficult to beat —
scoring is nigh-on impossible
because the goalies are super-
human at worst. Strangely,
though, when you're playing the
computer your goalie suddenly

thinks he's playing for Swindon, or
something, and can’t stop letting
the ball slip through his fingers.

This is a prime example of the... er... crapness of the computer-
controlled players when they're on your team. I'm playing a rea-
sonably attacking formation, I've booted the ball upfield towards
the goal, and my striker's heading the ball nicely. But where's the
backup? Strolling about further to the right, picking up daisies,
having a chat with the linesman... everywhere but chasing the
bloody ball, that's where!

The pitch scrolls to
follow the player
under your con-
trol, which can
make throw-ins
and set-pieces
slightly difficult.
Audiogenic
thought of every-
thing, apparently,
and it even includ-
ed a little close-up
of the guy with
the ball. This
appears whenever
the ball is
obscured.

R E VI E W,

A few years ago we would have killed
for this. A vaguely realistic-looking
side-on footy game, with all the con-

trols you need easily accessible when Fubiisher Audiogenic
Developer:

you need them. The option to switch P

to an overhead Kick Off-style view
during a game; the ability to pass to a

£29.99 Out Now

Mot Hard Disk Installabls

chosen player accurately and quickly...

Like | said, a few years ago this would Jaypad)laystick

have sounded impressive. Playing i i —

Wembley is an education. A learning e e

process into the mind of somebody llf!m

who would spend an age developing = J
o’ 60%

a game engine, combining every

workable influence from previous [JIITEE E R

footy greats, and then mess it up by

&

making it a chore to play. Watching 5?%

two computer teams battle it out is mm

almost like watching Golaccio on the
4%

style and great ability. When you take m

over the controls, though, the style

telly, because the players have flair,

Y

(

|
disappears and you're left with a ' ?5?
app y & | ()

bunch of unfit Sunday-leaguers who

have trouble reaching the parts of the R T EL]
| i5i

pitch the opposing defenders can't
reach. You see, I'm not crap at foot-
ball games; and | don't half get frus- o

trated when my team players just won't
do what | tell them. And that, in a nutshell,
is the problem with Wembley. The player's momentum is
ridiculously high; should you let go of the direction pad, he
carries on, oblivious to everybody and everything, until he
reaches the end of the pitch. Naturally, this makes control-
ling the players damned difficult at the best of times. Add
to this the fact that you've got very little control over who
you can pass to in the time allowed (watch out for those lit-
tle “haloes™ above their heads, chaps), and suddenly Wem-
bley becomes spectacularly, er, unspectacular. A little effort
would have made it great, but the lack of care is highlight-
ed by a bug which hangs up the CD32 with several loud
screeches of computer code. Wembley should be success-
ful, because people will buy anything with a name. Remem-
ber, though, when you pick it up in Smith's, that The One
suggested you put it back down again.

AT200 | | 2, %! Wembley Mntarmetionai Seccer for your
A1200, for it is already released at £25.99. Howev-

er, no AS00 version is released as yet — but it
A51500 shouldn't be ruled out.
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“How can | possibly invent a story about playing a plnﬁorm game on a beach?” %
thought Andy Nuttall as Simon dropped Titus’ latest on his desk. “It’ll have to be con- §
trived and stupid, | suppose.” And sure enough, it was.

life,® thaligh _
elaxing’ on @ i
which bobbed ever so gently near
the shore. “A glass of cool Nesquik
in one hand, some light music on
the stereo, and those other gits from
The One are nowhere to be seen.
Bliss.” As the hot July sun caressed
his rose-petal skin, Andy drifted off
to sleep.

As he dozed, the glowing Welsh-
man conjured a pale-blue rabbit,
called Quik, who hopped happily
through a glorious, green landscape.
The fields were filled with other
small, lovesome creatures,
which for some inexpli-
cable reason had
decided to gang-
up on little Quik
and hurt him.
Luckily, and
because this
was a dream,
Quik was a
tough, street-
wise bunny,
capable
of look,
ing afte
himself.

With a leap
and a bound,

he could twirl his fluffy body into a
vicious killer-whirlwind which deliv-
ered knock-out blows to his stroke-
able adversaries.

Quik made it his personal busi-
ness to rid the beautiful land of
these huggable thugs. He had a
great time, killing, maiming, and

killing some more, safe in the

knowledge that it was all a
dream anyway and he could

drink as ma cartons of carr h-l

as he wanted. Just as he finished off
the last furry nasty, though, a mes-
sage came down from on high: “You
must find the clock!” Heck, he'd had
weirder times in other people's
dreams: Paul Daniels’, for instance...
now that was an eye-opener...

Quik returned to the scene of cud-
dlesome carnage to look for the
troublesome timepiece. Noticing a
tell-tale arrow floating behind a cliff-

edge, he followed its pointy
suggestion and several
jumps later he dis-
covered a door
which opened to
reveal a narrow
canyon,
stepped with
some precari-
ous-looking
ledges. Quik
bounced up
a few of
them, but
gradually they got
higher, and his poor
weeny hind-legs began
to ache. Suddenly he heard a
“Squawk!" and a set of needle-like
talons picked him up, and carried
him back down to the bottom. Dar-
ing to look up, Quik found that the
talons were attached to an eagle. He
tried to climb again, but the eagle
proved to be as sharp as his talons.
Back at the foot of the canyon, poor
Quik burst into tears. He wanted
that clock, and he would get it one
way or another...

Our bobbing,
blue-rinsed

Waking Wwith a 400
start, Andy sat up SR

e bunny kills
and looked around. - just about
Simon and Harry everything
were playing gaily ;‘:‘:}t:‘:}”ﬂﬁ;
on the beach, hav- . and some
ing buried Matt up Y X of these

MOovers are
dangerous.
The caterpillar
offers death at
the end its
spines, and the
snake will mesmerise

you as soon as look at youl
Other winsome forest creatures add
to the good look of the game.

¥y
to his silly bearded dﬂ
chin in the sand. The
sun was shining, and
everything was back to
normal. “Ah, it was all a
day-mare,” though Andy, as he
took another swig of milkshake and
lay back to soak-up some more rays.

The strawberry-flavoured sticky Angel Delight-type background works espe-
cially well on the canyon level, where you need to jump to the top and avoid
the clutches of the eagle. There are loads of parallax levels, you see, 50 on
this level at least, the graphics are second to none.




Strange, and some might say inconsistent that a world full of pretty
natural-looking woodland creatures should conclude with a wolf
dressed up like Chris Isaak. Or Something. He appears at the end of
your rabbit run, hence the underground scenery — and for some curi-
ous reasan he tries to kill you by firing notes from his inflatable Stra-
tocaster... You can get him back by spinning, Sonic-style, and bashing
his head in repeatedly. Either cleverly surreal, or maybe the designers
ran out of ideas. You chagsa:

A fine example of how good the enemies get in Quik. This is the fox,
grinning devilishly as he hurtles towards you on his bog trundling
thing of death. Quik looks a bit worried, and understandably so,
because the finger points upwards, the joke points downwards, and
the only other way is back...

NZ( ’ S «b ‘JL'""
Jh?;'j] ) I'l®) qu L
- PPRANY

Collecting the ﬂm:lr. near the end of a level is quite an achievement,
marked by a quick pose with the girl (who serves no purpose, other
than to look like of a bit of a bimbo) and the eagle who suddenly
becomes your friend. Then it's back dewn to the bottom, and quickly
on to complete the stage.

R.E ¥ 1

| THE VERDICT

Regular readers of The One will no
doubt remember a recent competition

to name Titus' new game, featuring a
little rabbit. Well, here it is, and it's
called Quik (derived, unofficially, from
a populdr powdered milk drink). Reg-

Publisher: Titus
Develaper:
In-house

£16.99 Out Now

ular readers should also remember
Titus' previous attempt at a platform [l

game, Super Cauldron, which didn't Joyitick
fare well at the hands of The One's o

mory Dighs
platform specialists. Credit to Titus, NG A

though, it stuck with it, and has now ERRDPHICS
produced something much better, ‘ HI?
although ultimately unsatisfying. At % 0
best Quik is a very fast (quick?) plat- TER R
former, with sparsely-populated levels s

and loads of open space to gambol in, ?E%
but it loses points because the action Ry yyppr1ITY
stays the same despite a number of

different graphical changes. Opinion is i HS%
divided at The One over the graphics:
Simon and myself reckon that the
main character lacks, er, character,
because he's got a lot to live up to

given the imagination and style which
so obviously went into creating the

LASTABILITY

x| 0%

.-’I I l i 1l
enemies. Harry, however, “likes cute
fluffy bunnies,” apparently, and so o
loves the game despite never playing it.
It would be unfair to criticise Quik simply for
being another platformer, because it does play well, and it's
only marred by a few areas where you leap blindly down a
hole and end up losing a life. The majority of these death-
jumps are indicated by a pointing finger, while signs
marked “JOKE" signify dead-ends. This is presumably an
example of French humour, but to me it just got tedious
after a while. Still, Quik's gameplay is polished enough, so
at least these traps never get frustrating like in some
games. And there is at least one area — the aforemen-
tioned canyon where you have to avoid the eagle and grab
the clock — which is original, playable and refreshing. By
now | would hope that you know what to expect from a

platformer, and as long as you're not under any delusions
that Quik is some kind of revolutionary example of the

g:enre. you wun'i be disappuinted




Time now to leave the relative tranquillity
of the beach and journey into the arcades
for a quick game of pinball with Simon
Hyrnn and lnfogrames.

You can play any of the tables
by selecting Arcade Mode.
There are three themed tables:
Wasteland, Antarctica or
Heavy Metal. There are also
bonus levels but the stupid
thing is you can select to play
them from the main menu —
thus removing any desire to
find them yourself. Strange.

red ml;- vast sums of
h{the BOON offi

* Ime is: C i
4 ' porting  thel, erf are th :_;.lrnres to play in Ulti=
* we sign up a PC . a@PinbalFQuest. In the Adventure
hemg converted WMok ave to overthrow the |
then we Wi _shre gedesses using, erm, a silyer

'E ahem, ‘pair of flipperf Yes,
. ﬁ t, ghen. Surely a bettgr idea
t a gun or 50 hing

> With it.

just pause a while
statement. On the
a

ames is a name to a
%o flop and when it does,

" nm:% w es will probably that

QUTE S0

the po money to bﬂ‘nldlfmm
ado the Al andfurthgrudu:eiu
Iy, these™ planned ses. However, if the
o high-end company got off its backside and
lacross to théd converted deceht games like Alone
p possible in the Dark, it foukl soon see that
the adverit of the AB00 and CD3: there's nothi wrong with the
‘S0 what do we hage here? Amiga — it's that average
it's other than a il ball gamg. games don’t by the truckload.
Oh good. Actually, " I} Depressing stuff, isn't it?
- king to the rest @
out how both Pink I
and Wusions were cg
and we could do'\w

) J HIT) 1) ¥ 1
of e i o in i Dr
|._:.._- . Binh ” Quesf 10 it
be something quite special.

least it tries. For your
get three fairly large

games are best
PCs, but conversl
Amiga has been

PN B A L'L

e has a clewerlrr-deslgned
ich sends the ball out of
2 times out of ten if you pull

5 back all the way. If we had
b in the office which debit-

U Loy A b

a profanity then this game would
have cost me a whopping £6.45. Per

IIM Ultimate Pinball Quest minute,

ITHE‘ VERDICT

Obviously one of the most important
things about a pinball game is its ball
routine and Ultimate Pinball

Quest’'s is competent enough. So ENFFEEERTNETTEES
Developer:
In-house

equal 21st Century's, right? Wrong.
Sadly, playing this game reinforces £25.93 Out Now l
how excellent llusions and Fan- Mot Hard Disk Installabla

tasies are. Although the long tables _ms—‘l
are a nice idea in theory, they fail to

Memory Dizks
work for a number of reasons. Most 512K l 3 |

importantly, it's damned frustrating. ERAPXICLCS
It takes an age to get the ball up to

Infogrames' release should at least

the next set of flippers and more

often than not it returns back down
within a matter of seconds — blim-

min’ annoying, 1 can tell you. The so- 5“%
called ‘plot’ adds nothing save the
opportunity to sketch some scantily- m
clad ladies. It's a nice idea but why | 43? I
bother? A decent pinball game 0
shou)d be able to stand on its own
and not have to lean on fancy plots. _ i 5“7 |
And anyway, if | wanted something 1 v

with an in-depth storyline then I'd i s
buy a bloody book, right? The pro- TTE3ALL

grammers' time would have been
better spent designing tables not o

drawing women. The way the tables

are constructed has meant that each sec-
tion is relatively empty. Apart from attempting to blast the
ball-bearing through the next pair of flippers, there's little
of interest. Pinball Dreams and lllusions are fantastic
games because there are always plenty of things to do and
special targets to aim for. Nothing holds your interest in

Ultimate Pinball. If Infogrames spiced up the tables then

you'd have quite a groovy pinball simulation but as it
stands it's just boring. At least Total Carnage was funny.
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pithout operation robot called RAM 3 (or
er of a. . XR2297GF to his friends). "
iginal- The ‘manual is kind esnoulgh- to
some - avoid embarrassing us with Some
itmap = ploppy plot, so all you really néed to
SHEHT 7

mpossible Mission was,
I a doubt, an'absolute co
game first time round.
Iy coded by Epyx (and not,
would have you believe, Th

i it combined a number of way agoss a number of immense

arcad®, strategy and puzzle elements levels, iding nasty robots and cal-

to prgduce one of the longer-lasting  lecting@parts of a ‘jolly important

snac# of the time. compuler chip’ which must be

l AU SOURNE RISCRNN, XU, R85 BOSSIILIT UL RBES
e couldn elp U'F’enjoythe Imless  affar. OF course, t-ﬁgresu arge

bounding that was’ to had ' amount of platform-leaping [8pery

throughout, not to mention fhe pure . en route. Great, eh?
satisfaction gained by outsfharting I'm getting a bit bored wi
those  annoying robots they = intro to be honest, so I'm off

o TR PG R s e 8 v osdbd fABON B aDY of the capline OF .
Safhere we are, an embarrassing The Vefdict. You coming or what? uieias
amucg:t of years an (and still AL T i
playillg games like the chil- TN
dreng?uu are — Harry.) faced

with E follow-up — Impossible
Al P i = Rl L T

changed? Well, apart from ﬂ&
date, not a lot really. Elv
Atombender is still being a g
you're still up against a hu
number of robots ha'mg Ii.i

"’fﬁ"a‘"ﬂgyﬁﬁ’%e ariginal

iand you still somersault

. er... well trained ‘som-
arsa L#Erer._ ar.

Yab can now play as one of
each appears to do thin
almost/identically, it's alwa
nice to have a choice isn't i
Tasha is'a hyper-gymnast (

mama!) who graduated fro

L5,

ty ing2023 as the youngest
wom@n ever to receive a PhD
in ApRlied Cybernetics. Thanks
to SikThreads implanted into

T R TR R R

her n@rvous system, Tasha has
WE%WW‘

ically induced strength, s

and agility.
The other two charact

are a Riot Ranger nam;
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If you like cheese, you'll love these! Yes, gadgets and thingamies b
are in plentiful supply in IMP 2025, and here they are in all their glory. - a::

Ay i No real surprises here, my "
A e ¥ friends. Once you've got a needle
r gun, pull down and fire to, er, e,
well fire, really. You only get one
ﬂ'_"-lshutperwmwmh:uuit
¥ “ ... counts. In honesty it's easier to jump the
y T w w -  smaller robats, but it does come in handy
when you've got a couple on your tail — 4
~ not to mention getting rid of those huge -
guns on the later levels.

-
C

| I know this looks guite smart,

r but it's not quite :l- funky as

. L t'would first appear. This is basi-
L] cally a package that allows you

to ‘dress up’ as ED209, thus con-

© fusing the robots, and granting you tempo-
rary invulnerability. The only problem is, g
that while you're busy being ‘Robbie the ]
Robot’, you can't jump, search, or fire -

. (even though you appear to have an enor- £

' mous gun). As you can probably imagine,

this is therefore a bit of a waste of time, as = '

you spend ages waiting for the effect to ek

wear off so you can get on with the game. e |

Oh well, nice idea lads! ';.-_1

B
|

. S— - T 5 -

= Waorth its weight in gold, the
: Auto-solve device will sort out
L _ﬂ the circuit puzzle 1‘:;!- gfnuh[prm
L] viding you've got the
pieces, obviously!). Having spent
" an incredibly frustrating half an hour with
Harry, desperately trying to complete the
- sliding puzzle manually, | would
© recommend that you always, always spent
the extra time necessary to find this
device. Once you've got it, just sit back and
watch as all the bits slip and slide into b
' place before your very eyes. The magic of i
©_  David Copperfield, the magic of David Cop-
-~ perfield, Copper Copper Copper Copper... - ¢

y [r— Yes indeedy! We most definitely
- i like this little toy. The jet pack is
l ! about the only thing that saves
Impossible Mission 2025 from
becoming completely boring. It
allows you to pass through platforms from
below, thus negating the importance of lift
" positions. It also adds an element of shoot-
‘em-up-ness by introducing little spherical
. robots that float towards you and attempt
* to knock you to the ground.

Zool's back, and this time he's 2.
< Doh! Sorry, my mistake. This is,
in its simplest terms, a toy giv-
C— L invulnerability, tarted
i up to produce a shadow effect.
Thankfully, you can still run, jump and
search while cleaked, but can't activate
. any other toys until it's run out. -

| This magnifying glass is tres use- )
= ful if you've got a long line of o
‘things' to search, especially if —r
- b= they're large items such as cars .
of desks. Once activated, this ks

!

- doubles the speed of your searching for a
limited amount of time. Very helpful if N
you're being hassled on the toilet by
- chicks. Or robots. (What on Earth are you —
* talking about? — Simon). sl

J v ad aml: AP T L el SETE T
- e et L » il S I

g 5 . 7 -~

[ o ] h ] {-‘?___.
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|
Boring boring boring! Yes, as you may
have gathered, THIS GAME IS BOR-
ING! I'd love to give IMP 2025 a good
review as it lumbers along in front of  pubiisher: MicroProse
my nose, belching nostalgia like a ::";:::;
Thames Barge, but it's the sort of
game that looks very nice and all that EVEA YL Row
(if you like Film Noir, which I grant Hard Disk nstallable
you was trendy again some time back Jotstickieybonrd
in the mid 80s), but just leaves you M 5 s
completely blank after a couple of _—— -
hours playing. To start with, things are m
quite fun, and you'll get some thrills i Hu%
somersaulting all over the place and "“\
playing with the toys. But after a level mm
or two, you suddenly realise that f—f_'f/;-j_
you've now seen everything the game 2 ?5%
has to offer, and you're just playing m
for the sheer hell of seeing what the
next level's backgrounds looks like. “ ?u%
Forget about the graphics for a minute e
(because they're the only thing that 1
warrants any praise) and consider the . ?u% <
amount of ‘chuckles’ you're likely to - o
have running over to th!ﬂ-gs. hnldln-g T Y @)
the joystick ‘up’, and waiting to see if i
you've won anything. If you get some-
thing, er... great, and if you don't — ?“% v
just move on to the next one and do it 1
again. The robots are completely unchal- =
lenging in their attack strategy (if you can call trundling up =
and down in a straight line an ‘attack’) and after a while m
you won't even bother shooting them because it's so easy
to jump over them. The layouts are straight out of g
Yawnsville, with a number of annoying dead-ends, moving
platforms and suicidal drops, tempting you to make blind i
leaps just to see if you can kill yourself or not. As | say, the 5N
graphics are nicely done, with some moodily-drawn back- v
grounds (if car parks are moody) and good animations, but g
most of the pick-ups quickly lose their novelty and can be )
safely ignored, while the ‘sub-games' become tedious after =
a few goes. At the end of the day, you really have to ask
yourself how long people are going to want to run around
searching inanimate objects for, and if my experience is e
anything to go by, the answer's “not very long at all." o
N
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Stripped to his Bermudas we l:nuldn'l."ilelp but notice
that Matt “had birthmarks all over his body. He
couldn't quite explain it, they'd always just been
there. Hmm hmm, hmm hmm."” Well, he may have
the wrong Crash Dummies, but I'm sure we can get

E W

- B z N & i
=) DUMMIES

him to review Virgin's version anyway.

ing about kiddies' toys these

days. | mean it was all quite nice
and simple in my time; you had cars,
you had soldiers, you had sisters.
Lovely jubbly — super easy. Nowa-
days, you don’t know whether little
lohnny's playing with a nice little
pirate ship, or if he's about to twid-
dle it around a bit and it turn it into
a huge monster death bast’ robot
from hell. That squirts fluorescent
green vomit. Or something.

I'm reliably informed, though, that
the Crash Dummies not only star in
their own cartoon programme, but
also have a number of ‘action fig-
ures’ (Action Men to you and me)
which fall apart amusing ways if you
throw them against a wall — which
is, funnily enough, exactly what used
to happen to my Action Man when
he wasn't 'doing it' with my sister's
Cindy doll!

Apparently, these particular Dum-
mies are more into road safety than
anything else, forever spouting a
number of useful messages on how
to cross the road or how to fasten
your seatbelt, etc. Of course, they
display their message by demon-
strating how not to cross the road,
or not to buckle your seat belt with

I "Il be quite honest, | know noth-

hilarious consequences. Just like in
Dad'’s Army. Probably.

Anyway, in Virgin's game of the
same name, two particular Crash
Dummies, Slick and Spin, have to res-
cue Dr. Zub, who has been kid-
napped by a nutter called Junkman.
This git just can't wait to get his
hands on the good doctor’s latest
invention — an invincible robot
body, and apparently things could
get very nasty indeed should this
discovery fall into the wrong hands.
Basically, then, it's down to you to
work your way across 15 Levels to
reach the aforementioned nasty
geezer's lair.

For the most part, Crash Dummies
is standard platform fodder, com-
plete with er... some moving plat-

forms, springboards, electrified
floors, and a whole host of baddies
out to get you.

You have a limited supply of span-
ners which can be used as weapons
and more are available as pick-ups
later on. You’'ll come across the odd
screwdriver which acts as a health
bonus, magically repairing any dam-
age your dummy has incurred. | feel
| ought to mention that as damage
occurs, your limbs are amputated
one by one. This is a touch disturbing

||INHISIIIQKFl

to start with, as
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you find yourself _J/_‘II 22

hopping about |57 " =g s I
on one leg, then <. 574 == MW" = o7y —]
dragging your I Wb ety P

mutilated torso
along by your arms. The arms are
last to go. One at a time. Is this
entirely tasteful | wonder?

Dismemberment aside, there's
nothing here that you won't have
played before a hundred times, but
who's to say that it's good or bad?
Oh yeah, it's me isn't it? This way to
The Verdict'.

OUT ON A LIMB

1 realise that Monty Python perfected the amusing art of dismember-
ment in The Holy Grail, but Crash Dummies has taken gratuitous
amputation to new heights, with the first torso-only main characters.
In gaming, this is not the generally accepted er... shape for heroes, but
it must be said that a torso is a bit more useful than you might at first
imagine. Let me explain...

Here | am, feeling quite happy, and sporting all
four limbs. | know | run a bit disjointedly, but
what the hell, | am a dummy after all.

Oops! A brief collision with a small aeroplane and
one of my legs appears to have fallen off. Never
mind, in true ‘My name's Spiggot. I've come about
the part as Tarzan' style, I'll just use my remaining
leg to hop across the dangerous terrain. Sorted.

Doh! This really is getting a bit silly! Now I've got
to drag my legless body across the floor. No won-
der my hands are in the state they are! Anybody
got a skateboard?

See what happens when you bite your nails. The
only chance I've got here, is to sort of hurl my
weight in the air and use my remaining arm to get
some forward momentum. Oh look, here's that git

responsible for chopping off my leg. Come here, |
wanna’ bite ya kneas!

Oh great! Now | lock like a jelly bean! This really is
the last insult. All | can do is chuck myself along
and hope that | can reach that screwdriver before
someone kills me.
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THE VERDICT UL

Hlundy hell! | quite like this — how
embarrassing! The reason | say “how

embarrassing” is because when | first

loaded this up, | called everyone over Publisher: Virgin
Developer:

to my screen for a good laugh. Imag- in-house

ine, then, the disbelieving looks | got
when | claimed to be enjoying myself.
Yes, at first, Crash Dummies looks as Mot Hard Disk Installable
though it should be a crap budget Joywtick

£19.99 Out Now

release, but once you get past the first
two dodgy levels and on to the more
platform-oriented stuff, there's actu-

ally some decent gameplay in there. | ;
Sitting in the office next to Harry is an .
interesting experience because he

often shares with me his innocent !iiié

5
thoughts as | play games. | mention
PLAYRBILITY

this, because even though something
like Impossible Mission 2025 may
look the part, | have to agree with old
Harold when he says that “That dingy
and repetitive monotony is about as
‘atmospheric’ as the gents' at Watford

Junction. At least Crash Dummies is
fun!” €D's graphics do deserve a fair

lllll.i

b RS Wi . beating because there's really no rea-
level guardian son why anyone should have to resort
it an e to crappy-looking characters these

days, but again, better to have a pooey

looking game that's okay to play than a visu-

ally breathtaking one that's crap to play. Microcosm. (Oh
1230 J\D 3 -Ig x @ sorry, just clearing my throat!) The difficulty level is quite
nicely set, giving you enough to worry about without leav-

ing you feeling as though you won't get further next time,
and though some bits are a tad frustrating, you will get
past them eventually. It's also good to see that a bit of
thought has gone into the design of each level, often call-
ing upon different skills from zone to zone. At the end of
the day I'm not going to award an enormous mark to Crash
Dummies because it's essentially a run of the mill platform
game with no particular originality to speak of (except for
the limb-lopping bits, of course) but in closing I'd like to say
that for twenty quid you could do a lot worse than this if
you fancy a decent platform game.

rth collec . hrdﬂnrﬂulﬂﬂﬂcmﬂl '
hnhrlh-mpuldl ﬂ*hwlﬂhrﬂ e ' -hﬂ.ﬂ!'l.'_ *'
fwmﬂﬁhmmmﬂﬂhmhnwﬂ“ﬁ

to pass onto the platform stuff.
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F1174 STEALTF' 'F|I3HTEF| 2 !.'I {1 MEGJ 22.09
F12 STEALTH FIGHTER ... 08
25 BETALIATOR | IHEG' . 0.48
FIRST SAMUFAL = MEGA LO MANIA (NOH2) 13,99
FLASHBACK {1 MEG) 20,80
FI.TII'IPJI_H._.'. 1 GRAMD PRIX 21.88
'NrSMIlMEGJ i o i ks s g A
ul'_,-l.L erermrrenns LR
FUAHAM DW’EHMTA I:IISIIZ 1288

-H*H*M GOOCH 'HWLD
CLAGS CRICKET (1 MEG).. 1848

GRHAM TAYLOR'S

WAMAGER [1 MEG) . gL ]
&

HEM ASGA]
-IEFH}:ILIEST an gsEGl

HIRED GLINS {1 MEG) 1098
HISTORYLINE 1914 1:11 uﬁa:. 2R e
HOOK eyl
e, T
MOIAKA JONES ADVENTURE .0 1149
WDIANA JDNEE FATE OF urLums
-!ﬂll'EHélmlE gg
RN .
INTERNATIONAL M!MEH THE

WORLD CLUP EDITION (1 MEG)s ... 1B
INTERNATIONAL AUGEY CHALLENGE 1859

ISHAR 2 LEMMONS CF CHAU&U MEG'- ;&IQ‘

ISH-'-H-:]- GI 4 A
J-I\MEE .
JET 5T -
JIMKY 'l'lHTES- SHOCKER (MO12)
JINXTER t.‘l'-\.':ILL

ENS (ULS] FmTBALL
JURASSIC PARK (1 jad
K240 [LITORLA 21 (1 PlEGI
KO8

KINGAMAKER |1 MEG)
KINGS QUEST 2 (1 MEG) ..
ENBSQU

SORIAD T RER
LEGENDS OF VALOUR (1 MEG] (NDd}
LEESUIRE SLIT LARRY 1{1 MEG)
LEFSURE SUIT ILARRY 2 {1 MEG) ..
LEESURE SUIT ILARAY :m MEG}-
LEMMINGS 2 ...

LEMASNGS DATA DISK - OH WO
LOMBARD RAC RALLY

LA
13-ﬂ?|
11.48

MAN UTD PREMIER LEJi.'u
IMN?‘IEﬂTfa ';JN”'%D
MR [ = T—
WNDPCI

MOATAL KWBETI:'I
MR MNUTZs .

CITIZEN ABC PRINTER WITH COLOUR KIT, 24 PIN WITH
FREE F-"’-E"'H-TMT SOFTWARE FOR AMIGA AND PC ..
CITIZEN TRAGTOR FEED KIT FOR CITIZEN ABG FRINTER |

QITIZEN SWIFT 2000 PRINTER WITH COLOUR KIT 24 F'Pq' -

1 THH

ﬁ:ﬂ]@' T O T AT A
131030 zmme}. r51-||.r.|'r CLMALITY

156,98
. 3789

T88.98
gbﬁrwmmmmmx}:}:wrm:n S HN D03

FROM CITIZEN SWIFT PRINTERS. OUTSTAMDING AESLLTS 12.00
EPSON LO-100 PRINTER. 24 PN ., 15899
EPSON LO-180 PRINTER. B4 PIM ... ... .o oo e i ves i e s 2i4.00
EPSON STYLUS BOD IMHJET FRINTER . F B
INK, CARTRIDGE (BLACK) FDR CANON B.J- "‘I]EIG'RBJ-WSK 3 10.00
INK CARTRIDGE CH) FOR CANON BJ-200 g -
INK CARTHIDGE CK} FOR EPSON STYLUS 800 PRINTER . ... 1199
INK, CARTRIDGE CK| FOR HF DESKJET 510 " I "
INK, CARTRIDGE [BLACK) FOR HF DESHJET POATABLE FRINTER ... 18,80
RIBEON mcl FQR CITIZEM 24, 300, X344, 240 0 Py .. 688
RIBBON FOR CITIZEN 9. 50 OR 1200 PRINTER .. .. . .. .. &858
RIBEON EP!:- FOR EPSOM LO-180 & : .. B8
AIERIN EH:-I'-DHEFEMI.G-IDE BRINTER e s .. BB
RSN | FOR PAMABCNIC KXP2103:, KOPZ180 1088
RIBRON CK} FOR STAR LC100 OF LC20 FRINTER e
AIBRON GH|FOR STAR LC200 FRINTER G4 -1
RIBAON GK| FOR STAR LC24-20 PRINTER T
HIEBONLDGLDUH FOR CITIZEN 8, B0, 24, 200, 224, 240 OF ABC ... 1458

FIBRCH (COLOUR) BOR EPS0ON LO-150, : 16.59
#EBDN (COLOUR) FOR FANASONIC KXP21 2304, KP21AD, 18.69

R0 [COLDUR) FOR STARLC 100 PRNTER ... .. P ]
ABBON (COLOUR) FOR STAR LC200 PRIMTER .. .. ... .. ........ 1188
PRINTER STAND FOR ANY PRINTER .. ... ..., P ]
PRINTER LEAD (FARALLEL) 1.5 METRES FOR -'IMIG-I‘. STUF FC e .08
PRINTER LEAD (PARALLEL; 10 METRES FOR AMIGA. ST ORPC... ... 16.59
PRINTER LEAD (PARALLEL} & METRES FOR AMIGA, 5T OR PC 1089
DUST COVER FOR BO COLUMN PRINTER [CLEAR PVC) a.08

$

RAINBCYY COLLECTION
LELIHB LE BOBBLE, RAINBOWY ISLANDS,
EW ZEALAND STORY) [NCF) 1088

REALMS |1 MEC) » 10,48
RINGS OF MEDUSA GOLD (1 ME|3| R T
RADAL FASH R |
ROBOCOP 3 (02 10.
HWESDHII'T R G
AULES OF ENGAGEMENT 2 32
£ LB (1 MEG)
SABRE TEAM
SCRARBLE [US GOLDY .
SECOMD SAMURAL {1 MEG) [NO13)
SECAET OF MONKEY ISLAND (1 MEG)
SECRET OF MONKEY ISLAND 3 {1 MED
SENSIBLE SOCCER (8293 SEASON) .
SENSIBLE SOCCER - INTEHNI.TIUN L
ECHTIOM (1 MEG) v 1548
SETTLERS ... o ELAR
SHADOWORLDS (Ma12) (e
SIEARA SOCCER (WORLD CLUP) (1 MEG) 1" 12
SILENT SERVICE 2 (1 MEG) ... s -1

SIM EIT\' CELURE
ITY, FUTURE CITIES &
m EDITOR).. WA

SIMON THE SQF.UEFI:H-' 1 MEG)H
BKID MARKE (1 MEG) ....... .
SLEEPWALKE
SOCCER WD ressdsaiiaioniay 1148
SPACE HULK

SIIE*-‘AEE LEGEMDS

[WING COMMANDER
MEGATRAVELLER, ELITE) {1 MEG) =
SPECIAL FORCES (1 MEG)
BGFEEDBALL

4|
L)
a8
&3
a8
&R
w0
-]

&9
]
)

:l
L)

A

1
20
1
M
1
1
244
Nt

e 1999

2145

Lz
SPIRIT OF EW.'.#LIEI,IR M

EPORTS MAS
POA ﬂﬂLF HD'F 500, ADVANTAGE

NNl. AOPEAN
MPIONSHIP'S 1882) (1 MEG) .

1
STlHDLIST e sms il
STREETFIGHTER 2 AT |
STFIIK.EH-'I MEG)
SUPER ‘dEEl

SUPER TETRIS .oiciiis
SUPREMACY |1 MEG) + i
SYNDICATE (1 MEG) ...........-..,

T2 [COM DF) [1 MEG)

TACTICAL MANAGER

ﬁaaiaﬁzss

ENGLIEH LEASUE [{ MEG)* .............. 2059
ITALIAN LEAELEJE “EGE'Q 0 5
SCOTTESH LEA {1 MEG) « 20 8
TE&M 17 COLLECTION
(BO0Y BLOWS, SUPER FROD,
CVERDRVE] ... T
THE BLUE & THE GREY {1 MEG) 2148
'I"II:EEHE.ATE
JIMMY WH OF THE

MPTRESS, DL'INIHH MEG)..............10.09

THE LOST TREASURES OF NFDCIL'M 1
(30 CLASSIC INFOCOM
TEXT ADVENTURES). ........................

TITUS THE FOX

.18.98
.- E- )

10 QUT OF 10 - EARLY ESSENTIALS
AGES 37 CREATES AN IDEAL
FOUMDATION FOR CHILDREN TO
BUILD DM, (1 M8, INSTALLABLE]

10 QUT QF A - ENGLISH

AES §-16, COVERS MAJOR AREAS
OF THE MATIOMAL CURRICLLLM

i1 M, INSTALLABLE)

10 OUT OF 10 - JURIOR ESSENTIALS.

AGES 8-11, BUILDING FOURDATIONS

FOR MANY AREAS OF THE NATIOMAL

CURRICULUM. (1 M2, INSTALLAELE)

10 OUT OF 10 - BAATHE NUMBERS

MSES B-1E, NATIONAL CLIRRICULLNM
MB, INSTALLABLE) ..........

L;JJBB-CSE FREMIGH PACK [14- Iﬂ 'r'[ﬁ L]
1

DOUBLE AGE GROUP PACK
THE PERFECT GCSE REVISION TOOL 2293
ADIGCSE MA PISENCK |14- I;‘D EEAH..-,I

188, DOUBLE AGE GROLP K
THE PERFECT GCSE AEVESION TOOL 2248

1AE8e

iaes

1800

FUN SCHOOL 342-8 YRS, ... 1493
FLUN SCHOOL 3 45-7 YRS) 1480
FLUN SCHOOL 4 15-7 YRS 1688
FLN SCHOOL 4 {T+ YAS) 1658
FUN SCHOOL SPECLIALS

MERLIF S MATHS (7-11 YRE) . TS
PAINT ‘N CREATE EDU ART |5- "I’FS:I 1788
SPELLING FAIF |7 13 YRES) . T
MICR( ENGLISH. 8 YRS ‘|'E- GESE
CONFORRS TO NATIONAL

CURRICLLLEA. {1 ME] 1859

MICRO FRENCH. BEGINNER TO GCSE.
CONFORME TO MCURRICULUS (1 MB) 1859

MICRD GEFMAN, BEGINNERA TO GLSE
AMD BUSINESS LEVEL. COMFORME TO
MATIOMAL CURRICULLIM (1 W8 ..

MICRO MATHS. 11 YRS TO GCSE
CONFORMS TO MCURRICULLIM (1 ME) .
MICRO BCIENCE, B YRS TD QGCSE
CONFORMS TO MCURRICULLIM, (1 MB) 1R

MICAD BPANISH BEQINMER TO GCSE.
CONFORME TO NACURRICULLIM. (1 MB) .. 18.89

HODOY'S BIG ADVENTURE, SEQUEL
TO THE POPULAR NODDY'S PLAYTIME
SERIES. (1 MB, INSTALLABLE) .......18.88

HODDY'S PLAYTIME. SUPERD HODOY
THEMED EDUCATIONAL ADVENTURE.
SUITS AGES 3+ (1 W0, INSTALLABLE) 18.98

AMIGA A1200 VERSION
APPLICATIONS

DELUXE PAINT 4 AGA. ENHANCED
WVERSION FOR A1200 AND A4000. PAINT
ANID AMIKMATE I UP TO 258 000 COLOURS
FACM 16.7 MILLION. (2 MB, EXTERNAL

DiSE OR HARD DRIVE REQLUIRED) R

VISTA PRO CHE&TE SPECTACLALAR
VIRTUAL ALDS WITH THIS FOWERFLL
SCERERY CREATCOR AND: ANIMATOR,
SPECIAL LITE VEFRSION TO ALM ON &1200
OR AsDD0, (2 MB, DRIVE AEQUSRED) .. 4499

L1

EEE
2

3

22.49

WORDWORTH V2 AGA WORD PUBLISHER
HEW LOW PRICE FﬁM , EXTERMAL

DisH OR HARD DRIVE RECRIRED) ... 20,80
WORDWORTH Via AGA WODRD PUBLISHER
THE LATEST AND GREATEST VERSION

OF TOP QUALITY WORD PUBLISHER

(@ MB, EXTERMAL DISK

PACHAGE
QR HARD DRIVE REQUIRED) . ol
AMIGA APPLICATIONS

FOA DUR FULL SELECTION PLEASE
SEE QUR DDL[HJ'H CATALOGUE
ANDS - EASY, TUTORIAL WERSION
QOF AMOS (1 NB. INSTALLABLE) -1 ]

AMOS - PROFESSIONAL WORE
POWERFUL AND PROFESSICMAL
RO TN i
FLEXIBILITY AMD BETTER USER
INTERFACE (1 MBI, INSTALLASLE) |

AMOS - PROFESSIONAL COMPILER.
COMPILES AND SPEEDS UP PROGRAMS
WRITTER I AMGE, EASY AMDS OR AHCIS
PROFESSIOMAL (1 M8, IRSTALLABLE) .

BLITZ BASIC 2 BRAND MEW FAST .I.I'I:i
EASY TO USE VERSICN OF BASIC.
COMPLETE WITH MANLIAL AND COMPILER
SYSTEM. THE HOTTEST NEW

LANGLUAGE AVAILABLE 56,80

DELUXE PAINT 3. A VERY POWERFLIL

AT AND AHIMATION PACKAGE WITH

EIT'EMSI'-.'E FEATI.IFIIES A BEST SELLER
WARID WINNER. MANY FOMT

J-m H-mnma DETIONS AND SAMPLE

AMPAATION AND ART INCLUDED

i1 MB, INSTALLABLE] PREE ]

DELUNE PAINT 4, PAINT AND ANIMATF
PP T 4088 COLOUR HAM MODE
i1 MB. INSTALLABLE) q:

DIRECTORY OPUS 4 EDIUFLETE
DORECTORY AND FILE DRGANISING
SYETEM, INVALUABLE FOR HARD DRVE
USERS. |1 MB, INSTALLABLE) * 44

.89

-l

FINAL WWELEABE

EXCELLENT D FLIBLISHING SYSTEM
WITH OVER 100 TYPEFACES, EASY TO

USE (2 MB, DRIVE REQUSRED) = ... 74.98
HAMNNA BARBARA ANBATION

WORKSHOP FOR CARTOONS ETC .. 29.08

HOME ACCOUNTS. THE ORIGIMAL
VERSION OF THIS MONEY MANAGER
(IMETALLABLE] ........

HOME ACCOUNTS 2. TEIF' F[ATIJFGI}
PERSOMNAL FINANCESMALL OFFICE
MAMAGER. (1B, INSTALLABLE) 500

KINDWORDE 3. FULLY FEATURED WORD
FUBLISHER (1 MB. INSTALLABLE} ... 108.08
MAXIFLAN 4. COMPLETE SFHEAFIEHEFI'.
BUSINESE GRAPHICS AND DAT,

SYSTEM. (1 M8, INGTALLABLE] 1888

NI OFFICE. INTEGRATED WORD
FROCESSOR. SPAEADSHEET, DATARASE
AMD DI UTILUTIES 1 M, INSTALLARLE) 3509

BONEY MATTERS (HOME ACCOUNTS 39,
LATEST VERSION OF THE EXCELLENT
MOKNEY PACKAGE FROM DIGITA

{1 MB, INSTALLABLE) .- 1]

PC TABK, GOOD vALLE SIMlz‘LES“C
EMULATOR ALLOWING IBM FC
APPLICATIONS TO BE IJEEIZI O YOUR
AMIGA. PLEASE NOTE THAT THIS IS NOT
SUITABLE FOR WINDCWS QR HIGH

EHD APFLICATIONS. MEQUIRES M5 DOS

2.3 OF ABOVE. {1 MB, INETALLABLE) . 35.99

PEN PL. EASY TO USE WORD
PROCESSORA. (1 MB, INSTALLABLE) ...37.99
PROFESSIONAL PAGE 4. EXCELLENT
DESK TO® PUBLISHING EYSTEM. GREAT
FEATURES AND EASY TD LISE

[ MB, DRIVE REDANRED) = .., A9.09
PUBLISHER (PAGE LAYOUT PACKAGE].
[RC12, 1 MB, EXTERRAL DISK

R HARD DRIVE AECLYAET)

-
ﬁ'ﬂt'l-ﬂ“

-'IF'L. e 11 Jlr'

QUG

Furrpngrpany Ehavivigriens

BENEATH STEEL SKY SENSIBLE SOCCER TRIVIAL PURSUT
13.99
A1200 WORDWORTH DEALS

¥ WEMBLEY WTERNATIOMAL SOCCER ..
200 . s eraimgl iy

n#
;

MDER, OSCAR, DIGGERS, DA?ISEH‘DI.IH

D{JMARK

CD32 19.99

AMIGA CD32 CD's
FOR OUR FULL SELECTION PLEASE
SEE OUR COLOUR CATALOGLE

ALIEN BREED S & OWAK
ARABRIAM HIBHTS |Aka)

|3 0

EEEREREREENLENE ¥

I"EEWTI'H THE CLLUES

i3
II‘QSSIBLE MISSION «
EID MICOLIS =
LJ-B'I"HIHTHGF TIME
LEMMINGE »

LIT'\.DF-I'I..
LOST VIKINGS =
LIJTLIE TﬂlLDGfiLDTUS1 2,3

o ot o o

T

MAIJEHT\' I:I‘\IEE
MICK FALDO'S GOLF «

NIGEL MM-ISELL 5 'M:?II'-I..E- CHMF‘SHIF 3
NO SECOMD P

PINBALL HIITA.EIEE
PIRATES GOLD .

PROJEGT X S & F17 EH-'-LLENIJE
HWDCDEI |J.WES PCND 2

EEGCH'\ID SAMIJRAI .,
SEEK & DESTROY ..
SEMSIBLE SOCCER ..

Hu’

NERRRAR
) = e e e e e

g
."—E_

FERFALDG *,
TFX (DUE SEPT B4}
TRIVIAL PLAESANT ...

ULTIMATE BODY ILM
(BODY BLOWS & BODY BLOWS GALACTIC] 15058

1558

o T

DII‘.'IITAL \I"IDED CD's
DMIGITAL VIDED CO's FOR CD32 OR COx
FITTED WITH FMV ADAPTOR

ANDREW LLOYD WEBBER ..

BEVERLY HILLS COP 18}

BLACK RAIN (18) .

BOB MARLEY - THE

BOM JOW] - KEEP THE FAITH

BAYAM ADAME - WAKING LIP
MENGHBOURS ..

THE i
CARTOON CARNIVAL |21'|
FATAL ATTRACTION (1
GHOST (15
HUNT ;]
INCECENT
umma. JOWES

THE
THE U

TINA TURNER - LIVE .ﬁ‘.’&

TOP GUM (PG,

WAYNES ey
WOTTINERE (18] ..can s comrns b

AMIGA CD32

CD BASED CONSOLE WITH
A1200 32-BIT POWER.
COLOURS FROM A P,

OF 16.7 MILLION, 2 MB RAM,
FAST 14 MHz 8B020
PROCESE0RA. PLAYS ALIDIO
CD's WIA ON SCREEM DISPLAY
AMD DIGITAL VIDED CO's WITH

IONAL PV ADAPTOR,

COMMDDORE FULE MOTADN WUDEDLLD .I!%E
é -:""I'.".-&-&-H“J :"FRIB" .ﬂﬂ-ﬂ'ﬂ‘:'ﬂﬁ#ﬂ u&;’rlé -."rH'f

KOMBAT -.. —. .c oro oo B

MG CORA
FEETH- OHLY WHILE STOGKS LAST 1i dsa .. 230.00

PLUS TWD PACK AVAILABLE DMLY 'I'JHEN "|"01J ELI"!'
A CDa2 ELITE 2 CO AND TRIVIAL PURSIIT CO ... JUST ADD ... 20.99

THAT J'L'k‘L.'H’E FLALL MOTRON 'h'I'D'ED GAHE-P‘E'_A'\'
BIMPLY SLOTS INTO BACK OF CD=32. ... ... ..o crt bmr rae o

COMMODORE
COMTROL PAD
1859
DYHAMICS
CONTROL PAD
FOR C0.32
1600
HOT SOUNDMATE 4
!1‘!&!& SPEAKERS [Pl
FOR AMIGA, ©0-32 OF F
STERED. VOLLUME AND
CONTROL. BASS AND TREBLE
BOOST, AW +dW MUSIC
16,89
SCHEENBEAT 3 STEREQ
EPEANERE (FAIF) FOR
AMIGA, OO
PERSOMAL STERED
13.88

BONY SRSAM) PORTABLE SPEAKERS
| '-'-'lTH BLILT 1N AMPLIFIER, DNOFF SWITCH,
E COMTROL, bl CRAMETER
SF‘EA.KEFIS IDEAL FOR USE WiTH 'I'MLKM.IH,

CHSCMAN, O3 OR AMIGA.

HLF1 ALIDND LEAD - AMIGATCOENST T0 STERED

ME DA LIFE CD FILE DRAWER §30 CAPACITY) e 150

SCREEHBEAT MANS ADAPTOR FOR SCREENDEAT SPEAKERS ]
"




WING COMMANDER

MEGATRAVELLER - oL T
e & ELITE L e R That "
IVILISATION AGA SPACE LEGENDS SPEEDBALL 2 SETTLERS ELITE 2 SKID MARKS

T899 5.99 - 23.49 1899 17.49 JOIN now from just £4.00

" BEST DEALS ON AMIGA A1200 SPT Y0 JOVPAD FOR MEMORY

AMIGAST. TURBD FIRE AND
i ¥ F12K AMIZA RAM N DCH FOR ABCO OR ASG0+ .. 17.88 &
ALL A1200's INCLUIDE. AUTOFIRE S12K AMIGA RAM M CLECK FOM AS00 OF ASD0-. . 19.99 [~ mn s Iﬂl IHHH Hﬂ IIM
MOUSE, BUILT-N TV MODULATOR ﬂ 999 1 MB ASDD PLUIS FAM UBGRADE + CLOCK o arne
5 MB RAKM EXPANDABLE TO 10 MB b 1 MB 5800 FAM UPGRADE » CLOCK T 48 P‘a.%a l:.l:llnur club magazine sant bi-manthiy 1o mamhars
FAST 14 MHz 88020 P R BAD EXTAA 4 MA PCHCIA LIPGRADE FOR AEDD OF A1200. : anly, The |atest Reviews., Charts & Release Schedula
HEW AGA GRAPHICS CHIF sETun.um bl PLLUGE DIRECTLY INTO BMART CARD SLOT ... 189,899 H
256,000 SCH OMEGA 4 MB FAM FOR AMYGA A1200. BOARD FITS INTD ‘HWSE ' SOMI
4 CHANNEL STERED S0 o r oy THE TRAPDOOR RAM EXPANSION SLOT UNDERNEATH ; rom our on
BUILT IN INTEHLHPT.EHJVD#UE'E ﬁglfuca IDE) MICROSWATCHED T GLoes FULLY e D = Qisks, CD', Cartridgas, Litilties, Ed”“hm Home Office,
AND 1 YEAR IN-HOME SERVICE W, WARRANTY WITH AUTOFIRE OVERDAIVE HIGH SPEED HARD DRIVES ... 18980 New Technalogy and Hardware. 15 Page colour catalogue.

AMIGA A1200 20 DESKTOP DYNAMITE

(572 P QUESATIY kD Ec A A BUY at Best Possible Prices
QUICKSHOT 137F PYTHON SPECIFICATION A5 FOR OMEGA RAM BUT WITH .

WITH WORDWORTH 2.0 AGA DESKTOP STICK : ADDITIONAL 68581 FLOATING FOINT LRIT FOR i
PUBLISHER. DELUKE PAINT IV AGA, PRINT N T e S MATHE AND GRAPHICS ACCELERATION ... . 20858 Just ane purchase from Special Reserve will normally
save you the cost of joining. Top discounts on all products
MANAGER, OSCAR AND DENNIS .- 300. 040 i g- fop 5
AMIGA A1200 nemrnmrl PACK 1 ANTISURGE 4 WAY VE *’I i ".,u
ABOVE WITH INTERNAL 2.5° Hﬁmnﬂﬂi _%‘\-EEEJ]%:EQ"QR MULTIPLUG EXTENSION : Hll' w ﬂ 5
Atm 22T DYMAMITE + 127 MB DRIVE ......520.00 A i E:EFEAE.EI& ﬁ:&? Always hundrads of Spacial Resarve Offers. Top games at
NAKSTE + 200 MB DRIVE ......57T0.00 MICROSWITCHED - | — prices you won believe and hardware &t amazing reductions.
m%a;m NAWTE + 340 MBDAIVE ..T20.00 wirk auToRRE () ATI-SURGE PLUG SAVE MORE with XS (
ol 17 T T lscommonmiovenemron | 1TER TSRS o | ] ¢ WL O i \oupens
i | ﬁ?ﬂprg‘mcmE STYLE WiTH EAK ALS) BE USED T0 CONNELT STERED VIDED Money-cif coupons worth over £180 a year off iop '9“”"95-
AMIGA A1200 20 COMBAT INNOVATIONS TO HIFL, AND HI-FI SEPARATES TOGETHER 1) 31_} You'll fimd them an the back page of each club magazing,
WITH WORDWORTH 2.0 AGA DESKTOR JOVETICH SPUTTER CABLE FOR AMBGA DR 5T “n Hrﬂ FIE! I‘Hﬁ
quaﬁnnﬁw# RAINT IV MG, PRINT CONNECTS 2 JOVSTICKS TO 1 PORT - our W ns
BLAK A MAGE, Al SHIFT INTERFACE FOR AM G.*-'DH-ST
BRIAMN THE LION AND ZOOL 2 ...cooconrinninn . 39000 p% MOUSE AMD JOYSTICK p.}‘rnouﬁnmr i Six reasons Hh‘l‘ over 200,000 e :’Iﬂl %II‘H
ANIGA COMBAT INMOVATIONS P PORT EXTEMNSION ADAFTOR FOR AMIGE OR ET MI eserve, h‘w-.' m m
ullﬂ'ﬁéﬁi’mmﬁrﬁigﬁv?mﬂl (PACK OF TwO) EXTENDS BY 21 CM v -l|.-||--|--.-|--u|--|l-!Erv-ri-iltllililllli.lillll?lli
A1200 2127 COMBAT + 127 MB DRIVE .........520.00 ANALOGUE JOYSTICK ADAPTOR FOR AMKGA
41200 2/200 COMBAT + 200 MB DRIVE . ALLOWE ANY 15-FIN PC JOYSTICK TO BE USED We only supply members but you can order as you Join
A1200 2340 COMBAT < 340 B EEEF: mm@m WITH GAMES THAT FEATLIRE ANALOGUE CONTROL .....7.98 Just send in the form balow or phone, There's no thlwtlﬂl'l to buy.
ADD A PLUS FOUR DR CH Hi DEM CABLE ECTS 2 COMPUTERS
FOR HARD DRIVE PACKS PLEASE PHOME TO CHECK muﬁl'rﬁumuenummcanumms
LATEST PRICE AND AWALABILITY EHEH A5 POEEH;'IEH%;I;LENDI;J HNIEH':EQFTHE Sﬂ; o
LA 1 VROOM) ......cocvveens
AMIGA A1200 270 LEMMINGS PACK
WITH LEMMINGS AND DELUXE PAINT 3 ... 270.00 T Nm:““ OPEN to DAILY or by Fax on: 0279 726842
AMIGA A1200 LEMMINGS PACK REQUIAES TV WITH MARDAL SCART CHANMEL .. _6.99 EH, F.E.".'B.'Fh AE E?!-Pu H ATALOGUE - JUST ASK
AS ABOVE WITH INTERMAL 2.5° HARD DRIVE SCART LEAD - AMIGA TO GOLDETAR TV Y 3

SCART LEAD - ANBGA TO PHILIPS TV
SCART LEAD - AMBGA TD SAMSLING ...
SCART LEAD - AMIGA TO SONY TV
SCART LEAD - AMIGA TO TOSHIBATT,

SCART LEAD - AMIGA TO TV WITH SCART BMPLT ..., 8.
TV LEAD - AlRGA CO-32 TO SVHE TV OR 'Q'OED ;

A1200 2127 LEMMINGS + 127 MB DRIVE ... 4T0L00

A1200 2200 LEMMINGS + 200 MB DRIVE ......520.00

MMB‘MLEHW « 340 MB DRIVE ......670.00
CES INCLDE LEMMINGS AMD DELLIXE PAINT 3

OPEN 10am TIL Bpm SEVEN DAYS A WEEK!

]

L]

E CHELMSFORD - 43 Broomfield Rd
A E ]

S

just around the corner from the bus slatlon

Ll 2] SIUPER T WNI'DR EAD - CDAZ TO CMBBE33 10848 ... "; a
»\/ERY SPECIAL DEAL SUPER PRO.ZIP STICK._ MONITOR LEAD - G032 TO CMBBI3 10845 ... 358 ﬂwamemmﬂ 'Ir“r:- Maltings
ADD A PLUS FOUR OR CHAOS PACK MICROSWITCHED WITH ZYDEG MAGA POWER SUPPLY (SPECIAL yirds vl
NHEN YOU BUY ANY OF THE AMIGAS LISTED COOL AUNNBIG TRANSFORMER] . AL SUPER NINTENDO WITH STREETFYGHTER TURBO AND 1 PAD .........
g L COMPUTER CARE MEGADRIVE 1 WITH FIFA SOCCER AND TWO PADS ............ 1
FLI.IG;i “_:ESE AMAZING VALUE PACKS CLEANMG KIT FOR COMPUTERS MITH VACLUM) 1758 MEGA CD 1 FOR MEGADRIVE WITH ROAD AVENGER
OUR PACK L ! COLLAM R ALEAR) . 4.8 MEGADRIVE 2 WITH SONIC 3 AND TWO PADS |
ELITE 2, BATMAN RETURNS, LEMMINGS 2 e o AT o BAR By e MEGA CD 2 FOR MEGADRIVE WITH SEVEN GAMES.. )\
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ver here!" called Andy, look-

ing ever-so-slightly bloody

hilarious in his Speedo pos-
ing pouch. The beach-ball flew over-
head, as the bespectacled Editor of
Britain's Biggest and Best Amiga
Games Magazine effortlessly palmed
the ball back across the net.

It was glorious weather; not a sin-
gle cloud spoiled the sky, though the
the sight of Andy and Simon flexing
their well-oiled bodies in the heav-
enly sunshine — Andy, an improba-
ble shade of bright red — put a few
people of their picnics. Nearby Matt
posed provocatively in the surf.
"Where's Harry?” called Simon, "I
thought he might fancy a quick
game of volley ball.”

A lone figure somewhat further
down the beach lobbed a stone in
the general direction of the group,
narrowly missing the ever-popular
Welshman known simply as 'Git’,

"Who threw that? It could've hurt
me quite badly." moaned Andy, in
that special whining voice we all
love. "Oh that was Harry." Replied
Matt, looking like a bronzed god.
"He's sulking because | told him how
silly he looked in his one-piece
'bathing costume'.”

"SOD OFF!" returned the voice in
the distance, "You're all a bunch of
gits and | hate you!" Another pebble
flew through the air, gouging a
chunk of flesh from Andy's thigh.
"Good shot Harry." Simon called,
desperate to make the old bugger
feel like a part of the team.

"What's his problem?" winged
the leek-loving softmint, nursing his
dripping leg, "You'd think he'd be
grateful for a day on the beach, and
anyway, he does look bloody
stupid...” Andy's cursing was halted
abruptly by another sickening thud
as a small piece of flint embedded
itself in his forehead.

“Come on Harry!"” Shouted Matt,

“It's alright, Andy's unconscious

now. Come and have a game of
Summer Olympix from Flair. "

“Why?" grumbled the once young
and possibly interesting Production
Editor, "Is it any good?”

All eyes turned to Matt. "Well, old
chum," breathed Simon, "Is it any
good or not?"

Special Moment: The
finish. Believe me.
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Event: The 1000 metres Kayak
Qualify: Complete the course in
under 1 minute, 42 seconds.

This is the most uninteresting of
all the events and is as simple as
they come. You basically have to
work your way through a fairly

boring course, avoiding rocks and
river banks, as well as steering
through ten flagged gates. Push-
ing forward makes you move for-
ward, while left and right make
you go, er... left and right. (God,
that was almost as interesting as
Boot Sector — Simon).

JALALALALLL

Event: 100 metres sprint

Qualify: Complete in under
12.1 seconds.

Special Moment: If you're really crap, the player will turn
. around at the end of the round, shout a few obsceni-
ties, and then shoot you a couple of times — shatter-
ing the screen. Fan-tastic!

Hardly an event that neads
describing, the 100 meters
sprint is a straight, no holds
barred, joypad frenzy. Line
up against your opponent
and once you hear the
starter's gun, hit the red
button and then ‘run’ with
the front trigger controls as
fast as your little fingers
can manage. It's rare that
you'll beat the CPU, but
qualifying should prove no

AY

problem at all.

Special Moment: Hulk Hogan
making a guest appearance.

Event: Skeet Shooting
Qualify: End with at least a 55
percent hit accuracy.
This is one of the more interest-
ing events, though still remain-
ing nice and simple. All you
need to do here is move the

| cross hairs around the sky with

| the joypad, shooting the clay

| disks as they launch from either
your left or your right (and
sometimes both at once). You
only have one shot per disk, so
you need to time your shots
carefully if you're to end with a

o8 qualifying accuracy rating.
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Special moment: Missing the target and murdering a
girly botanist. Ha!

Event: Archery

Qualify: Score at least 42 points
with six arrows.

This is, without a doubt, the best
event in the entire game, and the
only real part of the product that
looks vaguely like it needs to be
on a CD32. You view the event in
first person perspective (i.e.
behind the bow) and set the
power of the shot by freezing an
animated archer in the bottom

left. You then have to click onto
the bottom right target, which
wanders around in a random
wobble, and as long as you've
taken the wind direction into
account, you can release your
arrow. WHOOSH! Yes, in superb
Prince OFf Thieves style, you fly
along as the arrow itself; the
trees whistle past and it's all
very exciting.




Special Moment: When you get knocked out, you col-
lapse in an extremely convincing manner.
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Event: Boxing

Qualify: Beat the other opponent

Though this part of the game isn't exactly Panza Kick Boxing, it is
one of the more interesting events, allowing the player to get just
a few more moves out of the joypad than any other event. A simple
face to face affair, you must either beat your opponent by wearing
his stamina away and knocking him out, or by lasting three rounds
with the most impressive number of hits scored. Hooks, jabs and
fully facial shmacks are all available — just keep an eye on your
own energy level in the top right.
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Event: 200 metres dash

Qualify: Complete four laps in under 42.5 seconds.

This is very similar to the swimming event people might remember
from Hyper Sports, being nothing more than the 100 metres, but
with added 'breathing’. The turns at the end of each lap are auto-
matic, leaving the player to worry about diving in after the starting
whistle has been blown, and then ‘running’ as fast a possible —
remembering to breathe whenever the speed meter turns red.

Spacial Moments: Forget to press the jump button and
\, you could end up with a mouth full of teeth.
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Event: Long jump

Qualify: Need to jump at least 6.5 metres in three attempts.

Again, this is standard fodder to anyone vaguely familiar with the
sporting genre of computer games — with the good old 'angle dis-
play’ in the corner, and the speed bar up the side. The basic aim

here is to pick up as much speed as possible, and then to hold
down the red button until the "angle display’ has climbed to the
desired, er, angle. When the button is released, the competitor will
{hopefully) jump as required. This takes a bit of practice as you
need to start your ‘angle preparations’ quite a bit before the line.

| THE VERDICT
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Banshee doesn't just have end-of-level baddies, it has
baddies all over the place. Each level has two or three
hard-cases which need more than the usual number of
bullets to destroy, but these huge bombers are just a
taster for things to come.

ardware-style ana;ﬁ.

whete rusted-out war machines use you for a long-forgotten target prac-
tice. Colonies of sand-dwellers still exist around here, apparently, and
presumably they think you're the enemy because they fire at you like
there was no tomorrow. Obviously mad. As Mahdis.
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The three submarines are one of the more difficult
baddies to kill. Basically because there are three of
them. They have three stages of attack: a little guy
with a Tommy gun pops his head up first, followed by
a brace of homing missiles. To add a little garnish, the
subs save their best arsenal until last.
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All good shoot-"'em-ups have a
variety of pickups to tag onto
your original pea-shooter. Let's
fill some space by looking at a
few of them, shall we?

DOUBLE SHOT
Self-explanatory. Two shots
instead of one. What, are
you thick or something?

TRIPLE SHOT

Now, think before you ask.
Double shot is two, so
what's Triple shot? Yes...
45% SHOT

Shoots at 45° angles
(strangely) as well as
straight ahead.
SIDESHOT

Er, shoots sideways. God,
what's the point? (Yes,
exactly — Simon)

MISSILES

More potent than ordinary
bullets, but fire less
frequently.

HOMING MISSILES

Like Missiles, but home in
on nearest target. Makes
your ship rock hard.

BOMBS

Look, it's a bomb, isn't it?
You wouldn't want one of
these down your pants.

SMART BOMBS
Good-looking versions of
bomb... oh, all right. Mega-
bombs that kill everything.

SPEED UP

Increases acceleration and
speed. In a tight spot? Get
on of these,

LoOoP

Gives one extra Loop.
Enables you to get out of
trub by looping-the-loop.
EXTRA LIFE

The best thing ever. Adds
another craft to your dwin-
dling line up.

EXTRA SHIELD

Gives you a massive

amount of shield, and a lit-
tle bit of invincibility.

EXTRA POINTS

Does nothing except add to
your score. Only useful if
you fancy yourself.

FIREPOWER

Gives your weapons that
added “oomph”, so they
kill better and faster.
BUILD UP

Adds power to the craft's
functions. Collect three for
a super killing machine.

[LR=l

This is how you begin the game, flying across open seas and picking off-ship
after ship, which gradually become larger (that's different successive ships, of
course. They don't grow individually.) A few planes make their entrance at
this time too, but they're pretty furtive and shy, and hence easy to blast.™

In the Arctic you naturally have to
cope with igloos and their
inhabitants. These are crazy Eskimos,
though, who would (and indeed do)
explode their homes in the hope of
catching your ‘plane with a heavy
shard of ice. These are particularly
decent explosions, incidentally — so
good that you sometimes forget that
they‘re killing you as you stop to
admire them.
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Heavy-duty engines pull mortar launchers sideways into view, so it's best if
you can get rid of the engines first. If you don’t, then you have to d
with the added mortar firepower — and then the going gets tm-dL
tricky. You have been warned. '
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Level three takes you across the spectrum of climates from Arctic Waste-
land to hot, arid desert. Separating the two is what Core calls the “climate
controller”, a structure which apparently prevents hot air travelling the
couple-of-hundred yards over to the cold bits. Seems an unlikely scenario
to me, but then this is supposed to be 1999, er, five years into the future.

Ah, now this is what | call an end-
of-level boss. The giant crane is a
real sod to beat, simply because
he has the entire screen covered.
You know that usually there's a
place you can hide, where you
can't be killed? Not here, there :
isn't — and this is only level one! |

i g 18 -
P
B 2
| et 3 : : In level two the objective is to
i i W find the equipment which can
p " make your aircraft space-wor-
i v ot o= ] thy, and the city guardians
-l ‘_b g - aren’t giving it up lightly. This
| " -» - is suburbia, a place which the
" | ' Styxians have managed to
E'ﬁ-‘ b b L TESESESEE554 make their own already. Troops
premmeer. . N —— Trmdlise===2 mingle with civilians, and so
» you'd better watch out just
- who you're shooting.
__________________ i
'iE '- :F g
o w | k.
-
«Y &
i

It took a while to work it out, but
eventually | realised that you can't |
fly past the tall parts of this

ey e | e

bridge. I'm not just being thick, ;S R e
you understand; there's no warn- _- o

ing that the bridge is potentially | == * =/ =——_ e in ¥

lethal, it just kills you. To death. | R | - B |

Then I realised that each level has o

high structures which you must -
avoid: church spires, canyon sides,
that sort of thing.

The Amiga was at the back of the
queue when the great Gaming God
handed out mindless shoot-"em-ups.
Apart from the odd notable excep-
tions, Xenon 2 and SWIV, Amiga
gamers haven't really had a chance to
relive the old days when it didn't
seem out of place to break a few joy-
sticks in the name of a good blast.
Core Design, not always the re-writer
of history books but usually a purvey-
or of quality games, has come up with
a blaster to test everybody's fire-but-
ton finger with Banshee. The game's
a great roller-coaster ride to hell, and
it takes every ounce of concentration
to keep the cool-hand and clear head
even for the most hardened game-
player. Things happen quickly to pre-
vent you from thinking too hard about
playing the game: instead you must
rely on the speed of your reflexes and
the indestructibility of your trigger
finger. Core has taken the decision to
make Banshee an AGA-only game,
which means that A500/600 owners
will miss out, but it also means that

A1200 and CD32 owners get the kind
of game which you don't come across

Publisher: Core Design
Developer:
In-house
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very often. One that's graphically excellent,

that uses the speed of the machines to throw hundreds of
enemies on-screen simultaneously with no slow-down, that
adds in a second simultaneous human player for two-play-
er teamwork, and really works the sound chip with stun-
ning FX and throaty aeroplane drones. The sheer number
of enemies means that the going can get really tough, but
at the end of the day (Brian) you know that if you get
killed, it's your fault — and not some frustrating situation
which even a master gamer couldn’t get out of. The two-
player mode really brings in a whole new dimension to
Banshee. Each player receives separate power-ups, so
there's no competition save as to who makes the most kills.
Each player's energies are concentrated into wiping out the
enemy, and that makes for a brilliant game. They'll be talk-

ing about Banshee in years to come.

The CD32 version of Banshee will probably have

two small sublevels to add to the ones already

there, and

garnished with a bit of 6-chan-

nel sound. If the two AGA versions do well, then
maybe we’ll get an A5/600 version. Let's hope so.

2.3 HS N N8




Post & Packing =

D008 179550

Aardvarks 1(:t::-mpu'n:l‘i-;

CD32 Games

11 The Maltings Alma Road, Rotherham,South Yorkshire 560 2]A

Tel :(0709) 837 488 10am

- bpm

ALFRED CHICKEN....£E20.95
SECIA L EDITION £12.95
ARABIAN KNIGHTS ..£12.95
D/GENMERATION ........£20.95
DEEP CORE...............E20.95
DONK .......cocoomnmneeee E25.96
FANTASTIC VOYAGE ... .£30.95
JURRASIC PARK..........E28.95
LEGACY OF SORASIL..£20.85
LIBERATION ..o E30.95
LOTUS TURBO TRIOLDGY £25.95

MCROCOSM __________£395
OVERKILL /LUNACY ______F595
RYDEROUP 52595
SLIEEPWALKER _______£2595
TROLLS. £2595
WHALES VOYAGE —___£2595
PROJECTY _F1099
TFX 095
DEFENDEROF THECROWN _E555
DEMO CD 2...............E18.75
UTOPIA 2 (K240)......£20.95

JAMES POND 2 £25.95
LABRYINTH OF TIME..E30.95

LITIL DIVIL .....cccccvsaees
MEAN ARENAS

PINBALL FANTASIESE2T.99
SHEE ESOOCHRIE 1995
SOCCER KID .............£10.95
URIDIUM 2 .................E20.95

Please imcluds Gl ot each order 1o cover postagedd pag .'L.IE_'|.|'I:_'L All orders are

despatched the same day for postal orders (15t class post) cheque clearence is normally

5-9 wor |-..I'|:: days l,lll.'xl"-u_ make .|| chegues / '.‘ll-l.=.| I.III.||.'I'\ ey .I.i"':.l. [L4] ';;.J’. |':.':"'l.'|"||l.|\

(Thankyou)

200 TOP AMIGA GAMES
FOR ONLY £19.99 POSTPAID !!

EXPRESS P Dt G Magazine Business Cevire

e T T R T P P T e L LT

Postcode: .

1, Newarhe Streel, Leicester, LE] 585

T (03) FRUTHE i (ORA3) 400 18 Mows - Fird Y T (e St 0 2pwns

] %99 Ghaas Motal Modues ip) ()

FI002 Grickst Crazy £3.09 rqn.ﬂmﬁm;‘nm{;iagcirlﬁp'r [¥}
rapav 18 () {ph (¥

00 st i Toders. 5399 peef R L FLED (B4

: o Peopagench Dk Megeea Na. 2 (F) Y]
FI004 Super Fun (For Kids 549 years) £3.99 St Ecala AGK Dame

FI005 F1 Music Vil 1 £3.99 Daritnsler 2 Mg Animation (P [Y)

e D
FI006 Blackboard V2.0 (2 Disk) 4.9 T,:mﬁ‘:"a:m

Onily p3.59 Crash Tast AGA Damo
F1047 Fartress AGA nly Persper Hypnosis (2) AGA 100% Varsion
F10605 The Rainy Day Disk

£3.98 Mebow Grabber Vol 2 AGA Music Disk
F1010 Karate Master 1.5 Meg+ £3589 High Detane 1

A-Z &4 Tunes (4 Disks) (P) ()
L ms-umrwrr _———
i g3 L 1(¥)
FI011 IFF Vector Sail Designar il o L
FII2 Dbliteratives {Arcacs}

£3.50 m.nﬁf.mmf'ﬂm
F1013 Throwgh The Red Door ~ E3.99 ﬁﬁﬁg i)
g Seen Sea AGA Sides {7y /
FIT14 Tots Time . Mihondrmamer - Manga Siides (P) (Y)
F1018 Art Sehoal 9

£3.09 Erm:gﬁﬁm
FI018 Relics Of Deldroneye(4 disk £6.89 m.ﬂ":.laﬂ Sals (4}
i 4 5y Vs Checker Bud1
F1019 Tocha'n’ Go il ol
[0 HD Modification
AOA 1 e Ao i)
AGA Vol 1 {New
MORE TITLES AVMILABLE .ORDER  \\po oy o WE Pics
CATALOGUE DISK FOR DETAIED  \ oo by AGA Oy
DESCRIPTION OF EACH DISK MBI Emutat {2) () ()
Irrygezrial ‘Wialker -30 Walker Gare

Dide Priws P Lk
1-1'5 gltisden LY vy
Riwn ity JLLCKD vvmide

e ol IHE oy
 Paewwa | five alisle iridls nwny Gowvhowed

NOTHING BUT AMOS

DISK MAGAZINE
ISSUE '6 Nﬂw tmh;:ﬂ:;:k;v:r:ﬁ:h e
IN STGCK '}N 2 LK fﬂ'}t!.lk‘fl':.:rnf:f_p:;.rw,l'“rl L
DISK £4.50 mesm

LEF SAMPS I TR T PRI Y

CD SOFTWARE

GOLD FISH £26.99
DOUBLE CD FRED
FISH 1-1000

17 BIT COLLECTION
DOUBLE CD PACK
DISK 1-2301
£36.99

17 BIT CONTINUATION
17 BIT DISK 2302-2800
ASSASINS GAMES 1-140
£18.99

AMINET VOL 1 £20
AMINET VOL 2 £18.99
CD Contains
Demo/games /TG Modules
DEMO CD2
£18.99

Contains Demos,Animations
games ETC

... GALORE
Dver 140 AGA Disks demos games ulils
some are ready 1o rum irom WEB 150+
lalest pd software assasing games 1-
1Al can be copied on disk (disk
drive reg) Also om CO. Top 100 Pd
games Ncamm2 demos modulesdish
gogiare animations all can be run lrem

WE
only £13.99




Ahh! Feel that gorgeous sea spray on your
face. Smell the seaweed rotting under your
flip-flops. It really makes you glad to be
alive — a bit like all the updated games cur-
rently appearing on the A1200 and CD32.
Grab a bucket and spade as Matt and Andy
frolic in the frothy berm.

Fire & Ice
CD32; Renegade
£24.99

Oh, | dunna — |
mean what can
you say about
platform games
these days? Eh?
Either you take
the view that a
platformer, well
made, can hold
its head high
with the best of |
them; or you can
slate them all for
being too samey. Personally, | like to
take each platformer on its own mer-
its: take Rainbow Islands, Soccer Kid,
Arabian Nights, and the Mario series
on the Nintendo as examples. Good
games all, no?

Fire & lce CD32 is undoubtedly a
good platformer. Forget the splendid
graphics, the assortment of cute ene-
mies, the multi-level parallax, and the
excellent CD soundtracks, because
even when stripped down to the bare
knuckle it's still a great game. After a

few plays | was cursing Graftgold for §

leaving the jump button as up on the
joypad (the dreaded “up-to-jump”
scenario upon which | tend to wax
lyrical from time to time) but thank-
fully | found that they've included an
option to change jump to one of the
separate buttons.

The different worlds of Fire & Ice
correspond to different climates —
hence “Fire” and “lce”, see? Begin-
ning on an Arctic world, where every-
thing is slippy-slidy and avalanches
are common, the controls seem diffi-
cult and fiddly, and jumping between

platforms is quite a delicate test of
your pixel-perfection. This isn't a
great world to begin on, really,
because it's one of the more difficult
— but presum-
ably if you can
get through this,
you can through
any... blah, blah.

Cool Coyote
{"yﬁl&"} gaes
through the

game armed with
an infinite armful
of lIce pellets.
These are great
for freezing the

enemies so that you can dislodge
them and pinch their keys; which (of
course) you need to get through to
the next level. Not all of the enemies
carry keys, though, so you really need
to search through and kill everything
that moves to be sure of getting all
the keys you need.

In true plagiaristic platform praxis,
the next world is rainy and cold —
North Wales, to be precise — while
we're next treated to an underwater
scene and a sunny clime
respectively.

The game's long
enough to be a challenge,
the controls are responsive
enough to suit the CD32
joypad, while the enemies
and graphics are varied
enough to keep your inter-
est longer than, er, not.
So, there you have it — a
decent game, really. [AN]

Overall 86%

UPDATES

Tornado A1200
Digital Integration
£39.99

The chances are, if you've got an
A1200, then you play games on it.
Hardly surprising, because you're
reading Britain's
Biggest and Best
Amiga Games Maga-
zine, but let's take a
= closer look at the
~ | games you play. Possi-
Ll bly platform games
(after all, there are
enough of them
around), shoot-'em-
il ups. driving games...
| ooh, everything, really.
Except techie flight
4| sims, perhaps...
You see, the Amiga
doesn’t like flight sims.
Everybody knows that it's capable of
blinding arcade games, but flight
sims are the gremlin in the machine.
The original A500 version of Tornado
received a mere 43 percent from a
certain M Broughton; not because of
its lack of technical detail (there's
loads of that), and certainly not
because of its lack of accuracy
(though without
actually going
"up” in a Torna-
do, its hard to
know). No, Tor-
nado was consid-
ered, er, rubbish,
because it was,
and indeed Iis,
crawlingly, snail-
ishly, achingly
slow. The details,
even when the
majority of the
frilly bits have
been disabled,
are just too high
for the poor little

Amiga to cope with, Playing the orig-
inal game on an A1200 or an A4000
is quite a nice experience. Although
you need probably, ooh, 20 fingers to
operate all the keys and the mouse
simultaneously, once you get to grips
with it, the game becomes a pleasure
to play (as long as you keep that pro-
peller firmly strapped to your head).

Contrarily, we now have the actu-
al A1200/A4000 specific game. It is
enhanced, which is commendable,
but sadly the enhancements only
serve to slow it down even more than
before. So, with all the glittering
additions, 256-colour graphics
(although it looks more like 32), bet-
ter sound etc etc, it still runs like a
dog with three legs, and to get any
enjoyment out of playing it, you real-
ly need to switch all those bits off.
Not so good, then,

The fact that it's hard drive-only is
definitely A Good Thing™, because
playing this from floppy would be a
crippling experience. From hard drive
the presentation parts of the games
flow by smoothly and dreamily, but
it's just a shame that the speed of the
actual game lets it down. A real
missed opportunity, then. [AN]

Overall 53%
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CHUCK ROCK 2
Son Of Rock

CD32
Core £29.99

Chuck Rock is a troubled bloke. As a
successful business man, he now
faces a number of rivals, each striv-
ing to own a company as profitable
as Chuck's car factory. Unfortunate-
ly, one of these rivals — Brick Jagger
(groan) — has decided to take mat-
ters into his own hands and has kid-
napped our hero. Fairly obviously,
Chuck's family are horrified — in par-
ticular Chuck’'s young son. And so,
grabbing his trusty club and breaking
out of his crib,

UPDATES...

As far as CD32 intros go, this certain-
ly has the most professional cartoon
sequence |'ve seen yet, with an excel-
lent American-style voice-over taking
the viewer through the history of
Chuck Rock and his recent kidnap.

The CD sound quality continues
throughout the game, with some
jazzy little tunes (that double up as a
very effective way of annoying Andy,
incidentally) and a host of sampled
squeaks and squeals.

The graphics are colourful and
bright, with a fair old number of par-
allax levels happily doing their thing,
and there are loads of weird and
wonderful baddies to get your club
into, including men dressed up as
dinosaurs. No, really. [ME]

the young Rock
sets out to rescue
his flinty Pop.

Chuck Rock 2
Son of Chuck —
is an inventive
platform [ arcade
game. Using
some of the most
innovative char-
acters, Son of
Chuck manages
to combine puz-
zles, cartoony
graphics and
some excellent
samples in one
very, very, silly
game.

You Dbasically B
have to make | :

your way through
a number of themed zones — water-
falls, jungles, caves etc. — tackling
guardians and relevant prehistoric
monsters along the way. You're
armed only with a club which can be
used to smack anything that gets in
the way, but which also doubles
as a handy step-up to stuff set
just out of your limited reach.

Son Of Chuck really is quite good,
and though the gameplay seems a
bit easy at some points, once you get
to some of the baddies that take up
anywhere between two and four
screens in size, you'll get into it.
Believe me.

OVERALL: 89%
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BRIAN THE

LION A1200
Psygnosis £25.99

| was the lucky lad who reviewed
Brian The Lion and though it earned
a fairly impressive 82 percent, the
game never really broke any new
ground. Despite a combination of
standard platform concepts and a
few Snes Mode Seven effects, Brian
The Lion was fairly harmless. Well
time moves on, and Brian has
returned to try and impress us again,
only this time with an AGA version.

BTL does have a plot, but one that
was only just worth mentioning the
first time round, so let's just skip that
and talk about the way the game
plays. You are Brian, a lion in Bermu-
da shorts, and your job is to work
your way across a numher of levels,

complete with hidden areas and
guardians. Each level is filled with
standard platform scenery like rope
bridges, nasty spikes, lethal snails etc.
and Brian will have to use all his abil-
ities to get across in one piece.
Brian isn't as soft as he looks,
(which is pretty damn soft | can tell
you). He jumps on people’s heads,
(where do they get these original

ideas) and he's not above taking a
vicious swipe at anyone who gets too
close to his wicked-looking claw.
Brian can climb into smiling clouds,
where a special shop offers such
scarce items as super spring jumps,
extra hit points and lives, as well as a
‘large roar’. Once purchased, Brian
can be wound up, by holding fire in
an R-Type way, and released upon
any unsuspecting baddie in the area.
If they're little they'll die, and if
they're big they'll pap their pants and
go into shock just long enough for
you to move in for a swipe with the
old claw.

Back in Feb, one of my main criti-
cisms of Brian The Lion was the lack
of character displayed by Brian him-
self and the dearth of originality in
the game as a whole. Sadly, Psygno-
sis hasn't changed Brian or the game
itself hut — fnr what it's worth —

there are more colours, more sound,
and more parallax (which do make it
easier for you to judge jumps over
empty space).

It's all very pretty, and if you like
simple platform games you'll proba-
bly be satisfied with BTL, but don't
expect to be amazed and stunned by
it on the A1200. [MB]

OVERALL: 79%
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UPDATES...UI

BRUTAL FOOTBALL (A1200
DELUXE EDITION)
Millennium £24.99
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Brutal Football did pretty well for
itself when it was originally released,
scoring in the high eighties and low
nineties, Well it's back again and this
time it's got - a new girlfriend —
namely the A1200.

Thought it's hard to think about
violence here on the beach, with gulls
mewing plaintively overhead, | must
say it's always a pleasure to chop
people’'s heads off during a ‘quiet’
game of footy.

There now follows a short summa-
ry for those unfamiliar with the orig-
inal game . You take control of a
team of warriors which must battle

-

tackles, etc.) you'll

also find such

beauties as bombs,

swords and axes. |
There are one or

two sundry man-

agerial duties to [

attend to (keeping

the players fit and

making good use

of locker room facilities to replace

severed heads and such) but 99 per-

cent of the time it's just good old-

fashioned fighting.
The games themselves get really

interesting when extra icons appear
on the pitch, and
these let you get
your hands on
lovely lightening
bolts, ice blocks,

i and (my personal
favourite) a magic

its way through a brutal (clever)
league filled with various barbarian
players in a cross between American
Football and, well... the rather
unsportmanlike Death Wish 3.

The sports bit is fairly simple —
there's an open pitch with a goal at
each end — but it's the violence
we're really interested in. Along with
the obvious moves (kicks, throws,

er... thing that
makes the ball
sprout legs and
bomb off towards
the opponent's
goal. Nice.

The A1200 ver-
sion has beefed-
up graphics
throughout and
both character
and pitch graph-
ics are clearer,

- sharper and more
colourful. The Sound FX are realisti-
cally crunchin’, and though | don't
know what decapitation actually
sounds like, | bet that squishy clonk
thing isn't far from it.

Brutal Foothall is excellent fun, and
though the changes here are mostly
cosmetic, they make a good game
even better. [MB]

OVERALL: 90%
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WTS Electronics Ltd, Chaul End Lane, Luton, Bedfords®

AMIGA 1200 PACKS

32-bit 68020 full power

Two joysticks & mouse

Free paint package software

Mouse mat

AT200 standalola L a2 T
A T20DWith TOMBE. (5 50 e sy e P
AT200 with S0MB ...........................E384
AT1700 with BOMB ... 2D
A1200 with BOMB ....ocorsmsnsesnsesnsnns o IS
A1200 with 120MB uviismssieise e B4 73
A1200 with 200MB .......ociienn e BS54
Combat/Innovations pack add to above £45

AGA chip set
6803040 processor
Co-processor option
IMB/AMB RAM

A4000 030 with BOMB HD & 2MB ... .E899
A4000 030 with BOMB HD & 4MB ... .E999
A4000 030 with 120MB HD & 4MB ET1069
A4000 040 with 120MB HD & 6ME ET1999
Wew A4000 Tower Systems..............EPOA

AMIGA 4000 PACKS

A1200/A600 HARD DRIVES

Easy to install 2.5" upgrade kits

Full instructions and cables where necessary
All drives supplied with formatting
instructions and soflware

Free fitting available- phone for details

20MB HD upgrade kit............s.....EB5

40MB HD upgrade kit................E135
60MB HD upgrade kit...............£156
B5MB HD upgrade kit................E169
120MB HD upgrade kit..............E199
200MB HD upgrade kit..............E270

HIGH CAPACITY HD'S

These prices include collection, delivery
and free fitting, all guaranteed 3.5"
drives. Phone for details.

250MB £199 340MB £249 540MB £399

WORKSTATIONS

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

AS00 Workstation ooooooieen o E34
ABOD Workstation ..o i s B32
AT 200 Workstation ..o B34
Workstation coverall dust covers... . ET
Mouse Hnumﬂ

AMIGA CD-32

CD-32 console inc. Dragon Street, Wing
Commancder, Osca & Diggers.........EX39
Mew full motion video, allows video

CD's to be played on the CD* - £197
Lead for CD" to 1085 monitor £14.99

AMIGA 600

AG00 Wierd, Wild & Wicked pack
Includes Delux Paint 3, Micoprose
Grand Prix, Silly Putty, Pushover and
further free software

ABDOWWEW ... e ETDE
ABDD W, W & W with 20MB HD .E£276
ABDD W, W & W with 80ME HD £359
AGOD W W & W + 1.3 ROM. ... E218

A1200 PRORAM

High quality memary expansion

Easy to fit full instructions
Co-processor option

ProRAM 1200 simply slots into the
expansion part under the trap door

ProRAM 1200 2MB ....................E169
ProRAM 1200 4MB ... £209
ProRAM 1200 BME........coooeeeeee. £3589
ProRAaM PCMCIA AG00/AT 200

ARG, U5 RN A W B BN
A R R i - e AT
ProRAM TMB AG00 ... 32

-

MONITORS

14" Hi-Res colour display
Complete with cable
Includes integral stand
Full UK warranty

Commodore 1084/1085s............E194 1
Philips 14155A monitorn/TV........£184
Micra Vitec .28 1438 inc. stereo (£309
A1200 SVGA monitor ................E228

([display hi-productivity modes, not default

Commodore 1940..................... E284
Commodore 1942........0. e £334
Tilt-& Swivel stand ......cccoec.cicii Bl
Monitor dust cover...................E4.99
1.5m monitor ext. cable..........£14.99

{Simply add £28 for workstation of vour choice
when purchasing the abovel

PERIPHERALS

100 Capacity lockable disk box .£5.99
Squick Mouse ... E13.99
T R e T | 1 [ .
TOK high quality DSDi10) disks £9.99
Computer Mall DSDIT0) disks........ £b

Jet Fighter joystick .........c.......£13.99
ADACHE [OYSHCK s ansmsmsncitien «nsnen B
Pyihon jovshekecae e oo EX0
Zipstick joystick ..ieienn E14:99
Zi-Fy speakers.. i s E3G

ASDD/AGDO/AT 200 dust covers ..£4.99
AS00 modulator.........................E36
Bupfoystick ol L L
4-Way mains extension block....E7.99
DR P | P A et b a5+ i R O
AS00 internal replacement drive .. £47

- SCANNERS

Allows image processing in a useful
and unique fashion

Comes l'nr‘1|r|e*h' with manual

One of the fastest growing applications
for home and professional users

High specification coupled with cost
effective pricing

64 greyvscales 100-4000F!

Fully compatible with Delux Faint 4
Advanced software

Power Scanner 3 (AS00/A1200)..£102
Maski mono (ASDD) .o iin e EBS
Power SCANNEE 4 ...coivenrevnreensereseb 11
Power Scanner colour 4.............£229
Epson GT-6500 {inc.software) ....£599

PRO ROM SWAPPER

Swap between Kickstart chips

Fits AS00, AS00+, A600, AT500

Auto swapping via keyboard control
Flexible cable allows the swapper lo
work in conjunction with accellerators
Simple to fit- full instructions

Pro ROM Swapper.........ccoennE18

Pro ROM Swapper+ 1.3 ROM ...,..E35
Pro ROM Swapper+ 2.04 ROM...._£40

KICKSTART ROMS

KickStart ROM 204 ciicnmnnmnnen bad
KickStart ROMI i, . oo
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LU4 8EZ Telephone (0582) 491949 (6 Lines) EST 1984

PRO AGNUS 2MB

Provides a full 2MB of Chip Memary for the
Amiga 300 and AT500/2000 = 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 * Prowvides the same max. chip memory
as the A1200/A4000 & 500+ =lincreases
addressable memory space from 9MB to 10MB

| * Complete with full instructions and flying
| leads # British made

ProcAgnus 2MB .. 00 .. S ... 0. . E1 29

\Free fitting available - phone {or details)

=

A500 MEMORY EXPANSIONS

A500 Pro-Ram 0.5Meg Upgrade
Allows 1MB software to run
Chip memory compatible
British made

Without clock ........... A £lb
WIREIeR LRy e £19

A500 Pro-Ram 1.5Meg.Upgrade
Gives a full 2M8 of memory................E78

A500+ TMB Meg Upgrade..............

POWER SUPPLY UNITS

power supply

for the future

Switch mode design
Full crow bar projection
British made

Allows the addition of peripherals
withoutl damage te computer or

Why risk damaging vour expensive kit
when one simple investment will
ensure total peace of mind now and

AS00 Power supply unit..........E44.95
A1200 Power supply unit........ £54.95
ABDO Power supply unit.......... £44.95
A590 Power supply unit.......... £44.95
GVP HD Power supply unit .....£49.95
CD32 Power supply unit .........£44.95

3.5" EXTERNAL DRIVE

COLOUR PRINTERS

High Quality ‘
Renowned and proven reliabilty
Anti-click

Long moulded cable

Slimline design

High impact plastic

Cumana external drive................. E57
Cumana external drive + 100
capacity disk box .......cocoeevireinre BB

Cumana external drive + 10
capacity disk box 20 blank disks ..£66
ASODSA 500+ Internal replacement

ekt v g T £47
ABO0/AT200 Internal replacement
digkedrive.... ldiiaii. ... ... 258
A 2000 Internal replacement
disrives...0 . . 0. BT

High quality premium range of A
printers

miga

Two yYedar manufacturers warranty

Complete with cable

Citizen registered for dealer plus service

Sl A0 Colonr . cavuuciiinini i
Swift 200 Colour ...
Swift 240 Colour.....ceeeee.

Panasonic KXP 1170 Colour. .....
19 pir B0 eolumin, 192CF5 Dralty

Panasonic KXP 2123 Colour.......
124 pen BO calumn, 192005 Draig

HP Deskjet 500 Colour..............

wE157

£189

o E219

£135
£205

£185

R R Bt s -« - g
KICIEINT o ommi sl
KickStart ROM Swapper...........cco.oee.

Bwap heiween KickStarts)
Fatter Agnus 8372 ..o s
Obese Agnus 8375 ..
Hi-Res Denlse .. ... ook e 84 - ¥
1B x 9 Simms (3chipl.........
iy 8 R el U
BV ROIC ATt e
Ak aimm T MBI
32 S5imm 2MB ...

32 Simm 4MB ...
32 Simm BMA ......... B ...
ASO Dm0 UL ALOT bousitas . sxs- . - 255k . . sl
Replacement mouse...............,

AS00 Internal Disk Drive .............E47
ABDD/AT 200 Internal Drive .......... E59
3:5%IDE/ 5" IDEcablew.r... ..

Spike surpression plug...........

auto-answer, Hayes compatible.

Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600.....£79
Pro VC144E - Fax Modem v22, v22 BIS, V21, V29, V27 TER, V32, V32/V44 BIS.............£189

All modems inclusive of Comms software, leads and power supply.

How to make your Amiga into a robot controller - Ask for catalogue

Mow the power of the modem is within your grasp with the advent of these cost effective Pro range of hi-spec modems. Auto-dial

]

Head Office
WTS Electronic Lid
Chaul End Lane
Luton
0582 491949

Computer Mall Bediord
The Harmpur Centre

do the rest. Alternatively write the above details on your letter when ordering by post
B When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with your order. Postal orders are also accepted,

m MINIMUM ORDER AMOUNT £15.00
NO DELIVERY CHARGES TO UK MAINLAND. Should you wish your order 1o be sent by courier service please add £5. this method secures the item with full insurance, not express.

WARRAMNTY: One yvear warranty return to base. ONE YEAR EXTENDED WARRANTY: Available on all products at 10% of purchase price when ordering.

Where to find us!

Bediord
0234 218228

Computer Mall SLNeolts
Priory Mall Shopping Centre

0480 471117

SALES HOTLINE 0582 491949 (6 LINES), 0480 471117 (244R), FAX 0582 505900

L [l Credit card ordering by phone is easy. Simply phone our sales hotline quoting vour credit card number., expiry date, name and address and the products you wish to order and we'll

Computer Mall Hertiord
49 Railway Street
Hertford
0992 503606

Al prices ot on pocuck et s subise! i araailabibry. WS seene the sight m amend pros o wirine seiabie poduct sitho poor natice. Smicly peyment with onder. Mease allow 28 doys for debvery. Due i 2vaibbily and fie e chical nature of some products sven when in ok delays may oo is exoss of 28 days E & OF

Computer Mall Dunstable
&4 High Street North
Dunstable
Bediordshine
0582 475747
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Ha ha ha! Look everyone, Matt's kicked Andy's crappy sandcastle over. Ho ho ho! Oh look,
he's got an enormous crab hanging-off his big-toe — how amusing. Well folks, there's just
time before our next Mr Whippy to review the latest budget software. Oh | don't know,

those boys — always joshing. Tsch.

TITUS THE
FOX

| love platform games. No | do, real-
ly, and while smug console owners
are snowed under with abyss-leap-
ing hedgehogs and fruit-firing
plumbers, we've had Ninjas from
the Nth dimension, Lions called
Brian, and Naughty Ones. In fact the
Amiga can rival anything the SNES
{(ugh!) or the Mega Drive (pah!) has
to offer and often does it better.

5o it's good news, then, that those
nice people over at Titus have again
released Titus the Fox. If you missed
this humourous platform romp the
first time round, the story goes some-
thing like this: ;

You must guide Titus to Marrakesh
and back by running, jumping, riding
a skateboard and even flying on a
magic carpet. Why should you do
this? Is it for money? For fame and
Fortune maybe? Nope, you're simply
risking your furry bottom for love.

It seems that Foxy, your child-
hood sweetheart, has been cap-

RORKE'S
DRIFT

Impressions
£7.99

Mention the words ‘strategic’
and ‘wargame’ and more often
than not readers will scream
“Aieee!” and run for the hills. Yes
sadly the genre doesn’t exactly
embody  excitement and
although there are a multitude
of wargame fanatics who like
nothing better than to move
armoured divisions around hex-
based game maps, for most of
us, we'd be happier sat for ten
hours watching strawberry jam
congeal on a stainless steel sink.

Can you make it more exciting
though? Well, yes you can, and
Rorke's Drift from Impressions
tries to do just that. It's January
22nd, 1879 and 4,000 Zulus are
massing for an attack on Rorke's
Drift, a supply depot manned by
137 PBritish soldiers. Wait a
minute... 137 against 4,0007 How
can that make for a good

wargame. Sounds like a mas-
sacre waiting to happen.

Not quite. Rorke’s Drift is not
a fictional battle, it really hap-
pened (though probably not like
what Michael Caine done in
Zulu) and the thin red line man-
aged to hold out for 12
hours against these over-
whelming odds.

Using an isometric 3D
viewpoint, you take con-
trol of the British troops,
deciding when to advance,
retreat, rest, aim, fight and
fire. Each man has his own
individual statistics and
only a brilliant strategy can
keep the Zulu warriors
from the perimeter barri-
cades. Did you know that
renowned democrat and Inkhata
big-shot Chief Mangasuthu
Buthelezei was an extra in Zulu?
‘Not a lot of people know that...'

With its 3D graphics and intu-
itive control system, Rorke's
Drift is a good example of how
wargames can cross over into
the mainstream. It's not perfect
by any means, the graphics look
dated and blocky and the game
is often very slow. It's also a
shame that you can only fight
the one battle but the Rorke’s
Drift episode is pretty damned
involving. All in all, it's a huge
strategic challenge and if you're
looking for a good but uncom-
plicated introduction to wargam-
ing, you can‘'t go far wrong with
Rorke’s Drift. [MB]

D‘H’EHALL

tured by evildoers and Titus must
battle his way across the Sahara,
dodging a variety of enemies includ-
ing Babyboon (the kid with the dead-
ly bottle) and Toyo the bespectacled
snake (these enemies get weirder and
weirder, don't they?).

Okay, so it's typical platform fare
and at first glance it seems little more
than just another running, jumping
and landing on brightly-coloured

baddies type-game, but it's more
than that. It's fast, furious and high-
ly addictive. Dated it may well be, but
Titus the Fox is still a lot of fun. I'd
recommend it to anyone who des-
perately wants to ledge-leap but
doesn’t want to spend £30 for the
privilege. Very nice indeed. [AN]

GHEHELL

CRAZY CARS 3

Ah, the thrill of fast cars, the
adrenaline rush when you slam a
high performance roadster around a
tight bend, the screech of the tyres,
the roar of the engine, the feel of the
leather seats against your...

Er, yes. Anyway. Unfortunately
driving fast cars is not without its
problems. Firstly, you must be able to
drive. Secondly, you've either got to
have a spare £200,000 lying about so
you can buy the throbbing speed-
mobile of your dreams, or your dad’s
got to own half of Kent and happen
to have a spare Porsche in the
garage. Oh, and then you've got to
tax it, insure it, get some of that nice
dashboard air freshener, some fluffy
dice and a good, loud stereo. It all
adds up to a lot of cash.

Well, for all you poor, licenseless,
gamesplayers, the return of Crazy
Cars 2 means you can now get gas-
guzzling excitement for a 2-stroke
price. Or so it says.

Like Chase HQ and Outrun, Crazy
Cars 3 is a simple but furiously fast




ace game. Strapped in behind the
wvheel of your sleek Lamborghini Dia-
slo, you must put your driving skills
o the test over 60 twisty and tortu-
yus routes. Weave through the traf-
fic, beat off the competition, run your
spponents off the road, dodge road-
nvorks and avoid the ever present and
annoyingly persistent traffic cops.
[his is Saturday Night racing at its
roughest, believe me.

Well, at least that's what it says on
the box. Although you can win races,
customise your car and race through
cities, deserts, rain, and snow, Crazy
Cars 3 is really showing its age. |
don‘t have to tell you that there are
many games that do this sort of
thing better (Bump 'n° Burn
friinstance) and despite the attractive
budget price, Crazy Cars 3 doesn't
shine like a lighthouse beacon. It
glows like a kiddies® torch. And not a
very good one at that. Personally, I'd
go for something else. [AN]

SUPER
CAULDRON

Long, long ago on that little black
box known as the ZX Spectrum,
Palace Software released a game
called Cauldron. Before you could say
hocus cadabra, it became a Spectrum
classic. Years later and Titus picked up
on the idea and produced Super
Cauldron, an ‘enhanced’ version of
the classic original. 1994, and it's
back doing the rounds once again

LEISURE SUIT

LARRY 3:
US Gold Kixx XL

reality it's bit of a Sid James
nudge-nudge, wink-wink of a
game and most of the jokes
revolve around innuendo and
fertility statues rather than pic-
tures of naked women.

"Oh, Kalalau, babw!" ¥ou
ahout. "Your lover boy Larry
12 homa!™

These days every graphic adven-
ture has theme. Monkey Island
has its pirates, Beneath a Steel
Sky embraces Blade Runner and
comes away wiffing a might
strongly of the old Ridley Scott
Aftershave Balm, and Simon the
Sorcerer has its goblins, wizards
and dragons (and Bjork). As for
the series starring the epony-
mous shell-suited Larry, well
they're about sex, aren’t they?

Of course there are puzzles
and jokes too (it's an adventure
after all) but the game featuring
the tracksuited Larrold sells itself
as a sort of Ben Elton Live of a
night out that runs naked
through the streets yelling rude
jokes at the top of its voice. In

but this time you get to
see the hunt from a dif-
" ferent perspective. As
Larry, you'll lose your
job and then your girl-

REEIAVS

and so sit back, relax, perhaps even
turn off the lights as the tale unfolds

Simply and briefly, your task is to
help Zmira the friendly witch find her
lost magic powers in a world haunt-
ed by jumping pumpkins, slimy bats
and other fairytale drop-outs. In
essence, as you can see from the
screenshot, it's a platform game,
stuffed with baddies, various magicks
and the odd broomstick or seven.

Apart from the usual running,
jumping and shooting as you travel
through the different worlds, Zmira
picks up spells that allow her to
advance even further through the
game. The ‘Stone Spell’ is the only
one you have at the start, it
fires, er... stones, and it's
pretty pathetic. But as you
progress you'll discover the
Fireball spell, the Magic
Staircase spell (allowing
you to create steps to
unreachable platforms) and
the coin of Teleportation.

Despite the fact that it's
often unbearably cute,
Super Cauldron is an
invalving and engaging
platform adventure. It's not as fast or
as wildly furious as Zool 2 but it's
hugely sprawling and a sizeable chal-
lenge. You might not get addicted
but it's a good game for the asking
price. [MB]

KING'S QUEST 3

If there's one thing that Sierra is
good at, it's producing sequels. Space
Quests, Kings Quests, Police Quests,
Quests for Glory... once Sierra finds a
successful formula it sticks to it like
my old mate Sticky the stick-insect.

One of the most successful of
these is the Kings Quest series; cute
tales in a high fantasy style with all
the Tolkien-esque elements you'd

Score:® of 218
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expect, such as wizards, trolls, drag-
ons and fairytale castles. The series is
currently at number six (a full-pricer,
developed by Revolution), and if you
liked that one, Kixx XL has released
Kings Quest 3: To Heir is Human,
another gorgeously fruitsome and
hilariously-titled tale for you to get
your adventuring teeth into.
Er...Elendil!

Like most graphic adventures
these days, Kings Quest 3 is com-
pletely mouse controlled — a fact
that's scarcely surprising when you
consider that Sierra pioneered the
whole point-'n'-click revolution. Any-
way, the plot goes like this: The evil
wizard Mannanan whisked you away
from your family when you were still
a babe in arms, so that he could
train you to serve his every whim,
Obviously as the years have dragged
by you've become a bit annoyed
with your lot and the time has come
to rebel and nick some magic off the
old git.

The scene is set. Can you learn
enough spells and escape from Man-
nanan's tower without being
caught? Or will you just be picked
up by your jerkin and tossed over
the battlements to plummet in a
spazzy approximation of the swan-
dive onto the rocks below?

As you'd expect, Kings Quest 3 is
an engaging and absorbing adven-
ture. The graphics can't compare
with the wonders of Simon the Sor-
cerer or Revolution's superb conver-
sion of Kings Quest 6, but it's emi-
nently playable and as it's only on
one disk there's no laborious disk
swapping to infuriate you. 50 why
not seek out Kings Quest 3, load it
up and soak up the fantasy atmo-
sphere. With a hey-nonny and a tra-
la-la-la-la you'll either love this game
or want to throw up two minutes
after playing it. The fantasy theme is
often wildly overdone but | enjoyed
playing it and I'd recommend you
have a bash too. [AN]
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T-SHIRTS AND SPORTS)

RUNNERS-UPS!

eginning te annoy me now.
Just e the blimmin’ World
npim;llyed (as we speak,
probably), every software house in
the developed world has decided to
release a football game. We all like
football, don't get me wrong, but
the amount of footy games released
this year could be legitimately
described as overkill.

Once again US Gold has managed
to secure the official rights to a
major sporting event and its World
Cup USA ‘94 footballing extravagan-
za should be hitting the shelves
round about now. The Birmingham-
based company is making bold
claims about their latest soccer sim
with statements like, “Don‘t settle
for pale imitations,” and, “It's the
greatest test of football skill, strate-
gy and tactics ever devised.”

At the moment we're not in a posi-
tion to argue because the game didn't
quite make it in for review as the issue
went to press. What we can do for
you, though, is offer the chance to
win some completely fab World Cup
merchandise — and it's all thanks to
those guys ‘n’ gals at Us Gold.

The winner of this completely bril-

liant competition will be able to pre-
tend that he or she went to the
World Cup and spent oodles of cash
on fashionable gear. Even if you
don’t win, there's a pessibility you'll
receive equally fantastic clobber in

the form of tracksuits and T-
shirts, HM# no reason not
to enter. :

HOW TO ENTER

Easy — hll‘l correctly answer the
three multiple-choice questions
below, stick the answers on the back
of a posteard or stuck-down enve-
lope and sent it to: FOOTBALL FEVER
COMPO, The One, 30-32 Farringdon
Lane, London EC1R 3AU to arrive
here by 28th July 1994. The first cor-
rect entry drawn out of the hat after
that date will receive a fabby World
Cup USA ‘94 baseball jacket and T-

shirt, the next will receive an official

US GoldWerld Cup USA ‘94 tracksuit
and T-shirt, and the next two will get
a World Cup USA '94 T-shirt and

sports bag each
THE QUESTIONS

(A) Pickles
(B) Rover
(C) John

(A) Argentina
(B} West Germany
(C) England

(A} 1996
(B) 1997
(C) 1998

‘1-') . H-lhl_'lc |
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KINGS

This month's tipular extravaganza begins with

that sextitular runaround of an avowedly royalist
persuasion — nay complexion — Kings Quest Vi
continues with that miraculous melange of space

prospecting and galactic gung-ho, K240; rolis

thunderously through the second mighty

apocalyptic encounter that is Armour-Geddon Il
and climaxes with that siren of sin and seduction

Lure of The Temptress

QUEST VI

This isn't really a complete solution as such because the way the game is structured makes

a linear guide almost impossible. You'll need to keep jumping from location to location in

order to progress but if you get stuck then look up the particular section your in and all

should be revealed. Thanks to Adrian Downing of —yes! — Bournemouth for this guide.

Isle of the crown
If you move the plank at the right of the
screen you will find a

the owner of the book shop. Take the
rabbit's foot from the table and head
for the pawn shop.

box. Use the hand icon
on the box to open it.
Take the Daventry coin
from the box and pick
up your Royal Insignia
ring from the left side of
the beach. Go to the vil-
lage and enter the book
shop. Talk to the owner
a few times. Look
around the shop until
you find the Love Poem
shelf, Use the hand icon
on the shelf to take a
book of poems. A page

Here you can trade
in your possessions
for things you’'ll
need at any time
during the game.
You can trade in
your royal ring for
the Magic Map,
the pearl from the
Isle of Wonder for
your ring, the
Daventry coin for
the wind-up
nightingale. You

will fall out and land on
the floor. Pick up the page and take the
Boring Book from the stand by the
door. Use the hand icon on the spell
book on the counter to find out what
the book shop owner wants for it. Use
your ring on the clown to get him to
talk to you. Return to the book shop
fairly frequently to talk to the clown,
Gao and see the ferryman who lives on
the wharf on an old boat. He won't
talk to you until you've talked to

can only have one
of these items at a time but you can
trade them as often as you like. When
you get the “Drink Me" potion later in
the game, drink it in front of the black-
robed man.

Beauty, the girl in the rose garden,
won't talk to you until you bring her a
white rose. You can get this from the
Isle of the Beast. Give Beauty the Beast's
ring. Later in the game a hird will
appear in the tree. Sing-Sing the

nightingale belongs to Princess
Cassima. Talk to Jollo the clown to find
out more about the princess. Use the
wind-up nightingale to make friends
with Sing-Sing so she will act as a mes-
senger to Cassima. Give her your ring
after you've used it on the guard dogs,
the pawn shop owner and the clown,
Take the ribbon she brings to you. Give
Sing-Sing the love poem from the book
shop. Take and read the note she brings
in return. Finally give Sing-Sing a white
rose from the Isle of the Beast.

You can’t do business with the lamp
seller until you have the old Hunter's
Lamp from the Isle of the Beast to use
in trade. To find out which new lamp
you should take, use the "Drink Me"
potion on Alexander in the pawn shop
in frant of the old man.

Talk to the guard dogs outside the
castle and use your ring on them. They
will admit you to the castle, If you try
to enter again and they recognise you,
they won't allow you to pass. The
guards will not let you in if you are car-
rying a Magic Map,

To get back into the castle, use
Beauty's clothes (if you have them) as a
disguise. The guards will let you in if

they don't recognise you. If Beauty's
clothes were burned up, you can use
the Magic Paint spell. Once you have
successfully cast the spell use the Hand
cursaor on the magic door to enter

You must have the Magic Map to
get off the island. Talk to the book
shop owner, then to the ferryman to
find out about it. Go to the pawn shop
and talk to the owner, Trade if yous
ring for the map. Go to the beach and
use the Magic Map on Alex, When the
map comes up simply select your des
tination.

Isle of Wonder

Read from the Boring Book to make the
oyster bored. When he yawns, grab the
pearl from his open mouth. pick up the
partial sentence from the beach.

The five gnomes can be fooled using
the following items in order: Flower of
Stench (from the Isle of the Beast)
wind-up nightingale (from the pawn
shop), Mint (also from the shop)
Rabbit's foot (from the ferryman), and
invisible ink (in the rubbish tipped out
side the pawn shop). Go to the righ
and look at the spider. Pull the threag
from the edge and grab the paper. You




need a rare book from the bockworm
which he will only give you in exchange
for a Dangling Participle, found on the
sle of the Beast. This will only disap-
pear after you've spoken to the book-
waorm and asked about the Magic Book
in the bookshop.

From here, go back to the beach
and then go up.Through the swamp
you'll find a garden. Get the teacup
and use it on the swamp. Get the rot-
ten tomato frem the garden on the
bump in the log to provoke the Stick-
in-the-mud inte throwing some
Swamp Ooze at you so you can collect
it in the teacup.

Make the Baby cry with a milk bot-
tle from the swamp (check out the
plant life). Catch the tears in the
teacup. You must have the spell book
before you can get the teacup.

Use the flute to get the Hole-in-the-
Wall. Get the red scarf from Chess-
board land (through the gates of the
garden). Get the lump of coal from the
Isle of the Mists and trade it for the
spoiled egg. Get a head of lettuce from
the garden and head for the Isle of the
Beast.

Isle of the Beast

Get the Dangling Participle using the
Partial Sentence. Use the lettuce on the
pond and get the lamp. lgnore the gar-
dener or he'll lead you to your death.
You need the Shield from the cata-
combs to get past the archer.

Get the scythe from the Isle of Mists
to get through the rose bushes. Take
two white roses and the brick from the
garden scene. Use the hunter's lamp
on the fountain and get the Beast's
ring and the mirror from the Beast.

Isle of the Sacred
Mountain

There are five cliff puzzles to solve:
1. Pick out the letters RISE from the let-
ters on the wall.

2. Select the symbols for the word
S0AR (use your guidebook).

3. Click an the stones in the following
order: four, one two.

4. Select the wonderful symbols for
Azure, Caterpillar, Tranquillity and Air

from your guidebook.
5. Now select the letters
for the word ASCEND.

At the top, avoid the
old woman and don't eat
the nightshade. You'll
find a cave behind and to
the right of the night-
shade bush. Use the tin-
der-box from the pawn
shop to light your way.
Go to the right until you can see
an opening in the wall. Take the
peppermint leaves from the
ledge and exit the same way
you went in.

You need to enchant the
black horse at the top of the
cliffs so that it will take you to
the Realm of the Dead. Cast the
"Charming a Creature of the
Might" spell from the spell book
in her presence. Take the path
to the north to encounter the
Winged Ones and accept the
Catacomb challenge.

Catacombs

The best way to survive the
Catacombs is to map the maze,
using the tinder-box for light.
To leave the catacombs alive you'll
need the following objects: the red
scarf from Chess-board Land on the Isle
of Wonder, the Hole-in the-Wall from
the garden on the Isle of Wonder, the
brick from the Archer scene on the Isle
of the Beast, and the tinder-box from
the pawn shop on the Isle of the
Crown.

In the Spike Maze: starting with the
tile to Alex's right, click the Walk icon
on the three rose tiles. They should
take you in a diagonal line. Now click
on the scythe tile to the north of the
rose tiles. Click on the crown tile, the
dove tile and then the skull and cross-
bones tile. Finally click on the blank tile
in frant of the door and use the Walk
icon to go through the door.

You have to throw the brick into the
gears of the machine to stop the ceil-
ing. To reach the Minotaur's lair, find
the room with the tapestry hanging on
the wall. Use the Hand icon on the
tapestry to get in. When you enter the
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cul-de-sac room, you will hear the
Minotaur on the other side of the East
wall. Use the Hole-in-the-Wall an this
wall and look through it. Note the
entrance to the lair. Stand by the blaz-
ing pit and quickly use the red scarf on
the Minotaur to defeat him. You will
need a skull, the coins from a dead
man's eyes, a shield and Lady Celeste's
dagger from the catacombs.

Isle of the Mists

The Isle of the Mists will not appear on
the map wuntil you have made it
through the Catacombs. Go to the vil-
lage where you will need the Scythe
from the tree and the lump of coal
from the camp-fire. On your second
visit to the island, go to the grove
scene and use the skull that you took
from the Catacombs on the base of the
fire to collect some brightly glowing
embers,

On your first visit to the Isle of the
Mists, walk west from the beach to the
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village. Take the objects you need and
go back the same way. Do not walk
north-east from the beach or east from
the village. To avoid being killed by
Druids on your second visit, you must
have the hunter's lamp with you, and
it must be enchanted with the "Make
Rain” spell. If you have Beauty's clothes
with you, they will be burned up.

Realm of the Dead

Whenever you die you will enter the
Realm of the Dead but all you can do
is restore your game. The only way to
enter the Realm and survive is to ride
the black horse, Night Mare. You can
find Night Mare at the top of the Logic
Cliffs after you've been to the lsle of
the Mists twice. Once you see the
horse, quickly cast the Creature of the
Might spell on her. She will now take
you to the Realm of the Dead

Talk to King Calipham, Queen
Alaria and the Mother Ghost. The
King and Queen are on the first
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surface scene and the Mother Ghost is
on the second. The zombies aren’t very
fast and can be avoided easily but don't
let them get too close or they'll eat you,
Click on the bone xylophone to the right
of the door. When the skeleton dance
15 over, pick up the Key Master's key.
Give the ticket that Queen Alaria gave
you to the Door Master who will let you
pass. Take the dead knight's gauntlet,

You have to pay Charon two coins
from a dead man's eyes before he will
take you across the river. The answer to
the Living Gate's riddle is L-O-V-E. The
Lord of the Dead won't talk to you until
you challenge him. You need to use the
dead knight's gauntlet on him to issue
your challenge. Use the Magic Mirror
from the Isle of the Beast on him.

You need to collect the following
things from the Realm of the Dead: the
Ghost Ticket from Queen Alaria, the
Ghost Handkerchief from the Mother
Ghost, the Key Master's skeleton key,
the dead knight's gauntlet and some
River Styx water collected in the teacup.

Spell and Books

Open the book by clicking the Hand
icon on it in you inventory. Use the
Arrow cursor on the far left or far right
sides of the pages to turn them. Read
the spells carefully and lock for all the
ingredients, To cast a spell you must
have all the ingredients prepared in
atlvance and have the creature or thing
you intend to enchant in front of you.
Once you are prepared, open the Spell
Book, find the required spell and click
the Cast icon over the incantation.

Make Rain

The container for the Rainmaking
spell is the Hunter's lamp. The “Salt
Water not from the Sea” is the baby's
tears. The Oracle's Vial with “Sacred
Water” is from the Isle of the

Sacred Mountain and is given to you as
a reward for defeating the Minotaur.
The “Falling Water” is from the foun-
tain on the Isle of the Beast.

You will need to prepare this spell
before visiting the isle of the Mists for
the second time, Combine the ingredi-
ents first from the list in the spell book.
You need to enchant the Hunter's lamp,
starting by adding the baby's tears. Use
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spell book. Cast the Magic Paint spell
on the outside wall of the Castle of the
Crown, on the Isle of the Crown.
Combine the ingredients first, Fill the
teacup with Swamp Ooze, Add River
Styx water and use the Black Feather to
stir the mixture. Use the paintbrush on
the side of the castle wall and you're
ready to chant the spell.

The Castle

Stay away from the guard dogs, if they
catch you they will throw you into the
dungeons. You can sometimes dodge
the dogs by using the wind-up nightin-
gale to distract them. Hide behind the
pillars by clicking the Hand icon on
them.

If you have wandered inte the dun-
geon and have met the Little Boy Ghost,
give him the Ghost handkerchief from
the Mother Ghost in the Realm of the
Dead. Make sure you listen carefully to
what he has to say. If you've been
thrown into the dungeon by the guard
dogs and made friends with lollo, he
will help you escape the first time. If

the Oracle's Vial on the lamp to add
sacred water, Use the lamp on the
Beast's fountain to fill it with falling
water. Make sure you add the ingredi-
ents in the right order.

Charming

The hair is from Cassima's hair ribbon.
If you can’t get the ribben, there’s a
strand of hair in Beauty's clothes, Cast
the spell on the Isle of the Sacred
Mountain, at the top of the Logic Cliffs.
¥You need to enchant the black horse,
MNight Mare. Combine the ingredients
first. Use the hair on the skull contain-
ing glowing embers. Add the Spoiled
Egg to the skull.

Magic Paint
The teacup will appear in the garden on
the Isle of Wonder after you have the

you have been captured a second time
and have the skeleton key use it to
make your escape,

Jollo won't talk to you if you didn't
make friends with him on the Isle of the
Crown. If you're already best buddies,
talk to him. He'll give you some good
advice. Give him the replica of the
Genie's lamp you bought from the
lamp seller. Find the door in the
upstairs hallway, it's the first one on the
west wall. There's even a secret passage
to the room as well,

Find the suit of armour in the North
basement hallway. Use the Hand cur-
sor on the suit's right arm, Once in the
passageway, examine any chinks in the
wall you find. You will recognise the
chinks in the wall by the light stream-
ing through them. Listen to everything
you hear — part of a puzele is revealed
this way. Find the Vizier's bedroom and
go in, Find Cassima and talk to her, The

chink in the wall of Cassima’s room is
located at the top of the stairs. The
chink in the Vizier's study can be found
down the hall. You can only use the
secret passage if you've given the Ghost
handkerchief to the Little Boy Ghost in
the dungeon.

Open the ebony box on the dresser
in the Vizier's bedroom and read the
note. Open the trunk using either the
skeleton key or a nail. To get a nail, find
the picture on the wall behind the pil-
lar. Remove the picture and take the
nail out of the wall. Make sure you put
the nail and the picture back when
you've finished with them. Open the
trunk and take the incriminating letter.

Cassima's door 15 in the north hall
upstairs. Click the Talk icon on the door
to talk to her. If you found her by going
down the secret passage, click on the
chink in the wall. Give her the dagger
Lady Celeste gave you. Click the dagger
on the door or the chink. You'll have to
do it fast or the guards will catch you.

The storercom is magically protect
ed. It will open when you talk to it
When the keypad comes up, enter the
strange word you overheard in the
secret passage. Then enter the word
you found in the Vizier's ebony box
Together the magic words are A-L-|-2-
E-B-U. Once you enter, uncover the
table and look at each of the items on
it. You must give Captain Saladin the
incriminating letter you found in the
study quickly or he'll stab you without
any warning at all {although I've just
given you some so there should-be no
excuse, alright?).

The Wedding

Once inside the wedding area, step for-
ward and speak to the Vizier or
Cassima. If you have been to the Realm
of the Dead and rescued the King and
Queen, they will enter and help you.
Use the Magic Mirror on Cassima and
it will reveal that Cassima is really the
Genie in disguise. The Genie will attack.
You can avoid his spells by quickly fol-
lowing the Vizier through the door to
the top of the tower.

If you've given Jollo a lamp earlier in
the game, when the Genie appears at
the top of the tower you can use the
lamp to trap the him. If not, you must
use the Peppermint Leaves from the
cave at the top of the Logic Cliffs to
confuse him. You will not be able to
defeat the Genie in the wedding area,
you can only manage it at the top of
the tower,

Take the heavy sword from the wall
and attack the Vizier, Cassima must
have a dagger so if you get into trou
ble she'll attack him. Finish the Vizier
off with your mighty sword. Hooray!



very good at it. If you're a fan, then here's Steve McKevitt of Gremlin to ably assist your

mining efforts...
ining K240 for the inexperi-
enced can pose a few prob-

M lems. If you don't get the bal-
ance right almost immediately, you
could prove to be a bigger threat to your
colony than your alien opponents. Below
are a few sure-fire pointers to guide you

painlessly through the first few levels.
After that, you're on your own...

1 It's important to make sure that your
colony is completely stable. Begin by
building the following:

Building Quantity
Hydroponics 1
Hydration Plant 1
Decontamination Filter 1
Life Support 1
Solar Generator 10
Deep Bore Mine il
Mine -4
Storage Tower 1
Gravity Nullifier 1

Put on a low heat, and simmer for five
minutes, Top this off with:

Construction Yard
Command Centre
Missile Silo
Landing Pad
Sensor Array
Weapons Factory
Satellite Silo

b b o b ) = =

This lovely little lot will give you every-
thing you need to keep your asteroid
stable, while leaving you with enough
cash to progress.

2 Contact Sci-Tek, the outer-space
version of The Shopping Channel
{except these really are aliens). Buy
some 2nd generation Mines, and some
2nd generation Deep Bore Mines. You
could even add a missile tracker if
you're feeling particularly wicked.
These choice items will arrive with the
next transporter.

3: Allocate money to vehicles and mis-
siles — this might sound obvious, but
until you've sat there for two hours
waiting for the damn things to build,

before realising that the builders
haven't been paid and they're still rest-
ing on their shovels,

4 Click on the Construction Yard, and
build three Scouts. Don't waste money
arming them — if they're attacked it's
no loss, Instead, click on your Missile
Silo and build 10 Vortex missiles, which
are great for pre-emptive attacks.

5 When your Scouts are built, send
them off to explore far-flung sectors of
space. If they find something on the
way, they'll report back to tell you what
it is.

6 Once you have discovered an aster-
oid, send a scout out pronto to do a
geological survey. Only colonise it if
it is particularly rich in minerals.
Follow step (1) with any new asteroid
you discover.

7 From time to time the Empire will
send you some ships and provisions to
help you along with the game. By now
you should have been sent at least one
shipload, so group them together in a
fleet and send them to patrol your main
asteroid.

This should provide you with a sta-
ble basis upon which to build, and will
ensure that you don't play yourself out
of the game through bad economic
management. How you combat each
alien is really up to you — there is no

K240

Everybody at The One loved K240 to bits, barring Simon of course, but then he wasn't

“right way" to do anything. Generally,
softening up the opposition with mis-
siles before sending your fleet in
is quite effective.

8 Building up Sci-Tek
equipment can be
expensive, because
they have to be spe-
cially imported
from, er, 5ci-Tek,
The following
items are excellent
value, though:
Nuclear Missiles,
Asteroid Engines,

Constructor Droids
and Missile Guidance
systems.

9 Divide your ships into at
least two fleets, This enables
you to use different fleets for sep-
arate tasks — something which
becomes particularly useful when the
going gets tough. And tough it does
get. Arm one with air-to-ground
weaponry for planetary attacks; the
other with ship-to-ship weaponry for
intercepting enemy fleets.

10 Build missiles on all your asteroids
to maximise their effectiveness.
Remember: it's best for each of your
asteroids to be equipped to "look after
itself,” if you know what mean, before

any trouble might start. Building only
on your home asteroid could lead to
the enemy being out of range.

11Building engines on "dead" aster-
oids and then "aiming” them at the
enemy can prove very interesting!
Think about it...

12 Finally, don't call your asteroids rude
names. It's not big, and it's not clever®.

*The One would like to point out that
Steve McKevitt of Gremlin said this, and
not us. Just so you know.
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Andy likes this. Everybody else thinks it's
none too special, but he likes it. Everybody

agrees, though, that it's very, very difficult,

so here are some special tips and cheats

directly from the programmer's mouth...

S0, Armour-Geddon N, then. Let's imag-
ine a scene: you've bought it, you've
tried to play it, but it's just too damned
hard, Maybe, just maybe, you've found
that controlling all of the vehicles at the
same time is a bit frustrating. Perhaps,
even, sticking the old scientists into
their development booths is proving a
little tricky. If this applies to you, then
read the following wvery carefully,
because you're about to be enlight-
ened. Believe it or not.

1: Read the manual! Okay, if you're
not a big flight-sim fan you might find
the manual situation a bit on the “big”
side — but don’t be put-off, lovers. It's
not as big and tome-like as it first
seems. Honest.

2: Don't be frightened by the zillions
of keys, either. At first it might seem as
though you need several pairs of hands
to control (& la Tornado), but you'll
soon find that most of the keys are only
used occasionally. There are several
important ones which you use all the
time — for moving and firing, that sort
of thing — so learn them, and then pick
up the others as you go along.

3: Use an analogue joystick, if pos-
sible. The mouse is all very well, but if
you're seriously into the game it's
worth investing in an analogue joystick,
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The added control it gives you can be
all-important to completing the game.

4: Get familiar with your vehicles.
Choose two or
three  different
vehicles at first,
get used to how
they drive or fly,
and really get
good at zooming
around  before
moving on to
other  vehicles.
Don't try some-
thing complicated
like the helicopter
too soon, because you'll just get frus-
trated with crashing all the time. Start
with a tank, or something ground-
based, and then go for the real fun —
the aircraft,

5: Control as many vehicles at once
as you can. The enemy is only able to
direct and control a limited number of
attack vehicles at any one time. So, the
maore vehicles you have out there, the
more “diluted” their attacking capabil-
ities become.,

&: Aircraft are difficult to contral, but
are fast and powerful. Ground vehicles
are slower, and therefore more vulner-
able to attack, but generally easier to
control. Is that
too obvious?

7: Develop
all the vehicles
and weapons
that you're
likely to use in
stage three. Of
course, you
don't know
what these are
until you get
there, but by
then it will be
too late. Try
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experimenting, by putting a couple of
scientists here, a couple more there,
Save your game position, and then
when you get to stage three, if you find
that you're under-equipped, you can go
back and change the development
around a bit.

8: Don't waste time. While your sci-
entists are busy developing new vehi-
cles and weapons, use what you
already have to complete the first two
missions. You are supplied with plenty
of perfectly good equipment, more
than enough to handle the first battles.

9: Capture the enemy base which is
situated on the island ESE (East-South
East, orienteering fans) of Base Gamma.
Do it as soon as possible, because it
increases the number of scientists avail-
able for weapons development,

10: Concentrate on completing mis-
sions involving the capture of enemy
bases, as this will result in more infar-
mation about vital future missions,
Good for a bit of the old espionage, if
you know what | mean, which, like in
all strategy games, is rather interesting.

11: Place MDPs (Missile Defence
Platforms) loaded with mini-missiles
outside each of your three primary
bases. Your bases are very important to
the success of your missions, and so of
course defending them should be a pri-
ority. The MDPs will help to help defend
the bases from attack, which will come
sooner rather than later. (Incidentally,
the computer is likely to use similar
strategies to the ones listed here,
because the same bloke wrote them
hoth — Simon.).

12: Capture enemy factories and
mines as soon as you can. The extra
manufacturing capacity you gain is
important to completing the game. It's
not essential, but it will take you much

longer to get anywhere if you don‘t

13; Capture enemy bases to slow
down the development of their satel
lite repair module, They will develop it
come what may, but if you slow them
down it annoys them a bit — and that
should give you a warm feeling inside.

14: When using the Auto Pilot with
aircraft, make sure that they keep fly-
ing above 1500 feet, Otherwise you
might find that Mr Computer has a bit
of a fit, and starts thinking that the
ground is its mother, or something, and
try to cuddle it while travelling at twice
the speed of sound.

15: If you use the Auto Pilot with
ground-based vehicles, watch out for
rivers, Some vehicles can't pass water
(1}, and if Mr Computer decides it fan-
cies a swim, you might be in trouble
(This Auto Pilot thing's a bit crap, real
ly, isn't it?),

16: Don't use the cloaking device all
the time, because it eats fuel like there's
no tomorrow. However, if you're in the
middle of a battle against 18 enemy
tanks and a few aircraft, there might
not be a tomorrow anyway. Still, that's
life. Or death.

17: Zoom out on your radar display,
because only ground objects picked up
by radar will be relayed back to the HQ
tactical map display.

18: Try to play the game in two-play-
er mode (yes, you need to introduce a
friend at this point, folks) because tweo
pairs of eyes/hands/feet/teeth are bet
ter than one.

19: Always have a pre-formatted disk
ready for saving your position mid-
game. You'll regret it if you don't.

20: Always write down your mission
co-ordinates as soon as you get them
{a pen and some paper help herel
because this will help you complete the
game more guickly the next time.
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MANCHESTER
UNITED

Now this is what | call, er, tips for Man Utd. Tim James from Krisalis spent six hours

writing these, apparently, so you'd better blimmin' well use them. Or else.

FEAM SELECTION

ach player has the following stats
vhich show their abilities using a
eries of coloured bars:
r... the speed of the player, curious-
y enough,
TAMINA
low quickly the player tires and slows
lown over the game,
GGRESSION
low keen the player is to tackle and
vin the ball back. Players with high
gagression but low tackling ability
vill foul players maore frequently than
thers.
DMNTRO
he individual player's ability to con-
rol the ball while dribbling. Highly
killed players can turn through 180
legrees with the ball stuck to their
eet, but the lower skilled players tend
o lose the ball more easily.
he player will pass the ball to another
=am mate when you click the fire but-
on. How accurate that pass is depends
n the player's passing ability.
ACKLING
Ir kicking the other players in. Much
he same.
MTELLIGENCE
Vhen you set up the Tacti-Grid you
ive a player instructions regarding
tyle and positioning. These instruc-
ons will often conflict what is actu-
lly happening on the pitch. For exam-
le, you have told your man on the
ght side of midfield to make prob-
g runs wide on the flank down to
he touch line. Unfortunately, your
pponent has other ideas and has had
ou pinned back in defence. The play-
r's intelligence  will determine
shether he rushes hack to help defen-
vely or hangs around the wing fol-
ywing your orders to the letter.

NESS
his is a general fitness level which
ffects speed and stamina,

IRAL
his will affect all other skills.

7 (midfield players only)

hot power
CCURACY (outfield players only)
he ball will not always go in the

direction expected
depending on a player's
accuracy. Most Premier
division first team play-
ers are pretty accurate
but this tails off in the
lower divisions.

. {goalkeep-
ers only)
Their ability to position
themselves in the right
place for incoming shots,
corners and free kicks.

(goalkeepers
only)
How likely the goal-
keeper is to catch the
ball or parry it.

STYLES OF
PLAY

Each player has his
own preferred method
of play. If you have
elected to be one of
the more skillful sides,
like Blackburn or Man
Utd then you can be
quite flexible in your style of play. If
you have selected one of the more
average sides then you will have to
use the Tacti-Grid to play your
strengths. These suggestions assume
that you can get the ball to a rea-
sonable striker.

IHE SHEARER
A player will frequently get into a
scoring position directly in front of the
goal. Although keepers tend to be at
their best in this situation some strik-
ers within the game have hard
enough shots to beat the goalie, espe-
cially if enough aftertouch (swerve) is
applled to the ball.
2. THE LINEKER
As mentioned above there are only a
few strikers who can beat keepers
outright. It can be beneficial to play
two or even three strikers in an up-
front attacking role waiting to pounce
on dropped or parried balls. Highly
recommended.

THE WRIGHT WAY
Keepers are much easier to beat from
an angle, especially when the ball is

in the air. Use only half power with a
lob and swerve to leave the hapless
goalie clutching at fresh air.

}. THE LE TISSIER

Again from an angle, aim just to out-
side of the post and swerve it in. This
will generally only work with highly
skilled players.

2. THE WADDLE

Go against your instinct and use the
wing. It does require more skill to get
the ball in the box from this position
but great territorial advances can be
made, especially with fast skillful
wingers. For players with high control
skills even a 90 degree turn at the
touchline should be no problem.

6. THE BASSETT

You may have picked a team bereft of
talent. Fear not, some managers have
made a career out of making some-
thing from nothing. Get one or two
decent players up into scoring posi-
tions and then supply them using full
power and lobbing over the opposi-
tion's midfield to deliver the ball to
the feet of your strikers.

DEFENSIVE
OPTIONS

THE BOG STANDARD
In the commen defensive back
four you do not have to worry
about fast skillful players, as
long as they can get in the
way and boot the ball back up
the field you shouldn't con-
cede too many goals.

THE GUNMNER
When going for the all impor-
tant 0-0 draw it's a good ploy
to pack the area with defend-
ers. Not interesting, though.
3. THE CHARLTOMN
If you feel confident that you
can keep the opposition
pinned in their own half, you
can pile the pressure on by
pushing your full-backs for-
ward. Make sure that the play-
ers are fast enough to get
back should the other team
break though. Ireland have
got to the World Cup using
this tactic.

GENERAL TIPS
1. THE WREXHAM EFFECT
Playing a lower division club may be
frustrating as your tricks won't come
off as often as when managing a
higher club. The opposition however
will be just as unskilled so when your
good move does come off, they won't
be equipped to deal with it. When you
do meet a Fremier League club you
will find that the ‘giant killer" aspect
will raise your game skills and give you
a better chance. If you're a Premier
side, don't expect the lower clubs to
be a walk-over.
2. THE GASCOIGNE
If you are informed during a match
that one of your players is slightly
hurt, don't worry too much. If he is in
pain, substitute him as soon as pos-
sible to avoid prolonged injury.
3. THE TAYLOR
Should things be going against you at
half time don't be afraid to experi-
ment with both your formation and
line up. A fresh pair of legs often
waorks.

a .l

v
n
m
Z
m
o

a nNo9vYan

SNOIJdWVHDD




Trundling down a Cyberbeach with a laser pistol in
my manipulator, scanning across the sea, scanning
across the sand; Scanning down the laser of the
robot on the strand... Absolutely negative — I'm
dead, I'm alive; I'm a Cyberdroid, killing a robot.
(The above is a short extract from Andy Nuttall's
first novel in his native Welsh ‘Gwalchmai Parka

Arianrhod’ (0i, that's my Parka you space-fiend!), which
if there is any justice, will never be published. Ever.)

What a sad waste of space he is. Truly.

GENERAL RULE

If you see any animations, icons or texts
which you don't understand, just move
the cursor over them and you should get
an indication in the status line below.

WEAPONS

You can reload all your weapons on the
Equipment Screen by selecting the
required ammo and clicking onto the
related weapon, when you should hear
a reloading sound. It's better to use
one-handed weapons if you can,
because then you can switch Close and
Range combat weapons with a single
click on the hands of the Combat
Screen, This saves losing a load of
Action Points for eguipment rear-
rangement.

DUNGEON SCREEN

¥ou can readjust the scrolling speed
of the messages with the + and -
keys. When you use an item it disap-
pears from the Item Window - if it's
replaced by an out-of-tune TV, then
the chances are you've dropped it or onGANISM HSEI—ECTED" "Emonu SCREEH
used it in something. If it simply dis- AMALYS'S Always remember that when you select To skip back to a previously-typed com-
appears then it's probably des- something in the game, it will be acces- mand use the up and down arrow keys,
elected, and so you can find it Move the targeting square sible somehow on another screen. For  just like in the Amiga’s Workbench Shell.
in your Equipment Screen. over an enemy on the example, when you select an item it can
Combat 5Screen, then be analysed on the Network RES'ST&NCES

ITEM ANAL‘PSIS switch to the Network and  Screen, or when you select a Resistances are designed to be
Select an item on the Equipment type in “SCAN". The tar- spell you can cast the select- a second-level filter of inflict-
Screen, then switch to the geted character will appear ed spell on the Combat ed damage. There are 16 of
Metwork S5creen and type in

e Talavars

!1- :

C— in the small window Screen. : them, and they cover up every
"ANALYSE"”. Your selected item . together with its actual possible influence you can
will appear in the small window, character page. Always STAMIHA‘ face in the game,
and you will see every parameter of your check the Resistances (enemies of the Let's look at how they work
item on the screen. Minimal same kind have the same initial values). PARADO! Say the basic situation is that
Requirement values indicate the least Select your spells and strategy careful- As you probably noticed, if you were injured by a blast of
values the character requires to use the ly and wisely. For example, if an enemy your Stamina reaches 0 you become the Napalm Eruption spell. The related

itemn, Speed Factor% shows how quick- has 100 percent resistance against unconscious, but if the enemy’s reach- resistance is High Temperature, and the

ly the item can be moved compared  Astral Influences, then it's not wise to  es 0 it dies. Well, who would bandage Original Damage would be 40. 5o, your
to the initial 100 percent. attack it with a Lifeforce Drain spell. or heal up an enemy? percentage resistance against High

i
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femperature affects your damage non-real-time combat. At the begin- Physical Action Time: indicates how

oints ning of each round, each character has  many Action Points needed to perform
Your resistances can only be 100 Action Points, and it how a Physical Attack or Defence.

nodified by your equipment. —— many Action Points they use Range Action Time and Mental

~or the resistance modification :[ v for a certain action Action Time are the same, but

»f each item use the ltem s ;__‘ _._ "' depends on their

Analysis network function. L8
tesistances are the only values
hat don't change in real-time a character has
luring combat, and they are a speed of
wne of the most important L] | 117, then the
hings to build your combat requirement is
trategy on. For the best attacking on 17 Action Points,
nethod you have to find out the resis- . Have a pen and paper
ances of your opponents — use the The most important Action handy, because when you
Jrganism Analysis network function.  Times are: ~  get a spell, it doesn’t tell you
Operation Time: indicates how many  what it is used for so you can jot it
HCTIOH POINTS Action points are needed to Move or down for later in the game,
'he Action Point method was devel- Change Equipment on the Equipment  The charts on this page were sent in by:
ped to simulate the real-time flow of  Screen. Alan Taylor from Bolton. Cheers, mate!

with Range and Mental
personal values. ‘ Attack and Defence.
For example: if 1
r Mote: On the Character
Screen, you can see the
Actual Status of these
values, affected by your

Actual Weapons in hand.
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‘l met a devil woman with evil on her mind,
met a devil woman she's gonna getcha...”!
Er, yes... thanks Cliff. That's not really what

we meant...
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In the beginning

With this little beauty recently released
on budget, we decided that a full selu-
tion would be the only thing that
would prevent you hopeless games-
players from writing in with queries.

In the dungeon

Pull the torch from the wall and set fire
to the straw. Go and stand near the
door and wait for the Skorl guard to
open it. The guard will enter the dun-
geon and run over to the fire. Nip
through the door and slam it shut
behind you. Lock the door so the Skorl
can’t get out. Go to the Guard Room
and pick up the knife that's on the bar-
rel, Get the bottle as well and look at
the barrel to find the tap. Use the bot-
tle on the tap and then use the knife on
the sack. Look at the sack and you'll
find a Groat. If you need a laugh, look
through the grill.

Go right into the Torture Room. Use
the knife to cut the leather cord around
Ratpouch's feet, and then go to the
Outer Cell and give the bottle to the
prisoner. Get Ratpouch to push the
bricks so you can escape through the
hole in the wall. You are now outside
the Castle in the Village.

Lure of the Temptress
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In the village

Go to the Forge under the arch in
Smithy Street. Talk to Luthern and get
the tinderbox. Find Mallin and talk to
him, agreeing to do what he asks. Go
to the Village Shop and give the metal
bar to Ewan. In return, he will give you
a Gem and twelve Groats. Go to the
Magpie Tavern and give the Gem to
Mellie and take the flask she offers in
return. Bribe Morkus and talk to him to
find out about Goewin. Go back to the
Forge and give the flask to Luthern. Talk
to Luthern to hear about Grub. Go to
the Magpie Courtyard, talk to the
stranger sitting down and ask him what
he knows about the Black Goat. He will
reveal that he is Grub and will give you
a lockpick. Go to the Severed Arms and
talk to Eileen about Taidgh. She will
then give you Taidgh's diary which you
should examine before going to the
Market Place,

Give the lockpick to Ratpouch and
then look at the door on the boarded-
up house. You'll find that it has a lock
on it so tell Ratpouch to use the lock-
pick on it. Go into Taidgh's House and
look at the apparatus to discover that
it has an oil burner. Use the tinderbox
on the burner and when the process
has finished, use the flask on the tap
The tap is on the right hand side of the
apparatus. Go to Middle Street and
drink the contents of the flask. You can
now enter the Town Hall without get-
ting into trouble with the Skorl Guard
Open the door and go into the Town
Hall. Talk to one of the guards and
Goewin will be freed. Once he has left
the Town Hall, talk to him until the spell
has worn off. Talk to Goewin again and
then look at the poster outside the
Monk's Lodge. Make sure you've spo
ken to everyone and then talk to Mallin
to get the book.




4
4% R
faas-dim s
ety

| — ]

'.’J'n
]
L
e
—

'he monk's lodge
0 to the Monk’s Lodge and give the
ook to either monk who will give you

statue in return. Talk to Welk and
oby and, after talking to Toby about
elena, go to the Apothecary
Vorkshop, Ask Goewin if she can pro-
ide you with an infusion of herbs. She
vill ask you which ones you want. Pick
he top answer: Houndstooth,
lecampane and Cowbane are out of
tock at the Apothecary. Go to Smithy
treet and get Cowbane from the flow-
r patch at the left-hand side of the
creen. Go back to the Apothecary and
ive the Cowbane to Goewin.

Leave the Apothecary and wait for a
inute before returning to ask Goewin
the spell is ready. If it isn't, wait
nother minute and ask again. Go to
1e Severed Arms and talk to Ultar. He
nould tell you how to get through the
/eregate. Go to the gate and talk to
e Gargoyle, You need a female to
pen the gate for you, but the
argoyles won't accept Gwyn so you
ave to talk to Goewin and get her to
elp you open the Weregate, Go to the
ate to meet Goewin and when you
nd her, talk to her and she'll open the
ate for you. When the gate is open,
on't waste any time before going
wough it. Goewin will go through
Lutomatically. Push or pull the skulls to
pen the doors. When you are in the
lue or green cave, tell Goewin to go
ito the cave before you and push or
ull all the skulls four times, It will take
irty hits for the cave monster to die.

As soon as you reach the dragon's
ir, use the potion on the dragon. Talk
» him and command him to help you.
e will give you the Eye of Gethryn,
etting back to the entrance cave is
wuch easier than getting to the drag-
n. Push and pull the skulls until the
oor an the right opens. Once out, go
)y the Market Place and wait for a Skorl
y enter the Village Shop. Look through
e window and listen to the entire
nversation. When it has finished, go
to the Village Shop and talk to Ewan.
ow you are off to the castle
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In the kitchen

Go to the bottom left set of casks and
look at the top one. You'll find that
there's a bung in it. Next, go up the
steps to the kitchen, look at the carcass
to find the fat, get it and also get the
tongs. Talk to the stranger twice and
say that you've come for Selena. Talk to
Minnow and tell him to tell the Skorl
that Selena wants to see him. Stay in
the kitchen until Minnow returns, then
talk to him again. Ask him what the
Skorl is interested in. Go back to the
Wine Cellar and use the tongs on the
bung. Go back to the kitchen and go
right to the Passage. Talk to Minnow
again and tell him to tell the Skorl that
there is a leaking cask in the cellar. Now
go up the steps to be above the Dining
Room. Wait for the Skorl to leave the
screen, count to ten and then go back
to the passage. Go through the lower
half of the Dining Hall until you reach
the Gateroom.

When you reach the Gateroom use
the fat on the lever and wait for
Minnow to arrive. When Minnow
arrives, talk to him and then tell him to
pull the lever, You need to operate the
winch at the same time as Minnow
pulls the lever. This takes a bit of prac-
tice. Once you've successfully complet-
ed that, go back to the Passage and go
up the steps to be above the Dining
Hall. Go right to the second half of the
Dining Hall, save the game unless
you‘re a brill fighter, and go up the
steps to meet the monster on the
Drawbridge. It will take thirty hits to kill
the monster. When he's dead, go left
and — hurrah! — you've finished.
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DOOFUS

Prestige

Mr Alan Taylor has some codes for this
‘intriguing' doggy (or is that dodgy, ha
ha ha) platformer.

DZ15Y5

PH169JP

ZRG6189

HK94DV

RR13RY

XH372T

PKAGFD

KB15SHL

Lv18PV

BY87PY

ACTION REPLAYS

CANNON
FODDER
Virgin

Recruits c00638-9
Mission c00633
Missiles c01f53
Grenades c01f4d
Level c00627

CHAOS ENGINE
Renegade (or was it
MicroProse?)

Player one money c2208e
Player two money c220be

GODS
Renegade (yes, I'm

pretty sure it was)

Mumber of men 225
Health C97
Money 1FB & B68

MORTAL

KOMBAT
Virgin
Credits c27f35 & 28903

)DY BLOWS
AM 17
What with this having just been
released on budget, Aberdeen’s

xE P S

NIP TIPS

Baggsy | have that last banger, Harry. Wimmm. Pass the onions. Ooeer! Look at that
jellyfish! Well what can | say! Thanks for the enormous amount of tips and tipulations
that have been flooding in of late — you're really getting the hang of this aren't you?
Don't forget, software prizes are up for grabs to anyone will a bit of skill, so keep ‘em
And the address is: Mr Tips, The One, 30-32 Farringdon Lane, London EC1R 3AU.

very own Gavin Cameron would like to
remind us all that you can play as Max
(the last character) by holding the joy-
stick in port 0 to the left while holding
port 1 to the right for eight seconds.
Thanks, mate. I'd forgotten about that!

BENEFACTOR

Psygnosis

L5

Many thanks to, er... well, me actual-
ly! Yes, | spent last night playing this
excellent puzzle game, and here are the
passwords | managed to uncover,

UNDERWORLD

GLRFIRMADM

H2UPQTQLMP

XTSORKRNQ)

6ERFFKPDDI

KGEICHFIDI

67TGPHPCLD

P3EEPRFFQ5

PA4EADEAED

ALUPOTZUTY

BRUTAL
FOOTBALL

Millennium
David Bent from Cheshire has sentin a
list of codes for this violent kick-about,
and here's a few to get you moving...
Division 4
game 6 — NR8885J1J/J4R4185W
Division 3:
game 3 Y949)QQQQQQY6Y0IXX2
Division 2:

game 1 — ZCCOPGLLLLL2222222
Division 1:
game 2 — YDPYJ3LLLLL2Y22272

FLY HARDER
Krisalis
Stuart Kent who hails from historic
Winchester earns himself a little soft-
ware prize for these codes from the
Thrust-inspired fly about.

PHOTOMN

METAGRAY

BLACKHOLE

NIGHT SHIFT
LucasArts

Apparently, Adam Dowsett from Kent
has just finished this rather interest-
ing puzzle/platformer, and consider-

ing it's recently been released on bud-
get, why not print the young man’s

codes | thought. You got a problem
| with that?

BA - Banana, Pl - Pineapple, CH - |

Cherry, PL - Plum, LE - Leman.

Level 1 BA BA BA BA

Level 2 CH BA BA LE

Level 3 BACHPIPL

Level 4 PILEPIPI

Level 5 Pl Pl LE CH

Level & CHPLPLPI

Level 7 CH Pl LE BA

Level 8 Pl BA PI CH

Level 9 Pl LE LE CH

Level 10 LE BAPL PL

Level 11 BA Pl CH PL

Lewvel 12 CH PL BA PL

Level 13 PLCHBAPI

Level 14 Pl CH PL BA

Level 15 PL PL PIPI

Level 16 BA BA Pl BA

Level 17 BAPLCHPL

Level 18 PL LE LE PL

Level 19 LE PI CH PL

Level 20 CHPIPICH

Level 21 LECH PI PI

Level 22 "PL LE CH BA

Level 23 PL CH CH LE

Level 24 PL PI LE LE

Level 25 BA P PI LE

Level 26 PL CH CH BA

Level 27 BA CH LE BA

Level 2B LE BA BA PI

Level 29 CHPLCHPI

Level 30 CHCHBAPL l
: |

SUPERNOVA
TRANSMITTER
QUANT
MEDGEOQPOWER

GULP! DEMO DISK
ICE/The One

Considering how long it took me 3
complete level one of our demo lew
one last month, | thought I'd give ym
the second level’s code just to make sus
you see it all!

Just type 'DEICED’

TANX ‘N’ STUFF

PD

A number of people have written in wis
this, but young Christopher Jones froe
Barhill was the first to find a secret gams
in our cover disk from the May issue
just pause the game and press N fo
balls galore.

200L 2
Gremiin

Lucan Briggs from Hampshire has foun
thatif you type in CREMOLA on the titk
screen, you get 10 lives. You can als
type TOUGHGUY for invincibility, b
electric or spiked walls will still kill yos

CORRECTION
POPULOUS

Oops! I'm afraid to say that | made a
hit of a mistake in our May issue,
when | mis-transcribed 'Peter from
Croydon's handy character code. It
should have been: ADKITDMEVQD
PRWTN That's 'N' for Neptune
folks Sorry!

L




GAMES
SURGERY

Swing low, sweet chariot. Commin’ for to

carry me home. Yep, once again Matt The

Medic steams the stamps off your letters

for later use, and tries to unravel the mys-

teries of the universe. And all this while

being great too. Or something.

Dear Matt
My wife insisted that | buy Loom, but
we can't figure out anything after we
leave the island. We get past the
whirl-pool, but can't get anywhere on
the second island. Please help, our
lives have become miserable ‘again’.
Long live Striker.
Michael Burns,
Scunthorpe.
P.5. Get a shave.

Okay... once on the island, walk to
the Green Glass City and then left to
the shepherds. You wont get past
them, but that's okay. Now walk back
and cast a camouflage draft on the
warkers in the tower. Now enter the
tower and listen to the conversation.
Walk to the crystal and use it. Now
use the bell on the right and look at
the sphere — this will show you a few
things, one of which is how to pass
the shepherds. Hope that gets you
moving.

P.5. Get a life, Mr Sad ‘nothing-better
to-do-than-write-in-to-me’  Burns.

Dear Matt The Medic,
In the May issue you brought us the
solution to lnnocent Until Caught. It
has been a massive help to me up
until the point where you say “"Go to
the police station and talk to the offi-
cer about a recent drugs bust, and in
return he will give you a bag of flour”,
Having tried this, I've failed to get the
bag of flour. Is there something I'm
doing wrong?
Jason Bentley,
Somerset,

{ went back through the solution and
double checked that we hadn’t left
anything out, but as far as | can tell,
as long as you really have followed
this seguence step by step, you
shouldn't have any problems. When
we first received this version of the

solution, | actually went through step
by step myself and did get the bag of
flour. Other than that, if you're still
having no joy. try the Psygnosis
helpline on 051 707 2333.

Dear Doc,
I have just bought Legend of Kyrandia
for the Amiga. | gave Brynn my note
and she told me to get the amulet and
then find Darm. |'ve done both of
these and he says he'll help if | get him
a quill. I've found the last songbird but
I'm now a bit stuck. Please help.
Adrian Hodgkiss,
Ipswich.

To get the feather for the quill you will
need to mend the bird's broken wing
using the orange gem in the amulet.
If you haven't already got this gem,
you need to drop a number of nuts
and pine cones down the hole in the
middle of the forest. Once you've put
everything down the hole, a large
talking fAower will appear (and no, I've
not been smoking happy cigarettes)
and give you the gem. As always, it's
best to collect as many items as pos-
sible and then save the game before
you start lobbing things around.

Please Mr Tipper [huh)
Can you tell me how to get out of the
chambers or cells on level 4 on
Monkey Island 2 on the Amiga.
Chris Woods,
Midlands.

Once you're out of the crate, go right
and up the stairs into the sign room.
Now go down the left passageway
and you'll come to a set of carvings.
Remembering the words to the song
your Ma and Pa sang to you in your
dream, push the carvings marked with
the correct sequence of bones from
top to bottom and they Il swing open.
Walk through and you'll eventually

SHOW-—OFF'S SHELF
MEDICATION REQUIRED

FREE PRESCRIPTIONS

find yourself in the hallway to
LeChuck's throneroom. Ignore the
locks and use the door to open the
doggle door. Now you can Jim
Maorrison (what? — Simon.), ‘break on
through to the other side...’

Dear Matt the Medic,
| have now played Indy VW for some
time now, and am really stuck like
never before [how dramatic]. I'm in
the model room in the labyrinth on
Crete, having opened the 2nd door
from the right using the stones (out
of the 5 doors around the model).
Through the 2nd door is a waterfall,
and then a dead-end with some skele-
tons on the ground with some
QOrichalcum balls (wa-hay!). From this
point on, | really don't have a clue
what to do. Please help.
Thomas Sabinsky,
Denmark,

Okay, it looks as though you've
opened the wrong door (possibly just
using the wrong combination with
the stones) so to be sure that you've
got everything right up to this point,
we'll start from just before the map
room... Place the sunstone, moon-
stone and worldstone on the spindle
fin that order). Align the rising sun
with the homns, the full moon with the
noon sun, the city with darkness, and
then press the spindle to open the
door, which you should go through.
When confronted by Kerner, don't
argue, just give him the stones and
when he leaves, use the ship rib on
the loose rocks of the wall to the

right. When you've escaped the
labyrinth, follow Sophia over to the
Nazi U-boat.

Dear Matt,
I am completely stuck in Monkey
Isfand 2 and would be grateful if you
could help me. | have found all of the
map pieces in part two but | don't
know what to do next. | have taken
them to Wally on Scabb lsland, but he
hasn't got his monocle to see with.

Please help.
Tim Stanbury,
Preston.

I've got three things to say to you
Tim: The Lighthouse Lens.

THE SURGERY IS
NOW CLOSED

Ad39O%52584NSsS S3INVDY



Andy has collapsed undérithe pressure of
having concocted SIWOS two imonths on the
trot; and 'so while The Clueless Celt lolis
unattractivelyin a'deckchair Sensi Virgin
Matt Broughtonstrolisipurposefully (again)
to the phone-box bydoels whelk-stall, his
mission to winkle-out gobbets of the fresh-
est’and tastiest kind directly from the
moiths of those busy/Sensible chaps. Have
they, in'tact, he wondersidly, done
anythingat all this i month?

hy do | get the feeling

that everyone at Sensi is

trying to avoid me? Is it
perhaps that every time I've tried to
make contact over the last week, as
soon as | explain who | am, the mys-
tery man on the other end of the
phone puts on an unconvincing Turk-
ish accent and tells me "Sorry, no
one here. Sorry. No one here.” and
puts the phone down.

Things improve a little when | get
through to Martin, who acknowl-
edges my existence, but politely
informs me that "...everyone is real-

Wy busy at th and probably
talk to you for
“-r

E’ another seve
' In a bold a
the Chris 'The
man, | receive a

of International Sensi and some
screenshots of SWOS, but no inter-
view, OR, an interview and some
el t no demo. A difficult
= t with Chappers

L= B =
8
g
-2
?

Though the bay done good. It's a
game of two halves etc...

Having progressed from "Seeking

—  » Sensi‘ find myself engaged in an

'W*Enjuyahle' new game of ‘Hunt the

< Hare'. In this contest, player one (the

interviewer) tries to find fifteen min-

utes in the life of player two (the

interviewee) during which he

can conduct a telephone con-

versation. Feeling fairly confi-

dent, | moved straight in for the

kill, enly to be skillfully deflected
away until five o'clock that after-
noon. That's alright. | can wait. |
know how to wait...

Five o'clock cometh. The tape
recorder is set up, and I'm feeling
pretty sure of myself . I've rung me
girlf, “Don’t worry lover,” | told her,
“k'll be home in time for tea.” Every-
body's happy. That is, apart from Mr
Hare, who has been delayed by a
heawvy luncheon and has requested
half an hour's respite. Oh dear.

The clock drags itself round to five
thirty, but wait! What's this! Harry is
using the only phone in the office
that gives a good signal for the tape
machine! Damn his eyes! Oh well,
fair do's — it is his phone after all.

Right. Five thirty seven. Let's rock.
“Hi Jon, Matt here. Ready?” Oh.
You're not. | see...

Yes readers, once again, thwart-
ed by the evil leader of the Sensi
Syndicate. It would seem that this
time he wants me to call him from
home ‘a bit later an’ thus ensuring
that | can’t go out tonight, not to
mention adding all sorts of other
problems such as ‘will the tape
machine work round my girlf's’ and
‘will her dad kill me for spending
about £60 on his phone bill".

Unfortunately, there's no other
time that Jon can do the interview,
and so it is my friends, | find myself
still sitting here in the office at
seven o'clock, with one wasted
evening, not to mention one over-
cooked meal being thrown in the
bin by one unhappy girlfriend. Well
all | can say is, THIS BETTER BE A
BLOODY GOOD GAME! Sorry, | had
to get it out of my system.

(I'm so glad that we arranged this
properly with Sensible Software. If
we hadn't done so, it might have
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HAHE OFFEFR

Liverpool's manager fancies some new blood, and having examined the Lazio

team form, has decided to make a bold attempt to buy Gazza for the sum of
E3m plus a swapsy of lan Rush. When you considering that the eight bars by
the player's value indicate their eight skill ratings, it doesn’t take a genius to

see why Gazza is worth £8M verses Rush's £1.8m. Buy buy buy!
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been a total shambles every month.
God forbid.)
And the band played on...

WHAT'S GOING
DOWN, DADDIO?

Yes, it's happening! I'm finally speak-
ing to Jon and, my word, what a
month it's been. “We've just been
trying to get things organised really.
We've got Sensi Golf, Cannon Fod-
der updates and SWOS all to be fin-
ished in the next two months! We
also had to put together your Inter-
national Sensi demo.” Ah, but it was
warth it wasn't it. No? Oh, alright.
What about SWOS then?

“Well we've been getting the

transfer market in place, and trying

to decide when you can view them.
Because you'll have points where
some players have played and some
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haven't, what we've decided is that
you'll be able to go to the market
after batches of games have been
played. All this will be invisible to the
gamesplayer because we're batch-
ing as small as possible in order to
get the best possible consistency to
the game.”

Originally the lads were going to
'bodge’ their way through some of
the transfer market sections, but
then they decided to go to the other
extreme and make it as accurate as
possible. Chris Chapman has there-
fore spent a huge chunk of his time
synchronising all the competitions
running in the SWOS universe and
making sure that the information is
constantly updating,

"What we've been doing mostly
this month has been really boring.
It's really technical and dull, but
we've been trying to finalise how we



calculate players’ form.” At this
point Jon offers to explain it to me,
and like the fool | am, | say "OK'.
Thankfully, the tape machine cap-
tured it all, so prepare yourself for
an insight like never before. ..

“Each player has seven skills;
passing, heading, tackling, etc,. all
scored out of eight. If you've got
an incredible player, he'll have a
score of 56 (that's 7 x 8, multipli-
cation fans!), whereas if he's really
crap, he'll have a score of 7. These
skills are set up on a position grid,
so that if a player with good head-
ing is placed as a centre forward,
that position will fully utilise his
heading skill, and will therefore
double his heading skill points

“As an attacker, a player would
have two hi-lighted skills, two low-
lighted skills, with the rest remain-
ing ‘normal’. As an attacker, his fin-
ishing and heading skills will be
the most important, and therefore
doubled. Of course, playing an
attacking role, his tackling and
passing skills would be halved.’

Yes, it certainly makes interest-
ing reading doesn't it? Anyway
you get the idea... “These stats are
for calculated results only, or if
you're just playing as a manager,’
Jon adds.

Once you have the players’ over-
all skill score for his position, or
‘Gridded’ skill, it's affected again by
an eighth ‘invisible’ skill factor
which acts as a sort of experience
rating. If a player is promoted to an
International position, he’ll obwi=
ously improve, whereas if he's rele-
gated, his performance will suffer.

"We then put his gridded score
through this experience factor,”
Jon continues “which modifies it to
give us a number between one and
15. We then take all 11 of these 1-
15 scores, plus the raw scores of
the ungridded subs, divide it by 15,
and end up with the average team
score which we call the ‘Raw Team
Data’. This is further modified by a
‘form curve’ which rounds the fig-
ure off based upon past perfor-
mances. This gives you an owverall,
end of the day, all said and done
score that is then pitted against
another team who have similarly
had their score calculated.” Bloody
hell. I've got a headache.

EXCRUCIATINGLY
HARD SUMS

Of course, this only affects com-
puter scores and manager-only
games, 50 the thing | want to know
(being a traditional type) is how
will these skill points will affect the
player if he's joysticking’ it?

“If you look at the Mega Drive
version of Sensi, the star player had
the ball sticking to his feel. In SWOS
this would translate to a player
with a high score for the ‘Ball Con-
trol’ skill. This means that we can

have eight different levels of "ball
stickiness' depending on the cur-
rent players ball control rating.”

The key thing to bearin mind
here, is that a player with a Score
of ‘one’ in all skills will still be a
really good player Sensi didnt
want to have to disable players
just to justify the feature — so you
can still have fun without worrying
about crawling around the field
like a troop of brainless bananas. (|
think you'll find that's ‘bunch’,
mate Harry.)

“The skills should improve the
actual playing, so with the skill
‘Finishing’, when you aftertouch
the ball, a good player score will
just ‘assist’ the shot slightly. It
won't be unnatural, it will just
position it slightly to make it a
more difficult shot for the goalie.
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The goalie could still save it
(depending on his skill, obviously)
but if your shot is off target, a
good finisher might just help it
creep in.”

Though Jon doesn‘t want this to
overly affect the game, he hopes it
will make the teams play in a more
realistic way. Rather than Manch-
ester United just being very fast,
they should actually play to their
positions, so Steve Bruce and Gary
Pallister will be really good at tack-
ling, and Mark Hughes will be real-
ly goed at finishing (and goal-
hanging?) but not necessarily good
at tackling.

The team hasn't even started on
the in-game stuff yet, as they're
still concentrating on the menu
systems, but Jon points out that 90
percent of the in-game stuff is
already there, “._.all it really needs
is a bit of tweaking to add the
skills and make sure they work.
With the other stuff (transfers,
player skills etc.) we've had to start
from scratch. Building it up from
nothing is what takes the time.”

*Next month: More of the same,
only prettier.

Thanks to Martin at Sensi for being
an incredibly, helpful dude this
month. Cheers, man!
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SEOUT PLAYER

MAKE UFFER

As with many management games, you can send out scouts to look for

potential bargains. By entering the amount of money you want to spend,
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one of the more expensive acouisitions.




The competition
of the 1993/4

THE SENSIBLE

ATHOLIG  caason reach-
F l vs.
so WARE wonLy s es half-way

-nd already the
‘Dream Team'
is becoming
clear. Ah,
but is it

yours?

elcome back to the action.
And bloody exciting it is
too — Dominik's leading
the League as we enter the third
month but he's got two tough
matches to get through in order to
retain his position. We're all on the
edge of our seats here, you know.
Sadly, despite the Dead Xl 's Swin-
don Town of a season, there is no
late transfer news because only one
prominent figure has ‘popped his
clogs’ recently, and we quite liked
him. Anyway, on with the results...

THE CLASSIFIED
RESULTS

GAME 16

Musician’s Union vs. Famous Addicts
Obviously the two ‘celebs’ had been
practising before this game because
two goals were scored within the
first 10 minutes. Dark horse (or
should that be disgusting, ugly, sick-
features pig?) Bjérk (no relation to
the pop star, of course!) put the
Musician's Union one up, but Matt's
joy was cut short a few seconds
later as Jools broke through to level
the scores. Bjork grunted obscenities
at the ref after the award of a dubi-
ous free kick and was shown the yel-
low card for being lippy. The reliable
Blandford hammered one home just
before the whistle to tip the result
in Jools's favour.

Result: 1-2 Scorers: Bjbrk (1-0), Jools
(1-1), Blandford (1-2). Cautions: Bot-
tom-faced Bjork (yellow card).

GAME 17

Chelsea vs. Liverpool CIC

Tom went positively goal crazy dur-
ing this match, leaving poor Chap-
pers a tad dazed. The onslaught
began with Burley's curved strike
into the top corner of the net from a
few yards into his opponent’s half,
(eat your heart out, Fashanu!). Pea-
cock followed up with a straight
drive at goal in the second half and
sealed the victory with a stunning
header a few moments later.
Result: 3-0. Scorers: Burley (1-0),
Peacock (2-0), Peacock (3-0).

GAME 18

We Luv U Ingl'nd vs. Gotham Park
Everybody knew where Scooby
Dooby Doo was during this match —
loitering by the goal! His two well-
placed volleys found the back of the
net almost immediately, putting
Jonny Jonny Hare in front. Clough
was lucky to get away with a yellow
card when he cynically hacked down
Batman, but the penalty awarded to
the Caped Crusader was more than
enough compensation. Catwoman
was also booked for going to toilet
against one of the goal posts. The
Penguin waddled down the wing
and lobbed the ball over Jon's
stunned goalie to level the score
before Hirst thumped home another.
Things looked desperate for Simon
until the unequalled skill of Batman
proved indispensable and Jon con-
ceded a goal. A draw seemed likely
but, sadly, Commissioner Gordon
blasted in the winner only millisec-
onds before the final whistle,
Result: 3-4. Scorers: Scooby Doo (1-
0), Scooby Doo (2-0), Batman (2-1),
The Penguin (2-2), Hirst (3-2),
Batman (3-3), Commissioner Gordon
{3-4)Cautions: Clough (yellow card),
Catwoman (yellow card).

GAME 19

The Red Machine vs. Catholic Family.
Rik needed a right result in order to
draw level with Dominik but unfor-
tunately his slide down the league
continued thanks to this narrow
defeat. Things began badly as Dal-
glish shimmied through Dom's
defence to score but Nicholas
replied by nodding in a fan-tastic
cross and JFK forced home another
soon after. JFK's celebrations were
cut short when the ref took his
name for flicking bits of brain at
other players. When he argued, the
ref showed the red card and ordered
the American off for an early bath.
Result: 1-2 Scorers: Dalglish (1-0),
Nicholas (1-1), JFK (1-2). Cautions:
JFK (yellow eard), JFK (red card).

GAME 20

Musician’s Union vs. We Only Sing...
Matt's pathetic beard obviously hin-
dered his footballing skills because
Andy (who is crap at everything
except being Welsh) managed to win
this The One grudge match. Torchy
the Battery Boy received an early

caution for shining his beam into
the opposing goalie's eyes and com-
pletely vom-inducing pig Bjork was
also handed a yellow card for being
ugly. Mr Benn magically appeared in
Matt's area, catching Simon Le Bon
completely off-guard. Soup Dragon
fired home another a few seconds
later to seal the victory for the
whingeing old Welsh sod.

Result: 0-2. Scorers: Mr Benn (0-1),
Soup Dragon (0-2). Cautions: Torchy
the Battery Boy (yellow card),

Bjork (yellow card). Parsley the

Lion suspended.

GAME 21

Dead Xi vs. Liverpool CIC

Before the competition, Harry
revealed that he wanted to come
“somewhere in the top ten” but if
he carries on playing like a girl then
the League may decide to suspend
him for being erap. Chris Chapman,
however, failed to capitalise on
Harry's complete lack of talent as he
only scored three. Our decrepit Pro-
duction Editor obviously felt sorry
for the Sensi representative and —
yes, you've guessed it — scored an
own goal for him. Barnes picked up
a couple and Houghton nabbed
another during the second half.
Richard the Lionheart was given a
red card for having a name which
can be shortened to Dick.

Result: 0-4. Scorers: Own Goal (0-1),
Barnes (0-2), Barnes (0-3), Houghton
(0-4). Caution: King Richard I, The
Lionheart’, (red card).

GAME 22

Gotham Park vs. Catholic Family
The crunch match. It was obvious
that both players were nervous:
Simon was seen drinking bo
whisky in the corridor before
and Dominik turned v
a different pllrnf 11
hl"ll what happ
strides). The game re
duo’s worries. It w

ing bloody draw.

Result: 2-2. Scorers: Nicholas (0-1),
Micholas (0-2), Gordon (1-2), Gordon
(2-2). JFK suspended.

GAME 23

We Only Sing vs. Famous Addicts

A nail-biting match, this. In total,
eight goals were scored — a victory
for football if nothing else. Bungle
blasted home the first, followed
guickly by a couple from Jools to
put the Sensible Boy in the lead.
Andy retaliated with a Torchy the
Battery Boy hat-trick, but this wasn"t
enough to clinch victory. Both Mar-
ley and Blandford fired home goals
to bring the scores level,

Result: 4-4. Scorers: Bungle (1-0),
Jools (1-1), Jools (1-2), Battery Boy
{2-2), Battery Boy (3-2), Battery Boy
(4-2), Marley (4-3), Blandford (4-4).
Cautions: Marley (yellow card).
Parsley the Lion suspended.

GAME 24

Dead XI vs. Chelsea
¥You could tell Tom fancied his
chances as he sat down. Grinning
like the Cheshire Cat, he kicked-off
and scored within a couple of sec-
onds, prompting a groan from Our
Grandad. Again, Tom pressed up-
field and scored another — a white-
wash looked like a distinct
possibility. Strangely, no more goals
were scored — is this a turning-point
for Old Harry? Probably not. But at
least he didn’t score an own gonl
this time.
Result: 0-2. Scorers: Stein ﬂ-i]-
cock (0-2) King Richard I,
suspended. o




WHAT DO POINTS
MAKE?

Each of your eleven players will

gain plus or minus points
depending on how their team

HOW ARE YOU DOING?

Okay, here are the scores so far. Add up the scores
for your players and keep the total number of
points you accumulate until next month. Ta-ra!

played, as outlined below:

Goalies: S5core -1 point for every
goal their team concedes or +5
points for a clean sheet. .
Defenders: Score -1 point for

& B

every goal their team concedes 3 ~ = =
or +3 points for a clean sheet. 12 | Moomin Troll e 1 .8
Mid-fielders: S5core -1 points for 23 | Simon Le Bon +1 -4 3
every goal their team concedes 34 | Saint Peter -13 -6 -19 |
and +1 for every goal scored. 45 | Nigel Martyn +2 -5 -3
Attackers: Sca:: g+1 oint for 58 | Jim Morrisson 9 7 s
Fin P 67 | Dmitri Kharine 8 | 0 | 42
every goal their team scores. 78 | Bruce Grobbelar - +2 -1
Goal-scorers: Score +1 point for 89 | Pope John Paul Il +3 -3 0
every goal they score, with an 100f Ray Clemence +1 7 -6

additional +2 points for every
hat-trick.

Yellow Cards: individual players 1 i %
score -1 point if they are shown - % %
the yellow card. t % a %
2
3
4
5

Red Cards: individual players
'score’ -3 points if they are sent The Batmobile -5 -5 -10
off. = Cat Woman -5 -5 -10
If one of your players is sus- m Jli':;hr ; g ::
pended from the league, then 13 | Sooty -7 -1 -8
he'll score -2 points for every = 14 | Bagpuss -7 -1 -8
match he misses. 15 | Crystal Tipps -7 3 -8
= 16 Bod =7 -1 -8
24 | Mark King 1 a4 |5
T : 25 | Paul McCartney -ﬁ -; :
n nn 26 | John Lennon % - "
HE TE . S 27 | Howard Jones -1 -4 -5
50 who are the all-important 35 | Attila the Hun 13 -6 -19
managers then, eh? 36 | Hadrian =13 -6 -19
Simon Byron 37 | Richard the Lionheart H j ::
38 | HenryV o ¥
Gotham Park Rangers 46 | David Bardss 0 5 5
Andy Nuttall 47 | Gary Charles -1 -5 -6
We Only Sing When We're 48 | Martin Keown 0 =5 -5
Winning 49 | Andy Sinton 0 -5 -5
Matt Broughton ] Bt s T R e ) e
The Musician’s Union 59 | Boy George 2 -5 -7
Harry Attrill 60 | Jimi Hendrix -2 -5 =7
The Dead XI 68 | Steve Clark -8 +6 -2
Jon Hare 69 | Erland Johnson -8 +6 -2
4 70 | Jakob Kjeldberg -8 +6 -2
We Love U Il'lgl nd 7 Frank Sinclair -8 +6 -2
Jools 79 | Alan Hanson -3 1] -3
The Famous Addicts :g Mark Lawrenson 3 : -;
Tom Watson 82 | Rob Jones -3 L] -3
Chelsea 90 | Michael Corleone | +1 | -3 | -2
Chris Chapman 91 | Tom Hagen +1 -3 -2
Liverpool CJC 92 | Vito Corleone 11 _; g
Dominik Diamond o B L e e Bl b SEN B
Catholic Family 102| Steve Nichol -1 2 |8
Rik Henderson 103| Tommy Smith -1 -7 -8
The Red Machine '"5" Phil Neal 5 -2 -8
——— m—
‘Win = 2 points, Draw = 1 point.
‘Team ; Played W D L F A Pts
Gotham Park Rangers 5 4 1 (1] 16 5 9

106
107

=13
+4
+4

-2
2
-2

Aricmobbbhbn

+10

+10
-1

41

%

SHIAMNDVLLY

110

W.A. Mozart
David Hirst

Lee Sharpe
Nigel Clough
Sid Vicious
Jools

Jamie Blandford
Gavin Peacock
Mark Stein
Craig Burley
Peter Beardsley
lan Rush

Steve McManaman
Charlie Nicholas
JFK

The Singing Nun
Kevin Keegan
Kenny Dalglish
Roger Hunt

+10
+18
+14
+5
+8B
+5
+10
+11
+14

+11
+8

+3
+6
+3

+3
+4
+1
+3
+3
+13
+15
+10
+8
+11
+15

+6
+9
+8
+7
+7
+12
+1
+1
+1

+11
+8
+13

+8
+7
+7
+6
+7
+4
+4
+i
+6
+5
+4
+2
+3

+16
+27
+22
+12
+15
+17
+11
+13
+15

+22
+16
+22

+9
+14
+10
+11

+11
+5
+7
+7
+19
+20
+14
+10
+14
+17
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TEMPORAL
MISPLACEMENT

It's my dad's fault that I'm here, real-
ly. When | was about seven, he
brought home one of the Apple Il's
from his work, and that was when
my life changed. Gone was the
happy child who ran in the garden
with the sun streaming through his
healthy head of hair; replaced by a
square-eyed, sleep-deprived saddo,
who'd rather spend his entire Sum-
mer holiday playing Apple Trek or
Lemonade than run stark naked
through the back garden like every-
body else {(are you sure about that
last bit? — Simon.).

And why this sudden nostalgia
trip? Well, it's because | don't think
I've seen a text adventure like this
since 'the good old days’. Of course
the funny thing about those so-
called ‘good old days’ is that when
you actually look at anything you
remember rather fondly, you sud-
denly realise that ‘the good
old days’ were actually
quite crap.

Here's a prime example.
Many times I've thought
back to those happy days of
text adventures and the
time spent pulling huge
tufts of hair out because it
won't let you ‘take plank’,
only to find later that this

isn't because you

haven't solved a puzzle,
but because the game

only recognises ‘get plank’. AAR-
RGG!! Happy days indeed.

And what's this before me? Well
blow me down if it isn't a 90s ver-
sion of the aforementioned "fun’.
Yes Temporal Misplacement is a text
adventure, tarted up with some
black and white digitised graphics
and the occasional sampled ‘hello’.
And what's more it's temporally
misplaced. Not alf!

“You are standing at the south-
ern end of a large, near empty car
park. There is an icy chill in the air
and a slight breeze whirls pieces of
discarded paper around your feet.
You can see: A Crumpled Security
Pass.” TAKE SECURITY PASS... “Take
is not in my vocabulary.” PICK UP
PASS... “Pick is not in my vocabu-
lary.” GET SECURITY PASS... “Secu-
rity Pass is not in my vocabulary.”
GET PASS... "Pass — taken” HOO-
BLOODY-RAY!! Have | won yet?

Now | remember why people
don't produce these text adventures
anymaore. ..

|1 & Can P |

OVERLANDER

I was a bit of a git when | was a teenag-
er. Still am, really. Apart from drinking
too much cider and snogging lots of
innocent girlies on holiday, 1 tricked
some of my closest friends into giving
me money just so | could get my hands
on Spectrum games that | couldn’t
afford otherwise.

One particular example springs to
mind, where | convinced a ‘mate’ that
we should form a ‘games club’. Mem-
bership to this club would include such
perks as being able to pay half towards
any games | fancied, as well as being
allowed to “come round my house and
play them whenever you fancy” — it
proved too much for such weak minds.

50 anyway, thanks to my mate's
particularly soft and gullible grandad,
there | was — only days after thinking
up the idea — plodding down to Boots
with someone else’s money clenched
tightly in my criminal-like grasp. And

how did | choose to celebrate? Well, |
went out and bought Ocean's Moon
Alert for my Spectrum. And jolly good
it was too.

Well at least now you know why I've
been prattling on for 176 words (I've
just counted, honest) because this is
an excellent-looking clone of the afore-
mentioned game.

Though some people will know the
game better from the old arcade ver-
sion called Moon Buggy, the concept
itself should be familiar. You have to
drive a small buggy across a horizon-
tally scrolling lunar surface punctuat- |
ed by craters, rocks, mines and areas
of fire. Your buggy comes complete

with the latest in jumping accessories,
as well as packing horizontal and ver-
tical fire power — the latter being used
to hold off attacking alien craft which
appear periodically and do their best
to blow you up or, more 'gitishly’,
bomb chunks out of the road surface
in front of your bug.

The presentation is superb through-
out, with three different sound tracks
to choose from (one of which sounds
suspiciously like Psygnosis’ Nitro), and
colourful graphics sporting three lay-
ers of parallax.

As always, the simplest ideas are
the best. And this is one of them.

OVERALL *I i:

WORLD DARTS
CHAMPION

I've selected this game out of the
three appearing on Assassin Disk 156
mainly because it was the only one
that was any fun, and also because
the other two were so crap that it
hurt my head having to think of
things to say about them. |
World Darts Champion is (when
you strip it naked and be brutally
frank) nothing more than a reactions
test, with a bit of mental arithmetic
thrown in for good measure.
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HORLD DARTS
CHAMP IOMEHIP
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You can initially set the options
for either a one- or two-player game,
as well as selecting either 301 or 501
games played over one, three five or
seven legs. You can also change the
speed of the hand. (Hand? What
hand? — Simon) Ah, let me explain...

The actual match is shown with a
hand moving in diagonal lines across
a board. You see the flights of the
dart in the hand (you know, the
feathery bits) which act as a cross-
hair for your shots. It's fairly simple
really; when the cross-hair is over the
number you want, press fire. A score
display by the side of the board lets
you know what your total while a
digitised voice announces any really
decent scores (“one hundred and
eighty!” etc.)

The computer's turns are shown
side-on ‘camera viewed' with your
strangely-drawn opponent doing his
thing, and displaying ever-increasing
intelligence as you work your way
through the quarter and semi-finals.

The thing is... that's it! It sounds
very dull | know, but all | can say is
that for some reason | keep coming
back to play it again . | don't nor-
mally go in for really ploppy games,
but there you go! Anyway, here's the
mark, so shut up...

ROB'S GAMES

This is an excellent little compilation,
with a handful of games that seem to
be completely unrelated except that
they are mostly pretty bloody good!
First up is Dynamite War; a Dynablaster
game for up to five players. Unfortu-
nately, there are only human players in
this game, and the enemies are fairly
limited due to the amount of screen
space actually free (with five players
and a lot of bricks, there's not much
room to start with).

Initially, you have to spend time
blasting yourself a way through to the
other players, but during this time
you'll also uncover a number of power-
ups such as shields and speed, as well
as increasing the number of bombs
allowed on-screen at any one time. The
bad news is that quite often you'll also
uncover weird ‘slime creatures’ that
ooze around the place in a deadly man-
ner. Forgetting the opposition for just
a minute, you're generally your own
worst enemy as you walk into poorly-
timed explosions or get caught up in
chain reactions. Overall this is an excel-
lently presented game, but not as much
fun for one player as it would be with
a few chums.

It's time for Scorched Tanks, one of
my personal all-time favourite PD
games. This is based around the old
‘two tanks trying to shoot each other’
scenario, only beefed up with an
impressive armoury of nasty weapons
and shield facilities. You can play with
up to four tanks, with any variation of
human, robotic or cyborg opponents.

There's not really any way to explain
this game as it's extremely simple —
just requiring you to work out trajec-
tories etc. — but once you get hold of
some of the awesome weapons,

you'll definitely have a good time
(and | should know because |'ve
just spent hours playing Scorched
Tanks with Harry and Andy!
Guess who won eh?)
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Turbo Hockey is the only duffer in
the compilation. It's a sad two-player
top-down affair — in fact, it isn't real-
ly worth mentioning at all, so I'll stop
right there...

Cardz is a very well presented selec-
tion of four popular card games, with
simple graphics and simple controls.
Though this doesn't sound particularly
exciting, if you want a decent card
game for your Amiga, you'll find some-
thing interesting here.

Thrust is a brilliant conversion of the
popular oldie, with you rotating and
thrusting your little ship around stark
locations in an attempt to find and

retrieve ‘a little ball thing'. It's all about
momentum and the laws of gravity,
and a lot more fun to play than I'm
really making it sound here. It's one of
those rare games that really gets you
panicking, but of course, you'll have to
play it to appreciate it.

Owverall, I'd recommend this package
immediately if only for Scorched Tanks
(which, if you haven't guite realised, is
my all-time favourite PD game of all-
time), but with a few other interesting
games in there, it's an absolute barg.

OVERALL m
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Ant War is a bit of a strange one,
really. It doesn't resemble any game
I've played before, combining bits of
Lemmings with, er... well, other
things that | can't quite put my fin-
ger on.

In its simplest terms, it's a two-
player game, with each person con-
trolling a small army of ants {(or
infantry — groan!) You can deploy
your ants, one by one, onto an over-
all landscape complete with Lem-
mings-like land marks and generally
weird obstacles. Each ant is able to
perform a number of actions; walk-
ing, shooting, building bridges,
chopping through obstructions, etc.
and you can decide to use as many
or as few as you like.

Ant War is played in turns, with a
number of points being available to
each player to spend on a single ant
or spread out across an army. Most
of your time is spent negotiating the
weird landscape, and when the
enemy is finally spotted, it's time to
get your guns out and do some real
damage.

Of course, the other player is
doing much the same, working his
way towards you, but not necessari-
ly along the same path — there are a
number of levels of height on each
level. You can expect to use a few
ants as bridges, a few miners, and a
couple of trekkers on each level, but
it all generally ends up with you just
facing the enemy and shooting each
other. This part of the game is con-
trolled by entering an angle to shoot

at, and a strength (sounds like
Scorched Tanks again — only not
quite as groovy!)

At the end of the day, this is an
interesting attempt to produce
something a bit different to the
norm, but doesn’t really work — 1.
Because its a two-player only game,

BAZLOOR A,

you've got to find someone who
wants to play with you (chortle) and
2. because it comes out as a bit too
limiting, with only a couple of things
to do throughout the game.

| commend the programmers on
their pre®-game presentation (you'd
never believe how many different
logos the company have) but as
interesting as these two disks may be
to browse through, there's not real-
ly too much of a game to get your
teeth into.

OVERALL

PD PEOPLE
= PD Soft, 1 Bryant Ave,
Southend-On-Sea,
Essex 551 2YD
Telephone: (0702) 466933

«17 Bit Software,
1st Floor Offices,
2/8 Market Street,
Wakefield WF1 1DH
Telephone:

(0924) 366982
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Try out all the latest, greatest games
at LIVE ‘94, the UK's most exciting consumer

electronics event.

Meet the big names. Nintendo.
Commodore/Amiga. Panasonic 3DO.
Philips CD-i. Sega. Enter the Games Zone.
Put the hottest new games from all the top
software writers to the test.

. See the Nintendo Challenger and
Panasonic 3DO Showliner. Quiz the gurus from
your favourite magazines* in the Games
Arena. Get the lowdown on some incredible

tips, hints and cheats.
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Experience Capital Radio Live at
LIVE. Capital Gold concerts. Dolby Home
Cinema Promenade. TV Times Live Television
Studio. Young Newspaper Feature. BPIA Future
of Photography. Yamaha/TES National Youth
Rock & Pop Awards. Focus on Multimedia.
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Get your hands on a ficket. Phone
the LIVE hotline or return the coupon now.
Remember — if you're under 16, you must
have an adult with you at LIVE ‘94,

THE CONSUMER ELECTRONICS SHOW

EARLS COURT  LONDON
20-25 SEPTEMBER 1994

R - HOTLINE:
0891 500 103

Calls cost 39p per minute cheap rate and
49p par minute at all other times.
| Please tell me more about LIVE ‘94 and

| how | can get a ficket to the UK's most
electrifying event.

¥ -
-3

4
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Please return this coupon fo:
LIVE ‘94, Mews International Exhibitions Ltd.
Evrope House, World Trade Centre,
St Katharine-by-the-Tower, London E1 9AT.

*The top journcs from Mean Machines, Sega Magazine, Mintenda
Magazine System, Compuler ond Video Games, PC Review, CU
Amiaa. The One Amiaga and PC Games will all be thare




BSCRIBE

TO THE ONE TO
GET ONE FREE!
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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.
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® 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 B7%. courses across five different terrains.
Worth £29.99 A1200, £26.99 AS00/600. Overall Score 83%. Worth £25.99,
® Alien Breed 2 @ SPECIAL EDITION DOUVELE 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 AS00/600. 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,

|
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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

YOU'VE NEVER HAD IT SO GOOD! ; fiment.

OFFER CLOSING DATE 27TH APRIL 1994,

A Subscription to The One
(12 issues including postage)

Your software choice is mailed separately
to your first issue. Please allow 28 days for

FREE SOFTWARE 15 ONLY AVAILABLE TO U.K RESIDENTS.

To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code.

|SUBSCRIPTION RATES (12 issues including postage)
|[Please tick)
I|:I £47.40 UK/BFPO j £50 AIRMAIL EUROPE/EIRE D £49.00 OVERSEAS SURFACE MAIL

II:I £75.00'0OVERSEAS ZONE 1 AIRMAIL : £83.00 OVERSEAS ZONE 2 AIRMAIL

|HETI'I0|3 OF PAYMENT
I{Plaa:a tick)

lI:I CREDIT CARD D CHEQUE :I P/O / INTERNATIONAL MONEY ORDER
lMake cheques payable to: EMAP IMAGES LTD. (Access, Visa, Amex, Diners Card, and American Express accepted.)
lCard no: ‘ I 1 1 Expiry Date :

PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only):

I D BODY BLOWS GALACTIC (AS00/A600) Source Code E11 D BODY BLOWS GALACTIC (A1200) Source Code E16
:D OVERDRIVE (ALL AMIGAS) Source Code E13 :I SUPERFROG (ALL AMIGAS) Source Code E14
lD ALIEN BREED 2 (A1200) Source Code E17 D PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E15

ID ALIEN BREED 2 (A500/600) Source Code E12

IPLEASE SEND THIS COUPON TO: ;
ITDWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL 5T, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468B88.

IHease allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified.

'THE ONE AMIGA SUBSCRIPTION ORDER FORM |

IFre-E software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game,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 28TH JUNE 1994,
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RECOMMENDED

We went to say good-bye to the sea when the sun was low enough to be doing some
intricate golden things with the water. Harry said that if we were lucky we might find
some semi-precious stones washed-up at the edge of the tide. So we searched among
the shining pebbles, half-heartedly at first, for bits of amber, citrine and carnelian. Then,
Simon stopped us all in our tracks with a shout. “Hey, I've found something fan-tastic.”
We crowded round excitedly. “It's Elfmania! Look, see how it shimmers with a fiery
hue!” Just then Andy exclaimed. “Dolgellau! | don't believe it, it's James Pond 3, glow-
ing even more temptingly than a pint of mild!”" And almost at once Matt squawked.
“Blimey! If I'm not mistaken, that imperishable hunk of burning crystal yonder is in fact,
Bump "N’ Burn!”™ We decided at once to take these precious games back to the office,
polish them lovingly and set them forever in 24 carat Recommended. And here they are.

i:f:d Chicken 8 % 8 % :::;al Sports Football

: Mindscape Millennium
Issue Reviewad: October 1993 ™ Issue Reviewed: Movember 1983
Memory: 1Mb Al Memory: 1Mb
Price: £26.99 Hice: £25.99

It's been a long time since Speedball 2 set the pace in
fantasy sporis games, and while Brutal Sporis Football
doesn't quite make the Bitmap game obsolete it's a
waorthy companion piece. It's extremely violent, with
spurts of blood flying everywhere and even the
occaisional decapitation. You have been warned...

Bubba ‘n’ Stix

Although not as good-looking as some of the recent
flock of platform games, Alired scores over many of its
rivals by simply being incredibly playable. There are
tons of secret rooms and bonuses to find and, generally
spaaking, you'd be hard pushed to find a better no- F
nonsense platform romp.

Alien Breed 2

Publisher: Core Design
Publishar: Team 17 Issue Reviewed: January 1994
lzsue Reviewed: December 1983 Memory: 1Mb
Memory: 1Mb Price: £25.99

Price: £26.99

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...

et sz Q0L QYo T

Another platform game from Core Design? Surely not!
We shouldn't moan, though, espacially if they're as well
designed 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 humour running through it all. Fantastic stufl, when
all's said and done.

I Reviewed: 1
Issue Reviewed: November 1993 I::'-" !1"-' wed j::: 8894
Memory: 1Mb mory:

Price: £25.99

Price: £29.99

Revolution's latest has been produced in collaboration
with comic artist Dave Gibbons, and i ever there was a
match made in heaven, then this is it. The result is a
stunning graphic adventure which might lack humour
compared to Monkey Island — but more than competes
in every other department.

Body Blows Galactic

Publisher:
Team 17

Addictive 3-D racing as this Super MarioKart-with-
knobs-on screeches on to the Amiga. Death Race 2000
in a chucklesome cartoon style, with amazing weapons
to blast your way through eight levels of super-charged
chicanery, make Bump ‘N' Burn a must for those who
always thought that all Scalectrix lacked was a bit of

Y mindless violence.

Cannon Fodder

Publisher: Virgin Interactive

Issue Reviewed: December 1993 Issue Reviewed: December 1983
Memory: 1Mb Memary: 1Mb
Price: E26.99 Price: £298.99

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 Scott Tracy — faster action, animated
backgrounds and enhanced sound effects.

War, according to the Sensible boys, has never been so
much fun, and we have to agree — Cannon Fodder is
one of the most enjoyable gamas we've played in
yonks. It may look like a fairly simple run-around and
blast affair, but there's a surprising amount of strategy
neaded if you're to make it through to the end.




Ch’ship Manager Italia Heimdall 2

89%

Publisher: Intelek Publisher:
Issue Reviewed: March 1994 ] Issue Reviewed:
Memory: 1Mb Memory:

Price: £17.00 Price:

Although the main difference between this and the
other Championship Manager games is that you get to
take control of clubs with funny names, the reduced
price and increased running speed 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.

Elfmania Hired Guns
Piblisher: Renegade Publisher:

Issue Reviewed: June 1994 Issue Reviewad:
Memory: 1Mb Memory:

Price: E25.99 Price:

Maortal Kombat comes to the alf-kingdom and gets its
teath kicked-in by a gorgeous girly with pointy ears.
Elfmania makes all other beat ‘em-ups on the Amiga
look pretty crappy — and the introduction of strategy is
truly inspired. We were completely gobsmacked. It's the

bast ever. Honastly. puzzies. Violent and fun

F1 Jurassic Park

Publisher: Domark Publisher: Ocean

Issue Reviewed: February 1994 Issue Reviewed: October 1993
Memory: 1Mb Memory: 1Mb

Price: £25.99 Price: £26.99

From the French geezers who brought you Vroom
comes this, the official F1 licence. To be honest it's
basically Vroom all over again but slightly faster, (as if

Although not realistic enough to satisfy a true F1 buff,
it offers incredible thrills and spills to the arcade lover.

Frontier: Elite 2

Publisher: GameTek

Issue Reviewed: Movember 1993 Issue Reviewed:
Memory: 1Mb Memory:

Price: £34.99 Price:

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 does it won't let
go for years. A must buy.

K240

Fury of the Furries 9 00/ =
o Publisher: Gramlin
s i Mindscape Issue Reviewed: May 1994 - i
Issue Reviewed: lanuary 1984 Memory: 1Mb M
Memory: 1Mb Price: £29.99
Price: £29.99 The best strategy game since Dune 2, K240 is a bit like D
A puzzie/platiorm game very similar to The Lost Vikings, Populous with asterclds. From your base-asteroid it's
Fury of the Furries offers 100 levels of mind-bending, up to you to discover more, colonise ‘em, exploit ‘em, E
reflex-testing action as you use your three cute Tinies in and defend everything you've got against aliens in a
various permutations to reach each stage's exit. Believe race for galactic domination. Build fleets, blast allens,
us, it's as addictive as hell. mine stuff. The gameplay is brilliant and we love it. z
. rm
Genesia 8 8 % 9 4% Liberation: Captive 2 -
Publisher: Mindscape Publisher: Mindscape -
lsous Ritowed: January 1994 Issue Ra.-ﬂawad: December 1993
Me . 1Mb Munmq :::::DEEMJ 200 only) mal
Price: £29.99 : ;
O

This is a huge 'society building' game very similar to
The Settlers. Starting off with a tiny tribe of people, you .-}- ;
must use thelr varlous skills to build a thriving 5 s
civilisation. It's not as easy to get into as The Settlers,
but offers greater rewards for those who persevere.

Haimdall 2 is without a doubt, the best of its kind. It's
got just the right balance betwean action, adventure
and puzzle salving with a smattering of humaour in all

| the right places. Blood, runes, orcs and great dollops of
magic will keap you on Loki's trail, in the company of a
fetching Valkyrie saucily-named Ursha.

You may not think you like RPGs but if so then you
probably haven't played Hired Guns — It truly is an RPG
for everyone. Using a Dungeon Master-style contral
system you must guide four futuristic mercenaries
around complaxes blasting all and sundry and solving

5] An Ocean film conversion with not a platform in sight?
Shurely shome mishtake? Nope — taking a pinch of
The Chaos Engine and mixing it with a couple of
spoonfuls of Lagends Of Valour, JP tums out to be a
game worthy of the licence, with arcade action a-planty.
Deserves to be a smash.

9 00 James Pond 3
oPublisMn Millennium

The third Pond platformer i3 huge. And bloody fast. In
Operation StarfiSh Pond weighs in with a leaner,
meaner, Sean Connery of a performance to surpass his
cute Roger Moore in Robocod. OK, so there's bit less
colour but bags more character and the gameplay Is
infinitely more taxing. The ultimate Pond adventure!

Yes! Here it s — the first CD32 game to enter
Recommended. And deservedly so — Libaration is a
brilliant, atmospheric RPG with one of the sexiest
Intros you're ever likely to see. Really shows off
Commodore's capabilities to the full.

Core Design

April1994
1Mb

£34.89

Psygnosis
September 19983
1Mb

£29.99

June 1994
2Mb
£29.99
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The Lost Vikings

Publisher: Interplay
Issue Reviewed: June 1983
Memory: 1Mb
Price: £25.99

The Lost Vikings is an arcade adventure. You have three
characters under your control, each of which has
different abilities, and you have to use them in the right
order to solve the puzzles. And we reckon it's one of the
bast of last year's releases.

Mega Motion

Publisher: Black Legend
Issue Reviewed: April 1984
Memory: 512K

Price: £19.99

One of the most rewarding and brain-teasing games
we've played for ages. The concept is simple and the
animation fab. It reminds us a bit of Boulderdash but
it's not derivative. Only available as part of a two-pack,
the other game being Statix which we rate at 84% and
Just misses its own entry. Stonkingly good value.

Microcosm

Publisher: Psygnosis

lssue Reviewad: January 1994
Memory: 2Mb (CD32 only)
Price: - ETBA

Okay, 50 basically it"s little more than a basic 3D shoot-
"em-up in the Space Harrier mould, but as far as 3D
shoot-"em-ups go it’s just about the best-looking one
you could possibly imagine. And it plays pretty well too,
although the joypad doesn’t hall make your thumb sore.
Al it really lacks is variety. Ah wall

Micro Machines

Publisher: Codemasters
Issue Reviewed: October 1993
Memory: 1Mb

Price: E25.99

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
sae. I's got to be played to be balieved.

Mortal Kombat

RECOMMENDED

90%

86%
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89%

89%

Premier Manager 2

Publisher: Gremlin

Issue Reviewed: September 1993
Memory: 1Mb

Price: £25.99

It's not every day you hear us raving about a football
management sim, so0 when we do you can bet it will be
pretty special — as Premier Manager 2 is! Iit's full of
features and options, yet still marvellously easy to get
into and play. if you fancy taking your team to the top of
the league then here's where to come

Puggsy

Publisher: Psygnosis
Issue Reviewed: March 1994
Memory: 1Mb

Price: £34.99

On the surface, Puggsy looks like a slow platformer

# ith not much going on, but if you spend a few minutes

Publisher: Virgin Interactive
Issue Reviewed: January 1883
Memory: 1Mb

Price: £34.99

Top marks to Virgin and Probe Software for coming up
with arguably the most accurate coin-op conversion
seen in a long time. Everything from the arcade ariginal
is here - the graphics, the sound and, most importantly,
the gameplay (‘the gore" suraly? — Ed). Up until

MORTAL
KOMBAT PIC

Elfmania, this was the best beat-'em-up on the Amiga..

Overkill

Publisher: Mindscape

Issue Reviewed: Octobar 1993
Memory: 2Mb (A1200 only)
Price: £25.99

An A1200-only game which actually makes use of all the
32 bits, Overkill is the most intense blaster you're ever
likely to come across. It's basically Defender with a
few gameplay tweaks, 5o for shoot-'em-up purists
it's the equivalent of heaven. May be a bit short for
some, though.

89%

learning the game mechanics and experimanting with
the Total Object Interaction, then you'll discover a
beautifully animated arcade adventure with fantastic
graphics and sound.

Qwak

Publishar: Team 17

Issue Reviewed: Movember 1983
Memory: 1Mb

Price: £12.99

Owak may be ‘just’ a budget title but it's completely
brilliant which is why it's found a home here amongst

7| the Recommendeds. It's a one- or two-playar 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 1993
4 Memory: 1Mb

Price: £99.99

Although perhaps looking a little too similar to the
original First Samurai, this sequel is a far better game.
The hero doesn't move quite a fluidly as he used to but
he's still pretty nifty with his sword, and the tighter level
design and less oblique puzzles make for a much more
entertaining experience all round.

The Settlers

Publisher: Blue Byte

Issue Reviewed: December 1993
Memory: 1Mb

Prica: £34.99

Imagine Little Computer People cross-bred with
Populous and you'll have a good idea as to what The
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. Very user-friendly

Skidmarks

Publisher: Acid Software
Issue Reviewed: lanuary 1994
Memory: 512K

Price: £25.99

If you have fond memories of Super Of-Road then
prepare to have them rekindled with this, a superb races
viewed from a similar ‘isometric’ perspeactive. Although
a bit of a dutfer when played alone — the computer cars
are crap to say the least — it's brilliant in two-player
moda.




Simon the Surcerér

Publisher: AdventureSoft
Issue Reviewed: February 1994
Memory: 1iMb

Price: £34.99

Brits AdventureSoft take on the American might of
Lucashrts and Slerra with this humourous graphic
adventure, Obviously intended to be a Monkey Island 2
beater, it comes close to succeeding. However the
interface doesn't quite surpass Lucas Arts’ and the
puzzies are tough — but don't let that put you off,

Soccer Kid

Publisher: Krisalis

Issue Reviewed: September 1983
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 brilliant — gorgeous to look
at, sweet on the ears, and boasting some of the slickest
gameplay we've seen in a long time. Buy it!

Space Hulk

i if you like your computer game violent gory and

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
Memory: 1Mb

Price: £16.99

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 wp the rock bustin® between levels, this is a
feast you just have to tréat yoursalf to.

Syndicate

Publisher: Electronic Arts
Issue Reviewed: July 1993
Memary: 1Mb

Price: £26.99

Cross Bladerunner with a Sam Peckinpah movie and
what do you get? Syndicate. From Bullfrog, this isn't
parhaps quite in the same league as Populous 2 or
Powermonger but i's damn fine all the same, espacially

realistic. Dead smart.

Uridium 2

Publisher: Renegade

Issue Reviewed: Movember 1993
Memory: 1Mb

Price: £26.99

The CB4 classic comes to the Amiga in style, souped-up
beyond 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: MNovember 1983
Memory: iMb

Prica: £26.99

Originally a Mega Drive game, this cutesy race-"n'-
collect-'em-up is perhaps a little too simplistic to be
worth buying if you're going to be playing it alone —
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.

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 anjoyable and less frustrating to control. You can
even play as Zooz, Zool's girlfriend!

COMPETITION

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic
software prizes then you've come to the right place. Just answer the following questions...

(1) Who is the current Prime Minister?
(2) When was the Battle of Hastings?
(3) What year did the Second World War end?

Answers on a postcard or back of a sealed envelope by July 28th to the following address:
All-new Recommended Compo 4, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. The
first ten entries drawn from the hat after the closing date win!
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The One boys stood together as the sum sanicin the west,
Harry looked a total git in an old string vest,
simon tried to comb aside his gently thinning hair,
Matt threw rocks at Andy, he really didn’t care,
Nuttall looked all scabby, toasted by the sun,
Harry beat him senseless, it seemed a lot of fun.

The day had been fan-tastic, filled with fun and beer,

A shame that only one issue could be completed here.
Andy’s stuff was boring, Matt’s copy was late,

Harry was a dull old sod, but Simon was just great,

And now the larks were ending, the light was fading fast

Matt gave Andy ene [ast ek, and put his arm in east.
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August issue out
28th July. It'll be a
lot better than
Matt's ‘poetry’.




“Trouser-wettingly
fantastic... This is the
closest an Amiga

owner is going o

get fo owning a
high-spec arcade
achine” -The One

FOR ALL AMIGAS (1 meg of memory reduired) £25.99 ﬁ TERB&M .,&ERQHHE

Renegade, C1 Metropolitan Wharf, Wapping Wall, London E1 958



INTERNATIONAL

’
WORLD CHAMPIONS

Features Include: 100 worldwide teams » 182 Player action « Slick, fast, intelligent passing » New back pass rule.
On-screen referee, red & yellow cards, suspensions, enhanced goalkeepers.
Ability to insert teams who did not qualify, and test “what if?” situations = All relevant competition group data.
Fully accurate team and player information, including first and second strip.
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Existing owners of SENSIBLE SOCCER can upgrade to the International Edition by sending their original disc 1 (or CD),
a chegue or postal order for £8.00 payable to ‘Sensible Soccer Offer’ and their name and address details to the following:

Sensible Soccer Offer, Unit B3 Edison Road, St. lves, Huntingdon, Cambs. PE17 4LF

Any upgrade queries please call 0480 496446
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