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MAN MID PREMIER LEAGUE
CHAMPIO NS'  • I O N
inC.PLEOCOSM 3 2 $ 0

1 1
9 9

1969
le  Sli

MCA FALCO'S GOLF
P9MALL FANTASIES
PIRATES GOLDPLANET FOOTBALL' 2 2  49
PROJECT X S•E I  Ft 7 CHALLENGE 1 1 9 6
ROBOCCO (JAMES POND 21 1 3 . 9 0
RYDER CUP 1 2  441
SABRE TEAM
SECOND SAMURAI
SENSIBLE SO CCER -  1 9 1 0
SENSIBLE SOCCER PITEFNATICRIAL
EDITION •
SLIMON ISE SO RCERER •
SLEEPWALKER . 1 2 . 4 9
SOCCER IUD •  ,  •  1999
SUPER FROG •  •
TRVIAL PURSIAT •  1 9  99
LOE0 E NE M Y  UNKM :ratI •  •
LATINATE BOON BLOWS
MCCY BLOWS SCO T  BLOWS GALACTIC
, 1 9 4 1 9uNNESSE • •  •  , 2 0  99
WEMBLEY INTERNATIONAL SO CCER .1 1 1 9
POLO CUP SOCCER • •  1 1 3 9 9
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DIGITAL VIDEO CD.
DIGIT AL  VIDEO  CO'S FO R CO 3 2  O R CO ,

F ITTED WIT H F O N ADAPT O R
1599
1599

1 5 9 9
1599
15 90

ANDREW LLOYD WEBBER
BEVERLY pou_SOOP ' IS)
SLACK RAIN DOI
BOB LAARLEY T H E  LEGEND .
WON JOVI • KEEP THE FAITH „
BRYAN ADAMS • WAKING UP
n -E  NEIGHBO URS- •  •  ' 5  99
CARTOON CARNIVAL ILII. •  ,
I I ,  9 9FATAL ArT RACHO N M R • •  I S  99
OHCIST 051I S M
NUM FOR REEF OCTOUR OM .. -  -
T S A Ie soFcENT PROPOSA. 115i .  .  .  1 5 9 9
INDIANA JONES TEMPLE OF COOP .9130 1 5 9 0
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LONEL FocHIE . W C *  TO FRONT •  .. .1  5.911
NAKED CAN 2 1.2 051 . .  ••
pArRiO T GAL ES • IS) _  • •  . . . .1 5  9E
RAIDERS OF THE LOST AFN IP131 •  -15 .9E

STAR TREK 1 ,P,34 ) _ - . • •
STAR TREK VI •  .. _ _ -  ___•.111911

• t5 .95

STING • TEN S L w o w R s  TALES-  i s  SE
THE CURE „  I S  9T
THE ESSENTIAL PAVAROTTI • •  19  99
THE UNTOLICHMILES IPG, I S  Si
TINA T WINER • LIVE M  RIO •  •  1 5 1 1
TOP GUN IPG) .•  • .
WA YNES WO RLD I'S)
WITNESS • IF,

FREE PRINTER LEAD
WIT H ALL PRINT ERS
PANASONIC KSP2123

COLOUR PRINTER
.24 Pe l 9 2  7 Ps6 4 L 0
FONTS II SCALABLE!. EATREMELY

QUIET 45 5 OSA NOISE LEVEL WIT H
EPEE WORDYwORTH wO RD

• Ro cESSO R 1  YEAR WARRANT
, ISSLIS

cANON ts.1-200 BUBBLE JET PRINTER •
CANON EL110•SK BUBBLE JET PRINTER 'NEW LOW PRICE) TEs 22
CIT IZ EN ABC PRINT ER WIT H CO L O UR KIT. 24  PIN WIT H
FREE I  AST START SO F T WARE F O R AIO GA AND PC 1 5 6 . 9 9
CITIZEN TRACTOR PEED KIT FOR CITIZEN ABC PRINTER
CIT IZ EN SWIF T  2 0 0 0  PRINT ER WIT H CO L O UR KIT  24 PIN 1 5 4 . 9 9
CM Z E N SWIF T  2 4 0 0  PRINT ER WIT H CO L O UR KIT. 24  PIN 2 1 9 9 9
CiTiZEN PRINTER DRIVER KIT FOR AMIGA S UIT S  ALL WO RKBENC.
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4429,9 Urn /E N SWIFT PHINTEPS O UT ST ANDING RESULTS E 2
EPSO N LO•100  PRINT ER 2 4  PIN •  NEW L O WER PRICE •  1 3 7 . 9 9
STAR WAITYPE 4000 LASER P RNIE R 3 3 9 . 2 9
TONER cAPTR.0 0 E FOR S N P  W1NTYPE 4CCO LASER PRINTER 9 9  99
INK CARTRIDGE BL ACK! FOR CAPEIN BLL 10E4 OR Eu t ,  9 99
INK CARTRiDGE SL ACK! FOR CANON BJ-200
INK CARTRIDGE AL Ac8 , FOR EIISCN STYLUS 900 PRINTER I  I 99
INK CARTRIDGE ..BLACKI FOR HP D E 5
,
4 4 E
1
' 5
1
0  P R I N T E R  
•  
2 4 5 9

INK CARTRIDGE •,84ACK1 FOR HP DESKJET PORTABLE PRINTER 1 9 9 9
RIBBON oBLACK) FOR CITIZEN 24. 200, 224 2 4 0  OR ABC PRINTER 6  99
RAISON :BLACK' FOR CITIZEN g go O a 1200 PRINTER 5  99
POSEION 'BLACK) FOP EPSON LO. ISO 8 . 9 0
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A 0 0  
F
O
R  
E
P
S
O
N  
L
0
1
0
0  
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441E00.4 !BLACK' FOR PIMIASCNIC K3P21214 KXP2160  1 1 1
RIERON !BLACK
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L C 1
0 0  
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2 0  
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RIBBON !BLACK', FOR STAIR LC200 PRINTER •  •
RIBBON !BLACK', M O S T AR LO24-20 PRINTER ,
RIBBON !CO LO UR FOP CITIZEN 9 9 0 . 24 2 0 0  224 2 4 0  OR MIC 1 4  99
RIBBON !COLOUR! FOR EPSON LDISO  •  _  1 8 9 9
RIBBON L 0 0 1 ,0
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.0 1  F O R  
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O N I C  
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p ‘INT ER LEAD (PARALLEL) 5  METRES FOR AMIGA ST  OR PC
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MEGADRIVE GAMES
'NE Ot4..9 SE.LO MIUNE U4 VERSIONS

M A S A  'N
- 
A T M  
•  
.  
3
8
.
9
I

BUBSY BOEICAT 1 7 9 4
CHAOS ENGNE 2 9 5 9

DYNAMITE H E A T  •  3 4  99
EA SPORTS SOCCER 14 PAYER'  9 6 4 9
JUNGLE STARE •  _  •  2 5 9 9
LETHAL ENFORCERS W I N  GUN 5 4  99
MCDONALDS TPEASURELAND •  31 09
MEGA BOMBER MAN •  •  •  3 4 6 9
MEGA GAMES I
(WO RLD CUP ITALIA M t
COLUMNS. SUPER H M O  ON).• •
MORTAL KOMBLAT
MORTAL KOMBAT 2 .  •  MEM
59JT5N
-
1  
L E
A G
U E  
F O
O T
B A
L L  
1
5  
9
9

NBA M IA4 0  99
p r r t  SAMPRAS TE1091110-CART
POUR PLAYER GAM %  •  ••
pillATPS OF 11,E DARK WATER .3799
IM O NACENIN •  3 ' 1 E 0
ROAD RASH 2 1 9  99
56111148. E R  MCNACO  1 9  99

PHILIPS
CDI 450
279.99
AVAILABLE SEPT  '94

TOP L O ADING CO, PL AYER WIT H INT ERNAT IO NAL
T ENNIS O PEN AND CO NT RO L  PAD, L O W CO ST
AL T ERNAT IVE TO  EST ABL ISHED CO 2 1 0  WI T H FULL
AUDIO  CD AND PHO T O  CD CAPABIL IT IES

COI GAMES
y i n  GUEST  V F W cAF rr n e o  ,  .41.99
AU EN GATE

KET HER . .
L INK T HE  F ACES OF EVIL
MYSTIC MEDWAY PHANTOM EXPRESS
PALM SPRINGS C C U
SPACE ACE (DAV CART REDD]
TETSIS
VOYEUR MATED ia)
ZELI3A. WAND OF GAMELON

SENSELE soca. l o
sEN3s,...8 Ecccta E DITHON • 3599
SHIP.ANG FORCE 2 .  3 9 9 9
5041140611
3 
2
2
4
1
9

SONIC 2 1 9 9 9
SONIC •J 4 3  99
STREETS OF RAGE 3 •  •  SE.99
SUPER MONACO GP •  • •  12.96
SUPER sTREETRO HTEN 4 5  DI

AORL• DCHANFOISHIP SOCCER • 2 4  99
AM EN 1 9 9 9

SUPER NES GAMES
BIONET A. •
CHOPLIFTER
( I N V E I GH
-
T E R , .
awesome •
ELK THE CAT •
ESPN BASEBAL, •
FIFA SCOCER
-AMMO' •
K CA OFF
LEGEND •

27 9 9

_ a l  9 9

24.90
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4
,
9
4

• 3 4 J)*
3490
3 7 9 /

3993
I I  99
34 9 ‘
,

PANASONIC
REAL 300
395.99

_LETHAL (NFORCEPS 'WITH GUN, 6 4 • 9 9
MEGA MAN X 3 2 • 9 9
MORTAL KCOASAT 2 •  5 2 • 9 9
NBA JAM 4 1 1 9 9
PGA TOUR GOLF 1 4 9 6
ORATES O f TI•E DUO  WATER •  4 0 9 8
PLCIK •
POCK AND I C U  RACING 3 7 9 9
8E945/9LE SOCCER . . . . 3 9 9 9
SENSIBLE SOCCER INTL ECITICIN•  3A 99
91A COT
SMASH TENNIS •  •  A C  99

ESCAPE M CGA M O NST ER MAPIO R
JO HN M ADDEN 3 0 0
RO AD RASH 3 0 0
SHERL O CK H0 4 .MES
SHO CKWAVE
SUPER WINO  CO M M ANDER
THEME PARK
r.NIS

su p ER BA TTLETANK 2 .  4 , 9 9
SLIPEa BOMBERMAN 4  F t
,
.  E R  1 5  
9 9

SLIPER ICE Ho cAE ,  •  4
,
3  9 9
3 LPER IAAR 0  KART 3 3 9 9
SUPER METHO D ' I  93
TURN AND M A N  •  •  4 1 9 9
NO R 0  CUP USA WI 4 2

FOR OWL FULL NSELECTIO
PLEASE PROW 02T1I 400204

POI  A FREE IS-PAGS
COLOUlt CATALOGUE

AVAILABLE SEPT  -14
WIT H TO TAL ECL IPSE GAM I  ' 1 E  CO NT RO L
P AD N E W CD BASED CO NS
,
_  •  - I  
3 2  
E A T  
R I S C

CPU. 103.7 MILLIO N CO L O UR F .  I C .  1 /3 -Ellt O SP
SO UND CHIP AND 3 MB RAM m i d  RO M KO O AR
PHO TO  CO  AND AUDIO  CO  CO MPATIBLE
FML. ADAPTOR AVAILABLE SOON

3D0 GAMES
3.1 9 9

.
3
4
9
9

39 9 9
3 4 9 9
34.99
34 99
39 99
34 Y9

FOR MO RE DET AIL S CAL L  O UR SAL ES L INES

OVNALOCS
CONTROL PAD

FOP CO-92
12.IM

QUACKSIKOT SOLOADMATE 4
STEREO 5  I P A P R I
FOR ...MGA 0 0 -3 2  CR PERSONAL
STEREO M U N E  AND BALANCE
CONTR04, BASS ANC TREBLE
BOO A  M U S I C
16799

AMIGA ars2  SPECTACULAR VOYAGE PACK
WIT H M ICRO CO SM  AND CHAO S ENGINE •  • 2 5 0 . 9 0

PL US T WO  PACK AVAILABLE O NL Y WHE N YO U BUY
A co a2  ELITE 2  CO  AND TRIVIAL PURSUIT  CO  J U S T  ADO  2 7 . 2 9

COMMODORE S A L NOTION V IDE O
-
CO M O D U L E
FO R AAIIGA CD-3 2  G I V E S  CD-3 2  HIGH Q UAL IT Y FULL MO TIO N
VIDEO  CAPABIL IT Y F O R MO VIES. M USIC VIDEO S ANO  GAM E S
THAT F EAT URE FLA_L MO T IO N VIDEO  DAME PLAY
SIMPLY SLO TS INTO  BACK OF CD-3 2    1 9 1 9 . 9 9
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AMIGA CD32
CO BASED CONSOLE WITH

Al2 0 0  32 BIT  PO WER 2 6 2 0 0 .
CO L O URS F RO M A PAL L ET IT

12 7 PATLLION 2  MR RAM
FAST 14  M Hz 6802D

PROCESSOR PLAYS AL/010
C D .  WA O N S CRE E N DISPL AY
M C  DIGIT AL  VIO EO CO A WIT H

O PTIO NAL F MY ADAPT O R

SCR EENINAT 3 5 1 2 1 9 0
SPEAKERS •RALR• PO .
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N
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17.99
SONY / M U M
PORTABLE SPEAKERS
WITH BUILT IN AMPLIF EA OALOPF SwiT CH
VOLUME CONTROL M AIM  DIA...MIER
SPEAKERS IDEAL  FOR USE M T H WALKMAN
196CMAN• C1282 OR NAIGA I I  99

HI F i AuD.O  LEAD A N I L . . 4 ,
-
. 0 2 2 1
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S T E R E O  
•  
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•  
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MEDIA LIFE CO FILE DRAWER 130 CAPACITY, 9 9
SCREENE/EAT MAINS ALMPTOR ECM SO9 CENBEAT SpEAK E RS 7 0 9



SETTLERS
20.99

ALFA
MEGAMOuSE 401]

l•011 AMIGA OR ST,
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auiLT IN 'NI ERNAL HARD DRIVE INTERFACE DOE!
AND i  YEAR IN-HOME SERVICE WARRANTY

AMIGA MOO IA) WILD, WEIRD
AND WICKED, PAC K

WITH DELUXE PAINT 3 F l  GRAND PRIX
PuSH OvER AND Pu TT Y 2 1 0  ut
,OR AS ABOVE WITH MICO CHAOS PACK
tCHAOS ENGINE. NICK PALO° GOLF PINBALL.
FANTASY 6 SYNDICATE' J U S T  ADD . . . . 19119

SPACE LEGENDS S P E E D B A L L  2
9.99 6 . 9 9
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AMIGA Al 200
ALL A 1 200s INCLUDE

MOUSE. BUILT-44TV MOOULATOR
2 MB RAM E XPANDABLE TO 10 MEI
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NEW AGA GRAPHICS CHIP SET
266,000 SCREEN COLOURS FROM 157 MILLION

4 CHANNEL STEREO SQLAND
BUILT IN FLOPPY DISK °RIVE

HUILT IN INTERNAL NARDI:RIVE INTERFACE DOE!
AND I YEAR IN- HOME SERVICE WARRANTY

MIGA A l  2OU 210 COM B A T INNOV A TIONS
WITH WORDWOdITH 2.0 AGA DESKTOP
PUBLISHER, PERSONAL PAINT IV AGA. PRINT
•MNACIER DA Y  BY DAY. TOTAL CARNAGE
HR AN THE LION AND ZOOL 2 3 5 0 3 3 0

AMIGA Al200 COMBAT INNOVATIONS PACK
AS ABOVE WITH INTERNAL 2,5 HARD DRIVE

Al203 2'80 COMBAT B O  MS DRIVE 5 1 0 . 0 0
41200 2120 COMBAT 1 2 0  MB DRIVE 5 5 0 . 0 0

2170 COMBAT r• 170 MB DRIVE N O M
4 PLUS FOUR OR CHAOS PACK IF YOu WISH

-.ARO DM A  PACKS PLEASE 'PHONE TO CHEC
K LATEST PRICE AND A yA i t i M u rr
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WITH LEMMINGS 2 AND DELUXE PAINT 3 3 1 0  00
AMIGA Al200 LEMMINGS 2 PACK
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Al200 7170 LEMMINGS 1 7 0  MB DRIVE . . . M O O
PRICES NCL UL II LEXTAANGS 2 AND DELUXE PAINT 3

• • • V E R Y  S P E C I A L  D E A L . DD A PLUS FOUR OR CHAOS PACK
VAIEN YOU BUY ANY Of THE ANIOAS LISTED

ABOVE YOU CAN ALSO PURCHASE ONE 'ONLY
ONE' OF THESE AMAZING VALUE PACKS

PLUS FOUR PACK
ELITE 2. BATMAN RETURNS. LEMMINGS 2

L CIVILISATION AGAI J U S T  ADD 2 9 . 9 9
CHAOS PACK Al200
THAOS ENGINE. NICK FM-DO GOLF, PINBALL
ANTASY 8  ST NDICAT E
,  J U S T  
A D D  
2 4  
S F
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E KUPSE M O USE.
MICROSWITCLIED
?on DPI F O R
AM IC iA
10.99
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O LNCKSHO T 128F
MAVERICK I  JOYSTICK

FOR APAIDAST
AUTOFiRE

11_99

OVERDRIVE V.3 HIGH SPEED HARD
DRIVES FOR AMIGA Al200

•7HE FASTEST DRIVE EVER REVIEWED BY CU '
3 5• QUALITY IDE HARD DRIVE, AVERAGE

ACCESS TIME 12IMS. STYLED TO MATCH AMIGA
EASY  INSTALLATION- PLUGS INTO DCMCia SLOT

AO TOOLS AND 1 YEAR WARRANTY
Do e s NOT iNVALIDATE WARRANTY

HIVE V 3 170 MD EXTERNAL HARD DRIVE FOR AMIGA Al200 2 2 9  99
• •  .
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• a 7:RIVE l• 3 260 MB EXTERNAL HARD DRIVE FOR AMIGA 41200 2 6 9  99
EELJMIVE V 3 340 ME EXTERNAL HARD DRIVE FOR AMIGA 41209) 2 9 0 . 9 9

O VERDRIVE V.3  4 2 0  ME EXT ERNAL  HARD ()RIVE F O R AM IGA & l a b  2 2 9 . 9 9
INTERNAL HARD DRIVES FOR AMIGA Al200  & MOO

HARD DRIVES H I GH  SPEED 2 .5  DRI V E .  IS  M S ACCESS TIME P I ' I l O I I
I .• Y E AR WARRANT Y K I T  CO MPLETE AND EASY TO  FIT D R I V E S  FLALT P RE P ARE D

IVOTE T HAI OPENONG YO UR AMIGA MAY iNvALIDATE THE WARRANTY
A4 MB INTERNAL HARD DRIVE 321r CACHE ICONNERI FOR AMIGA A 200 1 3 5 . 9 0
64 MB INTERNAL HARD DRIVE 3214 CACHE ICONNER1 FOR ANiGA 4603 1 3 5 . 9 9

PAB INTERNAL HARD DRIVE 6494 CACHE I IOW FOR AMIGA Al200 1 4 9 . 9 9

60 MB INTERNAL HARD DRIVE EeK CACHE I 113M1 FOR AMIGA NOCCI 4 1  99
.9g

120 MO INTERNAL HARD DRIVE 64K CACHE 'AREAL, FOR AMIGA A000
ma INTERNAL HART DRIVE 6494 CACHE 'AREAL' FOR AMIGA 41203 1 9 1 1
9 9

SPECIAL RESERVE
B R M S H  M ADE

ERROR FREE DISKS
PACK OF 10 SPECIAL
RESERVE 3 5 OSOD
DISKS WITH LABELS
FREE PLASTIC FLIP
TOP DISK BOX 5 .
9 9PACK Of SO SPECIAL RESERVE

3 5' DS00 DISKS WITH LABELS . 1 5 . 9 9
DISK BOXES

DISK BOX 3 5'11201LOCKABLE I T E M
DELUXE DISK BOX 3.6'  1801
LOCKABLE. DIVIDERS 9 . 9 9
MEDIA LIFE FILE DRAWER STACKABLE
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200 3.E• DISKS 1 6  99
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9

taplass
SKIDMARKS

17.49
SWIFT TP2E0 JOVPAD FT, n
AmI GAS T  T URBO  P S
.  •AuTOFIRE
ASO
COMPETITION

PRO EXTRA
JOYSTICK

FOR AMIOAsT
CLEAR BASE,

raCRosWITCHED
WITH AUTOFIRE

11.99
DIACKSMDT 137F PYTHOr.
JOYSTICK FOR AMIGA...SI
AUTOFIRE
9.00

CHEETAH BUG
JOYSTICK FOR

APAIGAST
MICROVATTCHED
WITH AUTOFIRE

13.00
scoRPION PLus F O R
ApaiDAST ARCADE •  w ' T H
% ABC/  F IRE
1999

SAITEX
MEGAGRiP 2

JOYSTICK
FOR AMIGAIST

AUTOFIRE
11.40

SUPER PRO ZIP STICK
JOYSTICK FOR AMIGA ST
macaoswircHED WM-
AUTOFIRE
11.00

B OLU S
-
TIC K
HAND HELD

MICRO-
SNITCHED
AUTOCIFIE

009
OUICKJOY JET F!Gi
MICRO-SWITCHED

AUTOFIRE p p r -
11.91

KCNIA SPEEDKiNG
FOR AMIGAST

AUT O F irti
1 1 .
9 9

ZS

1
1
"
1
1

r i
m
u
z
L
.

FREEWHEEL STEERING WHEEL
IDPOIT Al. I
SUITS MOST
DRIVING
GAMES
20.90

KCNIX SPEEDKING ANALOGUE
JOYSTICK FOP AMIGA ENABLES
PROPORTIONAL CONTROL ON
SUITABLE SOFTWARE.
AUTOFIRE
14-99

OUICKJOY FOOT PEDAL FOR AMIGA OR ST 1 1 9 9

LIFO
23.49

K240
18.49

MEMORY
3 I 2K APACIA RAM NO U D C .  FOR 1.53.2 CR 4500•  .1 7 .9 9

t21( AMIGA RAM •  CLOCK FOR Mr)C OR ASCO
, . 1 9 . 9 9MB ASCA PLUS RAM UPGRADE,  CXOCK 3 7 9 0

I I104800 RAM UPGRADE • CLOCK 4 6  Pe
mEt PcmCIA UPGRADE FOR MCO OR Al 202

PLUGS DIRECTLY INTO SMART CARD SLOT . 1 0 9 . 9 9
OMEGA Re J 4  P. R A N  FOR AMIGA AI200
SPECIFICATION AS FOR OMEGA RAM BUT WITH
/ co M CNAI .  88881 FLOATING PO NT  UNIT FOR
MATHS AND GRARI CS  ACCEi t NAT ICNI 2 0 9  99

LEADS
ANT1-SURGE AWAY

MULTPLUG EXTENSION
PROTECTS Am am i
-ELECTRICAL SIMMES

2403
ANN-SURGE PLUG . 1 2 . 9 9
im-Fi AUDIO LEAD • AmoGACO32ST TO STEREO
IT 5  METRES. 210 PHONO PLUGS TO 2 X PHONO PLLISS!
CAN ALSO BE USED TO COSPJECT STEREO VIDEO
TO HIP! ANC
, / R R  
S E P A
R A T E
S  
T O
G E
T H
E R  
3
.
9
0

Jo ysT i cK SPLITTER CABLE FORA/410A OR $1
coNNECTS 2 JOYSTICKS TO 1 PORT 6 9 ,
RCOOSHIFT INTERFACE FOR AMIGA OR ST
PLUGS 1.400SE AND JOYSTICK INTO ONE PORT 1 3 9 9
PORT EXTENSION ADAPTOR FOR AmiG.A OR ST
RACK OF TviOi EXTENDS BY 21 CM. B R E
ANALOGUE JOYSTICK ADAPTOR FOR NAGA
ALLOWS ANY ISPPJ p c Jo yan ck TO BE USED
ANTH CALMS THAT FEATURE MoLOGuE C e
,
e n 0 1 .
Wu_ MODEM CABLE i0ONNECTS 2 COMPuTERS
POP HEAD TO HEAD R A Y N G ON CERTAIN GAMES
SUCH AS POPULOUS, FALCON, KNO WTS OF THE SKY
FORMULA I  GRAND PRIX AND VROOLli 9  Cs)
PRINTER LEAD 'PARALLEL'. , S METRES 7 . 9 g
SCART LEAD NAMA CD32 TO Tv wITH ScART INPUT
REWIRES TV WITH MANUAL SCART CHANNEL 9  99
SCANT LEAD 4,0103A TO GO DST AR TV 9  99
SCAM' LEAD rIANSA TO PHIL IPS Tv
SCANT LEAD AMCSA TO sAmsywe
SCANT LEAD 6460410  SONY TV 9 9 4
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you're thinking:
"Judging by the way

Simon 'edits' that so-called
magazine, he's got to be a
bit of a know-nothing. And
he's bald. And thick, of
course." Well, up until a few

days ago, I would have agreed with you all, but
thanks to a revolutionary new exam I've been
confirmed as the country's joint seventh best pro-
grammer — beating Jools, the coder of Cannon
Fodder, hands-down. You can read more about
me being great in our fascinating 'Who's the
Brainiest Programmer?' feature which kicks off
on page 21.

Actually, I'll be interested to find out what the
rest of the magazine turns out like because I'm
off on holiday (at last!). I've cleverly timed it so
that I'm absent for the most hectic part of the
schedule — so Andy has to do all the work. Not
only does this mean that things are easier for me,
but any cock-ups can be blamed on him.

So I'll apologise now for any mistakes. They
had nuffing to do with me. Honest.

Simon Byron, Editor.

4 C ON T E N T S
If you look in the panel to your left you'll notice
that there's a disclaimer which enables us to say
anything we want without it actually being true. So
let's liven the contents page up and fib a little.
Remember: we can't be held responsible for any
errors in the magazine. Sorry.

6 B O O T  SECTOR
This month's nude playmate is gorgeous Matt
from Farringdon. Special gatefold

i l k
e d
i t i
o n  — not 
t o  b e  
m i s s e
d ,  
l a d i
e s !

10 NEWS
We've managed to travel for-
ward in time and obtain the
winners of the next seven Grand
Nationals. Read our tips and rake
in a fortune.

16 LETTERS
The sender of every single letter printed this
month wins a splendid CD32, complete with
every game ever released for it.

18 WIN  A  MILLION POUNDS!
Enter our brilliant competition and you'll never
have to worry about paying household bills again.

$ea4 fori08
Pag
e
I

now-

21 YOUR STARTER FOR TEN...
It's the offer of the century! Ten money-off vouch-
ers for the country's finest eateries! With FREE BEER
FOR EVER!

26 CHAOS THEORIES
We show you how to make dinosaurs just like in
Jurassic Park. Warning: contains small parts. Not
suitable for children under three.

29 WORK IN PROGRESS
We're giving away thousands of tickets to see
Arnie's new film True Lies. Find out how to claim on
page 33.

45 REVIEWS
We guarantee that our reviews are the funniest
you'll ever come across. In the ever-so-unlikely
event that you disagree, we'll pay off your
mortgage or, if you're a first-time buyer, give you
E70,000, tax-free!

68 REPLAYS
We all really like Andy.

70 WIN  A  TRIP TO THE MOON!
Don't say we're not innovative. On page 70 of this
magazine you'll find the world's first pop-up com-
petition. Stand well back, though...

-  CYBERWAR 3 0
SCI's first CD32 release is already looking so great

that Matt's eyes rolled into the back of his head
and he started frothing at the mouth.

If you want to read this EXCLUSIVE
Work in Progress then sunglasses

are advised...



UNIVERSE 4 6
If this issue contained articles on life'  and 'Everything' then we'd be able to
make a corking Douglas Adams gag. Except, of course, we wouldn't.
Anyway, read this review of Core's latest adventure.

72 K ILL  ZONE
We definitely didn't copy these tips out of any
other Amiga magazine. Nope — we had to add dif-
ferent intros and include some typographical errors.
It's bloody hard work, I can tell you.

84 F IN A L SCORE
You've won £1000! Yes y o u !  This competition
has been the easiest to oversee and we'll be really
sorry to see the back of it. No, really.

88 PD  Z ON E
We're all really interested in what Matt has to say
about a load of crap games you can pick up on the
cheap. Go on, Matty, tell us more...

91 BACK ISSUES
Think about it: i f we sold enough copies in the first
place we wouldn't need to try and flog off out-of-
date issues for more money, would we?

92 SUBSCRIBE
Subscribing is a really good idea.

94 RECOMMENDED
The most interesting part of the mag — the 40
best games from the last 12 months lined up in an
informative and never tiresome grid arrangement.

98 NEXT MON T H
Next month we'll be giving away two commercial
games: Cannon Fodder 2 and Sensible World of
Soccer. Can you wait?

KING OF
THIEVES

3 8
Yes — another WORLD

EXCLUSIVE! Read all
about Team 17's most

ambitious project yet in
the first of our fab in-

depth reports.

GAMES FEATURED IN THIS ISSUE
EMELIZEILIZESIL ,Z111. A M R
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THE BIG END WIP 41
THE CLUE 211131=11111
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Lail DIM WIP 36
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SOCCER STAR REVIEW 60
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STREET FIGHTER 3 TIPS 75
SUPER LOOPZ WIP 43

VALHALLA TIPS 78
INT. SOCC. Al200 REVIEW 67

REVIEW 50
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B O O T  S E C T O R

R u f f  'n'  Tumbl e —  a  smar t
name f o r  a  smar t  ga m e
(dodgy intro #207)_ No seri-

ously. this is a corking platformer
(see Simon's 91 percent review last
month if you don't believe me l and
blow me down i f we don't  have a
super 'n' special one level demo just
for you. Aren't we the best ever?

I 'spose you want to know how to
play thi s  reveal ing l i ttl e number
(that's i f  y ou haven't  gone  a nd
played the demo already) so what's

LOADING YOUR DI
Take me, take me, baby ba

bake me. Oh yes, and the di
2. In a r agamuffin styley,
the disk into your disk drive
3. Shaking your funky stuff,
fully select the  demo of
choice, using either the fun
keys or the mouse.
4. Oh la la, if it isn't just about the
best blummin' demo you've ever
seen. On this mag.  This month.

Fire/with
directions to
shoot ar ound
Ruff

1 M M - . 0 - • . - - - • • • • • • • • • • • • • • • • . 1 . M 1

RUFF 'N" TUMBLE
Renegade

to tel l? Wel l ,  basi -
cally t he  contr ol s
are the same as any
other pl atfor mul ar
romp, wi th you running around and
shooting the hell out of any robots
you happen to see. You've got a jolly
nice big gun,  and if you man-
age t o  col lect t he  l i ttl e
icon thi ngi es  dot t e d
around the level, you
can also get yourself
a laser  a nd some
huge b i g  e x pl o-
sion-type r oc k e t
jobs. Collecting the
'P' bonuses gives
your weapon more
power, b u t  m o s t
importantly you need
to collect all the mar-
bles you'l l  see scattered
about t he  place.  Ther e ar e
three different colours to collect and (these start at three with a maximum
you'll need all of these (indicated by o f  five to be collected). The last thing
the percentage meters i n the top s how n is the 'marble meter ' which
right) before the door  to the level's w e  have already dealt with.
exit will open. W h a t  wi th this being such a skill

Now, let me tell you something ga m e  an all, you'll need every chunk
about the little darling you have dan- o f  ener gy and,  eq.. .  l ump of  l i fe
gling all sex-like by your side (that's goi ng — so you'l l  no doubt want to
your gun, I assume? — Simon). Press- k now  how to gain some extras. Well,
ing fire obviously shoots a single bul- ther e  are a couple of bonus lives dot-
let, but hold down the fire button t e d  around the level, shown as Ruff
and you'l l  let rip wi th oodles of hot heads,  while collecting 100 coins will
steaming lead. And if you move the a l so give you another. It's worth not-
joystick to any of the eight directions i n g  t h a t  t h e  m or e  dab-handed
while holding fire, you can shoot any a m ong you, le those who can shoot
of the nasty baddies which come at t ons  of tin-heads in a short amount
you diagonal ly,  as wel l  as  those o f  t i me,  t h e  coi ns wi l l  actual l y
above and below you. b e c o m e  pick-up icons. Tres handy, I

At the top of the screen, the infor- t r us t  you'll agree.
mel on panel  shows the number  of I t ' s  worth mentioning that if you
lives you have remaining, the num- j um p onto the sort of  stripy pillar

He's Ruff,  he tumbles,  he tumbles while still remain-
ing Ruff.  As far  as r uff tum bl ing goes — he is, or... i t.
ber o f  coi ns t hi ngs  (do you always have to be so
collected, and techni cal ? — Simon) your position

the c u r r e n t  w i l l  b e  saved,  al l owi ng y ou t o
weapon wi th its r estar t  from,  er. . .  thence,  shoul d

power meter- Your y o u  suffer  one of the tragic acci-
energy, displayed as de nt s  that are bound to occur.

hearts, i s  s how n ne x t  Y o u ' l l  also fi nd keys scattered
around t he  place.  I f  you col lect
these little beauties and run past a
lock, they will ei ther  make a large
force-field disappear, thus enlarg-
ing the area of  play by revealing
new rooms/platforrnsiplaces, or cre-
ate a sort of for ce -fi e l d- i n- the
-
for m
-

of-a-platform which will al low you
to r e a c h t hos e  har d-to-access
places. Useful, eh?

Oh yes, and I nearly forgot: do-
it-yourself ladders. You'l l  probably
encounter a dead-end wi th a l ittle
blue thi ng on the floor  that's all
pointy and has another  thing next
to it, (That's quite enough techno-
speak, thankyou — Simon). Jump-
ing on the aforementioned equip-
ment will make a ladder grow, as if
by magic,  enabl i ng you t o reach
new heights of pleasure.



LOADING
1PUTTY SQUAD
You will actually need both disk
A and B to play all the levels in
Puffy Squad, so when it asks for
the second disk, just chuck in

k e r  disk! Crazy huh?

ELPI
As y o u  m a y  ha v e  gather ed,
here's a  t on of  stuff i n Putty

Squad, so just to give you a head
start here's a list of some of the
things you'l l  come across a nd
what they do.

I r  icon

L
o
S
u
m
m
o
n
s  
y
o
u
r  
s
p
a
c
e  
p
o
d  
d
o
w
n
.

This can be used for  as long as
u have energy. To leave the pod

hold dow n fire. i f you have Nitro,
you can dr op bom bs while fl ying
by tappi ng fire.

Cheese
This telepor ts you to other  areas
on the level.

Nitro
Collect this blue jar to give you
bom bs galore.

lasses
ese X-Ray specs al low you to
•  where hidden bonus rooms
e. Just enter  these rooms by
essing up and fire, then absorb
e defecting GI Pups for  extra

a rS.
,

bi d
the  name would suggest,  this

shields you for  a l imited am ount
of time.

r ing
a spring_

usic Note
is calls in Uncle Ted and his

amaz ing tur n tables. Needless to
say, ever ybody gets dow n when
Uncle Ted's ar ound! •

d

Catfood
Dr oppi ng this will call your  mate
Dweezil, w ho can be hi t and

E
'
y
u
n
c
e
d  
o
n  
f
o
r  
e
x
t
r
a  
h
e
i
g
h
t
,  
o
r

Bowed to kick you thus leaving a
bom b (God, this is a weird

ame — Harry).
Run
left/With
fire to
stretch/
Cycle
items
while
'm el ted'

• rs a star s i l t i n g  in thaPky, he'd like to come and meet  us, but W h i n
r minds, h e r e  are also a large number of stunning demos wait ing on the

en and though Mat t  Broughton won 't  b low your mind, he's jolly good with  his
ds. Allegedly.

RUFF AN' TUMBLE
Renegade
PUTTY SQUAD
System 3

DRAGONSTONE
Core Design

System 3
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Putty Squad? I reviewed it
last month and loved it  to

bits — and now you can have a bash
too. The idea in our enormous eight
level demo is the same as in the full
game. There are a number of  MIAs
(Missing In Act ion — acronym fans)
to be found and absorbed by pulling
yourself  down int o a •puddle',  and
let t ing the aforement ioned red MIA
Putties melt  into you (which is also
how you collect items).

As we l l  as  being able t o  jump.
stretch a n d  bounc e  a r o u n d  t h e
place, you can select items that have
been absorbed,  and use t hem t o
set bombs,  wear  disguises, tele-
port  and,  oh,  wel l . . ,  t ons  o f
things  really. (Just read last
month's  enormous box out
for more! )

As you g loop t hrough
the levels ,  y ou ' l l  c o me
across large green crates
which,  w h e n  punc hed,
release a wh o l e  hos t  o f
gorgeous  goodies .  You' l l
generally get some hit -point
restoring food to absorb, and
probably  a toy  or t wo as well.
Make the mos t  out  of  these. You
also need t o spend some t ime col-
lect ing stars,  because mo r e  s tars
equals b igger and bet t er  powers .

In the top right  you can see your
energy level, shown by a number of

Punch/With
direction to
stretch/Select
item Mi ne
'm el ted"

Jump/With fi re
to stretch
up/Jiggle rapidly
to infl ate

Run
right/
With
fire to
stretch/

le
items
while
'm el ted'

Melt/With fire to stretch down

P i n
-
F Y  
S
Q
U
A
D

what's Wye, sl imyttl • i
t v e s  i n  
t h e  s e a
-
,

coloured
dots. Eac h o f

these can take a certain amount  of
damage before los ing colour.  Once
blank, you move on to the next dot,
and when they 're all gone you lose
a life — pret ty  simple, really.

Most  of  the pick-ups can be used
wi t hout  l imit ,  but  some s u c h  as
the space pod a r e  actually  pow-
ered by  your energy, so don' t  go too
mad or you'll lose a life for your sins
(the same applies to Putty's ' infl ate'
power too).

There's a hell of  a lot  to do in our
enormous eight level demo (did I tell
you t hat  t here were eight  levels?)
and you' ll need to avoid as many of
the strange and interest ing baddies
as poss ible a l t h o u g h  s ome wi l l
actually help you. If you come across
the lit t le Firework Sprites (red chaps

5.
( i t )  P u l y  Squid...

wit h big rockets) f or example,  you
can absorb them and then re-mould
yourself  into their shape, awarding
you wi t h  a rocket just as big!

Some o f  t he  MIAs  are  ac t ually
t rapped in  s andbag/ wire f ort ifi ca-
t ions and need to be released using
either t h e  Ni t r o  o r  t h e  Fi rework
Sprite (all t his  wi l l  be a lot  c learer
when you come to play, believe me!)
but  mos t  o f  t hem are jus t  h idden
away on the level.

Once you've collected all of  the
MIAs, a door will appear to take you
of f  t he level, along wi t h  t wo  huge
hands s howing you the way  to the
exit (which can be entered by press-
ing up and fi re). Oh God, there real-
ly is  jus t  t oo  muc h t o  explain,  s o
please go and have a go — you'll
have a  s t unn ing  t i me !  A n d
that 's no word of  a lie!
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DRAGOI STOI IE
Core Design

y es,  f r om  t he  peopl e  t ha t
brought y ou  Hei mdal l  I ,
Heimdall  2, Darkmere, Ban-

shee and,  er. . .  tons of  other  brill
things, comes this rather chunky lit-
tle plate of devilled kidneys by the
name of Dragonstone.  As you may
have gathered from the game's title,
it's a bit of an heroic saga, complete
with muscle-bound men, nasty crea-
tures from hell, and bloody great big
swords all round.

This may onl y be  a taster ,  but
what a taster! I've been playing it all
morning and I can guarantee that
it'll keep you goi ng for  a fai r  old
while (and. I might venture, no mis-

DIGGER
Damn. I t seems that a
lins g o t  i n t o  l a s t  m o n
t icoverdisks and erased the Dig
'Read Me' files. Digger  is Sha
ware, a nd i f  you woul d l ike
supercharged ver si on o f  t h e
game, you can register by sending
£5 (UK) to: Justin Leck, 26 Foun-
tains Close Whitby,  Nor th York-

s h i r e l l e  Sorry about that.

CTOR
takin'). The demo has
everything really; a
fair selection of mon-
sters t o  g e t  y our
sword into,  a few old people
to patronise in a slow and extreme-
ly LOUD voice,  not  t o menti on a
damn fine selection of quests and
puzzles to scramble your  cerebral
eggs. On toast.

For most of  the  t i me you j ust
need t o  wor r y about  wander i ng
around slashing things wi th your
sword (or shooting bolts by holding
down fir e unti l  power ed-
up). But,  shoul d y ou
come across some
interesting area on
the landscape, or
perhaps s o m e
old per son t o
knock o u t  o f
your way,  just
t a p p i t y - t a p
your space bar
and e nt e r  t h e
menu s c r e e n .
From here you can
examine ei ther  i tems
held (by highl ighting the

-
-tsar IallPer
,

-411 • -
,
011 .• -
• • •

4
-
4
W 
-
1
1
.
4
1
1
1
*
-

is•—
o-

1-1111
1Writ
-

li% h i
n
tap
p

7277; 2177 .
4 1
- 1
1
' M
r  
"
M
P
'  
'
M
P
'  
•
-
•
•
•

; 4eth-dow ,
440•4160--

1 :
4
4
A
r  
4
1
.
0
-  
S
P
,
Z
1
V
7
1
1
1
.
1
.

4
1
1
1
1
'  
1
1
0  
1
1
1
1
1
P
.  
r
I
P
A
P
O
.  
.
.
.
d
a
b
s  
M
k
-  
f
w
.
"

'
- . 1 1
1
1
"
1
W
1
1
0 .
'  
4
1
1
1
°
°
-  
1
1
1
1  
4
1
1
1
1
1
'
'  
-
1
1
1
1
1
,  
o
l
o
r
a
m
o
r
a
n

111110• 410411141; ionb• -1111 AISIP • -

1111.
4 1
1
W• '

1
1
I
W  
1
1
1
9

A M .  A M .

Atha.

• -
-

Cauldron, cloak, broadsword, primitive hearth, goblets, pewter, and
er, a nice 18 century grandfather clock? Hang on...

'WHOOPS!!  l
e
r —

Due to the large number  4 l i c a t e  disks m
sods up like a git. If you're u tacky enough to get n e  of thesé,

cept our  humble apologies, but PLEASE DON'T SEND THEM TO USI
ead, send then to this address with a SAE for 28p:

The One Coverdisk Returns,
.skxpress, Unit 7, Willow Court, Bourton Industrial Park,

on-On-The-Water, Gloucestershire GL54 21
-
I Q

e you've done this, count to a very big number  and wai t
r replacement disk arrives. If you think that your problems
ed down the phone, call the Diskxpress helpline on (0451) 81

een 10am and 5pm on weekdays. Roxanne, you don't have to put
the red light. Roxanne, you don't have to put on the red l igh

I .

C S i n  enemy
energy leg
Spider Boss)

Lost! Amusing
caption for  RPG
ga me ,  An sw e r sto the name of

'Mr Frisky'. Sub-
stantial Reward.

bottom wi ndows)
or the outside world

(by hi ghl i ght i ng t h e
top picture). You can also

use items and initiate conversa-
tions from here. Just select exit to
jump back to the action.

As wel l  as the wander ing mon-
sters, you need t o watch out  for
those spitting gits and the aggressive
plants that open up and shoot pips
at you.  These plants can be kil led
with a few hefty blows, and in fact at
one point in the quest you will actu-
ally NEED to kill one (just a slight hint
there. really).

It's worth giving you a few point-
ers, because this isn't exactly the sim-
plest of quests:

1. Like Stonehenge, rings of stone
carry magical energy, and are always
worth a quick look (hmmm).

2. Look for changes in the level of
tree tops, as this often shows a hid-
den passageway (double hmmm).

Anyway, that's enough spoi l ing
your fun — gr ab your  par ty pants
and let's get it on!

FIRE Tap to use
sword/Hold
down to power
up shots/select
w hi l e i e  menu.

LEFT
Walk
left/
Menu
left

UP W a lk
up/ Menu up

DOWN Walk dow n/ Menu dow n
0 1 H I R  ( 0 1 0 1 4 0 1 5  Sp a ce  Ba r  t o
enter  the m enu system

RIGHT
Walk
right/
Menu
right

The Small Print Bit.
1. Whi l st w e  her e a t  The One
make every effor t to check the
coverdisks for  all known viruses,
we can accept no responsibility
for damage caused by  viruses
which m a y  have  escaped our
attention.
2, The One and its retailers are not
liable for any unnotified changes
to the contents of the coverdisks
which may occur,



ALIENS HAVE INVADED YOUR WORLD...G0 MAKE sEM REGRET IT!

Available on: Amiga 1200 and Amiga CD32

Take a classic arcade game. Add a whole heap of seasoning in the form of stylish.
state-of-the-ad graphics and four MASSIVE levels of up-to-date action. Stir in an
Alternative Dimension, exquisitely evil aliens and a heavy-sprinkling of mucho-big

guns 'n power-propped planes. Leave to simmer on an incandescent heat and wait for
the best BLAST in light years.

TOP DOWJW..IICALLY SCROLLING VIEW! CHOICE OF T
DIFFICULTY LEVELS! FULLY ROTATING RAY-TRACED ENEMIES!

Banshee 0 Core Design Limited. All Rights Reserved.
55 Ashbourne Road Derby DE22 3FS Telephone (0332) 297797 Facsimile (0332) 381511
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to rule the world! Of Amiga
that is, The latest rumour

coming f r om those close t o the
company's Maidenhead HQ is that
Commodore could be saved by its
own UK management_

Joint MDs David Pleasance and
Colin Pr oudfoot  have confir med
that there are moves afoot for  a
'rnonagement buyout' (MOO). This
is the term used when a company's
top brass find big money from the
City to finance a takeover of their
own organisation.

The source of the cash is unclear
at present, but Commodore UK

is believed to have been part-
nered in its bid by Commodore

•

MAID N H  A D
CENTRE OF THEUNIVERS ?

Canada along with the research and
development operation in the US.

Now Pleasance et al need to per-
suade the creditors — to whom mil-
lions ar e owed —  that  they are
savvy enough to steer Commodore
back into profit. That's despite dis-
appointing sales of the CD32. some
fall in software support and a sum-
mer of complete inactivity, In their
favour they can say that the Amiga
brand has incredible strength, that
the UK is still the stronghold of the
Amiga and that it was the US which
bled the company dry. In fact Amer-
ican Mehdi  Ali, the president of the
company has been 'released'. He's
an ex-president.

If the MBO succeeds then Com-

modore will be run fr om the UK,
which would,  in turn,  fund the US
R&D plant.

Al though the MBO is now run-
ning favourite to take over the com-
pany, observers believe Samsung is
still interested. A creditors' meeting
in t he  mi ddl e o f  July fai l ed t o
decide anything.

For the last three months we ve
reported that Commodore's future
is to be resolved "any day now, "
and we've been gloriously, fabu-
lously wr ong every time.  So this
time we're not giving any hints at
all. And we're hoping that: with a
bit of sod's law, everything will be
sorted out because The One kept its
gob shut for a month.

Al 2 0 0  pound minky whale was
headi ng straight for  the di nghy!
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...BUT NOT
BEFORE THE
MACHINES
RUN OUT
T here'l l  be  a  bl ank space i n

your local  computer  stor e
where the Amigas used to be,

come this October.
Commodore says that stocks will

run dr y at  the end of  September,
even if the future of the company is
quickly resolved.

David Pleasance said: "We're try-
ing to put the Amiga in probably the
best position it's ever had. If this bid
is successful then we believe there
could be new bundles here by the
first week in November.

"There's enough product already
in retai l  t o  last unti l  t he  end of
September — which means there will
probably be about a month when
there's no stock around,"

Commodore has been running on
empty since the international com-
pany went into l iquidation on April
29. Because Commodore UK is a sub-
sidiary, it has been able to continue
trading as normal. Except, of course,
that the international company runs
the manufacturing plants, so no new
Amigas have been made.

If Commodore UK takes control it
will bring Out the traditional winter
bundle,  a nd  r umour s suggest  i t
might even develop a new machine
— most l ikely an Al 2 0 0  wi th CD
drive — for some time next year.
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Kenny Dalglish couldn't - - -
match, every professional foot-

baller in the country has signed up with Krisalic
The soccer-mad software company has negotiated a li

deal with the players' union, the PEA, to use the names of all its mem-
bers and its "properties".

The first game will be based on such a property — to be called Player
Of The Year, Released early next year it will involve the gamer taking
responsibility for the career of a PFA player. The game is obviously still in
the development stages, but it may include clips from PEA videos such
as Football In The Community.

In fact this PEA initiative, which has 250,000 participants, could become
a key part of the promotions for the game.

Krisalis remains committed to the Amiga. This game, like Manchester
United and Soccer Kid, will come out on both floppy and CD32.
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The One prepares to
bare all in public a t

Live 94. We'll all be there as
part o f  the  EMAP Images
arcade, where serious games

• f a n s  can take part in ques-
tions and answers sessions
with EMAP editors, battle

1  t u t  for stonking prizes and

thorny games challenges.
even chuck a few freebies

you're good (or, of course, if
buy us a few drinks, should you

see us in the bar. There's bound to

i t be a bar),

Live '94 is the UK's only con-
sumer electronics show, and
it's a huge affair. Aside from
the games industry (and all the
big boys will be there) you can

, size up the latest developments
, in TV, hi-fi, cameras, computers,

and, er, lots of other hi-tech stuff,
probably. And if you're more than
just a browser you can talk turkey
at seminars arranged to  discuss
electronics hobbies

The whole shebang takes place
between September 2 0  a n d
September 25 at Earls Court in Lon-
don. Commodore is still scheduled

WILL YOU?

Earls cour t them dang hippy-long-hairs,  a nd now  he's a 'gonna lync
4 ' e m  Billy ..ioeI

to be a prime exhibitor, although
this will almost certainly depend on
the outcome o f  t h e  current
takeover battle. (But w e  hope
they're there, of course Does any-
body remember those women
dressed in gold lame jump suits at
the CO32 launch? ()limey).

Anyway, come down and have a
gander, as they say. Even if Com-
modore don't turn up we'll be
there, and Capital Radio will be
broadcasting live — so it will be fas-
cinating to compare the latest tech-
nology with ancient ()is in dodgy
trousers, of course.

Following the eye-popping suc-
cess of last year's show, the organ-
isers expect to  pull i n  around
200,000 visitors. So book now. you
daft peasants (that's a bit strong,
isn't it These are our beloved read-
ers, you know — Andy).

Admission prices a re  £ 4  for
adults on a weekday, £7 on a week-
end. Kids pay £3, but they must be
accompanied by an adult. A family
ticket for two adults and three kids
will cost £16.

All tickets can be booked on a
special hotline number, which is
0891 500103. I thankyou.

0  ver at  Maxis l i fe is
cheap — or it will be
in a few days, at least,

when Collect ion 1 Sim Classics
is released.

The pack contains SimCity
Classic, Sim Life and Sim Ant  all
for f34_99. It's Maxis' first foray
into the budget market. To mark
the occasion i t has produced a
package which includes a signed
certificate of authenticity.

If you've al ready got  one  of
these games, have no fear.  They
will all be available individually at
mid-price in September, along with
A Train and Sim Earth.  They ' ll set
you back 113.99 each. Maxis is also
busy developing two games aimed
at the younger  player, called Sim-
Tower and Simrown. Don't get too
excited, though —  ther e are no
plans for Amiga ports yet.
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preparing for a comeback — as a comic
book. The imaginatively-ti tled Street-

fighter  II comic is the first to be launched by
Manga Publishing, an offshoot of the team
which punts out the Anime videos like Leg-
end of  The Overfi end and Akira.

The comic brings to life E Honda, Ken and
the other members of planet Streetfighter_
All dr awi ngs ar e  by  Masaomi  Kanzaki
whose other work includes Xenon. (Is that
right? — Andy).

Each issue will cost 95p, and feature 32
colour pages with a pull-out poster. And.
to cap i t all, the first comes complete
with a free pack of stickers. Hurrah!

Str eetfi ghter  II— base, I 'm making my
fi nal approach.. .

Sim pull. . .  Simon met
a pie-man goi ng to the fair?

STREETRGHTER III
IS JUST Co

-. 6 -• -• • • • • -• • • • . 4 . • • • • • • • • • • -•
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GAMES"ARE NICE BUY
NOT THE PRICESIX OF TH

EST FROM

j ungl e  Strike heads a batch of
six massive console titles to be
developed by Ocean Software

for release on Amiga i n October.
Wahay, hay!

Ocean has acquired the games
from Electronic Arts as par t of  a
deal which also saw all EA's for th-
coming SNES titles go Ocean's way.

The six games are:
Jungle Strike — a worthy sequel

to the classic Desert Strike. Jungle
Strike has been in the console chart
for yonks now

Skitchin' — just released on the
Mega Dr ive,  Ski tchi n' coul d b e
described as Road Rash 2 on skates.
The idea is to progress through to
the finish by grabbing the bumpers
of passing cars, dodging obstacles,
clobbering opponents and negoti -
ating ramps.

Shag Fu — basketball.  Big fella.
Coke advert. Enormous trainers. We
can onl y be  talking about  Shaq,
sports megastar. But the lofty one
is not just a basketball player, he's
also a bi t handy in the martial arts
department (just above haberdash-
ery, on the left). This game, which is
also on the Mega Drive, is a beat-
em-up based around one very nice
and extremely rich bloke.

PGA Euro Golf — the latest in the
classic PGA series, f eaturing cours-
es based on the real European cir-
cuit, and a  version of  the Canon

Er... Stan Webb's
Chicken Shack?

Shakatak s u n ,  sea, sand and crap hairdos,

s h o o t - o u t
mini tourna-
ment.

NHL 95  —
it s e e m s
incredible t o
take i n ,  b u t
NHL 9 5  w oul d
appear  t o be  t he
sequel to NHL 93 and
NHL 94.  Really? Seriously,
if there are enough new innova-
tions, and the same basic high stan-
dard of the first two, then this could
be a classic hockey sim.

Mutant League Hockey — take
the violent flipside of  the  above
(that's i ce  hockey,  fact-fans —
which is already qui te violent, not
the gir ls' game) and you've got
Mutant League Hockey.

According to Ocean the deal rein-
forces the company's commitment
to the Amiga.  Sales director Paul
Patterson said: "This is a great line-
up o f  products,  a nd certainly a
good deal for  all existing and new
Amiga a n d  CD3 2  o wn e r s .  W e
believe it's important to send a clear
message to the Amiga public that
we will continue to support them
wit h new and excit ing products  for
so l ong as  t he  mar ket remains
active." Thanks, mate.

THIS
MONTH IN

'WOULDN'T GIVE US
A TENNER NOT TO

PRINT THIS
EMBARRASSING

MO MEN T  FRO M OUR

Cannon Fodder.- a firm favourite with limbless ex-
servicemen. Or not, as the case may be.
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tion as we know it, says a new report. Well, it
doesn't actually say that,  but it does say that

39 percent of people think games are "good for introducing
children to new technology" compared wi th just 15 percent who

think they are "too violent". A healthy 29 percent even say they are "good
fun for all the family." Bit hard to believe, that one. When's the last time
your mum finished Cannon Fodder?

The report, intriguingly titled Computer And Video Games, comes from
specialist research agency Mintel. The company asked people the same
questions back in 1991, when games were really starting to boom, and
compared the two sets of answers.

It's amazing how nice everyone is being about games all of a sudden
— even all the tabloid-style stuff about health dangers and the like come
well down the list. The biggest downer  for people is that games are too
addictive (46 percent) and t oo expensive (44  percent).  Wel l ,  they
shouldn't buy consoles then, should they?

Left to r ight: Sensible's Chris
Yates, Mar ti n Galway and Jon
Hare in early chunky sweater  '0,
when I set sail fr om  Liverpool
never to r etur n'-type fiasco.

dramatic ne w  version of
Mindscape's Me ga  Race,
which j ol ts  a  special ly-

designed control system when the
game gets rough,  is bei ng devel-
oped for CD32.

Mindscape has teamed up wi th
peripheral maker Logitech to incor-
porate the new control  system —
called The  Cyber man —  i nto i ts
highly-rated futuristic racing/com-
bat game.

The Cyber man attaches t o the
games machine and delivers dimen-
sronal control (previously only pos-
sible with keyboard and joystick at
the same time), not to mention the
rather strange-sounding "rattle and
roll effect."

The game is already out on CD-
ROM, and will be released for CD32
in December.  The current price is
E69.99, so expect similar.

The Cyberman... a tad cyberpricey?

/ P.



GAMES
CHART
TOP TENeremeL

t a  (1) Kick O ff  3
(Amor)
(2) Sensible Soccer hi t
(Renegade)
l
3
)
(Empire)
(5) Be ne a th a Steel Sky
(Virgin)

•  (—) World Cup USA '9 4
(US Gold)
(4) 0 1
(Team 1 7 )

•
( A c i d  S o f t wa r e )

•
1
9
)

(Renegade)
(7) I I  Utd  n i e r

— Champions
(Kri"Adis)
( I )  -  — Elite  •
(Gametek)

4..up s ear  ' 9 4

AMIGA
;TILL SELLS MORE
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uncertainty surrounding Commodore's  future.  The latest Gallup
chart  fi gures show Amiga sof tware t op wit h 21.6 percent,  fol-

lowed by Mega Drive wit h 19.6 and PC wit h 15. The lead over the Mega
Drive has ac tually  been increased, al t hough PC sales cont inue t o get
st ronger every month.

The news  was not  so hot  for the CD32, t hough.  Back in April i t  had
nearly half  the total CD sof tware sales. Now it trails PC CD-Rom (on 44.6
percent) wit h 34_9 percent. But  it  still t inkles f rom a great  height  on the
Mega CD's 15.7 percent.

But it 's  inevitable,  really .  The fl oppy  Amigas are so well established
(two million in the UK at the last count) that there's still an immense army
of us devoted to the machine, and no piddling liquidat ion talk is gonna
stop us. No siree. But  the CD32 needs to be nurtured,  of  course, whic h
is a lot  harder to do in the same circumstances

CD32, Preston Grasshoppers 16,
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seems that the possibility of
putting complete games on
magazines' cover mounts has
disappeared. A recent meeting
to discuss the whole area of
cover mounts concluded that
the situation should stay as it
has been since 1991 — ie the

4

only complete stuff should be
PO and shareware. Shame.

STRIP
TEASERS

•  Long-standing Amiga
distributor Silica has unveiled
SilicaCare, a full warranty
service available on all its
products. The company will
offer up to five years warranty
on Amigas and other machines
to include courier collection,
free delivery, and an average
seven to 10 days repair time.
Prices vary because Silica wants
its scheme to be flexible, but, as
a typical example, the warranty
on a system worth £1,500 over
two years would be L38. If
you're interested call Silica on
081 309 1111...

•  MicmProse wants you to have
its shirt on your back. The
company has teamed up with
top retailers Boots, Virgin, PC
World, Game and Virtual Reality
to give away a long-sleeved
MicroProse sports shirt every
time you buy a best-selling
Amiga game. The move is
obviously designed to get you
into the shops in the summer
when this business usually goes
a bit quiet. But we don't mind a
bit of bribery if there's a free
shirt in it !  MicroProse is
considering extending the deal
t o independents.. .

•  ELSPA, the official body of
the games business, is getting
ready to unleash over two
million pocket guides to the
nation's parents. The "Parent's
Guide To Video And Computer
Games" will not, sadly, tell
Mums and Dads how to hit a
banana shot from 30 yards in
Sensible Soccer. But it will ease
their worries about games
causing epilepsy (they don't),
combining gaming with healthy
exercise (we should do them
separately) and violence etc. The
free booklet will be ready by the
beginning of September, and
will be distributed through high
street retailers...
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gilt Wednesday
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till 2.301, tit

DPEN S UNDAY
11AM TO  4PM

PEN 7 DAYS A WEEK
EN HON -SAT-.  9. 30AM-S3OPH
NDAY OPENING..1 I .00A14.3.00PH
WEDNESDAY & THURSDAY

e Night Opening 9 . 3 0 AM- 7 . 3 0 P H
• PEN HALF DAY MOST BANK HOLIDAYS

T EL EPH O N E LEEDS
24 HOUR MAIL ORDER SERVICE

5 3 2  3  I 9 4 4 4 1 0  LINESI
F A X :  0 5 3 2  3 1 9 1 9 1

SHOWROOM ADDRESS:
EPT. ONE, UNIT 3, ARMLET
ARK COURT, OFF CECIL ST,
STANNINGLEY RD, LEEDS,

LSI2 2AE

H O W  T O  O R D E R
rider by telephone quoting your credit

ard Please make cheques payable to the:
"MS T COMPUTER CENTRE,"

any correspondence please quote a
hone number & post code. Do not forget
include the delivery tariff & Dept. code.
low S working daysfor cheque clearance.

All prices include VAT @ I 7.5%
Large showroom with free parking
Overseas orders taken subject to status
Educational orders welcome
Established Multi million pound company

UK MAINLAND
DELIVERY TARIFFS

Standard Delivery L I  .95
Guaranteed 2 to 3 day (week days)
Delivery £ 2 . 9 5
Guaranteed Next Day (week days)
Delivery £ 4 . 9 5

F i r s t  C o m m  b o a t  LI
Yhy not place your orders on our new bulle tin
card. First comrn is not just a means of ordering, it
tan gives you access to read or download technical
u pours files and advice.

Te l .  0 5 3 2  31 1422

EASY ACCESS. FR OM  1162, M  I a nd  the  A l
146294621 M I L O
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slEC Multispin 1 1 6 7 . 9 9
•  7.65Ms Access dme •  355KB transfer rate
TOS HIBA XM340 I inte rna i
L
2B6
.

200Ms Access time •  310KB transfer rate
° S H I B A  XM4101

34.5141 Access done •  300KB transfer rate
Intemali 189.99 External./ 25 9.99
litsurni  FX0011D Dual Speed-L 129.99

Tandon1DE  CD RO M Contr ol ler
for use with Mitsumi only £ 6 4 . 9 9

VP . 4
4 0 0
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S I  
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A M I G A  500 Plus trade in offer

If you s pe nd J .
0 Onr more with us you can trade loan Amiga SOO Plus

for 1  00.00 Y o u r  old Amiga  must be in working
order tomplete with PSU and modulator.
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with installation kit
software, cable, and instruction',

60Mb.... £134.99 1 2 0 M b . . .
-
L 1 9 9 . 9 9
80Mb.... £159.99 240Mb...*L259.99

3.5" Hard Drives
with installation kit

Inc software , cables and instructions
250Mb..... L I 84 .99 350M1a-1239.99
420Mb.... •L219.99 540M13.-*L279.99

3.5" EUdrive upgrade kit no HD unly L22.99
l o s t  ' i l l  f o r  fi tting

COMPUTERS
T h e  A A e l l t , A  A  I  1 .0 0

A 1200 Standard pack only L279.9'
, WO O K N A  . 1 1 1 • 6 1 0 1 k 1 M r •

Computer  Combat pack only L324.99.'
L a n ,  1 .0 0 4  W e e p d p o r t h  2 ,  P P O P  F i e n d f f e r ,O at D ap ,  Plowpal Paine

RACE & CHAS E  pack only £289.99!
Pawl lo•e tat P I OW reolh
,

H A R D  D R I V E  V E R S I O N S
Standard pack

64Mb  £ 4 1 4 . 9 9
85Mb - - 1 4 3 9 . 9 9
I 27Mb . . .  L479.99
240Mb ( 5 3 9 . 9 9

Add £60.00 to the
Standard pack

price for the
Com ba t  Hard

Driv e  packs

T H E  C H A O S  P A C K !
'C H AOS ENGINE
•N I C K FALDO CHAMPIONSHIP GOLF
•PI NBALL FANTASIES
•SYNDI CATE

onl y  £29 . 99  or  L I 9. 99
with any AMIGA(T H E  FI RS TS  G A M E  P ACK

'BRIAN LION 2 1 1 1 :0 0 L  2
iDENNIS 0 5 0 J U t

'T O T AL  CARNAGE
onl y  LI  9. 99

T h e  AM I G A 4 0 0 0
A4000/030, 80 M b H D  4Mb RAM  £ 9 9 9 . 9 9
4 4 0 0 0
,
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A4000140 SCSI Tower systems tP0A
'Flue hard drive only n  mot coveted by on Ole watreny

All ilizeigascorne w Workbench, inane Nineveh wartar-,
rl o  A1 1 0 6 1  Alb0 0  corn ...ids I so n . t5 ?n r. i . e arran ty
A 1200, tato ton .. with &b at in intagrat hard did. optscon

P R I M A  A  I 200  R E A L
T I M E  C L O C K

OW. •  ono to atto e .  PSId i r• ro p m• • • • • • e mrd wid .o n mo p e l

check for compatibikty o n l y  L I  3 .9 9 1

PRINTERS
All our printers are UK spec, come
with ribbon/toner, printer drivers

(if available). paper & cables!!

Canon
Canon Elj I Osx   L I  8 1.9
Laser quality output. Large buffer
Canon 13)200 L 2 3 1 . 9
3 page a  m in speed. 360 dpi
•  s e r i a l !  
f o o t p r i n t  
8 0

page sher tfeeder
Canon BJC 600 Colour  £ 5 3 2 . 9 9
new bubble jet from Canon
13J I 0 Autosheet feeck  •1
Citizen printers have a 2 year guarantee
ABC Colour  printer  1 5 4 . 9 9
simple (as easy as ABC) to use 24 pin potter. Comes

as standard with SO sheet Auto sheet feeder.
Tractor feed optional at t 2.7 91

nly I I 39 99 if  bought without the colour option
swift 200 Colour  L  I 81.9
Same Out put as the 240 but with less facilities
Swift 240 Colour  L 2 1 8 . 9
,24 pIn. 240cps draft. 10 fonts, quiet mode. 240scpt.
Projet II ( 2 1 4 . 9
,
;
new inkje t printer with built in auto sheet feeder
Swift Auto Sheet feeder £ 7 9 . 9 '

E ra  EPSON
Epson LX300 Colour  i .  I 49.9
9 P in 80 column cniour

LQ  ISO Colour  1 2 0 9 . 9
24 P in Dra ft 21 acps, L.Q79cps
NtEllis 800 + £ 2 4 9 . 9 9
48 N oz z le  ink je t 3 6 0  e  3 6 0  dpi ( m a x )  0 0  S heet
feeder

Styhit Colour , L 4 9 9 . 9 9
Colour  Inkjet.. 360 a 360  dpi, 720 a 720 Con special
paper)

H P  3 10 Pot cable
N E W  H P 520 mono
HP  SOO Colour
LOWPRICE HP 560 Col our

even faster than the old HP550C1/
All HP printers come with a 3 year warranty
LOW STAR

PRICES

CITIZEN
NVO,)111t MINTERS

H EWL ET T
P A C K A R D

£229.99
£249.9
'£344.9
£479.9 k

Star LC I 00 colour  £ 1 1 9 . 9
9 pin colour, 8 loots, 180 cps draft. 45 cps NL12StarIC24-100 ,   L 1 2 6 . 9 Y
Star LC24-30 Col £ 1 9 9 . 9 9
complete with automatic sheet feeder, 192 cps draft
Star LC24-300 Col £ 2 4 9 . 9 9
24 pin quality. 264 cps draft,110 cps LQ, 39K buffer
expandible to 4111K
• 1 6  F o n t s  
a n d  
q u i e
t  
m o d
e .

Star SJ I 44 Colour Thermal
S inning affordable colour pelotas. 3 PPR low romans tout

only £339.99
Star Sj48 A utosheet feeder..oni y £49.9
Universal Printer Stand o n l y  £4 gr

"I=F

Think ageM If you are considering buying a modem
horn anywhere eke . We  are probably the largest
supplier of modems for the Amiga supported by a
wealth of ex parience. Log into our free llitS modem
line for technical and sales. available 24 hours a day.

N EW LOW
PRICES!M O D E M S

!E NI  S  ti l  p  I : 3
s u i z ' A l i t e m  288
NEWSuper fast! 28,800 bps + 14,400 Fa)
The  best m ode m  in its class! o n l y  / 2 4 3 . 9 9

Slo o n o l lef f AlO at ert i I  4411
V.32 bis 14400 baud !)

Low cost vetoes e t
c h..  
c l a s s i c  
V I M  
P e a

mod•117, F an to rat at b e to o k.  e ta.  1 laz on/y ar4  LED d itp ,.,

only 1141.99 I n asuproiRtutmiidem V
57 Y14400 baud. inckides S OUK V.11, V.221.0s, St22. V2 I. MNP2-
S. V• 4 2 . V4 7 b1 , Chun 1 7  to rto rsan o t. 9 4 0 0 1 4 4 0 0  Gro an , 1
Fat tor intir t free modern comma loot F•slishio cabee

only  £178 .99upra
A  
£
1
1
2 .
;

Star-than the standard 2410 with auto dial A auto twelve_ 9600 bps
Mose. tamp  V11S1 .
, V 4 2  
M t ,  
M N P  
2 . 3  
&  
a t 4
e .  
.
4 .
4  
t
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n o d
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T ran o , noon speeds. Virth  tree comints loot Fax )1 /.11  cable.
•

5upso
4 
2 4 0
0  
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5  
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9

Get on line wins this greet value Cast londern with auto ditti &
7400 baud Mayas ro mp , V22 BIS, Include s f rt .  mode  n.

n rn rro  Ow A

mo d e rn , have  not been ta, tarl  tip BAST .  11 ...e  te r the y
,I•fl oto, at well &often outperform SABI approved modems
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-
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WE ARE PREFERRED USR DEALERS
Smola, in perlonnane t o  So p ,  • . e • P p r o t  LISK oopOont o rb ,
POO PrOOPOO OW moss cost effective way of ponchating a ga l l
appows.d iwidarts

Sportster 2496 +Fax. £104.99
Sportster 14400 Fax.  / 1 5 1 . 9 9
WorldPort I 4400 +Fa „ M t _  251.99
Courier V32 Terbo +
Courier 1-15TIDual16.8TerboFax L527.99
Ifs.... thought V3Ib0s waviest try the witted TNT come Wa it
I
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MONITORS
All our monitors are UK spec All monitors
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N EW !  (Thilips 8833 MK2
This famous S tereo, colour m onitor  is back. S imilar
Spec to the old Commodore 10145.

only /229.99
Tiltand SwiveN Stand only £9 91

If you purchase with monitor
Microvitec Autoscan I 438

.  .2 8  dol. I  Sa ll KHz. all Amiga modes.

AGA comp,no audio. t ilt  & swivell
stand.

now only /289.99
•Free cable for A4000 only_ Al200  cable iii 994 arra

PRINTER CONSUMABLES
Cativen Swift mono ribboori
Citiz en S wift Colour rabbets.  0 1 , 9 9
Epson LX300 Colour ribbon.-  - L I  2.99
Star LC I Of I 00 mono   L 1 . 6 9
S tar LC2013 mono  1 4  99
Star LC 10
, I  0 0  
c o l o
u r  .
. . . .
. . . .
.   
L
7
.
9
9

S tar L.C200 colour   t 1 2 . 9 9
Star LC24-30 MOOD 0 1 1
Star LC24-30/200 Ca me   . . . . .  .......111.99

,  S pra ,• ol o•  n LI r ibbons .  I . . 9 9
C OVR I SS

Canon printer cover (please specify model). C S.9 9&WOO SwilcABC  £ 5 . 9 9
HP SO0350.510  t  5,99
Star LCI001•200  - L 5 . 9 9
Star LC24.300i30  i 5 . 9 9
Star LC 10/20 cover  E 4 . 9 9
f•leXPE Ft suois  •poly only WiltdIrl ordered with printer o.
purg flasi-ct d arrt v born  the  ' b o wman ,
Fanfold ( t e a ct o rf e e d ) .- - - - .5 0 0  siseets L4 .99
Fanfold ( t ra ctor fe e d) 1 0 0 0  she e ts-  ti1.99
Fanfold ( t ra ctor fe e d) 2 0 0 0  she e ts /17.99
Single shee t S O O  she e ts I 4 .9 9
Single she e t 1 0 0 0  she e ts 1 .8 .99
S•ngle s h e e t-  .   2 0 0 0  s he e ts  7 .
9 9 :vita sheen * M t A

P R E M I E R  I n k
C a r t r i d g e  Re fi l l s

Save a for m s . in running costs with your sok/bubble let_
Compatible with the  HP500/ 350. Desklet P lot. Canon
Ilia /1010e 1 00O2001300/330, Star W I .  Cisitors Propos and
in an y ti th e r, .  F o il ran o *  o t tOlOole t Salt14010 .

Single  re fi lls (2 2 m1 ) L 6 . 9 9
T w in  re fi lls (44trall)  £ 1 2 . 9 9
T  r e e  c o lo u r kit   £ 1 9 . 9 9
Fu ll co lo u r kit  (130m1) £ 2 7 . 9 9
B u l k  r e fi l ls  i S n a l l )  i t 2 4 _ 9 9

Coir  t t i i tg e s
Canon Bj  105 )48  ca rtridge   L 1 8 . 9 9
Double lille 500 cartridges  £ 2 4 . 9 9
HP550500 Colour cartridge  £ 2 4 . 9 9
Epson Stylus Colour C a rtridge .........-1 3 9 .9 9
Epson Stylus mono Ca rtridge  - - A  I 2.99
Epson St-Oust:WO-I- mono Cartridge  - ...L  I I  .99
Sta r Sj I 44 mono ca rtridge s (1 pa ck)...L2  I .99
Sta r Sj 144 colour ca rtridge s(3  pa ck).1 2 1 .9 9

P rinter  S witch Box 2 way  0 1 9 9
Printer Switch Boa) way 7 9 9
P rinter  Stands (Universal)   0 . 9 9
3 Metre printer cable
S M etre pr inter  cable
W i n e , /  /  I .

(9  9 9

•
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32 BIT RAM ( f o r A4000 etc)

RAM & CUSTOM CHIPS

PRIMA MOO 81A600 RAM
3 Y E A R  W A R R A N T Y ! !

A500 5 I2k  RAM
expansion (no clock)1 I 9.99

A500 Plus I Mb  RAM
_Apansion 4 3 4 . 9 9
4600  1 Mb  RAM expansion
(with clock) £ 3 9 . 9 9

Mb SiMM.. . .  . . / 3 9 _ 9 9 ,
2 Mb SI MM  . - . L 9 5 . 9 9
14 Mb SIMM...NEW LOW PRICEL-L139.99
8 Mb SI MM • MEW LOW PRICE! 1 ' 6 . 9  99

AMIGA 1200 RAM

SUPRA A500 RAM

S P IE L)
25 Mhz
33 Mhz
40 Mhz
SO Mhz

P LC C
145.99
/53.99
/106.99

PGA
£49.99
£89.99
L129,99
£137.99

i mb by 819 SI MMS (1 Mb) 1 3 4 . 9 9
4 Mb by 95 M MS (4 Mb) 1 1 4 4 . 9 9
1 Mb by 4 DRAMS(1Mb) L 3 9 . 9 ' ?

Mbby 4 ZIPS(1/2 Mb)  / 3 2 . 9
256 by  ( e a c h ) 1 5 , 9
256by 4 DRAM (DILs) ( e a c h ) 1 5 .  9
DKB 1202 Al200 RAM board 1 8 4 . 9

takes 132  bit S IM M I H a s  an optional FPLL
See above for  perces

K ickstart 1.3 £ 2 3 . 9
Kickstart 2.04 ‘ 2 8 . 9
Kickstart 2.05 (for use in A600) / 28.
, ,Fatter Agnes 8372A 1 2 6 . 9
Super Denise 1
1 8 , 96571-0326 Keyboard controller /13.9
CIA 8520A I/0 controller 1 8 . 9 9

PRIMA CO-PRO at RAM
Realise the  fo il pote ntia l 07 your Al2 0 0
this tra pdoor expansion, inc re a l t ime  clock
I M B  R A M  / 9  1
2 M B  R A M  ( 1 2 9 .
9  , •4 me RAM  4 1 8 9 . 9 9

MB R A M  1 3 2 9 . 9 9
I M B  & 33 M fl a  C O  P R O L I  39 .99
2 M B A  3 3 M H z  C o  P R O 1 1 8 4 . 9 9
4 M B &  33 M I- I t C o  P R O 1 2 1 9 . 9 9
it M R  A ] ]  M H z  C o  P R O 1 3 7 9 . 9 9

FIJI L 2  YEAR  WAR R AN T Y

N.•••p• c h •  n n .
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,no,o4on unienins
8M b p o p  t o  2  M b  L  I 75.99
8/sib p o p  t o  4  M b  1 2 5 9 . 9 9
RMb p o p  t o  8  M b  1 4 2 9 . 9 9

AMIGA REPAIR
CENTRE

We offer a FREE quotation on your Amiga or any
peripheral (monitors. printers etc) . A  delivery tar iff of
just 15 •00 is charged for return delivery or alternatively

you can visit our
showroom_ We
can also orange
*courier pickup
at an additional
cost of /  I TOO

All work is
carried out by
our highly
qualilied
engineers in
custom built
premise,. We

will also install any upgrade4software or accessory from
our mein advert free of charge unless otherwise stated.

All repairs are covered by ,s 90 day warranty.Tel 0532 319444
Miscellaneous Hardware

The S erial Link ( A daptor  to link CO32) Amiga/P C)
,.inly v

Panavision S X- i ( CD3 2f 1 200 emula tor  ( 2 1
9 . 9 9X DS Datallyer  External Herd drive kit. ..... -_-_164.99
OKIS Mega Chip II ( le lb chip RAM)   i  69.99

givsi et/so/chip memory an ASIbOra I 504e1a00
ROCHARD DRIVES Rom Li I 4.99 (42Mb) to.treassonsee

snanoaro r a  *anti  ea . . . ,  ranandionin t o e .  a n ,  t n .  G M .  en.  PSLI

AM IGA I 200500600 PSU C  1 - 3 9 1 1Il .
-
l u

AM IGA SO M i t a / o r  _ _ : 1 1 0  -

SPECIAL OFFERS!
Deluxe Paint 4 A GA
Distant Sons . .
Personal Paint
Technosound Tur bo_ _  ............. • •  • . . .  ..... I  li,99
Technosound Turbo   . . . . . .  me. ...... 2 5 . 9 9
Wor dwor th  2 A G A  with  P r int M gr  & Day  To Day
P lanner 1 3 9 . 9 9
X Copy Pro plus hardware ..... ......... 2 S •

Wor k be nc h 2.1 softwar e  and 1.04 ROM  upgrade
(complete with rnanuals)

.,„, t
y  
/
7
4

Wor k be nc h 2.04 software and 2.04 R OM  upgrade
( complete  with m ants d IS )

l inty  L49. 04

100% RATED! AM164-• C O M P U T  Ir.

Graphic A
T
A l s i
l b let 
7

l t
,
_
.
.
-

i l . . . 1 0

Personal P aint 4 only 119 99
when purchased with a Tabby!

A U GU S T 94

The amazing ne w
raphics tablet for the
Amiga developed with
the h e l p  o f  F i r s t
Computers. IS% rated
in S T Format 1anuary
issue! Requires 2.04
W I  or above

only L59 o'

Pai a Da t a  Al l a a n
hand held scanner with 256 greyscales and up toga°
Doi

only LI 14.99
o r  L  1 3 9 . 9 9  with OCR software

Alfa Data Alfa Colour Scan
bit scanner with 25651 colours Inc colour correction

only 029.99
Power Scanner V4 LI 19.99

With the latest version 4 snit for  bright & sharp grey scale
performance. Flexible scanned image display manipulation
options, plus Clean up, embolden, rente& tip

Colour version only 1239.99
EPSON GT6500 Colour Flatbed

o n l y  £ 5 6 4 . 5 0  Fa ultie r  details

Art Department Pro Scanner SiVii../109.9$
compa tible  w it h  Ep so n  ES3 0 0 C ,  E5 6 0 0 C,
FS800C, GT6000,  GT65•00 G T 0 0 0 0

MICE ecTRACKERBALLS
Alpha Data Mega Mouse 90% rating. 290
Do L10.99 or L I 2.99 for 400 Dpi version
D A T A L U X  CLE AR  MO US E  High
quality clear button mouse L I 9 . 9 9
Zydec Trackball £ 2 9 . 9 9
Aolha Data Trackbail £ 3 7 . 9 9

DISK DRIVES
AMITE(
I nib 3 3
- drive

Features An t i C lick,
Anti Virus, Sony Meth,
2 year warranty

only £58.99

Cumana 35" o n l y  1.56..99
1 meg external drive, The best name in disc drivesA600/1200 internal drive . . 1 4 9 . 9 9
A500 internal drive  . 1 4 9 . 9 9
A4000 internal HD dr i v e   _ 1 9 9 . 9 9

GENLOCKS
*151ii I WEI %VINO Ivoe38 N I  (]

h a m a  O N  DEMO NOW!
The Professional answer

hama 292 t 2 6 9 . 9 9
S-Video, and composite compatible

hama 290 t 6 7 4 . 9 9
S-Video, and composite mixing, plus far more
'lama A-CUT Video Editor

L 185.99
GVP Genlock o n s y s z o 4 . 9
( features professional SVHS output
Rocgen P l us  o n l y  t  164.9'4
Includes dual control for overlay and keyhole effects,
extra RGB pass thns. Check for  compatibility .
Renciali• 8802 FMC. . tni l y 4164.9'4
Rocgen Rockey o n l y  t 1 64.9'
For cr e a t in g  sp e cia l  e f f e ct s i n  v id e o
production with ge nlocks.

V I M  1 2 Real T ime L I 34.99
Real t i m e  c o l o u r  d i g i t i z i n g  f r o m  a n y  v i d e o
source. Full AG A support
VID I  24 Real T ime 4204.99

24 bit qua lity rea l t ime  colour digitizing from
any video source . Full AG A supportVIDI  12 AG A f59.99 NEW L.

PRICE

I- kill s u p p o r t fo r  A G A  c hips • t•  C o l o u r  im a ge s
captured in less than a  second, mono images
in r e a l  t i m e  w i t h  a n y  v i d e o  s o u r " -
M ultitasking shot, cut p a s t e .
VIDI 12 Sound & Vision AG
with built In m •
g
. .
1 . 1 . 1 m t i
r  
£ 9 8 .
9 9

TAKE 2 t 35.99•
Features include  load a nd save from D . Pa int

• animations and 1FF files. Supports HAM graphics.

Megamix Master £ 2 6 . 9 9
• bit,  high spec. sampler. Special effects include
echo that can be added in real timci fully  multitasking
& easy to use

ACCELERATORS
VIPER 68030 TURBO only C159.99

60030 a cce le ra tor running a t 28Mhz
expandible to  1 M b 32 B it RAM  (see RAM  prices)

O p ti o n a l  S C S I a d a p to r ,

ADDI T I O NAL RAM FOR
VIPER BOARDS

just add the  price  of the RAM  to the  Vipe r
board to get your configura tion price

I Mb SIIMM £ 3 9 . 9 9
Mb W I N _   £ 9 5 9 9

• Mb SIMPII-NEW PRICE1. . .L 39. 99
Mb SIMM..NEW1.001PRICEI L269_99

SUPRA 28 ACCEL ERAT O R
for the A500/A500+82 Al  50012000

le  Mhz,  uses A500  side port so the re  is
no in . I  fitting

only 4144.991
PRIMA ROM SHARERS

This high qua lity  R O M  sharer  fea tures  a  fl eeible
• bison c onne c tion s o th a t  i t  c a n b e  pos itione d
anywhere within y our  AS 00 P lus or  A600 . F u l l  2
year replacement warranty

now only £17.99 or £24.99
for keyboard switchable version

: Real Time Al200 internal clock module...only
M ousidjoystkli manual port switchere- a,00ly 113.99
Amiga A 500150011 200 Power Supply-,....___A39 99
A m iga  500500  Plus keyboard . 1 4 5 . 9 9
Amiga SOO Plus Mu therboard _
Amiga SOO Plus Case 1 1 . 9 9
Q U A L I T Y  M OU S E  M A TS  .....
10 CAPACI TY DISK BOX................. ......
20 CAPACI TY DISK BOX. - A 2 . 9 9
40 CAP  LOC K A B LE  DIS K B O X .........
100 CAP LOCKABLE DISK BOX-  ..... - ..... -A5 .4 9
• 90 CAP  S TA C K A B LE  B A N  X B OX _  ...... - - _49.99
▪ 150 C AP STACKABLE POSSO BO X - - 4
1  7 . 9 9•add 1180 deivery if purchasing s t
o r e  P r a t o  
o r  l a m  
b o x .  
M o n n e "

4/Misery elsm purchawil with other protect Or sown being ter more
A M IGA  ASDO D U S T C OV E R . - -  L i
f tA M IGA  600 C OV E R   -  ............
14
- 
M
O
N
I
T
O
R  
D
U
S
T
C
O
V
E
R
-   
4
6
_
9
9

NE W!Keyboard M e r ,b c m i .   ( 1 4 . 9 5
AMIGA TO SCART CABLES  A 9 • 9 9
STD I  .9 METRE AM I GA PRINTER LEAD-4 4 .9 9
M OD E M  A N D  N U L L  M OD E M  C A B L E S - 1 9 . 9 e

AM I GA CONTROL STATI ON S
A500 or 1200 V E RS ION / l a t e
A600 V E RS ION _ 1 2 9 . 9 ?

ACCESSORIES

D I S K S
All disks are 100% error  free guaranteed

New High density 3.5 inch bulk and branded
Please phone for best prices!

10
30
50

100
200
500

I 000

L 4  3 Y
412.99
420.99
437.99
469.99

L I 68.99
4324.99

£5.4
L 4.99
£22.99
L42_99
£79.99

4190.99
£365.99

Branded disks come complete with labels
Disk Label s-500 4 6 . 9 9
Disk Labels..1000 £ 9 . 9 9

ROMBO PRODUCTS S O F T W A R E

r A M O S •

BUSINESS
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CD ROM SOFTWAR

CO Exciwage . . L  19 1
Eurostenee  1 1 4  ,
Goactilsh.  . 1 2 9  s
M ukimedia Toon •  by V irserdS nence) .- - - - - - 122
I
r r
NetWOrk CD..  _ 1 1 4 . 9 9
Sexual Pantasei n  1 . 3 4 - 1 7 9

MISCELLANEOUS
Distant Suns 1
.  
1 3
5 •
1 9

X C A D  2000_ - 0 7  .14
MUSIC/SOUND

Deluxe Music CarinflittbOn Set v 2 - - - . 1 3 9
Pro M idi Inte r face  by  te c r ode a l . . . . .

Techno Sound Turbo_ ..... •
T ochno Sound Turbu 2 •  4 •   1 2 5  "

PROGRAMMING
Amos P riAessional_ ,  - 1 4 7 . 9 v
Amos Professional C o m p o l e r - - - - • - - - - . - 1 2 4 - 9 9
Bile Bask 2 4 5 3  99
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f
r
o
m 
i
1
.
5
0
1  
(
m
a
n
y  
m
o
r
e  
t
i
r
r
e
s  
a
r
a
d
o
b
k
)

Amin- we Pro v 1.0. .  ( P DA001)  1 tila k i 1 .50
Disk Sake V 2 _ - - - - _ _ - _ - . 4  •• ( P DA00) 1  I & S k i  ISO
0- Copy V3._  ( P D A 0 0 4 )  I disk11 .50
E dward Pro V 4 - , - - - - - _ _ •  ( P O4 0 0  S) I disk-41.S0
Easy Cak ( P D A O G 6 I  1 diskt LSO

(PO40411) I d is k /  1.50
First Huallaga . . •  • ( P 0A056 ) I d i a k l l
. S 0Grapevine 17 ...... ( P D A 0 0 9 )  I  disk/2- 75
Relokick 1_3 ( P D A 0 1  I ) I disk /1 .50
KkendykeAGA.  ( P D A O  I 3)  3 dis k i  ITS
First Mods disk 1-  ( P D A O S  S) I d is k t I.SO
MandwarpAGA Denbo-- „... •  (PDAO I S) I  distal 1.50
MotoriatarniradersAGA...----. (PDAD I 6) 2 diski 2. 2S
Magic Workbench uta
,
. ._  .
( P D A 0 1  
7 )  
I  
d i s t i
l  
5 0

FirstM ods disk . . . . . . . .  ( P D A O S 7 )  1 dis k / S '
PC Task Insula tor   ( P O 4 0 1  9) I disk./

Spectrum &mutate, severer 11  ( P DA027)
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9 Fingers Rave  ( P 0 A 0 3 3 ) 2  disk 2.•
Mean C OM a ch in e ..- - _ _ ( P0 A0 3 6 )  3 disk_t 2.7S
hot Chian 2-___  ( P O 4 0 3 4 )  2 disk-42.25
The Mini A G A - - - - - _ _  (pta At 38) I d is k i l  SO
C D  W a r s  ( P 0 A 0 3 9 1  I d is k /  I • SO
First Mods disis ( P D A O S 1 3 )  I d is ti l l .  SO
Andys Workbench ' U ta h -  „ • (PDA03 )  1 dis k l  I .50
Desert Dreams De mo-- ( P D A O  I 2) 2 disict 2. 2S.S0

_SO
50

•So

Origin C o m p l e x . . . . , - . . .  ( P D A 0 4 0 )  1 dis k /
Ray Worki AGA Derno ( P 1 2 4 0 4 1 )  I d iski
CL 1/SHELL H e lp_ _  ( P 1 2 4 0 0 2 )  I disk/.

( P DACOI )1 disk(
( P DAC 1 1)1 disk.1

4.art 3. ttscArt 2•  • • • ( P D A C 0 1 )  I disitt
, part 4 - Food-.--.._ _  --(PDAC CM) I disic4

,_ lio n  S - Enod 2_----_••.. • ......•(PDACOS) I disk I
Perspex Hypinee ls ,- - ,- - - - - - - ( P DA032  1 I disk i
P rotrecker 3 - - - - - - - - - - - - ( P D A 0 4 6  I I  disk-1
Tetrsis AGA_ ( P D A 0 4 3 )  I diskt
Benchmark Tests..- - - _- .. ..... • . (PDAO 3 5 ) I disk ./ •  SO
3 Ways toS topS mokeix  ( P D A 0 5 4 )  I d is k /  5 0
Clipart 1 Opeck.------  i P D A C 2 5 1 1 0 d i s i t 1  1 2.S0
C D  ROM  drivers (Anu „ (  POAC01)1 & A i  I •SO
CD ROM  Bonus Utils ( P D A C  D2) I disk-41.S0
Megabae AGA ....... _ ._ .- - - . (P0 A0 5 0 )  I diskt I SO
Revelations Stadeshotor------.. (PO AO 213) I reset I. SO
Deejay Crunc he r s .- - - - - - - - - - ( P D A 0 4 9 )  1 dis k t IS O
Find it  ( P 0 A 0 5 2 )  I d iskt I _SO
E li=  Eon, 's lag I - -  •  - - - - ( P DAF01)  I disk11•50
First f.,, . . . _ ( P D A F  02) I diskt2.50

I ,  , , -  3  •  (PDAF03) I tleik12 cc
, UTILITIES

-LSI 4
GP FAX  23 softwar
QuarterbackV6 NEW 4 5 2  99
Latest vorskm of this Fast B Famous HD backup utility.
Prima A60041 201) Hard 11 • t r w a r
,  T h i n kthe best setup software on the market S •  99
Quarterback Tools - _ - _ - 1 3 4 - 9 9
Quarterback Tools
Xcopy Pro inc. hard,

VIDEOAND GRAPHICS
• D e p a r tm e n t  Pi

: Depar tment Si I  1
4illiance 11 pa int a..•  • •  irrsation,

gailharsce Pro. p a i n ta n d e r e m a t i o n _ _ - . 1 1 4
,Cleaute Paint
Deluxe Paint 4 A G A . - -
Make Path for Vista .- -  .....

Real 3D Classic_   _ 1 7 7 • 9 1 1
Scemey Animator V4 (3Mb re ct ire d ) - - - - -  L49.91
Video Creator toy C D 31
Video Director . 4 1 1 8 9 1
Vista Peo 1 (404b required )

WORD PROCESSING/DTP
si Copy 2 WM  Release/ N E W  LOW PRICE! ..ter
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Letters
The One
M t  2 Ferringdon Roa.
London F C /  3ALP

"I  LISTEN TO
CARTER USM QUITE
A  LOT"

Dear The One,
I am wr i ting to display to you my
great bor edom a nd  r ather  cr ap
attempt at typing. I haven't got an
Amiga, i f that's of any use to you,
but my brother has. I don't play on it
much but  I  l isten t o Carter  USM
quite a lot and to lots of other good
bands too.

On page 55 of the July issue it says
I can make very nice things wi th
mushrooms and onions and toma-
toes and potatoes but that is a big lie
because I can't. And I think it is very
true to say that nobody in the entire
history, now and in the future of the
whole of everywhere could possibly
make anything nice that was mush-
roomy too. Today I went to the shop
to get the new single by The Family
Cat but it wasn't there so I wi l l  have
to get it some other time.

I've been thrown off the typewrit-
er [at this point,  dear  readers, the
missive changes from an attractive
typewriter font to plain boring hand-
writing — Simon.) so now I'm using
a pen and I 'm still bored. I am now
going to say Hullo to Neil Jack from
Fife because his letter was very pret-
ty. Hullo.

- A  few weeks ago I placed lots of

y r 0

lentils in a big long line along my
window sill wi th some Smartie

%.ArktItt

Forget old Bob Hoskins and his puke-inducing "i t's good to
140.1
,ta l k"  adverb ,  put pen to paper and let people kn o w exactly wh at  you think.

And i f you've got an opinion on anything to do wi th  Amigas, The One, or the Gold
Blend couple then send them to us at: Letters,  The One, 30-32 Farringdon Lane,

London EVIR 3ALI. Thanks.Lett• • •
° n e  t d o n  g " d

3
0  
1
2  
F
a
'  
-
"  
u

E C
1 3
A

L a o "

tube lids full of  sugar and salt for
decorat ion.  I t  took me ages and my
mum laughed at it. If anyone has got
any spar e Smar tie l ids can t he y
please send them to The One and it
can send them to me. Thank you very
much indeed.

Gallons of  love and guts,
Lisa Hall,

Moray.

Erm... p leas e d o n ' t  s end us  a n y
Smart ie lids. Unless the letters print -
ed o n  t he  unders ide can be  rear-
ranged to spell rude words.  Thanks.

"I  WOULD BE WILL-
ING TO PAY Y OU"

Dear The One,
Having entered your  crappy game
competition, the thought occurred to
me that you must have many games
which you have no use for.

Having a  competi tion woul d be
one way of getting rid of games, but
what about the others? [Go on. No,
please — Simon].

Do you thr ow them away or sell
them? [Ah, how did I know this was
coming? — Simon).

If you do get rid of them, I would
be wi l l ing t o pay  you for  games
because I only want original games
and I can't afford new ones.

James Roberts,
Fareham.

14111.••••
--

Altogether now — aaahhh. No, seri-
ously, J ames  ( o r  c an I  c a l l  y o u
Jimmy?) w e  nev er  t h r o w games
away, no t  even t he crap ones. We
give a wa y  abou t  7 5  games  eac h
mont h (on average) as compet it ion
prizes, c o mp a r e d  t o  rough ly  t e n
which we actually review. So, t o be
honest, w e  d o n ' t  us ua l l y  h a v e
enough for ourselves (sob!). So you
see, we couldn't sell any to you,
much as we'd like to.

Maybe you should t ry wr i t ing to
the Smart ie woman (see Letters, this
page). The t wo of  you would proba-
bly  get  on like a house on fire.

"ITS DAMP, LOUSE-
RIDDEN FRAM E
GAVE WAY EASILY"
Dear The One,
The twin suns of Pantaloony pierced
themselves on the lofty bas-reliefs of
the Snotfir r i th Fortress,  spewi ng
forth a red l ight the breadth of the
horizon. Colon the Barbarian adjust-
ed his negligibly-sized loincloth and,
muscles rippling, held aloft his huge,
battered rune sword, a silhouette set
against t he  blood-cr imson sky i n
melodramatic defiance to the satan-
ic enchanter  who had stained the
fighter's soul wi th his critical, pes-
simistic, black tongue.

At Colon's tattered leather boots
lay the  remnants o f  the  Penni te

. .
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Letters real ly are the
bizzo. What o th er

form  of communication

can express such a vast range
of emotions? None,  that's what.

army, scattered in undignifi ed heaps
of shredded flesh. As the ice of mid•
winter mingled with the dark, stink-
ing blood, the impressive image was
shattered as -Colon slipped and fell
awkwardly. ' 'Ohh,  bugger  i t , " he
cursed, scrambling to his feet.

A short, cumbersome l imp later,
he reached the Snotfirrith Fortress
and scaled its high walls. Any other
fool woul d have used the door  but
you've got to be dramatic, haven't
you? The aging warrior now trudged
through the dejected trash that lit-
tered the floor with a rising sense of
nausea. Amongst  t h e  hal f-eaten
hunks o f  r otten meat  l ay human
waste, discarded, rusted weapons
and, worst of all, an original copy of
Robotron. But it was at the sight of a
really bad version of Asteroids that
Colon retched violently.

At length,  he reached a corridor
with lit torches. Judging by the pun-
gent stench, he decided he had no
wish to find out the source of fuel
the torches used. The corridor was
perhaps in a worse state than the
rest of  this sad, neglected fortress
and Col on was begi nni ng t o feel
sorry for whatever foul creature lay
at the end of the corridor. As his ears
strained, he heard a pathetic whinge-
ing, a kind of deranged, pleading sob
and he knew he had reached his long
journey's end.

An ancient door stood before him
chased with intricate symbols which,
Colon couldn't help noticing, bore a
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resemblance t o
those Space Invader bad

guys. I t s  des ign  w a s  a  n i c e
enough o n e  b u t  t o o  archaic  and
basic f o r  Colon's  lik ing.  I ts  damp,
louse-ridden f rame gave way  easily
to t h e  v et eran fi ght er ' s  power f u l
arms. The room bey ond was  fi lled
wit h fi lth,  Boxes and boxes o f  sad
Shit games  that  people are always
nostalgic about  but  are alt ogether
pretty bloody  c rap when you play
them nowadays, all smeared in some
form of  viscous, mucoid drool.
A s o r r o wf u l  w h i m p e r  b r o u g h t
Colon's gaz e ov er t o  a  c rumpled
lump of  rags and unwas hed fl esh,
tucked away in the corner, forgotten,
like a dir t y  secret. I t  c lutched July's
issue of The One. Heresy, how dare it
profane the holy  pages of  The One
wit h its poisoned words  (or vvrods!).
In disgus t ,  Co lon  rais ed h is  r une
sword w h i c h  b o r e  t h e  s imp le ,
inscribed legend 'Amiga'  and ended
elderly Gary  Penn's  useless, p i t i f u l
life. The sent ient  rune sword chuck-
led. It would live forever.

Stephen &oyes,
Cleveland.

I 'd try and ref rain f rom reading the
WIP intros, i f  I were you, Stephen.

"I 'VE  G O T  N O  GE NI -
TALS SOCCER"
Dear The One,
Not  being an Amiga owner,  I  k now
lit t le about  its 'ware'  being hard or
soft, b u t  my  l i t t le brot her on  t he
other hand spends hours  a day  in
f ront  of  the screen. What  he is doing
is beyond me.

In your reply to Scott Donnison's
letter, you advised him to get  a life,
but do y our readers have lives? I n
five years you hope to have writ ten a
book — what  on? I ' m sure all you
people know about  is controlling lit-
t le men wi t h  super-human abilit ies
around a screen. Is this escapism? I
think so.My brother is probably typi-
cal of all your readers and therefore
the 'Git  of the Month'  Award should
be occupied by pictures of  them. And
I 'm sure that  you think your at tempt
at sarcastic wi t  is  f unny  when you
respond t o  t h e  ' G i t '  let ters ,  b u t
unfortunately for you y ou won' t  win
any medals for it.

Plus, I notice there is a game called
Sensible Soccer. No, no, no. Sensible
Soccer is played on a football pitch.
The game Sensible Soccer should be
called 'I 've Got No Genitals Soccer'.

Plus, o n  t he  cover o f  y our July
issue, you said t hat  ins ide are ' t he
hottest reviews'.  I suspect they are
hot only because you arid your read-

6

ers have been rubbing t hem all
over y ou r  nak ed bodies .  Wel l ,

nothing wrong wit h that  — comput-
er users have got  to get  their satis-
fact ion somewhere,  haven't  they?

As an alternat ive to using Amigas,
I suggest that you t ry to fi t in a good
book n o w and again,  and  a good
walk can do no end of  good. Perhaps
if you have enough people,  may  I
suggest a game of  'Twister'.

Save t rees .  S t op  p r in t ing  y o u r
g magaz ine.

Yours reasonably sincerely,
Ray V. Gloss,

Newbury.

Stop print ing your what  magazine?
Falling? Flowing? Feeling? Fan-tas-
tic? Please explain.

"NEIL JACK FROM
FIFE! KEEP WRITING"
Neil Jack f rom Fife! Keep Writ ing!

The Bogieman,
The Netherlands.

What  exactly are you t ry ing to say?

"PLEASE SEND A
M AP  OF BRITAIN TO
CHINNY HILL"

Dear The One,
I'm writ ing,  as a t rue blue Scotsman,
about  t he 'English Comment at ors '
Fever' which seems to have infected
the computer games software indus-
try at  the moment .

Having spent  f our years work ing
in England,  I got  rather annoyed at
having to listen to the commentators
bragging about  how "ut t erly  world
class" t he i r  lit t le football teams are.
Now t hat  I 'm back in Scot land I ' m
shocked t o discover that  the biased
v iew has affected the sof tware com-
panies also. Sierra Soccer, for exam-
ple — why the hell are England there
amongst  t h e  ' qua l i f y ing '  t eams ,
when there are no other. 'non-quali-
fy ing' teams? Wh y  was  i t  t hat  t he
two demos of Sierra Soccer I saw had
England vs. Hol land ( t hat  mat c h! )
and England (again) vs. Republic  of
Ireland? Of course, the typical English
response would  be t hat  everybody
loves the English.

To further enhance the problem,
Premier Manager 2 has some Scot-
tish sides available for friendlies and
European matches.  Al l  classed as
"Very Good * * * * * ".  This includes
Glasgow Rangers  wh o  beat  Leeds
(twice) during their unbeaten Euro-
pean Cup run in 92/93.

The last straw, and the one which
prompted this  let ter,  was  t he fi f t h
part of  your Sensible World of Soccer
feature. Screenshots showing buy-
ing/selling players have this:

Barnes (Eng), Walters (Eng), Rush
(Wal), Baggio (Ita), Hendry  (Eng)???

Try t el l ing t hat  t o  Colin Hendry
when he's  defending f or  Scotland.
Can w e  expect  t o  see: Gascoigne
(Scot) in the fi nal game?

Please, Sensi, sort all the errors out
before publishing t he game.  I lov e
Sensible Soccer, and I 'm really look-
ing f orward t o  SW05, bu t  I ' ll t hink
twice about  buy ing i t  i f  it 's  f ull o f
Pro-English bugs!

By the way, if  I win a prize (which
I won't ),  don't  send it  to me. Instead,
send a map of  Britain to Chinny Hill
to remind him it 's not  all English.

Brian Hendrie,
St Andrews.

Chinny Hill? 1 hope you're not  talking
about  Sir James Hill, knowledgeable
football commentator and all-round
fashion and t rend setter. He's  ou r
hero, you know.

"I  WOULDN'T
PUBLISH THAT IF I
WAS OCEAN"
Dear The One,
I would just  like to get  a f ew things
off my  chest (Probably some hairs, at
a guess — Simon].

Firstly, Sensible Soccer is rubbish,
it doesn' t  even c ome close t o  t he
realism of f ered by ,  say,  t h e  fi rs t
Manchester Un i t ed game o r  John
Barnes' Soccer.

Secondly, t hat  Kid Vic ious t hing
you prev iewed looks bloody rubbish,
I wo u l d n ' t  publ is h t h a t  i f  I  wa s
Ocean, I can tell you.

Thirdly, what  a load of  over-rated
t waddle Doom on t he PC is. I ,  f o r
one, am glad it 's not  coming ou
on the Amiga.

"PLEASE SEND THEM BACK TO ME "
Dear The One,
I've got  a problem here, now that
I have bought  y our magazine,  In
this magaz ine were t wo diskettes
wit h the game Empire Soccer, Sen-
sible Soccer Internat ional,  Out  to
Lunch and Quick but  I don' t  have
an Amiga I  have an PC. I f  these
games are also on  t he PC c an I
exchange these diskettes f or  t he
one which work  on the PC. Please
send them back to me, if  you have
the ones for the PC. Anyway your
magaz ine is very  good,  and  t he
answers off the competition were
easy:
(1) John Major, (2) 1066, (3) 1945
Mr (unintelligible scrawl -- Simon.]

Holland. i t

gig

L E T T E R S

Also, Heimdall 2 looks crap — my
three-year-old nephew could draw
better graphics than that.  Where's
the gameplay i n Cannon Fodder?
Could s o me o n e  p leas e  t e l l  m e
because I  c an' t  fi nd it .  And as f o r
Street Fighter 2, when oh when are
people going to realise it's a load of
badly programmed rubbish with dull
characters nobody cares about? And
it looks like it  was writ t en in BASIC
on a 48k Spectrum.

But enough of this! I  don't want
to be labelled as a 'Moaning Minnie'!
Let me take this opportunity  to thank
Psygnosis f o r  t h e  ex c el lent  Las t
Act ion Hero — at last a fi lm licence
wit h balls. It 's by far the best use of
a licence since the magnifi cent  Cool
World!  Any  chance of  LAH2? Also,
any news of a follow-up to Gremlin's
meistenNerk P l a n  9 ?  Nearly  t w o
years o n  a n d  I ' m s t i l l  s t ruggl ing
through this chuckle-fi lled challenge.
Excellent stuff!

Finally, c ould I  jus t  congratulate
you on a brilliant magazine, streets
ahead of  the competi tion.  I  was a
dedicated Amiga Force reader bu t
since its sad demise I feel The One
has lif ted its  mant le as undisputed
world Champion Amiga mag.  And I
know what  I 'm talk ing about.

Love,
M. Minny.

I think this is as good a place as any
to end  this  mont h's  delights .  Nex t
mont h we ' l l  be int roduc ing a n e w
section to the magaz ine where you
get  to ask us any quest ion you like
and we' l l  endeavour to discover the
answer. I t  can b e  on  any  subjec t
inc luding y e s !  — Amiga games so
get  s c ribbling t o  Ques t ions !  The
One, 30-32 Farringdon Lane, London

EC1R 3AU. And keep those let-
ters coming as well.

Erm c l o s e  t he  magaz ine f o r  a
second and peruse the cover for a
moment  o r  t wo.  Spo t  any t h ing
interes t ing? Yes, t hat ' s  r i gh t  —
The One Amiga.  Not  PC. Now take
a long, hard look at the disks and,
more specifically, t hat  bar down
the lef t -hand side of  them. Not ice
that it  says "Amiga".  Not  "PC". It's
easy to see how you got  the t wo
confused, a f t e r  all,  one  has  fi v e
let ters a n d  begins  w i t h  a n  ' A '
while t h e  o t h e r ,  e r ,  does n ' t .
Thanks f or  buy ing the magazine,
though,  me old Dutch
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the October 1993 issue. You w i th a ny  luck
know, the one with the God- w e l l  be bringing

awful cover. Hmm_._ not many — just y ou a full review in the
as I  suspected. Well, to  be honest next issue,
that's probably a good thing because B u t  to tide you over, and get you
in i t Ma tt previewed a  disturbing a l l  frothing at the mouth, Empire is
game called Dreamweb, which, to  offering you, our oh-so-lucky readers,
quote old sea-urchin gob "blew him th e  chance to win some brilliant UCI
away." Yes. c i n e m a  passes which entitle the win.

Thankfully. Mortal Kombat was ne r  and a friend to visit their nearest
hogging the headlines at the time, so UCI  cinema once a week for three
the pious MPs and other assorted do- months. So if you took a different
gooders missed 'Matt's Gallery of young lady friend every time then
Death' in which the sick journo print- you'd be able to get off with twelve
ed six pictures of his favourite death girls in the back row — all thanks toscenes from Dreamweb. We
could have got into a lot of
trouble with the authori-
ties had anyone respon-
sible seen the depraved
scenes of horror dotting
the pages, I can tell you.

You see, unlike most
games where a charac-
ter's demise is shown by a
flickering sprite, Dreamweb

OTHE DREAMERS
(A) Simon Byron

(B) Andy Nuttall
(C) Matt Broughton
(0) Harry Attrill
(E) Ryan from out of Dreamweb

THE DREAMS
(11) "I was on stage at Wembley
arena, in the middle of a hectic
charity gig. Bono and Jim Kerr and
Robert Smith and God were in the
front row screaming my name and
showing me their chests. They were
crying. Then three lovely young

Empire. Play you cards right arid f a n s  came up and stripped in front
you'll even be able to take o f  me, begging me to touch them.

the gorgeous girls from B u t  I was busy playing Settlers in
Empire to the flicks.., m y  pants, so I wouldn't."

So what do you have
to do to stand a chance ( 2 )  "I was sitting in a hairdressers
of winning a fab cinema a n d  there were loads of bald peo-
pass? Well, just match p i e  sat on plastic chairs around the

the five dreams to the five e d g e  of the room. I  was being
dreamers, pop the answers a tte nde d to by three top stylists

on a postcard or stuck-down w h o  were all cutting my hair at the
employs a slightly different method — envelope, and send it to: Dre-eeee-ee- s a m e  time. But my hair was grow-
namely, showing as much blood and earn... Dream, Dream, Dream, When- L
guts and brains and stuff as possible_ ever I Want You, All I Have To Do, Is
Which is a very good thing indeed, as Dre-ee-ee-ee-eam Compo, The One,
far as we're concerned. 3 0 - 3 2  Farringdon Lane, London EC1R
The game centres around a  bloke 3AU, to arrive here by no later than
called Ryan (played by you) whose aim 2 8 th September 1994. The first two
in life is to assassinate everyone he correct entries picked out of Jo's boots
believes has been influenced by the (you should see them') will each win

eponymous Dreamweb — a myste- a  pass enabling two people to visit
rious force which affects human their nearest UCI cinema once a week
behaviour. It all sounds like jolly fo r  three months. Great, eh?

ing so quickly
that as soon as
they'd trimmed it to
a short back and sides, it instantly
grew down to my bottom."

(3) "I was able to run and skip with-
out my knees seizing up with arthri-
tis. I was playing football with my
friends — but they were dressed in
black and white and their shorts
came down to  well below their
knees. Obviously. Also I  became
Sensi World Champion, annihilating
that git Simon 11-0 in the final"

(4) "Killing, death, blood, guts, gore,murder."

(5) "I was sitting in a pub drinking a
whole pint of beer and telling great
jokes. The entire world was gath-
ered around me, listening intently
and laughing as my hilarious punch.
lines were revealed. Then I bought
someone a half-of-lager. I was pop-
ukar. And English

- —  -  —  —  —

'par e UCt cinema complexes all over  th
you win you will be able to use your  vouc

at any of the exciting, wondrous locations listedbelow:

Clydebank, Sheffield, Dudley, Derby, Gateshead,
Mi l ton Keynes, West Thurrock, Bracknell

rr ington. High Wycombe, Poole, Swansea,
(London) East Kilbride, Telford, Pre-
II, Edinburgh,  Tal laght (Dublin),

Sutton, Por tsmouth and Lea Val-

CINEMAS
P4 EXPERIENCE
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"We're going to do a quiz," said Simon. "A test to sort the wheat  f rom the chaff, the
men f rom the boys, and the real programmers f rom the land of  the thick people." "But
who shall do it?" asked the heaving throng. "Andy Nuttall ,"  replied Simon, "because
he's a bit of a spanner head." And sure enough, he was.

The Lotus Tr ilogy.. .  great games, but  how  much does Shaun Southern.
the programmer ,  really know?

TH •  -  •

INTRODUCING--THE CONTESTANTS
We just luurve name-dropping here at The One. Dincey, Monty,  Bray-
brookey, um, Molyneuxey.. .  we really mix wi th the jet-set. However,
we realise that not everyone can be as great as us, and that's why
we've provided — just for  you — this exclusive team photo of the
Brainiest Prog hopefuls, taken at the entrance to the Quiz-chamber.

Back row, l e ft  to r ight: Jason Perkins, Shaun Southern,  Peter
Molyneux,  David Braben. Fr ont row, l eft to r ight: Michael
Montgom er y,  Andr ew Braybrook. m evlut Dinc, Simon Byron,
Archer MacLean, Julian Jameson (JooIs to his fi ends).
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types, they  must be  bl oody
clever, eh? Look at some of the

games around: Jimmy White's Snook-
er — now that Archer Maclean,  he

must be  pr etty intel l igent.  Then
there's Ki d Chaos — try to match

Shaun Southern in the brains
department and you'd come a
cropper, I 'l l  be  bound.  And
Populous 2  —  wel l ,  Peter
Molyneux must have a head

the size of a planet.

I I I I I P I P ' B u t  hang on, just how cleverare t' h e y ?  Do they really know as
much a bout  t he  Ami ga a s  thei r
games would suggest? Al though we
love them all, we don't  think some
of them are half as clever as they're
made out to be, and per-
haps i t's about  time
we exposed t he m
as t he  bunc h o f
thickies that  they
are. So, shunni ng
the obvious "does
anybody really care?"
thoughts,  w e  decided t o
put them to a test.  A quiz, in fact,
which we've tentatively ti tled the
'1994 Br ai ni est  Pr ogr ammer  i n
Britain', er, 'Quiz'.

To be fair, some of the would-be
'students' we asked to do the quiz
hadn't actual l y pr ogr ammed a n
Amiga f or  some years,  bu t  they

bravely agreed
to t a k e  pa r t
anyway. The
Great P e t e r
Molyneux, for

i nstance,
had n o

delusions at all about grandeur: "I'm
thick, you know.  Really. I  haven't
really done any 68000 stuff since
Populous 2."

Hold o n  a  mi nute!  Wha t 's  a
68000, then? Wel l ,  whi l e you'r e
reading this article you'l l  probably
come across a number of terms that
might seem a bit.  er, techie. We're
not goi ng t o  expl ai n t he m  —
indeed, we don't even understand
some o f  t he m  ourselves —  but
hopeful ly they w on' t  spoi l  y our
enjoyment as you witness Britain's
top programming talent quite liter-
ally squirming in their rickety exam-
ination chairs.

"Is it really technical? I'll be real-
ly bad at it, then. I 'm crap," predict-

ed Mev Dinc. Is this really
the •  man w h o

designed a nd c o-
wrote First Samu-
rai? A n d  h o w
about the up-and-

coming brilliance of
Puff 'N'  Tumbl e pr o-

grammer Jason Per ki ns?
Reduced to tatters under the threat
of The One's spotl ight,  i t  seems.
"Oh. I 've done nothing on the CD32
or the AGA chipset," he wailed as he
prepared for the first question.

Even Archer Maclean,  a veteran
programmer we should all recognise
for Dr opz one and Jimmy Whi te's
Snooker, became ner vous w he n
faced wi th our  questions.  "In the
past t w o years I 've had t o thi nk
about NES, GameBoy,  Master  Sys-
tem, Game Gear, ST, PC, Mega Drive,
SNES. Saturn, PSX. And the Amiga
to some extent because I  had t o

remaster Snooker. So you
an understand,  I 'm a bi t
usty!" Great Big Showoff.

Cast your eyes over the
page (metaphorically, not

physically) and you'll find the ten
fiendishly technical  questions
which make up the quiz in the
first column. If you feel that you

could be a part of the British pro-
gramming elite too,  then perhaps
you mi ght like to 'have a go' your-
self. Befor e y ou l ook  a t  t he
answers, j ot  down what  you
think. No peeking now.



F E A T

1) Wha t should re giste r de
conta iri if  trying to  open
the e r•p h ks.lib ra ry for an
Al2 0 0 -spe cific progra m!

R E

ANDY
BRAYBROOK

Er. I  need the  ve rsion numbe r. re a lly. You
try to  open the  ve rsion numbe r tha t you
need, a nd if  it  g o t  a  grea te r one  the n the
one you need you're  oka y. So,  on an Al2 0 0
you need a t le a st 39  in the re .

1 1

ARCHER
MACLEAN

Is this using the  ope ra ting system? I 've  never,
ever used the  ope ra ting syste m on an Amioa ,
The fi rst  thing I  do whe n I  write  a ny progra m
is t o  comple te ly chop it  out,  a nd use m y own
code. The ope ra ting syste re is imme nse ly ine f-
ficient,  a nd a ny good Amiga  progra mme r will
bypass it  comple te ly.

.
1
9

DAVID
BRABEN

Well tha t 's a stupid que stion! You're  proba -
bly looking fo r 39, because if  you ca ll it  with
34 or so,  it  would be  ba ckwa rdly-compa tible
with e a rlie r ma chine s. I f  you ca ll 31, wh ich
was the  origina l A1000, you 'd  be  a sking fo r
31 o r  above . I f  you go with  39, you're  a sking
for 39 or above,  to  it  won 't  wo rk on e a rlie r
machines.

(
.
1
1

,

2) Wha t is the  name o f  the
e xt .'  chip re side nt in the
Amiga  (_D32?

Erm, we ll,  it 's the  chunky or the  pla na r chip.
I t's proba bly got one  of these woma n's
names a s we ll. ha sn't it? Bridge t. perhaps?

: I I

Er, we ll it  w ill proba bly have some thing to  do
with pulling da ta  o f f  the  C O-. o f  it  could be  an
Fhte chip.

l b

Oh, it 's got lots o f  silly names. I  don't  think
it's a ctua lly an e xtra  chip - -  it 's just some
space the y had on a nothe r chip. I t 's the  piece
of ha rdwa re  tha t does 3 2 -bit da ta  conve rsion
into 32 pixe l va lue s. The y did give  I t  a  name,
but I  don 't  know wha t it  is.

I l l

3) H ow ma ny b it  plane
fe tch modes a re  there  on
an A5001600! And on an
Al2 0 0 ?

,  • Jan t , ..1 v

That's a t ricky one, because I  don't  know
what you mean b y "fe tch mode s.
-  i  w o u l dhave sa id 1, bu t  it  depends on my inte rpre -
ta tion of  the  que stion. On the  Al2 0 0  it
should, I  think,  be  4 .

2.1

Fetch modes? Wha t a re  you ta lking a bout  sca n
lines and stuff? We ll,  you ca n have  up to  five
bit planes on an A500, so pre suma bly the re  are
five._  oh,  you sa id modes. Ah,  we ll,  the re
would be  quite  a  fe w,  proba bly — and more
on a n Al2 0 0 . I  ke e p th inking ba ck to  the  da ys
of the  Ata ri 800, which wa s ve ry simila r to  the
Army, . — some of  the  chips had the  same
names, a nd some o f  the  ha rdwa re  i t  wa s .

pa rt
l
y 
rily 
d
u l  
•
g
n
e
d  
b
y  
J
a
y  
M
i
n
e
r
,  
w
h
o  
w
o
r
k
e
d  
n
-

the Amiga . D id you know that? s j

This could mean se ve ra l things. I t  could he
how the  ha rdwa re  fe tches,  o r how it  appears
to the  processor. The a nswe r's 1 on a n A500,
and... 2  on an Al2 0 0 . I  th ink.

111
4) Wha t is the  68000 V811
register? Wha t would it
conta in on an unexpended
A5001

The Ve ctor Base Registe r. On an old 68000
the tra ck ve ctors and stuff  have  to  be  a t
loca tion 0, but on a  68020 you can put  them
anywhere  you wa nt using the  VBR. So, d if -
ferent ta sks could have  a  comple te ly diffe r-
ern se t o f  ve ctors. The 68000 doe sn't have
one. be-cause it 's a  68020 re giste r.

I I

M t ?  Oh,  b lime y. I t  sounds like  some thino to
do w it h  buffe r control,  o r some thing. Ve rtica l
Blank Register? Oh, ha ng on,  it 's proba bly a
Vector Base thing,  isn 't  it? Like  on the  PC. you
can have  a fixe d offse t which a dds on to  a ll
the address commands. I t 's the re  for mult i-
tasking or multi- inte rrupt-type  syste ms.
Probably. I s tha t right? On an A500. it

would conta in the  va lue  0 . if  it  wa s thorn Aat a ll.

It's a re giste r in the  68010. 6E1020. 68030 a nd
68040 chips. I t 's ca lle d the  Ve ctor Base
Register, a nd it 's for storing the  position o f
hardware ve ctors which,  on the  68000, a re
a lways a l O. You ca n run a  la te r ve rsion of
this ope ra ting syste m on it ,  if  you're  running
with an acce lera tor ca rd.

n ' l l

5) H ow ma ny ha rdwa re
sprites C r. there  on an
Al2 0 0  and ASOO? List the
end•ElnIUM horizonta l size
of each sprite ,

. _ .i.

Right, we ll the y've  both got a  sprite s. On a n
A500 the y're  each 16  pixe ls wide ,  a nd on a n
Al2 0 0  the y can be  16, 32  or 6 4 .

11

8. I  th ink. Or are  the re  16? No — 8 . On the
Al2 0 0  — ooh,  32, I  re ckon. As for the  sizes, it  is
16 on an A500  — I  know tha t! —  and tha t's
probably the  same on an Al2 0 0 .

8 ors an A500,  a nd on the  Al2 0 0 ... wa it  a  sec-
ond. I  th ink it 's st ill IL but  I 'm not re a lly a
sprite  pe rson. The sizes? Proba bly 16  on a n
AS00, a nd I  don't  th ink tha t wa s improve d
for the  Al2 0 0 . I  d idn 't  re a lly t ry it,  though,
because I  only-use d it  for things like  mouse
pointers!

d i
s

61 Wha t does IDCMP
stand for?

Can I  just write  tha t down? 15ilence/ Erm... I
have no idea,

El
What is it,  like  an a cronym or something? Can
you give  me  a clue? Inte ra ctive  Data
Compression, Cr, Ratio? 2.1

Al'.. e rm,  I 've  heard it 's to do with  the  CO32. I
think it 's a  mne monic for one of
Commodore 's drive rs; I  ca n't think whe the r
it's for the  ba tte ry-ba cke d RAM or
for the  CO.

i l  Wha t does AGA stand
for?

Advanced Gra phics Archite cture .
111

Advanced Gra phics Ada ptor,  o r
something a

Advanced Gra phics... e rm,  e ithe r Ada ptor
or Archite cture . Archite cture . proba bly. •.1 1

L

B) On an A500, if  your dis-
play fe tch sta rt wa s se t to
528, h o w ma ny hardware
sprit .s would you be le f t
wan?

That's norma lly the  sort o f  thing I 'd look up
in the  ha rdwa re  manua l! With  538 you ge t
them a ll_  u m  i th ink you'd ge t a bout 5 .al

-

Ask Andy Bra ybrook! Wha te ve r he says will be
right. Hang on. wha t  WA,  the  que stion again?

g)
You'd st ill have  a ll 8 . I  don't  think S28 would
affect it .

,(21
9) H ow ma ny se ctors can
you squeeze out of  a  tra ck
on a  Du disk,  while  st ill
re ta ining a  reasonable
re lia bility?

Well,  a  sta nda rd Amiga  uses 11, bu t  I  think
you could proba bly push tha t up to  13  or
so.

211

I 'm an e xpe rt on th is subje ct on the  ST,
because I  ha d to  write  dire ct ly to  the  drive
control circuit . But on the  Amiga ? Oh,  a bout

10. I  would ima gine . E l

it depends on wha t kind o f  e rror you ca n tol-
state, I 'd guess a t 24 . Oh,  sorry — tha t's for
HD disks. I  th ink it 's 12 for the  PC. so it 's

probably 12 on the  Amiga  too. 1 1

10) Wha t is Enforce r used
for?

. . . i , aL • •  .

Oh, th is is one  o f  those  silly progra ms tha t
Commodore has for tra cking down bugs in
the ope ra ting syste m.)  th ink it  che cks to
see if  you've  made  a  write  to  a  low pa rt o f
memory,  o r some thing. it 's not some thing I
use.

4.11

Er. I 've  never heard o f  it .

/ t o

It de pe nds on wha t kind o f  e rror you ca n tol-
Crate. I 'd guess a t 24 . Oh. sorry — tha t's for
HD disks. I  th ink it 's 12  for the  PC, so it 's
proba bly 12 on the  Amiga  too. 3

Tie-breaker:
Who's be st. M a rio or
Conic?

.se poin is esealeble 1 1 1  •
. t rick Lue stioe

TOTAL SCORE: 1 6 / 2 3
Tie--breaker
Oh dear,  oh dear. M a rio 's ce rta inly got a
more illustrious career, ha sn't he? He 's been
around longer,  a nd he 's become a  supersta r
because o f  his fame,  a s opposed to  Sonic
who has been he a vily hype d. I  th ink M a rio's
door more ,  wha t  with  h is Ka rting a nd
Painting,  a nd he  wa s a round in the  arcades
origina lly... Sc,  M a rio,  the n.

TOTAL SCORE: 5 / 2 3
Tie-breaker:
Why don't lions a nd tige rs fight in the  wild?
The simple  a nswe r is because the y live  in d if •
ferent contine nts — a nd Sonic a nd M a rio are
the same. So n ic's huge  in Japan but  sma lle r in
the States,   while  ma rio•s the  othe r wa y a bout.
II pre sse d I 'd have  to  sa y tha t M a rio's the  be st.
because he 's the  fi rst  plumbe r to e ve r make
me swe a t — back in  the  da ys of Donke y Kong.

TOTAL SCORE: 1 4 / 2 3
Tie-breaker
Well,  tha t 's a  dre a dful que stion! [la ughs]. I
can th ink of  some rude  answers,  I 'll ha ve  to
say ne ither,  re a lly. I t s like  compa ring Tom
and Je rry and Bugs Bunny — tota lly irre le -
ca n t



FE A

JASON
PERKINS

JOOLS MEV
DINC

THE REAL
ANSWERS:

Ohhhh ... I  kn o w  t h is. dO sh o u ld  co n ta tn ...
the p o in t e r t o  t h e  n a m e  o f  t h e  g ra p h ics.lib ra ry
fi le . so  I l l  say,  e r,  0,  w h ich  Is t h e  d e f a u lt .

Good g r ie f ._  o h . I  d o n ' t  kn o w  a n yth tn g  a b o u t
the b lo o d y CO32 — it ' s p ro b a b ly th e  Obese
Supriehuge Agrass, o r  so m e th in g . I t  m u st  con -
t ro l t h e  CO d r ive . t h o u g h ,

I 'm n o t  su re . Erin ,  t h e re 's 1, I  t h in k. s a y  2
fo r t h e  Al2 0 0 .

Vert ica l Bla n k- ,  so m e th in g -o r-o th e r. No,  I 've  n o
idea.

M axim um  o n  an  A500  B .  On  t h e  Al2 0 0  t h e re
are 8  t o o . The m a x sizes a re  16 o n  t h e  A500,
and 64  o n  t h e  Al2 0 0 .

Ah, n o w  I  d o  Am igaDOS p ro g ra m m in g . I t 's t h e
Com m un ica t ions Message Port ,  w h ich  in  a  p ro -
gram is wh e re  I n t u it io n  t e lls yo u  t h a t  yo u 've
clicked  o n  an  ico n ,  a n d  t h in g s. So  I n t u it io n . e r,
Direct  Co m m u n ica t io n s Message Po rt ,

Advanced Gra p h ics Arch it e ct u re .

Oooh, e h .-  I  w o u ld  sa y yo u  w o u ld  o n ly lo se  1
Or 2 . Eit h e r I  o r  2 — oh ,  b lim e y,  1  a n d  a  h a lf !
No, I 'd  sa y 1, so  yo u 'd  b e  le f t  w it h  7 .

If yo u 've  g o t  80  t racks,  t h e n  yo u 'd  have  BOO
d ivid e d  b y 80  w h ich  w o u ld  be  10 . So, I  re cko n
you co u ld  p ro b a b ly squeeze 12  o u t  f a ir ly  co m -
forta bly.

Hmmm. En fo rce r?  Is it  f o r  CO32 st u f f ?  I ' l l  h a ve
to pass o n  t h a t  one .

TOTAL SCORE: 11 /23
I 'd l ike  t o  t h in k n e it h e r. Ru f f  Rodgers is f a r
superior,  because  he 's q u icke r than  Son ic,  a n d
sm arte r t h a n  M a rio .

[Roars w i t h  la u g h t e rj I s t h a t  t h e  cash re g is-
ter? A  t il l,  o r  so m e t h in g  — o n e  o f  those
th ings yo u  g e t  in  a  sh o p .

Oh, God ,  w h a t 's t h e  name o f  t h a t  f a m o u s
ch ip  sh o p  in  Grim sb y?  Oh  yes,  Al t  Barosey's
— I t s ca lle d an AB Ramsey,

The wh a t?  Ha, h a . Oh . a  co u p le  o f  m ill io n . I
wo u ld  h a ve  t h o u g h t . On  th e  1 2 0 0
1  O h ,  G o d ,there 's g o t  t o  be  m o re  t h a n  t h a t .

Oh, ye s,  t h e  o ld  VI M  re g ist e r. I  kn o w  th is__
Oh, Go d ... Olim e y,  t h is is l ike  Blo ckb u ste rs
now, isn ' t  it ?  "Oh ,  God,  I  ju st  kn o w  t h is
one ! " Oh,  ju st  sa y "a f t e r  n u m e ro u s rude
suggest ions,  h e  d id n ' t  have  a  clu e , "

3, a n d  a  q u a rt e r. An d  p ro b a b ly less on  a n
Al2 0 0 . ye a h . I  co u ld  sa y t h e  m a xim u m  sizes,
but i t ' s b o rin g ,  isn ' t  it ?  You  d o n ' t  d r in k
beer, d o  you?

No. I  h a ve n 't  g o t  a  clu e .

AGA, er,  no Idea, Aga in,

Fetch sta rt? I  don't  know — wha t's a  ha rd-
ware  sp rit e  again?

19J
I t e ll yo u  w h a t  — I ' ll t a ke  yo u  d o w n  t o  t h e
pub o n e  t im e ,  a n d  teach yo u  h o w  t o  d r in k. I
m igh t  e ve n  le t  yo u  h a ve  a  d ra w  o n  m y
ciga re t te s2J
Bloody he ll,  so m e  geezer's ju st  wa lke d  p a st
me a sking for business. Se riously! He 's got a
white  T .sh in  and a  bla ck wa istcoa t,  a nd he
said "Ha ve  you got a ny business,  love ?" a nd
now I 've  co m p le t e ly f o rg o t t e n  t h e  q u e st io n

TOTAL SCORE: 0 /23
Tie -breaker
Right, I 'm just  ge tting out of  the  ca r now,
and ch a sin g  a f t e r t h is g u y w it h  th e  w a ist -
co a t ...

Not a clu e . We  d o n ' t  use  the  o p e ra t in g  system ,
you see. Sha ll I  guess? Oka y,  the  address o f  the
parameter block,  I  suppose . Oh,  I  see — it 's a
number? Oh,  we ll I  don't  know,  then,

Okay, Sr., ,  pa ss. This isn't  going ve ry we ll. I s I t?

What a re  they?  Oh . f o r  f e t ch in g  t h e  b it  p la n e s.
I d o n ' t  kn o w  — 5? On  t h e  Al2 0 0  I 'd  say a n o th -
er 2  — 7

Erre. m u st  b e  so m e t h in g  t o  d o  w it h  V-Bla n k. I
suppose. Ve rt ica l Bla n kin g . On  an  uncimpanded
500? Oh,  p ro b a b ly 0, a t  a  guess.

Er... 8 . An d  o n  a  1200. e r., . 8 . Oh ,  Go d  — t h is is
ju st  l ike  b e in g  in  schoo l,  e xce p t  i t ' s worse ,  As
fo r t h e  sizes, I 'd  sa y t h e y w o u ld  b o t h  b e  th e
same — reS. We  h a rd ly use  h a rd wa re  sp rit e s,
though — t h e  o n ly t im e  I  re a lly used t h e m  wa s
fo r som e  m o ve s in  First  Sam ura i.

IDCM1
,0 
O h ,  
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n
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t  
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t
?

Someth ing  t h e y used  a s p a rt  o f  t h e  A600 — th e
cred it  ca rd -t yp e  t h in g .

Advanced Gra p h ics Arch it e ct u re . 11
01)...1 d o n ' t  kn o w  — 47

81 Oh ,  o u t  o f  a  t ra ck?  Er,  I  d o n ' t  kn o w .

Enforcer? Ne ve r heard  o f  i t .

Lei

TOTAL SCORE: 5 / 2 3
Tle -breaker

Er... M a rio Is b
e t t e r .  
b e c a u
s e  
h e '
s  
g o
t  
m o
r e

gamep lay. I  t h in k t h a t  Son ic wa s so m e t h in g
that  Sega h a d  t o  d o  t o  com pe te  w i t h  M a rio  -
to m a t ch  N in t e n d o 's success, They m ade  i t  d if -
ferent enough  f ro m  M a rio ,  w h ich  w a s a  b o ld
step, b u t  I  f e e l t h a t  M a rio  w in s o u t  in  t h e  end .

1) 3 9

2) M ike  lAcce pt planar,
ch u n ky o r  b yte -p e r-p ixe l f o r  1
p o in t )

3) 1 a n d  4

41) The Ve cto r Base Reg iste r
con ta ins t h e  base add ress o f
the 68000 e xce p t io n  ve ct o r
tab le  in  m e m o ry. N o t h in g
(trick que stion).

5) S
o n  
A l
2
0
0  
a
n
d  
A
5
0
0
.  
6
4

p ixe ls o n  Al2 0 0 . 16  p ixe ls o n
4500

6) I n t u it io n  D ire ct
Communica t ions Message Fo rt

3) Ad va n ce d  Gra p h ic
Arch itectu re

8) 5

9) 1 2

10) To  t ra p  ille g a l m e m o ry
accesses o f  a  code  w it h in  a
system

Tie-breaker:
Neither. We 'd accept BO A,
James Pond,  Zoo& Robocod,
Ruff Rodgers, Putty,  one  of
the cha racte rs f ro m
Dangerous Stree ts,  Hulk

0



oF E A T U R E

_..
1

MIKE
MONTGOMERY

PETER
MOLYNEUX -

SHAUN
SOUTHERN

l i  Wha t should re giste r dO
conta in if  t rying to  open
the gra phics.libra ry for an
Al2 0 0 -spe cific progra m

Points a va ila ble : 1

Oh, ems,  I 've  got no ide a . I  ne ve r use  the
opera ting system,  you see .

[
-
.
3

Well,  tha t 's a  tough one, isn 't  it? You get. Wha t
is it,  a  number? N ow. I  th ink; is tha t EFFI30, o r
lust DO? We ll,  it  should conta in the  numbe r of
pla ne s_  no, wa it ,  the  numbe r of colours tha t
you, e r... the  scre e n... no,  re ,  it 's nothing like
that, is it? Can we  come  ba ck to  tha t one?

[Later answers m "I re me mbe r the  3 1number 39  fro so rn e wh e re ."I

Err— le t 's sa y. pointe r to a  bot o f  te xt  on
GC... oh,  no. tha t 's the  wrong one  Oh ,  um,
le t's t ry 0  I la ughsl. I 've  never a ctua lly
opened the  gra phics libra ry!

 1 1 1

2) Wha t is the  name o f  the
extra  chip re side nt in the
Amiga  CO321

Points a va ila ble
- 3

,

What do you wa nt,  the  name? O h . I  don't
know. I  th ink it  controls the  CD— oh no.
wa il a  minute ! The (0 3 2 7  I t 's the  o n . tha t's
to ... e r... contro l the  bitpla ne s. I t  conve rts
them to  byte -pe r-pixe l. Li

n
j

[Confidently] Ah,  n o w i t s  the  pla na r chip.
What, tha t 's not the  name? Oh,  we ll,  it 's .
ca lle d... Bob.

11

Oh. Go d _  th ink o f  a  g irl's name. Le t's sa y
Susan.

 M

I

31 How ma ny b it  plane
fe tch modes are  the re  on
an A5080600? And on a n
Al2 0 0 ?

Points a va ila ble : 2

On a n Amiga  5001 1, There C r,  3 o r 4  on an
Al2 0 0 ,  bu t  which is it? I  th ink one  of  the
modes is the  same— oh. I 'll sa y 4 .

M

Bit plane  fe tch modes,  b it  planes fe tch
modes... H ow ma ny b it  plane  fe tch modes a re
the re ... hm m m ... About 4
1  A n d  
t h e r e  
a r e  
p r o b -

ably more  — there  could be  as ma ny as 6  or 8
— on the  Amiga  1200. I 'd ha ve  to sa y tha t I t s

proba bly... 3 . No,  8 . r i l l

Hmmas, the re  should only he  one . I  th ink
there a re  four on the  Al2 0 0 .

13

..

4) Wha t is the  68000 VBR
register? Wha t would it
conta in on an unexpanded
ASOO?

Points a va ila ble : 3

is it  some thing to  do with  video? VBR regis-
ter? Oh,  no — it 's the  Ve ctor Base thingum-
my_ The 68000 doe sn't ha ve  one, doe s it?

1 1 1

the Ve rtica l Bla nk Registe r. Proba bly. No. it
must be some thing to  do with  the  inte rrupts...
an inte rrupt mask,  o r some thing. Oh. I  kn o w
this one . I  can see the  pa ge ... No,  no — I  don't
mean lite ra lly,  I  mean in  m y mind's eye . Oh,
it s proba bly some  silly M otorola  name  like
Virtua l. o h ,  ha ng on,  it 's Vector,  o f  course_
Vector. Byt r  Register. No,  Base, yes,

Vector Base Registe r. And it  would con- 1tam.,  no th ing ,

I t's a Ve ctor Base Register,  but  the re
shouldn't be  one on the  68000. I t 's used to
change addresses without  ha ving to  change
the inte rrupts,  so you change whe re  the  base
of the m is.

1 1
,
5) H ow ma ny hardware
sprites are  the re  on an
Al2 0 0  a nd A5001 List the
ma ximum horizonta l size
of each sprite . pr„„ts.,•,ailabir -

Hardware sprites? S. On both_ Horizonta l —
tha t's width-wa ys,  right? There 's 1 6 .
3 2  o r64 On an A1100, a nd just 16  on the  A5 0 0 .

l i

There's a  ma ximum of  8  on the  500, a nd on the
1200_ 8  aga in. 1 6  pixe ls m a so n  the  SOO. a nd
64 on the  1200,

al
Eight on each. The ma ximum sizes are  64  on
an Al2 0 0 ,  a nd 16  on an A500,

Li)

.

6) Wha t does IDCMP stand
for?

Points a va ila bi
,

IDCMP? N e ve r heard o f  it . I t  must be  an ID
Compare number,  though. I  re ckon. ID-CMP.
see? I 've  used m y bra in.

g l

I D ... CMS'. l... don't ..,  know. I t  must sta nd for
Intuition. e rm,  some thing. I t  has to  be  a
Message Port,  a nd the  D must be for D ire ct.
The C . I  don't  know... Comms.

1 1

iSlie nce l... IDCMP? Er,  I  don't  know.

L9 1

7) Wha t doe s AGA stand
for?

Points a va ila ble : 1

A

AGA? Adva nce d Gra phics... [ long pause,
then a  quie t whispe r "Wha t does AGA stand
for, Steve?"] I  must a dmit. I  don't
know. Adva nce d Gra phics... um,
* gnus. I s tha t wrong? t

AGA? Should be  a n easy one . I t  must sta nd
for... we ll. I  kn o w tha t the  fi rst  one  stands for
Advanced, the  second one  must be
Graphic. a nd the  third roust be  ° o h _
G
A
d
r
a
p
h
t  
,

ral

Is it  Advanced Gra phics Adaptor? Some thing
like  that,  a nywa y.

l a

8) On an A500, if  your d i, '
play fe tch sta rt wa s se t to
$28, h o w ma ny ha rdwa re
sprites would you be  le ft
with?
Points ava ilable ,  2

That wa s Adva nce d Gra phics Arra y,  the  la st
one. Sorry,  wha t  wa s it? 28  heir? Can you
repeat the  question,  please? 287 G o d . I
hope you're  not going to  prin t  a ll o f  this.
Right, 28 . Can I  come  ba ck to  tha t Ono?

Rater a nswe rs 51 a l

Set a t $ 2 8 ' Erm,  oh,  ,  se t to  $28. I  thought you
meant, e rm... on the  Al2 0 0 ,  you sa id? On the
5007 We ll,  I d  have  to  sa y 6, the n

Ai
Five.

9) H ow ma ny sectors can
you squeeze out of  a tra ck
on a  DO disk w h ile  st ill,
re ta ining a  reasonable
re lia bility?
Pc.i.-t-, ., , ila b le •  7

Squeeze? You mean using the  ope ra ting
system? 82 . Oh, sorry,  you wa nte d sectors,
didn't you. We ll. re lia bly,  12 — but  unte li-
ably, a  lo t  more . . . .

I I I

Oh, we ll tha t 's a  b o n r of  contention,  isn 't  it?
On a  norma l OD disk? Urn. 1 0 .

M I

I 'll sa y 12, a s a  guess.

El
10) Wha t is Enforce r used
for?

Points a va ii.ible : 2

it's a  de bugging a id,  isn 't  it? F o r the  oper-
a ting syste m. I  th ink it  checks the  memory,
to see if  the  progra m's writ ing  outside  the
bounds o f  me mory.

2 1 --

Oh... oh,  it 's to  do with  ille ga l me mory reads
and write s,  to  stop ille ga l out-of-bounds
addressing.

2 1

'

I t's a  de bugging tool. I t 's used with  an W W I
to ma ke  sure  progra ms don't write  to areas
of me mory tha t the y shouldn't .

I I

Tie-breaker:
Who's best,  M a rio or
Sonic?

No points a va ila ble  — it 's
a t rick question,

TOTAL SCORE: 15/23
Tie•breakan
Mario or Sonic? Wh a t  the  he irs tha t got to
do w it h  the  Amiga ! [la ughs] I t 's ra the r a
difficult que stion to  answer,  tha t  one . I
think it  has to  be  M ario,  because it 's more
diverse t h e r e ' s  more  va ria tion in the
games, whe re a s Sonic's just  a  pla tforme r.
With M a rio you've  got M a rio Ka rt  M a rio
World a nd e ve rything,  so the re 's more  'rani-
e ty. Right,  wha t  d id  I  score?

•

TOTAL SCORE: 14 /23
Tie-breaker:
Well,  o f  course,  Sonic. Has to  be . I  mean,
M ario's a sodding plumber,  isn 't  he? I f we  go
back, a nd I  sa id to  you -
H e y ,  I ' v e  
g o t  
t h i s  
g r e a t

game, a nd it 's a bout th is plumbe r, " wha t
would you say? Some thing like  "Tha nks ve ry
much, you 'll be  ge tting 30  pe r ce nt!" M a rio
wins out on gameplay,  bu t  Sonic wins o n .-
we ll. origina lity,  I  guess. So the re  you go.

TOTAL SCORE: 15 /23
Tie-breaker:
Can I  sa y a nything? Okay,  we ll,  de finite ly
Sonic. A lot  o f  people  sa y tha t the  old games
are be tte r,  a nd tha t the  ga me pla y's more
importa nt. (  th ink the  gra phics a nd the
gameploy of  Sonic is the  b e st  a nd the  only
people who th ink M a rio 's be tte r w ill be  old
stick-in•the -muds who think Pong has the
best ga me pla y e ve r. Or some thing.

•



SIMON
BYRON PLACING CONTESTANT OVERALL MARK

ANDY EIRAYIP 7 0 0 :

2 SHAUN SOUTHERN 66% -411
2 MIKE MONTGOMERY 66%

DAVID BRABEN 61%
4 PETER MOLY NE UX 61%
6 JASON PERKINS 48%
7 SIMON BYRON 22%
7 MEV DINC 22%
7 ARCHER MACLE AN 22%
10 JOOLS 0%

THE REAL
ANSWERS:

You shouldn't open a nything on an Al2 0 0
unless you wa nt to  bre a k the  ke ys.

Oh God— Simon?

Three on a  standard A500, a nd four on a n
Al2 0 0 -

I t's whe re  you re giste r your VI M ,  68000 time s.
On a n unexpended 4.500 it  would conta in some
'things'.

here are  32  ha rdwa re  sprite s on an Al2 0 0 ,  16
on a n AS00_ The ma ximum horizonta l sizes a re
256 pixe ls and 16  pixe ls.

I D on't  Care. M a te y-Pa nts.

Advanced Gra phics Archite cture

A fe w le ss than if  it  wa s se t to  524. Do I  ge t
half a  ma rk for tha t?

12. Or more  O r  le s,

1
6
1

Keeping Edwa rd Woodwa rd in ga inful e mploy-
ment

1) 39

2) Akoko lAcce pt planar,  chunky or
byte -per•pixe l fo r 1 po in t )

3) 1 a nd 4

4) The Ve ctor Base Register conta ins
the base address of  the  68000 excep-
tion ve ctor ta ble  in  me mory. Nothing
(trick que stion)

5) 8  on Al2 0 0  and A500, 64  pixe ls on
Al2 0 0 ,  16  pixe ls on 4.500

6) I ntuit ion Dire ct
Communications Message Port

7) Adva nce d Gra phics Archite cture

8) 5

9) 12

10) To tra p ille -
gal me mory
accesses of a
code with in
a syste m

1 1 7
TOTAL SCORE: 5 /23
The-breaker
This que stion has been posed ma ny t ime s and the  a nswe r is not as clear-
cut as you ma y e xpe ct. Although the  M a rio games are  undoubte dly
infinite ly more  pla ya ble  tha n the  Sonic games. Sega 's hedgehog scores
with its be a utiful gra phics and fa st-moving pla tform a ction. Of  course,
the Sonic games have  been accused col be ing too samey a n d  th is is true
— but the  same can be  sa id a bout a ny sequel (a pa rt from Robocop 3, o f
course). So to  crit icise  it  fo r me re ly a dding ne w le ve ls and slight ly twe a k-
ing a  fe w ga mitpla y e lements is unfa ir. The thing to  remember,  though,  is
that both characters ha ve  had the  ma rke ting resources o f  multi-na tiona l
companies be hind them,  a nd a  huge  team o f  designers and progra mme rs
worke d toge the r to create  the  in-game fea tures a nd le ve l de signs. M ost
British pla tform games are  designed a nd progra mme d by re la tive ly
small teams,  me a ning tha t the y have  to  put in a  lo t  more  e ffort in orde r
to come up with  an e qua lly pla ya ble  game. In short,  the  a nswe r is ne i-
ther- Bu t  t ry fi t t ing  a ll th is te xt in to  your bloody stupid cha rt. You g it .

AND TODAY'S LUCKY WINNER IS...

S
o  
t
h
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r
e  
w
e  
h
a
v
e  
i
t
:  
A
n
d
y  
B
r
a
y
-

brook i s t he  Brainiest Pr o-
grammer in Britain 1994. Offi-

cial, l i ke .  A n d  w h a t  d i d  t h i s
newly-discovered deity have to say
for himself? "I 'm disgusted that I
only got  70%." Spoken like a true
professional, mate. "No, I 'm pleased,
really," he added,  "but it looks like
us programmers will have to do bet-
ter next time."

The fiendish questions uncovered
more than a  coupl e of  surprises.
Three, in fact. "22 per  cent? No —
you're kidding! 22 is my bad num-
ber," enthused Ar cher  Macl ean,
seemingly unabashed by his joint
7th place (alongside Simon, who is,
of course, a bi t of a spaz). "To start
off with, it was my school number,
and there are countless examples of
how 22 has been bad in my life. Duff
reviews of my games appearing on
page 22, clapped-out old cars with
the number 22 in the number plate.
Anyway, I 'm pleased that I  nearly
came last — I  woul d have rather
been last,  t o be  honest,  At  least
there's some honour there." What a
guy. What an ego.

And then there's the old stalwart
Mev Dinc
who, des-
pite ear ly

f o r m ,
lacked t h e

i m m e di a t e
k n o w l e d g e

necessary to get
a g o o d  m a r k :

"Well, considering
I ha v e n' t  r eal l y
, pr ogr ammed an

Amiga s i n c e
First Samurai,"
he said, "I must

be happy wi th
seventh." Ahh h.

Shaun South-
ern's r unner -up status

F E A T U R E °

didn't come as too much of a sur-
prise, because he had just complet-
ed both the A500 and Al 200  ver-
sions of Kid Chaos — so he should
know the Amiga inside-out,  really.
In fad,  we thought he had original-
ly won the competition, but he was
relegated to a last-minute second
place after Harry taught me how to
add up.  "I 'm real ly gl ad I  di dn't
come fi r s t , "  h e  c om m e nt e d,
"because I 'm not sure I could have
handled that." Phew!

Mike Montgomery,  joining Shaun
in second place, could hardly contain
his joy: "Brilliant!" yelled the Chaos
Engine programmer. "Good fun. I 'm
not doing much programming from
now on, though; more management
stuff than anything. so it was good
fun, really." David Braben, though,
had di ffer ent ideas: "They wer e
interesting questions,  but  I  thi nk
they were a bit too specific. It would
have b e e n  G e t t e r  I f  t h e y ' d
approached a broader range of top-
ics." O000h hoity-toity!

"I 'm very happy with that, " said
sixth-placed Jason Perkins. "It's quite
interesting to see Simon up there,
When I saw him before he was talk-
ing a bout  gett i ng i nto pr ogr am-
ming, and this means he could prob-
ably do i t.  And teach m e  a  f e w
things, I reckon, because it seems I
need it,"

We did try phoning Sensible Jools
for a comment,  but  his Cel lphone
was "switched off." Presumably he
was dr owni ng his sorrows having
picked up a speeding ticket just two
days ago,  after  collecting his new
blue Porsche the day before. Git. So
the last wor d,  then,  must  go t o
Simon, who took the quiz merely to
"add a bit of comedy" and to make
up the numbers, but ended up with
the biggest surprise: a respectable
tie with Archer and Mev. "Good," he
said. I thank you. CO

THE QUESTION MASTERS:
Thanks to the fol lowing for setting the
questions (and so you know who to blame
if any of the answers are wrong):

Kenny Grant •  Toby Simpson •
Will Bell •  Craig Howard •

Simon Leggett

rn



Magnetic Fields uses a
bit out of Wagner's

'The Ring' for its
title music. The same
piece was used in the

movie Excalibur,
which is about King
Arthur and a magic
sword. Some prats

claim Arthur was
Welsh — just like

Andy Nuttall. Join our
Rarebit as he fails to

lcut the mustard',
with a cheesy line in

questioning featuring
more tenuous connec-

tions than RaiItrack
on a Wednesday

morning.
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noon in Llandudno, a thriving
seaside resort in North Wales.

The scene: a  smal l -but-perfectly-
formed watering hole called The Cot-
tage. Ar ound a table of said publ ic
house si t five blokes — well ,  four
blokes and me, at least. As Mr  Chip.
the quartet produced C64 and Vic-20
games at  the rdte of roughly one a
month, and then in 1988 they set up
Magnetic Fields and started making
games for the Amiga.

Having created the Lotus trilogy for
Ciremlin, Magneti c Fields has now
turned to the platform genre with Kid
Chaos, released thr ough Ocean. So
wi thout further ado, ladies and gen-
tlemen, I give you Doug Braisby, who

I X  o w n s  the lot; Shaun Southern, who
programs m o s t  o f  t h e  games;

0  A n d r e w  Morris, who draws pictures;
and Peter Liggett,  who designs the

LI-I .  l e v e l s  and tests the games for bugs.

0

11111111111111

As Mt Chip, what sort of games were
you releasing?
Doug: Mr  Chip was set up for  8-bit
machines, so that we could publish
games ourselves. I originally bought
a Vic-20, and there was a lad I knew
who was writing databases and stuff
like that We launched Mr Chip with a
few of his utilities - -  which weren't as
good as w e  thought  a t  the  time.
There was a bug in every one. So we
learned quickly that games were the
tning to get into.  And that's how I
met Shaun.

0  I think the first one was Jackpot,

wasn't i t ? O n  t h e  Vic-20.  I
iemember, because I thought it

was brilliant — later on, Shaun did a
C64 version. but  even though it had
better graphics and stuff, the Vic ver-
sion still played really well.

Some o f  t he  Vi c-20 games wer e
amazing — considering they were in
3.5K of memory.
Shaun: Yeah, they were very good.
Jeff Minter's Gridrunner, and Attack
of the  Mut a nt  Camels a nd
things. They  wer e gr eat
games. I  recently made
up a video of some of I  w o u l d n ' t
my earlier games, and m i n d  d o i n gsome of  them were
awful! Especially the
ones I  d i d  w i t h
scrolling messages on
them —  t ha nk i ng
Radio 1  a n d  S t e v e
Wright a nd stuff,  •and
saying that  I  l iked such-
and-such a band.

We know a few people, like Gary
Penn, who still maintain that games
aren't as good as they used to be
(yeah, don't we know it? — Simon],
Well, some of  them were all r ight,
with decent ideas, but they were no
way better  than the ones you get
today. Incidentally, I  know a bi t of
hot, juicy gossip about Gary Penn, if
you're interested...

Please, tell us more...
Shaun: Gremlin invited a load of pen-
pie down to a racing thing in Brands
Hatch as a promotion for Lotus. Any-
way, we all had a go in the cars, but
Gary couldn't fit in his... (much snig-
gering ensues].

Ah. Say no more.
Shaun: Mi c he l a nge l o

actually thought  of
the name. I think.

He worked wi th
us at  the time.
Doug: Mi chel -
angelo Pinani ,
his name was.
A bloke of Ital-
ian extr acti on,

obviously. Mr, yes
Andr ew Wiens o f  course].
Magneti c Fields

Where did the name Magnetic Fields
come from?
Doug: When we moved into 16-bit, in
about 1988. we thought it was about
time we had a more sort of up-mar-
ket name.
Andrew: And we were quite big Jean-
Michel Jarre fans at the time.

another rac-
ing game to

be honest

He w a s n' t  a  gr aphi c
artist, by any chance? (You git,

Andy — Simon).
Andrew: No,  he was a programmer.
Doug: There's a cracking crew calling
themselves Magneti c Fields too.  I
think. Now and again we get phone
calls asking if we've cracked certain
games —  but  I  won't  tel l  you our
answers to them! I think now they're
starting to release PD stuff, still call-
ing themselves the same name!

What games have you done so far on
the Magnetic Fields label?
Doug: Er, Super Scramble, then Super
Cars, then Lotus / .  Then Super Cars 2,
then Lotus 2. And then, um, Lotus 3.
Kid Chaos is the latest.

Is Kid Chaos the first program you've
done for an Amiga 1200?
Shaun: Specifically, yes. It's the same
code as  the  A500,  a nd t he  same
gameplay — it's just the colours that
are different, really. It's the first game
we've had to invent a storyline for —
up to now It's always been "race your
Lotus around the track." (laughs]

Was Kid Chaos as difficult to create
as it looks?
Shaun: Um, yes. Very, very difficult.
There are only four  colours in the
background, and eight in the fore-
ground. W e  actual ly change t he
colour palette on each line to give the
impression of a lot of colours — but
there ar e  never  mor e  t ha n f our
colours in the background.
Doug: In some ways the game would
have done better if we'd finished it a
year ago.
Andrew: Yeah. When we first started
designing K i d .  S oni c  h a d  j us t
appeared on the Mega Drive. If we'd
put it out within a year of that, in the
days even befor e Zoo!,  t he n w e
would have had something pretty
original on our hands.

Are you big fans of Sonic?
Shaun: Yeah. We like Sonic /  and 2,
and especially Sonic 3. Some of the
graphics and levels work together so
well — they're great games.
Andrew: I don't think we could really
compete with Sonic. Remember, the
development t e a m s  be hi nd t h e
9ames are huge; and of course the
Mega Drive's very good at doing that
sort of game anyway.



Sort of Sono, Clayton, Mullen and The Edge

- -
Magnetic Fields... (L to R), Andrew Morris, Peter Liggett, Doug Braisby and
Shaun Southern. The Quarry Men?

The
band's
next protect is
a concept album.

Do you miss programming the small
machines?
Shaun: I  t hink  Trailblazer,  t he fi rs t
game we did for  Gremlin, was an
example of  a game which worked
really well on that format, If we tried
it on an Amiga it would be difficult
to d o  i t  t he  same way. - so t he
chances are i t would be slower. We
used to write games on the 64 for
the 64, because that's what the 64
was good at. And because the limi-
tations were always being broken,
effectively, people kept coming up
with original ideas — and that's what
I miss most.

Do you feel that you pushed the 64
pretty hard, then?
Doug: Speaking as a non-program-
mer, I  think that they did. We had
reviews o f  Trailblazer and Cosmic
Causeway which basically said "you
can't do that on the 64."
Andrew: Mi nd you,  they say that
with the Amiga — three years ago,
some bloke will have said that cer-
tain games were pushing the Amiga
to i ts limits, but  then somebody

always comes along and pushes i t
even further.

Does Ki d Chaos pushes the Amiga
SOO as far as it will go, then?
Andrew: I t  woul d be  har d t o d o
much more, wouldn't it, Shaun?
Shaun: For that type of game, yeah.
To get the number  of colours in the
background, technically I don't think
you could go any further on the 600.
If we were writing the 1200 version
from scratch we'd be able to make it
better —  m o r e  col our s,  e v e n
smoother scrolling and so on.  As it
was, the 1200 version was a bit of an
afterthought,  a nd  i t  woul d have
meant far  too much wor k i f  we'd
wanted to go back to actually change
any of the levels.
Doug: I  think someone's bound to
come along and push the Al200 fur-
ther — but the life of it is question-
able now,  i sn't  i t? I t 's a  shame,
because it's a lovely machine.

After w ha t  you've done  w i th a n
A500, what do you think of similar
games which appear on the Al 200
with a single layer of parallax?
Shaun: We usually laugh, to be hon-
est. I 've seen a lot of Al  200-specific
games which have a parallax back-
ground, and I think our  A500 game
beats it. [Andrew makes a 'swelling
head' gesture to Shaun here.] A lot of
it's to do wi th the way the Amiga
1200 works. The only thing which is
any faster, apart from the processor,
is the screen fetch. If you want more
colours then you have to put more
data down,  but the blitter's no faster
at all. (Oh yes, I see — Simon.)

Will you be converting Kid Chaos to
any other platforms?
Shaun: We  used t o convert to the
Atari, but  there's no way we could
put Kid on it even i f we wanted to.
We couldn't do i t on anything else
either, really. Er, basically because I

don't know how! (see page 21 for
the awful truth).
Doug: Ocean has mentioned the new
formats t o  us,  because i t's real ly
interested in them. I  think the first
thing to do is to have a holiday, and
then see what happens.
Shaun: Maybe we'll dream up some
idea on a beach somewhere. Any-
thing's possible, realty.
Doug: The  other  t w o  lads,  na v e
Makin and Lug& have been working
on a game called Crystal Dragon for
a couple of years. It's a Dungeons ft
Dragons type of game. We're actual-
ly looking for  a  publ isher  a t  t he
moment, because i t's onl y a bout
three months from completion,

Is Crystal Dragon another  technical
masterpiece?
Andrew: It should be everything you
want from that type of  game, but
wi thout real ly breaking a ny  ne w
ground. It's all done very well.
Shaun: It's kind of along the WICK of
Eye of  the Beholder, but  there's a lot
more i n there.  I t's technically very
good, because t he  game doesn't
slow down when there are loads of
enemies on-screen •  a  pr obl em
which dogged Beholder.

Is it flick-screen, or smooth-scrolling
like Doom on the PC?
Shaun: It's flick-screen I  don't think
it would be possible to do something
like Doom on the Amiga. Certainly
not on a normal Amicia y o u ' d  have
to fiddle it a bit.  I don't  even think
you'd be able to get anywhere near it
on a 4000.  I t's a lot to do wi th the
way the screen's written To write a
bit of data to the screen you have to
write one byte on the PC, but on an
Amiga you have to write eight.

What about using the CD32, with its
fab conversion chip?
Shaun: Well, that would help a lot i t
would be interesting to try, because
most PC games of that type use sim-
ilar routines — it would he really slow
on a normal  Ami ga •  but  maybe
that new chip would make it faster

It's rumoured that whi le you were
doing Lotus you really wanted to get
away and do something else. Now
you've written a platfornser, do you
still have any urges to cover another
genre?
Shaun: A shoot-'em-up, I guess I 've
always wanted to do one of them
Andrew: I  don' t  know; I  woul de
mind doing another racing game, to
be honest. When I was drawing Kid
Chaos I  was constantly thinking to
myself "maybe drawing racing cars
wasn't so bad after all."

We'd like to say 'Thanks' to the r r o l t
Orrne Copper  Mines,  Llandudno
for the fan-tastic look ing holes in
the ground.  So, er, thanks.



P R O F E S S I O N A L

FOOTBALL MASTERS
Oute -
s in
p ly  
t h
e  
b e
7 l
o =
l A
i  
m t
l
e e
l
t
i l
l
i
n t
e r i
t  
g
a
m
e  
f
o
r  
y
o
u
r  
c
o
m
p
u
t
e
r

We have served thousands of Wished customers dieing our 4 years of
finding Over 10,000 man hours (during 5 yeas) has been dedicuted to
the production of this constantly improving game It is one of the most
realistic and accurate reimesentations of a professional football managers
mimed chelkeme to latterly out wit and coquet every opponent
Managers 1 to 4 Human pioyers, Ratings, Performance statistics, sock
mid oilers 3 Difficulty levels, Manoger of the mod and season
melded, Pooh, Pod oily team in any &neon to begm with
League & Cup Premier 22 teams, Division 1,2 & 3 here 24 teams,
Play-offs, Tables 1 Cup competitions with precise nries (2 legs, extra
time, away goal lute, seeded dims, European (up tables, 5 subs,
nondomeste player restrictions etc.), finalist mute to glory
.Gaines Youty fixture/pievious list, Week fixtures/results, Results ham
Previous meeting with opponent (goes bock up to 6 seasons)
EASY TO PLAY Animated
Wrestling game , -

• 1 Dbetedoversortest,
• White or coloured clothing.
• Three Dirket grounds
• Load/Save game Skill levels,
• Computer/Human ptayers
ANIMATED ACTION
• Sound Commentoy
• Olga signals.
• All the strokes cut, pull, drive, etc
• Appeals, dropped catches, sun outs.
• Bouncers, wides and no bolls.

Joystick or Mouse
1 or 2 players

Wepid gup Gpicket M&OtePS
A fantastic grophkol and/or tactical representation of (ticket that has
been completely written by a tioditional foe You can physically
pone:mote with batting and/or bowlmg on leave it to the computer to
mittomatiolly boodle See full feature list below e
GkME OPTIONS S T A T I S T I C S

• Scorecard & bowling analysis
• Weather ond ground reports
• Wagon Wheel
• Monhottoi Ont.
PLAYER VARIETY
• Rated on 8 slosh& laden
• Left and right hooded ployers
• Range of batting types.
• Editor to amend game slats.
a Bowler types include seam,
swing, change and both types of
spin with 8 speed levels.

1 1 1 1
,
4 0 • 1
1 1 1 1

RI HOLY CONTROLS
• Icon driven with point & click
• forge 30 scrolling screen
covering the entire playing am
• Mouse controls bowlers
length, direction field settings
• Joystick control of batsman's
attack level, strokes and
running between wickets
VARIABLE CONDITIONS
• Sedace and pace of pitch
• Ram, bad light, doud cover,
temperotule and humidity.

If

48 HOUR DISPATCH
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Sea,
2MD. England
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np i r  STABLE I / 1AP MASTERS w
This gall re has been aesigned to oe as dose to real 'Loring cs pees,bie,
Five years of development by a clever racing expert has led to the
second revision of this Flat Horse Racing Simulation.
Up to 4 players can participate as Owner Trainers with the primary
objective of becoming the top rated troiner, in respect of prize morme
won, or the end of each racing season (March to November). There
are up to 3S other intelligently controlled computer trainers to compete
against and compare your personal perfoimoke.
To achieve this aim you must discover a potential champion and 0001
them so that they become capable of competing well and winning any
of Me 41 big prize motley races (Handicap and Group). eq. The Derby
To Ow you an idea of the tools provided in this game to assist you
reaching your objective we hove listed the main features below:-
• 250 horses each with over 60 independent variables.
• 26 different race comes (2 all weethel, real life characteristics
mirroring the diversity of recmourses in the UK (descriptions provided).

PLAY BY MAII Service Noe Avuriauk:

L

[layers: Real life statistics reflecting the stud of 93/94 season with
'eat positions, height, age Live weer market, Context & wage
itgonations. Pretend foot (left/right/both), loons, tripes, Training,
Special talents, Trainees, Goalkeepers (separate skill categories),
Detenders, Midfielders, Attackers & Utility, Retirements, hemp
transfers, Unhappy players, Top 10 Hot shots
.Team Training, Tactics (15 different styles), Aggression, Formation
allows specific player field settings (Left winger, Sweeper etc )
Club Sponsorship, Ground improvements, View opponent, lances
The Match - Real time scoreboard repotting goals & 'mums yellow/red
cards, Sound effects, Interventions permitted at any time to
change tactics, formations and make subs. Physical graphical penally
participation (optional) Over 80 different referees.
Niel Fast load/save, Printer access, 20 Options to set various
game mimeos, Instruction took, Easy to ploy, Tedinwol support
Plus Over 100 Whet meticulous refinements ompossitie to list here
Editor Cows you to amend various items in saved games_ i12 Eta
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CRICKET MASTERS
This is a purely managerial cricket manager gome that concentrates .yi
strategy and includes plenty of relevant statistics, Tine game has been
designed and developed by a tree Ian of the spoil. It replicates everything
that a real manager has to contend with and it's a totally uesque
production that anyone with an interest in Cricket should experience.
A surnnenty of the main features is shown
• AXA EQUITY & LAW 18 league county teems, SO overs per game.
• 4 (up competitions including Bensoe & Hedges, Not West.
• 20 different match umpires with °tante names and Oldness.
• Accunee player details Suiname, height and age.
• 21 diffeient player attributes. Most skills have a direct impact on the
effectiveness of ere!' individuals echoes during a simulated match_
• Eas
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• Botteg clod bowling averages. Top batting and bowling tables.
• 3 Different training intensities to boost batting, bowling or fielding.
• Weather, pitch and light often make an impact oil pond condition
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• 20 Jockeys ivito vary in ubiliry one ribeeig icce, Or •
• Formbook and Win Summary Cords cover the previous_
• Animated race display on -
lus t t h e  
r e s u l t .  
V i e w  
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• Very informative report by fleod stable lad. Tipsters. Bookmakers.
• Racecards similar to racing mess. Real life. Handicaps & Race Types.
• Viruses, Injuries & Vets. Load/Save game. Many other items included.
Version 1 is ovailableupon regoest (Simple training & betting) © i15.

i. k

COMPUTER

NAME

• Full match highlights let yor,
watch the artier' ball by ball with
full graphics arid/or realist(
sampled sound effects for
significant events (Fours, Umpire
decisions, etc.>. Interventions are
permitted at any time to change betting tactics or fielding plocings.
• 3 Boning/Bowling classifications (Normal, Attack arid Defend).
• Choice of IS different hell ptociegs,
• Full scorecard results with best bolting and bowling figures.
• Other stiff (Physio, Groundkeeper, Scout) con be hired and fink
• Annual league fixtures listing. Current week and last league results.
• View current cup competition draws and historic records.
• Reel time transfer market. Player contract and warp negotiations.
• Sponsors. Printer access, Finances, Poor ground lines, Manager rating.
• 15 Options to otter game preferences, Load/Save game.
• Instruction book with plenty of examples.
• Plus many more fine detests that we are unable to list here
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- • 1 0 4  wins out of 166, as hem 2/'6 to 1/9/93,
this program tells you exactly what to do. You are NOT

omitted to amend our system unlike so many other similar programs.
How confident can you be in something that invites amendments!

seorch & Devc Ice.. • Three years full time mice analysis and
experimeatetion to refit* end test the prediction system.
Inside Knowledge Plenty of unique hires from contacts in the kerre
User Friendly : No racing knowledge required, easy to use, tutorial book
Restricted Soles As soon as our programs predictions have a atoll(
impact an time betting odds we wit stop meriting new buyers.
' Updates Highly recommended option. If any update fails to
break even well send the next one free of charge. From i2S.
Pili i Incense Highly likely. Bey now beim success farces increase.

All—„ s7, 4
— DESCRIPTIONLT- LT,

Professional Football PAasters V4
P F,M. Editor V4
Stable Masters V2
Oracle Horse Tipstet (RRP 99.95)
(ticket Masters
World Cup Cricket Masters
Wrestling Masters
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1210
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19_95'
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CAUTI-
W O R K  IN
PROGR -SS

Here we are again folks, and
what a line up we have for
you! Fourteen pages quite lit-
erally packed with sausages,
eggs, bacon, chips,
mushrooms, and a fried slice
(or two). Hmm, make mine
extra crispy please. Come on,
let's have a long and lovely
sniff at this month's
cholesterol-packed plateful of
lightly sautéed hopefuls.

Andy m d r u m ,  the Welsh lad is a bore, we sent him down to
Sales Curve, to l ook at Cyberwar. The soundtrack's qui te orgasmic, the
graphics are fantastic, but never mind how great it is, Andy's still a.,, er,..
pioniter. 1 1  i t ' s  ui t e  a p i e c e ) .  Damn!

Matt's C t h e  lad now has no car, he walked round to Team
17, to look at ATR Er.. something something something, la de da de da, I
wish I hadn't  started this, oh look I wear  a bra (I think that's enough

— Simon). Oh well, never mind.

Prepare y o u r  pan s w u n g ,  as Black Legend appears,
as if by magic, wi th a surpri f a m i l i a r  box of footbal l  boots.  Matt
Broughton starts off quite outraged, but ends up quite excited. Wonder-
ing what '  •_,  •  • W e l l  turn to page 34 now!

CD32 o n o g  themselves into a bi t of a frenzy, and I
know 'cause I've seen Gremlin's forthcoming puzzle-arcade-adventure-thing
release. Of course if you want to know everything there is to know, you'll
need to talk to that Nuttall  chap. What's that? You say you don't want to
talk to him ever? Fair enough — just read this two page WiP then.
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pool we know as Team 17. (holatty, have you been drinking again? — Harry)
If conquest is your game, and you enjoy a touch of ye olde arcade sec-
tions an all,  you could find this right up your fenetre.„

1.11111111t

s of D t a k e  Andy Nuttall  firmly by the er... bits, and sta-
ple his trousers to the middle of the road, The naughty japesters then pro-
duce a new racing game,  and take turns to run him over. Wi th fab fun
like this on offer, you might be tempted to ignore his WiP, but have a heart,
the tragic taff is on his knees, a beggin' you please — so have a read.

PHERICA O R L D S
IL'S DOOM

EATH MASQUE
SUPER LOOP

am, the s a r e  clear ag s i n g  a song
of cheer again, Mini WiPs are here again. Erm... I don't actually know how
the next bit goes, but if I did, I would have carried that on unti l  I 'd used
up all the space available to me. Oh look, I already have!
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W O R K  I N  P R O G R E S S

E x t rac t  f rom the int roduct ion to
Cyberwar:  "This  is the Military
Centre, deep below V.g where

everything is far beyond classified. He
had des t royed all  t he copies o f  his
work  t o prev ent  i t  f a l l ing in t o  t he
wrong hands, bu t  this is where t he
originals were sent and these are def-
initely  the wrong hands. Huge doors
shimmer in the wall ahead of us, beck-
oning, menacing. Is this reality, or is it
v irt ual? He c an' t  remember ,  i t  a l l
seems like such a long t ime ago, and
none o f  it  wi l l  mat t er a damn i f  he
can't fi nd the programs. Far behind, a
glint  o f  gold in t he dark. Cyberjobe
looms out  of  the shadows and watch-
es Angelo enter the fi rst  level. I t  has
begun. " Hmmm. . .

"Cyberwar isn't  a big game.  It 's a
really big game. " It seems that  Sales
Curv e I n t e r a c t i v e ' s  C r e a t i v e
Development Manager, Fergus McNeill,
is something of a comedian. "We con-
sidered releasing a hard drive-instal-
lable version for people with 1800Mb
hard drives, but  there didn' t  seem t o
be much demand. " See what  I mean?

A f t e r  t h e  s u c c e s s  o f  T h e
Lawnmower Man, as a feature fi lm and
a computer game,  it 's  not  surpris ing
to see both media spawning sequels. If
I remember right, as the final minutes
of the fi lm ticked away, the viewer was
treated t o a breathtak ing display of
computer-generated graphics as the
virtual character Cyberjobe hacked and
cracked at his terminal in the vain hope
of saving his Cyberbacon. The very end
saw the laboratory which housed the
VR terminals explode — but not before
Cyberjobe could escape f rom the net,
of  c ours e.  I  me a n ,  w h a t  w o u l d
Lawnmower Man 2 (called Jobe's War,
incidentally) be wit hout  the friendly,
easy-going lobe (who loves children
and going to parties. Allegedly)?

And, as VR mimics real-life, so com-
put er games  mimic  t he b ig screen.
Naturally  a s imi lar  f at e befalls  t he
computer game-based Cyberjobe (or
CyberCyberjobe, as he prefers t o be
known),  and the scene is set f or the
potent ially  blockbus t ing Cyberwar.
"Doctor Angelo [the hero f rom the first
fi lm, who created Cyberjobe as a sort
of futurist ic Frankenstein's monster —
Token Film Buff ]  has turned his back
on the corrupted VSI corporat ion and
its unethical research," Fergus explains.

Just t o let  you know,  the VSI corp
. originally employed the good Doctor
to research into VR — but after  his

,experiments wi th Jobe went wrong,
Cyberjobe took control of the entire
corporation, twisting i t towards his
own, evil, ends. Grin. Back to Fergus
again: "Doctor  Angelo is forced to
return to the VSI HQ when he finds
that duplicates of his Cyberlearning

1 , program are in use. He jacks into VR,and secretly enters VSI's central com-
puter network, intent on seeking

Out his code and destroying it.
However, he finds more than he

You see, this Cyberjobe isn't the same
Cyberjobe f rom the first fi lm. This is a
new mutant  strain of  the code which
forms the New Improved Cyberiobe

probably), who is being developed
for the military.

"Now Doctor Angelo must  fi nd a
route through the military net, avoid-
ing or defeat ing Cyberjobe and his
new henchmen, unt il he finally reach-
es the central core of the virtual world

(Below):"On the Monor ai l , " says
Fergus, "Angelo leaps onto a
Cyberbike (nice name — Simon) and
powers out across the landscape on
a networ k of rail tracks. Twisting
and tur ning like a (twisty-
turny thing? — Simon)
nightmare roller coaster
you must steer  Angelo
thr ough the course,
avoiding obstacles,"
And, erm, here's a
picture of Angelo
wi th a gun.

bargained for when he encounters a
duplicate Cyberjobe."

CYBERSAUSAGES

and destroy the astonishingly power-
ful Omega chip."-

So there you have it. The story for
the sequel to a game which, chances
are, you never played. You see, t he
original Lawnmower Man game was
planned for the CD32 — and, indeed,
the COIN/ before it  — but  the game
just didn't show up. Instead i t was
released for the PC CD-ROM, a sub-
ject on whi ch Cohn Brown,  Sales
Curve's Operations Manager ,  is an
exper t:  " Af t e r  t he  scene w i t h
Cyberjobe trying to leave the virtual
complex, like the one towards the end
of the first film, Carla and Peter get
dr agged i nto vi r tual  real i ty and
become encased i n Cyber  Stasis
Spheres [eh? — Simon]. Your mission
in the PC CD-ROM game was to com-
plete all the puzzles and get through
from start to finish in one piece in

(Above): Full  graphic cut sequences thr ow  the vir tual  Doctor
Angelo into the di ffer ent sub-games. Here he descends on a

cyber l i ft into the depths of the Shoot Out game, in a dark.
gloomy basement complex, Aaaargh!

(Circle): Scattered thr oughout the gam e are thinly-vei led refer-
ences to sci-fi films, Here you can see 1V426, which is the num ber

of  the Nostr om o ship in Al ien (of course); elsewhere you'l l  fi nd 1'W(
1138, which is the name of George Lucas's first fi lm. "The guys have
an absolute passion for s c i
-
fi  fi l m s , "  
e x p l a i n s  
c o l i n .  
i n  
D e a t
h

Machine (we've just bought the game r ights),  the characters
are all called after  sci-fi directors w i th the names put back-
to-front.  So there's Cameron James. Scott Ridley etc."

PROJECT,  Cyberwar
PUBLI SHER: Sales Curve Interactive

DE V E LO P E R:  S CI  Southamp-
ton: Rob Henderson (Creative

Director); John Chasey (Technical
Development Manager); Fergus
McNeill (Creative Development
Manager). Er, and assorted artists
and programmers, apparently.
I NMAT E D:  December 1994
RELEASE: November 1994

order to free them from the spheres
and get  them back to reality.

"In Cy berwar  it 's  only  y ou t hat
returns. The fi rs t  game ended wi t h
'To be continued... ',  and it's left open
— y o u  d o n ' t  a c t u a l l y  d e s t r o y
Cyberjobe. You see him t rapped up
in a network of, er, trees or tentacles
or whatever, but he's not physically
destroyed. In Cyberwar you go back
in to finish him off, but  this t ime he's
prepared himself  wit h hi-tech arma-
ments and stuff like that. Again, you
have t o go t hrough a series of  puz-
zles to get to him and fi nally destroy
him for good. "

Despite Cyberwar's new, improved
storyline, t here are a number of  dis-
tinct, ah, similarities to the first game.
As Colin explains: "We've taken some
of the more successful levels f rom the
first game and built  upon them. We

di d s o m e
fairly extensive
mark et  research
wi t h  p e o p l e  w h o
bought  the product, and
f rom t hat  we  det ermined
exactly what  people liked."

An ex ample of  this  is  a level
from the first game called the Vortex
Bridge, where  you have t o cross a
bridge made f rom unstable hexagonal
platforms. The puzzle came in having
to work  your way  across the bridge
without  bumping into your invisible
computer opponent  who's  c oming
the ot her way.  "The Vortex  Bridge
level was  a b i t  l inear, " says Colin,
"because he [ the invisible git ]  tend-
ed t o f ol low your move. There were

"Bernie's this serpent like. er.
thing," reveals Colin. Glad that's
cleared up,  then.  "He's kind of an
end-of-level  baddie for  the Shoot
Out level. As the nam e suggests, i t
ends wi th a shoot out betw een
Bernie and you, endi ng up wi th one
of you being pepper ed."



only a certain number of ways to get
around it, which made it far too easy
to complete.

"In Cyberwar we have something
which is, to all intents and purposes,
still the Vortex Bridge, but all the plat-
forms are not  linked up:  When you
step on to one platform, only the plat-
forms in its immediate vic inity l ight
up. They  each have a certain code,
and f rom that  you have to work  out
t he c o mp l e t e  c ode  t o  t ak e  y ou
through that t ime around. Every t ime
you get  into the level there's a differ-
ent set-up, a dif ferent  pat tern to fol-
low — so it  becomes less of  a t rial-

illy clue
• oo  y  great

air of shears-
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and-error puzzle, The chances of you
cracking it, then, are much lower.

CYBERFRIED SLICE

"The garneplay has been extended as
well, " Colin reckons. "Instead of being
hit and dying, then having to go back
to the beginning again, this t ime you
sustain damage.  Some of  the more
original and puzz ling games  have
been evolved — and t here wi l l  be
some really dramat ic  levels."

"Cyberwar has been designed t o
be much more 'controllable' than The
Lawnmower Man CO," adds Fergus.
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W O R K  I N  P R O G R E S S

"As we l l  as weight ing t he produc t
'towards action, we've also spent a lot
of t ime making the interactive mot ion
video more playable. The games now
f ea t u r e  d a ma g e  lev els ,  s pec ia l
weapons and pick-ups, combining to
create a myriad of  possibilit ies. Also
t he  us e r  i n t e r f a c e s  h a v e  b e e n
enhanced so they feellnore intuit ive:

"Graphically speaking, t he games
look very  dif f erent , " he cont inues.
"Cyberwar is designed solely for dou-
ble-speed CD drives which allows us
to achieve a higher quality of  graphi-
cal throughput . " So the graphics are
much better, then, Fergus? "Yes."

One of  the main crit icisms of  the
first game, it  seems, was that it was a
bit ,  wel l ,  short .  Ho w is this  t o  he
improved in Cyberwar? 'There were a
lot of  levels, but  we did have a lot  of
feedback which suggested that  they
weren't  long enough," explains Cohn,
honestly. "Especially the ones which
people really liked. To take the Cyber
Boogie level (or the fl y-through bit ,
fi lm-fans) as an example, there were
five of those in total in the first game,
but  the first t wo were maybe one or
t wo  minut es  long.  I n real i t y  t hey
should perhaps have been called sub-
levels, I suppose."

r•-•
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CARRY ON UP
THE CYBER
"In Cyberwar we're using three CDs,"
explains Fergus, "which effectively
means there is three times as much
scope for levels.1 don't exactly know
how the levels will end up, but there
will certainly be a whole lot more. the
first game was very linear, in that you
completed one level and suddenly
whoosh! You'r e taken to the next
level w i t h o u t  much control over
where you go.  I n Cyberwar  you're
placed in a very real virtual world, if
that's not a contradiction in terms,
and when you come to the end of
each stage you choose where to go."

"When you cut out all the intros
and all the graphic sequences," adds
Cohn, "a person who knows what
he's doi ng woul d take roughly an
hour  and a hal f to compl ete the
game. " Er,  an hour  and a hal f?
Doesn't sound that  much t o me.
"Well, that's what I originally thought
too -  I sat down and one of the pro-
grammers told me that they'd worked
it out at an hour and a half. My reac-
tion was 'Don't  say that! ' But the
point is that  the time is for  solid
gameplay,  knowi ng exactly what
you're doing a n d  that's the same

CHARACTER ASSASSIN

L i ke in cartoons, the first stage in creating a scene in
Cyberwar is to make a sketch_ In true The One inves-
tigative journalism-type fashion, we've got hold of a few

of those sketches just for you. So you could look at them, cut them
out and stick them on your pillow, or maybe even blow them up on a
photocopier and affix them to your wall. Then you could boast to your
mates about "knowing the programmers," and they would believe you.

This is the virtual Doctor
Angelo in a fi ghting

frame taken front a
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. ;  w i t h  some ugly's face, his right fist is corn-
'. i n g  in for  the second round, and his knee.,.

I w e l l ,  the less said about that, the better.—
0
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Here are a couple of shots
of Bernie. the nice, cuddly
lizard-like thingummy
from the Shoot Out
game. In these three
early poses, you
can see that the
designers were try-
ing to make him
look hard. Notice
especially the huge
skull hanging by a

chain from his —
yes — nips. Ouch.

length as a feature film. We reckon
that when you buy the game it'll take
you a couple of weeks to crack it."

It doesn't take a genius to work
out that a game released on three
CDs is likely to be pricey. So how
much exactly will Cyberwar cost? "It
will probably retail at around L49.99,"
Colin reveals. "Between 140 and 150,
anyway. But i t will almost certainly
be a four-disk set, because we'll prob-
ably include an audio CD too.

"The one consistent thing review-
ers mentioned was the music," he
continues. "Steve Hillage did one of
the tracks in the  first game,  The
Entity, and we've signed him to do
five tracks for  Cyberwar," Hang
on, not the hippy bloke who
dredged out 'music' about
Salmon in the early 70s?
Er, yes,  appar entl y.
"He works with The
Orb and System 7
in fac t  h e  is,
essential ly,  The
Orb." Good grief.
"The musics all
techno-rave stuff,
all very applica-
ble to this type of
game." Weird.
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"Two players stand on ei ther
side of a vir tual wall, armed
wi th a cannon each," Colin
explains. "There's a hole in
the wall  — you set the angle
of trajectory and power ,  and
then fi re thr ough the hole to
hit your  opponent. "

The Logic Bridge is a bottomless chasm,
with "str ange" tiles suspended over  the

void. "Each one bears a shape and a
colour  code," says Fergus. "Angel o

must cross carefully, moving from
one tile to the next in the right

sequence. A mistake could have
dire consequences." Blimey

"The whole Shoot Out level involves you goi ng dow n in a l i ft,  and then
doors open to the left or  the r ight as you search for  the codes," says Colin,
"and you must tur n and shoot before you'r e destroyed."

6 .
-"The corridors which loin together  the sub-games was taken as an adapta-
tion of the Bees game from The Lawnm ower  Man CD," Colin reveals. "In i t
you had to lead a load of bees dow n a corr idor  into a tan,  which kills them,
and that's  basically the same here — hesi tate for  a moment,  and they'l l  get
you. There's a giant wasp lurking ar ound a corner, as well ." Cor.
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play wi th here. There's just too
much to tell — and though we

generally like to waste space wi th
some witty observation at this point
in the article, I feel compelled to 'just
get on with it', so, er„. here it is.

All Terrain Racing (AIR) came into
being after  the ECTS back in April,
when graphic artist and designer
Danny Burke (Body Blows series)
approached Martyn Brown of Team
17 w i th some ne w  ideas f or  a n

'obl ique-angle-viewed racing game.
Martyn said that  he had someone
available (namely Jamie Woodhouse,
programmer o f  Qwak)  w ho  was
working on a car game engine and
would probably be interested, After
about a month of to-ing and fro-ing
things really got going, and a scant
six months l ater  w e  l ook set t o
receive another Team 17 masterpiece
(not that we're biased!)

So, I ask Danny, what's your angle
with this?

"Well 'angle is qui te a key word
really, because you'l l  see from the
graphics that  we'r e changing the
perspective f r om t he  nor m w i t h
these sort of games. I don't know if
you remember a game called Techno
Cop, but  the game idea originally
was that you'd drive around in a car
for the futuristic police (or whatev-
er), drive up to buildings, get out of
the car, and then the screen would
change to show you as a sor t of
commando w ho's  goi ng t o  sor t

g
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people a fast
continuous

game.

Danny Burke, AIR's Graphic
artist and designer.

everything Out. This was scrapped in
favour of a straight racing game just
because t h e  deve l opment  t i m e
would have been more like a year,
and we didn't know if we could get
all t ha t  Onto t he  Ami ga wi thout
going onto tons of disks. Martin also
felt that the car angle was strong
enough to work on its own,"

As ATR is a Team 17 production,
there are bound to be a few com-
parisons wi th Overdrive purely as a
similar genr e —  w ha t  di d Danny
think of Overdrive?

"Personally, I  thought  the  pr o-
gramming and graphics were good,
but it could've done with a few more
cars in there,  and I  di dn't  like the
loading time much. I also wasn't too
keen on the fact that you had to col-
lect turbos to win the race."

And what about Skidmarks? "In
honesty, I  ha v e n' t  r eal l y b e e n
pressed to look at other things. I 've

With the World Cup
out of the way,the
software companies
seem to have left
the footy stadia and
homed in on the rac-
ing circuit. Mat t
Broughton pops the
bonnet and fiddles
pointlessly with  an
oily rag while he
takes a look at  Team
17's offering.

PROJECT: All Terrain Racing
PUBLISHER: Team 17

DEVELOPER: In-house: Jamie
Woodhouse (68000 code), Danny
Burke (graphic art/animation)

INITIATED: April 1994
RELEASE: October 1994

seen i t on Games Wor l d and stuff,
but it just looked like a fast moving
game, wi th the graphics not doing
much j u s t  bouncing all over the
place. Wi th ATR we're trying to get
everything in that's possible; the cars
will be flying everywhere, there'll be
huge jumps, when you go in water
there'll be splashes — that sort of
thing. It's running fast already and
there are qui te a lot of cars on the
track as well.

"The look of the game is its real
'special bit',  but to be qui te honest
Jamie is doi ng such a bri l l iant job
with the  playabil ity,  a nd wi th 50
frames and six cars, it's pretty good
before y ou a d d  t h e  i nter esti ng
graphics anyway.

"I think the most exciting thing I

Michael r ow the boat ashote, hal-
lelujah! Sec that l i ttle 'V  enier on,
the left,  that di es  something that
does. Yeah? Pretty radical h ?

W O R K  I N  P R O G R E S S
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Wow, look at that I n  the 'vital
gStrwo, you'll be able to buy wheels
for your house and race around in
the comfort of your'front room.
Probably_ Not,

did when I star ted was the angle.
but I 'm now  trying t o  make the
tracks all different and interesting. I
was worried about the angle of the
graphics, because even though they
looked really nice, I  wasn't sure i f
they'd play okay unti l  Jamie did a
demo and everything just seemed to
work." Magic eh?

With an AGA version fol lowing,
including such extras as parallax, col-

IRS
THAN MOST

lision animations, overhead clouds,
more cars on the track, and gener-
ally more crash bang and wal lop,
Team 17  looks (once again,  slurp,
slurp, slobber ) t o have a bi t  of  a
corker on its hands.

CHECK M Y SPEC!
A quick glance at the specifica-
tions for  ATR I s  more than
just your average racing game
bubbl ing away under neath:
full-screen scrolling, 50H2
update; 32 colours; six cars, six
di ffer ent backgrounds
(Space/Forestiltock Cavern...
etc); 38 maps in circuit race,
more in other  game modes;
bridges, tunnels,  ramps, jumps
etc; shadows on cars; collecta-
bles and track obstacles (ran-
dom posi tion or ientation);
obl ique-angle-3D projection on
graphics; smoke puffs,  skid
marks, water splashes etc on
cars dependi ng on terrain
details; minimal disk
access/loading times (no disk
swapping); three di ffer ent
vehicles wi th upgr adeable
steering, tur bo,  acceleration,
grip, tyres etc; stencil led vehi-
cles, so all CPU opponent cars
are di ffer ent colours;
intel l igent CPU opponents;
bum p 'n' collide action
between vehicles; tw o player
battle m ode (simultaneous
play); lap and time recorded.



S
i
W
O
R
K  
I
N  
P
R
O
G
R
E
S
S

V:al1277
1

rrb:,
1C

o
m
e  
o
n  
M
a
t
t
,
"  
c
a
l
l
e
d  
A
n
d
y
,

"Richard from Black Legend is
upstairs and he's got  some

great new games for us to look at."
"Oh brill!" shouted the enthusias-

tic staff writer, "I can't wait."
Matt and Andy raced up all four

flights of stairs and into the games
room, where Richard appeared to be
playing Sensible Soccer. "Oh you
kids," chuckled Andy, "Will you never
tire of this crazy football game?"

"Er, hello lads," answered Richard,
"This isn't Sensi, it's our new game"

Oh. I see...

ARE YOU SURE?
Yes indeedy folks,  no doubt  your
jaws are firmly stuck to the floor, but
the screenshots you'r e looking a t
aren't from the for thcoming Sensi-
ble World Of Soccer, but in fact from
Football Glory, a 'new'  produc t  f rom
out of Black Legend's Croatian office
— Croteam (Spherical Worlds, etc.).

Luckily for  me,  Richard Holmes,
Black Legend's Director, was
kind enough to pop round
before nicking off to Bar-
bados (spawney ge t ! ) ,
and explain the reasoning
behind thi s  'wer e  they
separated at bir th?' Sens,
looky-li key._

"Well, we're referring to the
game as Footbal l  Glory because we
really want the glory aspect of foot-
ball in there — it's got to be really
good t o watch.  The si tuation I 've
always i magi ned (and I  k now
'cause I 've played Sensi and
Kick Off to death myself) is
that if you have two peo-
ple playing in a tour na-
ment w i t h  c om put e r
opponents,  I  don't  want  \
the non-player to walk off
and get something from the
fridge or watch the telly. I want it
to be so exciting that the other guy
sits there and watches it."

Richard is hoping that this 'excite-
ment' will come from all aspects of
the game.  "At  the moment we've
got real l y s m oot h gamepl ay  —
you've got a lot more control  than
in other football games — and there
are a  l ot  of  new ideas coming i n
there to make, for instance, double
passes a lot easier. Also, there are

From the ashes of  the top left-hand bit  of the 'war- torn  former
Yugoslavia', comes a game that looks almost exactly like another
game. Mat t  Broughtonovic wonders why everyone in Croatia has a
name ending in 'itch'. Have they all got ants in their pants? Find
out as our sinisterly bearded reporter asks Black Legend some
inevitable questions.
PROJECT:  Footbal l  Glory

P UBLI S HE R:  Black Legend
DEVELOPER: Crotearn; Alen
ladavac, Admir Elezovic, Damir

Perovic (coding),  Tomislav Pongrac,
Tomislav Mucic, Admir Elezovic

(graphics), Marko Sekulic (sound).
I N I T I ATE D Apr i l  1993
RE LE ACF:  Christmas 1994

things like what we call the Power
Attack, which you see so often in the
World Cup,  wher e w he n you d o
something good,  y ou have  t ha t
opportunity to get that little bit extra

out of the situation. This would
give you a boost of maybe

half a  second or  so, but
would onl y  be  possible
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stances, when,  for  exam-
ple, a star player is in a par-

ticular position."
Black Legend has concentrat-

ed on the  player  animation,  wi th
eight or  ten frames for  a r unni ng
player, as opposed t o just two or
three, so that they step properly. In

fact, everything has more anima-
tion t ha n usual  —  tackles,

headers etc.  and even the
stretcher bearing medics.

"We've made it so that
they [ t he  medi cs] c a n
appear  from any of eight

directions on t he  screen,
not just one side. I think peo-

ple will appreciate detail like that,
and after  a month of playing it, will
still b e  fi ndi ng ani mati ons t ha t
they've not seen before.

"We don't  want anythi ng really
random, so we're looking at things
like, i f you stand in a certain place
and take  a  bicycle kick a t  goal ,
maybe then the hippy would appear
and get beaten-up by the fil th [see
the circle on the r ight hippy,  fact
fans]. So rather than things just hap-

may look like your  st i t i ,  but  wai t! What's this k  very
, iosely at one of the attack ,•,
i  i
,
,
, y e r s ,  a n d  
y o u ' l l  
s p o t  
a  
f u n n
y  : n
i n g .  
Y e
s  
-

legs! Ful ly functioning,  ful ly bendi ng limbs! Who'd have ever thought w e'd
see som ething like that on a chap so small. Hmtn,  I wonder  i f he has
huttocks? (Do things like that keep you awake at night? — Harry.).
pening, the players have to get them-
selves into specific posi tions to be
'rewarded'.  I t also leads to peopl e
exchanging information — I mean
football  action games are about the
most social games there are, but  it
gets peopl e  tal ki ng a bout  w h a t
they've seen and done."

REALISTIC BALLS
The first thing you'll notice about the
ball in Football  Glory is that it's influ-
enced by real calculations. This means
that you do get situations where if a
player gets in the way and can't con-
trol i t,  the ball will bounce off him
and go out  at the correct angle.  I t
works so well because it has been cal-
culated realistically. I can vouch for
this, because dur i ng a  qui ck test
game, I struck a real bender towards
the top left of the goal, and though
it hi t the woodwork,  because of the
spin I'd put on it, the ball zipped past
the back of the goalie and went in at
the far right of the goal. This strikes
you as a hell  of a lot more realistic
than anything we've seen before in
footy action games, even (dare I utter
such sacrilege 'n' blasphemy) Sensi_

"We've also included an i ndoor
pitch," offers Richard, "and this real-
ly adds somethi ng extra w he n i t
comes to the way the ball plays off
the walls with its lovely calculations,
I think another  point to highl ight is
the way the players behave. In Sensi
the people just stand around, in ours
they won't,  I  mean have you ever
seen a footbal l  match where some-
one's r unni ng ar ound and al l  the
other players are just standing there
useless? Of course not,  they should
move and react to whatever  you're
doing — and that's what you'll  get
with our  game. They don't  always
restrict themselves to a certain area.
Sometimes someone will give a pass
and then run parallel to you so that
you can do a double pass.

"We also want i t to be easier to
score more realistic goals. When you
shoot a flying header in Sensible Soc-
cer i ts like Christmas, because it's
just once every year, it's brilliant, and
you save it on disk. Now if you watch
real football, one in every three goals
is from a header  — we really want
that realism in there. I f it just hap-
pens to be that instead of the play-
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ers always kicking it  to you so that  it
lands a t  y ou r  f eet ,  s omet imes  i t
comes t o  y ou a t  ches t  he ight  o r
head height  (no one is pass perfect)
— t hen  you' ll react  in a t ot al ly  dif -
ferent  way . "

The Black legend team also spent
a f a i r  a mo u n t  o f  t i me  wa t c h ing
World Cup games  armed wi t h  pen
and paper 'sounds like hell! ) tak ing
down as many notes as possible.

"We've been  ma i n l y  analy s ing
Brazil's matches,  and you' l l  always

' s e e  t hem pass it  out  t o  t he fl anks
who  take it  down on their chest or
do something equally fancy, because
it builds  up confi dence."

Another area the team wanted to
change was the dead ball situations;
penalties, corners and f ree kicks. In
Football Glory, free kicks will
give a choice of indirect,
direct,  and  t hen  d i f -
ferent  c o n t r o l s .
Walk ing up t o  t he
kick y o u  c a n
choose h o w hard
you wa n t  to hit  it
and h o w  m u c h
precis ion d o  y o u
want  t o  l o s e  f o r

Programmer
himself has never

played Sensible
Soccer

applause, cheering.
drums,  a n d  ev en
explosions w h e n
people lob smoke
bombs  o n  t h e

pitch to celebrate a
really g o o d  g o a l !

sheer p o we r .  " W e  R i c h a r d  Holmes  W e ' r e  hav ing a bit  of
want  t o  i n t r o d u c e  B l
a c
k  L
e g e n
d  
t r o u b l e  
s o r t i
n g  
o u
t  
a

something f or  t he corner M e x i c a n  wav e,  b u t  we ' l l
kicks that  doesn't  go quite as far s e e .  I t hink  if  you receive cheers
as Sierra Soccer, wit h the dot ted line f o r  doing a nice pass, i t  aut omat i-
where you can basically place it  on c a l l y  mot ivates you to play bet t er—
his head, but  wit h some sort of  tar- s o  you' l l  always  go f or t he fanc ier
get ing box .  Also,  t he  players  wi l l  p l ay .  And you'll feel just ifi ably proud
come f orward in numbers  f or cor- i f  you accomplish it ,  because you' ll
ners or f ree kicks. Usually for a cor- rec eiv e the crowd's  applause."
ner you'd have six t o eight  players
in the box, not  just tvvo or three like S C R E E N  I N  S C R E E N
in mos t  other games," O n e  of  Football Glory 's unique tea-

Well, I've avoided the obvious line l u r e s ,  is a replay  box about  a s ixth
of ques t ioning,  but  cons idering I 'm o f  t he  sc reen s ize.  Th is  s hows  a
suddenly the sole representat ive for rep lay ,  double the usual size, of  the
the Sens i-lov ing readers hip,  i n c i d e n t s  wh ic h  lead t o  t he
er, is n' t  t his  jus t  Sens ible e v e n t s  current ly  on screen.
Soccer, r i p p e d  o f f ,  a n d  F o r  example,  if  there was

"No,  n o t  a t  a l l .  Th e  l  screen i s  s h o wi n g  t h ewi t h knobs on? (  a  f ou l ,  wh i l e  t he  ma i n
programmer hims elf  has d o c t o r s  coming on wit h a
never ever played Sensible s t r e t c h e r ,  up in the second
Soccer —  he's  nev er ev en V  box  y ou' l l  get  a z oomed-in
touched it. You think it looks like r e p l a y  of  how it  happened. "I t 's
Sensi because it ' s  16  by  16 pix el
sprites, n o t  32 b y  32.  He's  nev er
played it,  and that  gives him a fresh
approach, With the game design we
said, 'Okay, take a look at the other
ones', but  the programmer himself
hasn't  touched any thing else."

Richard doesn' t  seem part icular-
ly worried by the 'copycat, copycat,
s it t ing on the door-mat '  allegat ions
that  are bound t o  appear,  main ly
because he says they're not  trying to
copy Sensi.

"No one's  got  c opy right  on t he
size of  a l i t t le  man,  ot herwis e t he
Sensible people wou ld  hav e been

The ref's get t ing a bit  stroppy with
the  players for  not getti ng back

from the free kick, but  other  than
that,  the only thing w or th m ention-
ing here is the l i ttle skid marks left

after  particular ly harsh sliding tack
les. Croteam was or iginally planning

to make these skids affect the ball,
but in the end, er... they didn't.  You

can always trust The One to give you
the most factual  captions

sued by  t he programmers  o f  Lem-
mings. The nets tanother of  the par-
t icularly  er,  ' s imi lar '  f eatures ]  are
changing too,  t hey ' re going t o be
fully  animated so you see it  stretch
when the ball goes in. "

The game wil l  be fully  supported
by samples,  and t he CD32 vers ion
wi l l  f eat ure vocal c omment ary  as
well as cheering etc. ". . . it  really will
be like wat c hing it  on TV — some-

thing wit h a personal touch,
not  j u s t  ' pas s ,  pas s ,

pass'... I  t hink  t hat ' l l
T h e  a d d  a  l o t ,  w i t h

a sort of  screen-in-screen thing, wit h
t wo  separate events happening at
the same t ime — one of what 's  hap-
pening now,  and one of  something
nice. I f  the ball goes out  of  play,  i t
might  jus t  replay  a nice back-heel
pass you did a moment  ago — in the
same way  t he c omput er  needs t o
k now when you've done a f oul,  i t
also knows when you've done some-
thing nice."

With an on-screen ref, not  to men-
t ion all of  t he star player features,
this certainly does look to give Sensi
Wor ld Of  Soccer a f a i r  run f o r  it s
money. Wouldn' t  you say? •

W O R K  I N  P R O G R E S S

KICK OFF
I can't leave this compar ison thi ng alone, so just have a quick glance at
Sem i  (above) and then Footbal l  Glory (below).  In more than twelve words,
try and list the differences — and the ref doesn't count'

SWAP SHOP
We washed hal f of Harry's hair  in Sensible Soccer (r ight),  and the hal f in
new 'im pr oved' Footbal l  Glory ( l e ft) .  As you can see, the results were, or,
well, about the same really. Let's see now„ ,  well, the pi tch has str ipes that
go vertically rather  than hor izontally,  and or,.. yes, that's  about i t really. Of
course these are only graphic comparisons, and w ho can say how  di ffer ent
the actually garneplay will be? (To be honest,  the shadows go the other
way too,  but  I fl ipped the grabs for  dramatic effect!).
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Satan's not just there for the nasty things
in life, like a blocked drain or a red-hot
trident up the codlings. He's there
(with all his lit t le helpers, naturally)
to provide comedy and slapstick for
all eternity. Andy Nuttall goes
down to hell. For Pizza!!
EIROJECT:Litil Drill

PUBLISHER: Gremlin Graphics
•11••

1 NMATE D: July 1990
RELEASE: August 1994

contestants actually play the games
while they're on the telly. Apart  f rom
another smaller interact ive game for
French TV, Greml in I reland is n o w
onto bigger and bet ter things  — in
the shape o f  Li t i l  Div il,  o f  course.
Thankfully, even though I 'm ignorant
of the fi ner points of Lit il Divirs past.
Tommy  isn't ,  and he's  quit e happy
to talk  about  it.

"Gremlin Sheffield originally  start-
ed Lira DI M, " he says, in a li lt ing

Irish b r o g u e  ( wh i c h  ma d e  i t
bloody  d i f fi c u l t  t o  h e a r  h i m

DEVELOPER: Gremlin Ireland: Tommy Rolfe (pro-
gramming); Andy McCabe (programming); Phil Plunkett
(graphics); Aidan Walsh (animation);
Pat Phelan (music); Neil Biggin
(sound); Ado Carless (voices).

L a i l  Div i rs  been a long  t i me
coming.  N e x t  t o  D a v i d
Braben's Front ier,  it 's  proba-

bly the longes t -await ed game ever
— over four years in development  —
which is perhaps curious, because it's
a CD32 game.  I ' l l  s pare y ou  t h e
details of  t he c ircumstances whic h
stretched the creat ive process past
its us ual  l imit s ,  ma in ly  because I
don' t  know what  they were But  suf-
fice t o say t hat  Lit i l  Div a has been
work ed on  by  count less program- " M Y  W I F E ' S  I R I S H "
mers, art ists and musicians, some of O n e  of  t he original t eam members
wh o m only  stayed wi t h  the projec t  w a s  Heimdall  2 art is t  Jerr O'Carroll,
f or a short  while,  w h o  p r o d u c e d  t h e  p r e l i mi n a r y

One chap who has been work ing sket ches  for Mut t ,  along wi t h  some
on the game for most  of the last f ew o r ig ina l  artwork.  And if  you compare
years is Tommy  Rolfe,  a pro- H e i m d a l l  2  wi t h  t he  screen-
grammer at Gremlin Ire- s h o t s  around this  page,
land.  I t ' s  a  l i t t l e -  .  I ' m  sure you' ll agree

k nown f a c t  t h a t  I n  m y  t h a t  his  s t y le hasopinion,Gremlin Graphics  c a r r i e d  t h r o u g h .
has an Irish arm,  i t ' s  p r e t t y  M u t t ,  the main

as i t  w e r e  ( i t s  d a m n  g o o d .  c h a r a c t e r  i n  t hemain H Q  i s  i n  s t o r y ,  is one of  a
Sheffi eld),  b u t  i t  n u m b e r  o f  Div ils
does tend to keep a . . ,  w h o  l i v e  i n  t h e
l o w p r o fi l e  ( a n d  S t e v e  McKevit t ,  U n d e r w o r l d  ( q u i t e
given t hat  it s  prev ious  G r e m l i n  Graphics w h y  they're called Divils
games inc ludes  Plan 9 From a n d  not  Devils wi l l  bec ome
Outer Space, may be that 's  f or  t he c l e a r  later,  I 'm sure). "To s tart  wi t h
best. Sorry, lads. Had to ment ion it). t h e r e  we r e  fi v e d i f f erent  Mut t s , "

Unt il now,  the green Gremlin has rev eals  Tommy,  "all compet ing wit h
most ly  been concerned wit h writ ing e a c h  other to get  through five levels
games f o r  RTE Telev is ion.  No t  t he o f  Hell. We eventually decided that  it
phone-in games, but  ones where the w o u l d  be bet t er t o concent rate on

when I was  play ing the tape back, I
can tell you). "That  which must  have
been, oh, five years ago now.  It pro-
duced some art work ,  sketches and
things, and passed it  over to us "

just one character."
"Mut t ' s  a  s lug-a-bed, " explains

Steve McKevit t  of  Gremlin Sheffield.
"Div ils  s pend mo s t  o f  t he i r  t i me
sleeping, and so t he mos t  exc it ing
thing that  happens to them,  ever, is
sending out  for pizza."

Today is the meet ing of the 'Grand
Counc il o f  t he Anc ients ' ,  o r  s ome
such nonsense apparent ly ,  and t he
point  of  the lit t le get -together is t o
dec ide who ventures f ort h int o the
Ov erworld (above t he Underworld,
presumably) t o bring back the Mys-

"In one room you even have to play tennis against this McEnroe caricature,
says Tommy, -
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play " curely et-, you cannot he ser ious
,  " I ' m  a f r a i d  
s o . "

"The last r00 FYI in each level is a com bat room, wher e basital ty you have to
fi ght the end-of-levet guardian," explains Tommy. Thankful ly lit's more of a
true beat-'em -up style than a Dr agon's Lair  d o d g e
-
a n d - r u n  a f f a i r ,  " b u t  
i t ' s

not so di ffi cul t as to put off  puzz le-fans," he adds.



tic Pizza of Plenty. Er... what? "The
Pizza came in really late on in the
project," Tommy explains. "At  the
end of  the day we thought  'Well ,
where the heck is he (Mutt) trying to
get to?' and somebody came up with
the idea of a pizza. I don't know who
actually thought of it, though,"

"It was me, sadly,' admi ts Steve.
"I just thought 'what exciting stuff
could happen to Divils in the Under-
world?' and myself and the co-writ-
er Al an came up  w i th t he  pizza
thing." It was also Steve, seemingly,
who thought of calling it LW! Divil,
as opposed to Little Devil: "My wife's
Irish. you see, and she and her fami-
ly always say "Ooh, you litil divil" to
the kids, when they're naughty."

Aft, r ight — so let's recap: Mut t
has to run through the five levels of
Hell, to recover a Mystic pepperoni
with extra anchovies? That's about
the size of it —but,  cunningly, Hell is
disguised as the Labyrinth of Chaos
(poetic licence, anybody?). Each layer
of the Labyrinth is filled with a num-
ber of  rooms,  contai ni ng puzzles
which have to be solved before mov-
ing on to the next layer.

Al though the puzzle rooms are
mostly viewed from an isometric 3D
angle, the Labyrinth is first-person.
which means that you see Mutt from
behind as he  r uns fr om r oom t o
room. Most rooms can be entered at
any time,  whi ch makes the  game
pretty non-linear (a good thing) so if
you get stuck, you can happily move
on to another puzzle.

"The idea is to create this kind of
complex whi ch Mut t  has  t o  r un
around," explains Tommy. "There are
10 r ooms o n  each level : puz z l e
rooms, arcade-type rooms — differ-
ent genres to keep everybody happy.

"We tried to go for  as many dif-
ferent types of puzzle as possible,"
he continues.  "The  emphasis has
been on cartoon-style animation, so
it's fun to play. We want people to
get laughs from it. There's a lot of
depth to the game as well, though."

The puzzles are mainly dexterity
tests — where the onus is on timing
and a nimble use of the old joypad
to get you through.  There are some
logic puzzles, mazes and stuff, which
when you put  them al l  together ,
sound a bit Crystal Maze-ish, Was the
programme an influence, at all?

We do get The Crystal Maze over
here in Ireland," Tommy admits, "but
it wasn't a particular inspiration_ I
can see there is a certain similarity
wi th r unni ng ar ound and solving
puzzles in rooms. But there's a lot of
combat,  too — so occasionally you
have to beat somebody up or slay a
character in order to pass.

Litil Divil is seemingly a very big
game — indeed,  the graphics and
animations alone take up over 40Mb
of space on the CD. But was it always
meant for the little silver disc? "Orig-
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"Each level comes complete w i th a Lost ScOrs Room, containiag 1 1
0
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three statues," says Steve. "These are the tosils at the unsucens- 4
ful distils fr om  previous Pizza-collecting aillissions, and one of your  4
tasks is to rescue them. On each of the five levels, you need to 4 4collect three items which, when popped into the statues, frees
the wayward spir its." This, incidentally,  is a treasure room.

Al though it m ight not look l ike it, the Lava
Room is a 3 0  var iation of the old c o i n
-
op
Frogger .  ao you remember  the C64 version of
Frogger? Ft was Isometric 30,  and dam ned
impressive for  the time — and this is iust like It.
Except w i th a dog,  not a frog,

W O R K  I

inally Liti l  Divil was meant for  the
Super Famicom CD drive, way back
in 1990 or  1991." reveals Tommy.
"But it never materialised. So while
we were waiting around, we thought
it might be a good idea to start con-
verting it to the PC CD-ROM. After a
year or  so w e  realised tha t  we 'd
probably never see the Super Fami-
com CD, so we just went full steam
ahead with the PC version.

"So yeah. I suppose it was always
a CD product, al though we did bring
it out for PC floppy around Christmas
last year. That was basically the same
game — although obviously it didn't
have CD-quali ty music, and the ani-
mations were cut down. "

A CD CHARACTER
Well, I've been avoiding the question
up to now — but given that Litil Devil
has a  hear t  o f  comedy,  car toon
graphics, and it's basically CD-only,
is Gremlin afr ai d of  compar isons
with t he  dr eadful  Dr agon's Lai r
series? "No, not really," he counters.
"I've never  really played Dragon's
Lair, al though we do have Space Ace
which is quite similar. There are cer-
tain things which are comparable --
cartoony graphics, humour, that sort
of stuff — but Litil Divil has a much
stronger emphasis on gameplay. As
well as being fun,  we want to give
people a bi t of a challenge, and not
one which just involves twitching a
joystick from time to time."

Because a basic PC has a minimum
of 4Mb RAM, Tommy and the boys
are fi ndi ng the conversion t o
CD32 a l i ttle problematic.  "I
know the Amiga very well —
I've had one of my own for
some years." he explains.
"The main problem in con-
verting f r om t he  PC t o
CO32 i s t he  memor y —
just 2Mb of  Chip RAM in
the C D  machi ne.  That 's
quite a lot in real terms, but
we developed Litil Diva origi-
nally for a PC wi th a minimum
of 4Mb RAM. So you can see 2Mb
isn't really that much when you're
creating a  graphics-intensive pr o-
gram like LW! Divil.

"We recently converted Lib] Diva
for t he  CD-i  machine,  whi ch has
2.5Mb RAM, so we had already com-
pacted the data down to that level
— and for  the CD32 we just had to
go a l i ttle bi t fur ther .  So,  we had
already done most of the hard work
and i t was just a case of optimising
the compaction routines."

"The CD32 version is the four th
version," chips in Steve. "The boys
have developed it for the CD-i, the PC
floppy and the PC CD-ROM, and they
just keep getting better .  The CD32
version is wi thout a doubt the best
one. I t's an immense game, and in
my opinion, it's pretty damn good."
Oh Steve, you for ty tees.

A
N P R O G R E S S

Above, the Chess Ruom. "The wizard gives you
the evil eye," explains Steve, "qui te  literally,

because he actually rides i t ar ound the chess-
board after  you." And then the nasty ghost
comes in and tries to suck Mut t  into the
chessboard. Urgh.
Left: This is par t of level 1, called the
Swamp Room, wher e a series of rocks
alternately sink into the water .  "The mon-
ster eats you i f you hang ar ound," says
Steve. "so you'l l  need som ething to douse

his flames. In fact, i t m ight be a good idea
to visit the shop and buy something bucket-i f

T •  to';  a clue there som ewher .
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W h e n  I was, 000h, 14 or so,
I used to make regular trips
round to my 'mate's' house

in order to play on his computer. I
didn't like him very much, but feigning
friendship for a couple of hours a day
seemed a small price to pay for unre-
stricted access to his computer. A little
mercenary, I know, but I was young,
wide-eyed and reckless. Or was it spot-
ty, ugly and friendless? I always get the
two confused. Anyway...

A particular favourite of ours was
a Cinemaware game called Defender
of  the Crown. You could only get it
on disk (which my mum would never
buy me because we were too poor.
Indeed, we had to have our baths in
the outside toilet, often while other
members o f  m y  extended fami l y
emptied their bowels — if we were
lucky) and it was billed as an interac-
tive movie. Which of course it wasn't.

However, i t  was a bl oody good
game. It was basically a strategy affair
with a few arcade sections chucked in
for good measure, set during the days
of Robin Hood (Circa 1200 — history
fans — Harry). Your  ultimate aim, I
think, was to become King of England
and your successes and failures were

11111
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"if you've seen Gauntlet,  Chaos
Engine, Jurassic Park or, dare I say
Alien Breed, then you'll have a pret-
ty good idea of how the arcade sec-
tions will work," states Rico. "We
reckon that these arcade sections
will make up SO percent of the over-
all game — although you will be able
to skip them if you want to concen-
trate on strategy."

avi o n q u e r e d  the arc d e
genre, the team behind the
Alien Breed games has
decided to have a go at
writing a strategy game
an entirely different beast,
and one which has always
proved unpredictable. Simon
Byron asks some pretty
difficult questions...

---
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depicted b y  occasional  ani matE
scenes — hence the interactive mov
monicker. The best of these anim.
tions, though,  was the  one whi r
popped up whenever you came acro
a sultry young lady who you fancie•
marry ing.  It was  tasteful stuff:  you
view her  from behi nd as her  dre
slipped off and the two of you vvou
start indulging in a bi t of horizont
jousting in front of the fire. Of cours
you saw nothi ng naughty at all (
fact, I 'm sure I 've embell ished tF
events somewhat) but for young ho
blooded males like us it was the equi.
alent of flicking through, ahem, 'men's
interest' magazines.

The reason for  this embarrassing
reminiscing i s  Team 17 's  recently
announced epi c  enti t l ed Ki ng o f
Thieves, which is being developed by
Andreas Tadvic and Rico Holmes, the
duo behind the excellent Alien Breed
games. And it's got much in common
wit h Defender of the Crown,  see? But
will it have any luurve scenes? It's an
important question,  and one which
causes those charged wi th making a
good impression with King of Thieves
to pause for a while,

PROJECT: King Of Thieves

Personally, I
reckon there

should be
loads of  gore
and genuine-

ly shocking
material.

Rico Holmes, King of
Thieves' graphic artist.

"I hope so," says Marcus Dyson,
Team 17's Development Coordinator,
eventually. "Will it, Rico?"

"You're a dirty old man," laughs
Rico, KOrs graphic artist. "We'll just
have t o see what we can do wi th
MPEGging. Woul d Mick [Team 17's
MD] pay for an, erm, model?"

Unfortunately, the numerous sug-
gestions for what kind of love scenes
the game could include become too
lewd and puerile to print in a family
magazine. So it's on to more profes-
sional matters. Like what on earth is
the game about?

PUBLISHER: Team 17

DEVELOPER: Rico Holmes (Graphics); Andreas Tadvic (programming)
INITIATED: May 1994
RELEASE: Easter I99S

nowl



MAGNA CARTA
"It's set in mediaeval England," begins
Alan Bunker, Team 17's PR geezer and
driving-force behind some of the raci-
er suggestions during our earlier con-
versations, "and has strategy elements
similar to the 'Risk' boardgame, where
players strive to conquer as much of
the map as possible."

"There'll be  the option of arcade
quests when they become available in
the time-line," adds Rico. "So you can
expect some great sub-games when
you go a-killing."

"Yes, we're planning to incorporate
Operation Wolf-style sections where
the player has to storm ships and the
like to pillage them for money," Mar-
cus chips in. "The important thing in
King o f  Thieves i s not  t o  total l y
destroy the ship as this will obviously
cause it to sink and loot will be lost."

"These gameplay elements — and
there will be more, including storming
castle scenes which will have a per-
spective similar to Laser Squad —
demonstrate the amount of flexibility
and the level of effort that is going
into t h e  cr eati on o f  t he  game, ''
explains Alan. "We're hoping to make
King Of Thieves the most complete,
competent and fun game to play out
of bed. We want to be environmen-
tally friendly, so we're encouraging
people to become celibate and play
King Of Thieves instead of snogging.
This game alone will actually be bet-
ter than any saliva-swapping anyone's
ever likely to have participated in —
and this,  as  a  result,  reduces the
chances of  spreading horr ible dis-
eases. Y'see, i t's al l  been carefully
thought out to make the world a bet-
ter place."

"It's something we want to pass on
to couples so they can sit in front of
a monitor and share each other's com-
pany while having fun.. ,  and in the
end, i t's all safe and goo-free," sug-
gests Marcus.

According to Rico, the arcade sec-
tions will work "really well," and at
this stage, these segments are chang-
ing all the time,

"We were considering a  sword-
slashing kind of affair within the cas-
tles, but  then we realised that  this
could p r o v e  dul l e r  t h a n  t h e
Bournemouth Conservative Confer-

W O R K  I N  P R O G R E S S A

These very early sprites were created so Rico and Andreas could decide how
the main character  will look.  "We were hoping to have a guy carrying a
longbow." explains Rico, "but  i t would have been too unrealistic. At the
m om ent the hero thr ows knives dur ing combat,  but,  l ike most things to do
wi th the game at the m om ent,  this could easily change."

ence (just a bit of politics to show that
we're socially aware). So we're recon-
sidering this bit — but trust me when
I say we'll  come up wi th something
totally zappy and action-packed!"

"I hate to mention our pedigree..."
begins Marcus.

"But go ahead anyway..." interjects
Alan. PR-ishly.

"...Well, there is a very good chance
that Rico and Andreas will provide
something to keep arcade fans occu-
pied for  many an hour,  considering
their past record."

It's worth pointing out that King of
Thieves is still very much in its infan-
cy. It's due for release around Easter
next year, and this is the first of sev-
eral Work in Progresses you can expect
to find in The One. Over the coming
months you'll witness the progression
of the game from initial design to fin-
ished product.

So who came up with the original
idea? "It was me, me I tell you — just
like the concept for Alien Breed and
the desi gn f or  every other  game
myself a nd Andreas have  done!"
blurts Rico. "Sid Meier gets 'A game
design by Sid Meier' all over his games
— I get nothing r

"But he does get paid a lot," sug-
gests Marcus.

"Yes, he does," agrees Alan.

The Team 17 boys in all their ,  ahem,
'glory'.  That's Marcus Dyson on the
left, and Alan Bunker  on the r ight.
The reason why we haven't got any
pictures of Rico is because he was
taking the  picture, obviously.  But
don't  worry. girls — we'l l  endeavour
to get a piccy of  the graphic ar tistfor the next WM.

This is our
most

ambitious
project yet.

MarcusDyson, Team 17
1
s
Development Coordinator.

Like most games, the  backgr ound graphics are constructed from a series of
blocks. "These blocks will form the forest," offer s  Rico. "The hardest par t is
linking them  together ,  but  when everything's r unning smoothly,  addi ng
additional  animations and tweaking things is no problem. This will for m
one of 15 or so arcade levels w hen it's complete."

JIMMY CARTER
King of Thieves is a bit of a departure
from Team s l i c k  arcade offer-
ings. Considering the fact that Rico
and Andreas are best known for their
action-packed blasteramas, it's sur-
prising to discover that they're con-
fident a b o u t  mai ntai ni ng t he i r
impressive tr ack r ecor d —  even
though designing a 'strategy' game
is fairly new to them.

"We've never  done a  really in-
depth game like this before," says
Rico. "I 've always had a thi ng for
mediaeval/fantasy games, but noth-
ing like Dungeon Mas t er or Eye Of
The Beholder, I prefer it to be simple,
fun and balanced — which, hopeful-
ly, is how King of  Thieves will tur n
out in the end."

"For a strategy game, it will have

a surprisingly large variety of arcade
sections," adds Marcus.  " I  mean,
we' re not talking SSI stuff here."

"We have found it a little difficult
adjusting t o  this ki nd o f  game, "
admits Rico, "but mainly because the
idea for King of Thieves is really great
in my head and I have a lot of diffi-
culty communicating my ideas. This
game also requires the input of more
than one person for  the design.
guess I'll get more help when there's
more game on the table.

"We've never said that we'd only
write arcade games — it's something
that we've been branded with rather
than choosing as an identi ty.  So
we've done arcade games that have
put t he  opposi ti on t o  shame —
who's to say that we're not equal-
ly as good at producing other
genres?" Who indeed?



W O R K  I N  P R O G R E S S

"I used to draw on to paper  and then scan the ar twork in," explains Rico,
"but now  I fi nd i t much easier just to work directly on the computer ." The
results, as you can see here, are truly amazing, and when Marcus describes
some of the graphics as "works of ar t," he isn't exaggerating.

"The knights are only in there for  test reasons,' says Rico, "to give an idea
of  how the gam e will end up looking.  We haven't got the arcade par t up
and r unning just yet — realistically, I think we'r e about four  weeks away

from a wor king version."

The amalgamat ion of three genres
— strategy, shoot -'em-up and beat-
'em-up — could potent ially  be disas-
trous, but  Rico is sure that  a liberal
sprink ling of  t hat  'Team 17 magic '
will see them through.

"We incorporated Ping-Pong into
Alien Breed and t hat  work ed! " he
laughs. "Hopefully ,  it  will be success-
ful. You should feel at  home wit h it
whatever type of game you play. "

"I think all really successful games
are a c ombinat ion o f  t wo  or  more
genres." mus es  Marcus .  ' ' When I
worked on Amiga Format  we were
always t ak ing t he rap f or  being a
strategy game fan's mag, but  it  was
never really  t he  case. There hav e
always been many  Amiga owners
who  are fans of  management /RPG
games, but  equally  there have also
been lots  of  arcade/plat form enthu-
siasts. Amiga owners  are not  gener-
ally so short  s ighted as to adhere to
one type of game only. I believe good
arcade games still have a market, just
as good strategy games do, and King
Of Thieves will prove that by of fering
the best of  both worlds . . . "

And because we have so much
t ime wi t h  K ing  O f  Thieves,  i t

means we can really focus on the
gameplay  and  ens ure i t  gels

Rather  than leaving you star ing at a blank screen whi le the next sec-
tion of the gam e loads, Rico has created a num ber  of intermediate

screens which pop up whenever  the game accesses addi tional
data. These screens are dr awn directly i nto the computer ,  and

take three or four  days each to finish.

well, " adds Alan. "The game was orig-
inally scheduled for a late '94 release,
but  it  wi l l  n o w spill over int o next
year — this has been done deliber-
ately i n  o r d e r  t o  g i v e  Ric o a n d
Andreas p lent y  o f  t ime.  K ing  O f
Thieves will be a huge release for us
and we have no intent ion of screwing
things up by rushing it  along. And a
game wi t h so muc h in i t  has t o be
tackled h e a d - o n  w i t h  ev e ry one
behind i t  100 percent .  I t 's  been a
while since our dynamic Swedish duo
have done  any t hing new,  bu t  t he
wait  will be worthwhile.  Aaagh, don't
you just hate cliches?"
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ing to more mature garners, wi l l  the
game include more 'adult '  elements,
like explicit  violence and stuff  ?

"Personally, I reckon there should
be loads of gore and genuinely shock-
ing material, " admi t s  Rico, display-
ing a dis t urbing s ide to his usually
placid personality, "but  then it  might
get censored..."

". . .That 's t he  prob lem —  t here
actually is  censorship in  c omput er
games," elucidates Marcus. "Games
now have a l i t t le logo on t he box
advising people what  age group it  is
'suitable' for. And that can limit  your
potent ial market . "

Marcus. "Part ic ularly  i n  t h e  early
stages, our programmers  are given
pretty much a free rein as they're the
ones w h o  are t he  mos t  creat ive,
k now exactly what  can be achieved
and exactly what  they're aiming for."

''Yeah, t hen we come along a lit -
tle later and ask them to start all over
again, completely  revamp their stuff
and cause headaches all round," jokes
Alan "Af t er all, games development
was never meant  to be easy!

"But  seriously. Team 17 is unique
in that  games receive inspirat ion and
input  f rom many  parties: market ing
and PR people,  games testers, MDs,
project management  people and, of
course, programmers.  It's because so
many people's ideas are incorporat -
ed t hat  Team 17 games very rarely
disappoint .  King Of  Thieves is very
much a Rico and Andreas  inspired
game, b u t  o t her  members  o f  t he
company will no doubt  begin to get
more deeply  involved later on. One
other key difference at Team 17 than
at other sof tware publishers is t hat
ideas are ac tually  lis tened t o,  and
qualit y  of  produc t  is genuinely  the
most  important  t hing! "

"This is our most ambit ious project
yet," Marcus confides.

"Too bloody right  it is," adds Rico.
"You may be surprised f rom the lit t le

"That  said, nobody's ever said 'No'
to anything I've done so far," contin-
ues Rico. "Except when Alien Breed
got  censored and the mangled bod-
ies were removed.  That  was  a real
bummer. " Er, quite.

"But  we have reinstated t hem for
Tower Assault," explains Marcus, "At
the cost of  a 15 age-rat ing."

WHORESON CARTA
With Rico and Andreas both based in
Sweden, Team 17 gets to see any pro-
gression only  once in a while — but
that  suits both parties.

"I t ry  to show as lit t le as I can get
away with. . . " smiles Rico.

". . .But  t ha t  suits  us , " counters

that 's been seen so far that  there's
already a damn sight more backstage
stuff gone into the graphics than any
of the Breed games."

"They are awesome, though, " con-
cludes Marcus. "You've seen some,
we've seen more,  and some of  the
things Rico has come up with for King
Of Thieves are truly works of art . "

And that's about it  for this month.
In our next behind the scenes look at
King o f  Thieves, we' l l  be focussing
more on development  problems, and
how the in-game features are com-
ing along. As I ment ioned earlier, this
is t he fi rs t  of ,  ooh. . .  lit erally  many
looks at  this ground-break ing game,
the next  of  which will be in a couple
of months.  See you then.



PROJECT: The Big End
PUBLISHER: Supervision
DEVELOPER: The  Hidden: Craig
Howard (graphics, Al); Will Bell
(Programming); Simon Leggett
(graphics, Al )

INITIATED:  September 1993
RELEASE' October 1994
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Viz-style minds of The One
team, or  the puerile brains

of  The Hidden could come up wi th
a car game called The Big End. Fol-
lowing his first game Dong! being
hastily re-named Donk! at  the last
minute (because of reports that WH
Smiths w oul dn' t  stock i t) ,  Cr ai g
Howard of The Hidden is determined
to get a double-entendre into one of
his games somehow,

"It took us ages to think of The
Big End," he says wi th a grin.  "I t's
got a great double-meaning, and the

4
1
,
1

Hilt sulked by the well and refused to kiss
any of the other  cars

boss really likes it. We're planning to
do a ral ly game next,  whi ch was
going to be called 'Muck 'n' Rubber;
maybe we'll carry on with it at some
point." Oh dear...

The Bi g E nd ( or  TBE as  i t  i s
known),  in case you were wonder -
ing, refers to "the larger end of the
connecting rod in an internal com-
bustion engine," apparently, and so
has at least some reference to cars.
For i t's a racing game,  you see; a
fast, col our ful  z oom-ar ound t ha t
manages to steer clear of the obvi-
ous Overdrive/Skidmarks clone tags.

"We've gone  f or  a n  isometr ic
view, which is obviously still over-
head like Overdrive, but it adds a bit
more depth," Craig boasts. "The cars
are fur ther  a w a y  t ha n i n  m os t
games, so you can see more scenery
— and hence you can see the corners
earlier and react to them. That alone
makes the game more playable."

Each member  of The Hidden is a
big fan of car games. They spent a
long time "researching" Formula 1

de••••••10.

Brundle was distracted by a rare species of
Medi ter ranean butterfl y.

Grand Prix — one of their favourites
— along with the obvious Overdrive
and Skidmarks. "You'l l  be able to
pick TBE up and drive around — but
hopeful ly you'l l  crash on the first
corner," says Craig, somewhat cryp-
tically, "The car algorithms are real-
istic. In other car racing games they
just have inertia; we've got proper
handling just like in F1GP.

"We've s p e n t  a n  e nor m ous
amount of time doing just the arti-
ficial intelligence and the handl ing
of it all. Hopeful ly,  the overall feel
should be different, but still familiar,
if you see what  I  mean — in the
same way that most footy fans find
Sensible Soccer. It sort of carves its
own niche, its own feel, so hopeful -
ly TBE will play uniquely — to go
with the unique graphics, perhaps,"
he laughs.

Another  tr ick they've,  ah.  bor -
rowed fr om Fi GP is the  use of  a
number of cameras: "The cars won't
be fixed in the centre of the screen
as they are in. um,  some games,"
Craig reveals, "The camera will pan
around intel l igently t o show the
maximum amount of course coming
up as possible."

As Craig says, TBE "is packed with
algorithms and options," but he's
keen to emphasise that it can be an
arcade game i f  that 's  w ha t  y ou
want.  "TBE will be as complicated
as, say, Jetstrike was; but the novice
player wil l  be  abl e to get  i nto i t
more easily. The average Overdrive
player could play this game, but also
the FiGP players will enjoy i t too.

"It has all the little twiddly bits
like when you'r e on the  grass i t
sprays up,  and when you hi t  the

tyres they bounce ar ound.  Occa-
sionally sparks come off the road,
and of course, you leave skid marks
behind [ti tter  ye not,  small child].
But we're not forgetting the more
demanding racers," h e  stresses.
"We're also putting a management
aspect into it. I t won't be anything
radical, because it's not a manage-
ment-style gaiile, but it's intended
to give people a little bit more depth
if they want it."

On the graphics front TBE will fea-
ture tunnels and bridges, but  will
use a  uni que  system t o  display
them. "I f,  say, w e  did the  tunnel
from the Monaco circuit," explains
Craig, " w e  woul d bui l d i t  usi ng
beams and girders — effectively the
bare bones of the tunnel. Then we'd
put loads of shadow on it, so it looks
very dark and you know you're in a
tunnel, but you'll always be able to
see your car. Okay, it's not a 100 per-
cent perfect solution, but we think
it works.

"The gr aphi c  system's r eal l y
clever." he continues, modestly, "I t
uses all 256 colours, so if a car goes
under  a shadow i t  won't  just go
black; i t  wi l l  actual ly be  shaded
down to make i t look darker. You
should hopeful l y see t he  cl ouds
above the track as well." Because it's
256 colours — yes, you guessed it —
The Big End will be Al200 and CO32
only at first. "We really like design-
ing for  those machines. We will try
to make an MOO version afterwards,
but we have to be realistic; we have
to l ook a t  other  platforms as a
means for bringing money in, so
that we can pl ough some of it
back into Amiga development."
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In  a n o t h e r  h i d  t o  vickt k a n n o e l  f r n m  crn i El i c

The Hidden's follow-up to the excellent
platformer Donk! (nee Dong!) wi l l  be a car
racing game. with a, er, rather rude name.
Andy Nuttall avoids the blushes.
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of elephants and some plums. ?

Nothing, they're both purple, except
for the elephants!

EVIL'S DOOM
(WORKING TITLE)
Black Legend/Croteam

"A little old lady".
"A little old lady who?"

SPHERIC
WORLDS
Black Legend/Croteam

I
w
a
s  
p
l
e
a
s
a
n
t
l
y  
s
u
r
p
r
i
s
e
d  
r
e
c
e
n
t
-

ly, when Black Legend brought a
representative from their Croat-

ian office around to show us some
of thei r  for thcomi ng attractions.
You've pr obabl y al ready bumped
into one of  them (page 34's Sensi
look-alike), but that's not all folks,
and wi th the aid of Richard Holmes
I'd l ike to present to you another
two games that  are currently 'i n
development',  as we say.

The first of these games goes by
the name of Spherical Worlds, and
features a, er,.. spherical hero, who
has to work his metallic way through
overhead-viewed levels fil led wi th
rampant nasties,  j ust gaggi ng t o
hurt you i n a  fatal  sor t of  way.
Richard explains...

"We're still addi ng the 'sphere'
element o f  t he  game play,  w i t h
ramps m a k i ng y o u  c l i m b a n d
descend to gain speed, and the pos-
sibility of  some jumps in there as
well. We're trying to make it a bit of
a combination,  w i th elements of

What did Tarran say when he saw the
elephants coming?
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"Here come the plums." He was colourtilind!

s hoot - ' e m - up,
Gauntlet a nd Mar bl e
Madness, so it's got a different feel
to it. We also think it's quite impor-
tant to have a good view of distance
around you — to feel that you're in
control —  wi thout  someone just
suddenly appearing in front of you,
so we've done this by making the
characters qui te small on-screen."

The game also carries a  certain
Alien greed-ness as far as collecting
items goes, with keys and money lit-
tering the floor. There are a number
of different keys on offer, and a 'big
gun shop' where collected credits
can b e  exchanged f o r  be t t e r
weaponry and extras such as maps
and, er... stuff.

"It's very much a new idea, com-
bining t he  best  o f  Al i en Br eed,
Gauntlet and that  sort," explains
Richard, "but the main selling point
has got to be that it's not just 'go
out and blast them',  you have to
think about where you go and how
you use keys. Do you use them to

collect money, or do you
head o f f  somewher e
else? Another major sell.
ing point is that it's just
a hell of  a lot of fun,  a
really good blast."

The game will be split
into a number  of large
levels, with a handy save
option to avoid frustra-
tion and m a k e  i t more
of an adventure rather
than just a 'good shoot-
'em-up'.

Well, shi pmates,  i t
certain looks and sounds
like a  r a t h e r  t a s t y
morsel, and i f you can
hold your  water  unti l
November, you'll be able
to sample their cookies
for yourself.  (What are
you on,  and can I  have
an ounce? — Simon).
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all w e t  a n d
'scarce h a l f  -

made-up' f r o m
Croteam's black bag
of unfinished stuff,  is
an i nter est i ng 3 D -
viewed d u n g e o n
romp, currently oper-
ating u n d e r  t h e
working t i t l e  o f
Evil's Doom.  At
the t i m e  o f
w r i t i n g ,
there's no set
story l i ne —
in fact,  there
isn't e v e n a
game; j ust  a
very attractive
3D engi ne t ha t
allows you to wan-
der around admiring
the g o r g e o u s  s t o n e
cladding. O nc e  agai n,  o u r  pa l
Richard Holmes helps us thr ough
the darkness...

"At the moment it's basically a
routine with the high-res interlaced
game screen at the top, which has
yet to be spaced out properly, and
3D code that looks like Doom [see
the next Mini WiP, fact fans]. You'll
also notice the detail and light flick-
ering that's been added to give it
that right atmosphere, while a pro-
grammer has spent about a year
and a  hal f  designing monsters,
locations and that sort of thing. All
the programming is in there,  and
now i t's basically a  questi on of
making t he  game ar ound i t  —
that's what we're concentrating on
at the moment."

It seems that,  though fr om a
'Work in Progress' poi nt of view,

"Hey! I didn't
know you could
yodel!"
the game is in
Its e a r l i e s t

stages, f r o m
where t he  pr o-

ducer is standing
it's already about 70

percent complete and
most of  the hard work is

already 'done'.
Having mentioned Doom,  I won-

der if that's the angle Black Legend
is going for, or  should we expect a
more Dungeon Master-esque romp?

"It's more likely to be a fantasy
role playing game; we only want the
Doom comparison as far  as the full
screen goes. There are a lot of new
ideas going into this game, but we're
still not decided on the final product,
I can promise that it will be a very
polished game — not just Dungeon
Master 36,"

And so,  bol d adventurers,  wi th
that, it's time to leave Black Legend
for now,  and as far  as Evil's Doom
goes we shall not be returning to this
place until early 1995.

The futur e. . ,  i t 's  a  fr i ghteni ng
place. (It's not a place at all Matt,  is
it —  Harry).



"My wife's gone to
the Caribbean."

"No, she went of her own accord..."

DEATHMASQUE
Apache
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read computer  magazines,
whether  multi-format, PC or

Amiga, will have heard of the game
Doom. It is, quite simply, a 3D shoot-
'em-up, playing in first-person per-
spective. Though there have been a
number  of games in the past that
have tried to produce such an
effect (even t he  Ami ga
has had,  for  instance,
Hired Guns, o r  even
the raptor  bit from
Jurassic P a r k )
Doom is generally
accepted a s  t he
best yet.  I t s  not
surprising, the n ,
that a huge number
of copy-cat products
have started to surface
(believe me, the PC front
is already flooded wi th crap
pretenders) and the Amiga looks set
to receive its first real offering.

Deathmasque has, rather intelli-
gently, avoided bother ing with any
huge, bor ing storyline, and has just
opted to go for 'tons of fun — with
a jolly big gun'.  The end result is a
simultaneous two-pl ayer  combat
game, wi th emphasis on super-fast
action, strategy,  exploration a nd
atmosphere (it says here). You view
a split-screen, and players operate as
one o f  t hr e e  characters,  w i t h
attributes designed t o appeal to dif-
ferent playing styles (don't  worry
though,  they've all got huge guns!)

The plan is that you will have to
work your  way thr ough scenarios
such as prison asteroids, alien space
craft, warehouses,  caves, Mar ti an
colonies and genetic research sta-
tions, killing the various armed bad
guys and strange monsters that you
meet along the way.

Because the game al lows
for simul taneous pl ay,

two players can also
indulge in a simpli-
fied 'w ho can kil l
the other  person
first?' competi -
tion, where all the
really fancy stuff
is stripped out and

you just have to
find and ul timately

shoot the other  per -
son. This game will  be

spiced up with the addition
of such toys as Total Recall-style
holographic clones (which you can
set up and then lay in wait nearby)
and Predator-style cloaking devices
(a bit like Spy vs Spy, then? — Andy).

Apache is working hard to keep
the speed up  wi thout  havi ng t o
resort to  tiny game windows —
offering the player three different
detail levels for personal preference.

As you can probably imagine, this
works superbly i n Doom,  a nd i f
Apache can do a decent job of cre-
ating this effect on the Amiga, it'll
have a  bi t  of  a  hot  pota to i n i ts
hands. And no mistakin'.

W O R K  I N  P R O G R E S S

H a v e  you ever  noticed that
there's no such t h ing as a
puzzle game? I mean, obvi-

ously there are such things as puz-
zle games, but not if you're a soft-
ware publisher who's drafting up a
press release. Then there are only
such things as 'highly addictive puz-
zle games' or  'strategically taxing
puzzle games'. Well I think it's time
to cut the crap, and refer to them
as they truly are. And so ladies and
gentlemen, may I present to you —
'Another version of Pipe Mania with
a touch of Tetris thrown in for good
measure'. Hurrah!

No offence,  you understand,  as
Super Loopz  actually looks to be
quite a n  interesting l i tt l e br ai n
churner. I t is qui te similar to Pipe
Mania in that  you receive bits of
'tubing' varying in size and shape,
and you must rotate and fix these
pieces onto an overall board in an
attempt to make a set number  of
complete loops (or ,  hey,  'I oopz ')
before your time limit runs out.

You can have as many individual
'Ioopz' on the go at the same time
as you want ,  or you can concentrate

"How
does i t
smell?"

on maki ng
the biggest loop
possible. Obviously,  after  a whi le
the screen begins to get cluttered,
forcing you to stock pile useless bits
in any available space.

You can rotate the pieces before
placing them, allowing you to twist
and tur n like a twisty turny thi . . .
(snip. I 've already used that gag on
page 30! — Simon.) and you can
use 'Gophers' t o  clear  a  cer tain
amount of unwanted pieces.

The fi nal  game will  feature an
arcade mode, with 10 •loopz' being
completed wi thi n a progressively
tighter time limit; a standard game,
where you set the di fficul ty level
yourself; a nd a  challenge level
where two people play against each
other simultaneously on separate
playing fields.

These features, plus the inclusion
of bonus rounds, should keep the
general puzzle lovers happy, and in
a month's time we'l l  be  br inging
you a full review. Aren't we great!
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Alien Breed 2  ......... . .................... ..., ..........I  2.99
Arabian Knights 9 . 9 9
Body Blows - 1 2 . 9 9
Brutal Football 1 0 . 9 9
Civilisation A l 2 0 0 . . 1 7 . 9 9
Championship Manager '93 1 2 _ 9 9
Chaos Engine . . . . . . . . . . . 9.99
Chuck Rock  1 0 . 9 9
Dizzy Panic 6 . 9 9
Jock Nicklaus Unlimied go* 1 2 . 9 9
Jock Nicklous Course Designers alp art Vol  1 7 . 9 9
Kids Off 2 Final Whistle  7 . 9 9
Kick Off 2 Winning Tactics 5 . 9 9
Lemming' 2 the Tithes 1 2 . 9 9
Lotus Trilogy 1 2 . 9 9Nick Nikki's Golf 1 2 , 9 9
N hionsell World Champ____-Al200- 1199
Sabre Team 9 . 9 9
Sensible Soccer 92/93 .. 1 2 . 9 9
Shadow Worlds 9 . 9 9
Soccer Kid . . . . A 5 0 0 / A l 2 0 0  9 . 9 9

Thundersirike 5 . 9 9
Utopio s Neve Worlds - - - - -  .................... 12.99
Wing Commander 9 . 9 9
la 4   8 . 9 9
Zool 2 A 5 0 0 / A  1 200 _10.99

EDUCATIONAL
AD1 English lAll Ages) 1 7 . 9 9
ADS french All Aga °  1 7 . 9 9
ADS Moths All Agn1 _ _   1 7 . 9 9
Ant GCSE M a t h s - I n g l i s h
-
o r
-
B ;; ; :h - - - - - -  2 2 . 9 9

Better Spelling 18-101 ................. - - - - - - -  1 3 .9 9
Bettor fi llss ll 2- 161  1 3 . 9 9
Cave Maze (8-12) ................1 0 . 9 91099

Fraction Goblins I8-131_. ..........1 0 . 9 9
...... _10.99

P.m  School 2(1161 01(6-8) or 111+1...... 6 , 9 9
Fun School 4 11/51 or 15 7) or 17-1 1 1 .- - -  1 6 , 9 9
km Sdussi Paint -I- Creak laser 54  1 7 9 9
Ism School Spelling Fair (7-13) 1 7 9 9
lonme Typist 15 101 1 0 , 9 9

Maths Drogons 16-13)

Merlin M a n  (7-11) 1 7  99
Mkkey's I  23's 12-51 - . 1 3 , 9 9
My-keys ABC,  (2 59 .......... . . . . . . . . .

1 6 . 9 9
Noddy s Ploy Time 13-s1 ......
Picitire  Ff0Ch0115 (7 • 1 0 1  1 0  9 9

Reasoning willk Trolls 15•121.  1 0 . 9 9
Tidy The House 16 101 9 . 9 9

JUNIOR ADVENTURE
Robin Hood (8 • ...................... - ............1 3 .9 9
Scrooge LA Christmas Carol) 18+)The Three Boars 15- 10) ......
Thomas The lank Engine . 6 . 9 9
Wind in The Willows 16.4  1 3 . 9 9
Wizard Of Oz 1 3 - 9 9

JOYSTICK & ACCESSORIES
10 Capacity 3 .5" Disk Box  1 . 9 9
40 Capacity 3,5" Disk Box
50 Capacity 3 .5" Disk Box  5 , 9 9
BO Capacity 3 .5
- D i s k  
B o x   
6 ,
9 9

Cheer(' 1  5+.  7 . 9 9

Freewheel Steering Wheel ........... --............2 4 .9 9
Grans Advanced Switch kryslide ..........„. .... 22,99
Mouse 1 0  99
Mosnernat
Grows Game Pad -  -  . . .  15.99
Quick joy Sethighter . 1 1 . 9 9
Duicisray Pedals .. .  17.99
Ouickry loosen  .  17.99
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46  UNIVERSE

SO WOR LD  CUP USA ' 9 4
52 D -D A Y
54 PINKIE

56 ON  TH E B A LL
58 ISHAR 3

60  SOCCER STAR
62 TH E CLUE

66  DARKSEED CD32
67  K ID  CHAOS A l 2 0 0

67 WEMB LEY SOCCER A l 2 0 0

HOW 0  WE DO IT?

This piccy shows you dear ly which
Amiga - A5001600, Al 200  or  CD32 -
the game is being reviewed on.

This panel  indicates who is pub-
lishing and w ho created the game,
along w i th essential i nfo such as
how much the game costs, w hen
it'll be released, the  control  sys-
tem(s) used, how  much memory
your  Amiga needs to run it, how
may disks i t comes on (and there-
fore how  much swapping you can
anticipate) and even w hether  you
can install  i t onto your  hard drive.
_

This percentage indicates not only
how wel l -drawn or  animated the
graphics are, but  also how  well
they complement the game. Some
games look great in static for m
but may be slow and jerky 'in the
fl esh' which will be indicated by a
lower -than-expected Graphics
score.

As w i th Graphics, the Sound score
isn't based purely on the qual i ty
of the tunes and sound effects,
but also on how  well they
enhance the game. For  instance,
an al l -guns-blaz ing shoot•'em -up
with a silly bouncy j ingle w oul dn't
do well  here.

17

At The One we believe that a picture speaks a thousand words. Each review begins with a
short introduction, telling you what sort of game you're reading about and outl ining the
plot. Then we fol low that up with illustrations, maps and diagrams accompanied by
informative captions that demonstrate every aspect of the gameplay. Finally there's the
Verdict where we explain the games good and bad points in detail, so that you can work
Out whether  the game's for you or not. Though a review is written by one person, the whole
team plays every game reviewed and the Verdict and scores are based on everyone's input.
Based on years of research this is, quite simply, the best game reviewing system devised by
man. Probably.
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Core Design
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Impressions
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Daze Ma r k e t ing
Daze Ma r k e t ing
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Black Le ge nd

Cyberdreams
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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 gam e is to
get into and how  much fun i t is to
play. Things like poor  control  or
cluttered screens will take this
score down.

Another  'new ' word,  lastabi l i ty
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. !Vs a rather
im por tant mark, especially w i th
games being so expensive.

The Overall score is the defi ni tive
guide as to whether  a gam e is
good or  bad. I t 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.

The Amiga family is even bigger
than ever now, w i th people able
to  b u y A5 0 0 / 6 0 0 s,  Al2 0 0 s  a n d
CD32s,_ Here's where we'l l  tell you
about how  the game runs on the
machines not covered in the main
Verdict panel,  as well as w hether
any enhanced or  cut-dow n
versions of the gam e are planned.

R E V I E W S  I N T R O

SIMON BYRON
Simon's gone on holiday, so we
can write whatever we  want
about h i m .  We 'v e  a lways
thought he's a bald, stupid, four-
eyed, snaggle-toothed, greasy,
bossy, stupid, unfunny, sticky-
out-eared, uppity, tarty, two-tim-
ing, sad, gutless, biggly-booted,
crap-at-editing, circulation-reduc-

ing git. His mum has also asked us to say that she's
fed up with washing his smelly pants.

ANDY NI LMALL,
If Andy was ever allowed to take
any time off, then we'd make no
bones about letting you know
that he's a Welsh, candy-floss-
haired, disorganised, boggle-
eyed, phlegm-spraying, "ooh
'ullo," carrot-topped, sheep-
bothering, crap at rugby, Welsh.
Norman-no-friends, mine's  a

half-of-light-and-bitter-top boyo, relentlessly cheer-
ful, gimpy, softly-minted, taffy git.

MATT BROUGHTON
When Matt pops over to Tenerife
next month, we'll be  able to
explain to all that he's a rubber•
necked Essex boy with a crap-
voice, no talent, and an oh-so-
trendy beard, who fancies him-
self something rotten. He's also
a blind, vain, puffy-haired, Oil-of-
Ulay-using git who has — after

all these months — admitted that he like BjOrk's
music. What an utter ponce!

HARRY A1TRILL
The fact that Harry's an old, sad,
unpopular, pedantic, miserable,
stripy-socked, big-words a re
clever aren't they?, going-out-
with-a-thesaurus, Radio-4-liking,
deckchair shined, always-war-
reminiscing, crap at Sensi, can't-
spell-humorous, haggard, damp,
set-in-his-ways, full-of-useless-

information git, means nothing to us. We wouldn't
like him anyway.

JO WINSLOW
Of course, there's nothing bad
to iay about Jo at all because
she's a girl and girls aren't ever
horrible. Ever. Nope — they're
made of 'all things nice' which
means that they never get up to
the horrid things that boys do.
But we find it hard to believe
that old Elfy bloomers never

blows-off in the bath, or picks her ickle, pricky
nosey-wosey. Don't we lads?



I
Will Core's latest
graphic adventure
be universally
applauded by all?
Over to Simon
Byron, who after a
long period in
comic therapy is

now happy to be
'just this bloke
only too well

aware of his
insignificance

in the great
scheme of

things'.

1
• ( l i v e s  new Cyber tuothpaste

was minty, blue and
refreshing tool

A bout  six months ago,  the
ever-smiling Susie from Core
strode into our office clutch-

ing several disks, wearing a grin that
was so wide it made her lovely eyes
water and her  pretty nose bleed.
After a few minutes of the customary
innuendo and stupid comments, she
revealed why she was visiting.

"I've got an early version of Uni-
verse, our next graphic adventure,"
she chuckled,  her  cheeks gett i ng
rosier by the minute.  "It's from the
team behind Curse of Enchantia. So
it must be good."

Mistake number  one.  Al though
Curse was applauded by some mag-
azines, i t  l eft us here at  The One
none-too impressed. Its main failing
point was the fact that you couldn't
die, making the whole adventure ten-
sion-free. I  made a mental  note to
raise the poi nt when I  could fi t  a
word in sideways and continued lis-
tening and nodding occasionally.

In due course, the early preview
version loaded. "Well, what do you
think?" inquired the bright 'n' bubbly
young softette.

At this point in any presentation, if
a game looks dodgy,  we offer  con-
structive criticism or ,  mor e likely,
laugh the PR person out of the build-
ing. However, on this Occasion I was
feeling particularly cheerful for some
reason or other (I think I'd seen some
horrible car crash on the way to work
or something) so I kept my trap shut.

"Mgghs msmm-umm," I offered,
wishing that I hadn't decided to keep

my gob tightly closed. I f you spoke
fluent rubbish then you would have
realised that I was trying to say that
it looked quite nice. This is the kind of
non-committal remark we come up
with when we're trying to think of
something constructive to say about
a game we don't like_ And I didn't like
Universe one little bit.

There was nothing wrong with the
plot, apart from the fact that it was
virtually identical to Flashback (you
know the kind of thing: young lad —
this ti me called Boris — is sucked
through a computer of some descrip-
tion, across time and space and into
an alien world, blah, blah, blah, blab,
blah), In Core's defence, a great story
teller did once say that there are only
seven scenarios in the world.  Obvi-
ously one of them's labelled simply
'Flashback'.

Nope — I couldn't put my finger
on exactly why I disliked the game. I
just did. So you can imagine my reac-
tion when, months later, Susie rang
up and informed me that she'd be
bringing down the finished game the
following week.  "Gr eat, " I  l i ed.
"What's it like?"

"It's mega," she enthused.
Pencilling this comment in for

inclusion in the next feature we do
about PR people lying through their
fiery pants.  I  slammed the  phone
down and let out a long wail.

But do you know what? For  once
in the entire history of PR, she w
right. Universe really is 'mega'
ever that means — Harry.).



Universe's intro is a l i ttle disappoint-
ing. Given that this new graphics sys-
tem allows all kind of visual trickery,

the decision to recount the events
prior to the adventure wi th noth-

ing more than a few static
screens split up wi th sim-

ple animations is a l ittle
odd. That said, I can't
remember a graphic

adventure wi th a
huge animated

intro, so we'll  for -
give them this time.
But would someone
please conjure up a

huge cinematic intro
at some stage?

Thanks.
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aye) The hottest substance in Universe is Carvite, an immensely addic-
tive drug which can be traded for information or property. Most users of
the drug can be spotted a mile off — they usually live in the seedier parts of
the cities and dress in attractive brown paper garments. Sinisterly, valuable
security passes can be obtained from certain individuals. Much like in real
life, really.

As you'd imagine, there's
plenty of travelling
through space to be
done in order to get from
A to Et, so it's fortunate,

then, that a handy car
thing can be stolen.

Although using it amounts
to little more than clicking on

a few lines of text, with your
actions displayed with a num-

ber of small animations, it's
nice to see the programmers try-
ing to do something new.

Background animitrZos br ing most *crowns to lit
Some are more subtle than others (spaceships fl it-

ting past in the distance) while the more impressive
effects, like these vehicles racing around a location

known as the Arc way (complete with sprite scal-
ing and all that), are hard to miss. Fortu-

nately, they can't run you over. Phew.

R E V I E W

(Left) What separates Universe from the likes of Beneath A Steel Sky, Kyran-
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action up. They're only simple sub-games (here you have to manoeuvre your
craft into the docking arms) but they're enter taining nonetheless. However,
you can't save your  position whilst attem pting to complete these sections, so
it's wor th backing-up regularly

(Above) Once you've managed to reach WheehNorld,
a huge rotating space station owing more than a
passing nod to 2001. the game opens up a little.
Al though you can't leave thr ough the security gate
(at the bottom  of the screen) you can jump into
your space car and travel to di fferent landing bays
dotted around the place (shown left),
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What?

Whoa! I  could many aet into this
low—sravity stuff! I  must renenber
to take sone back hone with ne

This attractive-looking creature is
affectionately known as Snorglat.

He fl its from planet to planet,  look-
ing for  valuable items to exchange

in return for  a l i ft to distant
colonies. Ho isn't the most cheerful
of chaps so it's best not to cross his

path more than a couple of times with-
out being able to offer  him something to

calm his nerves. I f you know w hat I mean.
Which you probably don't.

Thankfully, the development team behind Universe took notice of the
criticisms levelled at Curse of Enchantia and have introduced an

elemento f  danger. So now, rather than being able to explore
everything without fear, you need to carefully think ahead — otherwise

you could end up serving time in a desolate space prison.

GETTING STARTED...
In a controversial break from tradition. rve decided to guide you through
the opening stages of the game so that you — yes YOU! — can witness the
kind of puzzles you'll be up against

• La&

For some reason, Boris begins his quest perched
atop a barren asteroid. There's nothing here but a
solitary satellite dish so the only thing to do is leap
off onto this larger asteroid (r ight).  There are loads
of discarded objects to be collected here, including
some rocks and a circuit board. From here, the next
stage is but a leap away...

. . .quite literally! You see, w hat wi th this being
space and everything, there's very l ittle gravity
so if, say. Boris wanted to jump Onto the distant
asteroid via this spinning one...

then he'd have no problem at all. The more
attentive of you will notice that this location
bears an uncanny resemblance to the first one —
and you'd be r ight.  But this time Boris has a cir-
cuit board

...which should be inserted into the satellite dish. From here, Boris can
extend the walkway enabling him to walk over to this bustling location.

Demonstrating where 'point-'n'ztlick• interfaces got their name from, Uni-
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sections of the background which play a role in the game aren't highlight-
ed by text descriptions. so you often have to move the cursor around the
screen and experiment with the t o  see if *sere missing something
blatantly obvious.

ATTACE
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Apparently,
Universe's programmers

have created a revolutionary new
technique which allows them to dis-

play 128 colours on-screen. It has varyi
degrees of effect. Whilst praise must be g

for the backgrounds which are undeniably
tiful, Boris isn't particularly well drawn. He
fluidly enough, but the lack of any facial fe

1 1 1 1
, 1 4 ,

es him of all personality.

ks the star z beyond the Wheehemirld rotate asainst its
Jaisto arced horizon,. Boris's senses starts to reel. A
Jneasy feelins w e r t i I o  swasip h i  n in d ,  and once
asain a  s t r a w  vi:loci takes shape before his rtind's
We, lie sees the giant o f  a sold robot ! lir rounded
with service gantries.

As Boris learns more about his quest, he keeps having mysterious visions
which outl ine events happening on the other  side of the galaxy. At the time
of wr iting I haven't worked out exactly why Boris keeps having these halluci-
nations so I 'm not in d position to tell you much more about them. Sorry.

e to now

r E a  C . O . .  . 0  1
,
, t ,

You would have thought that as most graphic adventures conduct convers
tions by displaying topics for you to select. Universe would be no different
And you'd be right. Just click the 'talk' icon and then move the cursor over
the person you wish to chat to and these cut scenes appear, detailing the
subsequent events.

LIE t o  .1: if

If you're worried about explor ing
something as vast as the, er, Universe
then don't be. The way the game is
structured means that only a few
locations open up to you at a time
You're generally restricted to four  or
five key locations, w i th one clear
objective to be fulfi l led before the
game allows you to continue. This
system works well, and means that
you'll never have to retrace your
steps more than a few screens if you
discover you've missed something.

M  O P W 111.0
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I like being pleasantly surprised. It's
like when I managed to talk to a girl
for more than five seconds without
being ordered to "Bog off, Kojak" (It
was actually 12 seconds. Angela was
blind, you see.) And Universe, as you
may have guessed, has surprised me.

Pleasantly. The main character isn't
as appealing as Foster in Steel

Sky or Brandon in Kyrandia —
the developers h ave ro to -
scoped a  l i v e  act o r ( a s
opposed t o  a  dead one, I
suppose) but the results are
pretty poor. Maybe this has
something t o  d o  w ith  t h e
sprite scaling etc, but in sever-

al instances there aren't enough
animation f ram es,  s o  s o m e

actions are a tad jerky. That said,
Boris is the most versatile adventure
hero I've come across, and this why
Universe is so special. Like  Fla s h-
back, the lack o f  any background
knowledge makes surviving in  an
alien environment pretty tough and
the constant changing o f  p ace
ensures that you're always on your
toes. Some of the links in the plot are
a bit tenuous, and the solutions to
couple of the puzzles a little obscur
the whole thing hangs together becau
are loads of little effects in the game

A S0 0 / 6 0 0

Publisher: C o r e
Deve loper:
In-house

£34.99 Out Now

Not Hard Disk Insta llable

Memory
lM b

Mouse

Disks
6

PLAYJIMILITY
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surprising. There
you don't expect

to find in adventures — the space travel section springs to
mind here — which although amount to lithe more than a
series of linked screens with a few basic animations, demon-
strate how much work went into the game. Adventure
purists may find the arcade sections initially off-putting but
I think the majority will welcome the diversion they provide.
Another plus-point is the amount of  disk swapping and
accessing — basically it's minimal. Several screens are load-
ed in at the same time but whenever the game does require
additional disk data, the loading time is, ooh... 10 seconds
tops. I  wouldn't go so far as to say Universe is grou
breaking, but it's Interesting enough to warrant purcha
even if you've already got adventure games coming ou
your ears. And if you have, go and see a doctor.

version is "all formats" apparently, which
Means that an Al 200-only Universe looks doubt-
ful. But remove that gun from your gob because
— yes! — there'll be a CO32 version "with better
music" out in August. For the same price! Aiieee!

THE  V E R D I C T

a
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I'd played thil
get a lunging
to keep the p
the man-mar
cult. And wh
to run aroun
ci

for a whole evening before I managed to
ackle in. The player selection routine tries
yers in position, you see, which makes
ng of a particularly quick player very diffi-
you do catch up the temptation is simply

them and tackle the ball cleanly.

It was coronation day in Soccerland, and all the little Amiga games had bounced along to
watch the ceremony. The streets were lined with  bunting and balloons, and the crowds
hushed as a grave-faced Andy Nuttall stood upon his soap box. "There is to be no new
King today," he proclaimed, " for the chosen one is crap." (A bit like this intro H a r r y . ) .

,

As a ( t o l a k r i t t e di y )  example of the excellent H o n  In WorldCup, hones m a p  you're given at the start of a i r l s t i t i ou.  As you
select your teams from the list the, um, vertically-moving balls indicate the
teams' speed, n g  and skill respectively. And the ba t i n the world maptells you whe r y  is. V  rikN.
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I I I  t's her e!  A t  l ast,  ' ' t he  m os t
authentic soccer game outside
the real thing," the "fastest foot-

ball game on the market," the "accu-
rate," "authentic" football game with
"ultra smooth graphics" and "stun-
ningly detailed animation,"

Cobblers.
After wri ting the 'Liars!' feature

last issue, I was wondering when the
sermon of  tr uth economics woul d
next be delivered from the mouths of
our beloved softies. All  the wibble
and superfluous wi ffle above came
from t he  small catalogue included
within the Work/ Cup game box; and,
given t he  qual i ty of  the  game,  i t
seems only fair to award the honour
to US Gold for its almost magical use
of jiggery-pokery.

To be fair, i n a recent interview
with The One the Producer of World
Cup made it clear that there are "cer-
tain aspects of the game that don't
quite match up to the opposition,"
but went on to say that there are
other aspects which hammer them.

Well, I  can honestly say that the
only area in which World Cup scores,
so to speak, over its competitors is in
the number of options. Almost every
aspect of  the game can be altered:
back-pass rule on or oft; offside rule;
action replays; one- or  two-button
joysticks: the baIrs 'glue' factor  —
pretty damn comprehensive.

Not onl y that,  but  US Gold has
made the options icon-driven — so

on each screen you're offered an
impressive ar r ay o f  between
three and nine playing card-style

I E  W

icons for you to select with your joy-
stick. It's not clear what they mean,
mind, but they look pretty.

At some point, though,  sadly, the
options-selecting fun ends, and you
have to move into the game. This is
when you really start to notice the
astonishingly slow and turgid loading
system, and then when you get to
the game you realise that the nice
options screens are simply a facade
for an incredibly shoddy 'product. '

And not only did World Cup arrive,
boxed, at The One offices
wi thout even a  not e
explaining t h a t  i t
was f o r  review,
but i t  a l s o
arrived a f t e r
the real World
Cup competi -
tion had fi n-
ished, c o m -
plete w i t h a
handy w a l l
chart t o  p l o t
your f a v our i t e
team's pr ogr e s s
through the. . .  um ,
World Cup.  Ah,  good
planning, USG. 0

The free kicks, throw-ins
and corners are all treat

ed in the same way. Ar
arc of white dots move
,in the direction the bal l '

, going to be kicked, anc
,you move the joystick ur•
and down to select the
strength. And left and

right for, er, left ono
right, of course

ape
r

And t h e r  thing, the ref is far too strong with his cautions. It's only
sm poi nt ,  but I've only discovered one ref in the game so far — and a s

too carcirhappy. Almost every foul is accompanied by a yellow or rtdcard — to cOincide with FIFA's Fair Play scheme, perhaps? li

I . . . .  t l e l t u v e S  I n  m o v i n g  i n t -  y o o d
positions to get a decent view of the action. Occasion-
ally he believes a little too strongly, though; so some-
times you find him running into the goalmouth to
announce a corner kick, or standing directly in the
path of the corner as it's taken. timmm.



SVorid Cup's an overhead footy game, obviously, but US
Gold's attempted to throw in a bit of perspective by making
the ball appear larger as it spins into the air, It may have
been somewhat over-zealous, though — this is. without a
word of a lie, the size of the bail at the moment it hits the

ir Look at the , ,
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come across. The t wo disks are packed wit h some 80 files, and
it pauses af ter loading each one, presumably  to decrunch it  or

something. Anyway, the outcome is more delays than an average day on
the railway  — and here are the t imes to give you some idea. First off ,  it
takes a  whopp ing  f our  minut es  10 seconds bet ween s wit c hing y our
machine on and reaching t he main menu.  Not  since t he C64 have we
known such loading times — and they were f rom tape! And then, the icing
on the cake, each and every match you play is dogged by s imilar delays:

TOTAL (for  each game played,  remember )
4 mins 11 secs, Crap,  eh?
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aspect of World Cup — the options
— in the Introduction, so that leaves
these 3S0-or-so words free for damn-
ing vitriol about the actual game. For

Almost everything about this game is
that's exact ly w h a t  i t  deserves.

wrong in some way: the packaging
with its belated wall chart, the

fact t h at  i t  arrived f o r
review at the same time

it h it  the shops, and
the game itself which

G
. is not even close to

living up to its hype.
It would be good to,

pick up on little areas
of attention-to-detail by,

r o o 4
o 0

_. say, mentioning the referee,
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spot before each half. But immedi-
ately any such argument is killed off
by the rest of the refereeing, where
the ref constantly runs into the goal
mouth after the ball has gone out of
play. Why? And why also, in a corner
situation, does h e  always stand
between the corner flag and the goal,
thus forming a one-man defensive wall
against any prospective cross? The list
doesn't stop there, but it does become boring — almost as
boring as the astonishingly tedious pauses for disk loading.
Just cast your eyes over to the little boxout on the left to
see for yourself — over four minutes to load? That's just

stupid. When it comes to playing a match, no matter which
team you pick from the long list you'll find that playing is
very similar. Sure, the better players move at  different
speeds, and I'm sure that the number of different kicks avail-
able make for some spectacular shots. But, sadly, the chore
of selecting your player mid-match, moving him to the ball
and then attempting to kick it  (or tackle a player) is so
tedious that you'll soon be as frustrated as I was. It seems
it's all very well having an incredible amount of options, but
in this world with multitudes of football games vying for
position on the shop shelves, it's the gameplay that counts.
And World Cup doesn't really have any, to speak of.

.-411•111111111111,

There are no plans for a CO32 version of World
Cup, but US Gold has a habit of "slotting things
into the release schedule at the last minute,"
according to, Cr. US Gold. An Al200-specific ver-
sion is unlikely, but that's probably a good thing.

E W
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We'll fi ght them on the beaches;
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.0--- w h e l k  stall, if  Matt  Broughton
has anything to do with  it.
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rounding the 50th anniversary
of the 0-Day landings (when

The Allies kicked ass in France, histo-
ry fans). Impressions has released a
strategy simulation to, er, kick ass, in
the way that only strategy simula-
tions can. Presented in a similar style
to The Blue and the Gray, D-Day, The
Beginning of the End is set, funnily
enough, a t  the end of  the Second
World War (June the 6th, 1944 to be
precise) in Western Europe. Your task,
because you're placed on the side of
good old Tommy, is to stop Hitler's
nasty Nazis from lording it over Con-
tinental Eur ope by  freeing France
from occupying German forces. The
problem is, you have just under  a
year to complete this task and believe
me, that's not far off how long it will
take for  you to complete this game.
(Some slight exaggeration there, per-
haps? — Andy).

The mai n play takes place on a
map of Europe (clever, that — Andy).
The i dea i s t o  move your  forces
around the map and start loads of
fights — great fun' But,  conversely,
unless you're into this type of strate-
gy game then it's not great fun at all
(so was that sarcasm, then? — Andy).
The action does warm up (just a tad)
when a Micro Miniatures battle takes

place (an entire skirmish played
out wi th l ittle piccies of  Micro
Miniature soldiers). You can't
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Best get used to this screen, because you're going to see a lot of it should
you choose to purchase this game. Needless to say that you can access all
u n it s f r o m  he re ,  a s w e ll a s ca llin g  u p  d a t a  o n  a n y o ld  t h in g  yo u  f a n cy,

frealise that these micro minia-
ture fellas don't look too scary,
but believe me, they know where
to stick the sharp end of a stick.
And no thistakin'

L m t
0

LOSt

Hurrah for us, we've just beaten the
beastly Hun! Of course the statistics
show that we had 43,600 infantry
against their, or._ 436, so perhaps
we shouldn't get too drunk just yet.
An yb o d y g o t  a n y Ve ra  L yn n ?

control the soldiers directly, but you
can give them orders, sit back and
watch them being carried out This
sim has FOUR manuals, which gives
the box a bi t of  a Was
.  a n d  
P e a c e
quality feel. One of them is a history
book, though,  so, er, sod that. 0

1

• •  • • • •  • • •  •
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Hmmm... the Second World War, eh?
This is a  different approach to  the
usual war games. For a start it eoesn't
have you driving around in a  tank
blowing things up, nor is it  a flight
sim. D-Day is more o f  a  table top
Dungeons a nd Dragons  wa r  game,
with rules like "how far you can move
in your turn," and "how far you can
shoot your lit t le gun," and  "h o w
many..." but you get the idea. Having
not played The  Blue  a nd the  Gray,
I'd say this is a pretty original game
although, from what I can gather, the
two use the same game engine. What
D-Day does, it does pretty well, but
after a few battles you tend to get the

feeling t h a t  t h e
game is getting a -
bit repetitive, as one
battle looks just like
the next. Better graphics
and sound would have improved this
game a lot, because the battles played
pretty jerkily as they chugged along on the
old A500 (it's much faster and smoother
on an Al200) . The sound is, well, not up
to scratch and is just as quirky and, um,
murky as the graphics. A save game fea-
ture has, of course, been included, as have
a few preset scenarios to get you going.
But my main moan about D-Day is the fact
that, even at higher levels of difficulty, if

_ y o u r armyisbiggerthanyouropponents,
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then you can pretty much guarantee that you'll win the bat-
tle. And as The Allies have a larger army than the Jerries,
then you are bound to win in the end (unless you play as Ger-
many,  of  course!).

CD32

N o sp e cifi c AG A ve rsio n  is p la n n e d ,  b u t  t h e
game does run quite a bit faster on an Al200. No
CD32  ve rsio n  w i l l  a va ila b le  e it h e r. So  t h e re .
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What's pink, warm to the touch and destined to be huge in the near future? Wrong!
It's Millennium's long awaited platform/puzzle romp. Matt  Broughton looks as if  he's

licking a squashed hedgehog when he guffaws in that revolting way.

L a s t  weekend wasn't  a
good one for me, It start-
ed in qui te a promising

way, with my girlf suggesting a picnic
somewhere o n  t he  sunny coast.
"What a good idea," said I ,  and a
scant hour later we were on our way,
armed wi th a bag of Opal Fruits for
the journey (of a summer flavoured
variety, I'll have you know).

Imagine my surprise, then, when
fifteen minutes into the ride my car
suddenly started to shake and shud-
der like some demented Welsh rock-
er alookin for a 'green door'. Yes, the
car mechanics amongst you m a y
have guessed —  my Big End had
gone (see page 41 for  explanation —
Andy). This resulted i n a Saturday
afternoon being dragged down the
Al 2 on the back of a National Break-
down van, fol lowed by the startling
revelation t ha t  i t  woul d cost m e
about E350 to get my car running
again. Needless to say, I 'm available
for childrens' parties, cabaret and,
well, basically anything that involves
me getting paid money really.

And why, you might ask yourself.
am I telling you all this in the intro to
Pinkie? Well it's quite simple really —
Pinkie's got  a  bri l l iant car,  a nd I
haven't. (Ha ha ha — everyone).

Yes, i n  t r ue  James Bond styl e
(that's BOND), Pinkie has a car that
punches, rolls, swims and jumps,
not to mention having a jolly
comfy seat t o park your
bottom on.  And good
news this is too,  for
our lad Pinkie has a
bit of a task on his
hands. N o t  o n l y
must he  wor k hi s
way t h r o u g h  a
tremendous amount
of levels,  avoi di ng
many nasty creations

Being a fairly non•vio•
lent game. Pinkie likes to

collect flowers as well as
eggs (i f you had water  and
milk, you could make Yorkshire

Pudding! — Harry). These can be
'plucked' separately or, i f you're

lucky enough to fi nd a 'seed
machine', can be collected in their

0  doz ens.  These add to your  overall

points, and we all know w hat
points make, don't  we...?

IS true 007 style or  should that be IFI5N?) your car adapts Itself to the sur-
rounding environment. Though for most of the time you trundle around on
its single wheel, should you come across any water or lava, just jump in and
the car will automatically extend its little flippers to help you on your way.
Pinkie can still get out and swim, but you need to watch out for the strong
currents that sweep you away. Actually, don't just watch out for them,
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A large proportion of the puzzle solv-
ing in Pinkie revolves around fi nding
the 'successful path' for each level.
Sometimes you'l l  spend ages climb-
ing platforms, only to be blocked E.
a sort of 'LEGO' wall such as this one.
Fortunately, i f you can get your  car
near enough,  one good solid
punch is all that's need-
ed to set a chain reac-
tion that clears the
entire blockade,

along t h e  way,
but he needs to
collect a number
of runaway eggs
if he  expects a
Royal 'thumbs-up'
to move on to the
next world.

This is a game aimed
at the younger player, and
in honesty needs n o  further
instruction. The levels are filled with
platforms, lakes, spikes and baddies,
and Pi nki e  m us t  u s e  hi s  car 's
attributes along with his own dexter-
ous skills t o  scour  each wor l d i n
search of the elusive eggs. Once col-
lected, h e  p o p s
them i n to  h i s
car's h i dde n
storage uni t ,
and moves on
to the next location.

Simple enough for
ya? Good.  Let's go. . .

This is what Pinkie's all about — little eggs! You need
to collect as many eggs as possible from each level i f

you expect the king to give you a thumbs up; though,  as
you might imagine, they're not always easy to find.
Just to make things even more fun,  qui te often they'l l

hatch legs and bugger  off as soon as you get close.
Once you do grab an egg, just stand by your  car,
press fire, and a concealed hatch will open up for
you. P wish my Cavalier worked as well as this!



Not all of the creatures you meet are at ONO gee w e e p .  in tor t some of thorn
are qui te crucial to your success These sort of bederwaieer-lowouNadelobbles
will suck your head i f you jump out of the car. CAMINO. yew to other  areas or
,the level. Walls and blockades are no oroblesos to ears*  alma& aria therefore
offer  an alternative route — the -  ' e m s ,  akar sonar r a t  take -
back to where you began.  It's al t c  . 0 0  armor r go afraid

If you're looking for  trouble, you've come t -
the r ight place. I f you're looking for  troubae

just look r ight in his face Fete was born
standing up. And talking back. Pits daddy

was a piece of railroad track. (Oh yes. he's
evil — his middle

Looking 'vv.., So slightly' familiar, James... or. I mean . . i n  extend his
car seat into the sky and have a good look around, This can be used to either
give Pinkie a platform to jump off,  or. i f there are solid surfaces on both sides
of the car, i t can be 'bol ted on' al lowing the car to retract its wheel and slide
back and for th on the 'br idge'.  This is a good way to keep your  car with you if
the platforms are too high to spring up. (Nice explanation Matt  — Andy).

E V I

THE VERDICT
Oh no — i feel like a real party poop-
er, but after all the hype surrounding
Pinkie I really was hoping for more.
It's very important that I make it clear
that the game is really targeted at a
younger audience, but  considering
the complexity of some of the 'kid-
dies' favourites' these days, I  think
most players will find Pinkie sadly
lacking in  t he excitement stakes.
Again, i realise that Millennium want-
ed to produce a  non-violent game,
but these days most people get

excited over the likes of Mortal
Kombat, Syndicate and Ruff
aN' Tumble, so you have to
realise that a  game like this
just isn't going to appeal to the

4
tastes of a large proportion of

the game-buying folk. T e c h . ,  .
• cally, Pin kie i s  brilliant. T h e
• 1aphics are gorgeous and full of

A S 0 0 / 6 0 0

Pubilshec Mi l l ennium
Developer
In-house

125.99 October

Not Bard Disk insta llable

Joystick

character, w ith  enough humorous
animation to keep you amused for
ages. There are an impressive amount
of levels to plough through (some-
thing that — happily — seems to be
becoming a Millennium trade mar
and each of the worlds is satisfy
different from the last. The car is a
'toy-fest', satisfying the gadget lover'

ately, where the actual game is I s e
rts to falter. The problem with i s  that it  just

doesn't develop enough, and after a ' w h i l e  you realise
that trundling around and collecting eggs really doesn't pro-
ide much of a challenge. Sure, you need to work across a
riety of levels, but it really seems like you're just playing

the same game dressed differently (that's the game, not
you). When Harry looks over at me after five hours playing
and asks if I'm still picking up eggs and putting them In my
car (in a sarcastic voice), I find It hard to defend the point. I
also have to acknowledge his observation about one or two
bits being "quite similar to a Pond game. Or two." I'm real-
ly am sorry, because I wanted to get deeply into Pinkie, but
at the end of the day, the gameplay is just too shallow to get
anything abov v a g u e l y  w

G R R PH I C 5
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L I S T A B I L I T Y
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Alongside the standard version, both A1100 andCD32 versions will be released for E29.99. They
will both feature enhanced soundtracks and FX,
wi th the CO32 boasting decent cartoon
animations, and the Pinkie single and video.



1 1 1 1 1  hen we  originally  played
Populous we talked about
how bri l l iant  i t  was ,  bu t

always thought ,  'wouldn' t  it be great
if you actually got  to see all the lit t le
people building their houses and liv-
ing their lives'. Blue Byte obliged, and
thus. Settlers was born.. .

We'd all played puzzle games at
some point  or other,  but  longed for
something with a bit  more character;
enter stage right. Lemmings — about
as full of  character as they get...

Playing Dungeon Master, wi t h  its
plodding s tep-by -s tep,  s c reen-by -
screen approach,  we  want ed more
realistic movement :  "Here! " the soft-
ies said, "Have Legends Of Valour". . .
(hImmm, i  t h i n k  t h a t ' s  e n o u g h
padding — Simon.).

All o f  the above are examples of
an excellent game concept taken that
one step further by just that  extra bit
of t h o u g h t .  A n d  i f ,  p e r i s h  t h e
thought ,  I were to re-cycle this  int ro
for another game at  some point  in

Every morning the media machine
goes into action, sometimes bringir
morale boosting news such as this
family revelation (I always knew •
there was something strange Am u.
Great Great Great Great Grandad),
other times bringing damning new
about my wife leaving me or  an es-
player publishing a book that stags
me off.  This sort of thing witt subtly
influence the perception of your skill
,from the public, the directors. end
your team, so the best thing to do
Mi d  regular press conferences and
keep chummy with the journos. Or
buy them lots Q . e r .  The larter is

moth mo,  : ; v e ,  as our
-1-itsens know

all too wet!.

the near future,  y ou Lan bet  y our
dog's bot t om that  Daze's new foot -
ball manager simulation, On The Ball,
would be nestled comfortably right in
the middle.

And why  do I say that? Well,  put
quite s imply .  OTB answers  a l l  t he
pleas t hat  we  games  journos  have
been making for the last few years —
namely would someone (please) pro-
duce a football management  game
with more appeal than the average
' look ing a t  s c reen a f t e r
screen of statistical infor-
mat ion' or 'being given
the s c o r e  t h r e e
nanoseconds a f t e r
pressing t he key t o
start the match'?

So this  is  i t  — a
World Cup manage-
ment sim, full to brim-
ming w i t h  a n i ma t e d
graphics, b e a u t i f u l l y
painted s tat ic  screens, and
more player personality data than
you c an shake a Premier Manager
game at.

You'll need to cover all aspects of
management ,  f r o m  p e r f o r m i n g
impressively at press conferences, to
keeping your players happy with par-
ties a n d  pok e r  sessions. You  c an
choose t o  play  t hrough al l  o f  t he
qualif y ing and preparat ions,  or just
go straight into the Cup tournament
itself, us ing either the real teams, or
mak ing use of  t he edit ing facilit ies
before hand.

I could just keep warbling on and
on and on about  On The Ball, but  the
proof  of  the pudding is in the, er.,.

screen shots.  You'd bet t er  walk
this way, then.. .  0
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What? Another chance to manage a World
Cup team? Oh all right then. Matt

Broughton takes part in this coveted tour-
nament just one more time, thanks to

Daze Marketing. Oh and for all buddhists
out there... Roberto Baggio, ha, ha, ha!
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comes etc. And the best bit  Is that you .,,, , m  all actually running
lround and doing what  you've told them — right  down to the warm-up jogs

i sprints. it 's gorgeous, it  really

i i r
r
i v
i
T
h
l ,  
A

n
o
.
s
t  
i
m
p
o
r
t

i t ,  J i

1g such •
.tics, taci- . 3 1

TH,
• up to
-
1
C
e
r
t
•

penal-



G 0 0 0 0 0 0 0 0 0 0 0 0 0 A A A A A A A A A A A A L I
Here are just two shots of the gorgeously commentated and animated
matches. Generally, you just see the minutes tick by, but when a particu-
larly promising move begins, the camera zooms in to pick up the action.
Though some of the animations start to repeat themselves after a while,
you never really tire of them just because it makes such a nice change from
the normal footy management displays. Groovy, huh?
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be fore  e a ch  m a t ch ,  yo u  ca n  vie w
your team's statistics against those
of your opponent. Your informatio
,will be slightly inaccurate if you've
not taken the trouble to watch you
opponents in previous matches, bet
this is always a useful guide nonethe-
less. From here you can set tPw style
of play you want to adopf . s i n g
'attackirve 'defensive',
etc, ,- s e t t i n g
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• with an icon system giving
valuable information about each
player at a glance. Players shown in a
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full potential, while the smair
indicate players'

3artormance quirks such as 'poor free
k taker' or 'player with it. -

ss'. The numbers sho
,
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T H E  V E R D I C T
• T h e  first thing that strikes you about

On The Ball is its presentation; the
static screens are excellent, and there
are superb animations in training and
matches. It's rare to find a game that
has both the depth o f  detail that
most management game players go
for AND the graphic quality to make
It interesting enough to  watch, so
that you don't just sit back and wait
for text results. OTB is unique in that
you really need to be familiar with
the personalities of your players. You
have to tread carefully around those
with suspect temperaments, a n d
humour the ones w it h  b ig  egos.
There are, however two questionable
tackles in  this otherwise smooth-

flowing game: the endless disk
swapping, and a bit of tedium.
Let me explain. Though for a
large chunk o f  your playing
time, the game only calls upon
two main disks, you do start to
get a  b i t  cheesed-off fi ling
through the other three, just to

- • • • • • • •
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o  s e e  a picture of you lounging by
a pool every time you have a day

•  K off. This also affects the game as
you stop troubling to check out all of the
statistics simply because you can't be bothered to interrupt
the game with more disk fondling. I also think an element of
boredom starts to creep in when there are long periods
between matches, and you have to while away the days
watching the same old training sessions — but I s'pose, that's
part and parcel of the management game thing anyway. I
would unreservedly recommend O T P t o  anyone w h o
wouldn't normally dabble with footy management games,
although I suspect that many of the factors that make OTB
so fresh and different will become superfluous, as you start
to turn off the animated training sessions and little extras in
favour of faster progress. Having previously awarded Pre-
mier Manager 2 a handsome 90 percent, and taking into
account OTB's depth of character development, I can offer
OTB no less than the same. A really decent management
game, and no mistaking.al*

The Al2 0 0  ve rsio n  w i l l  b e  o u t  sh o r t ly a t  E3 2 •9 9 ,
and features 256 colours and a hard drive install
Op t io n . A  C D  ve rsio n  w i l l  d e p e n d  o n  h o w  w e ll t h e
standard sells -  so CD32 owners had better  start
p ra yin g  f o r  a  g o o d  re su lt !
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"By the standing
stones of Kr'gath, I
fear that Jilkrengia
may soon become at
one with  Th'mdhel"
This kind of rubbish
crops up in all RPGs;
but, as Andy Nuttall
finds, there's a
decent game in lshar
3 as well. Thank Sith,
• say.

E W

L i k e  the previous two episodes,
lshar 3's plot  sounds more like
a TV advert  f or  He-Man and

the Masters of  the Universe than an
adventure game. "Wohratax  survived
the ons laught  and emerged v ic tori-
ous," it  offers, obv ious ly  mak ing up
stupid names as it  goes along.  "As a
reward for his courage to the cause
of Evil, this last remaining Black Drag-
on was  created Lord of  Sith by  the
powers of  Chaos, and made immor-
tal. " Hmm. . .  more capitals  than an
episode of Blockbusters.

But wait :  Shandar, the evil wizard
of Ishar 2 is  back, and he wants  t o
take over the f orm of  Wohratax  f or
his own.  "This creature that  will give
him even greater strength — that will
enable him to inspire awe and fear in
every liv ing being. " Apparent ly.

But his plan is fl awed,  because
the reinc arnat ion " c a n

only  take place dur-
ing t he  plane-

tary c o n -
j u n c t i o n

of t h e

THE APOTHEOSIS OF KITSCH...
...is a phrase I noticed glancing over the shoulder of some bloke on the tube
this morning.  And, af ter look ing in the dic t ionary  to see what  it  means (a
perfect example of  art  dismissed as being of  merely  popular taste, appar-
ently), t he phrase seems more than appropriate.

You see, people expect realism in games these days, and Sil-
marils is going to give it to 'em. Instead of the nice artwork
that  used to grace its games, lshar 3 has a huge line up
of digit ised characters (mostly people dressed up in cos-
tumes) which,  yes, does make it  look  more realistic,
There are only four or five animat ion frames per char-
acter — so t he small,  fl uf f y  k it ten changes almos t
immediately  into a huge roaring leopard — but  hey,
that 's t he price you pay  f or  authent ic ity .  Anyway,
these are some of the fiercest.

Right: Spotty had been warned about
burning the candle at both end

Again, lis-
tening to
criticisms of
its other  games
has paid off for
Silmarils. The map
function is no longer  a whi te
elephant — it actually maps out the
locations of pubs, inns, hostelries
and shops as you visit them.
Strangely, though,  i t marks their
positions wi th coloured chicken
drumsticks. Strange.

t wo moons,  the sun, and the planet
Ishar." Blimey. Typical, eh?

For those uninit iated in the ways
of Grayskull, the plot, in English, goes
something like this: get  to Wohratax
before Shandar does, and slay him.
Simple. In the previous two encoun-
ters wi th Shandar,  moving ar ound
the world and ridding i t of evil has
been (relatively) easy, but in this third
and final  part, Silmarils has brought
in a whole new dimension: time trav-
el. In true Terminator 2 and Quantum
Leap fashion, at  various points in the
game you'll fi nd a t ime gate through
which you can travel to certain points
in the history of Ishar.

j i

As soon as you start, this hooded
geezer walks forward to greet you.
Instead of pull ing out a dagger  and
trying to 'str ipe' you, as you'd expect

in ishars I  or  2, he actually offers
you a bi t of advice. In fact,

Ishar 3 is l i ttered w i th people
offering you clues to your

quest, something which
was i n  the other
games.

ishar 3 is built  entire-
ly u p o n  t hes e  " p l o t
points , " wh i c h  means
you'll need to visit plen-

ty of  locat ions you may
recognise ( i f  y o u ' v e
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that  is), and actually change
the course of history. Get to the

plot  points  at  the r ight  t imes, and
you'll soon be facing Wohratax in the
final showdown.  It's real brain-twis t -
ing stuf f ,  as anyone who's  t ried t o
follow the Terminat or plot will know,
and y ou need t o  wr a p  y our  head
around this stuff before you can even
begin the adventure.

Like Ishar, this is the nearest you're
going to get  to a t rue RPG, short  of
fi ddling about  wi t h  a lot  o f  funny-
shaped dice. It follows the usual for-
mat; you command a  troop of five
individuols on a journey thr ough a
fantasy landscape, thwarting evil and
nastiness. Al t hough t h e  a c t ua l
mechanics of the game are very simi-
lar t o  t shar 2. Silmarils  appears  t o
have listened to criticisms of  the first
games and created a self-proclaimed
masterpiece -  - combi ni ng al l  t he
great bits of their games, tweaking
the controls and throwing in an even
better plot. Or so it says here...

Graham Taylor's new signings eyed
the rest of the team hungrily.



The 'Rich City' is r ight in the centre of the first landscape Outside the walls
the conditions are pretty squalid — it's the kind of place where you'l l  get
mugged for  your  cash after  midnight.  I f you pay 4000 coins to the guards at
the entrance, they'l l  give you a pass into the city, where you fi nd the top
nobs of the era including, erm, Queen Elizabeth? Hmmm

Unlike previous installments, ishar 3 gives you the chance to build up your
own personal team of characters. Choose from the usual RPG range of Orcs,
Elves and Humans, and you can not only assign them names and characteris-
tics, but also give them a face. And there's a face to suit everybody.. .

The bluebottles soon developed a
resistance to Vapona.

•
Botham clearly did not agree wi th
the umpire's decision.

ra L e,411p
The key to the Ishar series to date has
been space: r oom  t o  move ,  l a nd-
scapes to wander around and get lost
in. To be honest I  always found all
that trekking around looking for clues
a bit tedious, so it's nice to see tha t
immediately you start Ishar 3 a guide
appears to give you a couple of clues.
From the n on i t becomes a  mixture

between a Whodunit? and a game of
Treasure Hunt as you madly search
for the answer to the next problem.
No doubt Ishar purists will hate the
idea o f  clues, bu t  I 'd rather have a
game which is difficult because of the
puzzles ra ther than the  size o f  the
landscape. At  first glance you could
be playing Ishar I  because the game
engine's the same, but the new fea-
tures whic h Silmarils has  included

really spice i t up. For a start there's
the Auto  Ma p ,  whic h charts y our
progress around the  lands by  high-
lighting th e  pubs  y ou'v e  be e n i n
(Interesting —  S imon); a n d  t h e n
there's time travelling. Bouncing on
the strands of time is not only fun,
but i t  means fi v e  o r  s ix  di ffe re nt

worlds and graphic styles can be  cov-
ered without anyone batting an eyelid. Last-
ly, instead of the hand-drawn characters from the previous
episodes, Ishar 3 features a gaggle of digitised people stand-
ing around in period costumes. The 'animation' of the char-
acters would look more a t home in Monty  Py thon than a
computer game, but the  designers have conceived such a
large number of interesting people and spooky monsters for
you to meet that the lack of animation frames is just about
excusable. Ishar 3 is an improvement over its prequels, but
it still suffers slightly from the 'wandering' syndrome, so that
the chances are i f you can't fi nd wha t you're looking for
quickly, y ou'l l  give  up  altogether. I f  y ou do  persevere,
though, you'll discover something of a challenge — and that,
above anything else, is w ha t RPG afficionados are a fter.
Ishar 3 is bigger, better and more attractive than its prede-
cessors and a more than fitting end to the trilogy.

Publishe r
- 
D a z
e

Developer
Simarits

£3299 Out Now

Hard Disk Installable

/ L I T A B I L I T Y

M I I L L86%

Like the previous members of the Ishar clan, Ishar
3 will be making a guest appearance on the
Al200.  And — get this — there'l l  be a CD32 ver-
sion as well! Shelley.
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With the World Cup now but a distant
memory, the tidal wave of footy games
has reduced to a mere trickle. Having seen
ELLI.B's fi rst release, Simon Byron thinks
that's still too much.
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Off 3's hasty release
had demonstrated

how t o cash i n on a
major spor ting event,
but the inconspicuous-
looking package which
planted i tsel f on  m y
desk the other morning
has proved otherwise.
It contained Soccer Star
World C u p  E d i t i o n
which hi t  the  shelves
Just a f t e r  G e r m a ny
came spiralling out of the World Cup
— a good seven weeks before you
read this. And when you consider
that the quotes on the back of the
box, fr om reputable mags such as
C&VG and Amiga CD32, c laim t hat
Soccer Star  has "a n unbel ievable
amount of  information" and is "a
cracking game" then you can see
why some unsuspecting punters will
be persuaded into parting with their
cash. As they say, fools rush i n_

You see, lavish as the box is, it's
only when you actually open it (hav-
ing shelled out almost 26 quid), that
the quality of the game you've just
bought is horribly revealed.

Three sheets of  A4 paper  and a
disk — that's exactly what you get.
And — yes! —  one of  the bits of
paper has been pr i nted on  bot h
sides! No expense spared here, then.
Now I know that the quality of the
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, ou Cy . . . o h  the World Ctoi

y o u  c a n  o p t  t o  p l a y  a n y  m a t c h ,  o r
even force the computer  to play
itself. Sadly, you have to make this
decision for  every single match.
which means that if you're only inter-
ested in playing England (of course),
you have to press the joystick and
press the space bar about a billion
times between each fixture.
instructions shouldn't matter, but
come on lads — this is the nineteen-
nineties, I think garners have come to
expect a bi t more than this from a
full-price release.

And then there's the game itself
.Okay, so it's got an overwhelming

amount of information in i t (2,200
international players, each wi th 12
separate skill ratings),  has varying
weather conditions,  a nd lets you
compete in the World Cup. but the
main game — the arcade footbal l
section — is shoddy, ameur i sh,  and
downright laughable. EP

For most of the time, the ball sticks to your fest, so you can per.
form some pretty mean dribbling. This makes the game initially

easier to play — an ideal game for beginners, then — but
removes any need to learn how to control tile ball, something

h is always important in footy games.

.)•uktct .1••11 $ biggest problems is the lack of any
on-screen players. Whenever  you're in possession, fi nding

someone else to pass to is almost impossible, so the game
degenerates into a one-on-one race down the pitch wi th you competing
against whoever  happens to be attacking you. Occasionally one of your

players will wander  onto the screen but,  or _  that's It.
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We like to think that w a  fair mag-
azine. One that supports young talent
as new coders take their first tenta-
tive steps into the big, bad world of
Amiga games. Sadly, the program-
mer/s behind this game would have
been better off releasing Soccer Star
World C u p  E d i t i o n  i n t o  P ubl i c
Domain — that way, Matt could have
waffled on about what a commend-
able effort it was, and how for £2 or
so you could do a  lot  worse. But,
incredibly, someone, somew here
decided that the game warranted a
full-price release, and the result Is,
well, dire to say the least. The graph-
ics are awful. There aren't enough
animation frames so when, say, a
goalie a ttempts  a  save, he  just col-
lapses in a heap, or his legs disappear.
Playing the thing is a tortuous experi-
ence. Passing is hit-and miss —  if you
can fi nd anyone to pass to,  tha t is.
The c ompute r-c ontrol le d p l a y e r s
aren't exactly bursting w i th inte l l i -
gence, w i th  mos t o f  the i r  tackling
attempts failing miserably as they fol-
low y o u r  e v e ry  m ov e .  A  poor l y
thought-out inte rfa c e  me a ns  t h a t
cycling through the matches you don't
want to  participate in or  don't fancy
watching is a  real pain —  why  you can't
just select the team you want to play and skip the rest of the
matches, I  don't know. And having to tap the space bar to

leave one of the screens is downright annoying. I  know
Its only a little point but if a designer can't even get the

menus right, how on earth can he expect to produce
a decent, playable footy  game? H e  can't, basically.
I feel bad slagging Soccer Star off, as its obvious that
the programmers are relatively inexperienced, but
compared to  what's  knocking around a t the  same

price, this really won't do at all.

No differences. No graphical enhancements. NO
CD32 version planned. No fun at all.

,  _
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Matt  Br o n  is
man shrouded in
mystery. Or so he'd
like to think. But g %,•,„
we know what  he' f t
been up to. Oh yes.: n
So anyway, when
this new game Mooarrived which
involves adopting a
life of crime, there
was only one
person qualified to
review it... Andy
Nutt... (just kidding.
Matt, you're the b
at everything.
No really.).
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pay'. Pah — what a load of
old tosht Of course it does. I

mean, what do you normally do if
you w a nt something y ou c a n't
afford? Well, you either sell your soul
to one of the credit card gods, or you
save, go-without and budget careful-
ly, (le don't buy your round) until
finally — some time after you actual-
ly wanted whatever it is — you make
your purchase. Not for me thanks
mate; mine is the way of the magpie.

So, once you realise that
The Clue is an adventure
/strategy/action g a m e
involving a large number
of thefts and generally
illegal activities, y o u
start to understand why
a dishonourable git like
myself has enjoyed playing
something this 'naughty'.

The game's storyline is quite sim-
ple, but it comes 'at ya' from an orig-
inal angle. Its 1994 and you're being
laid to rest in a grave, surrounded by
friends and family. What follows is a
sort of autobiography, told by an
older version of yourself. Of course
the interesting thing is that you actu-
ally invent your own history as you
play the game, and the narrative
accommodates y o u r  'activities*
smoothly, as if it already knew what
you were going to do.

Come with me now, back to the
1950's. You arrive at Victoria Sta-
tion, a young man with his way
to make in the Big City. You must

The more you use the same car, the
more conspicuous it becomes, simply

because the police compile a better
description as time goes by. Obvious-

ly not all of us can afford to keep
buying new cars, but a mate of mine

does a dandy respray job at £20 a
shout. 0oh, now I DO like this colour

— it matches my pants.

make contacts and acquire the tools
of the trade if you're going to make
a go of it in your chosen profession.
The art of the badger (or, er... rob-
bery, as it's more popularly known).

Naturally you begin with
small-time stuff, turning

over ice cream huts for 60
quid etc, but you'll soon
have the necessary dosh
to graduate to bigger
and better things such

as jewellers, s ta te l y
homes and even, if you're

very clever, some of London's
great museums.

The game progressively introduces
the tools of your shady trade, tempt-
ing you with juicier and juicier appli-
ances, to pull-off bigger and bigger
'capers'. You will also need to hire
some skilled accomplices from the
underworld as 'jobs' get more and
more complicated.

I can imagine that some people
might complain tha t The Clue is
teaching ' the  kids' things the y
shouldn't know, but at the end of the
day, (Brian) despite the subject mat-
ter, it's only a game. (But of course
Harry is still quite, quite outraged in
a 'miserable old git' sort of way). •

-

I east i t  ewilshorPrillEr

This location acts as your sort of HQ, allowing access to the various robbery
plans, not to mention the all-important phone. This is extremely useful for
setting up drivers and accomplices on individual jobs, offering the names of
people who you've had conversations of a 'distinctly dodgy nature' with.
Know what I mean?



One of the most important aspects of
any robbery is the escape. Fairly obvi-

ously, if you want to beat the police
away from the scene of the crime,

you can't jog — so get yourself down
to the car lot and grab a decent set of

0  w h e e l s .  To start with, you won't have
too much money and you'll have to

make do with crappy motors, but as
you progress you can move up to cars

that hold more people and give bet-
ter performance. You also need to

n  t h i n k  about how conspicuous the carlooks. "Have you got this in a pink?"

1 1
1 ;

elk

When planning a job, you need to
think about how far away the nearest

police station is. This part of the
investigation screen shows you how
near the cops are (shown as a time
allowance) along with a rough esti-

mate at the likely value of 'goods on
offer here. My accuracy is only 17 per-

cent, so in honesty you wouldn't
want to take this info too seriously
until you've spent a bit more time

ca i n t he  •oint

One of the first things that happens to
yourself a year's free cab rides thanks
is jolly handy as it's the only way to tr
simply highlight this location required,
grasses, and you make more contacts
tions appear on the list allowing you to.
to the likes of the Bank of England. L

In The Clue, is y o u  earn
g their millionth customer. This

eon locations. Once inside,
way you go. As the game pro-
complete more jobs, new Iota-
up from humble newsagents

Wa-hay! Here we are slap bang in the middle of a heist. As you can see, the
graphics are a tad more interesting than during the planning stages, with all
the paintings, alarm systems, safes etc adequately represented. Frank has
just chloroformed the guard in the doorway, while I've disabled the alarms,
allowing my gang to nick the statues and make a start on the paintings.
I'm gust about to blow the box next to me, which controls the
searchlights in the next room (you can just see the circle of light here).

IT'S ALL IN THE PLANNING
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,nce you've fully investigated the location, it's time to sit down and

aw up a plan. This is taken in two stages, with the first part being a
mple 'blueprint' showing who will worts the job with you, who will
rive, what car will be used, etc etc. I t's also a good time to review what

skills your team have, and what equipment is likely to be needed.

tags two is a sort of game in itself, with you moving your gang around a
implified representation of the target building, and telling them where
nd when you want them to perform certain actions. I'm busy disarming
he alarm system, while Margrete Briggs (who's a bit tasty with locks) is
oiling out the cash box. Serge (bottom right) is the fighter of the group,
nd he's busy giving the guard a free sample of a new fragrance called

Chloroform'. Once you've programmed all of the team's moves, you can
ave the plan, and either execute it when the real burglary is performed,
r later review and amend it.

Margrete Briggs
teat (kg) I

tine 91):114:3t sec.
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After each job, the
police will do their best
to uncover who was
behind it (which is a
good reason to let your
accomplices do all the
dirty work!) and will run
•  series of tests to trace
prints, descriptions and
witness reports. The last
job went quite well, but
young Serge here was a
bit messy while beating
up a guard, and as a
result has a 14 percent
ID trace from the fight.
Shan't be using him
again. I can tell you.

You'll be glad to know that the screens not only look attractive, but are actu-
ally accurate to the location. If there's one thing I hate, it's seeing something
on the screen that then 'doesn't exist' when you try to go there. Anyway, I'm
off down the 'Walrus and The Yellow Shades' because they've got a top notch
band playing some great tunes. Let's rock! (You're pathetic Matt.  I bet you
thought no one would notice — Kiai, KRAPAI more like — Simon.).

PRIVATE
INVESTIGATIONS

17:00 newel stoic Start Nark
P M  A pot ice petrel esssei loe...
SP.22 A  est ice petrel res;es be...
11:39 A  pot ice petrol ensiei be..

Once you've selected a location to turn over, there are two stages to the
preparation as far as investigating the building goes. Firstly, you need to
engage your patience, and stake out the joint noting down such things as
when the staff arrive, when the place closes for the day, and — most
Importantly — the frequency of police presence.
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Once you've investigated the building to one hundred percent, you can
actually enter the building and examine it in higher detail. This is repre-
sented by a simple plan, allowing you to examine anything you fancy,
from the chairs to the priceless display cases. This is invaluable informa-
tion, as it shows you where to concentrate your efforts, how the alarm

systems work, and where the guards patrol most heavily. In later build-
ings this really becomes a major game of strategy, I can tell you.
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At the start of the game, you only have a few targets to choose from — and
most of those are small fry. Here I'm just about to check out a local antique
shop, but in honesty, by the time I've split any takings with the driver (you
always need a getaway accomplice) I don't expect to get more than a few
hundred quid from the job. It's still worth doing though, because success
here will bring up larger and more profitable locations on my list

Vou won't get very far with just your bare hands, and once you get to some
of the larger buildings you really are going to need some tasty equipment
just to get in the front door. Fortunately the local tool shop has everything
you could possibly need, and the woman is more than happy to explain
what's on offer. Some of the tools need a degree of skill from the user, and
this is where you need to select your accomplices carefully — unfortunately,
the better their skills, the more they charge, Ho hum,

Now why hasn't someone thought of
this before? It's a brilliant idea, and
everybody loves to steal (er... I think
your judgment might possibly b e
clouded by your own twisted ideals
here, mate — Simon). I  don't think
that The Clue could have been exe-
cuted in a better way, combining an
original game idea with familiar con-
trol systems lie the graphic adventure
meets Laser Squad). You need to
spend just the right amount of time
wandering around, talking to people
and gathering information, before
getting down to the nitty-gritty of
planning each raid and, well, going
through other peoples' drawers, real-
ly. It doesn't take long to get into the
swing o f  things, and once you've
made enough money f rom pet ty
crimes, you can really get into some
serious illegal activities with all the
superb toys on offer. Initially you find
yourself having to avoid anything too
big — leaving safes and settling for
the odd painting, or a wad of easy
cash — but once you get yourself a
few decent mates and a  car-load of
tools, you ' l l  fi n d  yourself  cutting
through anything that stands in your way.
The learning curve is spot-on, and you'll soon get used to the
different aspects of planning and strategy, not to mention
making things difficult for Johnny Pig (you mean the police,
yes? — Simon). The best part is the planning (which can be
' saved  and re-run to check fine details) and then going into

the burglary, running the plan, and sitting back while
your outfit does its best to make you a fortune! Okay,

so the graphics aren't the most stunning ever, but the
sound is pleasant with some snappy tunes, and the thing

just really works well as a  whole. The police are niggly
enough without being a pain, and the game only introduces
real problems when you're experienced enough to deal with
them. I appreciate that this might not.be everybody's cup of
tea, but I've had an excellent time playing it, and I would
recommend it without hesitation to anyone with an ounce
of kleptomania in their souls!

The standard non-AGA version will be released at
the same time, with four disks of 'not-quite-so-
pretty' graphics, but still damn good fun. There's
also a CO32 version on the go, featuring over
forty five minutes of speech! Can't wait!
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The old house pointed out to
Gabriel that he was being fol-
lowed by a small white cross,

As is always the way,
just when you least
expect the unexpect-
ed, something you
didn't expect, er...
happens.
Unexpectedly, this is
a very long-winded,
and rather
uninteresting
way of telling you
that Matt  and Andy
have been busy
reviewing A l 2 0 0  and
CD32 Updates. Right.
Anyone interested in
stamps? I've got a
really good one from
Ivory Coast.

The armchairs completed their pin-
cer movement as soon as Mikes

back was turned.

DARKSEED
CD32 •  Cyberdreams •  *29 .99
This is, indeed, a glorious day. For aN
we speak, I hold in my mortal hands
the first ever Amiga 'talkie' game.
Now we can hold our heads up high
and laugh at our  PC chums every
time they produce some all-singing,
all-dancing gr a phi c  adventur e ,
proud in the knowledge that,  per-
haps one day, we too will have
exactly the same game
— only more cheap-
erer, with any luck!

The n o t  s o
good news,  i s
that the game
is in fact Dark-
seed, i n  m y
view a relative-
ly a v e r a g e
graphic adven-
ture t h a t
appeared last year,
and onl y really made
any impact because of its
artwork, inspired by and collaborat-
ed with the fantasy artist H.R. Giger
(Alien bloke, ya know).  Some of our
rival mags gave it marks in the sky
(i.e. 90 percent plus) while we gave
it a fairly low eighty. Apparently, I'm
just about the only person that isn't
really i mpr essed b y  Dar kseed,
though,  a n d  t h e  accompanying
packaging tells me that the game
actually won the SPA Excellence in
Software Awards for 'Best Fantasy
Role Playing/Adventure Game'.  Of
course, chances are (and this is only
my guess) they  onl y gave i t  a n
award because they wanted to 'get
off' with Mr Giger.

The game itself centres around a
fiction writer  called Mi ke Dawson
(named after  the game's designer)
who buys himself a large Victorian
house in a secluded village, hoping
to find a peaceful retreat to practice
his art in. Man.  He can't believe his
luck when he manages to buy the
gaff for a song, not to mention corn-
pleting the contract and moving in
in the  space of  a  week,  Anyone
who's been through the 'fun game'
we call moving house,  will  notice
something a touch fishy about this
particular business,  b u t  not  ol d
Dawsy - h e ' s  over the moon.

Ddrhseed...
fortunately the spi-
der-crabs had
offered to squeeze
Mike's zits,

Atthis point, we
have an advantage

over the aforemen-
tioned Mr Dawson. as

the game's intro shows
what ha ppe ns  t o  h i m

when he falls asleep for  the
first time in his new home. Basically
— and this is all very disturbing to
watch —  a  huge  al ien-type thi ng
peels Mike's head apar t and,  well,
sort of introduces an embryo, er.,.
'up him'.

It transpires that your  luuver ly'
house is in fact a gateway between
two worlds. One world is our  own,
generally referred to as normal — but
then again look at Bonny Langford
and tell  me that's 'normal ' wi thout
your face cracking. The second is the
Dark World; constructed from Giger's
artwork and includings om e  of the
weirdest biochemical creations you're
likely to see in a computer game.

All you know is that one morning
you w a k e  u p  w i t h  a  spl i tt i ng
headache, and need to sort yourself
out quite quickly. The race is on; can
you find out what's happening and
destroy the portal  before the alien
whatsisname splurges out the front
of your  face? Probably not ,  b u t
there's no harm in trying.

The first and most obvious thing
to note here is that we're playing on
a CD. This enhances the game quite a
lot just by alleviating the need for
constant disk swapping (a boon to
any gr aphi c adventure),  b u t  al so
introduces the all important speech

possibilities. Mike possesses a fairly
bearable Amer i can accent ,  a n d
al though it tends to change quality
(appearing to have been recorded in
a di fferent studio every now  and
then!) it adds to the individuality of
the game. You also have various in-
game characters t o deal  wi th a l l
complete w i t h  t he i r  o w n  voi ce
(although some are a bit OTT) and of
course the strange Dark World crea-
tures groaning at you.

It has t o  be  said, t he  music is
tremendously annoyi ng,  a n d  t he
options provided only al low you to
have all sound on or off, with no pos-
sibility of FX on their own.

The graphics are quite tasty, wi th
digitisation al l  over  the place and
though Mike's animations have too
few frames to be really outstanding.
they do at least make a nice change
from the usual fare.

The puzzles in the game are just
about average, wi th nothing overly
surreal or on the other hand too obvi-
ous, but  my major  criticism is that
events in Darkseed are all time relat-
ed. This means that  you could be
barking up the right tree, just half an
hour too early. This leads to a very
'trial and error' lead game,  which I
personally fi nd unrewarding.  Even
using the hints and tips book (filthy
cheat that I am!) it's still not the eas-
iest thing in the world to complete.
because there's so much emphasis on
you being in the r ight place at the
right time.

So what  can I  say? I t's gr ound
breaking stuff, but that's more down
to the inclusion of speech than any-
thing else. Still, as Howard Jones said,
things can only get better... NB]

OVERALL: 79%
Liam raced back into the kitchen as soon as the per-

sian rug had finished ingesting the souffle.
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WEMBLEY INTERNATIONAL
SOCCER
A l 2 0 0  •  Audiogenic •  E 25. 99
Now look,  I  don' t  want  t o  seem
mean or  anything, but I really don't
like Wembl ey Soccer. I n i ts CO32
incarnation I  gave i t  5 9  percent,
which I  t h i nk  i s  a  compl etel y
deserved mark, but then other mag-
azines rated it very highly. So, being
human a nd all ,  I  began t o  "l ook
inwardly," i f you like, and ask myself
if it was me or the game which was
at fault. And the outcome? Raspber-
ries to the other mags, I say.

Now. I 'm not arrogant enough to
think that what I say goes, and every-
body else is wrong_ So. I played the
Al 200 version w i th a  completely
open mind,  imagining that  all the
criticisms I levelled at the CD32 ver-
sion woul dn't  appl y t o  this one.
Sadly, this just isn't the case.

Except for  the lack of CD-quality
music, Wembl ey Al 200  looks and
plays identically to its bigger, shinier
brother, I t has the same problems,
which in case you missed them last
time round,  I'll r un through again.

Even with an attacking formation,
there is often just one striker upfield
with n o  backup,  l ike that  Tommy
Coyne out  of  the  Ireland team.  A
superb route-one pass to that lone
striker will invariably end wi th him
heading i t  ei ther  t o a n opposi ng
defender, or  out for  a throw-in —
giving you no real control over either
.

-•••••••

•

If the referees are not too harsh —
even the ones with hair — then it's
because there is no way of judging
tackles. I f you go in for the ball, the
chances are (apparently random) that
you will foul  your opponent.  When
that happens you could easily pick up
a yellow card, even if there was no
intention of foul play ! Arggggh!

I will say one thing in Wembley's
favour, though:  i t's a l ot easier to
control wi th a joystick than with the
CD32 controller. Some of the buttons
are emulated by keyboard keys, so
that can be a pain, but it's infinitely
better than using that damned pad.

I think the basic problem is that
Audiogenic has perhaps moved a bit
too far towards the simulation side
of footbal l .  In many ways it's qui te
accurate — if you screw your eyes up
and turn your head on one side, you
could almost be sitting in your living
room watching the goggle-box. But
accuracy pokes a stick in the bicycle
wheel of fun, and, hell, that's just not
what I 'm looking for  from a footy
game. IANJ
OVERALL 59%
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City's goalkeeper
was distracted by

the defender 's
a ppe a l t o  M e cca .

embiey...The bagatelle table began its run
from just outside the centre circle.
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The explosive spitball dropped from the
liphcopter and fell towards United's striker
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Kid Chaos...The Aspen proved a surpris-
ingly reluctant dancing partner.

rey's attempts at close-formation gob-
bing were woefully made-qua

KID CHAOS
A l 2 0 0  •  Ocean •  E 27. 99

What can I  say? I t's b u t  frankly you need good eyes to
only a couple of weeks

since I  was reviewing Ki d
Chaos (or 'Kid Vicious', as it was then
called) on the A500, which was prob-
ably t he  cleverest platform game
ever, Great gobbets of parallax, tons
of colour and unparalleled speed —
indeed, some people are already call-
ing i t the Amiga's answer to Sonic
(the console game).

The Al 200,  then,  Normal ly w e
expect programmers to add in things
like parallax and a million colours in
to Al 200  conversions, but  i n this
ca5e they were there already. So, i t
should come as no  surprise that
Magnetic Fields hasn't really done
much to improve the game which is
already, or, excellent. (Hey, I can be
sycophanticw i t h the best of 'em...)

Actually, t h e r e  a r e  sever a l
improvements, but you really need
to run the two games side-by-side to
spot them, There are more colours,
obviously; s o you ge t  di fferently-
coloured flowers and things, and the
graphics l ook  br ighter  a nd mor e
defined. The scrolling and the move-
ment of  the enemies is smoother,

notice (so how  come you clocked
them, you boggle-eyed cheese-on-
toast merchant — Simon.) , and, or,
that's i t

So now I sit, looking at this new
Kid on the  block,  and wonder i ng
what the heck to say about it. it's an
incredibly good- l ook i ng,  v e r y
playable game, but it's already been
done before on a lesser machine —
so this version loses its sting. Let's
imagine for a moment that the A500
game ha d never  come out :  thi s
would be rave material; and I, along
with many others woul d touch i ts
pants and award it a high mark. With
the A500, though,  the programmers
raised the standard, and now we're
looking for a bigger fix,

But, hey — let's not be cynical. If
you haven't seen the A500 version,
then buy this and you won't be sorry.
It's two quid more expensive, sure,
but once you've got it you can bask
in the knowledge that you own one
of the Amiga's best and probably the
most-technically-clever platform-
ers. Mmm mmmmnt IAN]

OVERALL 87%



sing t h e  s a m e
game engine as
Jimmy Whi t e ' s

Whirlwind Snooker, this
fol low-up game i s the
best Snooker /Pool /Bi l -
liards type game on the
market to date.  Admi t-
tedly, i t  is basically the
same as its predecessor
but this time you get a
lot more game. There's
three different types of
play, the British and the
two U.S. rules. There are
also l oads o f  computer -
controlled opponents to play, or you
can even get your  mates round to
play in an ei ght player tournament.
There's also "fully interactive televi-
sual display" which basically means
you can vi ew the table fr om any
position you desire.

The game couldn't be better, with
more controls than any self-respect-
ing pool shark could wish for. You've
got total  control  over  ball-spin on
the ball, direction and how hard you
want to hit them. Ooerl

The graphics are as good as can
be expected for  this type of game
with very smooth ani mati on and
rather amusing faces appearing on
the balls when they get impatient of
waiting for  you to take your  shot.

We've had a strange bloke in the office for the past two weeks. To keep him quiet, and
humiliate him into the bargain, we  gave him these Replays to write. Unfortunately for us
David Wiggins has reviewed them rather well, so in order to make damn sure he never
works in this industry again, we've hidden a very rude word in his copy. So long Dave...
ARCHER MACLEANS POOL
THE HIT SQUAD
L14 99

I S M
Er...Touchdown/

The sound,  though limited, is
well done,  wi th the  occasional

cheer from the 'audience' when a
particularly good shot is played.

The Trick-shot edi tor  provides a
distraction from the main play. Here,
funnily enough, you have the option
to set up a trick shot all of your own
a la John Virgo, which you can then
save and impress your  mum wi th
later on.

If you have Jimmy Whi te then
maybe this isn't worth buying due to
their many similarities, but if you do
not already own Archer's previous
"coloured bal ls-on-a-green-table"
game, then this is an essential buy,
especially at its low, low price of 15
new poundingtons.

O V E R A L L 91%

Rude bell jokes need not apply.

Rahn refused to take the
door's suggestion seriously.

CADAVER
US Gold Kixx XL
fl  2.99
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best RPG around.  Today it still
bares up respectably against

games o f  thi s genr e.  Y ou pl ay
Karadoc t he  dwar f  (of  course!)
whose mi ssi on i s  unk now n —
great help. You start out in a dun-
geon,  s o  my guess is tha t  you
have to escape. God knows how
you got yourself locked up in the
first pl ace but  I  shoul dn't  l ose
sleep over  i t i f I wer e you.  Play
takes pl ace i n  a  3 D  i sometr i c
wor ld and is contr ol l ed by  joy-
stick. Wa nde r i ng a r ound,  y o u
have t o uti l ise any objects that
you come across in order  to pro-
ceed. O f  course,  no  good role-
playing-game would be complete
wi thout  a rucksack i n whi ch t o
put all of  your  bel oved findi ngs
and, of  course, food.

Luckily for  those of  you w ho
fi nd t h e  s t a nda r d a dv e nt ur e
qui te bor i ng wi th al l  the  spel ls
and stuff,  this game is instantly
playable a s  a n  a r cade  ga m e ,
al though s o m e  s t r a t e gy  i s
required to solve the various puz-
zles that hinder  your progression.

The graphics,  i n t r ue Bi tmap
Brothers style are qui te chunky,
solid and metallic and all er... the

-
J

'Mor in realised that the dam p
course needed attention-

other  t hi ngs  y ou' v e  c om e  t o
expect from the creators of some
of  the best Ami ga games i n i ts
history a s  a  ga m e s  machi ne.
Okay, so they've had some duff
game.; (Magic Pockets for  exam-
ple) i n thei r  t i me but  thi s i sn't
one of them.

The gameplay,  for  an adven-
ture,  i s fai r l y sm oot h a nd t he
action fl ows al ong nicely. There
are l oads of  things to keep you
busy once you get  past the first
few sections a nd a l though the
game does get  a  bi t  repeti tive,
it's cer tai nl y a  ga m e  y ou wi l l
return t o  agai n a nd agai n.  The
'save game' featur e is defini tely
needed as t he  Cadaver  is of  a
considerable size, especially since
an extension disk has been added
to t h e  pa c k a ge  f o r  b u d g e t
release! Wow!_ 79%( ) V E R A
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HITS FOR SIX VOL.6
PRISM LEISURE
L25 99

I
j
u
s
t  
w
a
n
t
e
d  
t
o  
p
u
t  
"
H
i
t
s  
f
o
r

Six Vol 6 is crap" — but they
wouldn't l et  me.  They said

they needed more words. So here
they are. The first of a new batch
of Hits for  Six compilations, this
one is no worse than any of the
others - it's no better either.

Silent Service 2 is by far the best
game in this compilation. It's an in-
depth strategy sim based around a
fleet of  submarines trying t o sink
ships. If you're not into very intense
strategy games this this won't be for
you, but it is a very good game (hon-
est) and the only reason for buying
this compilation. Be warned, though,
there's a lot of reading to be done if
you are going to make the most of
Silent Service 2.

Graeme Souness Soccer Manager
is. as the name would tend to sug-
gest, a football  management game,
though not a very good one. There
are quite a few options at your dis-
posal but what the game does could
be done better ,  and has been by
other managerial games.

Maya is a very shallow adventure.
Based in the jungle.

you m us t  sol ve
the mur der  of

an archaeolo-

•1:1 - t •
'eV

44 *
Planet Earth had attached itself to
Dorigo's knee. -
gist. The best bits are the sections
when you must drive between vil-
lages trying to find more information
about the death of the scientist And
even they aren't very good.

Not content with boring us with a
football manager game, World Crick-
et is an even worse cricket manage-
ment sim. There are a few options
like selecting players and altering the
length of a tour  but that's about it.
There really is nothing to it.

Storm/0rd is a very tedious, repet-
itive platform shooting type game.
Your task, as the Storm Lord, is to
restore tranquillity to a once peaceful
land by rescuing the fairies that have
been captured. A message is given to
you from 'Rose the fairy (?) and from
then on the game gets very boring.

Hits for Six Vol.6 is crap.

t

d i t o  A
As Asif swept, the ball exploded into an attractive set of coasters-
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H i t s  for Six Volume 7 is the
seventh (no!) compilation
in th e  range currently

being released by Prism Leisure as a
way of rehashing old classics, some
of which were hits in the eighties
on the Amiga and the C64.

Special Forces. " A n  action-
packed simulation" it says. Hmmm.
That's debatable. Get a team of sol-
diers together with some weapons
and food and run around shooting
things in this army game. The
graphics are, in a word, limited. The
jungle's green, the desert's yellow.
Imaginative, eh? It's  not a  bad
game but not a good one either.
How about, distinctly average?

3D World Boxing is another 'not
very good game'. The controls are
sluggish. The graphics are crap and
your opponent always has more
energy than you do. 3D? You can
walk around the ring in circles, just.
Big deal.

Another no-hoper  comes in the
shape of  Blade Warrior. — a very
poor beat-'em-up. I t  must have
been made in pre-colour days as
Blade Warrior appears in just two
colours: black and a bit more black
with some white bits mixed in for
good measure. Oh dear...

moillimomor I flattike
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EINIQ
The petites pois were mating again.

Immediate-
ly, the big
number 9
dosed in for the
kill.

Millemiglia is a  racing game
based on some poxy automobile
race from ye olde days. A  few
options at the beginning are the
best thing about Millemiglia as the
graphics are poor, the tunes are just
plain annoying and they left out the
gameplay in the conversion from
the CM.

Windsurf Willy — the title says it
all. It's not funny. It's a wind surfing
simulator with poor graphics and
little else. All you need to do is per-
form a few jumps and tricks to get
points and e r . . .  that's it, really.

Because you are a little green
blob, your task is to climb up a
series of towers. That's Nebulus
that is. Platforms and small lifts are
the only way of achieving your aim
and you are constantly hindered by
other little aliens trying to stop you.
This was very popular in the late
80s but is now showing its age
even if it is still fun to play. Just.

L L Su70

HUI F O R  SIX VOL.8
VARIOUS

5.99
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this compilation when (bum —
Simon.] I  realised that I hadn't

heard of  most of  the games con-
tained wi thi n i ts cardboard box.
Railroad Tycoon was the only title I
could remember .  I  mean,  who's
heard of Targhan? I thought not.

Remember Railroad Tycoon, t he
game which not long after release
was superseded by  A-Train? This
may be the best game on offer here
but that is nothing to boast about.
It's still bloody dull.

I was  pleasantly surprised b y
Internat ional Tennis. Though there
aren't too many options, this game
offers something none of the others
in this pack do; gameplay. You can

match yourself
against t h e
computer, o r
with u p  t o
three friends in
singles or doubles
matches, and each
player has his/her own
world ranking.

A poorish management game is
all that  Football Manger World Cup
Edition has to offer. A football man-
agement sim needs options.  This
game has too few.  I t  also needs
some ha l f  decent graphics.  Thi s
game's graphics are crap. Having to
watch every match in your group's
qualifiers i s  r eal l y v e r y  bor i ng
indeed. 'Huff said.

•
• T h e  press conference had

faded even at today's lower
temperatures.

Targhan. Another sad game. As in
hundreds of games of this type, you
walk along, sword in hand. Press fire
when you see anything that moves,
Simple. Even tab graphics wouldn't
have saved this dreadful game, so
it's a good job it doesn't have any.

Big Game Fishing. Sounds promis-
ing, I  don't  think.  The aim of  this
game is to catch fish. You buy some
tackle, some fuel for your boat and,

of course, a rod, and off you
go. P l ot  your  course t he n
leave the game for a few min-
utes A  screen then appears
telling sr-iu how  many fi sh
you've caught. The bigger the
fish, the more points you get.
You'll have more fun reading
he manual. In French. On the

toilet. In the dark.
Netherworld. At last — the final

game. I  thought  "I t's got  t o be
good". Nope. Control a little space-
ship in a horizontally scrolling shoot.
'em-up. There's nothing to shoot at
but a few bubbles. There's nothing
to collect except green diamonds. It
says in the manual  its taken three
years t o plan this expedition.  Oh
dear. I could have programmed this
crap in AMOS.

azooKsi%
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form g a m e  ever ? S i m on
thinks so, but don't take his
word for it — grab yourself a

little look a t  our  exclusive coverdisk
demo. Running, jumping, shooting and,
er, looting, that's what it's all about —
Ruff Rodgers is one tough cookie, and
we're giving you the chance to be just
like him for a whole day!

You see, Renegade is giving away
£100 wor th of vouchers for you to use
in any of the hundreds of Quasar cen-
tres all around Britain, Quasar, in case
you have been marooned on a desert
island or locked in the cellar for the past
year or  so,  is a  craze sweeping the
nation whi ch involves y ou r unni ng
around a dark, smoke-filled room firing
lasers at other people. It's good, clean,
hi-tech fun,  and i t's normally pretty
damn expensive.

But, if you win our competition, you
could spend up t o 10 hours playing

C O M P E T I T I O N

Complete
our exclusive
Ruff An' Tumble
demo and you
could win a day
playing Quasar,
courtesy of Renegade!

'40=
1--
1

1

_ I )

against peopl e
you don't  know,
or you could take
a friend in and play
for five hours each.
In fact, if you're really
popular you could take nine friends In,
and all play against each other  for  a
whole hour! But of course, to do this
you need lots of friends.

Now, there is only one £100 prize, so
Renegade has generously stumped up a
shiny silver Air Blasters Thrasher gun for
the runner-up, which is spookily similar
to the one which Ruff himself actually
uses in the game. Except that i t fires
sponge bullets instead of electric death,
of course. Because that would make a
mess on the carpet, and get you in trub
with your mum.

But whatever you win, if indeed any-
thing, you're sure to have lots of bril-
liant blasting fun. So read on, play on,
and, er, enter. On. Hurrah!

HOW TO ENTER.

T
o  
s
t
a
n
d  
d  
c
h
a
n
c
e  
o
f  
w
i
n
n
i
n
g  
e
i
t
h
e
r  
t
h
e  
v
o
u
c
h
e
r
s  
o
r  
t
h
e  
g
u
n
,  
y
o
u

first have to play our coverdisk demo of Ruff 'n' Tumble. Mess
around with it for a while, get used to the controls and all that,

and then get down to some serious action and try to finish it without los-
ing any lives. It's only one level, but it's a big one and it should take you
some time to complete.

To enter the compo, you need to have six lives remaining when you
complete the level. You begin with only two lives, so that means you have
to coiled four more from somewhere --  and if you read Matt's (excellent,
I'm sure) instructions in 'Boot Sector' I'm sure you'll have no trouble get-
ting them at all. Probably. Oh, dear...

If you finish the demo with six lives remaining, you'll be given a code.
Write the code down on the back of a postcard or stuck-down envelope,
and post it to:great me Ruff Compo', The One, Priory Court, Farringdon
Lane, London EC1R 3ALI, Entries which arrive later than September 28th
1994 will be burned in accordance with ancient Druidic tradition,

Remember: you must have six lives left (that's a big '6' in the top left-

" '  hand corner of the screen) when you complete the level to get the code.

QUASAR'

T H E  R U L E S  ( / ) No employees of EMAP or Renegade may
take part in this competition. (2) Only residents of the UK may
enter. (3) The Editor's decision is final, most definitely the last,
oh yes. (4) Any soppy gimp we get on the blower whining that
they can't find the code can expect a torrent of abuse in return.
So don't do it.
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lab.. A m m o "
•s an infuriating, addictive,
.able puzzler with over 100
- bending fun. I t  comes

ts own puzzle editor -
.L0 w h i c h  really lets you
get your own back!

T

38/40 High Sti,
GreenStreet Green,
Orpington, Kent BR6 6BJ

•

Marketed by Kompart (UK)
Phone: 0438 - 840004.

•

Move tem around, beam 'ern up, blow 'em
to bits (carefully does it!) cope with self-
generating diamonds and much more
Available for Amiga / Amiga AGA / CD32 I
PC (DOS) / PC (Windows) / PC CD ROM
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If you were to call us right now and ask to speak to Simon, Matt
or Andy there is a fair chance that the receptionist would say
that all three are o u t  to lunch'. What Kelly, (for it is she) will

not tell you is that they are probably drinking FREE BEER (cour-
tesy of some poor deluded Softie) and will almost certainly act

like a troop of demented gibbons for the rest of the day. Sadly,
they think this sort of behaviour is amusing.

Greece
Level 1
Shake the olive trees at the top of
the screen by jumping on them to
get loads of olives. These will stun
you if they land on you but they also
stun everything else. Keep bouncing
on the trunk until the golden olive
appears, capture it and a door will
open to  the Greek ruin level con-
taining lots of goodies and a one-up
at the top.

Level
Head to the top of the screen Find
the flambe and use it  to light the
highest piece of ancient Greek pot-
tery — like lighting the Olympic
torch. A door will appear and you
can enter the fruit bonus level

Level 6
This is where it gets nasty. Find the
aubergine that has the gold medal
around its neck and kill it. A door will
appear leading to the level of cakes.
sweeties and
one-ups.

West Indies
Level 4
Dash to the top of the screen where a door is waiting for you. It
will stay open for 12 seconds so get a move on. It leads to the
secret coconut level with falling coconuts and lots of goodies.

Switzerland
Level 3

Ring the line of bells from left to right and a snowflake will drift
from the top of the screen to the bottom. Catch this by running

into it A  door will open near the top of the screen leading to the
secret bank vault. This contains a safe which can be jumped on to

release money: the more you jump on it the more you get. A one-up can
be found to the right of the safe. Jump off the safe and hit the open safety

deposit box containing the scroll to release the one-up. -

Level
As in level 3, ring the bells in the correct order to make the snowflake appear.
The correct order is: bottom left, top right, bottom right, top left, middle right.

• 4 Catch the snowflake to open a door to the fruit bonus.
449

Level 8
A cuckoo clock appears in the top right hand corner every 15 seconds. Stun
the cuckoo with a flour bag. Once stunned, capture the birds circling the cuck-
oo using the net. A door will then open inside the clock. Break the cuckoo's
egg by jumping on it releasing the flying clocks. Capture then using the net
for five extra seconds per clock.

September feels The
One's mulberry-wood
forklet pierce the
skins of our summer's

fruit. Games sigh gen-
tly as our prongs slide
through their pith and
kiss the knobbly ker-
nel at  each heart. Out
to Lunch makes a
delicious seasonable
starter and Valhalla is

baked in a savoury
tart. James Pond 3

provides the garnish,
and the feast is
washed down with  a

flagon of sparkling,
vintage Kings Quest 3

• 1
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China
Level 3
Run through the maze right to the very top to get through the door leading
to a large pagoda and lots of goodies including a one-up_ The door will disap-
pear after 20 seconds.

Level 7
Collect three bamboo shoots and deposit them in the cage before anything else_
Rush to the secret teleport found behind the large square blocks in the maze
just to the right of the clock. You will be sent to the top and the door is just a
jump to the left. You will be transported to the Chinese plate spinning room
Keep all plates spinning by jumping through them_ keep them
going for 15 seconds to get a one-up.

Level 8
Light all the lanterns by jumping up from beneath
them Be quick as they go out and they must all
be lit at the same time for the door to appear_
The door is right at the bottom left hand cor-
ner on the platform just above the ground.
Use the hidden spring in the ground or jump
on a vegetable to reach it

Mexico
Level 5
Run all the way to the bottom avoid-
ing the spikes and teleport to get right
to the top. Run and jump left and
enter the door to get to the secret
boulder room. The door only stays
open for 15 seconds.

Level 6
There's a teleoort hidden in the miL
die stone edifice that stretches
from the bottom to the top
The teleport is at the bot-
tom, just walk into the
rock on the right. I t  • •
will send you to a hid-
den platform at the
top. Wa lk in to  the
door and you will find
yourself in the Indiana
Jones room

France
Level
Coiled the onions and deposit them in the cage These must be the first things
you capture. The door to the secret goodies level appears in the bottom left
hand corner.

Level 5
Run very fast from the start left and up the slope Ignore the door as you can't
reach it from here. Jump up the slope that runs left to right above the door.
Keep climbing until you reach a teleport which takes you right to the top. Fail
down the glass tube below it and go left into the door. You only have 30 sec-
onds to do all that_

•  t r a • • •
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Warps
Switzerland
Level 1
To make the warp door appear collect
all seven ingredients and deposit them
in the cage. The warp door is above the
exit door to the left of the cage. You
have 45 seconds to do this and get to
Greece level 1

Level 5
Climb to the top left hand corner. You

need to get to the platform on
the right. Jump from the far

left upwards and to  the
right You will find hid-

den p la t fo rms a n d
'WPM re a ch  the warp door.••••••1111.11P

I 5 • 7 " : " . . •  Y o u  have 30 seconds
to g e t  access t o
Switzerland level 8.
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down and jump  u p
into th e  wa ll t o  the

right. Walk along this hid-
den passage all the way to

the right to walk into the warp.
This lasts for the whole of the level. It

takes you to level 7.

Level 8
Drop down into the teleport. Jump
straight up into the arch above — a
spring will throw you directly into the
warp. It lasts for 45 seconds only (so
move quickly) and takes you to West
Indies level 1.

West Indies
Level 3
Jump up and to the left and run left.
Use the spring to jump to the left hand
side. The first hut you come to has the
warp in the doorway. I t  lasts for 60
seconds and takes you to level 6.

Mexico
Level 'I
This warp is in mid air. Go to the right
hand side of the screen using the mov-
ing platforms. On the right is a teleport
which will take you straight up. Above
you is a spring — jump straight up
using it .  As long as you're going
straight you should enter the warp
without any problems. It takes you to
level 2 and lasts for 40 seconds.

Level 3
Use the hidden 45 degree spring on
the ground platform to catapult you to
the rigtit. Jump left into the teleport
which takes you to the top left hand
corner of the screen. Drop down to the
level below to find a hidden spring
behind a statue's head. This will fire
you high into the clouds. Stay to the
left of the screen and you will land on
the platform containing the warp. It
lasts for 60 seconds and takes you to
level 7.

China
Level 1
Work your way to the top left hand
corner and teleport back down. Jump
straight into the warp. Another route;
chase the egg into the bottom left
hand corner, bounce on its head to
stun it and at the same time catapult
yourself up onto the platform_ Now
Jump into the warp. This takes you to
level 4 and stays active for only 16 sec-
onds -  so get your skates on.

Level 6
You'll have to be quick with this one.
Run to the left, use the super jump to
fire yourself to the top of the screen.
Land in the middle of the top platform
and then follow the maze back down.
You can't miss the warp but watch out
for all the nasties• This warp takes you
to the Chinese fruit bonus and only
lasts a measly 43 seconds.

1
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Andy was too lazy to write  an amusing little intro to these tips. As I know nothing what-
soever about the game, or indeed almost any game, I shall content myself with  pointing
out that the imperative ago' appears 19 times. Quite frankly, it's pathetic.

UNDERWORLD
Release Order
Climb down the first two ladders, col-
lect the gold key and release the little
guy. He will climb the ladder and acti-
vate a switch. Climb up the ladder,
jump the gap and collect the gold key.
Climb down the two long ladders and
enter the door above the jumping man.
Walk left and jump up onto the mon-
key bars. Go left, release the little guy
but avoid the traps by pulling your legs
up (push joystick up). Carry the man to
the winch on the right and drop him,
then jump up onto the blue handlebar
.The little man will then send you to the
top platform where you can pick up the
gold key, release the jumping man and
head for the exit.

Troubleshooting
Go left and roll under the monster dan-
gling from the ceiling. Go down the
ladder and collect the gold key. Go
through the  doorway, release the
jumping man and go left along the
monkey bar to flick the switch. Stand
on the red button and the little man
will stand on it with you. Go right and
through the lower doorway, collect the
cog and drop it on the same platform
that the red button is on Go back
down through the lower doorway and
then through the middle doorway.
Collect the paint and use it to activate
the rainbow machine. Go back up the
slope, pick up the gold key and release
the jumping grey man. Pick him up and
throw him up to the platform on
the left. Walk to the red but-
ton. The grey man will
pick up the cog, get
coloured a nd the n
repair the bottom of
the ladder. Both k -

W  t i e  guys will make
their way to a posi-

O  t i o n  directly below
the monkey ba r .
Collect the gold key
and release the last M-

O  t l e  man. Throw the wast-
ing man up to the right plat-
form and then make your exit

IL T u r n ,  Run, Turn!
Climb the ladder and go through the

ILI d o o r w a y .  Run left, avoiding the fire-
breathing snake and pick up the key.
Release the grey man and throw him
up and right Onto the platform above.
Quickly run and stand on the button,
and the little guy will activate the
switch to let you reach the paint. As the
little man drops from the platform, pick

-  h i m  up and walk left to the end of

*-.1the platform. Facing right, drop the7 4  m a n  and run non-stop through the

doorway. Go left, jump the gap and
get the paint, avoiding the green mon-
ster by leaning against the wall. Go
back through the doorway and you
should be in time to save the little guy.
Pick him up and take him to the far left
of the platform and release him when
you're facing to the right. Now run
through the doorway and down the
ladder to the paint machine. The man
will be coloured and make his own
way to the exit.

Let's rock
Go left, jump the gap and climb the
ladder. Jump up onto the handlebar
and slide down the wire. Go left, up
the ladder, then left across the gap to
flick the switch. go left again and flick
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the s e c ond
switch. At the
edge o f  the
platform, do a

, huge jump to
the small pla t-

form below. Do a
medium jump to the

moving platform and a
large jump to get the key. Keep going
to the right and release the jumping
guy. Go up the hill, get the gold key
and flick the switch. Head to the right,
avoiding the monster and climb the
ladder farthest to the right. Go to the
right and drop the key outside the
grey man's prison. Go and get the
paint and put it into the machine.
Release the grey man and direct
him into the rainbow beam. Help
him up to the cart and climb in
by pressing fire after the guy's
got in. Head for the exit

A

NJ-

• • • • • -.... - • • • - •

-

sr . -  I I M " '  L  1 1  dlit
.
.7

- _
• 1 ...."- m iL • • - • • • • •1 • • • • •  4 .0
0
• • • • • • • - •

TOMBS OF EGYPT—
Double Trouble
Get the silver key on the right and
ope n
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right and release the jumping guy,
then jump across the moving platform
and stand on the red button until the
man has got past the sliding door
Collect the gold key to the right of the
red button and release the man Now
get the silver key and open the door
on the left Pick up the gold key above
the Merry Man and release the jump-
ing guy. Follow him and, when he
stops, throw him up onto the platform
above. Repeat the throwing sequence
so that he picks up the cog and flicks
the switch. Go left across the monkey
bar and flick the switch then pick up
the key. Release the little guy and help
him get up to the top platform Now
go to the exit via the monkey bar
.
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Think l ike  a  slave and a ct
accordingly. If you are to ever

escape the wizards evil clutches, you
will have to use stealth and guile keep
your own counsel, and don't get caught
even thinking of escape!

WIZARD'S ABODE
carry out all the Wizards tasks then go
to the kitchen. Get the knife, spoon,
bowl, fruit, mutton, and bread, then
head south to the dining room and get
the cup. Head west and you're back at
the entry. Go up the stairs and east. This
bed chamber is a safe hiding place Take
everything and move into the hall. Look
behind the tapestry to see the threat
Go west and you are again at the head
of the stairs. The Wizard is leaving

Walk north to the master bedroom
Open the drawer and take the mirror.
Look behind the clothes in the closet to
find a map. Close the closet and take
the key on top of it. Open the dresser
and take the vial of essence. Head south
then up the stairs to the observatory.
Look through the telescope and then
return downstairs to  the first floor.

Proceed north to the study and open
the cabinet, examine the books and try
moving them. Take the wand, move the
lever and go down the stairs, making
sure that the cat doesn't trip you up

In the laboratory look at the book
and the shelf and then get the six ingre-
dients_ Go back up stairs into the study.

Close the trap-door and replace the
book and the wand. Go south twice.
open the gate and get the chicken
feather, Head down the mountain and
make sure you save the game here.
Once at the bottom, head west, get
your mirror out to show Medusa
when you travel west again
and turn round Bear south
and g e t  th e  cactus. G o
south twice and get the
snake skin. Steer east and
pick up the eagle's feather
when he flies past. Take the
mud from along the river
and continue east. ke e p
going eastwards to find a coast
line. Head north along the coast
and get some water. Go north again, up
the ladder and then west

Walk to the store and stroke the dog.
Leave and head south. Examine the
trees and take the mistletoe, then head-
off west. Break into the house and
climb the stairs. Open the drawer, grab
the thimble, then leave. Go outside and
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he's gone! Last t ime we  found him in the Trocadero playing thatP
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look at the flowers. Take the dew and bandits will attack you and steal all your
set off west once again, then north..
Save the game.Put your hand in the
hole. Ascend the ladder and steal from
the robber Snaffle his purse and look
at the map Point to the village and
return to the store.

Look at the shelf and buy salt, lard,
fish-oil and an empty pouch. Save the
game and head back to the mountain.
Open the door and go upstairs to your
room Drop all your stuff and hide it
under the bed. Grab the fruit and
retool downstairs. Stand and watch the
Wizard as he eats and then go back
upstairs to check if he's taking a nap.
Go east to your room. Pick-up the cat
and the cat hair then get everything
from your MOM.

Race downstairs into the study and
open the cabinet_ Taking the wand,
close the cabinet and open the trap-
door_ Hurry down the stairs to the lab-
oratory and walk to the table. Open the
b o a  to page I t  Read from the book
and follow the steps carefully. Step 2
must be to put the dog fur in the bowl
since you have both. Read the last
incantation and wave the magic wand.

Open the book at page IV and follow
the directions exactly. Open the book
at page XV and begin the spell. Follow
the instructions and wave the magic
wand Look at the map and point to the
bottom of the mountain. Go east and
then north to the cave. Dip the eagle
feather in essence and fly into the cave.
When the spell wears off the web well
have been torn to  shreds. Enter the
cave and the oracle reveals your fate

You need three dried acorns to fen
ish the spells. Head for the desert and
then west across the stream Go west

again and  then  no rth
twice then east to the

Cottage o f  t h e
t. T h r e e  B e a r s

When t h e y
leave, you can
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porridge a n d
exit q u i c k l y .

Travel w e s t
again where the

gear. Track north to their hideout and
search the nuts again to find the acorns
you need. Save the game once more
and reach into the hole. Climb the lad-
der and enter quietly. Take the purse,
search the bin and take your thongs
back. Exit the treehouse, climb down
the rope and run eastwards.

Dip the eagle feather in the essence
to fly back to the mountain-top and
then land_ Open the gate and go into
the house. Head for the study and close
the trap-door, not forgetting to put the
wand back. Go upstairs and into your
room. Place the cookie in the porridge
Drop everything, take the porridge walk
to the dining room and wait for the
Wizard to wake up

Nip to  the kitchen to  pretend to
make a normal meal. Feed the Wizard
and he will turn into the cat. Go back
upstairs to your MOM and collect your
things. Descend to the study, take the
wand and open the  trap-door. Go
down to the laboratory. Open the book
to the proper page and follow the steps
for the spell so you can telepod at ran-
dom_ Wave the wand and now try the
spell for Deep Sleep. Then open the
book to page LXXIV and complete the
last two spells

Teleport to the village by pointing at
the map. Enter the bar and strike up a
conversation with the three sailors. Give
the gold to the Captain Go to the pier
and board the boat The pirates steal
all your possessions and throw you into
the hold. Go east and get the box, then
take it back to the ladder and put it
down Leap on the box and then jump
to the ladder. Clamber out of the hold
and head to the captain's quarters_ Go
west and open the chest. look inside
then leave quickly or you'll be caught.

Wander around the ship, climb the
ladder to the crows nest and then go
round to the stern Go west into the
galley where the cook will see you.
Head back to the hold minus your pos-
session. Climb out of the hold again
and get your stuff from the chest. Go
east and get the shovel. Now it's back
to the hold

Wait until you reach land and the
anchor has been dropped but make
sure everyone is still on board Pour the
sleep spell on the floor and recite the
spell. Climb the ladder to  the main
deck. Look for land and step off the
deck into the water. Swim to the east
as fast as you can. Keep going east,
dodging the captain by heading north
Go back south to the beach and exam-
ine the palm tree. Step slowly, count-
ing to five and then dig. Grab the chest
and go north.

Follow the trail to the Horse Head
Rock and scale its face Head east, on
the trail as it winds around to the north,
then track east to the waterfall_ Dip the
fly wings in the essence and fly to the
top of the waterfall. Follow the trail to
the east untika big-footed foe arrives.
He heads back the -
w a y  h e  
c a m e ,  
s o

stop flying and land. Head south to the
cliff and carefully climb straight down
to the ledge. Stay close to the cliff wall,
move to the west and enter the cave.

Follow the maze to the other side,
move out to the end of the ledge and
climb down again When you get to the
ledge, enter the dark caves again This
brings you out on the west side of the
cliff where you have to climb back up
to the centre ledge. Enter the cave and
you are back on the path Follow the
path east twice and then south, falling
down the slope. Enter the tunnel and
climb the stairway. Rub the ointment
on you when you feel danger and then
go further west to the dragon.

Stir the storm brew with a finger and
utter the spell. The storm rages and the
dragon dies. Untie Rosetta and explain
that she:s your sister. She agrees to fol-
low you. Head east and down the stairs
into the daylight Go west to the stone
wall. Go north towards the castle_
Follow the gnome to the castle. Cross
the moat and enter the castle.

As you both enter the throne room
of Daventry, the King will explain about
the once-magic mirror. It clears before
you. The king flings his adventurer's cap
at you. As you go to catch it, Rosella's
hand goes up as well. And that, dear
readers, is that



Ahhhh•-• Meester
Pond, we  meet again.
But on this occasion

the advantage is
mine. It's t ime I put a
stop to your
meddling once and
for all. But
before I kill

you, permit
me to explain
my plan to rule •

•

the universe.
Cheese sandwich?
Pickled Onion? Both,

I assure you, are
excellent. No? You

prefer Camembert,
Meester Pond. Ho w
childish... etc, etc.

Little Pimple
The fi rs t  t w o  head

blocks on the right have hid-
den head blocks above them. One is a
gun power up and the other is the
'orange' ammo for the gun. This is the
second most powerful gun.

Greater Pimple
You need to get the invulnerability fish
to complete this level At the start point
yo up the tree to the top, then left
across the platforms to find the fish. Go
back to the top of the tree and to the
right to get the dynamite. Use this to
blow up the TNT next to the start point
Now you can collect the power-ups

Mushy Marsh
When you start this level you can see
bonus points below where you're

standing. To get to them. lust to the
right of the start is a platform with

three head blocks above it Each
contains an umbrella, Collect
one for long lumps. Head right

until you see a
ledge above
you w h i c h
points le f t .
Take t h e
ledge and go

left u n t i l  yo u
find the warp point.

This teleports you to the centre of
the loop below where you started and
you can now get all those lovely bonus
points. Fab, eh?

Pir-rat Harbour
This leve l ca n  b e
either very easy o r
very tricky. To take
the easy option you
need to  go left at
the sta rt  lump on
the hanging vines
and climb up to turn
on a  switch Th is will
allow entry t o  an easy
route which contains all the
teacups and very few bad guys.
This also lead to the exit If you miss the
switch you will have to  battle with
loads of enemies

Pruitopolis
This level cannot be completed without
the invulnerability fish, as without it
you can't get all the teacups There's a
yogurt-fall with a blue cup which you
can't get into n e x t  to it is a large

orange. There is a hidden block above
the orange containing the invulnerabil-
ity fish. You can now walk through the
yogurt-fall to get the last teacup.

Fruit Pails
Go left at the start, jump on the ledge
and follow it round until eventually you
reach a switch. Hit this to reveal dyna-
mite which you will need later. To get
to it, go back right and climb the cher-
ry platforms. Grab the dynamite, jump
onto the breakable ledge and place the
dynamite on the ledge to get access to
an extra life

Little Curdlington
Find the TV block and pick it  up. Keep
throwing the  TV t o  the ground to

release the poltergeist. He
will follow the TV so

pick i t  u p  a n d
jump o n  h i s

head so t h e
po lte rge ist
lifts you up,
Go vertically
upwards to
get lo ts o f
great bonus-
es. You wi l l

find a  secret
passage to  the

right o f  the exit
• p o l e  by jumping into

the wall.

Upper Curdlington
This level scrolls continually to the right
so you have to keep moving. Hit  as
many switches as you can and make
sure you hit the last one by the exit
pole. The scrolling will stop so go back
and g o  in  a ll the  doors you have
opened along the way to collect all the
bonuses before you exit.



Kentucky Fried Fiend
You must defeat the innocent looking
chicken : first drop the bird seed at the
end of his platform to make the chick-
en peck himself through the floor and
into the butter. Avoid the tickin' chick-
ens while you're doing this. The large
chicken now rises up from the butter as
a fiery phoenix. Avoid the fiery breath
by jumping over it and keep blasting
away with the apple gun.

The Feta Flatlands
The tree to the left of the start point has
a hidden platform in it. This will take
you to the helicopter. Grab hold of it to
find the red cup. At the end of the level,
don't take the first exit pole. Instead,
head for the second one to get loads of
bonuses.

Fungi Strikes Back
Bounce off the little mushrooms to get
the extra height you need to hit the big
mushroom. Hold up to get height and
keep moving from left to right but
avoid getting trapped at either edge by
Jumping over horn,

The Munster Moors
You need Finnius to get through the lit-
tle tunnel. Find the Finnius block and
make him jump around the other side
of the tunnel for lots of bonuses

Glace Glacier
You start in a valley so you need the jet
pack to get out. There are two paths of

moons. Follow
the right set to
get to  the f u e l „
from h e r e  g o
up/right for three stars.
If you run out of fuel, drop
the jet pack and go back to the start
point. You will find the jet pack has
returned fully loaded.

Slippery Slopes
Be careful and take it slow - if you rush
you'll slide down to the bottom of the
screen which will prove fatal,

The Meek& Mountains
If you go left at the start you'll find one
of the moons lost treasures. Look out
for arrows which point to hidden blocks
or locations you might not have known
about. There are extending platforms
on this level, the end of these contain
hidden headblocks which in turn lead
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Bovine Aerial
Assault

I First you must kill the
cow: stand on the roof of

the cave and shoot at him
from here. Once the cow has

been destroyed there is only Dr. Maybe
left to defeat. The gun won't help you
so drop it Look for his gun glowing -

this means he is about to fir.
Move up out of his way. he

can't follow you while
he's shooting. Y ou

must destroy him by
dropping t o n n e
weights o n  h i s
head. I f  you are
low on lives look
for invisible plat-
forms above you

when you reach
the top. These lead

to lives, stars, angel
fish markers and other

bonuses

Killer Chasm
Take the helicopters up but no more
than one or two platforms at a time,
otherwise you'll miss out on all the cups
and bonuses,

Illibbkiston Fell
There's a neat trick here to get the jet-
pack There are two tunnels in the roof.
Put some dynamite on the floor under
the right tunnel then run off the screen
to put the fuse out. When
you return the dyna-
mite will be where
you placed i t but
won't e x plode .
Stand o n  i t  t o

to more extending plat-
forms. Keep exploring!

jump up and get the jetpack. Use the
jetpack to fly up the left tunnel that you
can see in the roof above the start to
find a map piece.

Subterranean St i l tone um
Don't go down the shaft where all the
moons are: go left instead to get to the
cheese mine. Left of this is an umbrella
block. Get the umbrella and run to the
right up the wall to take you to the tun-
nel with the moons. Jump off to the left
and float to a  platform Collect the
bomb and jump off to return to the
mine. Use the bomb to destroy it. Now
go down the tunnel with the moons. At
the bottom, go right to collect a bomb
and use this to blast the TNT box at the
left of the tunnel. Follow the tunnel
through to the left and you appear to
be stuck. You are standing on a grid of
nine blocks: directly above the middle
of these blocks are three hidden blocks
stacked above each other. The top one
contains dynamite: use this to blow up
the grid of nine yellow blocks. Go down
and as far left as you can and blow the
end block up to get the jet pack.

The Chunnel
This is one of the longest levels in the
game. You will find Finnius in the cave
below the starting point. Use FinnIUS
the cave to collect as many bonuses as
possible, bouncing up to the higher
items. On exiting the cave, use Pond.
Ignore the first exit pole, there is a hid-
den dynamite block just left of the
restart pole. Use the dynamite to blow
up the yellow blocks. Go down and kill
the baddies first, then go back and col-

lect the bomb. Take it down the tun-
nel and blow up the bottom door.

In there you will find a switch to
open the right hand door. Keep
going right and eventually you
will get to the exit.

Lower Slimeswold
Take the elevator up to the very top,

jump left over the land mines to grab
the invulnerability fish. Take the next
ledge down and left to get the umbrel-
la and jump left for lots of moons,

Slimeswold-Under-Choese
Run right When you get to the big
drop, fall close to the wall by steering
left as you fall. You will find a cavern
containing a  blue cup and lots of
bonuses.



Accompanied by a
flash of lightning, the
great god Odin arose
from his chair and, in

a deep, booming kind
of voice, thundered

the magic words "It 's
in my pocket..."

LEVEL di

p ick up the door key, operate the
floor tole in the bottom left-hand
corner of the room and pick up

the map. Exit the room and turn left,
pick up the gold coin, then go back to
the main corridor and walk down and
left to pick up the silver key. Go right,
then pick up the Talisman of Light from
the altar, go up and right, open the
door on the left using the door key and
take the gold key.

Exit the room and go back the way
you came Open the door with the gold
key, operate the floor tile on the bottom
right and pock up the map. Exit the
room and go right. Pull the lever and
look at the map to tell you where you
can walk. Note where the traps are. Pock
up the small chest key (which fits a
chest containing a withered rose) and
the grey crystal, then pull the lever in
the bottom right-hand corner.

Leave the room, then go up and left
Put the gold coin into the wishing well
and take the red gem. Take the stick
and operate the floor tile beneath it.
Take the ring belonging to the Prince's
father, and go  back to  the starting
room. Put the ring on the identity
stone: you will be given your birthright
to be placed on the Altar of Justice,
which is on the other trapped room.
When you get the Scales of Justice, give
them to the skull that asks 'What is your
quest?' and go in the room

Don't pick up the Jewelled crown.
Instead take the other one, along with
the strength potion and the chest key.

then pull the lever. In the next
room drop the red gem on

the portcullis. Leave the
poison but pock up the

plank P u t  the  withered
rose in the Water of Life, take
the fresh rose, then go back

to the trapped room where you
found the grey crystal and open
the chest. Take the cold protec.
tion potion and another chest
key. Find the door opened by
the silver key, then put the plank
across the chasm to get to the
chest: inside there's a  chalice
and a gem.

Go to the room where the
skull says 'Do you love me?'
Give him the rose and he'll open
the doo r.  Ignore  t h e  fi rs t
portcullis, continue through the
corridor and pull the lever to
open the door. Go inside, pull
the lever, take the gold symbol,
leave the room and turn left. Drop the
gem on the portcullis to get through it
and go back to the room where the
skull asks 'Do you love me '  via the
opened door.  P u t  t h e  crown  o n
Meredith's throne and take the war-
rior's shield. Fill the chalice with water
from the tap then find the Miracle
Stone.

Put the chalice o f  water on the
Miracle Stone to turn it to wine, then
present this to the relevant skull who
rewards you with a rubber sole potion.
Go back to the boulder that blocks your
way, and drink the strength potion so
you can pock it up. Make sure you put it
down where it won't trap you. When
the strength potion runs out, drink the
rubber sole potion to protect you from
the electrocution devices (it doesn't last
long — so get a move on)

At the end of the corridor, use the
stick in  the hole to  open the
door. Take the Warrior's r o c k  from the stool. Drink
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his tomb to  dis- from the hot coals in
arm the passage
Pull the lever to

open the dour Find the gem before you
go into the room. Place the gold sym-
bol on the engraved altar then go back
the wa y  yo u  came, p lacing t h e
Warrior's sword on the Bloodstone. The
sword will now be covered in blood so
give it to the skull that asks for blood.
Go in the open door and take the key.

Open the relevant chest to find a
candle and a door key which fits the
door at the end of the passage. Give the
Talisman of Light to the skull on the
bottom left to get into the passage. Put
the grey crystal on the stone of two
colours to turn it  yellow. Pick up the
credit card and hurry back to the room
with the warrior's tomb: insert the cred-
it card into the machine to open anoth
er door.

Take the chest key and place the cold
protection potion onto the altar deco-
rated with a black and white circle. Take

the fire protection spell and the

the room opposite.
Put the eye into

o a t  the Wa t e r  o fBeauty and take
the green crystal.
Return t o  t h e

Guardian with the
green eyes, face it

and insert the green
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O the  four orbs andire
place on the relevant altar in

the large room.
The key fi ts the chest in  the first

trapped room, get the Jug of Infinity
and the piece of coal. Go to the second
trapped room, put the coal on the crys-
tal flame and takelhe black crystal Fill
the Jug of Infinity w i t h
-
w a t e r  a n d  
r e t u r n

to the Warrior's tomb. Insert the black
crystal into the Guardian. Go in the
small room and pull the lever to open
the door across the chasm. Put the can-
dle on the fire stone to light it. The skull



will ask you for a password which you
will find later_ Pick up the candle and
return to the chasm room.

Put the lit candle opposite the other
candle to open the chest. Take the red
crystal and insert it into the relevant
Guardian to gleam the second orb.
Cross the chasm and pick up the plank.
Take the second gold symbol and a
gem. Put the symbol on the second
engraved altar in the room where the
eye was to open a door where the
Infinity Stone is Put the Jug
of Infinity on here and
take t h e  G e m  o f
Infinity. Operate the
floor tile in the top
right hand corner
and remove the
dagger.

Go back to the Oit
skull tha t asked
for a  password.
Face him and look
at t h e  G e m  o f
Infinity. He allows you
to enter a room where
there's a stick and an altar
with 'World War' engraved on it.
Put the dagger on the altar and take the
poppy. Give it to the skull that asks for
remembrance to get a parchment. Read
it for lots of clues. Put the stick on the
hole in the room where you found the
eye and use it to open a door. Put the
rock on the stool to get into the room
where the Guardian with the yellow
eyes is: insert the yellow gem and take
the third orb.

Put the parchment on the Altar of
Sadness which is near the Bloodstone
and take the Tears of Loyalty. Place
them in the Water of Hope in the sec-
ond trapped room and take the blue
crystal. Take it to the Guardian with the
blue eyes to get the fourth orb. Place
all the orbs on the altars, insert the Gem
of Infinity into the portcullis and level 1
is complete_

LEVEL 2
In the first room, operate the floor tile
with a hole in it then take the raw chick-
en. Put it on the grill, then feed it to the
stone beastie_ Find another floor tile
you can operate. Take the key and open
the door round the corner. Pull the
lever, enter the room and take the small
tile. Operate the floor tile then take the
strength potion.

Go back to the previous room, drink
the potion and pock up the urn_ Take
the chest key which fits the chest in the
first room, Take the Book of Hours and
a wind charm. Put the stick in the hole
and operate it to open the door. Put the
Book of Hours in the fourth dimension

and take  the
watch. Pull the
lever to open a
shortcut f o r
later on.

Put t h e
watch o n  th e

altar next to the
Shaman of Time. Go

into the room behind
him quickly. Pick up the

silver key and melt it on the grill.
Put the liquid metal on the key stone
and take the new key that fits the door.
Pull the lever. Behind the newly-opened
door you'll find the shaman of the Holy
Trinity. Operate the floor tile and take
the chest key which fits the chest in the
room of the shaman of Time Take the
tankard and fill it with ale from the
room below. Put this on the mould and
present it to the shaman of Impurity.

Find the floor tile you can operate
and take the Resist Cold potion: drink it
and take the ice. Put it on the stove and
take the Eye of Heaven. Put it on the
sundial and take the Stone of Leo: put
it on the Lion's head to get the sun
symbol Place this on the deactivation
stone engraved with the same symbol
to get the first magic ring.

Go to the room filled with chasms
and put the ring on the first altar. Take
the door key and find the door that it
fits. Operate the floor tile, take the
chest key, pull both levers and then
return to the room where the ale is
located. Take the ashes and the chest
key: put the ashes on the Flame of the
Phoenix and take the wooden cross. Put
this on the bible in the closest room to
you and take the gold cross,

Give the cross to the shaman of the
Holy Trinity, and grab the Gem of the
Four Winds, the small tile

Put the red gem on the portcullis,
operate the two floor tiles and take the
chest key and some blood. This key fits
the chest in the  room where the
shaman of Impurity lives. Take Arthur's
potion and the door key. Open the door

to get a broken stick and the third small
tile. Go back and put the stick on the
glue to fox it. Put the small tiles down
to make a path across the holes. On the
other side open the chest and take the
gem Operate the floor tile and take the
wooden symbol.

Find a hole that fits the stick, and use
the gem to get rid of the Portcullis. Take
the silver stick and operate the floor tile
to gel the Rock of Selene. Put this in
Tranquillity t o  ge t th e  Werewolf
Charm. Find a hole for your new stick
then pull the lever. When the door
slams shut put the blood on the sacri-
ficial tree and pull the lever. Before you
leave, pick up the chest key. It fits the
chest in the room where the shaman of
Holy Trinity lives, take the liquid metal
and another wind charm Place the
wooden symbol on the soft stone to
make a mould. Add the liquid metal
and take the gold symbol. This fits a
deactivation stone, take the second
magic ring and put it on the next altar
on the pa filled room. Pick up the pound
note, put it on the till and take the coons
that replace it. Place these on the stone
of change and enter the next room_

Drink Artleir's potion and take the
sword called Dilos. Leave the one that
spells fragile. Pull the lever and place
the sword on the chasm so you can
cross safely. Put the Werewolf Talisman
in the Water of Silver Light and take the
Crescent Moon. Present this to
the shaman o f  the
Moon. inside th e
room he was guard-
ing find a gem and the
hole which fi ts  the
green stick. Operate the
stick Retrieve the money
spider and pull the lever to
open the chest in the room
where you found the Water
of Silver Light.

Put the money spider on the
Altar of Affluence and take the
gold bar to give the shaman of
Wealth. In the next room, read the

gravyimulowimmunisImmomumunilummolly

lords wall -
1 1 1 1 1 1  3 1 1
1
1 book under the floor tile to find out

whicirsilver key to take The key in the
north-west corner fits a door so you can
get the last wind charm. Put the wind
charms on the weathervanes to gain
access to a small font place the Gem
of the Four Winds and take the gold
symbol Put this on the corresponding
deactivicahon stone to get the third
magic ring Place this on the last altar.

Go back to the room where you left
the sword Remove the magnet and the
wind charm from the chest, and pick up
the sword before you leave the room
Put the magnet on the altar next to the
metal box, take the box and put it into
the sulphuric acid to reveal its contents
Take the blank parchment and put it on
the ink to read the writing. Place this
suicide note in the Flame of Ruin and
get the Skull of Death Place it in the
Water o f  Resurrection, ta k e  the
Immortal Chain and place it in the
Immortal Flame. Take the gold symbol
to deactivate the device that protects
the Holy Grail.

Fill the Holy Grail with ambrosia and
present it to the shaman of Immortality.
Walk pass him and place the sword
over the Itole Pick up the key to the last
door and the' end of the level,
You've finished level two'
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Hello my little friends! Once again it  is t ime to cheat and generally avoid playing games in
the way they were originally intended! Thanks to everyone who sent in tips, and congratu-
lations to all you prize-winning cheat-meisters — there's more software gifts where they
came from, believe me. Don't forget to let me know what  sort of machine you own, other-
wise you could fi nd yourself with  a useless game. As usual, address all your luuverly
discoveries to me, M r Tips, at: Snip Tips, The One, 30-32 Farringdon Lane, London M R

TREASURE
ISLAND DIZZY
Caldemasters
James White from Norfolk has a couple
of cheats for this egg-like puzzler. Type
ICANFLY to, er... fly, and EGGSONLEGS
for invincibility.

RUNG FU
CHARLIES
PD
Someone with the fascinating name of
Zenon Olenski f rom Cheshire has com-
pleted this old coverdisk resident, and
has some codes for you all.
Level 1. NONE
Level 2.. YOYO
Level 3. ZING

MONOPOLY
Supervision
Thrill to this groovy cheat all you guys
and gals .  Ta  v ery  muc h t o  Robert
Atterbury who's writ ten in to say that
when someone doesn't want  a proper-
ty and i t  goes up f or auct ion,  keep
pressing the left mouse but ton as fast
as you can, and the other players can't
bid for it. This means that you can get
all of the properties for f  10!

TACTICAL
MANAGER
Kompart
A nice lit t le t ip f rom Craig Warwick is
to t ype CODE on t he main creen. A
prompt  will appear asking you to enter
a code. Put  in the word CODE again,
and a  list  of  cheats wi l l  appear.  The
code f o r  t he  f u l l  ed i t or  is ,  f unni ly
enough, EDIT. Not  CODE, that 's right,
lust EDIT. And not CODE. Oh no. (Shut
up! — Simon)

PREMIER
MANAGER 2
Gremlin

Daniel Smith f rom Penn has found a
way to get  100 percent  support
and 100 percent directors confi -
dence. Just go to the youth team

—num

11
11 
r
o
S

coach and click repeatedly  ont o t he
space where  t he  ' P r o mo t e  Yout h
Player' should be. Smart!

XMAS TIME
The One
Thanks t o  A d a m  J ac k s on f r o m
Birmingham for this seasonable cheat
for The One's  very own  Xmas Time.
Apparently, when you are collect ing
gifts, all you have t o do is press t he
pause but ton twice, and when you hot
the monsters they stay off-screen for
the rest of  the level. Hurrah!

JETSTRIKE
Rasputin
Just a lit t le idea f rom Grangy Perrin of
Northfield, but  if  you hold down the
pause but ton during the game, it  will
go int o s low mot ion.  Very handy for
those tricky missions, I 'm sure!

UGH!
Global Software
A rather stunning piece of t iming this,
because a recent 'Games Surgery' letter
asked for later level codes for this inter-
esting game,  and wit hin a f ew days,
Dave Wotton just happened to send in
a huge list of  codes. There is a god!
(Well no, there isn't actually — Harry.).
Right, er, anyway..

KEITHMANIA
STILLNOTGOODENOUGH
NUDGENUDGE
THEWOODPARTY
THESENSIBLEPARTY

PUTTY SQUAD
Sydow 3
As Harry will confi rm ('cause he sat
next to me while I spent all week
reviewing it!) I collected these codes
legit imately w h i l e  p l o u g h i n g
through this  excellent game,  and
would adv ise t hat  y ou only  use
them in desperation, because oth-
erwise you're going to miss a lot of
fun! Here goes...

Capri
Gala
Prey
Chris
Arabia
Melon
Gondola
Kate
Spice
Cherry
Nickel

Burger
Organ
Dreamer
Bazgobb
Jet
Rhubarb
Aries
Fodder
Timb
Butler
Senna

mm,•••••••
11111Momil N o  ow 10 El
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HELLOSAILOR
ARTHURTEE
AB LOCKOFWOOD
LIONTAMING
RONOBVIOUS
CHANNELJUMP
TUNNELTOJAVA
MAURICEZATAPARTIQUE
KENBIGGLES
ALIBAYAN
KENDOVE
TIDDLES
THENAKEDANT
KENSHABBY
ALBATROSS

IMPOSSIBLE
MISSION 2025
CD32
Microprose
A chunk of free software is currently fly-
ing towards a Raymond Orchard f rom
Dorset, f or being t he fi rst  person t o
send in the level codes for this nostal-
gic platformer.

CAR PARK
ETQFJXXO
EXOEJXDC

OFFICE ZONE
FBODDXRE
FFOCVXIA
FJOCHKOM

INDUSTRIAL
FNQAYXHI
FROMM_

FUOTBXQE

COMPUTER CENTRE
FYQOPXEF
GCOCRXWB
GGOKTXVF

CONSTRUCTION
AREA
GKOJYXDI
GOOIFXBK
GSCIFOXZA
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DONKEY AWARD
Yes, f o r on ly the  second t ime  ever, I  feel
compelled to make this special presentation to
Paul Cramphom from Kent, who wrote in with a
reply to Ronon Ruddy's query in the July issue.
Ronan asked for help in the cave section of Curse

Of Enchantia, and Paul obliged by sending in the solution to the
cave section in. yes, Legend Of Kyrandia — complete with a map!
Needless to say, Paul shan't be receiving the copy of LIFO he'd
hoped for. Well done. Donkey.

Dear Matt The Medic.
I have just bought Hero Quest 2
Legend Of Sorasil, but after years of
waiting for this excellent sequel, am
completely stuck. On level one, we've
managed to get the key of bone and
the ring of elements, but as soon as
we use the key to open the door and
walk out, we die. We've also found
the stone GoIlum, but can't defeat it.
Please can you help?

Alan
Maidstone, Kent

You've t imed this perfectly Alan,
because I actually completed this mis-
sion yesterday whole reviewing this
game for 'Updates'.I  don't know if
this is the 'official' way to complete
the level, but rt i tell you what I did,
and you can see of it helps you in any
way. I ' d  actually managed to  get
everyone killed apart from my Dwarf
(well it  was my first go!) but fortu-
nately for him, he was pretty bloody
'ard. I'd managed to collect the Ring
Of Elementals, which according to the
mission description would allow me
to attack the Gollum, and put this in
the box under my sword in the inven-
tory. I then went to the Gollum and,
er h i t  him a lot My  dwarf had a
high defence, so even though it took
about ten fights, we only ever drew,
or the Gollum took damage. After
about seven or so hots, he deed, and
when I examined his remains, I found
the Bone Key. After that, lu s t  went
to the big doors and clicked over the
'open door' icon, which clod the trick
and out I walked, completing the mis-
sion Hope that helps in some way.

Dear Matt.
Please can you tell me what to do on
Monkey Island 2 I  can get all the map
pieces and give them to Wally, but
then he gets kidnapped and I don't
know what to do next. I'm probably
doing something wrong, so please
can you give me some guidelines.

Also, in Indiana Jones and The Fate
Of Atlantis, what do you do in Crete?
I can find the surveyor's instruments
and the mural, plus the two statues,
but don't know what to  do with
them. Please help.

Daniel Hughes,
Oxfordshire.

Okay, once Wally gets kidnapped, go
to the swamp and climb into the crate
to start the journey to  LeChuck's
fortress, then get out and go right up
the stairs, In the sign room go down
the left passageway and you'll see a
set o f  carvings. Remembering the
words of the song that you parents
sang to you in your dream, push the
carvings marked with  the  correct
sequence of bones from the top to
the bottom, and they'll swing open,
letting you walk through. Right, that
should give you a head start, now
onto Indiana Jones...

All you need to do here is to use
the surveyor's instruments on each of
the statues, each time aligning the
cross hairs with  one o f  the large
horns. When you've sighted correct-
ly, a dotted line will extend from the
transit past the horns, and X quite lit-
erally marks the spot.

Dear Matt,
I have recently bought Legend o f
Kyrandia and am now stuck on the
part where Darm tells you to find the
Birthstones Please help, as I 'm no
good at the game.

Christopher Bamford,
Newport.

The fi rst  and last stones in  the
sequence are always the same, name-
ly the Sunstone (found in the bub-
bling spring) and the Ruby (found,
funnily enough, in the Ruby tree) The
Sunstone can just be taken, but the
Ruby tree contains snakes that will
bite and poison you unless you imme-
diately heal yourself with the orange

With t h a t  huge elephant hurtling through space
towards Jupiter, there's a good chance that we'll all be
dead before you read this intro... so why do I bother?

amulet gem. The second and third
stones are randomly selected for
each game, so the method I sug-
gest is to collect as many stones as
possible, and stock-pile them at
the alter location. Now save the
game, and try as many combina-

tions as possible. The reason I say
to save it is because the stones dis-
appear when wrongly placed, but
by loading the game again, you
can experiment as much as you
fancy without tons of boring stone
searching.,if you go wrong. Ah l

TT'S SHOW-OFF SHELF
DICATION REQUIRED

4

yone s o m e  cheats •
Jam l e y  from Derbys r e  would like to know w
d t m i s s i n g  potions for the alchemist in Dark

in Ki e s t  V. Mr B Sweeney would like to know
d a i n ,  He has the tiny brass key, silver, old shoe,
d b ;  an amulet, a hammer, and the sled. Any ideas
Peter 'messy writing' from Ferryhill would like to know (amon
any things) some bits about Spellbound Dizzy, 1 What do you

with the drill bit and the weird machine? 2. Where are the
is? Are they the things in the clouds? If so, how does he

where are they? 3. How do you get

self a plop of
a B ad both myself and read

ite, in Fury Of The Furrie
level fi r s t  jump on the I

!Isis) a f a r  left as possib -
out the k h  a big fireball -- a

c. r  bit (da r l )  Okay, this 'aint pa
ly •  , b s o o n  as th i o n s ,  run to the rig
f. You should just scrape h  'un-rocked', and wil

deal with a killer fish with another big fireball.
•  Mark Robins guarantees himself a free bit of CD32

ware (we already owed him for being in the 'Nice' issue's let
with this answer to L. I Platt's Black Crypt problem from our
Issue, Take it away; "Mr Plaft's problem is not how to get p •

oth. but how to kill Estoroth. To do this, Plafty needs fo
weapons; Vortex the sword, Fortehammer the, er•••

rotector the shield and Soulfreeter the wand. I sugge
the fighter and clerk in the front row, and have them
n Invincibility potion. This will protect the entire party
s you directly face Estoroth• Now you must use all the

apons until they gain in power. Eventually, using Soulfre
II immobilise Esoroth and using Vortex will open a hole
toroth. Using the other p o r t s  will knot o t
v hole and the game is c 1 "  Thanks M

FREE PRESCRIPTIONS

THE SURGERY IS NO W CLOSED

nry,
gyry,
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tie, Priory Co
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A live disk set at over 70
top quality fonts for use
we, Word...cells 2 or 3
Simply melee them and
hey re ready to use

Only En
,  0 0

A Virus OW is an eseeneal
purchase in ra le
,  d a y .where Mere are hundred* of
Anna viruses. Make sure
your software collection is
tree from Nil known viruses

E4.00

It you're in to beat 'rem
ups here 's a treat Fight
against numerous
opponents  in this  fas t
action beat 'ern up
features enrienced sound
on 2 drive Amigos

Only E6.00

Who needs Sonic or Mario
when you can play
fantastic games like this
on your Amiga, Fast,
smooth Scrothng platform
gams Excellent stuff.

Only E5.00

El SCA6-2. SCALA T

Now the summer's here.
Its tome to do Me garden.
and this is a good reason
not to. because you'll be
too busy clemgrfing

Only a 0 0LGRN3-1. .3D G AHD
. _

I NE
A two disk collection of
various Scala background
textures Wood  paper,
etc Give s your Scala
production a more
proireasional

Only f 6  00

Matte your own hardware
and save t t Es. Sound
Samplers. memory
•XPanslons, Bridgeboarde
are all here. includes
complete diagrams.

Only 13.00

Forty lop quality
cornpugraphic fonts for
use with W62'3,
Pagestreem. Wordworth,
Cl Paint 4 ele. tee.

Only E7.00

El PSP7-3. CONIPUGRAPIIIC FONTS
Four all time classic board
games. Scrabble. C lu e &
Snakes and Ladders, and
Monopoly Great tun lor ail
the family
. All tor only E10 00
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M15.5. RSI

M -2

The rs the most poiverkil
Arnow cask duplicator
avertable In  tact the authors
say that la you can't copy
something mays give you
your money back.

Order Nory.134.95

XCOMPRO,
Fifty stunning AGA images
sn 256 colours. AO of which
wet blow your mind. All run
as a slideshow for ease of
viewing

Only f  ?5•00

The complete RSI
maker. featuring tont
editor. vector editor.
graphe templates. extra
music tonts etc. and a
complete tutorial.

Alt for onlyf  1500

DEMO MAKER
Features all you need to
crunch. archive &
decrunch any tile or disk.
Includes DMS the Disk
masher. Powerpacker.
INA etc

Over 1
0 0 0  
T o
p  
A
m i
g a

game cheats on five d isk&
includes all popular titles
like Monkey Island
Promot X etc. etc

O n ( y
A ' 9 0
0

Only 15 00

CHT9-5. 1000 G.
Over 70 top quality Imagine
otyects tor use .n any version
of Imagine Subpsets noted.:
Venice*. Animals, Star Trek,
Dinosaurs. Star Ware and
loads memo

01)415 CO

Hundreds of general
knowledge questions
Subjects include. Sport.

Mumc, Screnoe,
Geography. Teel your
knowleelo with the excellent
Tema gamma

Oney £5.00
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Armee Very easy to use and
sutports VGA graphics on a
Ninths At2OD A seperb
pactage Makes use of hard
dress etc.

Only 139
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Tei r -

A complete Word
processeng package
Includes: Spell checker &
grammar checker A  very
easy to use package

Only ( 4 .0 0

4•1. WORD PROCESSING

FREE BOX OF TEN BLANK
DISKS WITH EVERY ORDER

OVER £25
. m k  fr
o o r
,

RDS3-1. RANDOM DOT STEREOGRAM
Create your own tescrniong Random ore St ...warns wiry
easy to iere O f t y  0 0 0
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Get your finances in order
with this excellent package.
Take a closer look at your
tra
,
it  
a
c
c
o
u
n
t
s
,  
b
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L
d

ahere all your money goes
every month.

Only 17 00

FIN7-3. FINANCE
A Iwo disk set of extra
backgrounds. loons rmu. for
u s. with Magic
Workbench Requires
KS2.1

Only 0 .0 0

fl  MIJE MAGIC MI EX
The most professional
word search. crossword
Seaver available on the
Amiga Includes a
dictionary 134 over 58.000
worth, and you can add
• O Ur o wn .

Only E5 00
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II you're new to the Amigo.
Man you may be having
orcelems wah miasmg
Libraries on your viorkbeecit
that are needed town
particular software Ceder this
oose and solve those
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Easy connection to your co32
Allows you to run all CORD disks.

Ind ail games on LOC1Crf LOAD etc
r37.95 +

OVERSEAS ORDERS
Oversee, Darien e r  aelcome, hut pleate add 25p
lo ear.: h disk ordered, E l  Di)  ro each Pack
ordered, a mieirmim of Y disk. apply. All 0
,
e n e a
,

°Menem vent by 1st clam Air Mail
COLLECTING DISKS

You am we-keret to celled your order. but you sir
say 'see to phone it  through prior to celleceos.
Office hour,: 9.10sm-5.110pe MierSat

A selection 00 Male for
degrading your Al200
down to a 500. Very easy
louse. but extremely
effective way of running
old games SC

Only 14.00

1200 DEGRADERS
A good *electron of garners.
demos music. graphics and
mole roe use o ily on the
Al200 or A4030. A great
way to instantly build your
AGA Weye r. collection.

1/5 00

AGAI5-10. Al200 STUFF
IF High quality box Of ten
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unformatted media 1  OD%
error free guaranteed.

Only 14 95
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LIL  K5-10. TEN BLANK DISKS
it you want to be a budding
Ian Beale or Floyd then THE
GOURMET COOk BOOK is
a good avy 10 get started.
over SO recipes mcbried.

Only 13.00_

iD GCB3-1. THE COOK BOOK
Double the space
available on your hard
disk. II you have an
EiCeneg drive the will give
you over isonwe of
avertable space Runs
silently in the background.

Only E5 00

EPU5-2i DISK DOUBLER
Learning to type can be a
difficult task, but not when
you get a copy of our
classic typing tutOrl
Includes three games to
help you learn to type.

Only E3 00
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TYP3- I TI 'P
Whether you want to link
two Amigos together, or 2
PCs or Amiga to PC then
this package will suit you.
Easy to install

Only 18.00

Unbends 2 le the best AGA
p ain t & e ie rnabou OeCisasge
available on the Amiga
Supports all avelable
graphics modes. Check
tame nergazrnes for reviews.

Only 169 95
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ORDERING BY EOSI
Simply tend your order In on an A4 pope, Mims the numnero you mauve
the total cne . and your mine  & addre ta, or rt you soish siu.çuly meek o tt the
titles )0si s till to order, 1111 in !Ma( nine Vic, and send these pa r ,  to
E M I  M ARKE TING, First Floor °Owes. Victoria centre. I
Victoria Rd. Swedish, *Adult_  SN I

ORDERING BY PHONE
Cull any tune fieleten 9 3Dam & 5.30pm Mosclay to Salado, with !owu
cat& add deal, and the disks you would !Ike ro order.

Epic Marketing, First Floor Offices, Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts, SN1 3BLi. Tel: 0793 490988
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ID ENK3-1. ENGINEER'S KIT
_  , ,  Hundreds of high quality
.

- i - r i a i t i l i  --i ' IFF samples. including:-
drums. guitars. bass,. vocals and beats Perfect
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_I AHD7-2. HARD DISK INSTALLER
Organise your
entertainment media with
this set of cataloguing
tools Video. CD and disks
are all catered for.

Only E5.00
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Hundreds of colour clip fonts.
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 • •  s e e  tre  •  RS le  le . . • A l l  sizes from 8 up to 46. El
• ...isms re 0 0  I V  ir si. ,  colours up to 32 colours.
ka I  e ine a /1--LS-se I  great for video work Or for

psi making demos.
14 •  e O n l y  £15.00I• A o  •

L  CLFI5-8. COLOUR FONTS
This is tho most

1  impressive RAVE demo
available on the Amiga.
features an amazing
soundtrack & wicked
visuals don't miss the

A  O n l y  f4  00
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,. 3 • 1 .  FOOTBA i  •F111

!rher great puz z le
•••c for adults A  pint of

best, a packet of
peanuts and a good game
ot Centrefold squares
'What a life r

Only 1'10.00T r
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LLCFS10•1, CENTREFOLD SOCARESES

Word Process*
Patabase

readslieet

•  •

•

ITX12,7
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3 at011

Megaball V3  is most
definite/1y the best ever
'Break-out" game
available Superb AGA
graphics, mus,c and
gameplay make this an all
time classic

Orley f3.00

Over I  00 all e n*  Classic
games including!
Breakout Paconan, Spabe
invaders. Snakes loads of
puzzle games and more.

Only C10.00

World Cup lever a here
ipoesibly) and so are
Feateaa Icons. Replace yoke
old drab workbench icons
with these snazzy ka colour
lomat! team icons

Only E3 00

A collection of tools for the
printer user P rwler
drivers. label maker and
other useful utilities are
included in this great
getting monad p
o c
a
t

Only £8 00

Whether you run a small
business or just need to
go computensed then this
superb easy la use
integrated package is wr
you want

C7 00

ELIFC7-3. LITTLE OFFICE
This is the most impressive
AGA demonstration
available_ II you want to
impress someone. Men this
is what will do Fe a tur e s  a
boll Byterg Seuretraor.

Only 14.00

Hundreds of quality textures
tor use in imagne Render
your objects in a variety or
- -.Ides, colours and

•tures Compatible With all

Only112.00

A compilation of very
powerful disk copiers,
make backups of your
software collection with
ease

Only E5 00

Severity bornap fonts for use
in almost any package
inducing Dokike Paint Also
Features a tantastic tom
ErMor Or designing or
customising your oivn forts.

Only 17.00

Teem is the most addictive
game in the wand, and
that's a  lad This is a
completion of five of the
best Best graphics, best
sound and best ptayability.
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ENG9-5. INSIDE ENGINES

FX 13-10.
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Item erc

Inside Engines 4  a
compilation of in deoth
animation sequences
showing you the workingS
of all the most pOCular
engine types

Only C9 00

Hundreds oi nigh quality
profession& choral images
Supects nolude Transport,
People Compeers, Xmas

' and loads more A much
wake scope

Only C13 00

Ilerneber the good old days
21 computing
, W e l l  
n o w  
y o
u

twl run classic Spectrum
lames oh any Amiga with
ease Y ou can even load
your games Irom cassias
and save them to disk

C5 00

A garroter, or printer clovers
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such as Hewett Packard.
sun. Panasonic, Epson,

. I S M ,  OKI, Seikosha
Posiscept etc

-  O n l y  C3 00_.

Contrens ut seletbon of
Video Mere. Vitle0 wipes
& backdrops Green for
creating professional
home movies. All you
need,

Only E?2.00

It you've ee l purchased
your Amiga you may be a
nn boggled how to use el
properly_ Well this bye dish
set lakes you step by step
through every basic thing
to know.

E9 00

A Iiii:;:liGINNER'S GUIDE

FtIun
0  MORIN

A collection of Amiga card
games including Poker,
Craps. Solitaire etc Great
km tor all the ramty
. Only 11000

m u m

Over 200 Workbench 2 or
1 utilaieslools, including:
text editors, virus killers.
deli editors. sound &
graphic tools and Oads
More.

Only MOO

Klondike the card game
features unbelievable 256
colcur is-res graphics Also
svalable now are lour new
• Jata d k s te akin n g  n e w

r  F r i card designs
Only E6.00

-

KLD6-3. KLONDIKE AGA
The perfect iscrecanion for all
small businesses Three
business modules mckiding
Cashrlow, Invoicing•Saies
[eager, VAT reports and
stocr conitrOl

Only E79 95
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-,nalyser Test your drives,
te•ory, keyboard,
loase, expanssons and all

custom chips etc.

Only E I 9 99

Li AMINET II CD ROM
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Li LOCK 'N' LOAD CD

P
R
O  
F

kat
- n e s t  lure. -
t e n -
e w e ,IIT4-I. H

LI EDLJ9-4. ED
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A
cNCRYPTOP

rnotEnane n Or tonetul te as,
'lentos, games are graphicson each disk Call fp tiara ..
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1 . 1 „ ,

caries. mum are crierics
COPD E 1 9 . 1 3 9
COPD 2 E 1 9 9 9

C O P D 3 E I O N

TI N
The Fred Fish collection
.Over 4000 uliliurres incipcied
ci ths Set ranging troth
wordprcoassing to
spreadsheets. graphics
tools music and hundreds of
rither things

Only C39 95

1000 all time daseic Amiga
games. Puzzles, Adventures
APO. Shooter, ups.
Platilormers. Works On the
CDTV. CD32 or any other
Amiga CO ROM 1341Ve.

0 1 *  r  19 9 9

Thousands ot archived
tools including: patches.
Dir 1001s, music, graphics.
AGA tape, workbench
tools, lia  take you months

' IO sift through ftes

Over 2.000 Adobe and
R AKE ,
. . o m
p u i r e
p h i c  
S t r
u c t
u r e
d

'One  g re at  For De skto pIrre CN
Publishing Campeche with

, Amiga & PC CD Rom As
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Fat INN £
1 9 . 9
9

Play Poker with some of
the most lovely ladies in
the world Includes superb
graphics and digitised
speech,

Only E r2 00

DSPI2-1. DELUXE STRIP POKER 2
Whether youre a complete
boomer at chess or a
champion. JI CHESS nen
so rn e th rtg  fo r yo u  S u p e rb
graphics and speech maks
this a great software

Onity te 00

Williams Ft imagine
obleCt ft requires 4 meg
but as you can see us
Amazing Requires a
,ersion of Imagine to
• ender it

Only E4.00

E  IN'104-1. WILLIAMS Ft
A collection of great fun
educational games for
children aged 7 . Maths.
spieling speed. etc. are all
included in this excellent
compilation.

On C 9 . 00

Stop other people from
4ccessing your floppy or
hard disks, by putting a
customised password on
your disk. Also Cantainn
File encryption tools.

Only 1'10.00

PSWI0-4. PASSWORD

Epic Marketing, First Floor Offices, Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts. 5N1 3BU. Tel: 0793 490988
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them up and turn the page to discover if you're eligible to claim.
his part  or t he amount  of  beer he
consumed before t he proceedings.
Jools' namesake blasted home a sec-
ond short ly  before half  t ime.  Af ter
the interlude, though,  things turned
decidedly dirty  wit h caut ions being
dished o u t  t o  b o t h  scorers  a n d
Icarus. I don' t  think I can take much
more o f  this .  Result ;  2-0_ Scorers:
Blandford (1-0), Jools (2-0). Cautions:
Blandiord,  JooIs, Icarus.

A f t e r  a l l  t he  mat hemat ic al
errors and headaches, t he
end is near — thank God. It

seemed l i k e  a  g o o d  idea a  f e w
months  ago,  but  it 's  been a t ime-
consuming load o f  o ld  nonsense,
and I ' d be very surprised i f  any  of
you have been following it  since the
beginning.  Still,  we' l l  have to think
of something to fi ll t he pages next
month — how about  eight pages of
meaningless charts? Hmmm. . .

THE CLASSIFIED
RESULTS
GAME 36
Gotham Park vs. Liverpool CC
A tense match, this, wi th both play-
ers reluctant to press forward.  Chris
fi nally  broke the deadlock wi t h  30
mins t o  go,  wi t h  a  b l ind ing c hip
right  o v e r  t h e  Bat c av e.  S i mo n
responded wi t h  typically  s ickening
ferocity, changing his f ormat ion to
'Attack' and blast ing home a couple
f rom out s ide t h e  area (d iagonal
long-shots, unsurpris ingly) t o grab
the lead. Chappers  t ried t o up t he
pace in order to stay in t he game,
but this resulted in gaping holes in
his defence, through which boggle-
eyed Byron slotted a couple more,
Git. Resul t: 4-1. Scorers: McMana-
man (0-1), Gordon (1-1), Batman (2-
1), Gordon (3-1), Gordon (4-1). Cau-
tions: Hansen (yellow card).

GAME 37
Famous Addicts vs. Chelsea
In a real nail-biter of  a match,  both
Jools and Tom were keen t o avoid
defeat, even though neither stood a
chance of  c linching t he t it le.  Jools
took the initiative, wit h a fluky ef fort
f rom Blandford.  Tom f o l lowed up
wit h an  equally  lucky  s t rike f rom
Peacock. Again,  Jools pressed f or-
ward and hit  home another, only  to
be 'r ewar ded' w i th a n  equal iser
from Stein.  The  tensi on became
almost too much for the young lad
Stein, whose ball-crunching tackle
left Boy George singing t ha t  bi t
higher. Just as i t looked as i f the
match wo u l d  e n d  a  d raw,  Jools
grabbed t he lead, wi t h  a fantast ic
strike f rom his namesake. Result: 3-
2. Scorers: Blandford (1-0), Peacock

(1-1) Blandf ord (2-1), Stein (2-2),
Jools (3-1). Cautions: Stein (yel-
low card)

Catholic Family vs. We Luv U I nornd
Although i t  l ooked increasingly
unlikely that Dominik was going to
win t he League (barring a mirac le,
Simon has already been confirmed
as the winner), he decided to switch
to a  mor e attacking formation i n
order to secure second place. Fortu-
nately for the plucky Scot, his tactics
paid off; Nicholas almost uprooted
the goal-posts with a powerful blast
into t he back o f  the net,  f o l lowed
quickly b y  a  we l l -work ed  e f f o r t
which left the keeper standing. Jon's
f rus t rat ion was  clear t o all and his
reckless challenges  res ult ed i n  a
book ing for Sharpe. Still, his efforts
were rewarded wi th a last minute
Hirst goal .  Resul t: 2 - 1 .  Scorers:
Nicholas (1-0),  Nicholas (2-0), Hirst
(2-1). Cautions: Sharpe (yellow card).

GAME 39
Liverpool O C vs. We Only
Sing
We reckon t hat  t he aver-
age score of  all the games
in the Fancy League is
two goals t o one
It's not  based on
any f a c t u a l  e v i -
dence, t hough,  i t ' s
just a  guess .  A n d
probably  a  wr o n g  one_ Any -
way, t hat  tenuous link was my lit t le
way o f  int roduc ing t h e  score o f
Andy's penu l t imat e  g a me  wh i c h
was, er. ._ t wo-one.  To  Andy .  No t
Jon. Rush scored '1'.  Soup Dragon
scored '2'  and was  caut ioned.  God
these bloody  things bore me.
Result 1-2. Scorers: Rush (1-0), Soup
Dragon (1-1),  Soup Dragon (1-2).
Caution: Soup Dragon (yellow card)

GAME 40
Famous Addicts vs. The Dead XI
With Harry's skills improv ing no end
and h is  goal  t a l ly  u p  t o  an  awe-
inspiring 'one',  i t  was obvious t hat
Jools didn't  exactly fancy his chances
against t h is  up-and-c oming Sensi
god. H e  shoul d've,  o f  cour se,
because although Harry has started
to get  the hang of  things, he's now
only 'crap' as opposed to 'complete-
ly and ut terly crap'. Blandford's solo
goal was the highlight  of the match,
although we ' re  no t  sure whet her
Jools' dribbling was down to skill on
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This is it, then — the end of the Sensible c c e r  Fancy Football Competition.
Below, you'll discover the final results and the scores for each player. Just tot

GAME 41
Chelsea vs. Red Machine
Peacock was the first scorer in Tom's.
swan song, al t hough his  lead was
soon negat ed by  a s t unning goal
f rom Dalglish. The current manager
of  Blackburn,  howev er,  wa s  pun-
ished shortly after for  a disgusting
foul on Glen Hoddle which woul d
have resulted in him being carried
off if the game included such a

ture. T h e  t w o  t e a m s
remained level
almost unt i l
the r es t  o f
the m a t c h ,

until Hunt  hi t
home a fab effort
from just outside

4  t h e  area. Result: 1-
2. Scorers: Peacock (1-

0), Dalglish (1-1), Hunt
(1-2) Cautions: Dalglish (yel-

low card) Phil Neal suspended.

GAME 42
Musician's Uni on vs.  W e  Luv  U
ingrnd
"Grunt, grunt!" snorted Bjork as her
one-pig effort put Matt ahead after
only a f ew minutes.  "You s wine! "
cried Jon as he slot ted home a sexy
goal, courtesy of Hirst_ "You ugly,
filthy pig woman!" shouted Jon as
Sharpe took  t he lead. "You repug-
nant, snotty animal! " blasted Jon as
Scooby Doo snatched victory. "Oh, "
said Bjork. "I 'm off to find some truf-
fles." Result 1-3. Scorers: Bjork (1-0),

-1). Sharpe (1-2),  Doo (1-3)
John Lennon suspended.

GAME 43
Catholk  Family
Excitement City! As neither thilerwas
wil l ing t o  b o w  ou t  o f  t he  Fancy
League wi t h  a humil iat ing P a &
the game t urned i n t o  a  verit able
goal f renzy,  and  t he  pace o f  t he

match w ,  I  '
1 'nothing shor t  - -
of relentless. A .
Nicholas fl uffed several  clear-cut
opportunities, he managed to score
a hat-trick before Chris pulled a cou-
ple back with efforts f rom McMana-
man and Molby. In the climax to the
tortuous ly  long-running 'gag' .  MK
fooled the keeper by heading in his
own head, and then volleying in the
ball short ly  after. Rush managed to
pull one back, bu t  v ic tory  f or  t he
closely-shaven Scot never looked in
any doubt .  Resul t: 4 -3 .  Scorers:
Nicholas ( 1 - 0 ) ,  Ni c h o l a s  ( 2 - 0 ) ,
Nicholas (3-0),  Mc Manaman (3-1),
Molby  (3-2),  JFK (4-2),  Rush (4-3).
Cautions: Lawrenson,

GAME 44
We Only Sing vs. The Dead Xl
The l ast The One  gr udge match.
Things got off to a surprising start
when Old Harry's Icarus scored a top
goal, causing Andy to hang his ugly
ginger head in  shame.  Torchy  t he
Battery Boy came to the whinger's
aid, shoot ing home a couple of run-
of-the-mill effor ts (just inside the
goal-posts, str uck f r om  str ai ght
ahead), Again, Harry dumbfounded
his critics by scoring another  wi th
Ludd, increasing his goal tally by 50
percent. Andy's face tur ned r ed,
steam came out of his ears, and he
upped the pace. Three goals were hit
home within the last minute or so,
making t he  fi nal  score gi ve t he
impression that the game was slight-
ly more one-sided than it really was.
Result: 5-2 Scorers: Icarus (0-1), Bat-
tery Boy (1-1),  Battery Boy (2.1),
Ludd (2-2), Battery Boy (3-2), Clanger
(4-2). Bungle (5-2),

GAME 4 5
Red Machine vs. G. • 7  Park
Simon won. The four-eyed, balding,
talentiess gi t.  Result: 0-2.  Scorers:

Penguin (0-1). Gordon6-2) Phil Nealsuspended.

TURN P AFOR DETAILSOF HOW TO
LAIM...



WHAT  DO POINTS
MAKE?

Each of your eleven players will
gain p l u s  o r  m i nus  poi nt s
depending on how  thei r  team
played, as outlined below:

It••,: Score -1 poi nt for every
goal their team concedes or +5
points for a clean sheet.
Defencit
,
i , , :  
S c o
r e  
-
1  
p
o i
n t  
f
o
r

every goal their team concedes or
+3 points for a clean sheet.
Mid fiel der
,
: 
S c o r e  
- 1  
p o i
n t s  
f
o
r

every goal  their  team concedes
and +1 for  every goal scored.
Attackers: Score + 1  poi nt  for
every goal their team scores.

Score +1 poi nt for
every goal  they score, wi th an
additional + 2  points for  every
hat-trick.
Yellow Cards: individual players
score -1 poi nt if they are shown
the yellow card.
Red Car ds: individual  players
'score' -3 points if they are sent
off. I f one of your players is sus-
pended fr om the  league, then
he'll score -2 poi nts for  every
match he misses.

S 1 12
Ili  2 3
r  3 4

The Batcave
Moom in Troll
Simon Le Bon
Saint Peter

-13
-13
-2

-34

+4
-3
-3
-7

-9
-16
-5

-41
I l t 4 5 Nigel Mar tyn -1 -3 -4
M  5 6 Jim Momisson -1 +1 0
M
11 6 7
m  7 8

Dmitri Iptarino
Bruce Grobbelar

+6
-4

-5
•10

1
-14

:121 8 9 Pope John Paul II -4 -4 41
01 1 0 0 Ray Clemence -3 -3 -6

-0
'3 5

S  t
r
i ,

0

The Batmobile
Cat Woman

6 Alfred The Butler +111 +5 +
2
3

1  7 Two Face +
1
8

+5 +23

CI 8 The Penguin +20 +6 +26
11 1 7 Bungle +1 +5 +6
M  1 8 Baby Clanger -3 +5 +2
r " 1 9 Parsley The Lion -13 +4 -9
0  2 8 Eddie Van Haien -6 -2 -6
11111 2 9 George Michael -7 -2 -9
P" 3 0 David Bowie -

8
1
1

-2 -Li
WV 3 9 Rameses 11 -33 -5 -38

40 Sifting Bull -30 -5 -35
41 Capt. Mainwaring -33 -5 -38
50 Scooby Doo +  1 . 1 1

,
. +2 +15

51 Denis Wise +12 +1 +13
52 Geoff Thomas +11 +1 +12
61 Elizabeth Taylor +1 +3 +4
62 River Pheonix +1 +3 +4
63 Bob Marley +1 +3 +4
72 Eddie Newton +3 -2 +1
73 Glenn Hoddle +4 •2 +2
74 Dennis Wise +3 -2 +1
83 John Barnes -1 -5 -6
84 Jan Molby -3 -4 -7
85 Ray Houghton -2 -5 -7
94 erard Conlon +8 +2 +10
95 olte Tone +7 +2 +9
96 rquemada +8 +2 +10
105 *kin Yates -3 -1 -4
106 Steve Heighway -2 -1 -3
107 Alraham Souness -3

— - 1
-4

2
0  3

The Batmobile
Cat Woman '

l 
i
t
.

+2
+2

-11
-11

M  4 The Joker •13 +2 -11
•
1 
5

The Riddler -13 +2 -11
M
Z  1 3
0  1 4
M  1 5

Sooty
Bagpuss
Crystal Tipps

-13
-13
-13

-3
-3
-3

-16
-16
-16

xi  1 6 Bed -13 -3 -16
111 2 4 Mark King -6 -3 -9

25 Paul McCartney -9 -3 -12
26 John Lennon -8 -2 -10
27 Howard Jones -6 -3 -9
35 Atti la the Hun -34 -7 -41
36 Hadrian -34 -7 -41
37

Richard the L i o n t
-25 -7 -32

38 Henry V -34 -7 -41
46 David Bar dsl u -5 •3 -8
47
48

Gary Char les'!", • .
Mar tin Koown

-6
-5

-3
-3

-9
-8

49 Andy Sinton -5 -3 -8
57 Keith Richards -

5
+1 -4

53 Ubik -S +1 -4
59 Boy George -5 +1 -4
60 Jimi Hendrix -5 +1 -4
68 Steve Clark 0 -5 -5
69 Erland Johnson 0 -5 -5
70 Jakob Kjeldberg 0 -5 -5
71 Frank Sinclair 0 -5 -5
79 Alan Hanson -

6
-
1
1

-
1
1

BO Mark Lawrenson -7 -11 -18
81 Steve Staunton -6 -10 -16
82 Rob Jones -6 -10 -16
90 Michael Corleone -6 -4 -10
91 Tom Hagen -6 -4 -10
92 Vito Cor leone -9 -4 -13
93 Sonny Corleone -6 -4 -10
101 Phil Thompson -7 -3 -10
102 Steve Nichol -7 -3 -10
103 Tommy Smith -7 -3 -10
104 Phil Neal

- V
-4 -14

9
I l l  1 0
A  1 1
1,1 2 0
O
P 
2
1

r t
X  2 2
M  3 1
xl  3 2

The Scarecrow
Comm_ Gordon
Batman
Mr  Ben
Soup Dragon
Torchy (MB)
Peter Gabriel
Biork

+31
+SO
+49
+14
+18
+19
+15
+15

+6
+12
+7
+7
+8

+12
+1
+2

+37
+62
+56
+21
+26
+31
+16
+17

1,1 3 3 Sting +21 +1 +22
42 Icarus +1 +2 +3
43 Nod Ludd +1 +3 +4
44 W.A. Moz ar t +2 +2 +4
53 David Hirst +32 +6 +38
54 Lee Sharpe +23 +4 +27
SS Nigel Cough +24 +4 +28
64 Sid Vicious +12 +5 +17
65 Mol t +18 +6 +24
66 Jamie Blandford +15 +7 +22
75 Gavin Peacock +16 +5 +23

i t
,
7
6

77
Mark Stein
Craig Burley

+13
+15

+3
+3

+16
+18

1,1086 Peter Beardsley +8 +5 +13
137 lan Rush +11 +7 +18
88 Steve MrManarran +12 +7 +19
97 Charlie Nicholas +22 +13 +35
98 JFK +22 +7 +29
99 The Singing Nun +16 +6 +22
108 Kevin Keegan +10 +2 +12
109 Kenny Daiglish +14 +2 +16
110 Roger Hunt +11 +3 +20

9 4 0 1
5

15
9 3 1 16 15 7

9 3 1 5 12 16 7

9 1 1 6 14 22 4

9 0 0 9 3 41 0

THE T EAM S
So who are the all-important

managers then, eh?
Simon Byron

Gotham Park Rangers
Andy Nuttall

We Only Sing When We're
Winning

Matt Broughton
The Musician's Union

Harry Attrill
The Dead XI

Jon Hare
We Love U Ingrod

Jools
The Famous Addicts

Tom Watson
Chelsea

Chris Chapman
Liverpool 0 C

Dominik Diamond
Catholic Family
Rik Henderson

The Red Machine

Win =  2 points, Draw = 1 point.
Team

Catholic Family

Chelsea

I
R
e
d  
M
a
c
h
i
n
e

I
D
e
a
d  
X
I

9

0

Played W

6

d

Gotham Park Rangers 8 1 0 37 14 17

2

Famous Addicts

We Only Sing...
We LAN U Ingrnd 9 5  1  3  2 6  1 4  1 1

Musician's Union

THE F INAL TABLE

1

A

22 13

comPogloorr ioN

Pt s

14

Liverpool C/C

a.

HOW DID YOU DO?
Phewee Muskrat! These are the Final Scores which
replace any previous totals. Now turn to page 86
for the next step...



C O M P E T ; T I O N  40111r4  -  9 * , INTERESTING
FACTOIDI

lbw . • •  • • •  . • • •  megymil A s  w el l  as being the w in n er
,

R E A D  T H I S  C A R E F U L L Y  o f  the Fancy League, Simonis also the offi cial Sensible
By now you should a pret ty good idea whether or not  you stand a Soccer World  Champion.
chance of winning.  If you picked a member of Harrys team then you
might  as well give up now (but  I 'm sure you realised that  long ago), I
Ibut the rest of you could be on your way to collecting a cool 11000. Com-
missioner Gordon, however,  turned out  to be a bit  of  a dark horse — the
highest scoring striker, and he wasn't  even a star player.

If you've tot ted up your points  and your total is more than 165 then
we want  to hear f rom you. Just fi ll in the details on the f orm below (a
photo copy wil l  suffice if you can't  stand defacing your copy of  The One)
and send it  to: Fancy League Claims, The One, 30-32 Farringdon Lane, Lon-
I o n  EC1R 3AU, t o reach us by  no later than October 28th.  YOU MUST
WRITE YOUR TEAM NAME AND YOUR TOTAL ON THE BACK OF THE
ENVELOPE — i f  you don' t  do either of  these then we' l l  bin your entry.
Don't  bother c laiming if  you scored below 165.

The winner wil l be the person wit h the highest-scoring Fancy League
team, or, if  more than one person has the same total, the entry with the
wit t iest  t ie-break answe4The Editor's decision is final, and no correspon-
dence wi l l  pe entered into.  We can accept no respodbibility  f or Fancy
League forms we didn' t  receive, and proof  of  post ing is not  necessarily
proof  of  receipt. And don' t  ring up and ask whether you've won because
we' ll disqualif y  you immediately .  The winner  wi l l  b t i ra t i fi ed  by  pos t
before 31st November 1994.

Name'

Address
-

Postcode
.
Te l e l one  Number

Poi nNcor ed•

FANCY LEAGUE TEAM NAME

Goal Keeper

Defender *1

Defender *2

Defender *3

Defender

Mid-field *

Mid-field  I Mid-field *31.1i

Forward *1

Forward *2

Forward *3

Player Name

The

INTERESTING FACTOIDI
The best  Fancy League side you could
have picked looks l ike this: D m i t r i  Kharine in  goal;
Keith Richards, Ub ik,  Boy George and Erland Johnson
in defence; The Penguin, Scooby Doo and Denis Wise
in mid-fi eld;  w i t h  Commission-
er Gordon, Batman and
David Hirst  at tacking.

INTERESTING
FACTOIDI

We nicked this idea
from a nat ional

smug git . Or.daltol
o
p
•

•111,

newspaper!  I N T E H L  I I J G  F A C T O I D I
4  T h e  w orst  Fancy League side you could
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la t he Hun, Henry V, Alan  Hanson and Mark  Law ren -11 son in  defence; Parsley the Lion, Scooby Doo andJAI
Player Reference No. Eddie Van Haien in mid-fi eld;  and Pet er

Beardsley, Kevin  Keegan and Kenny
•  I N T E R E S T I N G  D a l g l i s h  at tacking.FACTOID!

1  Lots of  people named their I N T E R E S T I N G  F A C T O I D Iteam af t er the bit  o f  your
body you go to  to ilet  out  o f

if you ' re a boy. _ . ,_  A n d y  and Mat t  scored a  total o f  34
I P '  p o i n t s ,  compared to  a pathet ic 2 8  f rom

Jon, Jools and Chris. Hal

INTERESTING
FACTOID!

The commonest  answ er to
our t ie-break quest ion

involved references to  the
now infamous 'wrods'

incident. Someone even put:
"The One is the best  because

it  alw ays gets its mucking
wrods fuddled up ," w h ich

no1101,11111111
w e  quite l iked .

•

INTERESTING
FACTOIDI

The Fancy League competi-
tion has been entered by

more people than any other
competiton in The One's his-
tory. So you probably don' t
stand a very good chance o f

winning. Sorry.

t i
p
m
m
i
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0
1
1
1
*
'
A
i
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INTERESTING
FACTOID1

Biork Is ugly.

The One is bet ter at  Sensible Soccer
than the creators themselves! Simon,

I
N
T
E
R
E
S
T
I
N
G

FACTOIDI
Er... that 's it !

1
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'.LL LATEST DEMOS. UTILS. GAMES
,.AILABLE ASSASSINS GAMES UPTO

196 + AND LOTS MORE.
SEND S A.E • DISK TO ABOVE

'•CDRESS FOR A FREE CATALOGUE
UR SEND 3 x 1st CLASS STAMPS. OR

PHONE FOR FREE CATALOGUE
OPERATION FIRESTORM

A COMMERCIAL QUALM  GAME LIKE GREEN
BERET ON OM LIKE  FIRER:INCE ON AMIGA

, OTO OF POWER UPS WEAPONS ETC EASYL NT
woRTH k 'BOB •  BUT ItS  ONLY A VAJLAHLE FROM

H0000.0E50,0 PO FOR JUST E2.50 INC POSTAGE
CHEQUES P  0  PAYABLE TO HORNE S O
,
'  P DALSO F1 LICENCE WARE AVAILABLE

AND
LOTS, L OTS, MORE

THE ONLY PO LIBRARY YOU WILL
EVER NEEOPROBEBLEY!!

FA!_i.T I  P.It t .I ll ''t• SI_ I-IV-ct 2 4  HR DEPATCH

- C20.00 100 - C30.00 100 - £40.00
- C4.5.00 250 - £70.00 250 - C90.00
- C85.00 500 - C170.00 500 -S170.00
- C150.00 1000 - £255.00 1000 -C320.00

FAST AMIGA RI  PAIRS
FAULTY TROUBLESOME COMPUTER??
SEND OR DELIVER TO THE EXPERTS FOR FAST RELIABLE REPAIR OF YOUR BELOVED AMIGA SOO

FOR ONLY £44.00 INC
,*WE ALSO REPAIR

A600, 1200, 1500,
2000, 3000 + 4000
* FREE QUOTATION *

COLLECTION SERVICE
AVAILABLE

DOOR TO DOOR
ANYWHERE IN U.K.

ES EACH WAY

DRIVE OR KEYBOARD REPLACEMENT +

EXCHANGE SERVICE
MODULATORS £19 .50
PSU E 1 9 . 5 0
0/DRIVES E 2 5 . 5 0
KBOARDS £ 2 5 . 5 0

• WE RESERVE THE RIGHT TO REUSE ANY MACHINE •

FAST COMPUTER SERVICES, TOWER BRIDGE, LONDON SE1 2HG - TEL: 071 252 3553

CAPRI CD DISTRIBUTION
CerV A L L  AVAILAI 3 A  cn12

TITLES IN S
-70 •  COTS' TITLES COM PA

- _  _  W I T H  
C O 3 2

TO •  CO32 TITLES VI D EO OD I M E S
NEW CD RELEASES

AMOS 9  99 - CDPV 6 1 9  99 - FONTS El 9 99
C9.99 -EMERALD MINES E
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REPAERE E9 9D
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RF1EY ALIEN ENC
LEMMINGS%

MORPH CU
DANGEROUS S i CI

NICK FAUX' E  C14
PROJECT X '  E 1 T

- PRI CO ENSTRIBUTK/N- DEMI' Abt
, EAN ST. MARLOW, BUCKS. SL73AA

TEL FAX 0628 - 891022
TRADE ENQUIRIES WELCOME
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4
1 1 1 1

si  D S . / D D  I  D S/ H D

DEPT THOO9SC Uni t  3,
Crossicoys Shopping Atoll, I t  Hoots,

Combridgoshiro e l l e  2AU
TELEPHONE ORDER LINE: 0 9 0 8 3 7 9 5

FAX: 0 9 0 8  2771

50 - C10.99
100
250
500

01 00
All Our  Disks Inc lude  FREE Labels
W e  Wi l l  N o t  Be Beaten O n  Prices

Please make cheques and P.O. payable to -
DIRECT SOFTWARE CL1095C LitsliT 3, CROSSKEYS SHOPPlNG MALL, ST

NEOTS, CAMBRIDGESHIRE PEI 9 2AL1
UK MAINLAND -  DELIVERY FREE

OTHER AR EAS PRICES O N  APPLICATION
All Parcels are sem ovt by reconlod Deiwory. t t e n t s Sob)act to change witheitI nahee M OE goose

oilkow for chews deorance Some Games roar not be released at Pm* toit gamy to perms

" Please Debit my AccoaaNisa No: t  I  I. m u

Pi•Scl• supply ma with the following for
compost
Title Priett

Poet & Pecking
Total

11 1 1 1 1 1 1 1
Date
Name:
Address

P o s t c o d e
Tel No:

,

111012121MMAI
COMPUTER-A-RACE+ E 1 9 . 9 9
THE FINAL EDITION
COMPUTE-A-RACE. Otters
unnyallecl accuracy and unbeatable value.
(Anga only)
WHAT DOES IT DO?
COMPUTE A RACE• is a Horse Racing
P10600E1 Program that can forecast races,
select bets, calculate return and much more

IS IT COMPLICATED TO USE?
No Features an ease of use Within days
inpuling a race will be second nature.
WHEN SHOULD I ORDER?
Now. Betting tor profits IS betting for fun.

Cheques.P.O. payable to •
HANDISOFT (Mail Order ONLY)

Handisott. 37 Hearse!, Lane,
Spon End, Coventry. CV5

THE ONE AND ONLY

AMIGA GAMES
HINTS, TIPS

& CHEATS book
E9.95
• E M I  P.i.P

FROM.
KUMA BOOKS LTD

12 HORSESHOE PARK
PANGBOURNE, BERKS

RG8 7JW
TEL: 0734 844335

SCRIBBLE PE
Disks E1.00 each unless stated
for 20  or more  P+ P -  7 5 p per order

cheques 8. PO's to
SCRIBBLE PD Sorry no tioditteharge cards

L A T E S I _ C A T  05K
I_CEO O R M E E W D E K
uE61 T o C r e s i m e
1.050 D o w t 9 o r n
117118 N T W I M I 9 0 0 1 3 1 1
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2 HILLSIDE COTTAGES
BURSTALL SUFFOLK
IFS 3DY
TELEPHONE NO: 0473 652588

F-I
LSD

TeAD
SCOPE

ASSASNS

200 TOP AMIGA GAMES
FOR ONLY £1999 POST 'AID

Some

oot-em-
ore

at-e
than.

ategy,
r need!!!!'

sold At More Than 120 Each!
for Less Than E20.00!!!

his massive compilation of FANTASTICGames Should Add
least £100.04) To the Selling Value of Your Computer!!

YOU CAN'T LOSE
Don't Miss Out -  Order NOW FROM:

FUTURE SOFTWARE (THO)
Dept A, 8 Magnolia Park, Dunmurry, Belfast BTI7 ODS
• A L L  AMI 1  CH R D E R S

WANT TO) CHEAT!!
Tips And Cheats

Booklet

Consisting of Tips, Cheats and
Level Codes for over 200 of the

most popular
Amiga Games

Please send cheque/p.o. for
E2.95,

made payable to S. FFOR DE
Featherstones, Penhallow House,

33 Carbery Avenue
Southhoume. Bournemouth

Dorset, BH6 3LN



Broughton's the name, PD's the game. Yes
sireeel When the chips are down, too many
cooks save nine. Clo-er, wel l  b low me down
if it  isn't an intro to that old chum of ours
PD Zone, cleverly disguised as wh at  can
only be referred to as a load of old
tosh! Er, yes. Not half.

A
Somnambulists were posing a serious headache

for security staff at the jam factory.

ill

- 11 M
r .

I 1

Zom bie Apocalypse.. .  bloody hall! I n fa c t

W a y  back in August 1993,
we w e r e  f o r t u n a t e
enough t o br i ng y ou a

superb l i t t l e b i t  o f  PO o n  our
coverdisk by the  name of  Wi bbl e
World Giddy. This was a simple little
Dizzy-esque pl a t for m/ adventur e
game, usi ng t he  age-ol d system
whereby col l ecti ng a  par ti cul ar
object gets you past a certain obsta-
cle. The game pr oved immensely
popular with our readers (that's you,
that is) to the point where 'Games
Surgery' received an enormous num-
ber of solutions. Well, pin back your
trouser cuffs, 'cause here comes the
sequel — Giddy 2.

Apparently, (and no, I 'm not just
filling space — really) Giddy returned
home from his last adventure, only
to see a newsflash on the TV saying
that a huge spaceship had appeared
and was releasing 'Wibble Waves'
that wer e  affecti ng al l  or di nar y
household items, making them go a
bit wei r d a nd stuff.  For tunately,

these Wibble Waves didn't affect
large egg-shaped heroes with

big hands.  Phew!  That 's
lucky—at least Giddy can
do something to help

So what's new pussy-
... by sprinkling salt from

this cellar on his body and
watching him sizzle. Ha!

ZOMBIE APOCALYPSE 2

nybody for tunate enough
to have seen the or iginal
Zombie Massacre wi l l  no

doubt be more than happy to
receive a second install-

nWi t,  as i t was, qui te
simply, o n e  o f  t he
most mindlessly vio-
lently and genuinely
enjoyable chunks of
PD we've seen i n a

fair old while.
If you don' t  know

the game I 'm  tal ki ng
about,  i t was an Opera-
tion Wol f  clone, wi th a
mouse control led cross
hair, and a screen fil led
with dismembered bodies
roaming around,  gr oan-
ing, moani ng,  a nd j ust
begging t o  be  gunne d
down in a spray of blood.
Or fed a  grenade,  wi th
much t he  same effect.
With more blood

GIDDY 2 - - -
Cynistic, Disk G0225

r

r # 1 1 1 1 t  fr
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r
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Giddy 2._ this nice emerald green
slug can be killed

cat? We l l  Gi ddy himsel f remains
true to his original form, wi th ludi-
crously huge hands and and egg-like
appearance. He still jumps in his spe-
cial somersaul ty way,  a nd has a
number  of pockets which come in
handy for  collecting those strange
items found along the way.

For most of the game you spend
your time making your  way across
some simple levels, avoi di ng the
strange animals (including radioac-
tive sheep!) that inhabit them, with
hidden passageways leading to cav-
erns and new levels. Coins lie dotted
around the screen, and can be col-
lected to aid you in your quest. The
standard silly puzzles are there, with
such gems as 'dropping radioactive
sheep poo on the floor  to grow an
enormous bean stalk',  or  perhaps
'using the remote controlled Nessy
caller to get across the lake'. I think
you get the idea.

So it's much the same as before,
with lots of silly places to visit, and
lots of silly things to collect. There's
no real improvement over the origi-
nal game, but if you enjoyed Wibble
World Giddy, you'll  like Giddy 2!

11=011111I i
1
731

So what should you expect from
the sequel? Well ,  mor e bl ood for
starters, not forgetting more types
of zombie, more backgrounds, more
squelchy noises accompanying every
dispatched member of the undead,
plus a  new,  improved,  ni fty gun,
grenades, AND a sexy missile launch-
er. Hurrah!

The zombies are animated in a
much more 'realistic' way, wi th tor-
sos dragging themselves across the
screen, classic 'arms-in-front' zom-
bies running from side to side, and
naked men plodding back and forth,
and al l  thi s whi l e kni fe wielding
madmen appear  at the base of the
screen and try their  best to str ipe
you. Great fun for all the family!

You have one life, shown by an
ever-decreasing energy bar, and will
take damage every time a walking
zombie gets to the other side of the
screen, or  a static zombie manages
to get his knife 'in you'. You have a
limited bul let supply, which can be

was 'on • ic •  c •  •
at snogging the Stock Exchange,
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a nostal gi c t r i p v i a  l as t
month's 'PD Zone', I've been

once again directed towards memory
lane by a new game that's just flown
in from Express PD, Though I normal-
ly s pout  o n  a bout  o l d  ar cade
machines or copies from my faithful
Spectrum, this game, Demolition Mis-
sion, has actually reminded me of
another old crumbly machine by the
name of a VIC 20.

For anybody scratching their head
and wondering what exactly a ViC 20
was, it was a large hunk of plastic.
with the sort of memory that most
modern day Casio calculators would
snigger at. and it played the sort of
games that would score about 40 per-
cent in any self-respecting Game Boy
review mag.

Of course, as we all know, games
don't need twinkl ing graphics and
stunning sound t o be  good,  and
Demolition Mission is. in my not-so-
humble opinion, such an example.

I actually remember this game as
being called Skyscraper first time
round, a nd  O M' ;  gamepl ay ha s
remained the same, with you piloting
a biplane that flies from left to right
across the  top of  the screen. Of
course when I say 'piloting' it has to
be said that all you actually do is
press fire to release a bomb every



boosted b y  occasional  suppl ies
which fal l  fr om the sky. You can
also collect grenades which work as
screen-clearing smart bombs, plus
missiles that work as, well...  mis-
siles really.

The game provides no real chal-
lenge for  anyone wi th half a cat's
reaction, but  that doesn't stop i t
from being intense fun — especial-
ly as the  programmers seem t o
have spent  m os t  o f  thei r  t i me
ensuring that the sound effects are
spot-on, not  to menti on the way
that the zombies leave behind a fair
proportion of the body after being
killed. Nice!

You're more likely to die due to
lack of  bullets than the zombies'
attack, but to be honest, who gives
a poo when games are this much
fun? (You are all sick — Harry.),

DEMOLITION
MISSION

Express PD, Disk P313

Demolition Mission... a bloody old
game!

now  and then.  And w hy  should y o
w ant t o  d r o p  s uc h a  des tr uc t i v
device? Well it's quite simple. really
otherwise you'l l  crash headl ong int
one o f  the  m any  skyscrapers be l o
you. And that hurts.

Yes, sim ple s tuf f  indeed,  but  t h
thi ng i s  t ha t  a f te r  y our  pl a ne  ha
crossed t he  screen, i t  appear s fl ea
time just a bi t lower down.  I ts  there
fore u p  t o  y ou t o  clear  t he  scree
befor e you ge t l ow  enough to gr ee
any of the aforementioned steel erec
*ions with your face.

This is essentially a test of your ti
ing and reactions, but  presented in
quirky way — especially if you remem
her it from the 'good old days'. Y our
only al lowed one bom b on-screen at
time, s o  i f  y ou m a na ge  t o  dr op i
above one of the gaps between th
buildings, you have you sit there help
less, wasting valuable time, while yo
wait for the bomb to drop.

What can I tell you — it's simple, it'
cute, and most of all, it's a bloody ol
game! Good fun to be had here.

O V E R A L L 7 4 %

Black Dawn... embarrassingly, the
tongue had stuck to the shagpale.

B L A C K D A W N
SPECIAL EDITION 1
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Most of the PD around can
generally be bunged under

the headings 'new game built from
an old idea',  or  just 'simple copy',
but what we have here is a rarity —
a PD RPG, At  this poi nt  i t's very
tempting to just waste word count
making jokes about  PD RPG CPU
NPCs, or  perhaps AN and HPs that
effect Pl ... but,  of course, I won't.

Black Dawn is a first-person-per-
spective dungeon adventure, with a
style heavily bor rowed from Dun-
geon Master, and the now familiar
six-way direction arrows and a win-
dows-based inventory system. You
wander  a r ound t h e  dungeons,
opening doors, collecting items and
money, a nd ,  o f  cour se,  be i ng
attacked by  al l  manner  of  nasty
monster-types.

You start your quest armed only
with a little knife and an AJ30 rifle,
but very soon find trading machines
(the game varies between medieval
and techno, apparently) where larg-
er weapons  c a n b e  purchased,
along wi th fi r st ai d ki ts,  bi gger
knives and armour_ Damage is indi-
cated by a large vertical bar which,
unfortunately,  goes dow n a  l ot
quicker than it goes up. Additional
money is left in convenient places
around the levels — if you consider
'up a  monster 's
bottom' t o  be  a
convenient place,
that is.

After a  coupl e
of pl ays ,  Bl a c k
Dawn appears t o
be t o  h a r d  t o
enjoy. For the first
few minutes,  you
just get  a chance
to wander  about,
collecting f r e e
money and buying

The snooker
ball devoured
everything in
its path.

yourself some better equipment. But
then you bump into your first mon-
ster, who beats you qui te crapless.
The main problem here, is that you
need to put about thirty bullets into
each monster, while they only need
to hit you about five times. This leads
to lots of 'backing down corridors'
and other  spineless 'running away'
tactics, just to create enough time to
do a bit of damage.

Problem number  two is that your
gun onl y has about  3 0  shots,  so
should you be for tunate enough to
kill something, you then have to tip-
toe about trying to find the bloody
gun machine before something tries
to ge t  ' up  you'.  O n subsequent
games, y ou learn t o  carry about
seven guns around at all times, but
that's not really the way to go about
things, is it?

So, w he n al l 's said a nd done,
Black Dawn is an interesting diver-
sion from the general  PD releases,
but perhaps a few difficulty tweaks
here and there would have improved
matters further.

Intruigingly.  MoreHi  had• •
l i n o  t o  t h e  h o t e l  c e i l i n g .  • • • 1 1 1 1 • 1 1 h p . . .

P D  Z O N E d
FATAL MISSION 3
17 Bit Software,
Disk 3141

a l l
,(NOTE: Ha v i ng ha d t o  s i t ne x t  t  •

Harry for  far  too long, this review i
br ought to you courtesy or the Attril
school of classic English).

W
h
e
r
e  
D
e
m
o
l
i
t
i
o
n  
M
i
s
s
i
o

was simple, Fatal Mission
is more simplerer. You are

as indeed you is, the pilot of a smal
fighter ship, destined to forever fl
in a  dow nar ds l y  m a nne r  i n t o  a
entrance o f  tunnesquel ar  pr opor
tions. Yea!

As y o u  de s c e nd y o u r  w i n g y
wangy way upon this hole of doom
many and untold fi ends do perus
upon your  co-ordinates,  spi tti n •
thei r  vile and acr id juices, not  t  •
m ention be i ng o f  a  hosti l iar i l i tl

mood towards your ongoing direc
Vont.  As if,  perhaps,  this were no
enough, many and true Star Gates d •
fly towardsly yonder  ship of  t h
space, and indeed must be there°
fl own betweeneth if you don't fancy
loosing one of your  crimson shield!
items.

You have a definite and most sure-
ly a m o u n t  o f  t he s e ,  he r e a f t e r
referred to as 'shields', and can only
be touc h-e d b y  t h i ne  f o u l  a l i e n
beings or  the p r e
-
m e n t i o n e d  
S t a r

Gates a set and most fi ni te num ber
of times, befor e a message of posi-
tively gamorwoodly overness cloth
appear  upon yea fl atted and glassed
screen.

(Er, so basically, you have to fl y
thr ough the star gates, shooting any
baddies, not  getting hi t by thei r
shots, and er . - not dying where pos-
sible? —  S i m on) Yea,  ver i ly,  h e y
nonny, thou doth spoketh thin.  truth
rne old muckerer.

It's probably also wor th mention-
ing (in normal  English. I  think) tha t
his disk is enti tled Rob's Hot Games
5 and featur es Cycles 2  — a l i ght

• Ike game, Steward's Enquiry — a
orse racing game of  crapticullar

, cal .  (Cli! Watch i t! -  Simon) and a
, trategy gam e cal led Solar  Lord's.

ot a ba d package a t all ,  Anyway,
he score for Fatal Mission 3 is...

O V E R A L L 9 0 %
ADDRESSES FOR YOU

• Cynostic,  Offi ce 01,  New  Illuter.
prise Centre, Li ttl e  Heath Id. Mt . ,

Old Church Road,
C o ve n t ry. C V6  7 N B.
Tel: (0203) 681687

• Express PO, Magaz ine business
Centre, 11 New ar k Street,

Lekester  LA1 555
Tel; (0533) 559711

• 1 7  ni t Software,  l i t  Floor
Offices, 2 / 8  Mar ket Street,  Wake.

fi eld,  West Yorkshire WP1 IIMINI
T e h  ( 0 9 2 4 )  3 6 6 9 0 2

• Pathfi nder  PD„ 41 Mar i on

g l
Street, Dingley,  West Yorkshire

81210 INCI .
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TEL: 081 893 2100 10 - 6 PM
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ENTHUSIASTS
CALL MARIE

LAWLOR NOW
ON:

071 713 5289
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C KMAIL ORDER INTO THE 21ST CENTURY

ALL MANGA VIDEOS AND MERCHANDISE IN STOCK

MANGA 0 KISEKI 0 CRUSADER 0 ANIME
PROJECTS 0 WESTERN CONNECTION
TELEPHONE OR WRITE TO US FOR A FREE CATALOGUE

NAN/muck meuL aRceR LTD
PO BOX 7, ROSS ON WYE, HEREFORDSHIRE. H R 9  7YX

TEL:0989 767655 F A X :  0989 768563
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MAY 1993
)N THE DISKS! Pla ya ble  demos of Lost
likings. Legend 2, The Ancie nt Art  o f  Wa r in
The Skies. Sink or Swim a nd Supe r Cauldron
Plus a  comple te  PO Game • lia lde r's Groove
NIPPED! Syndica te ,  Ove rdrive ,  F117a Ste a lth
Fighter, Socce r Kid  and ma ny more !
REVIEWED, 8 1 7  Flying Fortress,  Beavers,  Sink
or Swim,  Cha mpionship M anager '93, N ippon
Safes a nd ma ny more !
TIPPED! Pla ye rs' guide  to  Body Wows a nd
Slick Falcio's Golf,  more  on KGB a nd Bill's
Tomato Game plus the  sta rt of a  ma ssive
Chaos Engine  guide !
PLUS! Alie n  Bre e d 2 de ve lopme nt dia ry
starts! And — E•pose d! H ow the  mass me dia
covers compute r games!

JUNE 1993
ON THE DISKS! Bla ste r' A spe cia lly writ te n
'ull game  for The One, p lus a  pla ya ble  de mo
st N ippon Safes a nd two  comple te  PD
games: Alie n  Ba sh and Tra ctor Beam:
NIPPED Bu b b a  'n
•  S t i k ,  
R e a l m
s  
o f  
D a r k
n e s s
,

Innocent U nt il Caught, M a e lstrom a nd ma ny
more!
REVIEWED! Goa l I, Supe r Cauldron,  Ancie nt
Art o f  Wa r in the  Skies,  Legend 2, The Lost
Vikings a nd ma ny more !
TIPPED! Pla ye rs' guide  to  Lionhe a rt and
Chuck Rock 2  plus the  comple tion o f  the
solutions to  KGB a nd Chaos Engine !
PLUS, Plus we  te ll you how to  get into the
software industry!

JULY 1993
ON THE DISKSI Pla ya ble  demos o f  Cannon
Fodder, Globa l Gla dia tors a nd F1 Cha llenge
olus a  comple te  PD game, &t id y!
NIPPED! Jura ssic Park,  The  Settle rs,  Sta rdust,
Simon The Sorcerer,  HeroQuest 2  a nd
', laity more !
tEVIEWED! isha r 2, Wa r in The Gulf,  Dune  2,
Dunship 2000, Syndica te  a nd ma ny more ,
TIPPED! Comple te  pla ye rs' guide  to  Ara bia n
fights. Be a ve rs a nd 817 plus the  sta rt o f  an
Abandoned Places 2  solution!
PLUS! Tha lion Inte rvie we d!

iEPTEMBER 1993
DPI THE DISKS! Pla ya ble  de mos of Ove rdrive ,
tubba 'n 'St is,  F l /  7a Ste a lth Fighter,  De e p
:ore  a nd Suburban Commando!
NIPPED! la st  Action Hero,  M icro Machines,
Alfred Chicken, Thea tre  o f  Death, Se e k it
Destroy, Osca r and ma ny more l
REVIEWED! Socce r Kid,  H ire d Guns, D igge rs
.
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Syndicate and Wa r in the  Gulf,  a  comple te
pride to  Transarctica  a nd the  sta rt of  the
M a r 2 solution,  the  ongoing Aba ndone d
'laces 2  a nd Wo rld  o f  Legends sagas
Plus C D  3 2 , M o r e  I n fo !

XTDOER 1993
3N THE DISKS! Pla ya ble  demos o f  Space
folk, Alf re d  Chicken, a nd Burning Rubber!
NIPPED! M orta l Kombat,  Elfmania ,
FedOettion, Wonde r Dog. F1  a nd ma ny more l
PEVIEWEDI Space  Hulk. Jura ssic Park,
Dvortrill, M icro Machines,  Alf re d  Chicken,
baster, Disposa ble  Hero, Burning Rubbe r
tad ma ny more ,
-
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Peastiord, Wibble  Wo rld  Giddy,  The
iatracian, Goal?, a nd more  o f  the  isha r 2  and
eared of  Legend solutions!

NOVEMITER 1991
ON THE DISKS! 3  d isks again,  fe a turing a
playable  de mo o f  (I ridium 2, He ro Que st 2,
and Seek a nd Destroy,  a long with  two  com-
plete PD Games!
WIPPED! Body Blows Ga lactic,  Kings Quest
81, R a lly. Rise  o f  the  Robots,  Se ve nth Sword
Of M e ndor and ma ny more !
REVIEWED! Bru ta l Sports Footba ll,  Cardiasui,
Conk, Frontie r :Elite  2 . Clwak a nd ma ny,
m a ny  m o r e !
TIPPED! H ire d Guns (Pa rt 1 ) Alf re d  Chicken
(Part 1 ) guide  to  Space Nut*  (Pa rt 1 ) isha r 2
(Part 3 ) and ma ny mote !
PLUS! The  Progra mme rs ta lk to  us! D M A Talk
to us. Find out how we  ma ke  The One.

DECEMBER 1993 — SOLD o u t r

JANUARY 1994
ON THE DISKS! Ga la ct ic: The Xma s Reside — a
complete ga me  from Sta vros ta soula s — plus
a de mo of  Zoo/  2 and a  comple te  Al2 0 0 -only
PD game!
WIPPED! Unive rse ,  Cool Spot,  De nnis I t
Gnasher and He tmda ll 2  Pa rt 2
,

SSU

As a  person o f  discerning taste ,  y ou a re  no doubt a  regular
reader o f  T h e  O ne ,  t h e  publ ic a tion w e  l i k e  t o  th i n k  i s
Britain's biggest and best Amiga  games magazine ,  bu t  tha t's
because w e  w r i te  i t .  Howe v e r ,  the re  m a y  b e  embarrassing
gaps i n  y our  collection, whic h is  a lways, e rn:,  rea l ly  e mba r-
rassing. Ma y be  you didn't s tart reading The  One unti l  recent-
ly, pe rhaps  y o u  ha v e  jus t le a rne d t o  re a d,  o r  ma y be  y our
newsagent s imply  r a n  o u t  o f  s tock  —  i n  w hi c h case, w h y
didn't you place an order?

Whatever the  reason, here 's  y our  chance to  fi l l  those  ga p-
ing voids  i n  y our  c ompe ndium o f  excellence. O n  this  pa ge
you'l l  fi nd  l is ted a l l  ava ilable  issues o f  The  One ,  s tre tching
back t o  the  da w n o f  time  (we l l  last year a ny w a y ),  comple te
w i th a summary of the ir contents. But remember: every issue
has actually got loads more  s tuff in i t tha n we've  listed here.

To order,  jus t fi l l  in the  coupon be low,  w r i te  out a  cheque
or Postal Order for  the  required a mount and send i t  to: The
One Back  Issues De pt. ,  T o w e r  Publishing, Sovere ign Place,
Latbkil l  S t. ,  M a r k e t  Ha rborough LE*16 SEP.  A n d  tha t's  H I
Remember: it's easier i f you buy the  issues in the  fi rst place.

REVIEWED! M orta l Kombat,  lo o t  2, T2,
Microcosm, Bubba  'n ' SON a nd loa ds more .
TIPPED! Players• guide s to  Body Blows
Galactic. Combat Air  Pa trol,  isa i c  Pa rk
and bundles mote !
PLUS! The  Progra mme rs of Libe ra tion speak!
Massive pre vie w of  the  games scheduled for
re lease in  1 9 9 4 .

FERRUARY 1 9 . 4  —  S OLD OU T,

M ARCH 1 9 9 4
ON THE DISKS! Pla ya ble  demos of
Benefactor. Ork Atta ck,  Pollymorph a nd
Championship M a na ge r I ta lia  plus a
comple te  PD Game Pre mie r folks!
WIPPED! lu m p  'it ' Burn. Armour-Ge rldon 2
Hugo Troll and Guardian!
REVIEWED! Puggsy,  Champ, M a na ge r Haifa,
Super Methane Brothers,  So rt  & De stroy,
gentian Returns,  The Ryde r Cup and tons
and tons more !
TIPPED! Sta r Trek (pa rt 2),  The La byrinth o f
Tome a nd Simon the  Sorce ror,
PLUS, Socce r spectacula r: Our extensive
round-up of socce r games for the  Amiga .

- • • • • •

THE ONE BACK ISSUES OFFER!
Please send me the following hack issue(s) of  The One:
Q u a n t i t y
I enclose a chequeipostal order made payable to Emap Images Ltd for f
(Rates per magazine: UK — £495; Europe — £5.95; Overseas — f7.95).
Name
A d
d r
e s
s

P o s t c o d e
allow 25 days for orders to be fulfilad upon receipt of request MI orders an sublact to

debility a l l  titles shown are available at the time of the Issue going to press, (except those

rked as sold out -  o b v i o u l i
m m o w n w

APRIL 1994
ON THE DISKS! Pla ya ble  demos ot  Mamanatatt
Bump 'n ' Burn plus two  comphate P9  games
Parettack and Cookie !
WIPPED! Ban•hee ,  F light  o f  the Am m o n
Queen. M olt of  Speed and C1106 FOIMMOM —
The M anager !
REVIEWED! De nta te 's. I throty,  Maambeellor
United Pre mie r League Charoproos, M ops
MotionIStatok, ?Swindell 2, thebbfe a nd
Squeak, Legacy o f  Sora sil o wl bo le  more .
TIPPED! The  Se ttiors,  Staminee, fe lptha  and
many more !
PIUS! We  ta lk to  a  Softwa re  Pira te
,
MAY 1994
ON THE DISKS! 3  d isks ye t a wa it! MotMlinsi
demos of  Puggsy,  Clockerosor. fier Notes a nd
B a ns he e  ( A l  200  only ) ,  p lus  ty pe  c om pi le * ,  le tt
ga m e s . OU C H  a nd  S m udge !
W I R O E D !  i m p o s s i b l e  M i s s i o n  2 0 2 1 ,  NO S S M O rn
M r  M a g o o  e tc .  M c .
REVIEWED! K 240, Apoca lypse . Tota l Carnage
Arrniour-G•ddon 2, Arca de  Poo& Sta ble
Master 2  a nd... ocosh loa ds me re !
TIPPED! I nnoce nt U ntil Combat, Campaign 2
and much,  much more !
PLUS! The  Sensible  Soccer Fancy te otba ll
League and we  pre vie w Beets I 's ne w pro-
gramme with  games in  it . The Not

JUNE 1994
ON THE DISKS! Pla ya ble  demos e t  Arrnetar-
Geddon II, Gulp. Touch 'PC Go M o s te te  fan-
tastic comple te  PD games, Rams Fa Charities
and Digge r!
M I M E D ! D r a g o n s to n e .  K ic k - a M J ,
Tumble, Supe r Sta rdust a nd mime  more !
REVIEWED! Ettmainia, Ve lha t in  goinerfactor,
Sierra Soccer,  Tra ps 'N• Treasures. bump
Burn a nd ma ny more !
TIPPED! Pla ye rs' guide  te  Darkroom, ph is a
complete  solution to  Beneath •  Ste e l Sky,
and p a rt  3 o f  our Goblins 3  imbibers
PLUS! M e  S e ns ible  S occer  Fa nc y  F o o tb a l l
Le a gue  a n d  th e  e s ha us tiv e  ' A ndo t o  ECTS.

JULY 1 9 9 4
ON THE DISKS! Pla ya ble  domes Of Se nsible
Soccer I nte rna tiona l Edriton,  &AMMO Socce r
Quik a ta l Out To Lunch!
WIPPED, FIFA Soccer,  Kid  Viciods. t a p  Ge a r 2,
Wild Cup, Psycho Pinba ll and ma ny more l
REVIEWED! Ou t  To Lunch, I lansistm, Cra sh
Dummies, impossible  M ission 2 0 1 9  a na k a nd
lite ra lly 'some ' more !
TIPPED, K240, Armour-Golt ion 2, Mareschnekto
United PLC, Pe rihe lion a nd be gs more l
PLUS! The  Sensible  Soccer Fancy
League and our fa nta stic potimmi hiebere 04
the am•ga, w it h  pictures,  Slakes a nd e ve ry •
thing H one st.

AUGUST 1994
ON THE DISKS! ta b b y pla ya ble  domes e t R id
Chaos, Wild  Cup, Vita /  Light and PS s  seem
klingly good Dre liss
WIPPED! Simon The Sorce ror 2, Nova  Ste no
Dawn Pa trol and ma ny more l
REVIEWED! Kid  Chaos, R uff  'is' Tumefy. Po lly
Squad, Ourntime ,  Wild  Cup, Witoi Light a nd
figura tive ly 'ba gs' more !
TIPPED! James Pond 3  Be ne fa ctor. , the  con-
cluding pa rt o f  our comple te  solution Ns
Goblins 3  a nd tons more !
PLUS! The Fancy Footba ll LOISHM L ia rs!  —
we name the  duff  games the  softie s t rie d  to
sell by te lling whoppe rs! Plue  gre e t
Programming Tricks o f  our Tinto! As we ll!
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for

except iN)
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Trace your ancestors
Chart your feelings
.Simple, but meriti

of famous characters
sive AMOS database
How thick are you?

oger Mony D  Pant
Various label orinters
urns package around

Excellent database
Item voriti processor
Lots of Super Fon%
IBM PC programs

_As sounds
nem word processor
our knowedge this
es maps of Ile world

Creates bar graphs
Rent word processor

sioreadsheet available
ur Own alone intake
Syllabus taught disk
Positions ot planets
eate your own dirio
err about dinosaurs

se racing nformalion

VA adventure games oolsli out your ongs
Keeping fit

monback Comptaints
_Golf score recorder

Label Printer
Create Cartoons

on your expenditure
your Anna System
words & anagrams

ses the share milt
ons c4 tonts amiable
p Pubfishog icx kcis
base & Spreadsheet
for wine enthusiasts
Accounts Manager

wet two crosswords
imal spelling game

rover cow facilites
0 Grader tor Al200

on draeang program
ric out wining Imes
Enhance your Amiga

D058 _ _ _ _ _ _ _ _ _  .... .  Famous animation
0075 .... _ P r e t t y  shots at talented girls
Di 48 ,.. - - T ,  Bidders car-chase animation Good

Anuns ot USS Enterprise
0177_ .  Sleben no.17 More like above Good
0271 ._. . . „  ... _Excellent space adverrture animation
0278 ,.. . . . . . .  ____ .......... _Intormaton on Gult War
D280 :... 1
1
1 )  
_ E
x c
e l l
e n t  
r
a
v
e  
m
u
s
i
c

D282 ... A m u s i n g  demo
0287 .... _ _ _ _ _ _ _ _ _ _ _  ...... _ ........ Shidesnmk
0312.... •  ...... .. _______,Rave music 8 Graphts
0313 M o r e  of the same

61038
M062
M102
M104
SA150
M151
U244
11249
LIC62

Enterprise leaving dock,
Girls of sport
The Run (I meg) .....
Star Trek Animations_
Star Trek Animations
Odyssey (5 disks) (NI
.Desert SIDTM
Jesus on •Es • 12 disks)
.How to skin a cot
Calendar Giris
•Rave Viston
Techno Warrior

Hugo s Eccentra #
1 1Random Access (N)._
No Limits 12 Disks)
ttiernex

Doop
....

.Sound Tracker Sarnplos
Sound Elects
House Samoa ....

DEMOS

6162 Slocyland 2 (Ni •
6165 __Super Skoda Challenge
G170 Arms Criket
6171 Top Secret. ....
6175 Whizz Wall ..• .......... _ .......
6178 Wine Krichs _________ .
G180 __Tank Attack tN) .....
6197 Al l  Pounder 1141.
6204 .....St.per League %MOW ___
6207 Flagcatt',her
6206 Grind Pnx SimulatwG219 Games Galore Ten (NI
G214 Parachute ,koust.
3215 __Battlements ..........
6217 Act or War_ ...... .
6218 _ Roulette,

USIC
.. Nine house mixes

___—....four songs (chiding Art 01 Noise
Ouality music compitation

.... :Excellent music compilation
Classic by the Beat Master

. M o r e  catterv tunes
(4 Disks} 11:031 of sounds for sampling

Different samples lor music nuking
.... ..... ...• .......... _Drums & Sothesisers

G005 ___All 04ew Star Tre i f f e rV
i
jk s
i
t  
g S fi t e r o n s e  
c l a s s i c ,  
B e s t  
O r e

6010 Breakout.   . C l a s s i c  bat & ball game
6011 Blizzard .. _ . .  .  _ . _Horizontal shoal-'em-up. High guilty
G014 ...Arivenbre Solkaions 12 dots) _Loads oi hints of commercial games
0019 Dungeon Deers (2 disks) . 0 1 t h o u l t  adventure guest
6021 __Demolition tension (1 rneg):. :.,_,...Sentlar to Balloonacy. good tun
G023 .Electronic Tray Set (1 meg)  C o n s t r u c t  own train set
6043 learn and Puy 1 _______Good for the kids Blackboard maths etc
G044 _ learn & Play 2 ,  More fun tor the kids
13047... lettrix (N) T o t e m  gars* invoitnng letters
6053 . . . . . .  ............ .    P o o -  eni-up
GCCA Kmet iorn (2 disks)._ ....... ____Tricky adventure game Good
GI171 ..Return to Earth (1 meg) S p a c e  adventure
6086 Wrathed One ... . .  _ G o o d  general knowledge wiz
0102 __Simulation 1(1 nog) „.....Roccertnieneed. 5 games including Metro
6109 Wheel ol Fortune. ........ . . . . .  ___TV conputerged
6124.__Napoleonie Warfare  . . . . . . . . . . .  _High-quality simulation
6143.... Card Shop . _ _ _ _ _ _ _ _ _ _  _Wet presented raid games
6149 Raphmis RimIge  -. . . . . ._ ..... p l a t f o r m  adventure
6153 Growth_ .. D e s t r o y  an expanding brain
6155 Minim L a _  ..... ......_ ..... . . . . . . .  s hoot - ' ern-upup

 Chadrut  p o z z i e  gars*
„Create a childrens adventure

... __,.......... .Car racing game
Ovizal

...... ..... _Dustily ptatiorin game
NEW Wizard shooting game

.... NEW Excellent shoot'em up game
World War 2 SmNlation
Cricket &mutation game

_____Marage your own Soccer team
Find the lags Very addictive

Extort
14 excellent games

Try & catch a prachote
..... Hunchback game

.. . I m m t l e n t  strategy gem
nCasio C

1 i _ t i 4
5
1 1 1 1 1
4

Europe : £1.50
World : £3.00

6209
6220
6221
6222
G273
6221,
6225
.G226
6227
.6220.0231
6240
0211
6243
0244
0245
6247
6246
6249
G25:1
6252
6255
G2U
6257
13299
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90p each for 25 or more
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SOFTWARE EXPRESSIONS,
Unit 4, 117 Kennington Avenue, Bishopston,

Bristol BS7 9EX
9am-5pm Mon to FriArk

Space Rescue G u i d e  Spaceship I Terra in
Sub Attach (Pc .  ,.. .. Aso landmne f oornber
Revenge of the mitant comet •  ... ...... Shoot oo game
Neighbours adventure . ..... ..(2 discs) Bring PaJI Robinson to court
Wizard Wars . .  ... ......_ . .  Graphics Adventure
Strategic Gaines   3  excellent games
•Aecarris Frady (kg . , O u l t  on cult TV programme
Duet_ ..... .......... _ _ _ _ _  .. .. 2  player shooting game

in.assass
-
s 2 4  
( N I  
_ _
_ _

__ . . . . .  _____ .  4  games including 30 Maze
Assassins 27 (N) . A d d a r v e  card games
AsSeSsAs 20 (MI These n*16011111°, invaders 2 & Mad Bomber 2
Assassins 37 INI  G h o s t  Ship Clovis etc
Assassins 38 111) _ _ _ — _ .  ....... .... 1 on I Cady & transptall

_.Tetren,. . . .  :.. __________ Excellent Teirs clone
legend 01 L
.
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 Clads (2 disk3) _ G r a p h i c  adyedure

• Owl Master ... Q W  which includes Ednor
Assassins 40 tN)....   .  10 Puzzle Games
Assassins 41 (N) i n c l u d e s  3 Games
Atlantis E x c e l l e n t  Adventure Games

_Bominacky . _ _ _ _ _ _ _ _ - _  .i
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Arms Cams . ,  .5CarrotS ncluding Glassback
S maab ..... _____Management game of US loortall.Tyrie Sport
Relayer S h a r e w a r e  game. Brand New

_Top Of Tim league_-_-__Addictrit tootles management game
_Blob ........ ......... : ..........  _,... .................... ____ _ . Shoot 'em up
.Sector 1_ .  E x c e l l e n t  game
Micro Wariest _ D o c k  exchange game

_Strew Ball ..... _ _ _ _ _ _ _ mo s  mitten baseball tyoe gone
The Funhouse„ '
,
g a m e
s  
i n c l
u O i n
g  
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_18th Hole (2 disks).______-__ ..... ......., _Exellent gaffing game
, Gush ,. .. . . .  ..  ____ ........ ,....,. ..... _Very sin* to pipeline
. Zalycon 12 times) . ,--, - S p a c e  shoot em up
Rasta Bike ... —_ .. ___-_- ,. Backgammon & (AIllgtOrt flipper
Blood Runner, Monac_o  P a t i e n c e  card game
•1kga Race And Wacky Rabbi ....., ....... ,...... __ _• .

.. Cornpitation
Psycho Santa .. ......... Moo* your foystick with this festive disk
Mister Men Olympics (2 disks' Excebmi game Iv disks as reviewed

..1 Amiga Computing
Nibble World Usk R e a *  good platform game
_Tetris Pro, ... ... ______Tetris game Oh exceptional anants
_Calculus Combat
'
. 
_ _ _ _  .
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Friday 13th P r e t t y  Gruesome Platform Game

_Jigsaw )2 disks) _ P u z z l e  GameDithell et Space  Cutesy 1011 space demo gvne
_Crazy Sue 2 P o p u l a r  station) game
_ Wottsname 111) • . .   C l u l d r e n ' s  spelling quiz
fortress ,   E x c e l l e n t  derro game

A l 2 0 0  ONLY
Sleepless Nights__ ..... d i  Al200utthlies
fareght • _ _ _ _ _ _ _  2 9  meg of graphics on one disk
No pont of sale. ...... ______  ............. &inning French demo
Revelations P h o t o  realistic slideshow
State Of Al F a m o u s  quality demo
Rang Mad .............. . . . .  High qualny music ndeo
•Lethal Eke .......... ....
AGA S'etrnsueS (5

•_Technotrack it_
Retina , ...
Ittopa . . . . .
Nigel Mansell_
AGA Klondike (3
Giger Tens
It Chess

Stunning demo
p i c t u r e
s  u s
e  w i t h  
° P a i n
t  
e t c

.. More rave nnu9c
Vector ,
t im 
d e
m o

Al 200 sideshow
__AGA slide show

patience card game
_Team clone

Bratial g a me

Issue 6 - These licenceware
disks included: tutorials,
reviews & programming

language tips £3.00. All back
issues available for 0 .5 0

II disks ore compatibleI .
1200 ,

which indicates net compati ld

UTILITIES
le301 A-Gene 11 meg)
U316 iliorhythms (1 rrte0 •
U052 _Business Card Ikea.
11092 __Cartoon Brushes L o t s
t1098 ,DataDase Master _ C o m o r e
U123 10 Tester
U120 „Viz Clip Art
1.1130 label Designer .
13134 Ann Cash B e s t  wo
13136 Annbase Prof
13140 •_Text Engine F y n
U142 Super Fonts
0152 _PC task E m u l d
L1153 __Fee-a-lak

U160 _ P a r t  Tutor   . . . . . . . . . Enhance
0164 ..Worid Database C r
0165...Ai-graph .
0175. p l u s  VERSION 4 ......  E x
11178....(2 Discs) AnallOC ALC ____.(2 Discs) Best
U179 _Calorie 8aSe _______  ..... Work out
U180 __GCSE Mattis
U185 ....Astrenorry C a m i l a
L1190 _Shadow derno makes, ..... _________ ......
0194 C C r C t O t S
11204 Race Rater 1NI F o r  ho
U206 ABC Adventure Creates 0
1
) . . . . . . .  - - C
7 1 1 1
M 1 m u f

LT210 __Peaks Pools Version 2
13211 .....Traimng Log
U212 l a  _ -ck Talk ............. . . . .  _Advse on Co

11230 ..11hvis Labels
IlD1 _Audio Animation Studio
11232 , _Cheque Book Account
13233 _Engneers Kit ______
13236 _Word Power .....

,•

en

o

es

Keep tabs
Cheek

.... Solve
U237 Stock Analyst
0238 ....Font Farm •..,_ ....
11239 Dunks DTP  D a t i l °
1t240 Little Mice _______Word Procassor Da
11241 Wirernaker_____ ........... .  Lat abas e
11242 :Budgets 1.34
13243 _D-Solve __Crossword-complete
13244.. „Colour Tbe Alphabet. . . . .  Ed
0244 ...lockPis V
2•
0
0245 „Relo Kick V1,4 ..... ...... ............... „,Latest
13251 „Procat Electroid C i s c o ! !  desi
U252 ..Dirdends Winner . .
1.1253 ...Assassins Graphic  unities compilation

D e t a i l s  o f  e v e r  1 5 0 0
d i s k s  I n . u r  l i t b r a r y

Expressions
Introducing some of the best public domain & shareware
disks available for the Amiga today. Go on... express yourself!

DOWNGRADE YOUR
Al200 AND/OR A600
TO WORKBENCH 1.4
YOU CAN NOW RUN
ALL OUR SOFTWARE
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IC O N S  peck enhanced AGA version lo
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Al 200 and A4000, CFA Basic & Photon
Paint I I  Clock this ad lo saa *Rich (kris

S OFTWARE  P ACK c om a e /IR  each Arnica horn Sams

CHAOS ENGINE   E 2 5 . 9 9
SYNDICATE   £ 3 4 . 9 9
PINBALL FANTASIES   £ 2 9 . 9 9
NICK MODS CHAMPIONSHIP GOLF   £ 3 4 . 9 9

CHAOS PACK: £125 90
GFA BASIC y3..5 • Powerlul MIX Programming Language   £50 00
PHOTON PAINT II • PcnverkY GrapNcs Paining Package ,   C8 9  95

rr)

TOTAL VALU E: E215.91
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Goldilocks crep t  downstairs an d  t ip - toed in t o  t h e  kitchen. On  t h e  t ab le  stood t h ree
bowls o f  steaming porridge. He removed the blond wig  he always wo re  in bed and pol-
ished his spectacles on the hem of  his gingham pinafore. 'Mat ty  Bear, you pig, I 've found
one o f  your d irty beard hairs in  this lovely Putty Squad oat -mix. ' Tetchily, he  eyed the
second bowl.  'Andy Bear, there's some horrid bits o f  Welsh in this helping of  Kid Chaos!
Can't you keep your fi lthy habits to  yourself?' Goldilocks regarded the third bowl suspi-
ciously. H e  p icked u p  a  spoon a n d  scooped t h e  t in iest  do l lop  o n t o  i t s  s i lver r i m.
'M mmm, ' he exclaimed, 'this Ruff  'N '  Tumble is scrummy' and he licked the bowl clean.
When the three bears came d o wn  to  breakfast  they noticed a t  once that  someone had
'eaten their porridge', so they decided to  skip brekky and go straight to  the pub, which
happily, was crammed full o f  beer, nuts, tort illa chips and the fi nest speciality sausages!
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Publishe r:

Issue  Re vie we d:

M e mory:
Price :

Banshee

Publishe r:

Issue  Re vie we d:

M e mory:
Price :

Publishe r:

Issue R e vie we d:

M e mory:
Price :

Publishe r:
Team 1 7
Issue  Re vie we d:

M e mory:
Price :

Team 1 7

December 1 9 9 3

1Mb

E2 6 .9 9

Team 1 7  return to familiar te rritory with this,  the  sequel
to the  game that first established the company a s one
of Brita in's leading Amiga  deve lopers. I t 's more of the
same Gauntlet-esque bug-hunting action basica lly,  but
bigger, busie r and blastie r. Some  have complained it 's
too easy,  though...

Core

July 1 9 9 4
2M b

E2 9 .9 9

Banshee is a  roller-coaster ride  to he ll. In a  buzz-bird
called Banshee. Test your trigger finger and powers of
concentration in a Tora lora !-I a silic one o r  two-player
flight of fantasy and e r... blowing things to kingdom
come. I t 's great fun, ba sica lly.

Beneath a Steel Sky
Virgin I nte ra ctive
November 1 9 9 3

1Mb

E2 9 .9 9

Revolution's la test ha s been produced in collaboration
with comic a rtist Dave Gibbons,  and if  ever there wa s a
match made in heaven, then this is I t. The result is a
stunning graphic adventure which might la ck humour
compared to M onkey Island — but more  than competes
in e ve ry other department,

Body Blows Galactic

December 1 9 9 3

1Mb

£ 2 6 .9 9

Yet another sequel from Team 1 7  which doe s for street
fightin' wha t Alien Breed 2  does for bug huntin' Bo d y
Blows Ga lactic I s the  business',  boasting much

smoother animation —  the characters no longet
move like  Scott Tracy — faster action,  animated
backgrounds and enhanced sound effects
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9 1 0 /  Bubba 'n'0Publishe r:

 Stix
Core D e sign

Issue  Re vie we d: J a n u a r y  1 9 9 4

M e mory: 1 M b
Price : £ 2 5 . 9 9

Another platform game from Core Design? Sure ly not!
We shouldn't moan, though. especia lly if they're a s we ll
designed a s Bubba 'n ' St ix. Yes,  it 's a bit  short,  but it 's
beautifully programmed, the  graphics have a  vividne ss
not often seen on the Amiga  and there 's a  brillia nt vein
of humour running through it  a ll. Fantastic stuff,  when
all's sa id and done.

Publishe r:

Issue Re vie we d:

M e mory:
Price :

M ille nnium

November 1 9 9 3
1Mb

£ 2 5 .9 9

I ts been a  long time  since  Speedball 2  se t the pace in
fantasy sports games, and while  Bruta l SportS Footba ll
doesn't quite  make the Bitma p game obsolete  it 's a
worthy companion piece . I t 's extremely violent,  with
spurts of blood flying everywhere and even the
occaisional decapitation. You have been wa rne d...
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Gra ndsla m

Issue R e vie we d: J u n e  1 9 9 4

M e mory: 1 M b
Price : E 2 5 . 9 9

Addictive  3 •D racing a s this Super MarioNart-with-
knobs-on screeches on to the Amiga . Death Race 2 0 0 0
in a  chucklesome cartoon style ,  with amazing weapons
to bla st your way through e ight leve ls of super-charged
chicanery, ma ke  Bump •N• Burn a  must for those who
always thought that a ll Sca le ctrix lacked wa s a  bit of
mindless violence .

di 0 /  Cannon Fodderi Publishe r;

Issue R e vie we d:

M e mory:
Price :

Virgin I nte ra ctive
December 1 9 9 3

1Mb

E29 ,99

War, according to the Se nsible  boys,  has never been so
much fun, and we  have to agree —  Cannon Fodder is
one of the most enjoyable games we 've  played in
yonks. I t may look like  a  fa irly simple  run-around and
blast affair, but the re 's a  surprising amount o l strategy
needed it  you're  to make it through to the end.



Ch'ship Manager Italia 3 9 o /Pu b lish e t : I n t e l e l k

Issue  Re vie we d : M a r c h  1 9 8 4

M e m o ry: 1 M b

Price : e l  7 .0 0

Although the  main  d if ference between t h is and the
other Championsh ip Manager games is  that  you  g e l t o
take con t ro l o f  clu b s w it h  funny names, the  reduced
price and increased runn ing speed earn t h is a
respectable m a rk. No vice s may have a  b it  o r t roub le
gett ing t o  g rip s with  it  bu t  fo r the  rest  o f  u s it 's tab .

Elfmania
Pu b lish e r:

Issue  R e vie w e d :

M e m o ry:
Pr ice :

Renegade
June 1 9 9 4

1Mb

E25•99

Mortal Kom ba t  comes t o  the  e lf -kingdom and ge ts it s
teeth kicked -in  b y a  gorgeous g ir ly with  po in ty ea ts.
Elfmania m a ke s a ll o ther beat 'em-ups on  the Am iga
look p re t ty crappy — and  the  in t roduct ion  o l st ra tegy is
t ru ly insp ired . We  were comp le te ly gobsmacked . I t s  t r'e
best ever,  Honest ly,

Fl
Publisher:•
I ssue  Re vie we d :

M e m o ry:
Pr ice :

Frontier: Elite 2
Pu b lish e r:

Issue  R e vie w e d :

M e m o ry:
Pr ice :

Pu b lish e r:

I ssue  R e vie w e d :

M e m o ry:
Pr ice :

Genesia

Domark
February 1994
1Mb
E2 5 .9 9

From the French geezers who  brought  you  Vroom
comes th is,  the o ffi cia l F t  lice n ce . To  be  honest  it ' s
basica lly Vro o m  a ll ove r aga in  bu t  slig h t ly taster,  (a s if
It needed t o  be!) and with  a  su p e rb  two-p layer mode.
Although no t  re a list ic enough t o  sa t isf y a t rue F l  bu f f ,
it o f fe rs incred ib le  t h r ills and sp il ls t o  the arcade lo ve r.

GameTek

Novem ber 1 9 9 3
1Mb

E34 ,99

We've  wa ited  a  long,  long  t im e  fo r th is,  bu t  it ' s been
worth eve ry minute  o f  it . Fron t ie r I s. qu ite  sim p ly,  t h e
game you  bought you r Am iga  fo r. Admit ted ,  i t ' s  not the
most 'beg inner f riend ly' game ever,  and I t  la ke s a  wh ile
to g e t  it s h o o ks in to  you, bu t  when it  does it  won 't  le t
go f o r yea rs. A m u st  buy.

Fury of the Furries
M in d sca p e

January 1 9 9 4
1Mb
£29.99

A puzzle /p la t fo rm game ve ry sim ila r to  The Lost  Vikin g s,
Fury o f  the Fu rries o f fers 1 0 0  le ve ls o f  mind•bending,
reflex-testing act ion  a s you  u se  you r three cu te  Tin ies in
various permuta t ions t o  reach each st a g e 's exit . Be lie ve
us, I t 's a s add ict ive  a s h e ll.

Pu b lish e r: M i n d s c a p e

Issue  R e vie w e d : J a n u a r y  1 9 9 4
M e m o ry: 1 M b
Pr ice : E 2 9 . 9 9

This is a  huge 'so cie t y b u ild in g ' game ve ry sim ila r to
The Se t t le rs. Sta rt ing  o f t  with  a  t in y t ribe  o f  people, yo u
must use  the ir va rious ski l ls t o  bu ild  a  th riving
civilisa t ion . I t 's no t  a s easy t o  ge t  in to  a s The Set t le rs,
but o f fe rs greater rewards fo r those who  persevere .
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Pu b lish e r: O c e a n

Issue  Re vie we d : O c t o b e r  1 9 9 3

M e m o ry: 1 M b
Pr ice : £ 2 6 . 9 9
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Heimdall 2
Pu b lish e r:

Issue R e vie w e d :

M e m o ry:
Price :

Heimdall 2  is withou t  a  doubt,  the  best  o f  I s  kind ,  le s
got bust the  righ t  ba lance between act ion ,  adventure
and p u zzle  so lvin g  w it h  a  smat te ring  o f  humour in  a ll
the rig h t  p la ce s. Blo o d ,  tunes,  o res and great  d o llo p s o f
magic w il l  keep you  on  L o h rs t ra il,  in  the  company o f  a
fetching Va lkyrie  saucily-named Ursha,

An Oce a n  fi lm  conversion  w it h  not  a  p la t fo rm in  sig h t?
Shurely shome mishta lte? Nope —  taking  a  p inch  o f
The Chaos Eng ine and m ixing  I t  w ith  a  coup le  o f
spoonfu ls o f  le g e n d s Of  Valour,  JP tu rns ou t  t o  be  a
game worthy o f  the licence,  w it h  arcade act ion  a-plenty,
Deserves to  be  a  sm a sh .

issu e  R e vie w e d :

M e m o ry:
Price :

The th ird  Pond  p la t to rmer is huge. An d  b lo o d y la st . In
Operation Sta rri5h  Pond  we ighs in  w it h  a  leaner,
meaner, Sean Connery o t  a  performance t o  su rpass h is
cute Roger Moore  in  Robocod . OK,  so  the re 's b it  t e st
colour bu t  bags more  character and the gamep lay Is
infinite ly more  taxing . The u lt imate  Pond  adventure!

K240
Pu b lish e r:

Issue Re vie we d :

M e m o ry:
Pr ice :

The b e st  st ra tegy game sin ce  Dune 2 ,  K2 4 0  is a  b it  like
Populous w it h  aste ro ids. From  you r base-astero id  it ' s
up t o  you t o  d iscover more, co lo n ise  'em ,  exp lo it  ' I n e
and defend everyth ing you 've  go t  aga inst  a liens in  a
race fo r ga lact ic dominat ion, Bu ild  fleets,  b la st  a liens,
mine stu f f . The gameplay is  b rillian t  and we  love  it .

Kid Chaos
Pu b l ish e r

Issue R e vie w e d :

M e m o ry:
Price :

Pu b lish e r:

Issue  R e vie w e d :

M e m o ry:
Pr ice :

Core D e sig n
Ap ril 1 9 9 4
1Mb

E3 4 .9 9

June 1 9 9 4
2M b

E2 9 .9 9

Grem lin

May 1 9 9 4
1Mb

E2 9 .9 9

Ocean

Au g u st  1 9 9 4
1Mb

E25  9 9

Crazy sto ry line,  cra zy game. The  chao t ic cave -kid  f rom
the cre taceous age clu b s h is wa y through t h is
platformer faster than a  hungry T
,
R a t  c h a s i n g  
a  j e t -

propelled co w. M o re  para llax than anyth ing sin ce
Lionheart and more  sa t isf ying ly vio len t  than h it t ing
bdriks o r st ing ing  ne t t les with  a  b ig  st ick.

Liberation: Captive 2
M in d sca p e
December 1 9 9 3

2 M b  ( C D 3 2 jAl2 0 0  o n ly)
E3 4 .9 9

Yes! Here  I t  I s — th e  fi rst  CD32 game t o  enter
Recommended. An d  deserved ly so  — Liberat ion is a
brilliant ,  a tmospheric RPG with  one o l the sexiest  in t ro s
you're ever like ly t o  see . Rea lly shows o f f  Commod
capabilit ies t o  the fu ll,



Mega Motion
Publishe r:

issue  R e vie we d:

M e mory:
Price :

Microcosm
Publishe r:

issue  R e vie we d:

M e mory:
Price :

Micro Machines
Publishe r:

Issue  R e vie we d:

M e mory:
Price :

Mortal Kombat
Publishe r:

Issue R e vie we d:

M e mory:
Price :

Overkill
Publishe r:

Issue Re vie we d:

M e mory:
Price :

Out to Lunch
Publishe r:
Issue  Re vie we d:

M e mory:
Price :

Bla ck Legend

April 1 9 9 4
5 1 2 K

-  - £ 1 9 .9 9

Psygnosis

January 1 8 9 4
2 M b (CD3 2  only)
E3 4 .9 9

Code ma s(e rs

Octobe r 1 9 9 3

1Mb

E2 5 .9 9

Virgin inte ra ctive

January 1 9 9 3
I M b

E34  9 9

M indsca pe
Octobe r 1 9 9 3

2 M b ( Al2 0 0  only)
£ 2 5 .9 9

M indsca pe

July 1 9 9 4
2 M b
£ 2 9 .9 9

One of the most rewarding and brain•teasing games
we've played tor ages. The concept is simple  and the
animation tab. it  reminds us a  bit  of Boulderdash but
I t's not derivative, Only ava ilable  a s part of a  t w o
-
p a c k ,
the other game being Sla bs which we  rate a t 84% and
Just misse s its own entry. Stonkingly good va lue .

Okay, so  basica lly I t's little  more than a  ba sic 3 0  shoot-
'em•up in the Space  Harrier mould, but a s tar a s 3 D
sh o o ( .'e m
-
u p s 
g o  
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you could possibly imagine . And it  pla ys pretty we ll too,
although the  toypad doesn't ha lf make your thumb sore
All it  rea lly la cks is varie ty. Au we ll

No-one guessed that the Codies would beat Team 1 7  in
the top-down racer Grand Prix but by golly they have!
Although M icro Machines isn't quite  a s groovy in one-
player mode a s Overdrive ,  I t compensates tor this by
having the best two-player action you're  every like ly to
see. it 's got to be  played to be be lieved.

Top ma rks to Virgin and Probe  Software  lot coming up
With arguably the most accurate coin op conversion
seen in a  long time . Everything from the  arcade origina l
I s here - the graphics,  the sound and, most importantly,
the gameplay rthe  gore ' sure ly? —  Ed). Up until
Eernania, this wa s the best beat•'em-up on the Amiga

An Al2 0 0 -only game which actua lly makes use  of a ll the
32 bits,  Ove rkill is that most intense blaster you're  ever
like ly to come a cross. I t 's ba sica lly Defender with a  few
gameplay tweaks,  so  for shool-'em-up punsts I t s the
equivalent of heaven. M a y be a  bit short for some,
though.

Food glorious food —  but hang on! —  I t s a ll done a
runner! So  Pie rre  Le Chet is on a  Cooks' Tour around

some exotic loca tions (e r.-  apart from SwfLzeriand)
to re -stock his la rder. Out to Lunch is a  tasty

platform pa tisserie  with * crummy animations and
sprites that take  the biscuit,  And tha t's no word of

a pie!
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Puggsy
Publisher:
l u a  R e vie we d:

M e mory:
Price :

On the  surfece, Pu g g sy lo o ks like  a  aiOW p la t to rmat
with n o t ;nuc n go ing  On, b u t i t you s pe nd  a  fe w  m inute s
teaming the game mechan ics and experiment ing with
the To ta l Ob ject  in teract ion ,  then yo u 'll d iscove r a
beautifully animated arcade adventure w it h  fan tast ic
graphics and sound .

Putty Squad
Publishe r:

Issue  Re vie we d:

M e mory:
Price :

Qwak
Publishe r:
Issue R e vie we d:

M e mory:
Price :

PsygnosiS
March  1 9 9 4

1Mb

E3 4 .9 9

Syste m 3

August 1 9 9 4
2 M b

E213.99

Putty Squad kn o cks severa l b u cke ts o f  poo ou t  a t  Putty
Thrill t o  3 8  le ve ls a t  squ ishy b lue  fun, wh ich  is gmore
squishy blue  fun than you can have a-squeezing things
In a  policeman's trousers. Proba bly. Tons of different
enemies, sumptuous graphics and long lasting platform
tun tor a ll the  family.

Team 1 7
November 1 9 9 3

1Mb

E1 2 .9 9

Ckwak may be 'lust' a  budget title  but I t s complete ly
brilliant which is why I t's found a  home here amongst
the Recommended'. I t 's a  one- or two-player Bubble
Bobble-style  game, with the a im be ing simply to amass
points on your platform-filled odysse y through the
kingdom of cuteness. Simply marve llous.
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Issue R e vie we d: A u g u s t  1 9 9 4

M e mory: 1 M b
Price : 1 , 2 5 . 9 9

The be st game ever with 'N ' in  the  title? Little  Ruff has
lost I s  marbles and that means mega•blaster mayhem le
pintformulat mode for the like s of you 'n m e . This game
is sharper than M ichae lange lo's best pencil,  and that's
no word of a lie  because it 's right there a t the sharp-end
of the  platform renaissance. Ha ,  ha .

Second Samurai
Publishe r:

Issue R e vie we d:

M e mory:
Price :

The Settlers
Publishe r:

Issue  R e vie we d:

M e mory:
Price :

Psygnosis
December 1 9 9 3

1Mb

£ 2 9 .9 9

Although perhaps looking a  little  too simila r to the
original First Samurai,  this sequel is a  tar better game
The hero doesn't move quite  a  fluidly a s he used to but
he's st ill pre tty nifty with h is sword,  and the tighter level
design and le ss oblique puzzle s make tor a  much more
entertaining experience a ll round.

Blue  Byte
De ce mbe r 1 9 9 3

I M b

E3 4 .9 9

Imagine Little  Computer People  cross-bred with
Populous and you'll have a  good ide s a s to what The
Settlers looks and pla ys like ,  I t 's your typica l God game
trialiki an empire,  keep your folks happy and quash any

rivals) spruced up with some  super-cute animations on
your subfects. Ve ry user-friendly
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Publishe r:

Issue R e vie we d:

M e mory:
Price :

Acid Softwa re

January 1 9 9 4
5 1 2 K

6 2 5 .9 9

If you have fond memories or Super Off-Road then
prepare to have them rekindled with this,  a  superb r a m
viewed from a  simila r 'isome tric' perspective . Annouigh
a bit  of a duffer when played a lone — the computer
are cra p to sa y the le a st — it 's brilliant in two-psayer
mode.

Simon the Sorcerer
Publishe r:

Issue Re vie we d:

M e mory:
Price :

AdvenrbareSoft

February 1 9 9 4
I M b

6.34 9 9

Brits AdventureSoh take on the  American might of
luca sArts and Sie rra  with this humourous graphic
adventure. Obviously intended to be  a  M onkey Island 2
beater, it  come s close  to succeeding H owe ve r the
interface doesn't quite  surpa ss Lucas Arts a n d  the
puzzles are  tough - -  but don't le t that put you off.

Soccer Kid
Publishe r:
Issue Re vie we d:

M e mory:
Price :

Knsa lis

September 1 9 9 3
1Mb

E26 ,99

Well,  we ll,  we ll. Just lour months after we  screamed
that Superrrog wa s the best Amiga  platform game ever,
along come s Socce r Kid and we  have to change our
tune, I t 's nothing short of brilliant —  gorgeous to look
at, swee t on the ears,  and boasting some of the slicke st
gamepiay we 've  seen on a long time . buy i t

Space Hulk
Publishe r:

Issue Re vie we d:

M e mory:
Price :

Ele ctronic Arts

Octobe r 1 9 9 3

1Mb

E3 1 .9 9

At h i t  —  a CaaVerSiOa of a  boardgame that doesn't
simply recreate the board in DPaint! instead,  Spa ce
Hulk takes a ll the  best bits from the origina l game and
bungs In a  whole  load of extra computer effects to
create one of the most a tmospheric stra tegic-blasters
we've seen in ages. Complete ly ace .
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Stardust
Publishe r:

Issue  R e vie we d:

M e mory:
Price :

An unbelievable  bargain a t the price,  Sta rdust Is the
ultimate Aste roids clone . The graphics have to be  seen
to be  be lieved and il pla ys a s we ll —  maybe even better
— than it  looks. Along with the stunning 3 D  sub-game
breaking up the rock bustin' between leve ls,  this I s a
feast you just have to treat yourse lf to.

Uridium 2
Publishe r:

Issue  R e vie we d:

M e mory:
Price :

The Ce 4  cla ssic come s to the Amiga  in style ,  souped-up
beyond be lie f with 32 -colour graphics,  SO-hames-per.
second action,  multhway scrolling,  power-ups and a ll
the Other good things you've  come to e tpect tra in a
90 's shoot-'em-up. I t 's ve ry tough, but for die-hard
blasting fans I t's a  dream come true.

Wiz 'n Liz
Publishe r:

Issue R e vie we d:

M e mory:
Price :

Originally a  Mega Drive  game, th is 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 like ly to get bored of it long before the  end ever
comes Into sight — but M s great va lue  it  you've  got a
friend who can loin in the tun.

Zool 2
Publishe r:

Issue  Re vie we d:

M e mory:
Price :

Bloodhouse

December 1 9 9 3

1Mb
g 1 6 .9 9

Renegade
November 1 9 9 3

1Mb

E2 8 .9 9

Psygnosis
November 1 9 9 3
1Mb

626 ,99

-
Gre mlin

January 1 9 9 4
I M b

6 2 6 ,9 9

Tel another sequel wangles I ts wa y into these
Recommended pages. Despite  be ing more  of the same,
this is ta r superior to the origina l —  Zool now has much
more character,  is much better animated and is a  lot
more enjoyable and le ss frustrating to control. You can
even pla y a s Zooz,  Zool's girlfriend!

C O M P E T I T I O N
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) What's the square root of 25?
(2) What's 12 multiplied by 12?
(3) How many seconds are there in a leap year?

Answers on  a  postcard o r back o f  a  sealed envelope by August 28th  t o  the following
address: Recommended Compo 6 ,  THE ONE, 30-32 Farringdon Lane, London E C M  3A1.1.
The first ten entries drawn from the hat after the closing date win!



to,

• N E X T  M O N T H

THE ANSWERS
1 d l  b
2 a l  b  2
3 a  3 b  2
4 a l  b  2
5 a  0 b  3
6 a  3 b  1
7 a l  b  2
8 a  0 b  3

c 2
c 3
c 0
c 3
c 1
c 2
c 3
c 1

HOW DID YOU SCORE?
24-19
You're great! We like you. A lot, in
fact, because you probably know
our magazine better  than we do.
You obviously have confidence in
our ability to produce a fine qual-
ity magazine, free from mistakes,
with the best features, reviews and
exclusives around; and so to tell
you that you need to buy The One
would just be a formality. You sad,
deluded git.

18-11
Hmmm. Not  qui te  t he  br i l l iant
mind w e  expected,  but  qui te  a
good score nonetheless. Perhaps
you don't  buy the magazine every
month,  or  something? I n whi ch
case, I  woul d l i ke t o  take thi s
oppor tuni ty to remind you that
The One is undoubtedly the most
childish Amiga games mag ever,
and you would be silly to do with-
out it. Thankyou.

1 1 : 1 5
You total  prat. I can't believe any-
body really scored this low. What
you need is a good dose of psy-
choanalysis f r om  o u r  r esi dent
shrink (I t's my opi ni on that  the
patient is suffering a severe lack of
wit, hum our  a nd good-natur ed
thigh-slapping. I prescribe a course
of The One magazine, starting next
month — Doc).

Below
You obviously can't add up,  you
gimp. How did you manage less
than five, when that's the lowest
possible score? Go back and do it
again, and then make sure you buy
The One.

y o u  mi ght  not  know it,  but
you're a pretty clever cook-
ie. We reckon so, anyway —

otherwise, why would you be read-
ing such a full and fruitsome maga-
zine? Er, don't answer that. Anyway,
we don't  like just giving you infor-
mation willy-nilly, we want you to
work for  it, Read thr ough the fol -
lowing que s t i ons  a b o u t  n e x t
month's issue, and carefully consid-
er the list of answers for each one.
Make a note of which one you feel
most suitable, then work out your
SC Of 0 from the table below. Hey —
it's hardly a Cosmo, 'Find out if you
are you any good at bonking'-type
survey, but it might just while away
a few minutes. Right, imagine you're
in your  local newsie's next month,
and you're looking at the shelf which
normally supports The One:

You spot that The One has a
particularly sexy and mouth-
watering array of demos this

month. One of them — an exclusive
is by Sensible Software,  whi ch

was recently covered in a multi-part
WiP. But what is it called?
a Wizfoetus
b Sensible World of Soccer
c Cannon Fodder 2

2  Gather ing the last copy from
the shel f,  y ou  pr epar e t o
peruse it when you notice a

small, tear-stained child at your side.
He looks wi th dol eful  eyes a t  his
beloved magazine, and,  conceding
that you were there first, turns and
walks slowly away, quietly sobbing.
Do you...
a Call him back, wipe his eyes wi th

A N N E 1 1
1
.
1 1
.
1 1 . 1 . . " "

October  issue out
211th September . I t

could make  y ou
better  a t  m a ths .

-
M
U
N
N

your hankie, and offer him the rnag?
b Offer him the may, but hold it just
out of  his reach; whi le sniggering
because you're big and he's not?
c Stab him in the back with a sharp-
ened Opal Fruits iced-lolly stick?

: O n  t he  Contents page,  t he

j a g
r e
v i e
w  
o
f  
a  
p a
r t
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a r
l y  
l
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n
g
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awaited game from Bull frog
Productions catches your eye. Which
is it, though?
a Theme Park
b Magic Carpet
c Populous 3

. Y o u  decode that this may 1 5
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l
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for the till_ The shop assistant
is a  particularly scrummy aubur n-
haired babe whom you've fancied for
some time. Do you.
a Hastily put it back on the shelf, for
fear of looking a bi t of a spaz?
b Call back the small child, and tell
the little angel that he's "forgotten
his magazine?"
c Turn up your collar, and stride pur-
posefully toward her, confident that
the streetwise image of The One is
sufficient to sweep any sensible girl
off her feet?

5  Feel ing like a mill ion dollars,
(sort o f  rectangular ,  gr een
and papery),  you skip home

through the park skimming the glo-
rious pages of yiaur new may.  You
spot the review of an Electronic Arts
game, w hi c h T h e  O n e  r ecentl y
WiPped Ah,  but which?
a Road Rash 2
b FIFA Soccer
c Jungle Strike

6  Arriving h o

you w a l k
thr ough the front door  only
to be faced by your mother,

who sends you to tidy your room,
You, however, want to read the bril-
liant features and reviews and stuff
in The One, co what do you do'
a Stick the mag up your jumper. pre-
tend you need the toilet, and spend
the next hour  locked i n the  lavvy
under the  pretence of  possessing
"Satan's bottom"
b Give in, leave the mag downstairs,
and vaul t gaily upstairs armed wi th
the Hoover
c Pretend you di dn't  hear, and go
back outside mumbl ing something
meaningless under your breath

7  In last month's 'Next Month',
(ooer), w e  sai d w e  woul d
review a certain Maxis game

in the next issue. Instead it turns up
next month_ But what's it called?
a Sim Earth 2000
b Sim Harry 2000
c Sim City 2000

Now look here, we know that
you haven't got a clue what's
going to be in the next issue,

and, frankly, nei ther  have we. But
cast your mind forward (if you will)
to t h a t  g r e a t  d a y  i n  y o u r
newsagent's, and focus on the cover
itself What  do you see?
a A really cack image of some rub-
bish game that no other  magazine
would touch with a bargepole.
b An utterly fantastic Exclusivel on a
scale whi ch you have never  seen
before in, on or  around any Amiga
games may,
c THE ON MGA

Dear Mr  Nowsi•
In o rd er to  forestall  p erman en t  h a i r
-
l o s s ,  p l e a s e
reserve m e a copy o f  The One, every mont h .

Name
Address



Altai t o  on: Amiga (compatible with 500, 600 and 1200),
Amiga CD32, PC and PC CD ROM
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Take Boris Venue, amigo* alloirg 'pp—
*  One minute he's sitting gi l t  tills IHIE W M =
gip litig me home compulet lbe ointifsbabglawpolloala -
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space-time conbion i l i a  Mom  Om i t _

1  ,. Encounter weird alien mak W i l l  cum elmistalm: • '" inhabitants! Guide Boris on so acluelpecomil din aulee--P•
the gulfs of space to find a tilled Ilmt ilk lelp lin led

key to defeating the ed Goa, Lop mks ohs Ms
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at 14.

Sir!

UNIVENSEI

Universe 0  Core Design Limited AU Rights Resolved.
55 Ashboume Road Derby DE22 3FS Telephone (0332) 297797 Facsimile (0332) 381511

Rotoscoped game character, with real me

scaling and over 500 frames of animation.,4t
o • •

•• ,

Lush, 256-colour hand-painted scenes
teeming with background animations.....

• Feel the sense of totat immersion in this
parallel universe, enhanced by atmospheric,

mood-responsive music...
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