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BOOT SECTOR
Another fine free game from us to you! It's
winter sports time again.

-

LEADING LAP
Polygons galore in this high speed multi
track mayhem!

DUNGEON MASTER 2
Is this the finest game that you'll ever see
or what?

CITADEL
Yet another Doom style game, except this
time it'll run on your A500. Impressive!

PINBALL MANIA
It's another pinball game from a company
that have brought you several before!

TIMEKEEPERS
The final part of this outstanding guide
from our man Rich.

NOVEMBER] 995

ll'S

Wi PS
SUPER STREETFIGHTER 2 TURBO
A bit of a mouthful but it  should be even
more challenging to play.

BINARY EMOTIONS
Here's a special feature all about a new and
rather special software house.

PREVIEWS

40 TINY TROOPS
Wee chaps blast the hell out of each other
as they chase round flower pots!

-

REVI EJUS i

52 DANGEROUS STREETS
All the moves you need from last months
cover disc game.
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PORTRAIT O F  A  R A C I N G  LEGEND

or many Ayrton Senna was the great-
'  e s t  racing driver that ever lived. He
certainly was a man whose love and
understanding of the art of Grand Prix rac-
ing was unequaled_

For those wishing to remember the
genius t h a t  w as  Senna, O x for d
International Publications have produced
this fine tribute.

W W E  W W  M i n  11•11 W E

ORDER BY CREDIT CARD ON:
0865 202770

BY CHEQUE OR CREDIT CARD FROM:
Oxford International Publications Ltd,

16-17 Hollybush Row, Oxford, OX1

From his very first victorious karting
race back in 1973 to his domination of
Formula Ford 2000 and Formula 3 during
the early 80s through to his three Grand
Prix World Championships this book pro-
vides a unique photographic record of his
career. Featuring over 140 giant colour
photographs this limited edition book is
available for lust 220.

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

SENNA

, E G E N D

Senna - Portrait of a Racing Legend
brings you a unique stunning photo-
graphic record o f  Senna's l i f e.
Reproduced on the finest quality art
paper Senna - Portrait of a Racing
Legend is brought to you in a dramatic
12 inch square format. Available only
in strictly limited, individually num-
bered, edition.

I would like to order
Senna - Portrait of a
Racing Legend
Nome
Address

P o s t Code

_I United Kingdom (C20)
Li Europe (C25)
Li Rest of the world (C30)

Credit cord number E x p i r y  dote:- /  L I D
LIULID [JUDD



® C O V E  _ D I S K

H ere we are again with
yet another amazing
complete game Just for

you, readers o f  The  One
Amiga. We are continuing on
our quest to bring you full
and tota l  complete games.
Where else do you get such
brilliant games on the front
of a  magazine? We l l  this
month you will find that you
have Winter Supersports and
it's a real corker. We thought
that as the days were getting
shorter and the weather was

getting c olde r  w e
would give

MICRO VALUE FLAIR

you a  l i ttl e  tas te r of the
sports that will soon be all
the rage again. We've got
everything from skidoo rac-
ing to downhill skiing, slalom
to speed skating and bail
Jumping to bob sleighing!
Not bad for a coverdisk ey?•
Well this is quite an old game
but you will find that it really
isn't all that bad. Intact we
found ourselves spending
quite a lot of time trying to
thrash each other as we shot
down snowy slopes at break
neck speed. Yes this Is a seri-
ous multi player game so you
can race all your mates times

as you try to make your
way t o  th e

; V  I P
,  
P i
)

an d
with the  help

of this you'll soon fi nd
yourself zooming through a

champion w h o l e  series of winter sports
spot. You can infact i n  all sorts of world wide loca-

have up to six players all bat- Ho n s .  (I  didn't know that you
tling i t  out against each c o u l d  ski in Chad? ed) Some of
other! This can make for  t h e m  a lot hotter than others.
some serious fun and you will Whe the r  where you are makes
find tha t you don't get too a n y  difference or not Is anoth-
board when you aren't racing e r  story all together. However
because none of the events y o u  will not be disapointed for
take to long, unless of course t h i s  really Is a great game and
you're re a l l y  ba d,  i t ' s  totally yours!
which as readers of
The One were sure
you're not!

As wi th the  last few
games tha t we have
given you, you'll find
that there  is a  copy
protection system so
that's somehting for
you to sort out,  we
have however been
kind e n o u g h  t o
reprint t h e  w hol e
manual (well the eng-
lish version anyway!)



PLEASE NOTE: We were only able to reprint the English version of the manual (we
couldn't reprint the whole thing, well what do you expect for free?) so if when you
reach the copy protection screen it asks for a page you do not have simply type
anything and then you will get a further two attempts at putting in the correct
word. In the very unlikely circumstance that none of the pages asked for appear
In the reprinted manual please reload the disk from step one.

We still have our rather sim-
plified loading procedure and
this month as we have the
game all on one disk its  even
easier, no insert disk two
prompts to follow. All you
have to do is stick the disk in
it's slot and then turn on your
machine, ace or what! Now
the only thing to do before
you enjoy hours of fun Is get
through the copy protection
screen. We had a couple of
phone calls last month from
people that hadn't quite got
to grips with this system so
let me explain i t  again for
you. i ts  very easy really! All
you have to do is to follow
the instructions. Y ou a re
given a page number, locate
this page on the  reprinted
manual, you're also given a
line number, count down the
lines on the  page tha t you
have located (including all
headings) until you locate the
right line, you are also given a
word number, count along
the line to find the right word
and the n simply type  the
word in and hi t the  return
button. Hey Presto! One seri-
ous ga me  f r o m  THE ONE
AMIGA!

$
During the production of our
cover disc, w e  constantly
check to ensure that the qual-
ity o f  the  disc me e ts  our
readers requirements. Whilst

discs a r e
checked f o r
virus's, m a y
we point out it
is the readers
responsibility
to v irus  te s t
the p r o d u c t
prior to instal-
lation. Similarly
prior to instal-
ment, y o u
should c he c k

the shutter of the  disc, to
ensure that i t has not been
damaged in transit. This is
best done by gently sliding
the shutter to the left
and allowing i t
to spring back.
Please note tha t
neither The One
Amiga n o r
Maverick Magazines
can be deemed liable
for any problem aris-
ing from the  use of
the discs. Installation
or running any of the
programmes on the disc
indicates your agree-
ment to this condition.

ICHNICAL
JPPORT

Problems Ins ta l l ing th e
game? Then ring our techni-
cal s upport l ine  on 0891
715929 (weekdays 10am -
12.30pm, 1.30pm - 4.30pm)
who may be able to offer use-
ful installation advice. Calls
are charged a t  3 9 p  p e r
minute cheap rate and 49p at
all other times. Please ensure
you have the  permission of
the phone owner before mak-
ing the call.
In the unlikely event your disc
is damaged or simply doesn't
run please re turn i t to the
duplicator, Tib Plc, Tib House,

11 E d w a r d
S t r e e t ,
Bradford, 0D4
7BH. ( w h o
may be  con-
tacted o n
01274 736990)
with a stamped addressed
envelope and two 25p stamps.
Where i t  is  a  duplication
fault, the  postage wi l l  be
returned a long w i t h  t h e
replacement disc. Please note

FULL GAM
we do not carry stocks
of replacement discs and all
returns m us t  g o  t o  t h e
address above.



C O V E R  D I S K S

a E r  UP OPTIONS

PC:- Select from the Men, using the arrow keys o ressng  the Space Ba r
to confirm your selection

Video Mode - EGA V G A  Dspiay
Sound Card - No Sound - PC Beeper - Ad ib  - Soundblaster
Controls -  Keyboard • Digital Joyst ick - Anakog Joyst ick
Game Mode •  Chailenge Corewit it ion

CONTROLS

PC:- KEYBOARD 0 JOYSTI CK On two player rnooe o n e  player uses the
Keyboard and the Dew' the Joystick )

UP ARROW KEY U P
DOWN ARROW KEY -  DOWN
LEE AR R O W KEY - L E F T
RIGHT ARROW KEY R I G H T
SPACE OAR -  SIARTiJUM P

Ft • PAUSE
F2 - UNPAUSE

ST & AMIGA:-
ONE OR I WO JOYSTICK

CBM54:-
ONE OR TWO JOYSTICK

QFP DISK COPY PROTECTION
When you f r
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manual as the password Th e  word required is found from it s -
PAGE NUMBER L I NE NUMBER a rd  NUMBER OF WORDS ALONG A LINE'

IMPORTANT When finding the line ,;nclude all titles and heaoings at
nes
FOR IT )(AMR_ E on this page the 5111 word on tine 4 is DISPLAY

2

WINTER SUPERSPORTS

REOUIREMENIS

AMIGA: 0 , 5  Meg of Memory, Joystick

ST: Requires a joystick. single sided drive. 512K.

PC. 640K of memory. EGA OR VGA Card, DOS 2
0  U p w a r d s .Preferred requirements: Hard Disk. Adlib or Sound Blaster Sound Card.

6 MHZ Upwards.
ii your machine has extended memory and you experience loading

• p ro b le ms ,  reconfigure your machine to the standard 640k.
LOADING

AMIGA and ST.. Insert Disk into the Drive and switch on the Machine.
CBM64(Disk).- Insert Diskl Side A and Type Loacr",8.1. press return
CBM64(Tape):- Insert tape. Press (SHIFT) RuNrSTOP.

PC Running from floppy disk.
Insert Disk 1 into drive A and Type WINTER. press ENTER.
See set up options.

To Load the program, type WINTER and press Enter
See set-up options.

PCU s i n g  Hard Disk Install Program as Follows, Boot machine as nomial.

1. C r e a t e  a Directory on your Hard Disk. (For example MD WINTER and
press Enter.)

2, T y p e  CD WINTER and press Enter.
3. I n s e r t  Disk 1 into drive A.
4. T y p e  copy A: •••, press Enter.
S. R e p e a l  steps 4 and 5 until all files have boon copied to

your Hard Drive

C1AMLMODES

At the start of the game the player is asked to select one of two game
-nodes, COMPETITION or CHALLENGE.

COMPETITION

Ths allows up to 6 players to play one or more events selected from the
main screen. The choSen event(s) can be played and replayed as many lime
as desired, to either learn or become an expert 10 selected events In
Competition made players can compete against one another or against the
computer.
At the end 01 each event. The ptayerN) will be asked it  they wish to p a y
the event again OT progress to the next event I f  the event is repeated 11--e
score for the previous play of that event is reset to zero and the counter
begins again. It the player(s) does hot wish to replay the event the score
is added to the TOTAL scoreboard
At the end of all selected events the wnner is the player with the highest
total score ter all the events played

CHALLENGE
This is a ONE player challenge in a head to head clash against the
computer M I  8 events are played in order and the aim is to gain as many
points as possble.
Each event has a points level which you MUM exceed in order to p ro ve ss
to the next event I t  you fail to achieve the 'PAR' value stave for an event
then the challenge fails and you must recommence the challenge or return
to the Competition mode for more practoei

PLAYER NAMES AND EVENT SELECTION
Having selected Competition or Challenge you w it  be presented with the
opening screen with programming credits Pre ss FIRE or SPACE 10
continue
Enter the number of players'- 1 to  6
Enter player namemames

COUNTRY SELECTION
To select the nation you would We to compete tar, move the cursor to the
position of your country on the World map and when appropriate press the
Fire Baton to confirm your selection.
When a ll the players have made their selections press Y or N to continue
or re-select

3



EVENT SELECTION
The screen shows icons of the 8 different events available

In Challenge mode al2 events are automatically selected

In OoMpetition mode, to compete in j j  the events simitky move the cLr5of
to me EVENT SELECTION In c at the top of the screen and press FIRE or
SPACE BAR.
To select anerifig events in Competition mode move the Cursor over the
Icon for each event that is NOT required and press FIRE or SPACE BAP
Those events will now be de-seecteo from the co m p e t
,
t io n  T o  c o n fi r m
your Selection move cursor to the EVENT SELECTION tee and press FIRE or
SPACE
THE EVENTS
DOWNHILL SKIING

Downhill Sk i
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The thrill at gilding down an alpine slope over white virg
,
n  s n o w

or down a well trodden course (known as a Piste) with tne Crystal clear
cold air against your face i s  one of the most exhilarating experiences of
all t ime.
The competitive Downhill Skie r is very different to the average fun skier
ThiS is one of the most competitive Sports of all, where the choice of
- b o o t s  b inctngs arid even the was apOlied to the skis are-all crit ical
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applicalOrS to gain the maximum speed advantage
As in a ll sports today the skiers nese to be Dot?' tu lly deveoped athletes
and goad all rounders Ag ilit y of movement neing as important as the
equipment that the skier uses. as he weaves down the course at speed
The aim of the game is to guide the skier's) dovm the course benvetri trio
flags. taking the shortest route to attain the quickest possible time
CONTROLS
PC: U se  the ARROW keys, Leh and Right to weave the skier left and right

ST & AM IGA -• Joyst ick Lef t  and Right to move the skier Left aria Right
. UP •  Slow Down

Down k Increase Spee0
Fire Button •  Start Run ( Jump /  Restart after Crash

CBM64 Jo yst ick,  Left arid Right to guide skier
Fire Button k Start Run :Jump ( Restart after Crash

Up -  Slo w  Down D o w n  -  Increase Speed

4

GIANT SLALOM
Giant Slalom Skiing takes place on a  similar but Sheeler course than the
Downhill. comprising a  long series of light turns defined by strategicalty
placed flags.
The skiers need the maximum of agility arid concentration to tack ie this
strength sapping sport as they weave m and Out of gates. descenong the
steep alpine course in their race agamst the clock
CONTROI $
PC U s e  the Arrow keys to control the skier Left and Rignt
ST & AM IGA .• Joyst ick. Leh ane Right controls IN; Skier.

Fire Button •  To Start event /  Restart after a Crash
CBM64 Jo yst ick,  Left and Right controls the Skier.

Fire Button •  To Start event Resta rt  after a Crash
UP -  To Stow Down. DOW
,  T o  
i n c r e a s e  
S p e e d

LUCE
The L ig e  event was brought int0 the Olympics in 1964 for tee first time
and has become a favourite with both competitors arid spectators alike.
Racing is based on a small flat sled just wide enough VI hold a persons
body. two narrow runners which are controlled by the competitors feet fer
steenng a r c  a daunting Bob Sled track.
Lugs racing is a sport I v  Only She bravest of oomeebtors as the only
protection you have a s you he on your back is a crasn helmet and a thin
outfit, which in  the event of a crash at 70 Kph offer ',tee protection
The control of the Lucie is similar to the Bob except the lsage has no brake
aria is more difficult to control when cornering. It is considerably lighter
than a  Bob and is similarly affected by gravitation forces and pulls
CONTROLS
PC T o  steer the Lege use the Left and Right Arrow Keys
ST.AMIGLCEM64 •  JoysIck Left and Right To control the Luge.

SPEED SKATING.
Soeed skating is a r event which goes IsocX to the early ages of time
The sport clevecped from skating on frozen lakes in Scandinavia to become
a fiercely competitive Winter spare The Dutch for example are known to
be one of the Worlds greatest skating nations and hold regular National
racing competitions along then network of canals and inland waterways
Tooays competition is centred on straignt or oval tracks, drocled into
lanes to enable the skaters lo  tokow the correct line Th e  skates are
based uPOn precision made steel blades with sharp edges enabbng a
responsive relationship oetween true athlete and the oe.
The skating technique has varied over me years 01 Cemetellben and from
basic forms. new derivatives of the Sped such as short track a rd  bee
jumping have evolved.

6
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BALE JUMPING
Bale Jumping ,
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competitive speed skating. II started as a fun activity on frozen lakes like
many other Winter Sports and es a subtle combination of sprint hurdles
and barrel jumping
The aim of the sport is to sprint along the track either indoors or outside
jumping straw bales that are strategically placed in the lanes at regular
intervals. A high degree of concentration and physical fitness is needed to
conquer this demanding sport.

CK2tilfigt*
PC P r e s s  The Right and Left keys n  a gentle rhythm to attain the

maximum skating speed T o  jump the bale press Fire.
ST ,- AMIGA •C f A6 4  Jo yst ick  Right and Left in a gentle Rhythrt
, Fire Button J

u m p
THE BOBSLED
Modern Bob and Lugo tracks are constructed to the highest technical
standatds possible in  often hostile and difficult Mat ions Events are
scheduled in a regular calendar and organisers cannot tnerefore rely on
weather being perfect on the days of competition. To compensate for
unpredictable conditions, the runs are row reingeratec and thus the very
best runs can be achieved in even the least favouraele of core:Heins
The Bobs themselves are very sophisticated, with high tech steering
mechanisms. titanium running apparatus, aerodynamic fibre glass bodies
resulting in  100ths of a second margins of difference between sleds
As well as being lightweight the bobs have to be constructed front the
strongest Of Materials in order to withstand the great G forces that are
inflicted as a Bob hurries Into corners at speeds of ova
,  8 0  m i l e s  p e r  
h o u rThe athletic qualities of the crew are one of the greatest assets for the
team. A  good starting push sequence for example can make all the
difference when 1st and lOte positions are lost fractions of a second
apart On ce  down the first straight the driver must steer ler the best l i r
ethrough every corner to the achieve the fastest possible time in an event
where the slightest misjudgements determine the medal winners.
Controtai-
PC U s e  tee Left and Right Arrow Keys to control the Bob using the
Space Bar as the brake to Slow you down through some of the more hairy
corners of the run

ST ,  AM I GA & CSM64 ;-JoyStiCk L e f t  and fl i r t  to steer and Pull st ick
Down to activate the brake

5

C O V E R  D I S K S

M E L

CONTROLS
PC U s i n g  the Lett and Right Arrow keys in a constant rhythm builds up
the skaters speed T h e  important titeng to remember when doing this is to
keeo a gentle rhylh m and not eo for at out hitting Of the keys.
ST ( AMIGA CBM64 •  JoystC34. Left and Right in a  constant rhythm

PRO SKI  CHAI LENGE
This is a new Seert on the International scene, not an Olympic event at the
Presort time but likely to be added to the sking events in the future Th e
sport is very popular in the States arid has become a great television
favourite due to it s exciting head to nead competition.
True sport taxes place on a  Sa lem type course with two or three Jumping
ramps, but with a  "imited number 0
1  g a l e s .  T h e  
a c t i o n  
s t a r t s  
f r o m  
I W O

staffing stations and the start s  regu'ated by the three coloured traffic
light system When  the lights turn green the competitors burst through the
electronic start gate and the cnallenge starts as they baffie h e r  w,t-
a
•
down through the gates and over the jumps ,
n  a  h e a c t  t o  
h e a d  c r  
• •

It is the visual exCitemert of seeing two skiers challeng itig one -
that makes this new sport so addictive to the spectators.
pONTROL5
PC •  The control is the sa -e  as the Downhill event,

Arrow keys Left" Rght  arid Up ..• Down
Fire -  To lump. 10 Start and Restart after a Crash

ST AM I G A & CEM64 :- Joystick Lef t  and fl gh t  to go through the gates.
Up D o w n  to speed up or so w  down.
Fire •  To jump, Start and Restart after a Crash

SKI12.00 RACING
Skidoo Racing is a  terrific new COmpetinve sport practised mi North
America and Europe. The game originates from the days of dog sled radii
-and whiSt dog racing remains a popular sport worldwide t  mes have
changed arid tee Sliedock'Snow Mobile has widely replaced the dog as a
means of transport in the snowy Arct ic wastelands

,'cloos are powered by engines which can vary in size from 200cc
• •
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to 70 MPH Racing usually taxes place on frozen lakes where straw
es and car t r e s are used to man the course. The course is very s ---
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.:,eriers to test man and machine to the ultimate.
CONTROLS
PC A r r o w  keys. Left and Right to steer the Skidoo

To acce:erate the Steele° hold down the Space Bar/Fire Button
ST AM I G A (CBM64 Jo yst ick. L e  and Rig ri to steer.
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about, and how do you
play It. Well I ts  all dead

easy to come to terms with
even if some of the events do
offer a real challenge! Firstly
you will find tha t there are
two modes of play, competi-
tion and challenge. The chal-
lenge mode is one player and
you have to have a crack at all
the events tha t there  are,
eight to be exact. You won't
necessarily finish this game as
you have to get a certain .
number of points
in o r de r  t o  .  • '-.....--

event. This isn't al
easy especially where t
g stages are concerned.

The other mode Is the compe-
tition mode and this is the
mode that you can have up to
six players taking part. You
get a  main screen to select
the events that you and your
friends want to take part in.
Again you have the full choice
of e ight. When you play in
this

W
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w
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g

you e t  to type
Exciting

or e r  of the choic-
es you have to make a t this
early stage of the  game is
which country you want to
compete in! I  don't actually
think that this makes any dif-
ference at all but then again
maybe rm wrong.
The events are downhill skiing
which is actually a great deal
harder than you would initial-

ly give i t  credit for,  Bale
_ l u m p i n g  which is skat-,.., ing wi th obsta-_

cies ( h a y
• .• b a l e s,

.
"
1
4
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Bob S le igh,  Luge,  Speed Shat in•
d Bale J umping hg  Chr is  Ro

nnI"1
1 
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p
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C
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1
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nily enough), Bobsled which is
dead fast and all to easy to
wipe out, Giant Slalom which
Is yet another skiing event
and is so hard that we found
ourselves really struggling to
keep up with the competitors,
speed skating which requires
some real skill, pro ski chal-
lenge which is a head to head
sport involving slalom type
gates and jumps and skidoo
racing that is actually pretty
hard t o .  We l l ,  a s  i f  y ou
haven't guessed I t  by now,
this game really presents a
serious challenge to all of you.
There's a  fa i r  chance tha t
you'll be able to complete all
of the  events but trying to

actually d o
well i s

s e r i -
ously
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hard and it'll take you quite a
while to get a decent score.
We actually have Just been to
visit our favourite computer
games store and we saw a
copy of this game for sale,
well actually we saw several
copies of this game for sale
and they were about twenty
six pounds with a lowest price
guarantee. Do you realise
what that means? Yes you are
getting a copy of a twenty-six
pound game on the cover of a
magazine that costs a fraction
of the price. Not only do you
get a  serious game but you
also get a whole magazine
dedicated to your favourite
computer, The Amiga. Now if
that's not value for mone
then I  don't what is? Rig
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back to the game!
Have you ever been skiing?
Hell, most people have nowa-
days, no longer is it the sport
of the rich and famous, espe-
cially i f you have an Amiga
and you've got a copy of this
Magazine, be c a us e  w i t h
Winter Supersports you'l l
have all the fun of downhill
skiing without even leaving
your room let alone the coun-
try. You will find yourself at
the top of a piste (hey I've
even got all the lingo!) about
to start your race. To start
you will need to press the fire
button and then you will find
yourself shooting off down
the slopes, (well not literally)
at this point the view changes
and you are now looking a t
yourself from almost above.
The controls also change as
you now have to pull down to
pick up speed and push up to
slow yourself down, le ft and
right are of course, le ft and
right! You have to get down
the hill as fast as possible

hilst going round the flags

taking the straightest course
possible, sounds easy? mmm...
well see! The Bale jumping
employs entirely di ffe rent
graphics and they aren't at all
bad! They are polygon type

graphics a nd i t  seems a
strange switch from the stan-
dard graphics of the skiing
sections. Here you have to get
yourself round an ice skating
rink at high speed. To do this

you mus t
use t h e
left a n d
right con-
trols t o
build up a

rhythm, i f
and o n l y  i f

you g e t  t h i s
right you will fi nd

that you reach the optimum
speed and then you might just
have a chance of winning. To
jump over the hay bales you
must use the fire button. Now
quite a few of you will have
been skiing and more of you
will have been ice skating
though the only things you'll
have been jumping over is the
piles o f  people  who keep
falling over, however I'm sure
that not many of you have
been bobsledding and that's
hardly tha t surprising really
considering what a mad sport
It is. You will find tha t you
have the usual left and right
controls and for  the  more
serious of the corners you will



fi nd that  pul l ing back on the
lay pad will slow you down.
One hint is to look at the map
on the right hand side of the
screen and you can see exactly
where you are on the course
and start to turn when you
see yourself nearing a corner.
I managed to reach the bat.
torn several times using this
method whereas by simply
looking at the main screen I
had a great deal of difficulty
and wiped out at high speed
several times!
Giant Slalom takes place on a
shorter course than the down-
hill and you will find that as
with most slalom events you
will have some trouble due to
sharp turns. The Luge is a very
similar event to the bobsled
and i t s  pre tty  good apart
from the fact that i ts  totally
suicidal, hey lets all throw
ourselves down a high speed
ice course on a tea tray! The
pro ski challenge is similar to
the other skiing events but
for the fact that you are start-
ed by a series of lights and
you race on the same course
at the same time as another
skier, also there are lumps.
The final event is Skidoo
racing round a  strange
course, The Fire button is
the accelerator and then
It's lust le ft and right.
However some of those

corners are a tad sharp so
watch out!
You've read all about it, now
you can ge t  o n  w i th  the
game! Good luck, I 'm sure
you'll need It!
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S P E C I A L

Who Are Binary
Emotions? Read
on to  fi nd out all
about this up and
coming software
house who have
lots in  store for
us Amiga owners!

W
e  
s
p
o
k
e  
t
o  
s
o
m
e  
o
f

the guys a t  Bi nar y
Emotions and they

had l oads t o say. So i n thi s
special featur e  we l et them
tell  us al l ,  w ha t  I t s  l i ke t o
devel op gr e a t  games,  be  a
new company and how they
got there. Read on!

HOW TO DEVELOP
GAMES IN THE
INDUSTRY
The first vi tal  ingredients you
need in starting a game is ini-
tial  ga m e  desi gn and a  ful l
development team i.e. a pr o
grammer, a  graphics artist,  a
musician a nd desi gner .  You
could possibly get by wi thout

a musician and designer,  but
wi thout them the  game wi l l
appear  r ushed a nd severely
lacking in these areas. To have
a successful game I t needs to
be in the category at least one
of the following:
(1) Original concept.
(2) I mpr ovi ng or  al ter i ng a
currently available genre.
(3) Strong graphical and musi-
cal attributes.
(4 )  Br i ngi ng a  pr ev i ous l y
unavailable game style to the
format.

If you can mix these ingre-
di ents -  a  r ar i ty ,  t he n t he
game becomes a str onger  fa
more at tr act i ve game.  Thi s
not  o n l y  h e l p s  w h e n
approaching a publ isher  but
also wi l l  gi ve you st r onger
sales in the long run.

Uni ty wi thi n the devel op-
ment team is vi tal  and wi th-
out i t,  your  game wi l l  never
be released, This I feel  strong-
ly about because i t woul d be
easy f or  a ny  de v e l opm e nt
team t o spi l t up over  a dis-
agreement.  The  onl y way to
prove that  your  development
team has this characteristic is

F E A T U R E

simply t o wor k  wi th peopl e
for  at least a year and see how
thi ngs pr ogr ess.  As a  team
your goi ng to have di ffer ent
views a nd di f f e r e nt  tasks,
some ha r de r  t ha n  ot he r s .
Making people feel  rewarded,
respected and pai d fair ly can
only be learned through expe-
rience.

BE WISE!
Lastly be aware of individuals,
agents peopl e you've never
hear d o f  c ont a c t i ng y ou.
There's a 9 0 %  chance you're
going to be conned and never
see any money, advances, roy-
alties etc. when your  game is
bot h i n  de v e l opm e nt  a n d
released ( I 'm  not  j ok i ng,  I
have recently been i nfor med
t ha t  a  ga m e  t ha t  has  j us t
been released on the  Ami ga
and has had no development
cost or  royalties paid out).  So
make sure you have money up
front (the week you sign con-
tracts) and contractual  agree-
ments poi nt i ng out  cl ear l y
royalty rates or  other  means
of payment.  I f  they ar e not
pr epar ed t o  gi ve money up

f r ont  a nd cl ear l y state  t he
money/royal ty si tuation once
the game is released,  for get
the contr act,  you wi l l  make
more money selling the game
to another  publ isher  or  even
doing i t yourself through mail
order  etc.  I t  doesn't  mat ter
how big or  popular  a publish
er is, i f  there wor th thei r  salt
they wil l  discuss advance and
final payments as normal  pro
cedure.

WHO WE ARE,
WHAT WE D O ,HOW OLD ARE
WE.
Binary Emotions consists (a t
pr esent)  of  thr ee  di r ector s
(Clive Minnican (22)  -  Coding
Di r ector ,  I a n  j ol l y  ( 2 4 )  -
Graphics /  Music Director, and
Andr ew j ol l y  ( 2 1 )  De s i gn
Director /  Team Manager ) and
three employee's (Phi l  Boag-
Butcher  ( 2 2 )  •  D i s k
Protection/Musician/Addi tion
al Bug Fixing, I an For d (18)
Musician, John Snelson (15)  -
Programmer).

WHAT WE DID



BEFORE.
Clive, Phi II & Andy completed
their computer  science cours-
es a t  Sal i sbur y col l ege,  I an
Jolly worked in the Electronics
industry, I an Ford is studying
computer  science a nd John
Snelson I s  c om pl e t i ng hi s
exam year at school.

HARD TIMES.
Signing up Speris was not  as
easy as we first thought.  We
first went  to Daze Mar keti ng
as they offered twice as much
r oyal ti es c om pa r e d t o  t he
average publisher.  Daze mar-
keti ng eventual l y l ooked a t
Speris ( W e  ha d t o  send i t
twi ce because  i t  h a d  g o t
mi xed u p  i n  t h e  r e t ur ns
postage and they couldn't be
bother ed t o  fi sh i t  out ,  oh
dear) and their  reply was that
they were onl y Interested i n
str ategy games on t he  P. 0
(they offici al l y dum pe d the
Amiga a month ago).  Anyway,
after  their  last publicity stunt
in most Ami ga Mags (almost
naked!),  wer e  glad we di dn't
sign up Sper is Legacy w i t h
them.

Next was Kompar t .  They
suggested we should go to an
educat i ona l  publ i s he r ,  I
(Andy) was most  di sgr aced
with thei r  unproductive cons-
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m e n t  A n y w a y  B i n a r y
Emoti on's next  por t  of  cal l
was an educational  publ isher
cal led T e a m  1 7  ( t h a n k s
Kompart).  I  phoned Team 17
and asked for  Mar l yn Brown,
he was in America at time and
was due back at Team 17 the
fol lowing day.  The next day,
about  9 a m  s o m e  d a y  i n

FE A T U R  E

February 1995,  I  was awoken
by the  phone.  Surprise, sur -
prise i t  was Mar tyn Brown.  I
tr ied to explain what  Speris
Legacy was al l  about,  whi l st
half asleep.

A Speris Legacy demo was
uploaded to Team 17 shortly
after the previous phone call
and w i t hi n t he  ne x t  hour

Speris Legacy was signed up
by Team 17.

GAME IDEAS.
There were many game ideas
befor e Sper is Legacy.  They
consisted of  a one/ two player
penguin assault course game
(similar to Combat School - an
old 8 bi t game), Pilot of Furry
(yes f ur r y ) ,  a n d  G a z e  o f
Malice - a  massive pl at for m
arcade adventure game

FUTURE RELEASES
FOR THE AMIGA.
We are still committed to sup-
plying the Amiga wi th qual i ty
games. I f  we have to sell our
products thr ough mail  order,
we w i l l !  Bi na r y  E m ot i ons
al r eady ha v e  f o u r  f u t u r e
releases, Mi nski es Fur  Bai ls
(similar to Kirby's Avalanche),
Nemesis Syndrome (Command
& Conquer  eat your heart OUL
Mor e stats,  mor e game,  less
Ir r i tating bi ts),  a  Doom per -
spective r aci ng Kar t  game,
and wai t for  i t! Speris Legacy



AYRION SENNA LIMITED
EDITION POSTER OFFER

m  rought to you from the publishers of
D  the acclaimed 'Senna — Portrait of a
racing Legend' this stunning high quality
poster print features scenes from Senno's
memorable Grand Prix career. Scene's
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depicted are some of the most spectacular
from the book and include Senna cele-
brating his 1990 win at Montreal and dri-
ving his No. 1 McLaren MP4/6 to victory
in the 1991 Phoenix Grand Prix.

Nome.
,Address

This poster is brought to you in a dramatic
800mm x 600mm square format on superb
quality art paper using the very best colour
reproduction. Delivery in a sturdy tube will
be within 28 days. Ideal for framing.

i would like to order c o p i e s
of the limited edition Senna
poster from Oxford international

Li United Kingdom (E7.50)
Europe (E10.50)

_1 Rest of the world ( I 5 )

POO Code

Credit cord numbe, E x p i r y  dole. L I U /  L i L l
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Available exclusively from Oxford International Publications Ltd
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The 'Overall' score is not an average mark, oh no
siree_ We all sit down together and try decide
what it should be, get bored and put any old crap
in. (Hang on, that's not right)

Plop, poo, wee and generally
not worth the plastic for the
disks. And arse.

Why do companies insist on
releasing stuff that scores this
low. Shoot 'em, that's what I
say!

Not bad, but then not that
good either. How about the
old cliché, 'average'?

•  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •
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70-801
01-901

90+1

To call in a favour from
another cliche pal of mine
'above average'.

Now this is more like It
plenty for your cash here, but
those of lesser means might
looks to...

_something of this standard,
Really very good indeed,
although still flawed enough
to not score above...

—90%. The ultimate accolade.
Any game scoring this high is
well deserving of your cash.
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ILEA\
W h a t 's  a l l  t h i s
th en ?  A n o t h e r
driving g a me  f o r
you a n d  y o u r
Amiga? Yes i t  cer-
tainly is, b u t  h o w
does i t  h o l d  u p
against the rest?
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of  y e a r  f o r  d r i v i ng
games. We've only just

seen t ha t  r ender ed master
piece Wheeispin and here we
are again in the enviable posi
-tion of Previewing yet anoth-
er dr iving game.  I  am si tting
here having just spent a seri-
ously l ar ge par t  of  the  day
pl ayi ng Leadi ng Lap
with several of  my
c o l l e a g u e s .
When we first
saw it on the
screen w e
w e r e
i n s t a n t l y
Impressed.
here w a s

yet another  strange approach
(graphical ly at least) To dr i •
ving games.  Wheei spi n was
quite incredible mainly due to
its r ender ed graphics.  I t  di d
however  have several  shor t-
comings. Remember  though
thi s si  onl y  a  r e v i e w  a nd
Kel l ion t he  devel oper s ar e
already after  our  feed back so
that can do any changes that
woul d i m pr ov e  t he  ga m e .
Rearing that i n mind I l l  con-
tinue A f t e r  our  initial by  at



seeing this game,  somethi ng
we've been l ooki ng for war d
to f or  qui te  some ti me,  w e
star ted t o  f e e l  r a t he r  l e t
down.  I  have  t o be  honest,
after  a couple of  unsuccessful

mommonommir

laps fr om each of  us several
people walked away. Sure the
polygon style graphics looked
great from a distance but this
really was not  the  gr eatest
game we'd ever seen, changes
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w oul d
n e e d
to b e
made.
It seemed
to be  f a r  t oo
polygon-like and rather  jerky,
this though is not  the case i f
you have fast RAM which the
game has been desi gned t o
make full use of.  The steering
was incredibly di fficul t to get

used to and we were
stuck l ook i ng

at the track
t h r o u g h

th e
w i n d -
screen.
H o l d
o n

though! Coul d i t  get  better .
Wel l  I  had t he  r ather  good
Idea of  taki ng a l ook a t  the
instructions,  w ow !  You can
actual ly change the  view of
the  car .  W e  s oon s t a r t e d
exper imenting wi th the  di f -
fer ent views t ha t  you coul d
use. There was the  incar view
and several above car  views.
The i n car  vi ew eventual l y
seemed actua l l y  t o  be  t he
favour i te  vi ew as i t  seems
that you feel  you have more
control over the car and more
particularly the steering. This
in car  v i ew is actual l y  t he
most impressive of  the views.
You si t ther e and l ook over
your  steer i ng whee l  whi ch
your hands appear to be grip.
ping and when you tur n you
find that  your  steering wheel
turns to the same degree.  i t
actually looks really good! The
other  views are f r om above
and behi nd the car and they
are i f you reckon you need to
have a good view of the track
ahead of  you.  Essentially this
makes t he  ga m e  ver y  l i ke
Vir tua Racing,  one of  my al l
time favour i te racing games,
however  this real ly does not
match up on playabil ity,  wel l
so fa r  a t  l east,  hav i ng said
that i t will be possible to cus
-tomise your car and character
to make the game as playable
as possible. With the use of an
accelerator the game Is much
smoother and more playable
but on a standard Al 2 0 0  we
weren't that impressed. Really
we wer e  possibly expecti ng
far to much from this game as
ther e's been qui t e  a l ot  of
hype about it, there you go,
don't believe the hype! a good
rule to bear  i n mi nd.  Sti l l  i t
could Improve before release
so who knows?
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As we spent more time on the
game w e  d i d  g e t  m o r e
impressed. After  a whi le you
pick up the general  idea and
you can actual l y ge t  r ound
corners wi th out  wi pi ng out.
If you do get  stuck you fi nd
that i t  can take a really l ong
time t o get  back on course,
thi s I s a  bug  t h a t  w i l l  be

ironed out,  so watch out  for
those curves that  t i ghten up
on y ou unexpectedl y ,  a nd
believe me some of them real-
ly do. One of us actually start-
ed c om i ng fi r st  on a  fai r l y
r egul ar  basi s so obvi ousl y
ther e I s  a  k n a c k  t o  i t .
Unfor tuna te l y  I  seemed t o
spend most of  my time corn
-

ing fi f th,  not  an i deal  posi •
tion. The races seem to be ten
laps which is a good length.  I t
means t ha t  y ou can
crash o n c e  o r
twice and sti l l
manage t o
end up wi th
a p o d i u m
fi ni sh,  a s

long as you have the knack of
it. What  we di dn't  l ike about
the gener al  dr i vi ng was the

fact that  you could actual ly
spin out reasonably eas-

ily y e t  y ou ha d  n o
real  w a r n i n g  o f

what was about to
happen.  I f  y o u
take a  c o r n e r
really fast and hi t
full lock you get a
bi t of  screeching

but what you don't
really get  is any feel

of the back end coming
out  or  any ot he r  fee l i ng

that  you m i ght  actual l y be
losing control, again these are
things that will be sorted out.
Wha t  I  suppose  thi s  ga m e
tries to be Is a serious racing
game wher e you ar e i n t he
cockpit and you get  the real
feel i ng o f  dr i v i ng un l i k e
games l ike wheelspin wher e
you look at a track fr om one
di rection a nd dr i ve w ha t  Is
essentially a spr i te ar ound a
course, however  i f this is the
case then this game has so far
failed to achieve what i t  sets
out t o  do.  Ther e  is no r eal
feeling of  driving. Even when
you ge t  of f  l ine,  somethi ng
that  is very easy t o do,  a nd
you hi t one of the two dimen-
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sional trees i t takes you a few
seconds t o  actual l y  real ise
t ha t  y ou ha v e  actual l y  hi t
something and have bounced
back a few feet,  Ther e is no
real crunch or  visual evidence
to show you w ha t  has ha p
pened, One really nice touch,
and somethi ng that  we were
instantly impressed wi th was
the fact that the music for  the
openi ng scenes was so dam
good! I t  really was very good
Indeed but  unfor tunately the
music ends the moment  the
game star ts.  Wel l  I  suppose
you're meant to l isten to the
sound of
the
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engine and screeching tyres,
but i n my opi ni on these are
not  near l y  as good as t he
music a t  t he  s t a r t  o f  t he
game.
One of  the bi g sell ing points
of thi s game is MPV.  This is
where the drivers head turns
when you tur n the wheel  so
tha t  your  vi ew tur ns.  Al so
there is the option of all these
views, this is very impressive
as n o t  a n  a w f u l  l o t  o f
games c a n  a c t ua l l y
offer you this facility.
Another  f a c i l i t y
tha t  means t ha t
you can vi ew al l
the other  cars on
the track as they
speed the i r  way
r ound t he  tr ack.
You can also view
your sel f f r om  t he
trackside cameras and
even tr y t o dr i ve usi ng
this faci l i ty,  however  I don' t
advise i t  because I t s  not  al l
that  easy,  I n f a c t  i t s  da m
hard. Having said that i t is all
really impressive. Not a l ot of
games c a n of f e r  y ou such
options, still at the end of the
day i t  l ust doesn' t  seem as
Impressive i n terms of  game
play as a load of  other  racing
games. The closest thi ng to i t
on the Amiga that I  could lay
my hands  on is Mi cr opr ose

Formula One. One. This is now  a
very old game but I dug deep
to ge t  a  copy out .  The  fi r st
time tha t  I  played i t was on
the dreaded PC and this game
on its own was almost enough

&D ar t = cm cmm
WP Ii( n
a g F
I N I
N F
I
•
N
N
E  
I
l
h
a
E
K
S

N ON O O g A N

to convince me t o purchase
one. The Ami ga conversion is
also de a d good.  He r e  i s a
game w i t h si mi l ar  gr aphi c
qualities wi th a whole load of
courses and a whol e l oad of
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opti ons.  To s tar t  w i t h y ou
have a simple automati c car
t ha t  a l s o  h a s  a u t o m a t i c
br eaki ng a nd you ar e even
supplied wi th a line to fol low.
This is invaluable because i t



gives you a chance to get t o
grips wi th t he  way tha t  the
car handles and the way that
the  cour ses go  be f or e  you
leap i nto manual  cars wi th no
auto breaks.  Then you have
full championship races wi th
practice sessions, qual i fyi ng
and ful l  races. Here is a game
t ha t  i s  I m m i ne nt l y  m o r e
pl ayabl e a nd y e t  a  l ot  l ot
ol der .  We l l  f or  a l l  i ts  ba d
points Leading Lap also has a
load o f  good poi nts  i n t he
fact t ha t  i t  has al l  the  view
options, oh and a great intro
tune!
Well what can I say. This is at
fi r st gl ance  a gr e a t  game.
Then you actually start to play
it. The graphics though inter
esting tend to be very jumpy.
the car control  is not  to our
liking though I 'm sure enough
practice would eventually give
you some good results, and of
course the bugs wil l  probably
be i roned out.  What  really is
outstanding about this game
is the plethora of options that

you have w he n i t  comes t o
viewing di fferent parts of the
track and cars. There is the in
cockpit driving mode and sev-
eral  ot he r s  t h a t
are s e t  b e h i n d
and above the car
that you are racing
in. There is also the
opt i on t o  w a t c h
other  cars whilst they

race and view the race fr om
tr acksi de camer as.  Thi s  is
impressive! Also there are five
di f fer ent  dr ivers t o choose
from al l  of  whom are di ffer -
ent. There are also three di f-
ferent vehicles t o race wi th,
Formula one,  Endurance and
ral ly cars.  Al l  thi s  does of
course a d d  t o  t h e  ga m e .
Fi fteen di f fer ent tracks also
helps j us t  a  bi t ,  t he r e  ar e
tracks thr ough t he  countr y-
side, cities and even a Siberian
Pr ison c om pl e x !  A l l  t h i s
sounds really good and there
is three di fferent viewing dis
tances, thr ee di fferent detai l
levels a nd  l oa ds  o f  ot he r

options to try and get the

P V  I I  t  1111

game running as fast as possi-
ble on whatever  machine you
have, wel l ,  i t  real ly starts to
sound good.  But unfor tunate-
ly this is not the case. I 'm not
saying i t's terr ible but  this is
not the best driving game any
of us her e a t  t he  One have
seen. The  contr ol s ar e ver y
hard to get  used to and the
graphics are very jerky.  This
game has tr i ed to har d wi th
all I t s  flash opti ons l ike the
MPV and the view options and
unf or t una t e l y  t h e  a c t ua l
gamepl ay and pr esentat i on
have yet  t o be  ful l y sor ted
out. When we get a final  copy
we wil l  give i t the full  review
treatment,  so unti l  then!
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' h e  regent) of Skulikeep

This is one of the finest
adventure games ever, even
with it's minor drawbacks.
Why's it so good? Read on

and you shall see!



W
h
e
n  
I  
w
a
s  
a  
w
e
e  
l
a
d

standing knee high
to a grass hopper I

spent much of my time in a
world of my own, worlds that
I often invented that were full
of hobgoblins, wizards and
beautiful princesses crying
out for me to save them. My
back garden wasn't all that
big but i t contained a huge
magical k ingdom where  I
alone stood against the forces
of evil, except of course when
my friends came round and I
had some help in fi ghting
these forces of evil. Well the
Amiga's n o t  a l l  t h a t  b i g
rather like my back garden
but it can also contain a magi-
cal world for you to discover.
Sounds a bit poncy doesn't it,
but this  is a game tha t you
will find yourself getting real-
ly involved with. When I got
to school I  joined, as I'm sure
many o t h e r s  d i d ,  T h e

Dungeons And Dragons soci-
ety. Our games were never
ending and we all got very
very involved in what powers
we ha d and how we  were

going to use them! Eventually
I grew out of all this non-
sense, well that's a lie really
because you never grow out
of something t h a t  good.

Dungeons a n d  D r a g o n s
became something of a hi t
and gained a bit of a cult fol-
lowing. This happens to all
the finest thing and then peo-

itillittattna



pie come along and realise
what a good thing they really
are and start using the ideas
In different formats. Who for
Instance re me mbe rs  t h e
Dungeons and Dr agons car -
toon. Not one of  my personal
favour i tes b u t  e v i d e n c e
enough of  the growing popu-
larity o f  Dungeons  a n d
Dragons. Well then came the
computer games some were
good and some were not.
One however s tood out
head and shoulders above
the r e s t .  T h a t  w a s  o f
course Dungeon master on
the  Atar i  ST,  n o w  t ha t
really is a dying machine!
This game captured the
Imagination of thou-
sands a n d
became a n
instant h i t

length and breadth of the
land. Thousands, possibly mil-
lions of man hours were spent
wandering around those three

d i m e ns i ona l
d u n g e o n s

whi l st des -

p e r a t e l y
seeking out
the firestaff in
an a t t e m pt  t o
defeat Lord Chaos.
Many a time I 'd wind up
the  ol d ST a nd cr ack i n t o
a not he r  l e v e l  o f  d e a t h ,
destruction, magic and adven-
ture, l ong after  I  was meant
to be fast asleep. What  a bril-
l iant game this was,  bl i mey
sitting here wr i ting this really
takes me back a bit. The origi-
nal game shocked a  nation
with I ts  amazingly engross-
ing gameplay,  Dungeon mas-
ter was the best game on the
ST b y  mi l es  a n d
miles, wel l  I
r eckon s o ,
and s o d o
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many of my mates. Well the
story be hind the  origina l
Involved a rather nasty chap
who went by the name Lord
Chaos, really not a nice bloke!
Well he had one or two plans
for world domination. Four
characters set of to sort this
geezer out and on there way
they would encounter all sorts
of nasties like skeletons and

gi ant  dr a gons  a nd al l
sorts of  s tuf f  l i ke

that .  A l l  t h e
member s o f

this l i t t l e
team h a d
more facts
and fi g -
ures t o
them than
you c oul d

p o s s i b l y
cope w i t h ,

but cope you
did , for  i t was

Incredibly Impor-
tant to keep all  of  your

four  characters wel l  fed and
water ed t o  m a i nt a i n t he i r
heal th and stamina levels as
well as ther e magi c powers.
also just to confuse you even
fur ther  there were all sorts of
powers that  you had to learn
along the way. Ninja powers
and Wizard skills all came
into i t  a nd a l l  were  dead
Important. Each of the charac-
ters was good at one thing or
another, magicians are ace at
magic, funnily enough, there
are also those who are gener-
ally good at kicking the hell
out of any nasty creatures
that you may come across,

and then there are those
who are good healers.

Then ther e were the
puzzles tha t  needed
solving,  these wer e
the tr icky par t  tha t
you needed patience
to overcome.
Dungeon Maste r  2
, the l e g e n d  o f
Skul i keep ha s  a l l

thi s a n d
mor e.  T h e

original
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game was a classic so this
can't really be because I ts  a
sequel. It is however even bet-
ter than the original, and a
lot better than Chaos Strikes
Back that was a sort of sequel
that never really hit home like

the original. The story behind
this game involves the  Zo
machine which can open a
portal to other worlds. Not
bad, eh? Well with the use of
this machine you can travel
into the void and defeat the
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evil Dragoth. The game starts
with you in familiar surround-
ings. You are in some caves
and t h e r e  a r e  s e v e ra l
machines s tre wn a round.
These are machines that keep
people in suspended anima-

tion. You can choose your
team o f  four  fr om  these
machines and revive them to
come with you on your per-
ilous quest into the unknown.
After this you emerge into a
sort of forest. You are actually
outside! Does this not sound
quite as atmospheric as the
dungeons that are the games
main scenery? We l l  i t  is ,
because its dark and Its rain-
ing rather hard, and lust to
top it off there's thunder and
lightening. You have to find
keys to get you into Skulikeep
and this requires plenty of
searching! You will find your-
self going below ground again
to search out a ll  tha t you
need. There are many fear-

some creatures from
the huge dragon

dog creatures to
the s tr a nge

worms tha t
raise them-
selves from
below you

' —  ,  7





to try and destroy you. There
are also slug type things that
can be a real pain in the arse.
Bats also appear when you are
below ground and they are
tricky so and so's. Luckily
there are  a l l  sorts o f
shops around where
you can purchase
food, w e a p o n s ,
armour a n d  e v e n
spells. So
wi th
a b i t
o f
l u c k
and s o m e
good judgement
you should actu-
ally ma k e  i t  t o
Skull Keep! Whe n you ge t
there you will find that i t is
divided up. Here you must
repair the  Zo machine and
then travel to destroy some
evil meglomaniac or another.

The game is simply superb
and it will really draw you in.
Each character has an invento-
ry that shows you how much

food and water they have,
what they  are  wearing

(you can always upgrade
clothes and armour at

, th e  shops where you
sell y our old s tu ff
too!) what they are

carry ing
interms

potions,
food and
anything
else that

you c a n  i m a g i n e .
Excellent or what? There

is also a screen tha t allows
you to select a weapon and
then use It, and also select a
spell and use them aswell.
This is a fantastic!
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This is  a  ga me  th a t  has m o r
tmosphere than you can way
stick at. It's a sort of first per
.n perspective adventure gam
at will draw you in like nev

efore. We are all  genuinely
pressed with this game and

e think that  you will be to .•
he o n ly p rob lem w i t h  t h e
ame concerns the movement

the characters. On the ST ver-

ion of  the original you would
o from one location to  anther
nd i t  w o u ld  s im p ly fl ick .
etween t h e n  a n d  n o w  o f
urse, we have had Doom and
's many pretenders, so to try
nd add more smoothness on
ungeon Master 2 t he game
roduces a screen between the
reen where you are and the
een you're going to, which is

ade by way of morphing the
o screens together. The effect
very disconcerting to existing

ungeon Master players, as it
akes you think you gone too
r forwards, and the gaulity of
e morphed screen is very low
mpared to the actual screens. It sim-
y isn't as good as any of the Doom clones that there

around at the moment. Of course the Doom clones
ound on the Amiga have absolutely nowhere near the
pth of play that Dungeon Master 2 provides, and you

ill still fi nd yourself getting really drawn into the
me and this strange world in which it is set. I implore
u to go out and get this game as you'll love it  more
an anything t hat  you've ever seen before, w el l
aybel The sound is totally amazing helping to create a
lunning overall effect. It  is 3D sound that really does
mulate distance and direction. The visual effects to_
e pretty good though the graphics are not as good as
e overall package. All In all an exellent game well
rthy of its high scores!

Al 200

Publisher : interploy
Developer : In House
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A500 / 600

No, no,  no,  no and no! You have diddly
squat chance of any CD version. Probably.

Why are you even looking here you sad
A500 owners? Upgrade! Upgr ade!
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er game from Black
Legend. T h i s  i s  a

'Doom style game that'll run
on your A500.mmm tha t's
pretty impressive. You will
find though that this game is
a bit more taxing in the show
the hell do I  get to the next
level...?' department.  Not
quite so much senseless vio•
ience but loads of using your
grey matter,. hey fea r not
there's also enough senseless
violence to really keep the
crimson s tuff flowing, hey
there's even stuff that looks
strangely like dead bloody
bodies tacked up allover the
walls. You can't get much bet-
ter than that... can
you?
W e l l
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Somewhere in the distant
future a t  the edge of
the universe lies the



what's the
s t o r y
th e n ?
T h e r e ' s
a l w a y s
some totally
nutty  s t o r y
behind th e s e
games so let's see
If this l ittle  number
can stand up to the rest.
2302, that's the date, well the
year anyway. What I want to
know is what's wrong with
2301, or for that matter 2303,
dunno? but  i t  seems tha t
2302 i s  th e  y e a r  a nd a n
important one  a t  tha t.  I t
seems tha t good old space
travel has come a long way
since the days of sending dogs
Into orbit and apollo ships
going wrong. Now the earth
lies at the centre of some kind
of interplanetary sort of type
thingy ,  and well that's not
all, there  are things called
bridgeheads that are a t the

Fon



outside edges of this inter.
planetary sort of type thingy.
Well here's where things start
to ge t good, Issac eat your
heart o u t  O n e  o f  the s e
bridgeheads, a small planet
called 8104-GS12 had a mili-
tary base that lost all signifi-
cance. Well these things hap-
pen! Well after this It became
a trans-shipping station for
fuel to fill up ships heading
across the galaxy. Well this ,it
seems, di dn't last to  long
either. Soon this out of the
way planet became a  high
security penal colony.
Two years a fte r
this the colony
was dosed as
there was
r e p o r t s
tha t th e
p l a n e t
was I n
the direct
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path o f  a
huge mete.
or s t o r m .
This i t seems
was a  fabrica -
tion created by the
Military Galaxy council.
Six months later, shrouded in
secrecy the base started to be
expanded as transporters
arrived. i t was being turned
Into a huge and top secret
complex to research biological
and genetic weaponry, a l l
totally  I I le a l  e t
c o u r s e .

M a n y
prisoners o
death row
used to modify the base and
many were experimented
on. oo  e r ! Things
didn't s t o p
there. A t
th e

start o f
2305 a l l

communica-
tion be tween

1 3 1 0 4 • G S 1 2
(known to many as,

yes you guessed, Citadel)
and Earth stopped without
any apparent reason. A deci-
sion was made as they have to
be at times like this. i t was
decided that a special landing
force should be sent to hives.
tlgate, da  da da.. . ! Guess

what? You're on this ship. Its
a destroyer class space ship
called X16. I t has a crew of
nine hundred and fi fty  and

they are only briefed on what
is going on after the ship has
left for Citadel. When the ship
arrives all the radios go down.

, ,
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in store for
them a scout

ship i s  s e n t
down with you and a

co pilot. Suddenly a missile is
launched from the Citadel and
totally destroys X16. In the
shock wave your ship is dam-
aged and crash lands killing
the pilot. Here you are miles
from home and all alone.
Now it's all up to you!
Not a bad story, but a t the

*PAL PK

end of the day I ts lust anoth-
er way to put one person in a
maze whe re  y ou have  t o
destroy anything that moves.
Its your standard Doom style
game and there's a few of
them around what with Fears
and Gloom, obviously this is
the Haute  Couture  o f  The
Amiga a t  t h e  m o m e n t .
What is special about this
game though is the fact that
It runs on the A500, well actu-
ally it runs on just about every
Amiga.
The game is saveable and you
can start from where you fin-
ished last time. You can also
select the level of difficulty
that you want. There is Big
and Small. The game is set so
that when you start it normal-
ly it is set to the higher level
so you loose energy when you
bump into walls though this is
one of the last things that will
be changed, and suchlikes, on
the lower level of difficulty
you don't get this and there
are less enemies who are all
less aggressive. The weapons
are also more 'resistant'? The
window tha t you view the
game through can also be
changed in size, There are five
settings and depending on
how small the window is you
will have a different level of
smoothness and speed. Also
you can decide how much
detail you want for the game.

•••••:..
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There are three settings. You
can also turn the floors and
ceilings on and off.  Al l  o f
these options allow you to
make the game faster or slow-
er. They have a huge impact.
There is also a practice mode
to the  game tha t will allow
you to have a  crack a t the
game and ge t used to the
world tha t  your a bout to
enter. This is surprisingly use-
ful.
The Citadel is divided up in to
eight complexes. They are
apparently 'huge'. These com-
plexes are the basement, the
power station, the stores, the
hangar, the drains, the prison,
the laboratories and a centre
area. The aim of the game is
to destroy the whole Citadel
and t h e n  t o  escape. T o
achieve this task you must
collect six parts to the  big
bomb tha t'l l  tota lly  do the
job of Citadel destruction for
you! The parts are hidden in
the game and you will find
one pa r t in each complex
apart from the basement and
the centre complex.
The game screen itself Is dom-
inated with the three dimen-
sional gamely area, (the view
you have) The size of this can

be changed within the outer
border A l s o  there is also a
control panel tha t tells you
several things. Firstly there is
a section tha t shows how
many parts of the bomb you
have. Secondly the re  is  a
metre showing how much
energy you have left. There is
also a  graph which shows
your he a r t r a te  a nd this
changes depending on how
tired you are. There is a direc-
tion compass so you don't get
totally  lost and a  window
showing you wha t sort o f
Weapon you have. Also a
counter shows you how much
ammo you have, a  window
showing what magnetic cards
you have and a dialogue win-
dow that runs along the bot-
tom of the panel. The guns
you can collect (you start with
no weapon) include a pistol, a
rifle, a machine-gun, a flame
thrower ,a blaster and a rock-
et launcher. Plenty of fi re
power! it's  also possible to
pick up all sorts of stuff like
first aid kits, Beerl and of
course bi ts  o f  the  bomb.
There is also of course a map
to be used to work out where
you are.
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ot to easy to fi nd which actually
akes things rather challenging. If  you bump

really like  this  game. R I
me reason I found it a grea .
al easier to get into tha
e other Doom clones tha
ve come out recently for th

iga. Sure i t  Isn't tota lly
ooth especially on the A500

ut i t ' s  n o t  t o  ba d!  A nd
e sides none  of  the  othe r

mes of the same Genre that
e seen have been smooth,
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ayable game that will keep
u enter ta ined f o r  some

me. I f  y ou a r e  a n  A.500
wner then this  really is a
ust. I t s  completely superb
✓ a  machine tha t  is now
oking a little tired. The lay
t is good and on an Al200
en with the screen on full
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rn down the detail it  runs
oothly enough to be very

layable. Removing the detail
es not really effect the game
all as it  doesn't really make
much difference to the way

e screen looks. The weapons are
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e of the creatures without a weapon then you
n't last very long at all. It took me several goes to
rk out where to get a gun from and then I found

at it  was useless as I had no ammo. Eventually I
ught on. You have to pick up some ammo first and
en get the gun, hey presto! Some form of defence
m the mad monsters that are everywhere, after

is you start to find plenty of ammo if  you keep
ur eyes open. The whole game has something that
many games seem to lack at the moment, playa-

lity, and loads of it! This is a  game that I really
e, if  you haven't guessed. The sound and graphics

pretty good and altogether I'm going to give it
e scores!

CD32

This A500 version runs mucn more
smoothly on the Al 200,  so thats great!

No plans for  a CD32 version, and w i th

Gloom CD32 coming, I  w oul dn't  expect t o .
4
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when those lovely cuddly
folks down at 21st Century

unleash yet another pinball
game into the Amiga world.
Their first game was the phe-
nomenally successful Pinball
Dreams. After making a ruck
load of cash they decided to
licence another game by they
same developers which was
cal l ed P i n b a l l  Fa nt a s i e s .
Another  storming success led
to m uc h m or e  dos h be i ng
made and many beers wer e
bought.
A few months later the folks
at 21st Century decided not
to rest on the ir laurels, or
indeed on other things too,
and lo and behold, Pinball

Illusions was born,  whi ch is

What was this game called again? Oh, hang on, what's thatVather large and
Ispanky bit of writing say top above? Yeah, Pinball Manii,  that's it.
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probably the finest computer
pinball simulation ever.
Some time has passed since
the release o f  this  classic
game and as you can imagine
the 21st Centur y boys wer e
eager to keep the Amiga mar-
ket alive by  releasing more
quality titles- Imagine I f you
will a typical conversation at
one of their board meetings.
"Right lads, we've had incred-
ible success wi th all our  pinny
games.  Let 's  do somethi ng
completely of f  the  wal l  and
release a completely or iginal
game t o  boos t  t he  Am i ga
market".
"What,  you mean somethi ng
other than a pinball game?"
"Yes, somethi ng wi th revolu-
tionary graphics,  super lative

gamepl ay a nd
sound.".
"But  w he r e
balls fit in?"
"They won't,

ear bl owi ng

will the  shiny

It's goi ng to

somethi ng compl etel y  ne w
unl i ke a ny t hi ng ever  seen
before! A visionary ti tl e that
wi l l  pa v e  t he  w a y  f or  t he
future of video games"
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multiball feature
"Look, it's not going to have
anything to do wi th bails,
tables, flippers, bumpers or
anything like tha t.  We are
going to release a game that
will be completely original In

,ft have a every way, so there"
"Yes, but alternatively we
could always release another
pinball game instead"
"Oh all right then. Let's go to
the boozer".
And so the decision was made
to licence Pinball Mania from

Spidersoft. "Who?" I hear you
cry. Yes folks, instead of get-
ting their games from their
usual programming stable
Pinball M a n i a  i s  b e i n g
brought to you by a different
programming team.
The game itself features four
separate tables, each of which
has its own unique style. The
first table is called Tarantula
and i s  s e t  i n  a  s tra nge
Arachnid world. The centre
piece of the table is a gigantic
web, upon which sits a spider
with massive fangs. This is a
fairly standard table with four
flippers, two levels of play
and m a n y  spinners  a n d
bumpers. By hi tting all the

drop targets and lighting all
the lights, especially those
between the spider's legs, mil-
lions of points can be award-
ed. When words such as FANG,
TERROR, and TARANTULA are
spelled out completely hun-
dreds of thousands of words
are given away.
One neat feature of this table
is the  'Feed Me ' ba ll  trap.
Hitting three spider lights
activates this trap, and i f the
ball is lost down the left side
of th e  ta b l e  i t  w i l l  f a l l
straight i nto the  spider's
mouth, After chewing on i t
for a bit i t will spit the ball
back into play. OK so the
kickback feature has been



around for a few years now
but it's never been as novel as
this!
The second table of the four is
called Jailbreak. Here all the
action takes place in a court
of law. A judge watches over
the proceedings. First of all
you have to spell ARREST to
arrest a suspect. Anyone will
do. They're all guilty i f you
ask me.
When you've got someone in
custody it's  time to decide
whether they're off to the big
house or  not,  a nd I  don't
mean Blurs  Country House
either. Much better than Roll
With I t if you ask me but you
didn't so I'll shut up.
Yes, well, back to the plot.
Verdicts are decided by hit-
ting one of two buttons posi-
tioned in the  centre of the
table. I  guess they used the
same system in the O.J. case.
If the  perp Is found guilty
then It's time for the Judge to
do his s tuff and pass sen-
tence. This is done by shoot-
ing the ball clockwise around
the ramp at the  top of the
table. They might ge t two
years or they might get life.
Who knows? Send them down
for as long as possible.
Now this flagrant disregard
for justice could upset some
people, especially the inno-
cent folks who get caught.
Needless to say, just like any
good pr i s on mov i e ,  t h e
inmates will eventually try to
escape, or even riot. Spell out
GUARD to quosh the riot or
recapture t h e  pr i s one r .

(Above) If it isn't the Kick Off table, and guess what?
I ts all based around that 'funny old game', football.
Who wrote these appalling captions? My guess, a cer-
tain Mr. Lloyd.

(Right) a n d  as if the full link of the football table was
not enough, we deliver you the full link of the Jailbreak
table. (In actual fact the table links were supplied to us

by 21st Century, thanks for saving us loads of world)

ESCAPE
TUnnEL

HARP
WILDE

nOT
GUILT

•  BMUS
HELD

CL



(Above) Well to prove that we don't just print screen-
shots sent into us by software houses and that we actu-
ally play the games, here Is an in house shot of the
Tarantula table. Of course, I 'm just the caption boy, so I
don't actually know what's going on, but so what eh?
Enjoy!

(Below) ...and to prove we make sure we do print ail
available 'work-free' shots, the final table link kindly
supplied by 21st Century. We must buy them a drink!

Whenever a prisoner escapes
the alarm bell a t the bottom
left of the table starts ringing
which is qui te  unique but
after a fe w minutes i t ge t
really b l o o d y  a nnoy i ng!
Aaarrrgghl Where's that vol-
ume knob?
The third table is called Kick
Off, and unsurprisingly takes
place on a footle  pitch. To
score well here things have to
be done in the correct order.
Points can be gained by doing
things out of sequence and
lust hitting the ball willy oilly
but skill and judgement will
make the big points quickly
start rolling In.
First off the players have to
choose a team. Around the
table there are various targets
representing the goalie, strik-
ers and so on.  When the team
is chosen you get entered into
the first round. The match is
started by shooting the kick
off ball trap.  I f  a match is
already In progress a goal kick
will be awarded. During a
match you must shoot the
four targets around the goal
to spell, wa i t for  I t,  GOAL.
Now i t is possible to make an
attempt to score. Get a goal
and one of the letters in the
words KICK OFF will be lit at
the bottom of the table. Light
them all and you'll enter the 2
ball multiball penalty shoot
out round. Advance through
the different stages by hitting
the foul  ball trap. Win the
final and you'll be awarded a
million points.
As with all footle matches
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substitute players can be
bought on! Light SUB to acti-
vate the  sub launcher and
then do i t again to load I t.
Whenthis  is done I t is possi-
ble to launch a second ball
into play immediately or to
wall for it to launch automat-
ically when the  first ball is
lost! Hurrah!
The fourth and final table is
nicknamed Jackpot, and takes
place in a casino, in the casino
there are four different tradi-
tional games to play. Take a
choice from craps, a  fr u i t



machine, roulette, and HU°.
In the  centre of the  table
there are three reels. First of
all the word REELS must be
spelled out by hitting all the
targets a nd the n the  ba l l
must be  dropped into the
coin slot. The reels will then
spin and you can stop them
by flipping the flippers. Get
three jackpot symbols and
you can win SO million points!

Playing roulette is a different
can o f  worms a l together.
There is a ramp that goes all
the way around the  wheel.
Shoot the  ball around i t in
one direction to  choose a
colour, either red, green or
black, and shoot the ball
the other direction to play
the game. Couldn't be easier
and many many points can be
won.

Al200

Pub.lishot : 21 5t Century
Deve/oper Spidersoft

Hord Disk instal/able

- CD32

A500 / 600
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another pinball game from the
uggable folks down a t  21st

Century. Pinball Mania is a com-
etent enough pinball game that
s certainly much bet ter than

Obsession but unfortunately in
my humble opinion i t  is not as
inely polished as any o f  t he
ther titles in the series, which

sn't surprising as it  is done by a
rent programming team.
d it  hard to pick fault with

his t it le, and indeed i t  seems
hat the only thing wrong with it

the sheer quality of other simi-
ar games in the market. All o f
he tables are laid out well and
here are plenty of targets to hit,
ut that is just about all there is.
find it  odd that when you con-
ider arcade pinball games that
ave six ball multi balls, seven or
ight different skill challenges,
imed missions and even video

names, that home computer pin-
ball games are st ill relat ively
primitive.
Considering this the tables pre-
sented here seem to be quite dull,
with not a lot going on. Most of the
challenges involve hitting targets and then
shooting the ball up the correct ramp. One idea t

ake things more exciting is to have targets that actu
Hy move around the table (has anyone ever playe
racuia?), video games like those found in Star Tre

TNG and Indiana Jones, and multiballs where there a
ore than three balls in play at once.
dmittedly the humble Al200 may not be able to han
le some of these ideas but without touches such
hese the tables will get quite boring fairly quickly.
n the whole Pinball Mania isn't a bad game, but as
Id previoulsy I can't help feeling that Illusions is muc
pedor. The action never seems to get hectic enoug

nd if you use the old 'tilt the table to get the ball ba
to play' technique it is virtually impossible to lose th
ails without racking up a massive score. It  was a goo

but l y  it o v e r  w e d  by superior Ales.

P L I Y A I I L I T Y

Noise, the  chances of a CD32 version are
approximately one less than nil.

You must be kidding,  the  A500 is a big pile
of dog's plop.



Do you like a b it
of Cannon
Fodder? Are you a
big fan  of
Lemmings? Well  i f
the answer to
both of  these
questions is yes
then it 's quite
possible that
you're going to
love wh at
Mindscape has in
store for the
Amiga.

T
I
n
y  
T
r
o
o
p
s  
r
e
a
l
l
y  
d
o
e
s

look l ike a l oad of  fun,
however we all  found i t

a tr i fl e har d t o get  t o gr ips
with.  The  Wi p demo we got
our  hands on had no sound
and several  of  the functi ons
wer en' t  ac t ua l l y  t he r e .  I t
seems that  this game is very
much still in i t's development
stage so you have to bear that
In mi nd whi lst you read this.
Wel l  Mi ndscape real l y l ook
l ike t he y  m i g h t  c om e  u p
trumps wi th this one. I t s  the
idea of  the game that  seems
so i n s t a n t l y  a p p e a l i n g .
Remember  Mi cr o Machi nes,
hell, w ho can for get .  Mi cr o
machines was a superb game
and a great deal of the appeal

of i t was down to the idea of
having these t i ny l i ttl e cars
racing ar ound household are-
nas such as baths,
tabl e  t ops  a n d
tree h o u s e s .
Admi t tedl y  t he
game p l a y
was a l s o
s u p e r b
and a l l
this as one bun-
dle created a great
game but i t has to
be sai d t ha t  t he
idea behi nd the  game had
an instant appeal.  Well  this is
a game t ha t  has t ha t  same

Instant appeal  and you really
want to get  t o gr ips wi th i t
Immediately. n o t  only does i t
have this appeal  of  being set

In these rather  pleasant
domestic sett i ngs.  We
only got  to play on five

levels and i f I 'm brutal ly
honest w i t h you w e

di dn't actual ly get
to see al l  of  these

levels due ei ther
to our  com-
plete Inabil-
i ty o r  t h e

fact tha t  the  demo is pr etty
dam hard or  a mixture of the
two. The final  game Is to have

1
I.



Just a few more levels of play,
seventy two t o be exact and
that  shoul d r eal l y pr esent
something of  a chal lenge t o
even t h e  fi n e s t  m i n d s
amongst you.  Ther e are also
goi ng t o be  for ty  di f fer ent
types of  tr oops and vehicles
and you wi l l  have  a  one  or
two payer  opti on available to
you, and there wil l  be end of
level bosses and secret hidden
bonus games.  Gosh!  W h a t
more coul d you want? Wel l
you could hope that i t's actu-
al ly e a s y  e n o u g h  t o  p l a y
because we found thi s ear ly
version a tr ifle hard.
recently we read a certain
article in a certain maga-
zine that supposedly told
you what to look out for
In games reviews,  one
tip was that  i f a review
compar ed a  ga m e  t o
other  games and said 'i f
you l i ked such and such
then you'l l  love this' then
It meant  that  the  reviewer
ha dn' t  actual l y  pl ayed t he

game a t  al l .  We l l  I 'm  now
a bout  t o  g o  o n  a t  g r e a t
length about exactly this and
bel ieve me I 've pl ayed thi s
game, no,  I 've struggled wi th
thi s ga m e  f or  qui t e  some
time. The  games tha t  i t  can
be compar ed t o are,  fi r st l y
micro machines, but only in so
much as i t is set In the same
ki nd of  mi ni atur e madness
wi th a few of  the same ki nd
of settings.  Another  game i t
can be
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compar ed t o is
of c o u r s e
Cannon Fodder .
Again this is due
to t he  fact t ha t
you have to blast
the  he l l  o u t  o f
your  enemi es
and you have
this same over
head view and
you c o n t r o l
wher e your  men
go.  L e m m i n g s ?
Wel l  y e s  t he r e ' s
cer tai nl y a n  e l e m e n t
Lemmings in there and even
bit of  Timekeepers.  However
so far  r m  not  over ly enam-
oured wi th this game. I found
the controls rather  confusing

and e v e r y t h i n g
r ather  di ffi cul t  t o
cope wi th.  I  thought
t ha t  t hi s  was j us t
me having a bad day
but  i t  seems t h a t
once I  t h r e w  t h e

demo o p e n  t o
the fl oor  for  al l
and s undr y  t o

have a crack at
it I  f o u n d
t ha t  I  w a s
not the onl y

havi ng aone

bad day. Do, however,  remem-
ber that this Is still a way off
compl et i on a n d  t he r e  a r e
bound t o be many changes.
Things do l ook pr e t ty  good
apar t f r om t he  fi ne  tuni ng
that  is needed and I 'm sure
that they'l l  be plenty of that.
So what  exactly are the con-
trols so far .  Wel l  ther e is a
row of  six buttons on the top
of the control  box which you
can see at the bottom of  the
screen and there are a fur ther
six si mi l ar  but t ons  i n t w o

rows of  three at  the bot tom
of this box. There is also a sin
-gle but t on w i th a skul l  and
crossbones on I t.  This single
button will  send all your  men
off in a seriously suicidal mis-
sion t o  pe r f or m  a n al l  out
attack on the  enemy base.  I
would seriously advise against
using this method al though i t
did actually do us some good
as we did two levels using i t.
The top r ow of  buttons have
several functi ons fr om view-
ing battles that  are goi ng on
to finding information on the
heal th level  of  your  tr oops.
There is a scanner at the bot
-tom left of the screen and you
can a l so z oom  i n  a nd  o u t
using one of the buttons.  The



button on the far  r ight Is for
the r a da r  how e v e r  as t h e
scanner does this lob anyway
you will find that it won't be
there on the final game. You
can use the lower set of but-
tons to send troops to attack
once you've selected them.
Set a soldier to defend a par-
ticular area, t op up a tr oops
energy to at least half,  some-
thi ng we  fai led t o make use
of in all the  confusion, and
you can send o f f  troops to
your chosen destination. The
general Idea of the game Is to
defend your  base and destroy
the enemy base.  These bases

are l ar ge si lver
saucer  t y p e
thi ngs a nd they
are best destroyed
by u s i n g  y o u r
grenade thrower, he's
the l i ttl e  chap with the
grenade above his head.
Well  what  wi l l  this game be
like? Who really knows, i t has
the potenti al  t o be excel lent
but at the same time i f noth-
ing changed then i t would be
a let down,  however  i t seems
that things wi l l  be changi ng
so look out for a full preview
or even a review In the next
couple of issues!
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Streetfighter two
was and still is
one of the finest
fighting games
ever to come out
on most of the
consoles and com-
puters there are,
what's going on
though? There
are more new ver-
sions than I can
wrap my head
round!
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first got my SNES. This was
the ultimate games console

as far as I was concerned and
on top of that I had the best
fighting game In the world.
Street Fighter 2. I  lived with
three friends at the time and
we must have spent an aver-
age of ten hours a day playing
the game until our skills were
so finely honed that we could
beat anything that the game
could throw at us and beat
every one of our friends that
came round to visit
and tried to
dent our
dom-

inance, between the four of
us we were without a doubt
the world champion street-
fighter players. Having said
that I  think that anyone who

had a  copy o f  this
game really felt

'nt irrt r'
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that the y  were  the  world
champion. When I first came
to work for this company we
ran a load of Megadrive and
SNES magazines and the only
challenge t h a t  a l l  o f  us
enjoyed was a serious bout of
Streettighter 2 against each
other. We spent many a night
when we should have been
striving towards one maga•
zine deadline or another actu-

,gvc2
I N

ally engaging in mortal com•
bat a ga i ns t e a c h  o t h e r
(mmm., sounds like another
game?). well since these early
days of street fighter 2 suc-
cess things have come a long
way. New fighting games on
new consoles are everywhere
you look .  There 's  V i r tua
Fighter on the Sega Saturn a
superb thre e  dimensional
game that tests you fighting

abi l i ti es t o
the  l i m i t

w i th i t s
amazing mov-

ing c a m e r a
views and some

serious characters.
Even this has now been

replaced with %lifted Fighter
remix, essentially this is the
same game but with rendered
graphics. Now with the launch
of the Play Station there's
games l i k e  b a t t l e  a re na
Toshinden, graphically superb
but apparently the gameplay
isn't quite so good, There's
also games like Teken two of
course. So what's the story
with Streetfighter Two, well
whilst all this has been going
on streetfighter has seen a
few changes of its own, the
world warr ior ,  hyper fighter ,
turbo, super,do you recognise

P R O G R E S S  A
A
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any of these words in connec-
tion with Streetfighter two,
well I  do and they all go to
show how many home com-
puter or console versions of
this game there have been,
and that doesn't include the
countless other versions that
have found there way into
arcades up a nd down the
nation.
Well here we are with Super
Street Fighter 2 Turbo. Well
it's not here quite yet but i t
will be soon and apparently
there's fur the r  plans  f o r
street fighter yet to be seen.
So what will this latest incar-
nation have to offer us. Well
now there are sixteen street-
fighters, w i th Cammy, Dee
Jay, T. Hawk and Fel Long.
Also there is a 'strange' new
Boss. One w i th previously
undreamt of powers. it seems
though t h a t  t h e
Streetfighters also have some
new tricks up there sleeves.
All of the fighters have new
moves and there  are super
combos. You have to charge
up your "super Meter"  To
unleash these powers, also i f
you learn a secret pattern you
will find that you can play as
the new boss Akuma. There is
also a speed setting option
and this will mean that you
have three distinct settings to
play with. So how good will it
be? well time will tell but I f
like me you were there at the
start of the street fighter suc-
cess then there's a fair chance
that this will be a great game.
So when we get enough to
bring you a full preview we
will and then we'll see what
this game really is like. 45

7:3
co
0



46

T I P S

H  ere we
are
again

with the sec-
ond part of
our fabulous
Time Keepers
guide.
Haven't you
finished it
yet? No?
Well fret no
more 'cos
our games
experts are
here on hand
to help you
out through
six more of
the garners
toughest lev-
els

9: S e nd a  pe rs on
through the two shut-
tles and get them to
open this door here

4: Some well placed
arrows can then make
the same bloke face
this switch and oper-
ate it

3: T h e  blok e  w h o
went thr ough t h e
machine is now on a
mission. Get him to
fi ght the  next mon-
ster a nd  l ump the
gap. Send him right
to th e  t o p  o f  the
bridge

1: Get the soldier here
to fi ght this monster
and the n lump the
gap it leaves. Place a
spanner next to the
machine so tha t he
will land on i t  and
then lump in straight
away. Place a  down
arrow a t the  exit of
the machine to keep
him safe for now

JJA•o_i
11: The path to  the
exit i s  n o w  c le a r!
Simply guide one sol•
dier a l l  t h e  w a y
around to  the  e x i t
through all the open
doors and pathways,
and let the rest follow

8: Jump the chap over
the gaps and walls in
the way to these two
switches. Ac t i v a te
them and send him to
the exit as his work is
done

7: Head him up here
through th i s  d o o r
which w i l l  c l o s e
behind him

10: G u i d e  h i m
thr ough the  door  he
has j ust  opened and
get hi m t o j ump the
gap i m m e d i a t e l y
behi nd i t .  Thi s  wi l l
make him land in such
a position that he can
activate thi s swi tch.
Send h i m  r i g h t
straight away so that
he d o e s n ' t  t u r n
around and fall to his
death

5: N o w  g e t  h i m  t o
open this door  and go
through it.

6: Then get this heroic
little chap to turn this
machine on

2: j um p a  m a n over
this ga p a nd across
the bridge. Make him
open the  switch a t
the end of the bridge
and then send him all
the way back down
and ov e r  t h e  g a p
again. Make sure he
doesn't fall down the
hole
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10: Ge t hi m t o  g o
back out and press
this final button and
guide him and every-
one else out of the
exit

8: Get a second soldier
and make him work
his way up to  here
and a c t i v a te  t h e
switch.

9: Send him through
and press this switch

3: This bi t is annoy-
ing. All the  soldiers
have to jump over the
wall on the  right a t
some point but to do
this you have to place
a left icon. They will
walk le ft,  then turn
round. Drop a jump
Icon on the le ft icon
and they'll jump the
wall Then replace the
jump icon with a left
icon whenever you
need to get another
man through

2: Pos ition a  l e f t
arrow and a jump so
that a man will jump
over the wall to the
left. Then direct him
upwards a nd j um p
him over the wall in
front
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7: Ma k e  t h e  ha r d
working guy activate
both of these switches
and the n send him
out of the exit

6: Now send him up
through th i s  d o o r
which w i l l  c l o s e
behind him

4: Guide  t h e  m a n
round, making him
Jump the many obsta-
cles, unti l  h e  ge ts
here. Fight this mon-
ster and jump the gap
and go up then left

S: F i ght th e  thre e
monsters and jump all
the obstacles and acti-
vate this switch

1: A down arrow here
will save one  chap
from certain death
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5: Now go for a 'aunt
In the  shuttle ,  bu t
watch o u t  f o r  th e
open door

3: i t is a simple mat-
ter to guide the man
over all the  walls to
open this switch.

1: Jump the walls and
into this shuttle. Walk
right a nd go down
into the other shuttle.
When the man walks
out turn him around
and send him back in
again. He  can now
activate the switch
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6: When he leaves the
shuttle go le ft over
the gap and down to
this switch. Now i ts
time to go. This level
is fa irly  simple and
the pa th should be
ready fo r  everyone
else to leave

4: Send him through
the door and up to
this switch. Open it.

2; G o through th e
door and open this
one here



5: The  pa th is now
clear for all the men
to come up this corri-
dor, past this  mon-
ster, and then right to
the exit

2: Jump a l l  o f  the
walls and press one of
these switches here.
Make one of the men
go down a nd Jump
them back over three
of the walls

3: lump the  wall on
the le ft then go up
and fi ght the  mon-
ster. Now press this
switch
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4: Now get our hero
to work  his way all
the way up here, tak-
ing out any monsters
in his path. Get him
to press the  switch
and then leave

1: Activate this switch
and go through
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2: Use this  space to
turn him around so
that he can lump the
two gaps below

5: Jump the gap at the
bottom of the bridge -
and open the door. Go
through it and open a
second door

1: Send one man into
the shuttle
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6: The  way  is  now
clear to the exit and it
Is a simple a ffa ir to
get all the men out to
safety

4: Walk all the way up
to thi s  switch a nd
press i t.  A pla tform
will lower. Go across
It

1: Jump al l  t he  gaps
and fi ght two mon-
sters to get to the sec-
ond shuttle. Go le ft
and the n  u p  upon
leaving
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This l evel  l ooks very
daunting but  is actu-
ally qui te simple. just
lay all the icons down
exactly as shown here
and you will finish the
level in no time at all!
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KEY
U U p
D - Dow n
T - Tow ar ds
A - Away
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Punch

D F i r e  L a rg e  Cap Shield

Belly Attack T  fit D ki Fire S p i n n i n g  Cap Attack
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Slab Defence

,

Push Attack

Knee Attack

So did you like it? Dangerous Streets is what I mean.
Well as you can see we are continuing on our line of
giving you a complete game to play with but some-
times we reckon that you may want a few tips to go
with the game so Here I am with all the moves of the
serious fighters in Dangerous Streets. Well most of
them anyway! You want to know how to beat the best
of the best, well if  you do then read on!
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-
t

11111M.-

A & Fire S m a l l  Punch
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D & R & Fire S h o o t i n g  Star 12"

Fire F i r e w o r k  Attack

R & D Fire Sliding Kick

U & Fire Big Kick
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T & Fire T r i p l e  Lightning Punch

U & A B a c k w a r d s  Spin

D & T L o w  Kick
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D & Fire H e a d  Butt

U & Fire K i c k

Fire D o u b l e  Fireball

A & Fire P u n c h
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U T  Et Fire H i g h  Spring Kick
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D T  L o w  Spring Kick

Fire M o a t  Monster Attack
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A Et Fire M e d i u m  Spring Kick

Up S p r i n g  Punch
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ALADDIN
Publisher : Virgin

Issue Reviewed : November 94
Amazing graphics in this plat-
form conversion from the Disney
movie. Shorter than some, but
longer than your average magic
carpet ride, Aladdin takes the
Amiga by the scruff of the neck
and bel lows ' A  Whol e  Ne w
World in its face.

k
e
o
r
,

'A.B. TOWER'ASSAULT
Publisher : Team 17

Issue Reviewed : January 1995
Team 17 is back on familiar ter
-ritory wi th this, the sequel to
the sequel that first established
the E u m pa n y as one of Britain's
leading Amiga developers. i t's
more of the same, but this time
with some Towers in it.L

A.T.R.
Publisher :Team 17

Issue Reviewed ; March 1995
All Terrain Racing is what you
get i n  t h i s  tyr e-shr eddi ng
bumpathon w i th excitement-
shaped knobs on. i f you fancy
sucking a  De a th Race 2 0 0 0
meets S pa ghe t t i  J unc t i on
flavoured gob stopper, then ATR

is one sweetie you'll savour.

••••

=WOW?.

- BANSHEE
Publisher : Core

Issue Reviewed : July 1994
anshee is a roller-coaster ride

hell. I n a buzz -bird called
3 nshee, Test your trigger finger
ad powers of concentration in
'us Tore/  Toral-tastic one or
No player flight of fantasy er...
lowing thi ngs  t o  ki ngdom
come.

BUBBA/NI STIX
Publisher : Core

Issue Reviewed : January 1994
More platformular near-perfec-
tion from Core with this beauti-
fully programmed game. A bi t
on the brief side, but as original
as a young white trash meets
magic piece of wood, meets bad
blobs in a tricky-situation-type

of scenario can Ise.
911

[A
r CANNONFODDER

Publisher :Virgin
Issue Reviewed : Dec 1993

War, according to those wacky
Sensible boys, has never been so
much fun, and we're inclined to
agree. It might look like a simple
run around and blast everything
affair, but there's a surprising
amount of strategy involved.

it.
Ai

THECLUE
Publisher : Black Legend

Issue Reviewed :Sept 1994
Become London's next Mr  Big
without ever leaving your rooml
Yes, The Clue is the proof that
crime plays! From humble tea-
leafery to bigger blagues wiv'
shooters 'n' slags, you've got to
stay one step ahead of  the

'Filth'.

SIONt kir n u e  is 60 electrum
'robin% that I  t  sate, Sad ri.1
lea Viet I  covedn't

r CRYSTALDRAGON
Publisher :Black Legend

Issue Reviewed:December 1994
Good Lord, it's a tad expensive,
but by crikey t h e  best ever
RPC in the sacred board game
style, featuring dragons, er some
crystal, and the usual gang of
consonant-heavy char acter s
stuck in a tricky situation with

L
a
n  
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v
i
l  
w
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DAWNPATROL
Publisher : Empire

Issue Reviewed : April 1995
Action packed, as flight sims go,
the thi r d sor tie for  Rowan's
impressive 3D engine is the easi-
est to fly and the most arcadey
since KOTS. New pilots should
start here, but only fl ight sim
Junkies wi l l  wish to own al l

Rowan's games.

-•
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Fl
Publisher : Domark

Issue Reviewed :February 1994
From t h e  Fr enchm en w h c
brought you Vrooml comes ths
official 11 licence. Actually, c'esl
Vroom Deux, encore vite, bul
avec le lab two player mode. Fl
buffs m i ght thi nk  i t  un pe t
unrealistique, m a l t  f or  the

L arcade lover, cast tres bont _A



1

•
So, i t  certainly isn't August this month, although it  has been

for the last two  months according to  our recommended guide.
Instead we offer you the superb autumn month of  October, and

here's your ex-editor Lee Brown with  a quick guide to all the....

r  FIFA
SOCCER
Publisher: Elec. Arts

Issue Reviewed : October 1994
FIFA's here at last and it's great!
A bit slow maybe, and rather too
much disltular swap foolery, but
nevertheless a solid attempt at
putting realism back into the
beautiful game. FIFA is a totally
different way of stringing the

La i d onion-bag.

F U N K
Publisher : Psygnosis

Issue Reviewed ; February 1995
Crisis cocks its leg on Fairylan
as Top Crystals go awoi from the
lour kingdoms. Luckily, tha t
Rink is bounces across the level
playing fields and puts pay to
the evil Wainr ight w i th some
spell-binding CD32 graphics!
a magical £14.99!

.1
4

1GENESIA
Publisher : Team 17

Issue Reviewed :Dec 1993
Huge society-building thing, sim-
ilar to The Settlers, but not as
easy to get in to straight away.
Start off with a tiny tribe, and
watch your  fel las gr ow  i nto
something t h a t  m akes t h e
Roman Empire look like a chain

of cheap Pizza Restaurants. A
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Publisher: Acid Software

ISSUt Reviewed ; November 1994

What's this, an original CD32

game that's got oodles of playa
bility? Yes. it's true!! Guardian is

the game you've been wai tin
g
for You are in space and havl 0 1

HEIMDALL
-1 2

Publisher : Core
Issue Reviewed r Dec 1993

leimdall 2  is gr eat.  I t 's  got
Iction, adventure and puzz le
oiving w i th a smatter ing of
lumour in all the r ight places.
llood, runes, ores, magic, etc.
Ind added love Interest in the
hapt o f  t he  saucy Ursula.
Phwaor!

ISHAR 3
Publisher :Daze

Issue Reviewed; Sep 1994
Ishar's back and this time c'est
troisl Wohratax the dragon Is
created Lord of Mils for  being
bad. More silly names and fanci-
ful plot twists from our  Froggy
chums i n thi s  sequel  t o  the
sequel avec les knobs enorme,

er... stir,

r  J A M E S
POND 3

Publisher : Millennium
Issue Reviewed : June 1994

The thi r d Pond platformer  is
huge. And fast,  I n operation
StarliSh Pond weighs in with a
Cannery of a performance to set
against his Dalton in Robocod_
OK, so there's less colour, but
there is more character  and

NILmore gameplay.

JUNGLE
STRIKE
Publisher : Ocean

Issue Reviewed : December 1994
Helicopters galore, but not,  i t
must be owned up to,  all that
much jungle, in this the succes
sor to Deser t Str ike.  This is
Comanche territory, so i t may
come as a surprise to learn that
we can recommend i t to you

without reservation. (Doh!)

d• • • •

K240
Publisher : Gremlin

Issue Reviewed ; May 1994
Populous with asteroids, that's
what this Is. Explore space to
find some asteroids. Colonise
'em, Exploit 'em. Zap every alien
In a race for  galactic domina-
tion, Build fleets, trade things,
mine stuff. Oh, how we loved it.

r  K I D  - 1
CHAOS
Publisher: Ocean

issue Reviewed : August 1994
Crazy story, crazy game. The kid
from the cretaceous age clubs
through platforms like a T-Rex
after a jet-propelled cow. I t's
parallax paradise, and the only
game more satisfyingly violent
than hitting a bank of stinging
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LEMMINGS
3

Publisher : Psygnosis
Issue Reviewed : January 1995

There's an old Greenland saying
that goes. ''Once., ther e  was
Lemmings, then Lemmings 2 and
now there is All New Lemmings,
and not,  as we previously sus
pected, Lemmings 3. But, hey,
what's in a name." Bunkers eh?

11
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LIBERATION
CAPTIVE 2

Publisher : Mindscapc
Issue Reviewed : Dec 1993

An atmospheric RPG with a sexy
intro! Really shows off the capa-
bilities of Commodore's CD32 to
the full and nearly as nice on the
Al200. Basically you have to find
out what's going on in this big
city where the  r obots have

gone mad.

r- MORTAL 1
KOMBAT 2

Publisher : Acclaim
issue Reviewed : January 1995

More MK. but  w i th a classier
look t o  go w i th t he  Rom an
numerals. Weird end-of-bout
happenings to out-fox Snippy
the Censor, but basically, hard as
a pie baked in Heirs Kitchen and
about twice as hot!

ON THE 1
BALL

Publisher : Daze
Issue Reviewed : Sep 1994

The only thing OTB lacks is Brian
Moore. Fresh as a daisy and as
deep as a devil's bi t scabious,
here's a footy management sim
to wander  through wearing a
big shirt, to linger in and make a
fragrant posy for  your sweet-

heart with. A

OUT TO
LUNCH

Publisher : Mindscape
Issue Reviewed : July 1994

His cupboard is bare,  and so
poor Pierre le Chef is on a tour
around some exotic locations to
re-stock his larder. Out to Lunch
is a tasty platform patisserie
with sprites that take the bis-
cuit. And that's no word of a

pie!

r  RUFF
TUMBLE

renaissance.

PGA
EURO TOUR

Publisher :Ocean
Issue Reviewed : Dec 1994

The best golf sim by about 440
yards. and bags more fun than
the real thing, which is admit
tedly, not a very hard thing to
be. Thanks to Ocean you and
your friends need never touch
Woosie's horrid Welch niblick

again. Hurrah!

•

r  PINBALL
ILLUSIONS

Publisher : 21st Century
issue Reviewed : January 1995

Fast and furious flipper-driven
action for  lovers of all things
ti l t-hating and tabular .  What
else can you say? I don't want to
mention the 'Babewatch tabl e
again. This is a family magazine.
Read any decent books lately

1 6
,
a n
y o
n e
. .
. ?

PUTTY
SQUAD

Publisher : System 3
Issue Reviewed : August 1994

Putty Squad knocks several
buckets of  poo out of  Putty.
Thrill to 36 levels of squishy blue
fun, which is more squishy blue
fun t h a n  y ou  c a n ha v e  a -
squeezin' things in a policeman's
trousers. Probably. Long-lasting

platform fun.

r ROADKILL
Publisher ; Acid Software

issue Reviewed : January 1995
'Don't go buzzing around in that
car, killing people, you bugger!'
No, it's not a gritty new ad cam-
paign from the DOT but a warn-
ing against Roadkill, the game
that puts death back into dri-
ving. Probably not Sponsored byA

W I W O O
IV E S '40
WE V • 40_

Publisher: Renegade
issue Reviewed : August 1994

Cute but curmudgeonly Ruff ha
lost his marbles, so that mean
mayhem in piatformular mode
for the likes of me 'n' thee. Thi
sgame is l ike Michaelangelo's
best pencil, because it's right at
the sharp end of the platform



•
...games which ought to be in your collection. Funny thing is

though, th at  the text is an awful lot like it  used to  in The Emap
One. And mroe curiously, the write  up for PGA Euro Tour was

the same as Cannon Fodder for the past 2 months! Go fi gure.

THE
SETTLERS

Publisher : Blue Byte
Issue Reviewed : Dec1993

Your typical god game, but this
time with a medieval setting for
your diminutive charges as they
build things, do things and keep
rivals at hay. Try leaving them at
It all night and see what the lit-
tle blighters have achieved by

the morning.

SHADOW
FIGHTER
Publisher Gremlin

issue Reviewed : February 1995
Limbered BELI-tification from
Spaghetti Land, where running
away from the fray is considered
'normal.'.  There are no white
flags on this baby, though,  as
she crouches Streeffighter-ishly
In the  gloom and snarls: 'La

donna e mobile Not  half!
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SORCEROR
Publisher AdventureSoft

Issue Reviewed : February 1994
The Brits at Adventureloft take
on t h e  Y a nk e e  m i g h t  o f
LucasArts and Sierra wi th this
humorous graphic adventure —
and lose. But  only just.  The
interface just isn't as good. The
puzzles are tough, but don't let
1
1
6
.
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SKI DMAR
2

Publisher : Acid Software
issue Reviewed Apr i l  1995

More isometric raceware that's a
bit arse as a one player-game,
but a real crowd pleaser when
two or  thr ee  a r e  ga ther ed
together for  a few laps. The
introduction of cows allows us
to say that in the beef stakes,
Skids 2 is a big fat juicy rump.

.9to-

SUPER
STARDUST

Publisher ; Bloodhouse
Issue Reviewed : December 1994
Super Stardust, then, Or even the
nowbudgetular Stardust are the
ultimate Asteroids clones. Their
graphics kiss your eyeball repeat
edly and whisper, 'Come with me
Earthling, and I  will show you
the meaning of pleasure.'
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Publisher : Renegade
issue Reviewed : lanuary 1995

It's Semi, Brian, but now it's a
game of tw o halves! Tactics,
transfers and injuries plus That
Zambian League in full .  Then.
look Out! Computer teams head
mg the ball and keepers wi th
less butter  on their gloves. The

same, only different er.

!

c  a

THEME
PARK
Publisher : EA

issue Reviewed :October 1994
Alton Towers, Al ton Showers
more l ike! Euro Disney, c'est
Eurodismall How do I  know?
Because I've licked Theme Park
right down to the stick and tast-
ed Sim heaven. What's more,
have sniffed the bottom  line

and it smells lovely,

UFO
Publisher : MicroProse

Issue Reviewed December 1994
'Hello Planet Ear th' say odd
looking blokes with frog-spawn
guts. 'Eat lead you fiends from
another  wor ld,  you',  repl ies
Porky Pig, Not really. Save the
planet, and that takes strategy.
dash a n d  w hol e  ice-cream

scoops of death_

WIZ 1
N  
L I
Z

Publisher : Psygnosis
Issue Reviewed November 1993
A game that's so much better
with two, this cute platformer is
transformed when the both of
you do it. Compete for  the col-
lection of coloured rabbits in a
magical split screen race against
the clock.  N o w  a  budge ty
£12.99, by crikey.

a

X-IT

Publisher : Psygnosis
Issue Reviewed : October 1994

OK, which arse changed the title
of this game? The top puzzler of
'94 was Zonkecil, now it's A-IT.
Apparently, the new ti tle is a
clever play on words. Esit —
See? I  thi nk the  people w ho
come up with these things are

marvellous.

63



LIVERPOOL '95
T H E  O F F I C I A L  Y E A R B O O K  O F

T H E  1 9 9 4 - 1 9 9 5  S E A S O N

I  i v e r p o o l  Football Club have
had a superb 1994-'95 season which has

seen glory  return to Anfield in the form of the
Coca-Cola Cup. The season also saw The Reds
fighting for top honours in the Premiership, and
by virtue of their cup win they are now set for a
return to top-flight European competition.

Oxford International Publications is proud to
announce the launch of its 1994-95 Liverpool

First 500 orders
receive a limited-edition

collectors presentation-case
free of charge!

ORDER BY CREDIT CARD ON:
01865 202770
LEI 11

P o s t Code
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Football Club Yearbook. featuring
over 150 stunning colour photographs depicting
the most important and spectacular moments of
Liverpool Football Clubs  1994-'95 season. The
teams progress through the season is captured
in month-by-month chapters with concise written
accounts of the key events and brought to life in
page after page of vivid imagery. Chapters cover-
ing Liverpool's star players and a comprehensive
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set of match statistics complete what is the defini-
tive record of the clubs season

This large format book is designed,
printed and hard-bound to the  finest
standards, and will appeal to even the
most discerning supporter. Published
I l y t h e y e a rbook w i l l be c ome a
highly collectable and lasting record of
the team's future glories.
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