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2HOPPERLIVE - COMPUTER SHOPPER LIVE

- fiefore you pay

Try it before you buy it! That’s what the Computer Shopper Show is
all about. It’s the only exhibition that covers all you’ve ever wanted
for your computer and more, so whether you’re into consoles,
Amigas, STs or PCs, don’t miss it!

As well as offering you the best deals around from major hardware
and software suppliers, you can have a crazy time making your
mind up what to buy.

CHECK OUT TAKE GET SMART
the games arena a strole down Console and take advantage of FREE
experience and be the first Alley and get the feel of technical and buying advice
to put the very latest the latest consoles on the from Computer Shopper
software to the test. games market. Magazine’s team of experts
and the

Dor't wait for the Z6ro hour Defore  smice FT L XA
checking into the Games Zone, book *"* \ il
NOW and save yourself some cash! hook eary

Adults £4.50 .
i
pnder 16's £3.0
(£6 & £4 on the
loor)
t- O71 373 8141 [ e

: Spring Computer Shopper Show
Spring nf;';“%';‘ﬂp?;‘“"“” Show i 28-31 May, National Hall, Olympia Pre-registration form
Show nperﬁ'ng times: 10am to 6pm each day | Name

| Address
The show is taking place at Olympia Exhibition |
Centre, Hammersmith Road, Kensington, London |
W14 and can be easily reached by TUBE: Olympia- | Postcode
District line, Circle line, Picadilly line and |
Metropolitan line. Or by BUS: No's 9, 10, 27,29, 91. | Please send me adult tickets @£4.50 and _ child tickets @£3.00

| (]l enclose a cheque made payable to Computer Shopper Show for £
BOOK NOW: Complete and return the following | []Please debit my ACCESS/VISA account
coupon to: Spring Computer Shopper Show, Earls |
Court and Qlympia Ltd, Earls Court Exhibition I o o) KT s TG U R el | ST % 0 T Ml | £ S Pl SO
Centre,
Warwick Road, London SW15 9TA. : Expiry date / Signature
Closing date for ticket lications 22 May 1992.

s pnholhy, ool I Which of the following are you interested in at the show?

1Amiga ]8T [C] Printers/Other Peripherals
JPC [] Games Software [] Other Software ST1



TH-TH-TH-THAT'S ALL FOLKS
Well, for most of us. Next month’s issue of
The One is going to be somewhat different.
For a start, none of us will be here. We're all
heading off to meet fresh challenges head
on, to be replaced by the lads from our
ex—sister magazine ACE. Don't worry though,
you're in good hands as one of these is none
other than the irrepressible Gary Whitta. Yep,
Whitta's back home where he started and
together with the others (Jim Douglas, David
Upchurch and Jim Willis) is bound to bring
you the brightest, liveliest, most informative
read for Amiga games, every month, without
fail.

Before the rest of us depart though, we
| would like to thank everyone who's helped
us put The One into your hands each month.
Whatever part you played, no matter how
small, your efforts were greatly appreciated

and, we hope, well rewarded.

Almost time to hand over to the new boys
in town so with a lump in our throats and a
tear in our eyes, we wish everyone all the
best and... Goodbyeee!!!

Paul, Jools, Heather and Gordon

sp ACE tkus ADE 6 THE bloodhounds keep
their noses to the
AND SNEAK ground, their ears
pA ' PREVIEW peeled and their eyes
| ) DISK - on the grindstone
Blos fall Umbrellas at the ready = (ouch!).
chaps, Parasol Starsis
about to come 18 BIG NEWS

storming onto your

screens. That's joined
by Space Crusade and a
couple of Golfing :

Things they are

to find out what.

Greats and Trickshot 21 PROFILES
Trials. © System 3's top-bod,

Adrian Cale, reveals all
8 NEWS

his sins and secrets to
our ever—alert tape
recorders. Mike
Singleton does the
same, only different.

As the industry rumour |
mill goes into i
overdrive, our band of
spies, informants and
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ANew World

NODISK? SEE YOUR NEWSAGENT

Adobe llfustrator. Colour origination by Trac
Middlesex, Printed by Southern Print, Upton Factory, Upton, Poole, Dorset. Distributed

- 24 LETTERS

: Subjects on offer in

: this month's debating
| ¢ forum are: Box quality,

: game guality,

¢ magazine quality and

: the death (sort of) of

i the Sarge.

26 WORK IN
 PROGRESS

. Graftgold's Fire And
] . lee heats us up, cools
a-changing! Read here . 5 down and generally
¢ impresses all round,

. while Ciaran Brennan

¢ dons his football kit

. and drops in on

. Sensible Software for a
. behind the scenes look
. at Sensible Soccer, the
. madcap answer to Kick

Off.

® EDITORIAL: Co-Editors: Heather Turley, Paul Presley and Jools Watsham Art Editor
Gordon Barrick Contributors Ciaran Brennan, Steve Cooke, Kati Hamza, Rik Haynes,

® ADVERTISING: Manager Jon Baker Production Assistant Sarah Milne
® ADMINISTRATION: Publisher Mike Frey Marketing Manager Marc Swallow

The One for Amiga Games is produced via .ﬂ.;ﬂple Macintosh Desktop Publishing, using Quark Express v3.0 and

Origination, Unit 15, Heston Industrial Mall, Church Road, Heston,
therr by BBC Frontline.
Telephone numbers: Editorial and Advertising 071 972 6700/071 972 6710 (fax). Subscriptions and Back
Issues 0858 410 510/410 888 (Answerphone). Newstrade Queries (0733) 555 161

|S|Hﬂms . And Finally... Ultra-special thanks to: Kerrin Hands, Geoff Fowler, David Upchurch and to everyone else

who's helped us over the years!

Never Boen Suc
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34
LUCASFILM

You've marvelled over

Indiana Jones And The

Last Crusade. You've
gone ga—ga over The
Secret Of Monkey

Island. Now go totally

do-lally over the
sequels! Paul Presley

did...

36 VIRTUAL
REALITY

You've no doubt
managed to

of VR by now, but have
you ever wondered
how they put those

you chance to find out,
with Steve Cooke.

39 BIG NEWS |

PART 2

More on the event of
the year (almost)!

41 REVIEW
The best Amiga
software around
brought to you in an
easy to digest form so
that they don't leave
any unpleasant
after-tastes, We tell
you what's worth
shelling out for and
what's worth being
shelved, in our
all—colour, last chance
to see, once in a
lifetime reviews
section!

62 BUDGET

If you're currently on
an economy drive,
you'd be well
advised to check
out what Jools
has got
hidden in his
budget
section. 5ome
of the

greatest games 5
of yesteryear (and

. yestermonth) tend to
© crop up in here all the
: time,

experience the delights :

64 ARCADES

Rik Haynes takes over

g the coin-slotti
things together? Here's : ki

. from this year's ATEI

. show. If it's a coin—op
¢ and it's any good, you
. can rest assured that

- it'll be in here!

67 DEMOS
. Singular of mind, body
- and purpose, Gordon
: Houghton treads

- carefully into the

. murky world of Public
. Domain.

- 70 TIPS

- Brian Meshitt's final
- hour! He leaves you
. with Robocod: Part
. Two, Team Yankee and -
. all the usual cheats and
. contacts that he's ]
. become internationally :

famous for!

8% that's it! The
; rest of us will
now bow out and

leave the door open for

the new management

¢ to say hello. Find out
- what the future holds
¢ for your favourite

: Amiga games magazine -

mantle this month and el

. sends back a report

never be the same

© again!

GAMES FEATURED THIS ISSUE
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HEY'RE BACKI Everyone's favourite ex-dinosaur now-—cutey
Tdmmciers, Bubby and Bobby, are back in their third adventure
on the small screen. Parasol Stars has the hapless twosome

whisked away from their now—safe Rainbow lslands after having
received a pair of magical umbrellas as a reward. An evil wind carries
the duo away and deposits them in @ completely new set of fun-filled,
action—packed worlds.

Our cover disk features the first four levels in the Music World,
featuring bad guys ranging from grand pianos fo trumpets, which
allows two players fo get involved in the fun and should be just enough
fo get even the most hardened platform addict frothing ot the mouth E:r
more. The full game should be in the shops any day now and contains
over 60 madcap levels. For full details, peruse our review on page 42.

" B *: - CREDIT 1.
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i
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INSTRUCTIONS

Go north, Get the magic sword. Dance with the green
dragon of Isundel. Eat curry with the pixies of Solaris Five.
Turn left at the lights and straight on past the roundabout.
The aim of the game is to clear each screen of nasties and

collect any bonuses that you can find. Normal joystick
movements apply and pressing fire will cause either Bubby
or Bobby to hit out with their parasols, If, however, you hit
something and keep holding fire, you'll be able to pick
whatever it is up and be able to carry it around the screen,
to be thrown at something whenever you feel like it. You
can even pick up the other player if two of
you are taking part.
Bonuses are hidden around the screen and the best way to
find them is to pick something up and throw it from one
side of the screen to the other. Any bonuses that it hits
along the way will reveal themselves.




T'S TIME FOR QUR OTHER great monthly competition fo take a
bow, the MicroProse Golfing Greats! The best armchair golfers in

one by none other than Mr. Wingchee Man of Essex, the very man
who inspired the competifion in the first placel Of all the shots that
we've received, none has yet managed to top his efforts.

So, load them up, toke a look and see if you can do better.
Remember there's a superb MicroProse prize up for grabs and all the

winners of our four month competition will be playing in the grand final 5

at MicroProse's very own offices!

By the way, we're not just after holes in one. Any shot that you think is &5

a spectacular feat can be a winner, a pixel-perfect chip from a deep
bunker straight info the hole, a deep drive that efforflessly avoids the
trees, water and sand traps. If you think that if's any goed, pop it on a
disk and send it to: Golfing Greats, The One For ST Games, Priory

Court, 3032 Farringdon Lane, Londen, ECIR 3AU. Send it along with
your name, address, telephone number and T-shirt size (including your

name and address on the disk label).

UR SECOND GREAT competition also officially kicks off this
month, Trickshot Trials. And who has the honour of being our

first winner2 If's (drum roll please) Mark Laine of Chalfont St.
Peter’s, yaaaayyyy! His disk contained the statutory two shots and
while neither were particularly complex, our pane! of judges decided
that they both had a certain simple pleasure about them. A couple of
really nice looking shots.

So what are you waiting for? Load them both up as per usual and
watch ‘em go down. Done that? Think you can do better¢ Have you
watched Jim Davidson's Big Break, seen one of John Virgo's Trick
Shots and converted it successfully to your computer? Well, send it in
then. Trickshot Trials, The One For ST Games, Priory Court, 30-32

Farringdon Lane, London EC1R 3AU is the address you should use and

please remember to include all your own details on the disk AND on a

separate sheet of paper.
_

THE SMALL PRINT

Condition the first.
Whilst The One maketh every effort to check thy cover disks
for all knownst viruses, we canst accepteth no responsibility
for possible damage caused by viruses unbeknownst to us.
Condition the second.

The One andst its noble retailers are ne’er liable for any
unbeknownst changes to thy contents of cover mounted
disks which mayhap occur.

the world have been driving balls in our general direction ever since £
we announced the comp. This month’s winner is a superb set of shotsin |

TRICKSHOT TRIALS

LOADING

Parasol Stars can be loaded up by following these simple
instructions. Just pop the disk in the drive and turn on the
computer. The Golfing Greats and Trickshot Trials can be
seen by loading up the appropriate game in the usual
manner, selecting the relevant Load Data options from the
menus (check the manuals for full details) and then
treating the cover disk as a data disk.

DISK TROUBLE

Trouble with static cling? Is your low temperature cover
disk not able to remove those fatty stains left behind by...
beetroot? Well now the answer is here! New specially
improved, thicker, concentrated, disk-repairing Zappo 3
has arrived. The only liquid conditioner that leaves your
hair with a softer, shinier look that feels as though eight
out of ten cats prefer it.

Of course you could save even more money by taking two
bottles into the shower and sending your faulty disk
(along with a stamped addressed envelope to the value of
28p) to: The One For ST Games Cover Disk Returns, PC
Wise, Unit 3, Merthyr Industrial Park, Pentrebach, Merthyr
Tydfil, Mid. Glamorgan, CF48 4DR.

However, if you're sat around at home, you could make
new friends on the telephone. (0443) 693233 is the
number where a big party is happening right now! It's
also the number for PC Wise's halgiplrmd should be used
for the most dire of emergencies (such as running out of
instant coffee when your sexy neighbour is in another
country) at the following fimes only: 10,30 to 12.30
weekdays. And remember, if they can’t help you, they’ll
probably know a man who can.

THE OMNE APRIL 1992 R 7
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all the latest info

straight from the
horses’ mouths
including... a couple of
new computerised
television shows, a

new lease

of life for
Graftgold’s
Fire And Ice, two new

"'.I...1|||l|'|TI|I .1 '." -|||||I|I'1 'I .|| H

games from the
demgners of Elf, a

people that brought
you MicroProse and
Sierra, a range of mice
that are specially
designed for kids...

] ITH ' B l
R
!
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RUSH FOR TV
GAME SHOWS

AVID GAMERS, WHO'VE
LONG BEEN IGNORED by
the powers that be in
television, are suddenly the
most desirable viewers
imaginable it would seem,
with all of the major channels
currently looking for a way
into the computer games
market.

The biggest of the lot, of

course, is Channel 4's

the three million mark in terms
of viewing figures, and is now

series to begin in September.
Hewland International, the
production company which
produces the popular game
show, refused to confirm that
the second series would happen,
but it is currently advertising for

- though, Yorkshire Television is
. in the process of producing its
. OWN cOmputer entertainment

. show. Provisionally entitled

i Owverload, the show will be

. presented by Andy Crane and

. promises to be “More
Gamesmaster, which has topped |

. two new researchers, which
- would suggest that it's a good
¢ bet.

Not content to sit back and let
Channel 4 have all the glory

Tomorrow’s World than
Gamesmaster,” according to its

. producer.
almost certainly due for a second

Other TV programmes believed

. to be interested in including

. computer games coverage are

. BBC's 100 Per Cent and [TV's
. late night video review

programme Video View,
although no firm details are
available for either at present.




SOFTWARE LABELS COME
AND GO, so the arrival of a
newcomer is usually little to
get steamed up about.
However, when the man in
charge of one of these
newcomers has previously
been the force behind
such successes as the
Midwinter series and
the more recent
Sierra hits, then a
little more attention
is required.

Peter Jones is the man
in question and Mirage
is the name of the
publishing firm which
he's just set up. And
although the firm may
be a relative infant,
Jones is confident that
it's going to grow up a
winner: “We aim to be
the biggest European-
owned software house
within three years,” he
claims.

The firm is already
making waves in the PC
leisure world with its
eerie Sierra-style
adventure Darkseed,
but this, it would seem,
is only a taste of things to come,
as the following line-up
demonstrates.

Developed by Imagitec and
scheduled for a May release,
Humans is, in Jones” words:
“‘Like Lemmrings, only 10 times
better.” Like Psygnosis’ mould-
breaking platform roller-coaster,
Humans sees you attempt to
guide a number of characters (in
this case cavemen) from one end
of a level to another.

However, there's a little more
to it than that, as the ignorant
Neanderthals need to evolve and
learn as they go in order to

negotiate some of the later levels:

. for example, the ability to chuck
. a spear may become essential as
- the game progresses.

Moving just about as far from a

Lemmings-style platform game as
¢ possible, Mirage's next offering
- will be Ashes Of Empire, a

THE MIRAGE TEAM. From left to right (seated): Andy Whittaker,
Andy Clarke, Andy Noble, Beverley Wood, Julia Coombs, Simon Wrﬂe
Standing: Jim Murdoch, Peter ]nnes, And}r Wood.

.magsive 3D effort which is an

advemure game first and a
. strategy game second.”

Frogrammed by Mirage's in-

. house team, Ashes Of Empire's

. plot closely follows the break-up
. of the former Soviet Union. Set in
. a conglomeration of countries

- which consists of five republics

. (each of which has eight districts)
- and two separate, but allied,

. states, the game allows you to

: interact with more than 28,000

i characters in order to avert the

i imminent civil war.

Of this population, more than

600 are 1n:;:|11,f1c|u.a]|:-,-r crafted and

: proglammed using a new 3D

[T GAME FROM
IHE DESERT?

. technique, and sport the *...most
. realistic features yet seen on any
. computer character.”

Jones is equally excited by the

. game’s depth as he is by the
. technological advances it
- contains: “What sets Ashes OF

Empire apart from other
Wlstrategy games,” he says,
“is that in everyone else's
the conflict is really clear
cut, whereas in this caze
there are, in effect, 42
states — each one fighting
against all of the rest. It's a
political nightmare.”

Bl Those of you itching for a
\ fight of this kind will only
have to wait until early

B une for this particular war

B The final title in Mirage’s
piinitial line-up is Ragnarok
another strategy game,
but this time with a very
different style.

Based on an old Viking
board game called The
ing's Table, Ragnarok is
essentially a battle for
supremacy between four
gods and features “...quite a
sophisticated set of rules
and move sequences.”

Once again developed

. Imagitec and due for release at

. the end of June, Ragnarok is:

. “Like Battle Chess only 10 times
. better. It's got all of the

. sophistication of chess while

being a faster and more

. stimulating game.”

Commenting on the diversity

. of Mirage's games, Jones says:

. “We want to run through the

. whole spectrum of games, even

. now we're talking to RPG and

. adventure creators. Actually,

. what we'd really like to be is like
: Sierra and MicroFrose put

: together... only 10 times better.”

THE OMNE APEIL 1992 R 9



THALAMUS
HITS THE
FAN

THALAMUS
GROUPIES (and
aren't we all?),

YyOur prayers
have been
answered -
the world's
favourite
software
publisher has
just given in to
public demand
and
announced the
formation of
its all-new fan
club. Club
members will
receive
product
information,
merchandise
and a
newsletter,
and will also
be entitled to
take part in
exclusive
competitions.
Interested
parties should
contact
Thalamus on
0734 817261
(but don't be
disappointed if
you can't get
through first
time!).

PROGRAMS

The term
'value for
money’ has
just taken on a
whole new
meaning as
Empire has
released
Award
Winners, a
£25.99 package
which contains
an unfeasible
12 disks. These
disks contain
Space Ace,
Populous, Kick
Off 2 and
Pipemania and
are in the
shops even as
we speak.

GLORY GLORY ARSENAL

SHOWING A REMARKABLE INSIGHT for
public demand, Thalamus has announced that
it is working on a brand new football game,
based on North London’s all-time favourite
club, Arsenal FC wrires Ciardn Brennan, devorted
Grunners fan and season ticker holder.

The Berkshire-based publisher, perhaps best
known for its shoot 'em up Armalyte, has been
working on the game (described as a being “mainly
arcade action, but ;
INCOrporating a management
section™) since it secured the
licence in late '91, and hopes
to have it in the shops for
Easter.

As you'd expect from a team
with such an impressive on-
field reputation, the Gunners
have been more than helpful
in the development of the
game. “Right from day one
they have supplied us with a
comprehensive range of club
information as well as the
opportunity to photograph
throughout the superb
Highbury stadium,” says
Thalamus' David Birch. “We
now hope to reward their
support with our own top of

r

|
s

Rl

P ¥ L
|

STORMLORD SEQUEL
DELIVERS THE G0ODS

. the table release.”

Arsenal F.C. The Computer Game will feature all

. domestic and European cup championships — even
. though Arsenal are sadly no longer involved in any
of them (next season, next season — Ed.) — while

there’s also a “free in-pack giveaway” promised.

When asked about the possibilities of a
Tottenham Hotspur based game, Birch replied
*Whot". Good answer...

Arsenal make the long-awaited conversion to a computer game.

GAMING
GOES
NATIONAL

DOING ANYTHING ON MONDAY APRIL
13TH¢ No¢ Then why not dust off your
joystick and get involved with the first ever
National Play A Game Day, which has been
organised by the European Leisure Software
Publishers Association (ELSPA).

GET READY FOR
DELIVERANCE from
21st Century
Entertainment, the
sequel to the highly-
acclaimed Stormilord
which is due for
release next month.
Created by Peter
Verswyvelen (from an

original idea by Raf
Cecco and Nick Jones)
and with graphics by
Kim Goossens,
Deliverance is the four-
level story of your
attempts to locate and
free a bunch of
imprisoned fairies from
Satan's clutches.

An as-yet unnamed major charity will benefit
from the day, which will mostly centre around
local software retailers, who are expected to
organise special promotions, competitions and
other relevant tie-ins.

Most of the major software publishers are
expected to get behind the event, so to find out
what's happening in your locality, get down to
your local software store.



{ITTTTS

MINDSCAPE
NABS MARIO

IN WHAT MUST BE SEEN as the coup of the
century, Mindscape has become the first
company to win the rights to use Nintendo's
world famous Mario character on any format
other than the Japanese giant’'s own consoles.

However, before you get too excited, the
agreement doesn’t allow the US publisher to
develop any Mario-based games: instead, the first
result of the link up will be an ‘edutainment’ (the
new buzzword for educational software) package
entitled Mario Is Missing, where the less famous
twin Luigi goes in search of the miniature plumber.

Mindscape is however excessively pleased about
the arrangement, with UK boss Geoff Heath
commenting: “We are pleased that Nintendo and
ourselves will be expanding an already close and
successful relationship. We expect to offer personal
computer users their initial opportunities to
experience the Mario Bros. first hand.”

Although this first package is initially aimed at PC

owners only, the very fact that Nintendo has
allowed Mario this much freedom can only be a
good thing for computer users everywhere. We'll
bring you further developments as they happen.

L - - 4 & L =

THE SHOW GOES ON

THE LONG-
RUNNING series of
16-bit Computer
Shows continues to
go from strength to

strength: the Shows’

organiser,
Westminster
Exhibitions, has just

announced that more

than 32,000 people
attended last month's
event.

The next in the series
will take place at the
Wembley Exhibition
Halls between July 10th
and 12th.

AN IMPOSSIBLE

DREAM?

Well now, here’s something of a first, a game from one of us!
Yep, that darling of the software media and all round friend of
the stars, Jools Watsham, has been spending what precious
little time we give him to himself,
completely designing and
drawing the graphics for his very
own platform game,
imaginatively titled Impossible
World.

The irrepressible Mr. Watsham
describes it as, “The home computer’s
answer to Sonic and Mario... only
much, much better!”. That, however,
remains to be seen. Impossible World
is the result of almost half a year's
work and it’s undergone many, many changes since Watsham started
— including being first a manic shoot ‘em up, followed by a
Lucasfilm—style adventure game. Eventually he settled on a platform
romp and with the help of Gareth Vilday (music and design), Paul
Matthes (FX) and Arcane Design’s Simon Cook heading up the
programming side, Impossible World has blossomed and attracted
several interested parties. Core was rumoured to be nibbling at the
bait at one stage, but pulled out due to a few similar projects already
underway, but the top contender at the moment is Rod Land
publisher, Storm.

“It’s all come as quite a shock to the rest of us at The One”, exclaims
long-time companion Paul Presley. “He was always such a quiet lad
and would often disappear for hours on end into the games room. We
just thought he was playing Anco’s Strip Poker or leafing through his
body-building magazines. We had no idea he was loading up DPaint
IIT and messing around with sprites.” Close friend and tips supremo
Brian Nesbitt wasn't in the least surprised though, “I always knew
Jools had it in him — believe me, I've often tried to pull it out but with
no luck. He's been in a prime position to check out what's happening
with the competition for some
time and I could often hear the
cogs creaking in his skull as he'd
nick ideas left, right and centre.”

Impossible World is planned
for a Christmas '92 release,
providing Watsham and Co. can
strike a firm deal with someone.
Anyone interested in snapping
up the young talent and likes
what they see on this page should contact The One.

AN APOLOGY

In the February issue of The One (issue 41) we printed a

less—than- comphmentar}-' review of Anco’s Tip Off. In the review
Paul Presley compared the game to Anco's earlier hit Kick Off, stating
that both games were ‘chock—full of bugs, inadequacies and mistakes’.
It was not our intention to imply that the original Kick Off was a dire
game, far from it. Kick Off is still one of the most playable football
games ever, surpassed only by its older brother, Kick Off 2.

We have also been asked to point out that Dino Dini, programmer of
both Kick Off and its sequel, was in no way connected with Tip OFf
and while we stand by the comments made in the aforementioned
review, we wish to apologise to Dino for any inconveniences that
have been caused and say how much we are looking forward to Kick

Off 3.
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NEW HEIGHTS

ALTHOUGH IT'S
PRIMARILY KNOWN for its
fast-moving, all-singing,
all-dancing modern—day
military simulations,
MicroProse has recently
started adding other strings
to its three—~dimensional bow.

Knights Of The Sky and Silent
Service II were the first products
to take the simulation specialists
back into the past and now,
thanks to UK-based Vektor
Grafix, B17 Flying Fortress looks
set to continue this trip into
yesteryear.

Anyone that’s seen David
Puttnam’s Memphis Belle will
have a good idea what B17's all
about. You are put in command
of one of the huge World War 11
bombers and not only have to
deal with keeping the machine
up in the air and flying in a
strict formation as the entire
squadron passes through
occupied France and Germany,
but you'll control each of the
crew’s 10 positions as the plane
is attacked by Luftwaffe

plane. The graphics are a stunning mix of detailed animation
and MicroProse’s usual excellent 3D and in some places the
two are combined to good effect.

Also being worked on (as reported in issue 40) is the
simulation/strategy game A.T.A.C. which sees you as
Supreme Commander of an entire anti—drugs campaign.
Rather than spearhead national poster
campaigns and serious telly adverts, you
have at your disposal an entire army of
undercover infiltration agents, two fully
armed attack helicopters, four F22 stealth
fighter/bombers and a complete secret base,
hidden deep in the jungles of South
America.

From there you have to plan out your
entire campaign, designing aerial missions
from scratch and using your agents to gain
intelligence on the enemy forces. They
have a full army of resources too though,
not least of which is money and they can

squadrons and anti-aircraft fire. buy everything from politicians to hinder
As you control one position, the : S your campaign to hardware to fight back
computer takes over the other e ' with.

nine, alerting you if something
happens. Also, as you're in
charge of the plane, you get to
issie rewards and promotions
as you see fit, ensuring that
each of your crewmen keep
improving.

You also get to plan out your
mission, taking in every little
detail from crew selection to
what piece of artwork is
painted on the nose of your

A T.A.C. is more than just strategy, you
also get to take part in the missions too
thanks to the fully realised
three-dimensional simulation aspect,
controlling up to four aircraft at once.
Features such as 3D radar displays and and
fully-definable external views add to the
graphical delights and towns, cities, hills,
mountains and plantations add to the
atmosphere.

Both games are still deep in development,
with B17 due out around June and
A T.AC. around September.

WIN! A DAY AT AN AIR TOURNAMENT!

In order to get everyone in the mood for both B17 and A.T.A.C., MicroProse is offering five lucky winners a free trip to
this year's Air Tournament International, taking place on the 13th and 14th of June. The event is held every year to raise
money for the Royal Air Force Benevolent Fund, and ATI ‘92 will be the biggest ever, include flying displays by over eight
different formation flying teams from across the world (including the ever-popular Red Arrows), demonstrations by
B52s, Tornados and, of course, B17s. We can’t promise any stealth bombers, but there will be one of the largest ground
displays of aircraft ever seen.

To win one of the five tickets, simply send your name, telephone number and address on a postcard (or the back of a
sealed envelope) to the following address (NOT to us!): ATl ‘92 Competition, The One For Amiga Games/MicroProse
Software, Unit 1, Hampton Road industrial Estate, Tetbury, Glos. GL8 8LD. Get your entries in before 28th May 1992. For
further details on this year's ATI, a recorded information line is available on 0891 122997. Calls cost 36p per minute
cheap rate and 48p per minute at all other times. British Telecom are donating a sizable portion of the money made on
each call to the Royal Air Force Benevolent Fund, but still get your parent/guardian’s permission to make the call.
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..has landed.

developed in cooperation with

Lufthansa Deutsche Airbus



It’s that time of month when our crackpot

review team gather together and come up
with the best titles over the last three

months: if you're after the best, read on...

ANOTHER WORLD
Lester Knight Chaykin is
a nuclear scientist. Due
to a massive explosion
he’s engulfed in Another
World. The use of special
effects will have you
enthralled in this real-
time adventure.

BLACK CRYPT

Take a party of four
around a Dungeon
Master-esk maze,
working out traps and
killing the odd two-
headed nasty. The state
of the art in role-playing
games

JOHN MADDEN
AMERICAN
FOOTBALL

The crowd roars as the
guarterback runs to the
end zone. Experience the

thrill of it all, with EA’s

latest American Football
game. Just as good as
the Mega Drive version.

HARLEQUIN
Gremlin’s latest platform
romp calls itself the
Amiga’s answer to Sonic
and Mario: it looks as if
this might be true. Ream
around massive levels in
search for the pieces of
the heart of Chimerica.

MERCENARY Il

Your friend Margaret is
in strife. She's out of
office, and there’s an
election soon. The only
candidate is a shady
character named P.C. Bil.
Your mission is to stop
this character,

SHADOW LANDS
You're dead! Mot

completely, but pretty
close. Your spirit is
trying to retrieve your
body, far away in a
temple. A strange
scenario, for a great
game!
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IN A MOVE SURE TO DELIGHT newcomers to 16-bit
computing everywhere, Renegade have announced the
imminent release of two £25 compilation packs collecting the
complete, if you will, “works” of the famed Bitmap Brothers.

The first compilation is due to be released in April/May and has been
inventively named The Bitmap Brothers Volume One. [t will
comprise of the classic blaster Xenon, the RPG/arcade adventure
Cadaver and the superb “state of the art” future sports simulation
Speedball 2. :

The second compilation, to be called (in an inspired leap of
imagination) The Bitmap Brothers Volume Two, is due to be released
around September time and will collect the seminal Speedball, the
arcade:qualit}-' | o | YTty
shoot-'em-up - : il -

Xenon 2 and the
inspired arcade g
adventure Gods.

Talking about
the compilations
Eric Matthews,
founder Bitmap
and head games
designer, : _ &:i’"_'—-";ﬂ
commented v _ TR
something we've S5 ] 4.2 T T rm—
wanted to do for a long time.” The packs mix and match titles from
edball), middle (Xenon 2, Cadaver) and

T sz late (Speedball 2,

: Gods) periods,
and together
provide a
complete record
of the Bitmaps’
| output to date.
Adds
| Matthews, “We
could've
compiled the
games
chronologically
but we wanted
to mix the games
up to avoid
buyers getting two similar games [i.e. Speedball and Speedball 2] in
the same pack.” Matthews also took the opportunity to nix rumours
that the collections were originally going to be called The Complete
History of 5 — "

Computer
Games.

{
| |

GREAT SHRIME

i

Xenon,
Cadaver and
Speedball 2 -

due to be
released this
April in The
Bitmap
Brother
Volume One
compilation.
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*Covert Action .......... 1399 2399 Savage Empire_.... 10,95 Tetis, Joe Blade, Golden Path, Black Shadow All five games for only £19.99
Cruise for o Corpse 16.99 16.99 *Search for the King 19.99 All four games for only £6.99
Cyber Fight......... 15.99 15,99 Shadow Sorcerer , 17.99 QUEST FOR ADVENTURE
Diaemomsgate .. 16,99 16.99 Shadow Warrior ... 14,99 FOUR WHELL DRIVE Operation Stealith, Indy Janes the Adventure, Mean
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HOTOR RACING AADNESS 7

INDY HEAT™ is fast and furious racing action where a decidedly mean
streak may just keep you out in front.

With the money you win, plan your attack for ten different circuits -
do you play safe with better brakes or go for it with more engine
power? Do you boost your turbo or your crew ? -

SALES CURY the decision is yours.
With a combination of skill, nerve and a few dirty tricks

ike running over other teams' pi !) maybe Id end
Llomﬂ:;:gred with iﬂm..;";;.f;’ m St e e

i;‘!' TRADEWEST
4

_Available - February. # &

" Amiga/ST £25.99. E#ls

C64 cassette £11.99,
disk £15.99.

T v
\ e
i The Sales Curve Lid,The Lombard Business Centre, 1 ; .:
; ' 50 Lombard Rood.London 5W11 35U, Tel: 071 585 3308. & ©

Licensed from the Lelond Cuﬂ:omim. |
A joint Sales Curve/ Tradewest Publication © 1991, % .



BRI

DDI—I WHAT A MONTH ﬁprlI was. Dur opening

news story was about a game being programmed

by master developer Bullfrog, called CyberAssault

556, Billed as ‘the best game ever’, it was a 3D
| vector—-graphic, space flight simulator with 50
| billion constantly evolving planets to explore, a
| clever programming trick that boosted the
computer’s speed, 64 on-screen colours-and the
ability to deal with 400 million computations at
the same time. Why was this miraculous sounding
game never seent Take a loock at the month again.
Yep, it was one of our infamous April Fool jokes —
and what a good one it was too. We even got
Bullfrog's graphics team to knock up a few
stunning DPaint screens. Ho ho.

M Apart from pulling your
ik legs, we also had a few
_iy genuine amazing games to

report, not least of which
_ was Delphine's
om SmaEL O then—forthcoming
! Operation Stealth, the
] Bitmaps’ Speedball 2
. = '\ and a special ‘cheaters’
- . version of the platform
51 classic Rick Dangerous.
P i In a very strange
maxketlng move, MicroProse
decided to release Rick Plus, a version that
allowed you to choose which level to start on.
Wisely, it retained the end sequence for people
who completed the whole thing instead of
jumping to the end.

It was a pretty poor month for reviews, with
only eight games covered and only four of those
getting anything close to a decent score. The only
90+'s were Castle Master and Klax, while the
lowest mark went to Readysoft’s Escape From
Singe’s Castle, notching up a paltry 58 per cent.

We can't let this jape-filled month go by
| without mentioning our E.Motion competition.

Answer three questions and win a microwave
oven! Another joke surelys Nope, a real 24—carat,

gen—yoo—wine article. US Gold really put it up for |

grabs and we really gave it away! Almost as good
as the classic Win A Load Of Wood competition.

Finally, after his mammoth sprint from E to ],
Gary Penn’s ‘look back at the Eighties’ entered
another month, sprinting through L ],K L and half
of M. Who remembers K-Tel, ]. K. Greye, Jawx
and Martech¢ Interestingly enough, the next issue
was to see Gaz whip through all the letters
between M and S (using smaller type to fit them
in) and just as everyone hung on for the final ride
in issue 21, The One changed its look, style and
content and dropped the piece. The Eighties: A
Look Back in Anger was to fall at the final hurdle.
A great shame. The nation mourned...

® Paul Presley

TAILS FOR
- LITTLE
CHILDREN

ALTHOUGH WE'RE SURE that the last thing
you want to do is to encourage your little
brother or sister to play with your computer,
that’s exactly what widget manufacturer
Logitech is trying to do with the release of its
Kidz Mouse.

Grey in colour and shaped for all the world like the
furry little creature from which it takes its name
(with the ears acting as buttons and the cable its
tail), the Kidz Mouse has been deliberately scaled
down in order to make it more comfortable in a
child’s hand.

To accommodate this, Logitech has had to develop
a new 15mm ball to build the peripheral around.
However, the company claims that this actually
improves the mouse’s performance. “Although we
have gone out of our way to give the mouse
maximum child appeal,” says Logitech's UK boss
Brendan MacFerran, “it is by no means a toy, It very
much fits in with Logitech’s philosophy of
humanising the computer.”

Costing £35, the package includes a 10-page fold
out instruction booklet entitled Cetting Ready To
Enjoy Your Kidz Mouse and a ‘birth certificate’ so
that the new owner can give the little creature a
name of its own.

S\ &y LEFT:

Logitech's

W Kidz Mouse
| “lits in with

Logitech's

]:h:luso_ph}r of
umanising

the computer”.

> ":ﬂr PICTURED
Lis

RENEGADE
CATCHES
FIRE

PICKING UP
some of the
pieces which
scattered
throughout
the realm
when Humpty
Maxwell fell
from his wall,
Renegade has
just announced
that it has
picked up the
rights to
publish
Graftgold's
Fire And Ice.
Commenting
on the
development,
Renegade’s
Tom Watson
said: “Right
from the start,
Renegade has
been
committed to
publishing
only the best
of original
product - and
Fire And Ice
certainly fits
that bill.” Fire
And lce will be
released in
May.

ELF
HAZARD

THOSE
LOVEAELE
CHAPS from
the EIf
department,
Nirvana‘s Paul
Oglesby and
Damian Slee,
are currently
producing two
all-new games.
Disaster
Strikes, is a
“...platform-ish
effort along
the lines of
Elf.” set
against a
background of
a scrolling city,
while The Edge
is a shoot "em
up with a
touch of
strategy.
Neither has a
publisher as
yet, but both
should be
ready for
release early
next year.
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| If ybu had the chance to produce e
- Amiga games magazine of your very

~ own, wouldn’t it be rather like this..?

]32 Scorching Pages FILLED with the hottest Amiga games information.

| Nm:l'lwt matters, Previews that will amaze, Reviews you can trust and the biggest competitions

'}rc::u’ve ever SEEN!

| 2 DISkS CRAMMED with exclusive playable demos, top notch PD games a new series of

special interactive programs written by famous games programmers exclusively for The One!

A ] 6'Pﬂge TIpS PU"""OUt in every issue with complete solutions, maps,
hints and cheats for the top selling games of the previous month (what better way to ensure that a
 higher percentage of the tips are appropriate to YOU?)

InFO'PGC kEd DCIl'Cl PCI ges where every game that has ever been reviewed
_ in The One’s respected pages are listed. Graphics, sound, lastability, playability and overall scores

are printed with price information, a comment, and even a cross-reference to the back issues

AR containing the review and the tips.
e PLUS: More reader interaction than any other magazine - compos, tips service, conferences,
- games challenges; stand-alone sections for Public Domain, Budget and Compilations; interviews

with top games creators and, of course, a jaw-slackening amount of exclusives and first-looks.

' _ln short, The One is growing into the sort of magazine you've always dreamt of: an utterly

indispensable guide fo everything that moves in the Amiga games scene every month.

This is The One youy



NEW LOOK! NEW TEAM!

Delivering such megatonnage of gamesplaying excitement
is no job for wimps. An entirely new squad of software
commandos have been hand picked from the ranks of
ACE Magazine. Armed with over 14 years of games
reviewing experience between them, the

new crew of USS The One lines up like this:

A competely
excellent
interactive Amiga
games reading
experience.

Jim Douglas - Edifor - 4 A . For more details
Five years active service on Sinclair User. 3 \ e turn to page 82.
Transfer to Complete Guide to the : 7 :
Commodore 64. Last post: Editor of ACE

Magazine (disbanded for being too dangerous).

Jim Willis - Art Editor
Responsible for all things visual. Pioneer of incredible new
mag-producing technology. Insists on lengthy games-sampling
periods in order to accurately get the “feel” for a page.

David Upchurch - Deputy Editor
_ Decorated for his bravery compiling the tips as Staff Writer for ACE
j Magazine and subsequently promoted to Dep Ed. So addicted to Amiga
gaming that he even plays at home.

Gary Whitta - Staff Writer

From the original The One squad. Served for three years before going Missing in
Action. Rumoured to have worked in a mercenary capacity for northern outfit Games X
before seeing sense and returning to EMAP as ACE staff writer last year.

've been waiting for!



INCREDIBLE

NEVV RELEASE

FOUR GREAT GAMES

and all this Maths revision...

Times Tables
Addition
Subtraction
Multiplication
Division
Fractions
Decimals

Using calculators
Shape & Space
Money problems

SUPER FREE GIFT

only for Kosmos mall order customers

Measurements |CAS/IO SOLAR
Number patterns | CALCULATOR

AMIGA MATHS ADVENTURE

For ages 6 - 14 Price £25.99 inc. VAT

Now available from your dealer or direct from Kosmos.

Write or telephone for a FREE 20-page brochure of our
Educational and Leisure software (Please state computer type)

Kosmos Software Ltd, FREEPOST (no stamp needed)

DUNSTABLE, Beds. LU5 6BR
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PROFILE

Singleton decided to ring up Clive Sinclair
himself. When Sinclair Research saw the
programs, it invited Mike to visit the company in
November 1980 and showed him the prototype
ZX81.

To cut a long story short, Singleton was asked
to convert his programs to run on the new
machine and they eventually appeared, albeit in
BASIC, as Games Pack 1. Mike was receiving 15p
tor each unit sold, and the deal made him about
£6,000 in total. This was enough to convince
him that he could make a living out of
programming,

Mike's development team, Maelstrom, was an
offshoot of another of his early activities: Play By
Mail games. Dedicated PBM fans will recall
Mike's own game, Starlord, which he ran using
his Pet computer. Maelstrom was originally set
up for the purpose of producing a PBM game
that would run on the ZX Spectrum and in
which players’ moves would be submitted on a
Micredrive cartridge rather than on paper.

MAELSTROM IS RENOWNED for producing in-depth,
playable games, which probably has a lot to do with the fact
that Mike Singleton was a games player and designer before
he became interested in computers. Although he has never
had one published, he spent his early years designing board
games.

His success with games took a turn for the better in 1979
when he got hold of a Commodore Pet computer. In
between doing the odd business program he tried his hand at
some simple games in BASIC. Three months of that was
enough to convince him that using machine code was the
only way to write games properly. “I got hold of the
manufacturer’s handbook on the 6502," Mike reflects, “and
wrote my first machine code game. It took about six weeks
to write this thing, which was all hand assembled. By the
thlrne I'd finished [ practically knew every op-code oft by

eart.”

This tiny game (about 6K of code and the same in data),
was called, coincidentally, Space Ace (no relation to the
Sullivan Bluth game). If writing it without an assembler
sounds painful, debugging it was a real horror story. “It
shows how ill-prepared I was,” Mike confesses. “I didn’t
even know what an assembler was!”

Once the game was completed, Mike got in touch with a
firm called Petsoft, it accepted Space Ace, and the game
became a bestseller. Petsoft also gave Mike an assembler and
introduced him to the revolutionary ZX80. At that time, the
company was trying to do a deal with Sinclair, which would
involve writing six short machine code games for the
computer. Mike went away and dutifully wrote the games,
which included one of the earliest versions of Conway’s Life,
only to be told by Petsoft that the deal was off.

Determined that he wasn't going to be defeated so easily,

wkat an

MIKE smsmnn

Game Designer and Programmer

Unfortunately, by the
time the game was SOFTO
GRA
(Spaca.q PHY

approaching
*2X81 G'ame.' ey H"J

completion, both the
Spectrum and the
Microdrive were
yesterday's technology,
so the product
appeared as a single
player game and was
called Dark Sceptre.

As to the future,
while there are no
definite plans,
Maelstrom may well
take the route of
other successful developers
towards publishing its own
games. “It's a direction we would
like to move in,” Mike confirms. “Amongst other things, it
will give us more control and more freedom.”

Unlike other development teams, Maelstrom will not be
rushing headlong into multi-media development. Possibly
next year we may see some CD products from the company,
but it has grave doubts about the CDTV.

And finally, what are Singleton's personal ambitionsé “One
thing I'd have loved to have done is direct a film,” Mike
confesses, “but nowadays computer games are going that way
anyway, so maybe within the next couple of vears I'll be
directing my own film game.”

Laurence Scotford
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to deal with - .

we need to be all MI::L’H% i
on-hand t? sort g %
tht_‘]’ll'l out, b 5-B/7

Adrian - nﬂmmamr

Director, System 3

BEFORE ADRIAN CALE entered the games industry, he
worked at a holiday camp: “I organised the acts and generally
helped out,” he says. While he was there he did a few jobs for
his brother, Mark Cale, the Managing Director of System 3,
drawing box artwork and writing manuals. This eventually
led to a full-time job at System 3 as a Director, under Mark,
in 1988: “We work well together,” says Adrian.

amw Hisjobinvolves a
i wide range of tasks: “I

[T
| w

el talk to you lot
Bopd §B 7 by Por sy o [magazines] as much as
< & &1 el | can about our
'- ol products”. System 3

doesn’t actually employ
e 2 Public Relations

d person: “As we're
producing four ‘A grade’ products a year, we like to keep a
tight ship,” he explains, “We organise it all. We're there right
from the conception all the way through to the finished
version - nobody is going to know about the title as well as
we do”, Apart from speaking to and visiting all of the
computer magazines, Cale writes the manuals, helps with
the game's development and generally helps throughout each
project.

.. I ‘." - . 'rs . SN . _._..-jﬁ"._-,_, et

& & % .
& % 3
Jagd st
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Myth is Adrian’s latest project. His first was
Dominator: “We had a lot of trouble with
B this,” he says, “It kept on slipping with the
B release date, and when it finally came out, a
year later, it had the response of ‘oh dear,
another shoot 'em up’.” The two most
successful titles that Adrian has worked on
were the original Last Ninfa, which “sold
stacks” and Myth (8-bit) which was
“*technically our best game,” he recalls.
Currently being worked on is Sifly Putry,
which can't easily be categorised, but
involves puzzles and metamorphosing into
different shapes. Other games on the go are
Mind Your Own Business, which is aimed at
the younger user and Construction, “aimed at
the high-end user.” Cale adds, “You have to
basically build a construction, while the
computer is doing the same.”

Behind every company, there's a
philosophy which they try to aim for with
each title. As Cale explains, System 3's
philosophy is product quality: “The market
is license dominated - it's getting more
difficult to produce original games, up
against the licensed games like Terminator 2
and The Simpsons. There's good competition
out there, and we're rising to the challenge.”

System 3 understands the importance of
having an in-house

programming team: so F'r

“It’s the best way of

working, there's 8-8/r OGRAPHY
always a couple of [® Dopm,;,

in-house developers o gy ” Nator

and the rest are er
freelance. We've
got deadlines to
Imeet, we've got * Fi, o

: 5
graphical changes | ® ”ﬁqu Q_ﬁ‘aﬂ
.’mx

explains, “It's

a creative

industry,
creativity thrives on new
ideas. With lots of creative
people working together,
they can feed off each
other,” Cale adds.

What everyone wants to
know about every
software publisher, is
where they're going in
the future: “We've got a lot of
faith in CD based stuff, like the CD Rom,” Cale
says, “We were the biggest European publishers on the C64
last year, but this year it’s changed. We're trying to establish
the same reputation with the 16-bit market.” That's the
home computer side wrapped up, but what about consoles?
“We now have an official Nintendo license. Nintendo is still
fairly new to the European market, so we hope to become
one of the front runners,” Cale explains.

With System 3 set to produce 16-bit games for some time
to come, the future looks good for fans of the likes of Last
Ninja and Fuzzball.

Jools Watsham
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MATCH/STATS Your judgement will be put
DMSION o the: test in this unigue 4 minute matchystats simulation

against accurately simulated opposition. This is-the
measure of your team and your most reliable source of
information. There are displays of: match flow, two
teams, player-with-the-ball, injuries, discipline,
substitutions, in-match tactics, goal scorers, possession
breakdown and performance assessment.

§ £ . nia - i s ¥ REVISION ONE

{The Midnight Oil) treat soccer in the sophisticated way The et it sk bt Al baisies (hit B ittt

Americans treat their national games." -The Guardian o Division One 92 over the last six months. In addition

THE GAME Everyone has their own ideas on what makes a soccer team “tick”, Here is - the match screen has improved, opposition team info

the opportunity to pul inle practice your own ideas. Operating from the English 1st expanded, a European transfer market added and o few

division you must build a sguad to challenge for the leaguee tifle, the FA and Leagoe Cups  mone minor changes. An edit program and a

and the 3 European trophies. And as players age, rebuild the team while holding off

relegation.

SQUADS/ TRANSFER MARKET In a 3 squad system (131 team squad, reserve squad

and vouth squad), use the continuous intake of youth players and training program (o

create 4 squad whose skills reflect your ideas, Supplement these skills with carefully

selected transfer market acquisitions, As they age, veterans fade and youngsters develop,

keep an eye on the changing skills of your team

customisation program have also been added. The
SKILLS All players have a balance of 3 skills (no "skill levels™) which you must develop

German/Spanish/Frenchilialian...etc...etc. Or even make
up a league of all the best teams you've ever seen.
CUSTOMISATION PROGRAM Customise the 45
Division One 92 transforms the soccer management gamse. You can concentrase on (ke football. Experiment with players, formatioms, team styles, Build your dream squad
and ¢heck 1t out i accarately smulated leagueicup Football. Match results are from a unique soccer maich. Every pass, tsckle, shot etc. is determined by the players
imvalved. Your chokce of skills thus influenoss match resulis. Mental arithmetic has been dumped. Foathall knowledge is the name of the game.

Headeoach W3 has been described as “the best pame
ever put onto a computer”. It is the complete American
Football game, a multi season epic with the very best
strategic elements of the real thing. You will call the
plays, devise the gameplans and develop the team.
Use the first season (2 pre-season games, 16 regular
season games, and the play-offs) to discover your 43
man squad of players. Then exploit the college drafl w
improve the team and expand your game play o beat
the very best the NFL can throw at you.

Players will age and teams will fade (a player will last
about 6 seasons), but vou will stay and rebuild ...,

manual has been expanded and the packaging improwved,
by experimenting with your team. Even more important will be vour judgement about the  man starting squad, Use your own favourite players, or

EDIT PROGRAM. Edii the team and players that make
up Division One. Produce your own Division One, or
Scottish League, British League, European League,
effect of the particlar team balance or skill combination on the cutcome of the match, and  your local side. How about as squad with Pele,
| subseguently a season of football. Suitable training can developfenhance skills. Beckenbauer, Best, Cruyff, Maradonna ....7
WHAT IS IMFFERENT ABOUT THIS GAME?
"When it comes to the 4th down Headcoach has
it"."Headcoach", "TV Sports Football" head to head"
(Pop Comp.)

HC Dlrev]
Amiga m) 0
ra-!'.n‘n'gaa, 1 Meg O 0
Atari ST 0 O

£19.95  £19.95

THE
MIDNIGHT
OIL

POSTAL SALES

The Midnight Oil
Dept TO1

I8, Hazelmere Road.

5 S5G2 BRX

Stevenage

vy dehivery

Please supply:

Current owners: replacement disk £1 .50

g i - s -

Praclice.
So if you question an advertiser, they have 10 |
ANSWeT Lo us.
10 find out more aboul the ASA, please write to
Advertising Standards Authority, Dept. X, Brook House,
Torrington Place, London WC1E THN.

We do. The Advertising Standards Authority ensures
advertisements mect with the strict .Code of Adverlising

ASA

....... AEEEE RS RS

This space Is donaled in the inleresls of high standards in adverlisemen!




I know what you're thinking. it's April and there's
bound to be an April Fools joke somewhere in this

issue. Well, you're wrong, there isn't even one. Just

like the letters. We didn't receive one letter this
month so the next three pages are going to be
blank! April Fool! Bet we got you with that one!

BIG IS BEAUTIFUL
Diear The One,

Contrary to the majority, |
am greatly in favour of
games that come in great,
‘outsize’ boxes. The boxes
which so many software
titles are now packaged in.
After strolling into town
and spending £26 on a piece
of great software, such as

Robocod, 1 like to parade back
. wonderful manuals one is

. now accustomed to

- receiving, take [immy White's
- Whirlwind Snooker for

: example.

up the pedestrian precinct
carrying such a grand item.
As | continue my journey
home I feel proud as people
turn their heads in awe, to
stare and wonder what this
huge purchase | have made
is.
When I get home I can
place the giant box on my
software shelves, alongside
my other large boxes,

Freedom, rather like a
Michelangelo or a Da Vinci.
I quickly reach for the phone
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- in order to invite some

- friends to my house so [ can
- boast my magnificent

- display of software

- packaging.

Not only are these boxes

- ego boosting, but also allow

extra screenshots and
information to be shown on
the reverse, essential for

deciding which game to buy.

They also contain the

Come on publishers,

. follow MicroProse and

- Lucasfilm, keep the big

- boxes rolling.

- Tom Walker,

- Winchester,

- Hampshire

Railroad Tycoon and Flames of -

- It's true that big boxes look

. good. But if software companies
- went for minimal packaging,

like the size of a disk, think of
how much cheaper the games
will be. You wouldn't have to
pay out for the cardboard used,
or the massive manuals and
other ‘bits’ they put in their
boxes. Now, let's make that the
end of the matter...

NO BANANA

Dear The One,

Here is a list of ten games,
and people I would give
them to.

Days of Thunder -
Michael Fish
Altered Beast
Heseltine
Baby Jo
WOrst enemy
Dragon’s Breath -
Margaret Thatcher

Under Pressure - The
Tory Party

Fast Food — Not the
Glasgow Burger King

= Your

Major
Powermonger
Kinnock
Corruption
Maxwell Family
Cruise For A Corpse -
Steve Brown (please).
Steven Brown,
Lenzie,

Glasgow

— NMeil

- The

Erm... yeahté Nice lisy,
relatively funny - but no

- banana. You'll have to impress

us more than that to get a free

- game. Here's a list that would
- have won you a prize straight
away:

- Big Run

. Rushdie

- Lemmings

¢ Party

i Apother World
- Major

i Prehistorik

i Thunderhawke
. Currie

- Final Fight

. Wolfchild

P William

. Fuzzball

. Edmonds

¢ Cruise For A Corpse — Robert
i Maxwell
- Logical

— Salman
— The Tory
— John

— Liz Taylor
— Edwina

- Mike Tyson
~ Prince

- Noel

- Spock

- PRAISE AND

~ PRODDING

¢ Dear The One,

- | like your magazine a lot,

© but [ don't like the way you

. do your Budget section. [

. don't mind the number

- rating, but if you rated the

. Graphics, Sound, Playability
- and Durability like you do

- your full-price reviews it

¢ would be better. I'm sure

. other people feel the same

- way

I do like your Work in

. Progress and Brian Nesbitt’s
- Cheats sections though. And
- you have very big game

. reviews which are well done.
- Is Tip Off really that bad

- though, and if it is which is
— Michael
- (I know there aren’t many)¢
- Jonathan Patching,

- High Wycombe,

" Bucks

the best basketball game out

- Your idea about the budget

. section fs a good one, we've

- thought of doing that in the

. past — but now that a new team
Shadow of the Beast — John
- they'll do it anyway. And, yes,
. Tip Off is that bad — it's

- completely bug-ridden (we

- never managed to complete one
- single maich).

is taking over The One maybe

- COMPUTERS ARE
 RUBBISH

i Dear The One,

. The whole world is full of

. computers, they're

. everywhere. They're on

i Neighbours, Motor Mouth and
. even Going Live — where |

- recently spotted a Game

. Gear. They actually gave one
;. away!

Why is it that everyone is

- completely computer mad?
- Isn't it enough that we use

- them in our leisure, and

- when we're bored of them

- we watch T.V, and get

- haunted by the same thing -
- what is the world coming

. tog

A. Reid,
London

- Why do you own a computer, if
- you can't stand the sight of

. them most of the time¢ It seems
- as though you hate the sight of
. computers: maybe you should

. chuck yours away and start

- playing tiddly winks or

. something instead. To cope

. with the problem that they're

- also on the television, simply

- watch videos, go to the cinema
- and stop moaning!




GAMES ARE RUBBISH
Dear The One,

market is rubbish. There,

['ve said it. There isn't one
game that makes me want
to go out and buy it. Sure,
there are highly acclaimed
games such as Robocod, but
how long will that last —

before it becomes repetitive
and boring?

The problem is that all of
the software companies are
getting sloppy. They're
producing bog-standard
games that have been done
before. Robocod is basically
Jet Ser Willy with nice

sampled sounds like ‘ooh!’.
The basic idea of running
around a platform picking
things up is still there, and [
personally prefer Jet Set
Willy because of its
originality at the time.
Wake up software
companies, we're in the 90's
not the 80s.
Matthew Turner,
Lexden,
Colchester

A very valid point Matthew.
The basic content of the market
today is revamped unoriginal
games. A few original products
like Cruise For A Corpse and
more recently, Another World
have been popping their heads
up, but more of the same is
needed (and by that, I mean
original games, not Another
World clones!).

MAGS ARE RUBBISH
Dear The One,

Why are computer
magazines so boringé When
you sit down and read a
magazine like SKY or The
Face you're stuck there for at

very interesting articles
about general things: why
don’t computer magazines,
like yourselves, include
interesting articles on
famous people like Jonathan
Ross — he plays loads of
games.

The attraction with the

that the design is amazingly
wacky and eye-catching.
The closest anyone has got
to this in the computer

industry is Game Zone. Why

iy

A

LETTERS

. don't you guys go for the

. young (not too young) and
Every computer game on the | Wacky, but stylish and quite
. sophisticated look? It

. wouldn't hurt to try -
 would it

. A SKY reader,

. Stoke-On-Trent,

. Well, whart can I say{ You're
probably about five minutes, ﬂf?E@f“fFf}’ right. Computer

. magazines have got the

- reputation of being rather drab
. and just for greasy and spotty

¢ readers. But now it's evident

. that people are realising this.

. Like you pointed out, Gante

. Zone has got the right look and
- image, Mega Tech is also

- aiming towards the more stylish
graphics, ‘parallax’ and a few look. The One fs to bystander
- to these happenings, next

i month you'll see The One as

. you've never seen it before —

. everything is being completely
. changed. So, keep your eyes

. peeled and you might just be

- shocked. \

- DISKS ARE RUBBISH

¢ Dear The Cne,

- Disks¢ I hate them. They're

- completely unreliable and a

. waste of space. They corrupt
- within days, and form in

- irritating piles. Who ever

- invented these little

- annoyances, I'll kill ‘em.

Why don't computers just

. come with a massive hard
. drive, s0 you don't have to
- route through your

- hundreds of disk trying to
. find the one you want.

That's enough of the

. ranting, let’s get nice. I like

. The One magazine, it's got

. good, informative reviews

. and proves to be a good

. buyers guide — keep up the

. good work.

. Steve Dance

- Cardiff

. Wales

least half an hour. They have :

- HOW LONG?

: Dear The One,

. How long does it take to

. make a game? [t must take

. quite a while, because

. drawing all of those graphics
. and programming all of

. those lines is obviously a

. long and laborious job.
stylish magazines like SKY is | (ames Ihkﬂﬁmm}“ White's

i Whirlwind Snooker must take
. the longest, due to the

. mathematical calculations

i and thought that's been put
. into it. Anyway, that’s

enough of my waffling,
could you just tell me:
what's the average length of
time spent on making a
games

Paul Jones

Birmingham

The average time spent on a
gamie, is about seven months.
Having said that, though, it
can rawge from two years, right
down to three months, Believe
me, you can tell how much time
has been spent on a game,
simply by looking at it. If the
graphics look as though your
balby brother did them, and the
music sounds like your brother
dafter he's eaten his Ruffles, it's
been done in next to no time.

WHERE'S OUR SONIC?
Dear The One,

When is there going to be a
role model like Sonic for the
16-bit computers: We need
one, all of the little kids at
school are going out and
buying MegaDrives and
Super NES5’s just because of

. the great advertson T.V. If
. we had a character, we too

could make all of the kids

of the limited abilities of the

. consoles.

Robocod could have been

- made into a big hero, if Atari
- and Commodore got up off

their arses and made some
decent adverts, you don't

. sell a computer to the kids,

wou sell a character, so
everyone can relate to them.
When will the crusty old
farts at the aforementioned

- companies realise that kids

want to see a hero, not a

- keyboard and monitor — and
- definitely not a stupid kid
- trying to play DFaint with a

joystick! [ don't know!!léég
Kyle Lorents,
Manchester

- You're absolutely right Kyle, if

there was a similar kind of hero
for the 16 bit machines, whom

sell loads. We know that, you
know that — but do Atari and
Commodoreé

Dear The Cne,
['ve heard that Somic The

- Hedgehog is going to be
: converted onto the home
! computers. Is it true, if so

when will it be releaseds

- Thanks a lot. Oh, and what

- about Mario, will he ever

raise his little head on the

- 16-bit computerst
- Jane Smith,

- West Mersea,

- Essex

There are rumours that Sonic
will appear soon, but nothing’s
official. Sonic 2 will be coming
out on the MegaDrive soon, so
if Sonic isn't released on the

- home computers then, it

probably never will be. As for

. Mario, there's strong suspicions
i that Nintendo's Mario World

. will be converted sometime, but
. something that is definite is

o that Mindscape’s sister

. company, Software Toolworks

i are using our little friend in an
. educational package.

: WHO'S THE BEST?

i Dear The One,

: Your mag is brilliant and the
¢ James Pond 2: Codename

. Robocod was one of the best
i demos I ever played and

i completed.

Anyway, I've noticed that

- you don't give straight
. answers to all questions, so
buy home computers instead :

wou'd better make mine

¢ straight, as straight as a
i ruler.

Firstly, which machine (ST

or Amiga) is better overall
i for a) graphics, b) sound, c)
. playability, d) overall.

Secondly, will you be

. giving a Teenage Mutant

. Ninja Turtles The Coin-Op

. playable demo disk away in
- the near futured

Please print my questions

. because this is what many
. people out there want to

. know.

- Nathan Davies,

- Bedford

- We don’t give straight

i answersé£¢(¢) What are you
i talking abouté The One has

© always given straight answers
| 10 every question we've ever

- been asked! [ mean, it's

the kids could relate to, it would

certainly not like us to beat

. around the bush when it comes
- to telling you which computer is
. the best, whch game is the best
- or what's wrong with the

- industry today.

Anyway (sorry, I started to

ramble on a bit then didn't IL

So sorry, didn’t mean to), the

- best computer to buy is (darm,
- out of space. Sorry!),
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Talk about extremes! Gordon Houghton blows hot and cold about Graftgold’s latest game.

FIRE AND

HEN I5 A COYOTE
nn’t a coyote? When
it's a big, slobbering,
Hloppy-eared dog. The star of
Grafigold's latest game used to
be more canine than lupine, until
Mirrorsoft bluntly pointed out 1|1::|

1|1ey{:|dn'r||ke him. andg
siress,

caused no great di
as Alﬁ Eruybmok, the
game's programmer, explains:
“He wasn't cute enough. He just
bounced around and didn't do

much. Now that he's a ccz:me,
we've given him icy-blue tur, a bit
of a mean snarl and a range of
abilities.” After a few sessions at
the local library, long after the
game itself had

Braybrook had only one

reservation: “It was a bit of a risk
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puting a nust',r creature info a
cute game.”

Fire and lce was started in late
1990. Grafigold had just started
o use the SNASM assembler and
Braybrook was finkering around
with new ideas when the concept
came to him. So why has it taken
s0 long? The complexity of the
landscapes is one answer, as
Braybrook explains. “1 wanted o
contouring system for the lands.
The blocks aren't solid - th
got slopes and different angles
and bullets bounce off those
angles properly. Initially the game
was going fo be rural; there
weren't going to be many
buildings, so | wanted slopes. The
character and his enemies had 1o
be able to walk and roll up and

down them, and the problems of
mplemenhng this just mounted,
For example, we wanted the wolf
to slide down snow hills, but not
ordinary grassy hills. Ninety-nine
fimes out of & hundred it worked,
but that last time a |:n.|||e'r would Hy
Ihrou h the landscape
|i:|0’r hegma peuceﬁJ"y
our coyote chum is living

quma dey playing the piano
in his igloo in the arcfic region of
a world much like Earth.
Suddenly, all the local wildlife
turns nasty and it's rumoured that
an evil wizard living in the hot
lands to the south has corrupted
almost all of the world's
crectures,

This is where you come in. The
action covers the prairie dog's

iravels through seven worlds,
from the arctic region to an
Egﬁ‘:nn land. Each world has up
different stages, and each
stage is about 20 screens in size
lﬁv& wide by four high), which
makes around 700 screens in
fofal. Bruybruok expluins the
game's H:EMh.rra in more dﬁml :
“From the arctic you pass thro
Scofland, fravel undeffm‘rer e:?er
jungle and an Inca femp|e
cohecf goodies in o bonus stage
and combat the wizard in the
Egyptian level. We've designed
the game so that there's plenty of
room to roam around in: if it was
lun}f bigger you'd start getting
ost.”
The action isn't linear, either, as

Braybrook explains: “There isn't

ON THE LEFT IS a small THE STAR OF THE SHOW
collection of some of the (above) is a coyofte with
sprites that will appear  a mission. Any self-
in the game. Williams respecting prairie wolf is
uses CyberPaint 2 on the armed with a variety of
5T to design all of the special weapons
sprites, along with a few according to his
rough sketches on a . environment: here you
note pad. They're all see him decked out with
made up of @ mere 16 ski goggles, but he can
colours! also use items such as
an aqualung under
water.

-~
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PROJECT: Fire and Ice
PUBLISHER: TBA

AUTHOR: Graftgold:
Andrew Braybrook (Programming)
Phillip Williams (Graphics)

John Lilley (Graphics, Mapping)
Jason Page (Sound)

INITIATED: Late 1990

ahways a clear-cut route through  freeze the meanies, and your anything it touches. The best even the most stout-hearted of
the worlds, and there are character hos to jump info the weapon, though, has to be the wolves shivering like a sheep. “I
alternative ways of complefing enemies o shafter them. Mostof ~ Puppy Multiple. “Puppies actasa  didn't want an artificial timer
them. There are secret lands you  your armoury is made up of ice  smart mulfiple Youcan  because that's a bit of a cop-out,
don’t have to visit, secret exits, weapons, with various balls ick them up and generally they'll  so in each land you have seven
and opportunities fo come back o which can be fired in all sorts of llow you, Eut they can getleft  days and seven nights fo do the
a lr::mf There are about 30 directions. However, you have got behincri? you run too fast. They job. As you approach the
different stages aliogether, but special weapons for some fire when you fire, and you can deadline, things hot up and you
you could finish the game by enemies. For example, there are ~ position them fo suit your get a waming. You can still carry
completing only 20 anou know  bears in Scotland which hold attacking posture. You don't get  on, but the game hassles you
where fo look.” Atthe end of the  shield up when you fire at them ~  them straight away, though: you  more and more as you run out of
game you'll be rewarded with @ and you need the Sonic Barkto  might have fo go out and find days.” Worse still, the days get
percentage which represents how  kill them. This reaches the parts ~ them on the world you're in, but ~ shorfer the nearer you get to the

much you've seen and done.

IF all this sounds like just another
platform game, don't be fosled:
there's plenty of blasting to please
shoot ‘em up fans. Let Andrew
Braybrook take you on a tour of
the weapons available: “The
basic weapon is the ice ball: these

L]
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other weapons cannot reach.”

Like all the special weapons, the
Bark is |imiledp|'er"|cnumber, 50 you
an}{ get about seven for every
refill

you pick up. There are plenty
of other arms around, induding a

you do get a bonus life and
points for guiding them all to the
exit.”

With all these weapons and
goodies to hand, you might think
i's going to be o walkover, Not

hot countries...

Everything has been designed
using a combination oFF ST and
PC, with not a scrap of paper in
sight. This is Brurbro-oks

slide mine which you can chue
down hills and Wﬁl:n

ch freezes

THE GRAPHICAL LOOK of
the game has been a
joint effort by Andrew
Braybrook and Phillip
Williams, as Braybrook
points out: “I have the
broad game design, but
Phillip decides what to
draw in the first place,
and goes ahead and
draws it. | then try and
program what he comes
up with,”

THE FICTITIOUS land of
Scotland (where it
nearly always rains and
the local wildlife
includes killer haggises
and bagpipe spiders) is
the first foreign land
you'll encounter. It's
split into three disfinct
sections: outside, inside
a Scottish castle (with
crocodiles in the moat,

naturally) and an
encounter with Nassie,

UNFORTUMATELY, the
wolf forgot to pack o
ship in his rucksack, so
the only way he can get
from Scotland to the
tropical forest is
underwater. Here,
various nasty fish and
other subaquatic
menaces aftempt to turn
him inte an ex-wild dog.
Fortunately, unlike most
dogs. he’'s an excellent

so: Brayorook has created o
fiendish time limit which will have

preferred way of working: “I have
an idea, we do a basic spec, and
we create some anim demos on

SOUND EFFECTS AND MUSIC

JASON PAGE is the man behind the four-
voice music and effects during the game.
The amount of sound hasn't been as much
of a problem as deciding which effects
and music to put in: “We've had to gauge |
mm&%ﬁ
“Obvi we didn’t want a
sound for footstep a meanie takes.”
As a result, only important moments have
sound accompaniment. The music was a
ﬁhﬂy thomier issue, though: “At first |
n’t want to do in-game music. Rainbow
me that you can drive

Islands ta
mople if you leave one tune goi
too long. It's not so much the

that gets a as everyone around
him.” Mvmdhom, he was
mwududtnwrlm-wimmusic in the

kground, with a different atmospheric
tune on each world. “We've got a Scoltish
jig in Scotland, and a Christmas tune in
the Arctic, beating drums in the Inca
section, an Egyptian flavour to the last
world, and gentle, quiet music for the
undersea stage.”

THE QUEST BEGINS in an
arctic landscape, a place
where the wolf
naturally feels at home.
= Unfortunately, the

¢ power of the evil wizard
is such that he's even
sent his minions here.,..
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PROJECT: Fire and lce
_ PUBLISHER: TBA

CyberPaint. We tend to do our
artwork on the ST because the ST
and PC read the some disk - if
we did our graphics on the
Amiga, every time we saved them
on DPaint we'd have to convert
them to a PC-readable disk.
Essentially we use Cyberpaint and
our awn STOS-written mappers fo
do all our graphics, then it

porfed to rﬁe Amiga through the
SNASM link.”

Even though the graphics have
been drawn on the ST, the game
itself is the first for which
Graftgold has used the Amiga as
the lead machine. “As a result
we've fried not fo pull any

nches.”

Grafgold's plans for the future

i

T ) ﬁ-:*.{i:r-'!a-fpfﬁ”' '

THE GAME’S difficulty level is not only
determined by the increasingly tough
time limit: as our lupine hero
progresses, his weaponry is less
effective. He can still unleash a mean &
volley of ice balls, but the closer he gets
to the hot lands, the quicker they thaw.

AUTHOR: Graftgold:

Andrew Braybrook (Programming)
Phillip Williams (Graphics)
John Lilley (Graphics, Mapping)

Jason Page (Sound)
INITIATED: Late 1990

lie:in “a bunch of new ideas
we've got brewing”, and
(hopefully) consoles: in pﬂﬂicuhr
the promised 32-bit

machine is fickling An rew’s
fancy at the moment. The feam
has some general aims, but
they're also thinking about a
conversion of their old Cé4
classic, Uridium, which “should
run at 50 frames per second.” If
Fire and lce does well, they might

even consider releasing a dato
disk, which would feature all the
technical fricks they wanted o put
inta the current version, but could
find no excuse for, such as
running p-un::“ux scm”ing in the
foreground and background
together.

LIFE BENEATH the waves is a piece of
cake compared fo the tropical forest.
Here you can see the major aim of
almost all the levels: to collect each
one of six keys. As luck would have
it, each of the keys is guarded by one
of the wizard’s lackeys - so you
might not find that missing piece until
you've killed everything on the stage.

THE GAME TAKES place during the
northern hemisphere summer, This
means plenty of daylight at the
beginning, but more equal lengths of
day and night towards the end. The

that you’re rapidly running out of
differs from world to world.

sunset might be pretty, buflr’s a signal ‘.
time. A neat touch is that the sky fade

THE SIXTH LEVEL is
devoted to bonuses; a
welcome respite from
meanie-bashing. You
can‘t die, but you can
tool up with lives and
lots of points (including a

| hefty accumulator which

could give you up to
100,000 points). But
there's a nasty twist, as
Andrew observes:
“There are Griblets from
Gribbly’s which are
trying fo get everything
before you. And things
get in your way, too,
including steaming apple
pies on legs.” Your
bonus expedition ends if
you fall off the rocks or
reach the exits.

e
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FALLING FROM the bonus level you
land in an Egyptian landscape, where
it's time to meet the big cheese wizrard
himself. As you'd expect, there's a
pyramid here, along with dancing

THE FIFTH LEVEL takes place inside the
Inca temple, and features a “very nasty
lava creature which spits all manner of
nasty stuff at you.” When you
encounter these end-of-level meanies,

vou're likely fo end up a nervous Egyptians, mummies and fire
wreck. Braybrook promises creatures.
“atmospheric sound effects and music.

moments of tension.”
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Football Masters is the very latest Multi-Manager Football Simulator for 16
bit computers. After 4 years of development we are proud to announce the
release of the most comprehensive football management game ever. It's
waiting to test your skills right now! Features Include:-
Multi-Manager game for 1 to 4 Players. Three levels of difficulty.

Match highlights minute by minute, make substitutions or team changes at any time. Live
injuries, vellow.red cards and named goalscorers. 1MB version has extra Graphics,
animations and realistic digitised sounds. (An option can turn this feature off),

Full UK and European Cup itinerary. Includes FA, League, Zenith Data. Levland Daf,
European, Cup Winners and UEFA Cups, All cup match rules have been made as aceurate
as possible. Two Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Byes, eic.

All 4 league divisions with play-offs and league expulsion,

Real initial, surname, league career records, height and age entered for all plavers as at
the start of the 91,/92 Season. Five skill ratings per player, separate five for goalkeepers
Plus 15 other special attributes like Captain, Super Subs & Mobility

A lively and real-time transfer market, with an approach facility, negatiate wages and
contracts. Plus loans, free transfers and trainees, Unigue and simple training system to
improve player skills,

High quality printer facilities to list all the vital information. Masses of historical statistics
on past games, players and manager. Quick game data load and save.

All screens updated quickly and displayed in a pleasant format, which is easy to use and
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty of
diagrams. A separate Editor is available to change saved/initial details.

There are many, many other little things that make this game the most addictive and
accurate interpretation of a Football Managers season. It would be impossible to list all the
features in this advert but we assure you that this is the best. We have thousands of satisfied
customers from our previous edition of this game, many are still playing it 18 months after
purchase. See the order form below for details en how to order this incredible game.
Available for all Atarl ST's and Amiga's. PC version coming soon.

Lt .iu.

A500 Plus compatible | [48 hour despatch available |

WRESTLING MASTERS

An amazing graphical strategic simulator that's fun for all the family. 0, 1
or 2 players on keyboard, mouse or joystick. Pick vour moves from the
selection available and watch vour animated warrior battle it out, Watch
the energy bar indicators and plan your moves.

(INE 155 ¥ "ERg-K-pUBIINCS ‘peoy YIINENOS 67F Mengg 457

You can edit yvour very own new wrestler or amend a wrestler alre ady
created (16 are provided on the game to begin with), You can change any name, colour
of tights, linings, flesh tone and hair together with all the fighting skill values, weight ete.
Instructions are also provided which show you how to change the way any wrestler looks
or you can create whole new ones. Amiga 1MB RAM. Only £19,95

24 HOUR CREDIT CARD HOTLINE .
EN(0702) 600557 {5y ne 0k Ofie o

MAIL ORDERS

If you e @ chepae guarantes card ar credit casd phasd urile ils rumberan |-_1.:F3R‘¢,| WD TOTAL

reverse of pour chaque, deing so will ensure dispatch within 48 haurs of receipt
II enclose a Cheque,/Postal Order made payable to ESP SOFTWARE
Cut out and post this form to:(photocopies or written orders are acceptable)
EH"WD}. 32a Southchurch Road, Southend-on-Sea, Fssex 551 2ND. UK.
| ] [ e ]

I All the prograrns detailed in this advert are only svailable through direct mail from ESP Software. I
L e e e r L L ] o am , la
I el e L s et e e e (s et e el i SRR I
' [ have an computer, please send me the following iwms:-l
l Quantity | Description Linit Cost Total I
Football Masters 512K 19.95
I Football Masters IMB 24.95 |
I | Football Masters Editor (Not 512K Amiga) 12.00 I
Wrestling Masters (AMIGA 1MB ONLY) 19.95
| Amiga 512K RAM Expansion 29.00 |
I Amiga 512K BEAM Expansion + Clack __34.00 l
POSTAGE [Mon UK add £1.00, not BFPOY) 1.00 l
|

L

COMPUTE - A - RACE +

'THE HORSE-RACING PREDICTOR!
... Brilliant piece of software ... Never had so mlm‘?' winners...'
- Mr. B. Worthing (CR +User)

Written exclusively for the Amiga, Compute - A Raca+ is
“THE Horse-Racing prediction program!' Over 2 years of
extansive tests hive ensured accuraie borecasting and
Suprd betting advice on any Flat or National Hum race.
Featuring BET SELECTOR, BET CALCULATOR,
STATISTICS Screens, NOTE-BOOK, On-Screen HELP
INFORMATION and an eass of use. With tha
‘Cheltenham Festival', 'Grand Mational Mesting'. and the
fenh-coming Flat season, can you afford NOT 1o buy
Compute-A-Races. The latest big race tips ncluda
'‘CHATAM-10/1", 'CUDDLY DALE-12/1' and "CARVILLS
HILL-3/4". Mail Crdar Only.
Betting For Profit IS Betting For Fun!
Compute-A-Race+ ... (Standard Version) ... £12.09
(Executive Version) .., £18.88
CHEQUES/PO PAYABLE TO HANDISOFT
HANDISOFT, 37 Hearsall Lane, Spon End,
COVENTRY CV5 6HF

'DIAL - A - TIP.

Cheats, Tips, and Game Solutions

ATARI ST/STE - AMIGA

Games for REVIEW or PURCHASE

TRY before you BUY
At least 15 % off all software Guaranteed Originals
We have the LOWEST Membership & Review Fees of any
5T & Amiga Club
Swop your ariginals in our SWOPSHOP
(ALSO MOST MAJOR CONSOLES)
From only £2.50 a title
SPECIAL APRIL OFFERS FOR NEW MEMBERS
Mew releases added WEEKLY
Monthly Newsletter plus lots of
Membership Interaction
Please STATE FORMAT and enclose a LARGE S.A.E. + 30p stamp to:
Cum-Com Software (International),
Dept THO, Gardener's, 63 Kings North Road, Ashford, Kent TN23 2HZ

CHEATS GALORE
0891 101 234
MEGATIP GAMESLINE
0891 445 987
AMIGA GAMESTIPS

0891 445 786

AMIGA HOTLINE

0891 445 985

SHADOW OF THE BEAST 1 AND I1I

BARBARIAN II SOLUTION
0891 442 022

FIRST SAMURAI HELPLINE
0891 445 926
MAGIC POCEETS/RODLAND SOLUTION
0891 445 928
COMPUTER FUNLINE
0891 445 799
FOR INFORMATION ON ALL OUR
HELPLINES
0891 445 904

ALL LINES UPDATED WEEKLY
FROPRIETOR:= Jacquline Wright, P.0. Box 54, Southwest, Manchester M15 415 |
Calls cost 36p per min at 'cheap rate' and 48p per min at other times

g_




Sporting events look sef to be a prominent feature of computer games this year.
Ciaran Brennan kicks off with a look at a very sensible production.
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RECOGNISE THE main
characters? No prizes for
guessing which previous
Sensible effort these chaps

" made the jump from. §
However, by the time the
game gets up o speed,
there should be numerous
other animations to add te
this crop.
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PROJECT: Sen_sible Soccer
PUBLISHER: Ocean

OF COURSE, no game would be complate without the
good old onion bag. Or would it? One of the ideas
which the team discussed was including an option for
a ‘park’ game, where these beautifully netted goals
would be replaced by two strafegically placed coats.

Il i e

i) ] i i

THE CHAPS’ FAVOURITES, Southampton and Norwich,
will be joined by 98 other teams: the final game will
incorporate 64 club sides from all over Europe as well
as 36 European national sides. Not only that, but the
player can also creaie his own look: “In all, you can

the shirt, and one each for the shorts and socks.” Note

the ocriginal sliding tackle frames - thankfully these
were one of the first elements to change.

LE

have four colours on a single kit,” says Yates. “Two for

AUTHOR: Jon Hare

(graphics and game design)
Chris Chapman (coding)

Chris Yates (additional graphics)
Richard Joseph (music)

INITIATED: October 1991
RELEASE: May 1992

“THERE ARE TWO GROUPS OF PEOPLE that we have to
win over: the people who really like Kick Off - we've got
to make them realise that our game is better - and the
people who don't like Kick GFE who we've got to make
things as simple as possible for.” So says Sensible
Software's Jon Hare, outlining the target audience for its
forthcoming football game. . just about everyone reclly!

With the ?anhcc-ming European Soccer Championship
in Sweden on everybady's minds, every developer in the
country is currently looking at bringing out a game to
cash in on the event. However, one problem they'll all
have is that everything they do will inevitably be
compared to Anco's ‘greatest footie game ever’, Kick Off
&

Never one fo leave his own trumpet unplayed though,
Hare reckons that Sensible’s efforts will give that classic a
run for its money. Firstly, he points out that the entire
team are Kick Off fanatics, so they at least have a good
idea of what they're up against, “...and besides, we're
not exactly new to this either,” he continues. “Affer all,
we did MicroProse Soccer [the classic 8-bit footie game]
and got quite a few good reviews for that.”

Hare and his partner, Chris Yates, have always wonted
fo do a 16-bit soccer game, but it was only during the
final stages of the development of Mega-lo-Mania that
they made up their minds that it would definitely be their
next project, “We played a lot of Kick Off 2," says Yates,
"but after o while we found that we were gefting tired of
the tﬁings thett were wrong with it: the bugs, the fact that
you slide tackle when you don’t mean to and that you
can't see enough of the pitch o plan your moves in
advance.”

Putting their heads together, the team decided that they
needed a game that was instantly playable, but with
enough fo learn fo keep it in'ﬂ&nas.-’rir1g-c?-.:'zf:rI some time. They
also come fo the conclusion that 'rhey had to concentrate
heavily on the presentation: “We wanted it fo be that
playing Sensible Soccer was more like watching the felly
than p?l::ying a computer game,” says Hare.

Part of the way to achieve this was to provide
spectacular sound effects: “We're geing o do some
r:fefen’r samples of kicking sounds and some real-life
crowd samples which wiﬁ change with the mood of the
game. If, say, you've got a red team playing a yellow
team, therme red fans will start to get excited when their
team plays well = not only that, but if you're playing in
Italy then you'll get drums and firecrackers and stuff like
that and ir:rnu’re playing against Sheffield United it will
be redlly quiet.”

But it would be wrong to give the impression that it
would only take o few good sounds to keep the chaps
happy. Yates takes up E‘le thread: “Graphically, we
wanted to improve on Kick Off too, so rl:af you could
actually see what your players are
doing.” At the current stage of
development, the players look like })))
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PROJECT: Sensible Soccer
PUBLISHER: Ocean

AUTHOR: Jon Hare

(graphics and game design)
Chris Chapman (coding)

Chris Yates (additional graphics)
Richard Joseph (music)

INITIATED: October 1991
RELEASE: May 1992

AND MUMBER 11 must score! But no! A beautiful sliding
tackle robs him of his moment of glory. Sensible Soccer

is already playable to a degree but needs a lot of
presentation work before it's ready for public showing.

they've just been signed on a free transfer from Mega-lo-

Mania, but they're not quite finished yet: “There are

header frames to do,” explains Hare, “and throw ins,

diving headers, overhead kicks... the trainer is even

going o come on with his magic sponge when a player
s down.”

Despite the efforts being ploughed into the
presentation, the team realise that playability is what it's
all about. As you'd expect, Hare remains confident: “The
reason that we feel that this game is going to supersede

MORE GOALMOUTH ACTION, only this time it's on o
slightly less salubrious surface.

Kick OFf, is because Kick Off has set its path - we know
what conirol system the next version will have and they
can't really change it because i's too much part of the
game. What we're doing is almost the next step forward
- but Anco can't do that because then it wouldn't be Kick
Off any more if they did. Our game is going to be like a
marriage between the best bits of Kick Off, the best bits
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All events which aren‘t
directly related to
kicking the ball are
taken care of by use of
this unigue ‘dugout’
feature, which can be
called inte view
whenever the ball’s
gone out of play. “It's
really simple to use,”
says Yates, “You just
click on the manager to
make a substitution or
change tactics, or click
on the trainer to treat an
injured player.” By the
way, don’t some of
those players’ names
lock a little familiar?

of Speedball 2 and a few of our favourites from MicroProse Soccer. The best games
are always mixtures of other successful games.”

However, what will redlly set the game apart and win most of its fans will be the
masses of options. The team set-ups, for example, will be almost limitless, including a
choice of kit between plain colours, siripes, hoops and different coloured sleeves 1ﬁ|ce
the old West Ham kit); any team will have both @ home and an kit. Not 0n|}r

ol

that, but each of the players can be individually named and the be three
different graphical styles of player to choose from: blond white players, dark-haired
white players and black players - so you can authentically recreate your favourite
team or even include all of your mates.

This naming of players won't be purely cosmetic though, as Hare explains: “When
you score a goal, the computer w1|rlc}g which player scored and later on when the
score is flashed up on the of the screen, the fime of the goal and scorer’s name
will appear underneath i

"As you'd expect, action replays will be a vital element, but once again there will be
a twist — each time you watch o move or goal again, the sequence will be stored so
that at the end of the game you can play them all back again as match highlights.
Unfortunately, technical problems |'|m'|iurEi5 to 10 highlights, but what do you want,

Mach Of The Do'f

And so finally, they get around to explaining just how the game's mechanics will
operate. Hare begins: “Each player is given a part of the field which he ‘patrols’, then,
depending on where the ball is on the ﬂeld, he'll get as close fo it as possible within his
own boundaries. There are two players who are free from this restriction, the player
who actually has the ball, and o supporting player who moves with him. Once they
lose the b{:|rﬂ'|ey become 'deselected” and move back to their area.”

And what about actually controlling the ball2 Yates explains: “It's simple enough
really, just a short tap on the button gr a pass and a longer press to shoot the ball -
P s st ot ol the frsonchinyat, which shaadd oot ples.*
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SOFTWARE

FIRST FLOOR OFFICE, 16 LINDEN GARDENS,
CHISWICK, LONDON W4 2EQ
Telephone: 081-747 9344

Fax: 081-995 1325
Hours of opening: Mon-Sat 10.00am - 6.00pm
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| THE Since the success of The Secret Of Monkey Island and Indiana Jones And

The Last Crusade, Lucasfilm has become one of the biggest players in the

' graphic adventure stakes. Paul Presley looks at the next two instalments.

FEATURE

HEN IT COMES TO FILM LICENCES, one company has a
Wmajor edge over the others. Lucasfilm is the software

branch of film director George Lucas’ formidable empire,
50 it's only natural that it gers the chance to produce games based
on some of the greatest adventure films to date. Indiana Jones is the
biggest name in the Lucas stable and gamesplayers across the world
have already marvelled at Indiana Jones And The Last Crusade: The
Graphic Adventure.

Thankfully, it isn't just 'big name stars’ that gain all the attention
over at the California ranch. There can hardly be an Amiga owner
who isn't familiar with The Secret Of Monkey [sland, the adventure
game that became one of the most talked about games of the gos.
The quality graphics, wonderful sound effects, music and humour
that made up the adventures of Guybrush Threepwood went to
prove that Lucasfilm is more than just another vehicle for Lucas’
movies.

Since the release of those two games, Lucasfilm has been a hive of
productivity, developing not just new titles, but sequels to old ones
and new programming systems. The biggest improvement that the
new range of games will have is the MUSE music programming
system. Given that this stands for Interactive Music and Sound
Effects, you probably get a pretty good idea of what it's all about. In
a basic sense, a game that uses the /MUSE system will have music
and effects that 'follow’ the player’s actions, changing and adapting
as the player issues different commands.

A good example of this is in Monkey [sland z (see panel). When
Guybrush enters the swamp area, a spooky melody starts to play.
When he climbs into the nearby canoe, a faint backing tune is
added. As he paddles off towards a mysterious shack a slow
drumbeat starts, and when he finally enters the shack, the whole
tune comes to a crescendo. Should the player deviate from this
course (doubling back on himself for example) the music will rise
and fall accordingly.

The two biggest products being worked on are the aforementioned
Monkey Island z and Indiana Jones And The Fate OF Atlantis, There
are plenty of other projects in the pipeline, though, including
adaptations of the Star Wars saga (an arcade version of which has
just been released for NES consoles), a game (or games) based
around the upcoming Young Indiana fones television series (which
premiered recently in the States) and conversions of most of its
existing titles to CDTV, enhancing them with improved graphics and
sound and adding speech.

In fact, Loom is to be the first COTY Lucasfilm game to appear and
is a full "talkie’, with speech completely replacing the rext. With
maost of the other games to follow, you can't help but wonder if
Harrison Ford will provide Indy's voice and we can only guess at
who'll be brought in to play Guybrush.
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LINE-

' MONKEY ISLAND 2: LECHUCK'S REVENGE

| THE FIRST MEW RELEASE that Amiga owners will be able to enjoy is
the sequel to the legendary adventures of Guybrush Threepwood.
Monkey Island z sees the return of his arch—enemy, the ghost
pirate LeChuck, and takes Guybrush on a journey to discover the
real secret of Monkey Island (which will come as a real shock). The
plot was originally all part of the original game’s, but owing to its
size, it was cut in half and used for the follow—up.

The sequel introduces three new islands to Guybrush’s world
plus a host of new characters (and a couple of old ones yvou might
recognise, such as Stan the used ship salesman, now selling used
coffins).

The story begins with Guybrush suspended over a huge pit,
holding onto a vine in one hand and an extremely heavy chest in
the other, Suddenly, down comes another rope and he's joined by
Elaine Marley, his true love from the first game, who's curious as
to what's going on. As Guybrush begins to relate his tale, they all
start to fade out and the player begins the game.

Monkey island z sees a couple of ‘firsts’ for Lucasfilm, namely the
use of the iIMUSE system for the music and hand—painted, digitally
scanned backdrops for the graphics. The result is a stunning
mixture of sight and sound and should keep you enthralled for a
good few months at least. Expect to see it on the shelves around
May.
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w The cybersketchers at Angel Studios are fed up with doing it on

9

screen, so they've decided it's time to start engineering for the
real world. Steve Cooke gets all shook up about the Solopod...
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"The personal VR
motion base is a
new entertainment iy
medium. It will
compete with TV
9 ; By, -
and feature films. i . |
It will open up - : |
totally new i :
possibilities.” - -
Brad Hunt, Angel -
Studios
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negel Studios’ creative talent Brad Hunt is Fed Up. He's just
Aﬁlamshcbd eight minutes of state-of-the-art animation for The
wnmower Man — Hollywood's first major feature film
about Virtual Reality — and it took him and his colleagues about a
month per minute to put it together, The footage is superb and the
critics are howling for Oscars. Hunt, bathed in Californian
sunshine, looks as if he might burst into tears at any moment.

"It's just so much WORK!" he sighs, "It's really difficult. It's tough.
[t's hard. And after all that sweat, the stuff’s used only once. We
need to build a long-term business here, not just leapfrog from one
project to the next. What's the answer?”

There's a loud shriek from next door, accompanied by a derisive
hydraulic hiss. Something falls on the floor with a loud thud. It
sounds human.

“What we need,” says Hunt,
casting a homicidal glance at the
wall, "is something to turn our
animation work into a product
that can be sold over and over
again. If we put so0 much into
something, we need to make more
money out of it. It's as simple as
that.”

There's a long pause, puncruated
by what sounds like a huge metal
cat pouncing on inflated plastic
mice in the next door room. Hunt
looks awkward: he wasn't
expecting my arrival today and he
Was (00 courtecus to turn me
away. We sip our decaffeinated
coffees politely. Suddenly the
silence next door is even more
menacing than the sounds that
preceded it

After a hiatus of at least 10
seconds, which is a very long time
in California, Hunt looks up from
his coffee and smiles at me
innocently. "Are vou,” he asks,
“susceptible to very high G-
forces?”

He's going to show me — but he's
going to make me pay...

“Everyone's into simulators
nowadays,” comments Hunt as we
head next door, "but no-one's
concentrated on single-person
motion bases. We have the
experience in co-ordinating
movement with vision; sound is

pretty easy to deal with. We're
1 ideally set up for something like
this. It's my Pet Project...”

The Pet Project stands in the
middle of a large room and looks
hungry. It's called Solopod, Brad
tells me, and it immediately makes
a Very poor impression on me.
That's because its seat is set very
high off the floor and it's busy
tossing one of the Angel Studios
testers around like a Barbie doll
on a rhino with a hormone
problem. Mostly, however, it
makes a poor impression because
I know it's my turn next,

"We've designed Solopod for
higher performance,” Hunt points

Brad Hunt enjoyving a brief flight on Solopod. "This is an opportunity for
us to recreare some of the excitement of the nightclub. At the Sim Center,
we could have conductars, maybe even Df'sl”

Vertical movement is provided by a scissor-like mechanism chat is
astonishingly efficient: but Angel is thinking of substituting hydraulics
for even betrer performance.

Wiy

Brad Hunr at his workstation. The company uses Silicon Graphics
equiprnent (o generate state-of-the-art animations for film and relevision.
Dorn't miss The Lawnmower Man, out here in the UK this summer.
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out. "Our objective is to develop a
totally new arcade experience, We'll §
then use our software skills to
develop a series of blueprints for a
simulation centre that will offer the
first full-motion virtual world
safaris.”

Virtual safaris? Surely not. Where
are the headsets and the case full of
smart drugs? All we have here is a
monstrous Metal Mickey. "We've
decided not to go for headsets at
the moment.” explains Hunt, “First,
there's a hygiene problem and then
there's the Poison Theory (see
panel). We need something that will
be kind and gentle with children
and won't require a dozen
attendants to keep it on the leash.”

I do not point out that usually the
attendants are there to keep the
kids on the leash. Looking at the
Pet, however, | reckon he has a point.

Solopod is still in the early stages of evolution and lacks a visual
display panel. To project a virtual world environment for the user,
Angel is developing software to run on simple NEC LCD projectors
which give a high quality, hi-res display. Having seen their computer
graphics in The Lawnmower Man, it's a fair bet that, when vou strap
yourself into the Solopod, vou're going to be in for a surprise.

"Up yvou go0." says Hunt, jovially. I'm not too happy about this. "It's
a bit high up, isn't it?” 1 enguire, thinking that even if they don't
have any smart drugs, a stupid one would do. Scotch, perhaps.

"Yes, higher performance,” jokes Hunt, "Now, strap yourself in,
then grab the joystick. There are three degrees of freedom here, so
you'll be moving up and down, and
tilting left, right, forwards and
backwards...” He moves over to the
PC which is linked by a vast cable
to the Solopod's base. "OK, you're
on line,.."

I push the stick forward gently. A
mistake. | should have pushed it
forward very gently. With sickening
speed I'm catapulting upwards, my
spine bending gracefully through
ahout 180 degrees. In my haste to
pull the stick back, 1 find myself
corkscrewing in the opposite
direction. The sense of acceleration
is s0 compelling that it never occurs
to me to take my hand off the stick,
s0 for the next few seconds |
perform a number of very silly
manoeuvres. ['m far too proud to
cry out for help. 1 scream instead.

Hunt, curse him, pays no attention
at all. This is clearly his revenze for
my unauthorised visit. For the next few minutes, I'm condemned to
a dynamic bonding ritual with half a ton of carbonised steel.

And blow me if after a minute or two I'm not having the time of
miy lifel Having got the knack of the controls, and with Hunt
standing beside the Pet describing their plans for the visual displays

Safery first! Fail to
strap this on, and
vou Tl be seraped off
the ceiling.

Current control

mechartisms o
Solopod may be
bulky, but their

: e extremely precise
and the software, I'm beginning to see why he gets so excited about
F & and surprisingly
it all. :
quiet.

What all current entertainment platforms lack is a true synthesis
of sound, motion and 3D vision. One day in the not so distant
future, this system could offer such an experience. Forget Rybo and
join the queue for Solopod.
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Technoproblems

Synthesising sound, motion and
vision is a sophisticated art that
many are trying to learn and few
have mastered. The trouble is
that you need expertise in three
very different areas: sound
technology, animation and
graphics modelling and
engineering. Then you have to
combine these skills with a
fourth: the ability to relate cues
for all senses to each other,

Get it wrong and the results
are at best nonsense and at
worst disorienting and even
dangerous. "The problem at the
moment,” points out Hunt, "is
that people really need to do
much more research into relating
muotion-based systems to visual

| cues. The army has been really

busy in this area with their
helicopter simulators, but there
are still a lot of unanswered
questions.”

For example, why do people
frequently suffer nausea and
sickness when wearing VR
gogeles in conjunction with a
mation base? One possible
explanation put forward
recently, the Poison Theory, ;
suggests that the brain interprets |
bizarre visual cues as a symptom |
of poisoning and induces a reflex E
vomiting attack to clear the
supposed cause.

Then there are more subtle
interface problems. "How do yvou
use the motion base to simulate
walking," asks Hunt, "and what
about hand cues? Imagine a

| sword fight, How do you use a

lever to control a sword that
needs to stop when it's pushed
up against a breastplate?”

Of course, advances have
already been made. Anyone
who's been on Disneyworld's
Star Tours, for example, will
have experienced the effect of
‘'wash out’, when a motion base
with a limited range of
movement can simulate, in
conjunction with visual material,
a prolonged surge in any
direction. "The trick," explains
Hunt, "is simply to let the base
give the initial impetus, then
allow the visual cues to take
over, The brain is completely
fooled.” Regular visitors to Star
Tours, however, will know that
the brain soon cottons on to this,
s0 VR designers have to avoid
repetitive wash-out effects in

their scenarios.
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: Snooker, IK+,

Dropzone

Jexz San)p
Starglider 1 &
2, Birds of Prey

inbow Islands,

1 A

~ | Andrew Braybrook
Ra
Paradroid, Uridium |

4 David Braben
Elite, Virus

VEric Matthews
Xenon 1 & 2,

Speedball 1 &
2, Gods

Peter Molyneux p '
Populous 1 & 2,
Powermonger

< Jon Hare
Mega lo Mania, |§
Wizball, S.E.U.C.K | §

David Upchurch & Gary Whitta
= Two truly impressive members of The One’s new editorial team -

...and weren’t allowed to leave until they had aired
their views of the future of Amiga gaming?

You cun find out more on Page 82
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what, where,

when, why and
how. Everything you ever
wanted to know about
the latest games that
others couldn’t tell you.
Here at The One, we
strive to bring you the
maost informative guide
to whether or not you
should part with your
cash. Dur unigue
reviewing style lets you
feast in the quality (high
or low) of the graphics,
while our expert
gamesplayers tell you
everything else. Why
bother with expensive
imitations?

GRAPHICS

Do the reds go well with the blues or
do you just get a purple haze? Quality

counts as well as quantity. computer so often it gets dizzy?
el &
SOUND PLAYABILITY
A test of quality and aptness. Does it Does it handle like a Ferrari or a
suit the mood or do you get brass Skoda? Is it a prize marrow or a prize
bands during a funeral? turkey? This is the big one.
OVERALL
All the rest combined and then some. This is the one you should listen
to, it means business!

MYTH
(System 3]

VROOM
(Lankhor)

PINBALL DREAMS
(21st Century
Entertainment)

RACE DRIVIN'
(Domark)

REPLRY

DURABILITY

Will it gather dust after a few weeks
or will it be in and out of your

WHAT'S TICKLING
THE TEAM

PAUL PRESLEY

Prez has been a very
busy chap this month.
He suddenly realised
that there was no

editor, so his brain _
went into to overdrive.
We only saw him once,
and that was when he
submerged to have a
cup of coffee. Space
Crusade was the only
game that we managed
to find out of his

games playing hours.




\ D Once again that lovable twosome, . , are back for
9 plenty of . And this time they've even
ot some protection if it starts ; -
REVIEW ol

PARASOL
STARS
Ocean

worse than death, have just sat down for a rest when the
‘whole world in danger’ alarm goes off again. The evil fiend,
Chaostikahn, has unleashed a horde of nasty aliens all over the
universe, and it's the duo's job to go around seven different planets,

PRICE § disposing of all the aliens by thwacking them with their magic
£25.99 parasols, gifts from the Islands’ grateful inhabitants.

Well, it's all very silly of course, but then did you really expect
anything different from a game like Parasol Stars, a cross between
Bubble Bobble and Rainbow [slands? The saga has indeed come a long
way since the pair were encased in dinosaur form, jumping around
platform after platform in order to break free of the spell.

Once again you get to control either Bub or Bob (simultaneously or
separately), taking them through the levels collecting bonuses and
killing everything and anything you see. Each stage is similar to that of
Bubble Bobble (enemies dropping down from above and roaming
around the platforms), with extra bonuses to be found when you pick
something up and throw it across the screen.

BUE AND BOB, after saving the Rainbow Islands from a fate

Once the bonuses are revealed they're up for grabs: either throw THIS 1S RAINBOW LAND, where it all happens.
something across the screen, collecting all of them, or run as fast as Guide Bub and Bob around the brightly coloured
you can over them, trying not to get killed. A particularly nice touch is  platforms, killing baddies and collecting bonuses. As
that anything can be picked up and thrown, from the smallest of Fid Con e, B L i1k - i foes on bop of hia

parasol, This can be thrown at other enemies or used
to reveal bonuses,

A7 |
I l\ r2 l L (
4|_)_1— | r— B i

water droplets to the other player!

THE FOREST WORLD

is one of the levels

where the play-area is
bigger than one screen.
It allows you to
wander around from
left to right, right to
left, collecting the
goodies. Bob has been
picked up by Bub at
this stage: he can be
used to either kill an
enemy or reveal
bonuses, either way it
doesn't do Bob any
good. The blue bubbles
with lightning inside
them can be picked up
and thrown: if you
collect five on top of
one parasol, it turns
into 4 SUper Weapon.
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AS YOU CLEAR each world, loads of goodies are dropped down. If you collect AT THE END of each world, there's an evil puardian to

the giant pumpkin you're rewarded with 10,000 points. There's a mass face. In this case it's the Grim Reaper dude that wants to do
scramble to the centre of the screen as both players kill and maim (I thought you in, Collect the jars containing the stars and build up the
this was a cutey game? — Ed.) to collect this prestigious prize. bubbles on top of your parasol to blast him.

THIS MECHANICAL MANOEUVRER is a real pain.
Luckily there are loads of bubble stars to collect which
should help you out a lot. Lob loads of single bubbles at him
for an easier kill.

THIS EVIL PRINCESS guides her peculiar pony around the
screen dishing out light balls, Simply zapping them with
lightning should send them back to the stables in no time,
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{ THIS IS A MAP of

all of the worlds
you need to visit,
Two of the worlds
shown are actually
secret worlds - see
if you ecan find
them.

' recognisable from Bubble Bobble,

. Rainbow Islands and even other games

- (like Doh, from Arkanoid)! The jolly tunes
- that accompany each level give it a very

. cutesie/arcade feel, which is exactly what

| collection of mostly similar platform

| games that doesn’t have nearly enough
variety in gameplay that something such
| as Harlequin or Titus The Fox offers.

% HOOBRAH, yvou've picked up a miracle
] bonus. When you pick up two
miracles it causes all on-screen aliens
to be paralysed for a limited period.
#®  Three miracles will kill everything on

SCIECTL.

PARASOL STARS is obviously going
to be judged by the success of
Bubble Bobble and Rainbow
Islands. It's definitely a great
mixture of the two, but that
doesn’t automatically mean that
it's going to be an excellent game.
Parasol Stars is a good game,
there's no doubt about that, but
it's nothing new, nothing fancy - in
short, there are not enough
differences between the original
game and this one to start making a fuss
about. Jumping around the brightly
coloured platforms is enjoyable, but it
also becomes a little tedious after a while
(doing the same routine in every level).
There are all the usual good points, the
graphics are

brilliantly Great

done, bright =
andcolouru  9raphics,

and the main grea'l: music,
sprite has been

basedonthat Gr€aAt fun -

of Rainbow  but nothing
Islands, but re-

drawn (so that new

there are extra

expressions on Bub’s and Bob's faces). The
enemy sprites are equally as impressive,
even if they are slightly limited in
animation. A lot of the baddies are

THE WORD

it needs. However, it's still just a

Parasol Stars deserves to do well as itis a
very good game, it just doesn’t quite
deserve the many accolades and cries of
“classic’ that it’s more than likely to get,
simply because the first two were so
good. :

| Jools Watsham
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[:‘j] ‘ "1 e, | don't know what I've been told, Alien spaceships are mighty cold.
R-HEVI EW Gremlin’s merry band of Space Marines prepares to board and conquer.

SADE

PRICE
£25.99

CRU

out
NOW

GRAPHICS

SOUND THERE ARE
THREE chapters of
marines to choose
from, with one

o laver controlli

- 1_-_ DURABILITY B e T
£ f .| players controlling
y ! one each or two
.'a i A X players controlling

any combination of
either one, two or
all three (got
that?). [t's worth
noting that
different chapters
have different
choices on the
equipment and
orders screen,

< - PLAYABILITY

OVERALL

89%

THE 3D VIEW is used mainly to display action (such as shooting aliens). It
is also possible to take a look at the view from any point during the game,
the only thing you can't do while here is to issue orders or move around. [t
does look nice, though.

HE SPACE MARINE: a fearsome
I fully-trained fighting machine.
Although only a small part of
the Legiones Astartes, each marine is
trained from birth in the art of
inter-galactic warfare and small arms
combat with some of the most
devastating armament known to man.
Fortunately, they're on our side.
Space Crusade is Gremlin’s conversion

MARINES CAN
arm themselves
with Bolters (small,
deadly hand guns),
Assault Cannons
(as in a modern
attack helicopter),
Plasma Guns
(weapons that
vaporise anything
in their path) and
Missile Launchers
CURREMTLY SELECTED (really powerful

of Games Workshop/Milton Bradley's explosives that
best—selling sci—fi board game of the damage whole
same name. Centring on small areas).
skirmishes aboard huge derelict

spaceships, Space Crusade allows up to EACH MARINE

can take one piece
of equipment
(allowing them to
roll extra dice in
combat, or
replenish lost
CnErgy points),

three players to command a squad of
marines as they set about various
missions in the name of the Emperor.
Their adversaries include orks,
Gretchen (small space-faring goblins},
renegade marines, soulsucking aliens

while the
(similar to those of the film Alien) and Commander takes
huge robotic dreadnoughts (which onﬁ* Order 5
bear a passing resemblance to the (allowing t

marines to move or
fire twice in one
turn for example).

ED-209s in Robocop). All of these foul
beasts have just one thing on their
collective minds... your death. Is your
Plasma Gun up to the job?




THE OVERHEAD
VIEW is where all
your commands are
issued from and
where all the
movement takes
place. Both the
marines and the
aliens move in set
‘turns’, during
which time they
are allowed to
either mowve then
fire, fire then move
ot just fire or move.

ONE OF the other
things a player can
do during his turn
is to use the
scanner, This
shows the positions
of enemy troops,
although it doesn't
show their numbers
or type. Until a
visual identification
is abtained, the
aliens are
represented by
green blips on both
the map and the 3D
view,

WHENEVER
SOMEBODY fires
at or hits someone
else, the view
changes to an
isometric look at
the surroundings.
Here you get to see
the piece of alien
slime get vaporised
from the face of
the... erm,
spaceship, in all its
animated glory.

TO ACTUALLY
BLAST anything,
yvou have to issue
the command via
the overhead
display. Select Hre
or attack and the
possible targets are
highlighted in
yellow. For ranged
weapons the path
of the
bullets/rockets/lasers
is shown.

- either from laser
~ fire or with a

- sword, the

~ apparent ease with which some of the

- larger 'muthers’ can be killed (one of my

. challenged by atmospheric gameplay,
. very nice in~game animations and

'I'HE BIE ADVANTAGE that Space
Crusade has over Hero Quest is the
use of teams instead of individuals
for each player. This gives you a
lot more to do and helps you feel a
lot more involved with the action.
It also allows you to develop a
much more strategic approach to
the scenarios (something which
makes the game almost 100 per
cent better than Hero Quest) and
when you start playing with other
humans and developing strategies, it just
gets better. There are faults to Space
Crusade, the most notable of which is the
lack of continued 3D action. While full 3D
gameplay would have been most
satisfactory, the quick ‘action cuts’ as they
stand are balanced well with the use of
the overhead view. Other cracks in the
hull are the 5
Enjoyable,

strange way
Sies 1o e of @tmospheric
rubble) explodes and faithful
when you hit it, to the
original

THE WORD

Commanders destroyed an entire
dreadnought with the mere flick of his
wrist-sword) and a lack of decent
congratulations when you complete a
mission or a simple intro before you start
one (just to set the scene). These are

graphics and a faithful reproduction of
the board game that loses none of its
playability and competitive, enjoyable
action. These pros (as far as I'm
concerned) more than outweigh the cons
and make Space Crusade a very
worthwhile product, especially with the
prospect of plenty of data disks to liven
things up. It could do with some Wing
Commander-type story telling though,
helping to tie everything together.

Paul Presley
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REVIEW

SPACE
GUN

Ocean

PRICE
£25.99

ouT
NOW

GRAPHICS

_ DURABILITY

PLAYABILITY

OVERALL

5%

THROUGHOUT
THE SHIP you'll
find Aashing lights
on the wall (hey,
what space ship is
complete without a
few Hashing lights
and sirange bits of
machinery that
Seem to Serve no
apparent purposes).
Shoot them and
extra Weapons,

James Cameron’s done an awful lot for computer games. There's
hardly a sci-fi game around that doesn’t use his Allen creature for a

bad guy. Space Gun is no exception...

THE MAIN TASK is to rescue as many hostages as possible, -1
within the time limit. However, in the heat of combat, it’s all
too easy to shoot the flecing humans instead of the aliens. With
the added problem of humans that turn into aliens, it's
probably best just to kill everything. The action can take you in
several directions. Initially you start by moving down an eerie
cortidor, but quite often you'll arrive at junctions and have to
choose whether to go left or right.

HOWEYER,

HERE'S NOTHING LIKE
I having a big, meaty gun in
your hands to make you

feel in complete control.
Unfortunately, Ocean’s conversion
of the coin-op with the biggest,
meatiest guns ever dispenses with
them in favour of a mouse,
joystick or Trojan Light Phazer,
which just isn't really the same.

Anyway, 5pace Gun takes you
deep into the future, on board an
earth-bound cargo ship that's
been hijacked by aliens. The
powers that be have deemed that
the only feasible way of rescuing
the hostages is to send a couple of
heavily armed soldiers in to kill
everything that moves. How's that
for inter-galactic diplomacy?
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NOT ALL THE
ACTION takes place
in the space ship.
Learning of more
problems on the
nearby planet, you
nip down to put an
end to their evil,
colonising ways.

2033 A.D.
MAH BEGIHS DEEF SPACE EXFPLORATIO
THERE ARE MANY UHRKHOWH
DAHGERS IH SPACE. . .

IN ORDER TO
justify this
mass carnage
of
blood-letting,
these simple
Scene-setters
crop up
between each
lTevel.

INNEE Bk




NOT EVERY ALIEN
is big, green and
multi-limbed, there
are plenty of smaller
pests to keep your
gun overheating. |
Face huggers are
particularly nasty,
clinging to the
screen and sucking

EVERY FOUR OR
FIVE corridors
you'll meet up with
the mother alien.
Big, hard and fast,
they've got every
intention of
stopping you from
succeeding in your

THE ACTION can take you in several directions. Initially you e
mission.

start by moving down an eerie corridor, but quite often you'll
arrive at junctions and have to choose whether to go left or

right.

]
I MUST ADMIT to being quite a fan

of the arcade version of Space Gun
(I've almost clocked it but keep
blowing up my escape ship), so |
was quite eager to see if Ocean
had managed to do a decent job of
the conversion. The answer is
definitely a mixed one. There are
areas of the computer version that
shine through, but they are
unfortunately offset by the areas
that are distinctly murky. The

Q
S
B
ek
=
-

IT'S NOT JUST
BULLETS that you
can pump into the

alien ; speed and difficulty of the original are all
j;t“hﬂij:gft’::“ i . there (as is the original feature of being
With the flick of | able to reverse your direction of travel for
your barrel, you ' a while by
arictyofamart | pushing Space - Adeq ua_te
bombistyle | afact not conversion
g i "6 ' mentioned in of a
freeze rays and a the manual).
laser blade. Unfortunately, passable

| the graphics, “

. presentation and coin—-op

. playability are

what's missing and it doesn’t make for an
enjoyable game. It just doesn't have the
same thrill or 'loudness’ that the arcade
version had, | miss the feel of the large
pump-action gun on the cabinet (even
with the Trojan Light Gun compatibility it
doesn’t have the same impact) and the
sound of the aliens screaming in agony as
you killed them. Space Gun is a competent
enough conversion all right, just not
outstanding - and I'm not sure that
everyone was as big a fan of the arcade
game as | was.

?'
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REVIEW

Elvira is back in her second Horrorsoft adventure. This time a three-
headed demon from the underworld and a horde of ewl minions

are out to nobble her.

ELVIRA II:
THE JAWS
OF

'CERBERUS

ACCOLADE

PRICE
£34.99

out
NOW

GRAPHICS

_:»'.' 3 \ DURABILITY

f""\FLA\"ABILI'ﬂ

OVERALL

1%

ELVIRA

JAWS OF (

THE

L‘-.r'IRA, THE STAR of many a
schlock-horror B-movie
Exhauaganzaandgnemdent
of the film company, Black
Widow Productions, is in serious
trouble. She's been forced into a
compromising situation by
Cerberus, the three-headed dog
from Hell, and is being held
captive somewhere on her own
studio lot. Our canine friend is
torturing her with the kind of
breath associated with years of
Chappie and Pedigree Chum
Mixer consumption - but the
worst is yet to come. If her
clueless boyfriend, Stud Muffin
(aka you), can't rescue her by
midnight, we can all kiss goodbye
to everyone's favourite vamp.
It's no easy task, though. Stud
will have to battle his way
through three movie sets — a
maze-like web, an old Victorian
House, and a fog-enshrouded
graveyard — before he can reach
his beloved. He has magic and
brute strength on his side, &3 n'
but you'll have to help ‘e
him defeat more monsters TEg s
than you'd find in your }ﬁ‘\.‘ui
worst nightmares if you '
want him to succeed.

- e re——

e - an—p “-:-w l:;
11H

gz FF 12 HF 24
T worm them not build
] studios here, Now gqrea
s will befall .

i. WHhat qreat Evil =
$ 2. Hhat con 1 do =
. Ll?nere 15 Elvira %

e
=
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THIS IS YOUR FIRST PUZZLE: how do
you actually get into the studio in the
first place? Gates such as this bar your
passage throughout the game, and are
usually the signal for an annoying
interlude of disk-loading. Usually you
need a key, a code, or both to open
them.

I

LIKE MANY of the

: FEELING THAT THE
chal.'actzrs. tl'lus ANSWER mighe lie
MNative .-’s.meml:nn inside the security
(found squatting in hut, you pick up a

the basement) can
offer you useful
advice, as long as
you're not sarcastic
in your line of
questioning. Other
encounters are not
50 friendly: on the
second floor of the
building you'll run
ACCOEE MOre
formidable
COMPany.

handy rock, quietly
chuck it through the
window and force
your way in. Inside
there's a nasty
surprise, a bunch of
keys (attached to the
nasty surprise) and
access to the security
system.,

FF 1

Looking
1 seoUrLty -:ruurﬂ.

‘ R very poorly
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sl PO R B hahit of it.

IF YOU HEAD straight
for the studios you'll soon
find yourself engaged in
combat. There are plenty
of monsters, all of them
neatly animated and all
formidable. You have four
combat options to choose
from, ranging from
MNormal to Berserk, and
you attack by clicking
directly on the foe's most
sensitive places.

THERE ARE A QUARTET of
character classes to choose
from at the beginning of the
game, each with appropriate
statistics and skills. You can't
generate your own players, but
as you'd expect from a decent
RPG, your stats can be [
improved with experience, |

YOU'VE BARELY
PUT one foot in
front of the other
before Elvira pops
up amid a cloud of
smoke to offer you
a welcome and
steer you in the
- right direction.

—_ Fortunately, she

I | I I doesn't make a

BEHIND THE GATES are a motor pool
and this reception area. This is effectively
where the main part of your adventure
begins. There are several doors here -
straight ahead are the three studios, but
there are also a couple of floors and a pair
of toilets to grope around in first.
Decisions, decisions...

| reasonably intuitive to use: if you want to
. go somewhere you usually have a choice

ANYONE WHO'S PLAYED Elvira,
Mistress of the Dark will be able to
find their way around Elvira Il. The
Seismic Activity indicator - which
reveals approaching monsters -
and a status display are useful
additions, but fail to make this
game radically different from its
predecessor. The plot is new, but
the game system is essentially the
same, comprising Dungeon Master-
style 3D (with excellent, gory
graphics), handy inventory and controls
displays surrounding the play area, and a
huge number of disks (this time there are
seven). On the whole, the interface is

f clicki

the screenoron A\ la;rge_ role

the cursor p ay|ng

e ciiar game with
lorati

riyiagame Small, but

pungeon Master  SigNIificant,

sideways  cdesign faults

movement

command: for example, if you want to go
to the right, you have to spin through 90
degrees and move forward - two actions
where one would have been more user-
friendly. Other commands are better
implemented: you can pick up objects by
dragging them into your inventory with
the mouse, and clicking on an item
automatically brings up a menu of
commands associated with it. Elvirall is a
decent RPG, marred by excessive disk
loading and swapping - there are
occasions when the loading takes up more
time than the action - but with plenty of
monsters, good combat and magic
systems, and a large landscape to explore,
there’s plenty to keep you entertained. All
you need is patience...

Gordon Houghton
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REVIEW

THE FOX
Titus

PRICE
£25.99
out
NOW
GRAPHICS

TITUS |

He's furry, he’s fast, he’s lost his fiancée, he’s...

ITUSIS AFOX, and a
I fairly energetic one at
that. His life is going

quite well — until his fiancée is
kidnapped by some evil bandits
while on an assignment in the
Sahara desert in search of the
desert fox for Fox & Locks
magazine. Now you must take
the role of Titus and go in
search of your beloved one.

This entails going through 15
levels of fighting thugs, fish and
other meanies, while collecting
energy bonuses and secret
codes, which allow you to skip
onto a further level.

As in The Blues Brothers, there
are traps and enemies lurking
around every corner and you'll
have to contend with rising
platforms, secret rooms and
impassible gaps, all of which
require different means to pass
them.

You can explore all levels
thoroughly, returning to the
same position more than once
(just in case you forget
something). Make your way to
the end of each level, simply
by... surviving!

-4

-

TITUS ISN'T
ACTUALLY armed
with anything, but
he's got a great
throwing arm. By
picking up various
items that are left
lying around, you

®8 can in turn throw

- e B P e Y B
. .#'-r'iu e e )

THE EGYTFTIAN
LEVEL is one of the
better levels. It has
a few handy
gadgets, the best of
which is the magic
flying carpet. This
enables you to fly
from a great height
and glide safely to
the bottom, killing a
few of the bad guys
on the way.
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them at the
enemies. Some
objects bounce back
to you, so it's a
good idea to hold
onto these as long
as possible.

IN EVERY LEVEL
there's a padlock
and a lamp to be
found (there are
sometimes more

than one of each).

The padlock acts as
a restart point and
the lamp rewards
you with a code
which enables you
to go straight to
this point at a later
stage.

ANOTHER IS the
bouncy ball (this
also appears on
other levels) which
returns to you
after you've
thrown it and
allows you to use
it as a trampoline -
which is useful
when you can't
jump high enough
to reach a
platform.



SKELETONS ARE
just one of the
nasties in this level,
Watch your head,
because they
appear from
everywhere. Other
things to look out
for are the fire balls
that are spewed out
from the fire
beneath the bridge.
A bit of cunning
thinking is required
to make it across a
large gap (hint: use
the springy thing).

A PART OF THE
Egvptian level involves
speeding around an
array of pipes. Follow
the numbers and you
should reach the end
safely. Take a wrong
turm and you'll be
boiled!

GUIDE ouwr little friend
at neck-breaking speed
through the levels,
avoiding meanies like
Baldy here. If you so
much as touch him,
vou can say goodbye to
an energy cell (energy
can be replenished by
collecting the fancy
blocks, which are
dotted around all over
the place). Not every
level is what it seems:
if you pull down on
your joystick in front
of some doors, you
enter a secret room -

keep your eyes peeled.

4 :.:-.-14 q.:-.ﬂa :..:-.om 'c.'.,:rf‘!f-l
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EVER BEEN to a warehouse partyt Well,
here’s your chance. No, this one isn't
illegal, but you're definitely not invited.
In this warehouse, squiggling worms
come in their hordes to pester you: once
they're on the same level as you, they're
impossible to hit, so get them when
they're on another ledge. At the bottom
there's a mine shaft, which has mine carts
racing along a track: these are very tricky
to dodge, so just throw something at
them.,

) THE FOX

AS SOON AS you clap your eyes on
this, you'll immediately see the
similarities with The Blues
Brothers and Rick Dangerous. The
graphical style is that of the
former and the gameplay bears
some resemblance to the latter.
The main character, Titus, is
brilliantly animated, both when
running and when standing still
(giving you the ‘c’'mon, what are
you waiting for?’ look). Other
sprites are equally as impressive in look
and animation. The in-game tunes are

great, giving a real sense of atmosphere
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which, coupled

with the spot Almost as

effects, make the

overall sound QOOd as

::lllllm't.a nﬁrwplu The Blues
e litt

aesture'sspeed, Brothers...

he's easily a I most

controllable - and,

if you're a real wimp you can slow him
down. The speed does lead to some very
tricky moments though, especially when
you need to judge the pin-point
positioning of a landing on a ledge. Titus’
biggest strength though, is in the amount
of thought that's gone into the game's

- design. The fact that almost every object

- can be used is so many different ways, the

- sheer variety of transportation available

- to the cunning little fox and just the
intelligent layout of each level makes the

whole thing such a joy to play. Titus the
Fox is a very playable and fun game and is
an excellent follow-up to the superfluous
Blues Brothers. Titus looks set to become

the Delphine of platform games.

Jools Watsham
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On the Commodore 64 he was dressed in a T-shirt and jeans. Now he’s
' bared his chest, grown his hair, and gone for the barbarian look.
System 3's hero has grown up.

REVIEW

< MYTH

HE BASIC IDEA in all platform games is to kill everything in sight and make it to the end of the level. Myth

hES this, and more. Within each level you're required to sort out a puzzle hefore you can progress onto the

I"I'E'It level. For example, in level two you need to collect the Medusa’s shield, so you can protect yourself
from her evil rays in level three (other puzzles come in the shape of having to hit a skeleton’s head into the flames).

All of the levels take on different mythological eras, be they Greek, Norse or Egyptian. They also include
characters like the Medusa and the devil himself.

Starting your adventure in Hades, the Greek hell, you're greeted by skeletons and gargoyles, before reaching the
Greek mainland. This leads on to the Crypts of Medusa, and then on to the three headed Hydra. Next up is the
Morse viking ship, which brings you to the dark forest and eventually Valhalla's Castle. After this, it's Egypt. There
you begin outside the great pyramid, and then enter it, exploring the trap infested chambers before finding King
Tut's Tomb and Treasure Chamber. Finally it's the main confrontation with Dameron (the giant head of heads) in a
fast scrolling shoot "'em up section.

Simply make your way through the many levels, killing, surviving and working out all of the different puzzles.
What could be easier? A game of crazy golf perhaps?

 MYTH

SYSTEM 3

PRICE

£25.99
out
NOW

\ DURABILITY
d
¥

PLAYABILITY

OVERALL

3%

l 54 B THE OMNE AFRIL 19222
5



).

e

=
e
-
i
4

-

... this mus

A demon i

the depths

[,
cle-bound fiend.
s unleashed from
of the flames,

Use the magic bolts to shoot
at him, and hu. magic fork

¢ Vi

ars. What this is

s for me to know,

you to find out (so

there! |

IN THE DARK
and mysterious
woods, there's a
Dragon waiting to
snap your head off.
This can’t actually
be killed. Force its
head into an
upright position
and you're able to
run past. How you
do this is up to

_'!.-'UIJ.

ONCE YOU'VE MADE IT onto the
second level, you're greeted by a
beautiful woman. She gives you
commands like ‘come closer’. Follow
these and you're rewarded with
extra energy. Ignore these and she
turns into a fierce bird, and bites
your head off. Further on in the
level, you need to get the Medusa's
shield: this will protect you from
being turned into stone in the
confrontation.

YOU START wvour
intrepid adventure
in the dingy caverns
of hell. This place is
crawling with
skeletons and
gargoyles. A few
punches and they're
soon sorted out -
and some of them
leave handy objects
behind: either a
sword, magic bolt
Or eXtra energy.

ON THE 8-BIT MACHINES, Myth was
a massive hit, winning awards and
acclaim alike. Obviously, System 3
has tried to emulate this on the 16-
bit machines, but has it succeeded?
Even though it's been a long time
in development, it's been worth
the wait. Myth looks like a
standard platform game at first
glance, but as you play through
the levels you realise that there's a
lot more to it. For a start, the
feeling of control over the main character
is exceptional (even when standing still,
you can perform more than enough

&
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| moves to kill everything in sight, making

it a lot easier than the usual 'turn around
to kill' game). The animation is also very
well done: when you run along a

. platform, for example, you really feel as

though you're giving it your all.
Thankfully the detail doesn’t stop there
either.

The Great graphics,

::,:,'2;’ great sound,
mﬂmm great gameplay

havebeen — great game!

equal amount of attention to detail, and

. they all help the overall ‘feel’ of the

game. Even the sound effects are meaty
{one example is the 'thud’ when you
punch a skeleton). “This is all a bit like
First Samurai, isn't it?" you're probably
crying and well, yes you'd be right. Even
though the main sprites are smaller and less
detailed than Mev Dinc's semi~classic (and
even though Myth doesn't have the
harmonious sound effects), the same feeling
of control is generated by both games and
the speed blur is a dead rip-off. However,
Myth has got more than enough variety to

- make it worthwhile. He may have started
llftnnﬂiemasahoy,hutnﬂythhasmada
it onto the Amiga and become a man.

| Jools Watsham
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this is - Yes!

Is there room for another racing game? If it's as fast and playable as

=

5932

HERE ARE TWO TYPES of racing game: the
simulator, which MicroProse seems to have
wrapped up with Grand Prix; and the arcade

type which programming team Lankhor has chosen

to attempt here.

Vroom has three main driving modes: arcade,
racing and training. The arcade mode allows you to
control the cars with either joystick or mouse and
the aim is to get the overall highest score; the

racing mode differs in that you can’t use joystick
control (which is easier by far) and the aim is simply !
to win the race. Finally, training mode allows you '
to choose any course and to practice with any I
amount of laps - to ease you into the control '
method.

If you get bored of thrashing the computer, you
can link up your Amiga to your friend's and .
compete against each other - great fun!

E!

ROAD SIGNS ARE A MAJOR HAZARD, especially if you're catapulted into
them when you take a bend too quickly!

R—

WHAT WOULD A RACE BE without the occasional crashf As you can
see, the wheel goes flying if you happen to crash into a tree (not
surprising really), then as quick as a Flash it mysteriously comes back
and you're fit to re-enter the race,

OTHER CARS are
also an obvious
obstacle. If you
drive at 300kph up
the back of another

 car you're sure to

" end up as a pile of
scrap (with a

| capital C - if you

know what |
MEAn).



Uil Lama
1866 Stage 1 L

&

WHAT A PIT-Y (GROAN), you've
run out of gas and you have to
make a pit stop. When you manage
to enter the pit (as slowing down in
time tends to be slightly difficult
when travelling at over 300kph),
pressing ‘T" tells the pit attendant
to change your tyres and ‘G’ tells
him to ‘fill it up'. Then you have
the task of getting out without
being hit by another passing car.

-r:

—

= : OPTION puts you

Stage 1 Lo against 15 opponents,
all computer-
controlled. You start in
Japan on the Mont Puji
Circuit followed by
Austria, France, UK,
Sweden and finally
U.5.A (although the
manual refers to these
in a different order!).
Apparently the circuits
are identical to the real
thing apart from added
slopes, trees and
bushes. You can choose
between manual or
automatic gears: with
manual allowing use of
six gears,

Zalftwea
Qualifying Secssio
Lap 211712 QP 2

s N

IN TRUE FORMULA ONE STYLE, a qualifying lap is required before each race. You're
placed at the front and have to make a respectable fastest lap time if you want to
qualify with a good grid pesition.

AS WITH MOST CAR
SIMULATIONS
there's an overhead
map to help you out,
This is extremely
accurate and proves to
be a bit of a life saver
since you can see the
little black dot that
represents your car
approaching hairpin
bends. Other cars
aren’t indicated, so a
few glances in the side
mirrors might prove
to be a help.




Can’t get near the tables at your local arcade? Never mind: now you I
can have four of the things in your own home! Yes, you too can learn
to play with only your sense of smell

PINBALL
DREAMS

21ST CENTURY
ENTERTAINMENT

~ PRICE
- £25.99
~ ourt
NOW
GRAPHICS

E ALL KNOW the names DEF, TAK, BTB

w-am:i that well-known favourite AAA.

They're all the guys that you'll find on
the high-score tables of virtually every pinball
machine from Soho down to Brighton. But how do
they manage to get their initials alongside scores
that you wouldn’t have thought were physically
possible? Practice, my boy, practice. Unfortunately,
not everyone can afford to have a full-size pinball
table in their homes and the little Fisher-Price sets
are just too embarrassing to be caught in
possession of. Thankfully, pinball games are a dime
a dozen on computers; it's just that most of them
aren't much cop. 21st Century Entertainment,
however, has changed all that. Read on to find out
how you can transform yourself from an
unpopular geek to an ultra—cool pinball wizard...

STEEL WHEEL is a
tale of cowbaoys,
Indians and
railroads. As far as
bonuses are
concerned, it's
almost as complex
as Railroad Tycoon.
Thankfully, it's a
lot easier to play.

BEAT BOX puts
you right in the
heart of the music
biz. Climb the
charts, go on tours
and make pop
videos, all for
massive points, of

COUrse,

....

4 The Ignition table
is the easiest of the
four on offer.
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| DON'T LIKE PINBALL. I've never
liked pinball, ever since | saw my
first table in my local arcade. 5o
why has Pinball Dreams got me
throwing people off the Amiga, so
| can flip the flippers and light the
lights at every available
opportunity? Beats me. What | do
know is that it's an excellent
pinball simulation. It's classy,
professional and beautifully
presented. From the superb
musical scores that play throughout the
game to the sheer speed with which
everything moves, it's just such a slick
piece of programming. That said, it is just
pinball. Regular Tommys who can notch
up a couple of million by merely twitching
their eyebrows will no doubt never tire of
the product, but for the average Joe, the
four tables might seem a little limiting,
~with most of the features appearing on all
~of them. But this leads me back to my
initial statement. Why does it have me - a
self-confessed average Joe - gnawing at
my desk with eagerness to get back and
play it some more? It's probably

o
=4
©,
=
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o
e

something to 3
UG niththa Very slick
'cool

Fom ¢ and
peopleareput  Professional
off playi :

plnl!:all oo pinball

because theyre  Simulator

no good.

There's nothing more embarrassing than
strolling up to the local Son Of Mega
Monster Meets Death Hurdlers Brother
Two table and amassing a mighty 20,000
points while the guy next to you has got
crowds of girls around him as he passes
his fifth 20 million in 10 minutes. Having
four well designed tables in your own
home ain’t such a bad thing, especially
when they're all as playable as these. This
is a surprising game, providing well
produced and highly addictive
entertainment. At last you have a chance
to practice the real thing in the privacy of
your own home, where the only person
who'll know how bad you are is yourself.

: Paul Presley
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i Ever wanted to experience the thrills of executing a perfect
| THE J three—point turn? Or the sheer excitement that goes with stopping on
9 a hill without reversing? Tengen'’s ‘realistic’ driving coin-op allows you

REVIEW to do just that!

E ALL REMEMBER Hard Drivin’, don't we?

WI'ue many fond memories of standing

around the coin—op, watching the
steering wheel, pedals and gear stick moving of
their own accord. The game wasn’t bad either,
although it was extremely tricky for non—drivers like
£29.99 myself and I'd often spend the majority of the game
our B falling off hills and smashing into trucks coming the
NOW J other way. :

Race Drivin’ was just the same, only bigger... and
harder. More hills to fall off, more trucks to smash
into and even more ridiculous stunts to perform
(such as the loop with gaps and the gravity-defying
corkscrew).

Race Drivin' (The Conversion) contains all of the
coin-ops features (barring the steering wheel,
pedals and gears of course), including the new
Super 5tunt and the Autocross tracks and three new
cars to smash beyond recognition. There's even a
two-player link-up option, so that your Race Drivin’ S
owning buddies can bring their machine around to i . s N P -
your home (or vice versa), join up with a connector j =jd' .
cable and race around the tracks together, ride over o 2 B =
the loops together and plough into the roadside PEENT 0 04 44
cows together. e

O“Eléﬂl.i.
5%

THE ORIGINAL Stunt and Speed

tracks are on offer and have all the

CAE L ST features from the original Hard

re / Dirivin', You can opt for the less

o i o M hazardous Speed track and just aim to
: get around as fast as possible without

crashing, or the Stunt track in which

you get to take on the raised bridge,

the dreaded loop and the 45° curve.

LR = i

THE AUTOCROSS TRACK is just a simple
racing track. Set on the dirt roads of the desert,
the aim is to take the tight corners at high
speeds and complete each lap faster than the
last. To help you, a computer car races against
you, taking exactly the same amount of time as

you did on your previous lap. _ B £ *' FINISH#®

THE NEW EIG track is the Super Stunt course.

SUP ER : I Featuring all manner of nightmarish inventions
(such as the corkscrew, the hump-backed

ST[TNT bridge - something akin to a fairground roller
coaster - the tunnel of death and loads of jumps

and bumps), you're going to be hard pushed
TRAC K just to stay alive, let alone complete a lap!
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ALL THE USUAL car simulation features are here, from the I
dashboard with speedo, rev counter, fuel gauges and gear |
indicator, to the usual three—dimensional cars, houses, road signs

and cows.

RACE DRIVIN’ had one major
obstacle standing in its path
before work had even begun on
the conversion of Tengen's classic
coin—op. The whole basis for the
cabinet was that RD was as close
to real driving as you'd get in an
arcade, from controls to
presentation. How you can
adequately convert sucha
technical monstrosity to a humble
home computer is an extremely
tricky problem. Domark appears to have
answered it by going for the basic
playability of the machine-based game
and adding all the frills on top until it ran
out of room. The result is a surprisingly
s a2 ' . playable conversion. It's not without its
‘_.-l."'l_-_l:l"!l-,h ONE OF THE MORE familiar obstacles (familiar, that is, to Hard drawbacks ﬂ\ﬁ“ﬂl. The 3D, although

Q
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: . Pl
simple to negotiate, just build up enough speed, hit the ramp and hardly terrible, isn’t Ifenrly as gm as you
let ‘er fly. OF course, if vou're going too Fast, vou may end up would have thought it could be, especially

120 7

IVIN'

WHENEVER YOU
crash, you're treated
to a brief glimpse of
your final moments
from outside the car.
Watch as you plough
into the
mountainside or fall
from the very top of
the loop as gravity
deems you're not
going fast enough
and decides to lend a
hand.

THE MOST FEARED
stunt in the entire
game is the
corkscrew. This Little
terror sees your car
hurtling thro-ugh T20°
(or maore likely
hurtling towards the
ground) and is half
the width of a
normal loop. What's
WOrse, you can't
drive around it
either.

i."'“] 4 o[ él ®WUTO Drivin' aficionados) is the raised—platform bridge. It's Fairly

landing at a rather fatal angle.

EACH COURSE
has a number of
checkpoints to pass
through. These
grant vou extra
time to complete
the rest of the
track and it can be
maddeningly
frustrating to run
out of time just in
front of the line.

when you consider the technical
achievements of the coin-op on which it's
based. Okay, a humble 16-bit is hardly a

- coin—op, but there have been other 3D
| games that have

had far more Not as
convincing (and H
i technically
filled-vector impressive
graphics. This =
sacrifice of detail as it Cﬂlﬁd
doss mean e have been,
ing, tho =
movs ke 3 but still very
rocketoravery  playable
fast sports car at
any rate). Even with all the background
detail on, it's fast and once you find the
sensitivity setting that best suits you, you
can really fly round some of the courses.
The controls are a little tricky to get used
to (especially with a mouse), but if you
remember that this isn’t Lotus 2 or Outrun
but a realistic driving game, you'll soon
get the hang of ‘swinging the wheel’ from
left to right and straightening out as you
come off a curve. It's the speed that saves
Race Drivin’ from driving you round the
bend with irritation (pun fully intended).
Trying to master the controls while
maintaining enough speed to keep
playing is a sufficient challenge for most
computerised driving fans and since Race
Drivin’ incorporates all the original tracks
and features from Hard Drivin’, you're
essentially getting two games for the

price of one. Which is pretty good value
all round.

ETT] Présley
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If you’re strapped for cash and you need a game to
while away those early morning hours this is the
place for you...

I___-_‘_‘—-——nl

<~ (0LDEN AXE 0§

16 Blitz Tronix £9.99

GOLDEN AXE } - H STRCE SCORE DEATH
(0%, 2 L 0.0 0
ISSUE 27must

have been the best YOUR STRENCT
coin-op conversion of its ——— .
time (and probably still is).
The evil fiend Death-Adder has
conquered Yuria and killed most of
its people. As if that wasn't
enough, he’s now kidnapped the
King and Princess and is holding
them in his castle. To add to
Yuria's troubles, he's pinched the
Colden Axe, which is the land’s
magical mascot. He's vowed to kill
the King and Princess and smash
the Golden Axe if the remaining
inhabitants of Yutia don't bow _
down to him. There’s no one left to help them, except you and your merry hand of men... and
one woman.
Golden Axe is basically a revamped slash 'em up. Move from left to right disposing of countless
enemies, collecting power-ups on the way. You can take control of either Gilius
Thunderhead, the axe wielder, Ax-Battler, the sword swiping hero or Tyris-Flare,
the sexy sword swisher. Each has his own ‘super swipe’ which gives a mighty
thwack to the receiver. If that’s not enough, you can use your special weapon
which is a kind of smart bomb: the more weapon-ups you collect the stronger
the weapon becomes.
To judge Golden Axe by its appearance and overall presentation, simply look
at the coin-op. It’s a dead-spit of its big brother, in sound, graphics and
playability. Basically, vou can’t go wrong with this buy. Buy!
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e works that are
i st never project the light onto itself
or one n[ the mirrors y se to direct the beam around the
will cause the system to overload, so you have to start all over again.
u've mana
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ite jolly and features
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OTHER RELEASES

SHADOW WARRIORS

£7.99 (The Hit Squad)
16 Blitz Tronix £9.99

PROBABLY THE MOST outrageous ‘adult comic’ became the most outrageous NAVY MOVES

computer game and has finally been re-released on bulging budget form. Lummy! ;

Way aye mun, and all northern things that. With Viz - The Computer Game (68%, i

Issue 32) you get to choose between Johnny Fartpants, Buster Gonad or Biffa £7.99 (The Hit Squad)

Bacon. Once you've chosen the character that suits you the most, you have a little

limbering up to do. Johnny exercises his rear flaps by farting his way ;gﬂm Hatulence

scale, Buster uses his unfeasibly large testicles to squash dough and Biffa either

smashes bricks or downs as many pints as possible. Once that’s all over with, it's onto
' the race where our man on the telly, Roger Melly is commentating. Make your way

ey through the obstacle course pushing and

shoving yvour way past the other two.
Tree stumps and holes are just a few of
the things that lay ahead.

The look of Viz has been captured
brilliantly, although the same isn't true of
the language l:_ﬂ'ifmkf'-’ﬂ}’}- Having said CARTOON COLLECTION
that, though, it's not much of a game: the
programmers seem to have relied sclely on
the license and not on game-play. Which £24.99 (Code Masters)
is a shame really — this title could have
provided hours of rip-roaring fun.

BEYOND THE ICE PALACE

Pocket Power £2.99 the evil minions that prowl the forest. Simply
make your way through the fantasy worlds tryving to survive,
THINEK OF A LAND, far away and full of mystical creatures. while picking up various energy replenishers and extra
You're now entering... Beyond The Ice Palace. This place could bonuses. When you ﬁrs.t start playing Beyond The Ice Palace,
have been a dream, but there's one slight problem: good and you would think you're relaying on a C64. The graphics look as
evil don't get on at all (what a surprise). The nasty evil forces though the:.rre a straight port. The music and playability both

have taken it upon themselves to be extra devilish this month. match the
They killed innocent woodcutters and burnt down their U‘Hf%ﬂ?lsl standard of
houses with their tamilies still in them (at least that'll stop all = ) 3| graphics and all
the trees being cut down for no reason — thanks chaps!). The & in all produce a
good people are beginning to see that everything isn't what it completely
was and have decided to appoint one person to sort it out. unplayable and
They fire a magical arrow up into the air, and the person who unjoyful game.
retrieves it will find himself in a weird and mystical adventure. Don't get it —

Yeah, you guessed it, you're the idiot that picked up the e Linless you
arrow, and now you're going to pay for it. Helping you on your & want a good
quest are a couple of spirits that cause quite a bit of damage to laugh!

PUFFY’S SAGA

Hit Squﬂl:l E?.

Hoorah! Putfy's back. You all remember our fluffy friend. He appeared on
our cover disk many issues ago, and now he's bouncing back with a
vengeance. Puffy’s Saga (69%, Issue Four) needs you to guide him (or the
girlie version, named Puffin) around the Gauntlet-type mazes. On the way
u'll encounter fire-breathing dragons and blood-sucking blobs, to name

ut a few of the adversaries. The aim of the game is very simple:; make your
way through the levels, collecting keys, opening doors and generally
looking after yourself.

Puffy's saga was obviously modelled on Gauntlet, and it
bears a lot of visual similarities. The main difference is the
cute sound effects such as “Yeum!’ and ‘Puffy, you will
die!’, which add a great sense of fun. Although it looks
good and sounds good, it plays quite tediously. Simply
plodding around a maze, getting lost and resetting your
computer in frustration isn't my idea of fun.




it's got to be the ultimate fantasy for every joystick jockey! Rik Haynes, unleashed

on the loud and dazzling amusements of this year’s ATEl show in London, brings vou
a sneak peek of the best stuff there...

The Addams Family -
Williams Bally Midway

EY'RE CREEPY, spooky and ready to accept your cash in large

doses. Joining the new pinball renaissance, The Addams Family
is the newest creation from the company that made it all possible.
Williams Bally Midway introduced the first pinball game to feature
a “tilt' mechanism back in 1932 and has constantly striven to bring
innovation to this enduring pastime. From the award-winning
designers of Funhouse, The Addams Family has a full musical
score that will have pinball-crazy punters snapping their fingers
for more. There's also sampled speech from Raul Julia and
Anjelica Huston who played Gomez and Morticia in the popular
movie,

Meanwhile, rival pinball wizard, Data East, was showing its
interpretation of another big budget movie currently doing the
rounds in the popcorn palaces, or, to put it another way,
| multiplex cinemas of this world, Hook has arrived just in time for
the film's release next month.

Commander - Rediffusion

FTER MUCH SPECULATION AND RUMOUR, Rediffusion
ASimulatiun finally unveiled a fancy arcade machine,
based on technology normally reserved for military
simulators. And this one can fit into any backstreet
arcade in the country. Commander is possibly the
greatest model in the style of dizzy hydraulic machines
much loved by Sega. Looking like one of those futuristic
'people carriers' from Japan, this fully enclosed capsule
could provide the ride of your life.

Rediffusion Simulation reckons the high-resolution 3D
computer graphics and CD-quality stereo sound are way
ahead of anything else currently available to the public.
Its most unusual feature is the ability to simultaneously
satisfy two players at the same time. Using a sensor built
into the seat, the software will automatically adapt to
suit a single or double-player game. In an air combat
simulation, for instance, one person would fly the plane
while the other took care of the weapons systems.

| screens depicting everyday life on the streets of New

Battle of the Solar System - Jaleco

Guardians of the 'hood - Atari

NG THE IMPRESSIVE digitised graphics technique
first seen in Pit Fighter, Guardians of the Hood is
another cocktail of martial arts crime fighting from Atari

Games. The story is a familiar one: Dreads and Shavers,
a bunch of strangely named gangs, have taken over your
neighbourhood, and the scene is set for another romp of
grab and bash over a series of horizontally-scrolling

York. A maximum of three players can take part and
there's a choice of four heroes, each with individual
rough ‘em-up skills and experience, plus a chance to
control three gang bosses once they've been beaten into
submission and converted to your side. Anything lying
around, such as dustbins and parking metres, can be
picked up and used to defeat your enemy. Every
character has been created from videos of live actors
going through their moves and falls, As a result, the
images are far more realistic than other games in this

2enre.
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CU Amiga offers you

easy access to all the
possibilities that your

Amiga holds. Packed
with a breadth of
coverage beyond
games, CU Amiga
delivers -

«The ultimate
peripheral coverage .
Extensive, clear
guidelines on
what's available, how
you can use it and
what's best to buy

Unsurpassed
hardware coverage.
CU Amiga was the
first magazine to
regularly feature
CDTV.

The best buyers guide.
At least 33 pages
packed each month
with all the informa-
tion about what's best

60 non entertainment
products put under
the microscope each
month

00+ games reviewed
every month.

Beyond games with...

“AMIGA |

You don't have
the most out ¢




If you're in a dilemma about which demo to buy, shuffle on
down to this month's PD section. It could change your life
(but probably won't).

WE'VE HAD HUGE NUMBERS of disks flying through The One’s letter box this month. Most of
them don't even approach the kind of standards that discerning readers like yourselves
demand, so we've selected the choicest and most tender demos and games from the whole
crop just for you. As well as the off-the-wall Pick of the Month, we've 2ot a barrel full of
‘ageing classics' (does anyone out there remember Missile Command and Gravitar?), the kind
of psychedelia that blows your socks off and takes your feet with them, and one of the best
music demos for some time, 5o, sit back, relax, and enjoy the ride.

PICK OF THE MONTH
RAY-TRACED DREAMS

This is a collection of seven surreal ray-
traced pics from French programmers, End
Of The Century 19gg (17-Bit disk 1605). They
are all high quality efforts (even if some are
a hit lifeless), and show just what your
Amiga can achieve — it's the kind of demo
you can stick on the machine and leave
running when friends come round. You've
probably already seen the ray-traced rabbit
skier on this page, but the six others on the
disk are equally strange. They include a still-
life egg, spoon and salt cellar, a weird bird-
cum-jet, a sos-style kitchen, a catamaran
and a completely hatstand road warning sign
mounted on what looks like a futuristic car
park. All this and a crazy soundtrack, too.
Gibber, gibber...
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ALL YOU NEED to make the party
complete: psychedelia from Symbiosis.

THIS IS JUST part of Razor 1g11's Voyage
Demo — you also ger a lengthy musical
track and a cute animated block-man.

L
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MORE DEMOS

17-Bit has a couple of other guality demos
this month, on disks 1603 and 1604, 1603
gives you a whole monitor full of stomach-
churning psychedelia sequences from
Symbiosis, It includes some prety
unprofessional ray-traced balls (knocked
together, as the programmers admit, in three
weeks) and a very long wait before the main
event — but the finished result is well worth
the wait. 1604 is a contribution from Razor
190 to & demos competition in Aars,
Denmark is known as Voyvage and features a
few 3D polyeon spacecraft and robots, some
neat variations on the parallax/rotational
starfield effect, a cute, superbly-animated
block-man, and plenty of music,

A MUSICAL INTERLUDE

While we're on the subject of music, Virus
Free PD has the TEF Giga Mix (disks 2122 A
and B). It features over 18 minutes of non-
stop music on two disks, with some of the
clearest speech you'll hear on your Amiga.
And that's all there is to it: anyone who
wants to listen to the kind of slammin’
baselines their machine is capable of should
check it out.

AND NOW THE GAMES...
We've had a mixed bag of games this month,
with a pair of nifty efforts rifled into the old
onion bag by Virus Free PD and Software

END OF THE CENTLURY r999’s
Rabhit Skier is typical of their
Ray-Traced Dreams collection:
surreal, lifeless, and good to show
off to your mates.

Expressions, and a couple of disastrous own
goals that would disgrace any Amiga
anywhere at any time.

Virus Free disk 2u3 contains Crazy Pipes, a
game that plays so much like Pipemania that
it could be its twin brother, except that it
doesn't look all that much like the classic
puzzle game. The object is to plonk a group
of pipe pieces onto a grid to form one long,
continuous pipe through which water can
flow. You have a time limit before the water
actually does begin to flow, after which it's a
frantic scramble to put down the right pieces
in the right place at the right time. [t's not
the best version of the game around (the
full-priced original is), but it should keep you
bashing your monitor in dissust and
frustration for many an hour.

Meanwhile, Software Expressions is
determined not to be left out in the games
compilation stakes: they've just released
their Games Galore volume 8 collection {disk
Giz7). This bunch of goodies includes some
of the best of the classics of yesteryear,
including Missile Command (even without
the three missile-base firing system it's
nerve-wracking until your last city is nuked),
Space Wars (a Gravitar clone with more
options than you could ever need), Cave-
Runiner (a Boulderdash lookalike) and
Colossal Cave. Also included is Tripppin, one
of the weirdest puzzlers you're ever likely to
encounter, and Spades, a basic card game,
MNone of these could stand on their own as
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PD releases, but as a compilation they're
well worth checking our.

Also worthy of artention for nostalgia
freaks is Software Expression’s disk 151, a
humble tale of life at school. Do you yearn
for the heady days of text-only adventures,
with parsers limited to single commands,
and crudely-typed and badly written text?
Then this AMOS game is for you.

However, the mason's handshake for the
oddest release of the month has to go to
Addware's prize game, Airmania. Promising
you a free air trip round the world if you
can finish it and complete a simple
tiebreaker, it's one of a range of similar
prize games with which Addware intends to
take Europe by storm.

Unfortunately, it's also a huge turkey: if
you can stop laughing at the main
character, you soon find out how unoriginal
and basic the gameplay is. The aim is to
catch a flight at Pi-Land International
Airport by completing three levels within
half an hour — and yes, it is as dull as it
sounds...
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LMOST zo MINUTES of non-stop music on

hrwo disks: TEF's Giga Mix.
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VIRU'S FREE'S Crazy Pipes: a Pipemania
play-a-like that's not half bad.

NOW THAT the Cold War is over, we can
all get back to enjoying the simple,
harmless fun offered by Missile Command,
on Software Expressions’ Games Galore
Volume 8 disk.
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games like chis
any more. Nor
should they: it
tempis you with a
free trip around
the world, then
makes sure the
action is so dull
that you don't
want to play it.

&

SPACE WARS looks and plays like that
grey-haired coin-op, Gravitar — and ft's
just one of a six-game compilation from
Software Expressions.
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WHERE TO GET THEM

The games and demos mentioned ahove
can be bought from the following
libraries. Some supply disks considerably
cheaper than others, so it's worth
shopping around. Regular users of r7 Bit
software’s library should note their new
address.

17 BIT SOFTWARE:

1st Floor Offi /B Market Street,

fakefield, WF1 1DH. Tel: {os

SOFTWARE EXPRESSIONS:

Hebron House, Sion Road, Bedminster,
Bristol, BS3 3BD. Tel: (
£1 each + 7op UK pos

272) Hy7h4. Disks

VIRUS FREE PD-:
23 Elborough Road, Moredon, Swindon,
Wiltshire, SNz z15. Tel: (o793) 512321




<> DIAL*A*GAME —= Could You

SEND NO
MONEY
NO CREDIT
CARDS

ALL GAMES ORDERED ARE DELIVERED TO YOUR
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED!

PHONE: 081 769 9568

Normal Phone Rates
Open Early until Late, 7 days a week

HUNDRED POST NO
1UNDREDS  IjERies Improve
INSTANT

INSTOCK [ Iel= this space?

X
ok

USE YOUR
VOICE
10
OUTDRAW

THE
GUNFIGHTER

if you are under 18 years of age pleass oblan parmission of whoever pays the phone bil
INFODHAL POBox 36 L31 4TN Call charges 36p Per Min Cheop 48p Per Min All Other Times

TREASURE

Jied

To Advertise Call
071 251 6222

JUST £44.95 inc.

* Commodore registered repair centre

* Over 10 years experience with Commodore computers

* 20 qualified technician engineers at your disposal

* We will undertake to repair your Amiga 500 computer for just £44.95 including
parts, labour, VAT and post & packing

% Some computers can be repaired within 24 hours of booking in

% Prices include full service check, overhaul, soak-test and replacement of power
supply unit if necessary

* Repairs to keyboard and disk drive also included (£25 extra if these units are
unrepairable and require complete replacements)

* All repairs covered by a 90 day warranty

How to take advantage of this exceptional offer: simply send or hand WTS ELECTRONICS LTD

deliver your machine to the workshop address detailed right, enclosing STUDIO MASTER HOUSE
payment and this advert and we will do the rest. (If possible please CHAUL END LANF.

include a daytime telephone number and fault description), LUTON, BEDS, LU4 8EZ

* If vou reguire 24 hour courier to vour door, please add £5 else your Telephone (0582) 491949 - (4 lines)

computer will be sent back by contract parcel post. WTS reserve the right to refuse machines that in our opinion are tampered with, to an extent £
bevond reasonable repair
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And now the end is near.
And so I face the final
curtain. We’ve come to the
end of an era, my friends. I
write these words with a
slight tear in my eye: for
the past year, you people
have been my life. I've put
my all into bringing you
tips such as the Kick Off
Soccer School, the famous
Silent Service 2 tips (which
have been nominated for
an award, I’'ll have you
know) and the infamous
Blues Brothers maps. But
no more. I’'m leaving The
One for pastures new and
the Tips section will take
on a new form, a new
guise, be under new
management so to speak.
So, to all of you I say
goodbye. Be kind to
whoever takes over, it’s a
tough job but you were all

so kind to me. Thank you.
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Time once

again for another fish-slice of action

with the metallic mussel. Millennium take you

through the remaining levels of James Pond 2.

PART 2

THE MECHANICAL
TOYS LEVEL

After-level bonuses can be found at the
top middle of the main building.

World One

| Theme: Not Much

Exits: World Two
Use the enemies to bounce up to the
head-blocks and bonuses.

World Two

Theme: Runaway Train

Exits: World Three

This is the first constantly scrolling
section. There are only a few enemies.
To complete it, just avoid being
trapped.

World Three

Theme: Girders

Exits: Bonus Room One and World
Four

Quite a difficult section. Near the
middle of the world are three red
jumping enemies. Above the middle
one is a hole in the roof. Bounce on
the middle jumper to hit the hole — this
leads to Bonus World One. After the
bonus section you’ll return to this point.

BONUS WORLD ONE
Exits: World Three

Bounce on the enemies to go up. This
is a little difficult to achieve, but it's
worth it. At the top is a complete
fill-up of lives and batteries.
Remember, on leaving this section
through the hole in the floor, you'll
drop back into World Three where
you left it — above an enemy and a
hole in the floor — so be prepared.

World Four
Theme: Inside Something Mechanical
Exits: World Five
This is quite a complicated world.
From the start, walk right and enter the
small cavern above. Walk through the
right-hand wall of this cavern for some
bonuses. Retrace your steps, then
continue to walk right. Collect the bells
from the next small cavern you drop
into. The next cavern (in the roof)
contains two penguin bonuses. Walk
past these into the left-hand wall for a
hidden extra life. Continue along the
tunnels until you reach the central
junction. There are four tunnels from
this junction, the top left is where you
came from and is finished with. The
top right one appears to go nowhere -
there's nothing up there for you. Walk
down the bottom right tunnel (slowly)
towards the wall. Walk into the wall,
which will throw you into a new room,
The obvious exit from this room is into
the wall on the left which leads you
back to the central junction. Instead of
the obvious route, it's possible to walk
through the right hand wall into a
narrow tunnel. There are some
bonuses up there and you still end up
a little way back from central junction.
There are two things you must do
from the central junction. First take the
bottom left tunnel to collect the
penguins and secondly, run down the
bottom right tunnel at speed to crash
through the wall — the exit pole is this
way. When you go down the bottom
left tunnel, you will come to a long
drop on the left side of the screen, with
an elevator at the bottom. There are
several rooms on the right of this lift




shaft. There is a penguin in each
of these rooms. When you've
dealt with them all, drop onto the
elevator platform and, as you
rise, jump into the first snicket in
the wall and wait until the
clevator has gone by. Next, drop
down the shaft before it
re—initialises at the bottom. Walk
right. You may walk into the
‘elevator wall’ to get back to
central junction (having collected
all the penguins), or walk up the
slopes and come running down to
crash through the wall and into
the sealed bonus rooms. It's your
choice - the top room is more
difficult (jumping on the bird) but
has better bonuses. When you
have collected all the penguins,
run down the bottom right tunnel
from central junction to crash
through the wall. Walk right,
collect the umbrellas and drop
down into the bonus room.
Collect all you can, stand on the
up arrows and extend to the exit
pole. Phew!

World Five

Theme: Roller Coaster

Exits: Bonus Worlds Two and
Three and World Six

There appears to be very little in
this world except curvy tunnels to
have fun running around in. At
the bottom of every curve there is
a hole in the roof containing
something nice. The first two lead
to Bonus Worlds Two and Three
and the next three are coins, lives
and batteries. To the right of the
exit pole 15 an extra funnel. To hit
it, run from half way down the
last slope. If you manage to get
into the extra tunnel, at the very
right hand end of the world are
200,000 points, hiding in the
roof.

Exits: World Five

Exits: World Five

World Six

Theme: Train Tunnels

Exits: Tower Screen

Travel right from the start point,
up the incline and knock a train
out of the head-block. Jump on it
to reach the tunnel, top left. In
here you can get your car and
totally zap this section. Also, in
the small room, there are two
extra lives hidden in the higher

side walls. At the top of the
second slope from the starting
point there is a room below you
which you cannot enter. Go to the
bottom right of the section and
Jjump on the plunger — this will
open the door for you (kill all the
enemies with the car before
entering because you'll lose it
here).

THE CLASSIC
BOARD GAMES
LEVEL

World One
Theme; None
Exits: World One, Bonus World
One, World Two
A straightforward, fairly easy
section. There are four exit poles
at the end, numbered 1 to 4 from
top to bottom. Pole 1 returns you
to this world again. Poles 2 and 3
take you to World Two. Pole 4
takes you to Bonus World One.
About two screens from the start
there are some head-blocks
hidden in the floor. Don’t kill the
second and third birds as there
are some head-blocks above
them. Hit the blocks to knock two
batteries out, you'll then need to
jump on the back of the birds to
reach them.

BONI
OME
Exits: Bonus World Two

You have a choice to go left or
right from your starting point, you
can’t go both ways. To the right
there are three bad head-blocks
(containing poison), to the left
there are three good head-blocks
{with extra lives). There are also
two exit poles, both of which take
you to Bonus World Two.

S WORLD

VOR

Exits: World Two
This section appears identical to
the last world (Bonus World
One). The good and bad sides
are now reversed. Both the exit
poles take vou to World Two.
N.B. Bonus Worlds One and
Two are designed to confuse the
player. It appears that Bonus
World One is re—entered —
possibly due to the choice of exit
pole. It may also appear that both
sides offer good bonuses or both
offer bad bonuses. The skilful
player should learn to go to the
left the first time and right the
second. There is a clue in that the
two normal bonuses at the top
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change positions the second time
round.

World Two

Theme: Dominoes and Playing
Cards

Exits: Bonus World Three and
World Three

The basic section starts with
domino caverns, progressing to
playing cards and ending with
more dominoes. From the start, a
penguin can be seen in each
cavern and must be collected.
Towards the end, the caverns
appear again, one of which
contains a penguin (as at the
start), one contains nothing and
the last one has the exit pole (to
World Three).

The alert player should suspect
something strange in the empty
cavern, especially as it contains
the only double-blank domino in
the entire section. There's a secret
exit in the blank domino which
takes you to Bonus World Three.
The advanced player should
notice an extra room above the
cards towards the end of this
section. This is a little tricky to
enter and contains only bonuses,
a secret exit (to Bonus World
Three) and a head—block that
contains an aeroplane.

Exits: World Three

A mini-maze containing only a
few domino spots and a number
of invisible walls,

World Three

Theme: Chess and Draughts
Exits: World Four

Nothing special about this
section, just that it's pretty tricky.

hand end of the map and off the
end of the map to Bonus World
Four.

Exits: Tower Screen
Nothing special.

THE ARTS LEVEL

World One

Theme: Hi-Fi

Exits: World Two

The simple route is straight along
the bottom, lefi to right. Bonuses
can be seen above, especially at
the right hand end. The best way
o get these is to take the moving
platiorms upwards and to the left,
where a set of wings can be
found. There is also a plane
head—block which can only be
accessed using wings.

World Two

Theme: Paint

Exits: Bonus World One and
World Three

The semi—observant player will
notice a tunnel to the right of the
exit, This leads to Bonus World
One. Most players will also notice
a hidden room just to the right of
the first moving platform — most
will also blunder into it. A good
player will notice that there is a
bonus to the nght of the birds -
take them on, collect the bonus
and blunder on through the right
hand side of the cavern, into a
secret tunnel collecting loads of
bonuses and exiting to a Bonus
World One,

Exits: World Three

The exit pole 15 available
immediately on entry to this
section, This pole will bring you
back to this section, If the player
travels to the right, into the room
above to collect the bonuses, the
real exit pole is there, You may
collect all the bonuses, then avoid
the exit pole and travel back to
the first one again to play this
section over and over, collecting

World Four : ;

B Snokes And Laddert even more points. By the time you

Exits: \';'I.m] d Five reach this world, you may be E
Again, nothing special. There are E::ﬂiiﬁ? so there’s plenty of 3 "
no bonuses or hidden tricks. ; ¥ His

World Three

Theme: Musical Notation
Exits: World Four

Fairly difficult but there are no
surprises. Remember to fill up

World Five

Theme: Dice and Chips

Exits: Bomus World Four and
Tower Screen

Go past the exit pole at the right
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with batteries at the half-way
point,

World Four

Theme: PaperWriting Materials
Exits: World Five

There’s a hollow stack of papers
about half-way along this world,
Jump on each ream until the gap
15 found to collect a few bonus
points.

World Five

Theme: Drawing Materials

Exits: World Six

This is an unusual section. From
the starting point there appears to
be nowhere to go. Four penguins
can be seen from the
cross—shaped tunnel, each of
which is in its own room. The
entrances to the bottom left and
the top right rooms are easily
found. The entrance to the bottom
right room is at the bottom right
comner of the bottom left room.
The entrance to the top left room
is at the top left of the top right
room (got all that?),

World Six

Theme: Paint

Exits: Bonus World Two and
World Seven

This section scrolls constantly. At
the end of the world is the normal
exit to World Seven. There are
also three opportunities to jump
nto bonus exits, You're likely to
find them difficult to reach,
especially if you've been tempted
by the big bonuses. Each of these
exits will take you to Bonus World

Two.

BONUS WORLD
WO

Exits; World Seven

Nice and easy. Top up your

hatteries, lives and points.

World Seven

Theme: Music Room

Exits: World Eight

This is a straightforward section,
although there are a couple of
tricky bits to watch for.

World Eight

Theme: The Brass And Guitar
Section

Exits: Bonus World Three and
Tower Screen

A little mazy, this one. There's a
secret exit in the mouth of the
tuba just above the start point
(leading you to Bonus World
Three). You'll re—enter here when
you're finished there.

This whole World can be a little
tricky to find your way out of.
Walk right from the starting point,
extend upwards then drop onto
the brass mouthpiece which will
break off and carry you into the
guitar room. Jump around in the
plectrums to reach the top blue
one, This will move in the
direction you nudge the joystick .
Go over to the left and jump into
the top gap in the brass pipes.
Then go left and down.

BONUS WORLD THREE
Exits: World Eight
Nothing special at all.

CHEAT MODES

THEREARETHREE different cheat modes in RoboCod (one of
which was featured in last month’s issue, but never mind).
Whenever you see groups of different bonuses lying in close

proximity to each other, don't just run blindly into them. Stop and
take a look at what they are. If you can take the initial letter from
each of them and re-arrange them to spell a word, chances are
it’s a bonus.

The three words that you can spell are CHEAT, LIVES and
POWER. Sample bonuses could be:

Cake, Hammer, Earth, Apple and Tap — CHEAT

Lips, Ice cream, Violin, Earth and Snowman — LIVES

Penguin, Oil, Wine, Earth and Racquet - POWER

Remember, look before you leap. There are also two hidden
worlds behind the main tower, another Sweets level (including a
Liguorice Allsorts World, the infamous Bouncing Jelly World,
another Cake World and an upside down Jelly World) and an
extra scrolling section. To reach them, run along the ground floor
— avoiding the doors — then go up and over the first flight of
stairs. From the bottom of the second (smaller) tower, make your
way up to the landing above Dr. Maybe’s final door and run left
into the wall. You'll disappear behind the screen and arrive in the
Secret Tower room.
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With the Pacific Islands campaign just around the corner, it's time
for all of you still stuck in Germany to catch up. Game Designer
David Pringle offers some useful sirategies for World War lil.

PLAYERS

General Considerations

You're in conirol of four fank units simulianeously: two of the units have four M1 Abrams tanks, one has two M1 Abrams and two ITVs and the last
unit has two M2 Bradleys and two M113 Ammoured Personnel Carriers. I's really important fo know the distinction between the capabilities of
these vehicles if you're going to succeed in the game.

M1 Abrams tanks are heavily armoured and in any situation where you're going fo be moving in the open if's best fo try and use the units with
just M1’s up front, M1's can carry fwo fypes of missile ~ HEAT and SABOT - and you'll find that the range and explosive power of the SABOT
means these should normally be used. All of the other vehidles carry TOW missiles and that's where their afiraction lies. The TOW missile has the
longest range (about 4km) and highest explosive power. On the down side, the armour of the vehicles carrying TOW missiles is much thinner than
on im M1, so if you're by enemy units within their range, you'll be in frouble. In general, Unifs 1 and 4 (the ones with TOW carriers)
should be kept back for long-range action.

There is @ fraining scenario in Team Yankee and most players find that a serious effort fo maser this helps encrmously. Not only will you get a

idea of the destructive power and range of ll the weapons, but you'll learn how to control four separate tank units simultaneously. Af first it's
unfing, but with half an hour’s practice, most people become rather proficient tank commanders. One of the most imporiant lessons to learn is

how fo visually differentiote between American and Soviet tanks. If you don't leam that, you'll end up destroying your own units, which is hardly a
recipe for success.

General Tips

Soviet units either have poor or no thermal imaging capability. So, if you keep the engine smoke on your units turned on most of the time,
] Eley;l‘ Il find it much harder to destroy any of your fanks ?:one missile salv-r:ﬁﬂwul the use of a'ngine}msnwl:e some of the battles will be very
ard to win.

If you use your infra-red imaging most of the fime, the gome will be easier fo play. Firstly, with your engine smoke on, you'll often find that

your normal view will be obscured by clouds of smoke and this is hardly helpful. Secondlly, there are many frees and forests in the batfle

areas and most Soviet fanks tend fo be well camouflaged against the tree line. Infra—red is essential for spoifing these enemy unis.

Since the Soviets have poor thermal imaging capacity, it also means that if you use the tree line of forests to position your units, they'll have

s oo s oo i o e o he bt maps extend about100m farhr han he forsts o e 3D cisply of he

Ecﬂleﬁeld. If you posifion your units just inside the foresfs as they appear on the map displc% g::f Il be able o see out into the bailefield and
the enemy will still have great difficuly in locafing you. However, when you fire o missile, they wi [ be able to spot you for a period of fime, even if
you have free line protection.

There is a laser ranging device which you can turn on and this can help enormously in ensuring that you don’t waste ordnance. It makes the
dmhrﬁ of tanks that are a long way off a lot easier as well. In some of the later batfles you'll find that, if Tou waste a lot of missiles, you
may well run out of ammunifion altogether. Basically, you've got fo try and make every missile count. Finally, remember that each missile has

30 ifferent and finite range — for instance, there's no point in trying o shoot a fank 4km away with a HEAT or SABOT missile. Only a TOW will

THE SCENARIOS

There are five maijor tank batles. You start to play them consecufively at the lowest rank (Private, First Class). If you succeed in all five then you
et a promotion and must play them again at a higher rank. You kei(un doing this until you reach the rank of Captain. This means that you'l
Eruve to play each battle five fimes until you win the full game. The difference between playing a batfe ot different ranks is that the Soviets become
more intelligent, stronger and generally more difficult fo beat. While the battles aren’t foo diFEcuIl to win at the lowest rank, even the most
rienced p will find the highest rank battles a severe fest.
IF you can get hold of the book Team Yankee, on which this game is based, you may well find the game easier to play.
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Aim:

The main assault from the Soviets will involve
many units pouring through the gap in the
forests at point X, on the other side of the battle
area from where your units are located at the
start, All of these units will assemble in the forest
to the east of the village and then they will
attempt a mass breakout on the road to the
west. You HAVE to stop this breakout.

Strategy:

If you wait until the Soviets have assembled and
have started pouring out through the village,
then they wilﬁ;e very difficult to stop. So take
one of your M1 Abrams units (Unit 2 or 3) and
quickly take up a position on the tree line of the
forest by the village (position A). Move your
other units back to the tree line (position B and C)
and have some TOW missiles trained on the gap
at X. When the units come within range, you
should be able to pick them off fairly easily. By
the time that Unit 2 (in position A) comes under
hﬁgmﬁrﬂ, then the worst of the Soviet attack
shou

be over,

Any units which do make it through the villuﬂ:.-
should be fairly easy to pick off. Remember that
Soviet fank strategy isn't very subtle, Orders
issved before the engagement have to be
followed, with litle room for personal initiative.
When the fighting gets to Fuirr: close range (less
than 1.5km), try not to use units with TOW
missile carriers, because these could easily be
destroyed.

At lower ranks, whatever damage is done fo

our unils is automatically repaired between

and all of your missiles are reﬂ:ced.

Later on, less and less repair and ishment

is done for you, so yw:;ri?nve to fight more and
more cautiously.

Hiale'ler Ranks:

In the First Battle scenario, as the rank increases
you will find more and more Soviet vehicles
coming through. There will also be random
attacks from both the north (from Z) and the
south [from Y). It is then best to move your unit
at position C slightly further south and to put an
additional unit in the tree line to the north of
position B.
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LANGEN GAP
KEY |
Radbwary ling | Armour or fank |
— Road ;

PP Fiver _I Village

Aim:

The biggest massed attack of the
game occurs in this battle as an
entire Soviet tank company attempts
to force its way through Langen to
Korberg. You must try and stop the
Soviets reaching Korberg from the
west,

Strategy:

Since the major attack will be
through the forest and point X,
J:msifiun your tank units in the tree
ines at positions A, B and C with a
TOW unit back as a last line of
defence, just to the east of Korberg
at D. If you engage the massed
attack using your three forward
units simultaneously, then you
should be able to easily stop them
reaching Langen. the tr:rser they
get, the more damage they will
inflict on you. However, it isn't quite
that Simpi;.

Some Soviet tank units will use the ;
tracks throughout the forests and RED DAWN
emerge at points Y and Z. These can | R ' K

N - KEY
mainly be cuughi IJ}F dESlTU}"II'Ig Railway lina [  Armour or tank
them at points Y1 and Z1 before ——  Fsad
they go into the forests. Whatever AP~ Fiver 55 viiege

you do, you are likely to find some 22
tanks have reached ILe forest tracks e oot
before you desiroy them and so you T
will have to wait patiently to see

where they emerge from (their

routes through the forest are often

rather random). You'll have 35

minutes of waiting to find out

whether you've destroyed all of

them.

Higher Ranks:

At higher ranks you'll find many
more random Soviet units usin?

these tracks and they may wel
emerge from positions to the north
and south of Korberg, so your unit
there will also have to take some
swift action if Korberg is to remain
under Allied control.
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Aim:

This is an offensive battle where you must
attempt to take hold of positions which
are held by Soviet forces. The aim is to
destroy units at the centre of the forest
known as Objective Link.

Slruleg;:

The first thing to do is destroy units which
are in the tree line of Objective Log, which
is the forest siraight ahead of you at the
start of the scenario. If you turn on your
infra-red straight away, you'll
immediately see some units straight
ahead of you (at position A). These can be
targeted at the outset.

This battle can be won ot all ranks by just
using your two strongest units in the
offensive, with your other two units kept
in reserve and used to pick off any Soviet
forces which come info view. You can pick
off a few tanks in Lemm by placing your
reserve units in the tree line at position B.
There are many strategies which you can
employ - but here's one that works.

Take your two units north via the tree line
of forest B, From here you will be able to
pick off units at position Z, Now work in
a broad sweep northwards, keeping
reasonably far to the west, and keeping
an eye on any unifs coming out of the
forest at Objective Log. Now continue
northwards and aim for the forest at the
north (Objective Link) via the forest track
at its west side (if you put your battle map
onto high magnification then you'll see
the trui posifion as it emerges from the
forest]. You will find enemy units at
position W.

If your attack takes a long fime there
could be quite a few extra forces called
up. You're aiming for the centre of the
forest, so you must fry to drive your tanks
down the forest frack until you meet the
intersection of the north-south and
east-west tracks. You'll have to make
sure you are not using infra-red imagi
to do this successful glhu-e ynu‘mng
few Soviet fanks and if you catch them
unawares and destroy quickly,
you'll have won the scenario.

E'EI;: Rﬂﬂl!(:: Il find th will
t higher ran 'll find that i
have to keep ynuy:,:yes (ﬁaeled ::uﬂ'lef
more, There will be random attacks
originating from forests to the south and
from the village of Lemm. Here your
reserve units will be very helpful for
spofting and destroying these exira
forays.



Aim:

In this battle you have to support a
roup of NATO convoy vehiti?s from

ﬁ’l& south of the battle area up to the

village of Korberg in the north.

Strategy:

The convoy will start to appear on your
battle map coming up from the south
after about ten minutes. In that time
you will have to work quite fast. First
of all, dispose of Soviet troops dug into
positions A, B, C and H. Take a TOW
unit up north through the tree line to
the east of the valley and scout for any
enemy units lurking to the east and
west. They will be randomly positioned
each time you play. before the NATO
convoy reaches the southern end of the
map you should have moved at least
two of your units 0.5km or so up the
centre of the valley, keeping an eye all
the time on the tree lines.

The key to winning this scenario is to
give genuine support to the NATO
convoy as it progresses steadily
northwards up to Korberg. If you stay
in the tree line with all of your units,
the convoy will certainly be destroyed.
You must take your two strongest units
and accompany the convoy up north.
This means that Team 'I"unzee will
provide the targets for the Soviet
attacks, rather than the convoy.
Remember, if too many of the convoy
are destroyed, you lose the scenario.

Expect random attacks from the forests
as the convoy passes from positions D,
E, F, G and I. All of these attacks will
come from forest tracks and so these
will give you a good idea where fo
look for enemy activity. While Units 2
and 3 are escorfing and deflecting fire
from the NATO units, your TOW group
in the tree line should work steadily
northwards to scout for any early signs
of enemy activity. It will be parficularly
important for this group fo destroy any
Soviet forces in Korberg itself, before
they are able to engage the convoy.

ﬁher Ranks:

igher ranks the random attacks will
ome more numerous and you will
have to fend off simultaneous attacks
with more than one unit. It should keep
the most trigger huel::rr tank

commander involved tor hours!

Hi
At
bec

HUNTER AND HUNTED

KEY

Radway ine  [8=| Ammour or 1ank

- CHECK AND CHECKMATE

KEY

Fadwny linn e Armour o fenk

Rad

[ o

-
L]
-

Farast

£

Aim:

In this battle you have to defend
the forest on Hill 214 from enemy
attack. Basically, you must stop
the Soviets from reaching the
centre of the forest for thirty
minutes.

Strategy:

The foergsrnn Hill 214 is
surrounded by three other forests
and a village to the northwest,
which is a major staging point for
the Soviet assault. At the start,
your forces are at the centre of
the forest and they should be,
very quickly, sent out to the tree
line. Since you are going fo have
to cover the whole circumference
of the forest, you should put Unit
1 o position A, Unit 2 of posifion
B, Unit 3 at position C and Unit 4
at position D. Use the forest tracks
if you can, because you will be
able to move faster and so,
defend the circumference of the
forest quicker [make sure all your
units are travelling in column as
they'll move down the track faster
than if they are in a line abreast).

The first assaults are likely to
come from the northwest (posifion
X) and along the the road from X
to Y, so Units 2 and 3 should be
ready to launch weapons as soon
as they are on the tree line. There
will be later random attacks from
all four positions X, Y, Z and W,
and so qﬁer"HI:e initial assault is
over you will have to use your
quadrant view of the baﬂlihld to
keep an eye on all the potential
attack zones. It can get very nerve
racking waiting for ﬂ'pesa attacks
and you need to concentrate

pretty hard for the whole thirty
minutes!

Hi he; Iiunll(‘s:

On higher ranks the frequency of
attacks increases undﬁ:l*uﬁ& a
few simultaneous attacks
occurring from different
directions. Do not play these if
you have an ulcer!
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Thanks for all I'he |

lurverly tips, cheats
and pokes you've
been sending my
way and please,
please continve to
send them in as
there will always be
a Tips page, no
matter who runs it,
and a Tips page will
always need your
support.

CHEATS

Dun the fitle sequence
THE LITLE MERMAID and

:nrdershwltl E:hh green,
ow lype a e
type any

ing:
Enter - Invincibility
16 or 16 and Return -
Unlimited Lives
P - Plane

m rz.of the following
wwmw

dﬂ hla-rn how
u in
Spaomnng

rcﬂalarwlwh game
LBSJRUL - Usnmnlinmnn
Robot Island and
RRLLBBJS - Turns all hi
bonuses into 10,000 point

HMB:?M both of
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STAR TIP: HERO QUEST

Time for a quick course in ‘Adventuring Made Easy’ thanks to Gareth David Roberts from

Merseyside.

“To obtain 5,000 gold pieces, select the Castle Of Mystery quest and try to find the mine entrance.
Once you do, search for treasure and you'll get 5000gps. As you know, when you try to exit the
quest, the computer informs you that it’s fool’s gold and worthless.

But if when you find the gold, you allow yourself to be killed, when you get back to the main menu,
you'll still have 5000gps allowing you to buy the really expensive items ?r

dead though.

om the shop. You are still

To remedy this, First save your dead rich hero to disk. Next, renew your character and select him for
a quest (so that IN PLAY is written above his head). Now load in your dead rich hero and Bob's
your game show host, you'll have an dlive, rich hero.

Now to regain all his energy, first select a team consisting of the rich hero and a wizard. Select a
quest where the exit is in the starting room and use the wizard’s magic to heal the rich hero. Now
leave the quest, save the character and you're done.

One last thing. Put the rich hero back into the Castle Of Mystery quest and exit straight away. This
will allow you to attack and defend again (when carrying the gold you can't] and will boost your

the above effects

SRBJSLSB - Immediate score of
100,000,000 poi

FROM: T. ND,
CLEVELAND

RUBICON

While playing, press Space to
pause the game. Now
ot
C m au
unlimited lives, but press:
F1 to F7 for different weapons
F10 to recharge a weapon

To skip des press Space fo
pause again a L
FROM: MARCO SLINGERLAND, HOLLAND

WWF WRESTLEMANIA

To beat your

mnthnclu'm guhihu

fopieFtTmaru gﬂlnhlhn
our opponent will

mmwwaﬂ'}fnﬂww

kldr.lmnndmhiygﬂupn%nd

t. When your
it e o oy v
top of him and you will win.

gt
To score goals, si run
ok e e A8

5 ng
down the fire bution. When
you reach the semi—circle
outside the box, release the
fire button and immediately
move the joystick left or right
|depending on which way you
are s Thumm'uy!
work if properly.

have

LEVEL CODES - POPULOUS I

Just one code but a very special one. No doubt most of you are

stuck in
Pnpum Il, but one r‘hcull:rbf skillful chup has nmnugo& tﬂ?re

m nui talki
E:f“" luIErugl Simon A ins from l'e is the %l?
space

provided us with almost all of lba
h, we're just going to print one:

HELPING HANDS

Dear Brian,

Please, pler.]se help me with Sierra’s Police Quest. | can deal with the
disturbance at Carol's Caffeine Casfle, but when | pull over the drunk
driver, | can't arrest him. | type Arrest and it says it is not necessary
yet, and the same when | fry to handeuff him. | know that | have to
arrest him, so please help me.

Tim Martin, Newport, Gwent

The following procedure should help you to put him behind bars:
Walk up to ?ne man’s window and type Smell Breath, Get License,
Get Out, Administer Field Sobri TesT Cuff Man, No [when he asks
to cuil:F him at the front), Rea R|ghts and Arrest man. Now foke
im to jail.

Dear Brian,

I'm having a little irouble with The Secret of Monkey Island. When |
break the prisoner out of jail, he just runs away and | can't find
enough money to buy a slmp | broke into the safe but it's still not
enough. This is my first adventure and I'm stuck!

Edward Todd, Newhaven, East Sussex

Don't worry about the prisoner. Once you've bought a ship, he'll
come back. To buy the ship, get the credit slip from the mE and go to
Stan's Used Ship Emporium. Keep talking fo Stan un’r|| you start to
haggle over the large ship at the Eﬂcl( Go through all the ‘optiondl
extras’ and say no fo all of them. Keep offering 1'Ee lowest amount of
money until he accepts.



100% MEGADRIVE

THE BEST ADD ON MONEY CAN BUY FOR YOUR MEGA DRIVE IS HERE!

The definitive complete games guide with every
title individually reviewed & rated.

» More Power packed Megadrive info than all
other "so called" Sega Mags put together NOW ONLY

p Over 100 Essential games reviewed in full %Hﬁ%%ﬁ
o MAIL ORDER

» The Latest MegaCD Rom news revealed

» Exclusive hot news in Britains' first Megadrive
only Monthly Mag!

Every thing you wanted to know ahout the
Megadrive PLUS superb playing guides to the
greatest Megadrive games.

ALL THIS AND MORE IN THE
COMPLETE GUIDE TO MEGADRIVE ‘.
AT ONLY £2.95! L S

Available in all good Newsagents now!!

But if you live near bad newsagents, you can order one
direct from us by filling out the coupon below and _x
sending it to: Complete guide to Megadrive, oNvLE <
Priory Court, 30-32 Farringdon Lane, London, o)
EC13AU. :
r-------------
] OOOH! QUICK! Send me a copy of the complete guide
to MEGADRIVE because I'm really desperate! | enclose a
I cheque/postal order for £3.45 (£2.95 + 50 p post and
i packing) made payable to Mean Machines. Overseas
orders send £5.00 cash (UK Sterling only)

_______
I'l.- I '::ﬂm ¥ “, .

I Name
] Address




I LR

The first comprehensive guide
to PC Entertainment and more!

[

* Oftering more than entertainment,
PC Review tackles graphics,

sound, hardware and productivity
based software hike no other

I]lélgL'lZiIIC can.

* FREE discs for you to sample the

best 1n entertainment software,

FREE supplements covering the

best games by genre.

* Comprehensive reviews and
qualified information about past,

present and future software.

* HL‘:g{: Shareware section
* News section
* Buyers guide

* Packed with editorial about the

ultimate in entertainment software.

SRS, W PC Review - available from all
mages good newsagents NOIV!



Well, the Contacts
section never did
grow big enough to
take over the world
did it? Seems like
my plans for world
domination will
have to be
scrapped now I'm
off won’t they?
still, 1 dare say the
Contacts section
will continve to
thrive in my
absence, so keep
on sending them in
if you want to be
mentioned.

Remember

DON'T USE

PHONE ANY mmlll
you want to n
touch m a
contact, use the
post, it's a lot less
bother.

NAME: James Jagger

ADDRESS: 44 Ryvland Road,
Welton, Lincoln, N2 317
GAMES: APB, Awesome, Baal,
Back To The Future 2 & 3,
Batman The Movie, Beach Volley,
Blues Brothers, Cadaver, Castle
Master, Chuck Rock, Cruise For A
Corpse, Double Dragon, Driller,
Duck Tales, Dynamite Dux, Elite,
Flood, Gods, Hunter, Ikari
Warriors, Ironlord, James Pond,
Kid Gloves, Klax, Last Ninja 2,
Lemmings, Lombard RAC Rally,
Lotus Esprit Turbo Challenge,
Lotus Turbo Challenge 2, Manic
Miner, Mega lo Mania, Menace,
Mickey Mouse, Midnight
Resistance, Monty Python's Flying
Circus, Ninja Spirit, Nifro, North
unld Sauth, Clbih.ls,l Pipemuni-r,
Police Quest, ous, Populous
with Data Disif%‘pr:ﬂise Lands,
Powermonger, Prince of Persia,
Rainbow is?cnds, Rick Dangerous
| & 2, Robocop 2, Rocket
Ranger, Scorpion, Shadow of the
Beast 1 & 2, Sillkworm, Sim City,
Sim City Terrain Editor,
Speedbeill, Speedball 2, Stuntcar

Island, Treasure Island Dizzy,
Turrican 1 & 2, Wings, Xenon 2.

MNAME: Paul Brown
ADDRESS: 15 High Strest,
Cla : . ME41 &6EGH

¢ Alien Breed, Ancther
World, APB, Batle Isle, Battle
Master, Battle Squadron,
Barbarian 2. Carrier
Cﬁmﬂmund, Chambers of %ﬂ:,
Conflict Europe, Dragon’s Breaih,
Dragens mamnrgm From
Colditz, Eye of the Beholder,
Golden Axe, Grand Monsfer

Hostages, In
Larry, Lombard RAC Rally, Lost
Pafrol, Midnight Resistance,
Midwinter 1 & 2, Nebulus, Nitro,
North and South, Operation
Stealth, Paemania, Populous 1 &
2, Robocop 1 & 2, Rocket
Ranger, Starglider 2, Stunt Car
Rercer, Turrican, Untouchables,
Warlocks Quest, Wings of Fury,

THE END

Wrath of the Demon.

NAME: llkka Neuvonen
ADDRESS: Vaskirinteentie 13 B 3,
47200 Elimaki, Finland

GAMES: Arkanoid, Atomix,
Batman The Movie, Battle
Squadron, Beach Volley, Blues
Brothers, Chase HQ, Chuck Rock,
Defender Of The Crown, Degs of
War, Double Dragon, Dynamite
Dux, E-Motion, Escape From The
Planet Of The Robot Monsters,
Flood, Hero Quest, Indy 3
(Adventure), James Pond,
Lemmings, Lotus Esprit Turbo

Challenge, Lotus Turbo Challenge
2, Nﬂ'lg'mler United Europe,
Maniac Mansion, Midnight
Resistance, New Zealand Story,
Nitro, North And South, Oops
Up, Pacmania, Prince of Persia,
Rainbow Islands, Rick Dangerous,
Rock N Roll, Secret of Mon
lsland, 5i|k\grl1[n, Séqiz, Sp?ce
Ace, Speedball 2, Spherica
Supercas | 82, wgtﬁi 2,
LT ica ;i
Turr}mnﬂhz, Turfles, Where In

The World s Carmen Sandiego,
Zak McKraken.
MNAME: Russell Englizh

ADDRESS: Woodland House,
Church Lane, Ringwould, Dedl,
Kent, CT14 8HR.

GAMES: Barbarian 2 (Palace)
Barbarian 2 (Psygnosis), Beach
Volley, Bart VS The Space
Mutants, Bubble Bobble, Captain
Planet, Chuckie Egg, Licence to
Kill, Lemmings, Lombard RAC
Rally, Magic Pockets, ]
it ih L

lslands, , Ri

Dangerous, Run The Gauntlet,
Running Man, Star Wars Trilogy,
Twylyte, Treasure Island Dizzy,
TMH Turtles.

NAME: ‘Wayne Morris
ADDRESS: 92 Alderue Ave,
Sharston, Withenshawe,
Manchester, M22 7DD

GAMES: Days of Thunder, IK+,
Lemmings, Line of Fire, Lombard
RAC Rally, Lotus Turbeo Challonge
2, Magic Packets, Man Utd
Europe, MicroProse Soccer,
Pacland, Supercars 2.

NAME: Ashif Ali

ADDRESS: 197 MoHat Rood,
Thornton Heath, Surrey, CR7 8PZ
GAMES: Altered Beast, Beach
Volley, Brat, Chase HQ 2,
Chronos Quest, Chuck Rock,
Chuckie Egg, Continental Circus,
Duck Tales, Dynamite Dux, Final
Fight, Gods, Golden Axe, IK+,
International Soccer Challenge,
ltaly 1990, vanhoe, James Pond,
Kici; Off, Kick OFf 2, Lemmings,
Lotus Esprit 2, Magic Pockets,
Midnight Resistance, Narc, Nitro,
Oops Up, Quick + Silva,
Rainbow Islands, Rick Dangerous
1. & 2, Robocop 2, Roger Rabbit,
R-Type 2, Silkworm, Speedball 2,
Spy Who Loved Me, SWIV., Toki,
Turrican, Turrican 2, Wild Sireets,
'Wings Of Fury.

NAME: Mandeep Singhrao
ADDRESS: 105 Park Avenue,
Southall, Middlesex, UB1 34J
GAMES: After The War,
Afterburner, Altered Beast, Battle
Squadron, Budokan, Beach

, Beach Volley, Chuckie
Egg 1, Chase HQ 1 & 2, Double
Dragen 1, 2 & 3, Dynamite Dux,
ESWAT, F-18 Interceptor, Final
Fight, Final Blow, Final Whistle,
Gods, Golden Axe, Hunter, Hard
Drivin’, Hybris, Indiana Jones and
the Last Crusade, kari Warriors,
IK+, Indy 500, James Pond, Kick
Off 1 & 2, The Killing Game
Show, The Killing Cloud,
Lemmings, Midnight Resistance,
Magic Pockets, Navy Seals, Nare,
Nitro, Minja Remix, Cops Up,
Qutrun, Qutrun Europa,
Pitfighter, Pang, Predator 2,
Panza Kick Boxing, Prehistorik,
Rick Dangerous 1 & 2, Rodland,
R-Type; Robocop 1 & 2, Rolling
Ronny, Road Blasters, ST Dragon
Streeffighter, Switchblade 2,
SWIV, Silkworm, Speedball 1 &
2, Stunt Car Racer, 50§ver Hang
On, Shadow Dancer, Shinobi,
Turrican, T-Bird, Terminator 2,
Test Drive 1 & 2, Thunderhawk,
Toki, Untouchables, Vigilante,
WWF Wrestlemania, Wonder
Boy in Monster Land, Xenon I, X-
Out, Z-Out, Zork, Zone Warrior.

For me ot any rate. Well, it's finally over. O’ Bri is off into the sunset never to return (well, maybe
one day]. Once again, thanks to everyone who's contributed to this section, especially Mr. Geoff

Fowler whose marvellous illustrations have

raced these pages month after month and have helped

to convey more information than a ﬁoumngword‘s ever could. Thanks also to Heather and Gordon
whose munly tireless hours of patience were greatly appreciated. Well time and space are up. It's just
left to say, for the last time, see yal
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incorporating PLUS!
- Finally! Yes. The time of waiting is over. For
this is the month that the WWF Wrestlefest
New Look, New Team, Coin-op Competition takes place!
New Levels of Excitement!
PLUS!

On Sale HUMANS! - A Lemmings-beater from new

® firm Mirage?
21 April
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GREAT VALLEY PRODUCTS INC

QUALITY AMIGA PERIPHERALS |
WITH 2 YEAR WARRRANTY §

Silica Systems are pleased to present the GVP
range of peripherals for the Amiga. GVP are
the world's largest third party manufacturer
of peripherals for the Amiga and have a
reputation for high specification, quality pro-
ducts. The company was founded only three
years ago by a man who understands the
Amiga - Commodore’s ex-Vice President of
Technology. He, along with a team of Amiga
experts including other ex-Commodore staff,
can claim to understand the add-on require-
ments of Amiga owners better than anyone.
Mot only do GVP provide the peripherals that

Amiga owners want, they also offer peace of slot has been built-in 1o aliow _“'“m:.'h
mind, with a 2 year warranty on their products. | made without using risky ‘Pass-through' techniques.

So, if you are looking for the very best in

it | ® EXTERNAL SCSI PORT
*Armga peripherals, look no further than GVP 1 % add-Up 3 Bscs’ IQ‘"" es, &g CO-ROM

tape streamers, additional hard drives, scanners, etc.
SOUND SAMPLER| e srvie coomomaren

This is & complete low-cost sound and - The GVP HOB+ i pertectly matched in colour and
music solution for the semi- | Si¥lE 10 the Amiga 500

predessional and the sudio hobbyist, § g - ;
‘® DEDICATED PSU + FAN
© DEDICATED PSU + FAN

The systam consists of a small, high
quality 8-bit steres stund sampler that o ]

peripherals, the GVP HDB+ is supplied with its awn
external power supply and cooling fan.

connects in to the parallel port on any
Amiga 500, 1500, 2000 or 3000 Com- §
bined with one of the fastest, most § ©
powerful and sasy-to-use sound and |
music editing programs evailable.

Any ACA-type audio source can be
connactad to the sampler, giving you
& vagt array of eMects such as, filter,
revierh, echo, fade infowt, etc. Supports
MIDI instruments and can creale
S0OMGS in mulipla tile formats including
Sound Tracker

& S:-0if Sterso Samplor
® Plugs fafa parallel port

P5 , ez

| MO VAT - Fal WUB o Works with aif Amigas

WHAT THE PRESS SAY ......
‘Superh build, excellant agsihetics and blinding speed make this the
best ASOD hard drive..' - AMIGA SHOFPER

"GV claims this is the fasiest bard drive in the world and none of oor
tests could prove fhal wrong.” - AMIGA SHOPPER

‘Overall: Unfoochable. THE choice” - amiGa SHOPPER
‘St the best hard drive ... 929" - AMIGA FORMAT

‘The fastes! hard drive we've had the pleasure
‘m‘ USHRG." - AMIGA COMPUTING

GVP HD8+ 52Mb HARD DRIVE

£399

INCLUDING VAT & DELIVERY - raf: HAR 0852

£599 WITH 105Mb HARD DISK - ref: HAR 0905

S

AMIGA 1500 + 2000 + 3000 PRODUC

22MHz ACCELERATOR 50MHz ACCELERATOR

This low cost, quality G030 acosbecalor,
memary upgrade, SCEI davica intariacs
anil B8R saths: to-processor board offers
T pariecs imroduction 1o low cost

for the Amiga. It s suppled with 1Mb 320
FAM, and can be upgraded to 13Mb 32-bit
RAM. Rura sppeanimately 7 limes fasior
than a standan Amiga 150008000

This fast &8030 accederaior, memory
upgrade and SCS| device interfacn hoard
dalvars uncampromising speed and per
formance withoul a high price. H cen ke
16Mb-32-bit RAM and is supplind with 488
J2-bit RAM installed along with a GRAR?
malhs coqmeessor Rung appnoe: 105 Smes

Tha FASTEST acoslanmior card and mamary
upgrade aailable trom GVF Fealuring a
0030 CPU runming &t SOMHEZ, on-card
memary expansion o 32Mb of 3250 FAM
@nd &n IDE hard digk drive inlertacs all on
o cand. Makes your Amiga run appros 13
times faster than a shndard Amiga

ed powar, Wish GVP's

33MHz ACCELERATOR 150Mb STREAMER | IMPACT VISION 24
& 22MHz 85030 CPL * J3MHz 68030 CPY & S0MHz 68030 CPU & (ver 6Mb par minute back-up | ® 768 x 580 PAL resoiution
® BBO02 220Kz maths co-proc | & BBBBZ2 33MHz maths co-proc | ® 68882 S0MHz maths co-proc ® Inc GVP's TapeStore software | ® Supports composile  video,
® iMb 32-bit RAM instaled & 4Mb 32-bit BAM inslatied & 4ME 32-bit BAM instatied ® Mouns n the 54~ drive bay S5-VHS and RGE signals
® Expands fo 13Mb 32-bit RAM | @ Expands to 16Mb 32-bit RAM | @ Expands fo 32Mb 32-bif RAM ® (phional external casing & Broadcast guality genlock
® 32.hit SC5I controlier on board | @ 32-bit SCSI controfier on board | ® 32-bit AT hard drive conirolier ® [ncfudes 1 DETS0 carfridge ® fRange of soffware i

speeds in eecess of BME per

back-up :
mnovative custom- | minule, tse GVP WT150 is a fast and af-

B and soltware, the HCB is both

ehip design, saey and usar-friancly inssalla- | ciem back e melhod i offsr paace of mind
pownr: | for sancus usars. The WT150 tape sreamer

£59Q. o 'E”Eﬁan:m o et | 94 3 g £209ew D~ KRR QPG | s gt
b i UPEG 1922 1 W UPG 1933 £1799w UPG 1954 | £499 w: wr 105MD n: HAR 1405 £749E HAR 1715 £1 799% VID 7024

, LSS indusiry
standard 150Mb DC150 carridges. With

This is the very latest &d-bi

Video Adapior, 1| leatures 16 million colours
on screan Bt once, buil-in genlock, Ricker
Fixeet, frame buffer, framae gratber and dhgital
keyer, Supplied with Caligari 30 modaling
and randaning softwan, Scala IV video Ltk
ing scftwarw, plus Macro Paint 24-bil paint

MAIL ORDER HOTLINE

S 081-300 1111 I

® BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available for larpe orders.
® SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches

® THE FULL STOCK RANGE: All of your requirements from one supplier.

® FREE CATALOGUES: Will be mailed to you with offers and software/peripheral detaits.
® PAYMENT: By cash, cheque, all major credit cards, or extended payment plan,

you buy from contac you with details of new products? At Silica Systems, we ensure that you will have
nething to worry aboul. We have been established far over 12 years and, with our unrivalled experiance
and expertise, we can now claim to meet our customers requirements with an understanding which
is smcond fo nona, But don't just take our word lor it, Complete and refurn the coupon now far our latest
Frea Iiterature and Bigin o experience the *'Silica Systams Sarvice'"

SILICA
YSTEMS

o

MAIL ORDER: 1-4 Tha Mews, Ht‘lhurla:,lr_ﬂd Sidcup, Kent, DA14 40X Tel: DE1-309 1911

SILICA SYSTEMS OFFER YOU || |Gt om me i Shsibgisn e Bt Bt

LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tal: 071-580 4000

® FREE OVERNIGHT DELIVERY: On il hartware orders shipped in the UK mainland LONDON SHOP: . Selidgas (s, Oxiord Skeet, Locdop. WTA TAB. o 071829 1234

& TECHNICAL SUPPORT HELPLINE: Team of technical experts ai your Service. _ Opesing Hours:  Man-Sal mmn % Lo Night: Thq.llvidavurltl:"l}lﬂnm Extension: 3914

® PRICE MATCH: We normally match competitors on a “"Same product - Same price’ basis SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAT4 40X Tel: 081-302 8811
# ESTABLISHED 12 YEARS: Proven track record in professional computer sales. Opsaing Hours:  Mon-Sa 8.00am-6.30pm Lage Night: Fridiy until 7pm Fam Moo 081-300 0017

———_——————_——4['“

. Silica Systems, Dept ONEAM-1291-68, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14

Tel (Homek: ...

Tel (Work): .....

JLPLEASE SEND ME GVP COLOUR LITERATURE |}

Before you decide whan 10 buy your new Amiga products, we suggest you think wery carafully about MrMraiiie: initials: FEE
WHERE you buy them, Consider what it will be like a few months afler you have made your purchase, o L L P I
whien you may require additional peripherals or softwars, or help and advice. And, will the company Addrass:

Company Name (f appicable): ... esesesssssmess BFSELIN T e ) . l

Which computer(s), if any, do you own?

B N N N ——
EBCE - Asvarised piced and soeciboalon may changs - Faese reum the coupon for e WIesT mioemalen.



Advertisement

| The Most Explosive

~ | Arcade Machine
you've ever seen!!

eS| MIDWAY

WINASEGA [ | |
MEGADRIVE!

WHEN YOU HAVE TO SHELL OUT AROUND £30 A GAME FOR YOUR
MEGADRIVE WHAT BETTER PRIZE TO WIN THAN 25 OF THE BEST
GAMES AROUND! PLUS WE'LL THROW IN A CONSOLE TOO!!

490891 101994 NOW!

Calls cost 36p (cheap rate) and 48p (at all other times) per minute incl VAT. The lines are unofficial and have no connection with th
featured artists or their business organisation. Competitions close on April 30th 1992. Maximum length of call is approximately 5
minutes whieh will cost £1.80 at cheap rate. Matrix Solutions Ltd. Bristol, BS1 3RH




