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| Two pieces of square

= plastic, a little silvery

| slidy thingy, a sticky

| label and two brilliant
| games are just some of
the things that have
gone into every pound
and a half of pure
cover disk this month.
Those and a glass and
a half of full-cream

{ milk.

10 LETTERS

i Plenty of "A's, 'G’s, 'T',
| 'Q's and, indeed, ‘K's
over the three pages

that are yours to do
with as you see fit.

| 14 NEWS

= All that's hot from
Sierra (and Dynamix},
the latest on Alien
Storm from US Gold,
Cruise For A Corpse -
the official story and
more arcade action

| from MicroProse. And

| what do Atari and wild
cats have in common?

# % = b
¥ FM

R -

. This month: an in-
i depth report from
i the recent

. Electronics
i Show in
. Chicago.

28
. FROM

22 BE DR. WHO...

- SORT OF

If you thought that The
¢ One had run some
: strange competitions in

the past (who can
forget the classic "Win
Some Wood' or the

© Wi A Microwave'

. efforts?), wait until you
: see this. You can win

. an actual costume from
i an actual episode of

i Dr. Whol

24
- ENTERTAINMENT
USA

¢ 'Crazy’ Dave Gruisin is

back again with even
more Stateside news.

Consumer

PLAN 9

OUTER
SPACE

Some have
called it the
woarst movie of
all time, others
describe it as the most

' miserable spectacle

ever made. We bring
you the full story of

* why Gremlin has

bothered to pick up
the licence.
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31 THE ONE
ON ONE

This month we turn our
attention to the
Bitmaps' artist
extraordinaire, Mark
Coleman, whose work
includes this
spectacular wildlife
creation (right).

FEATURED
THIS ISSUE

34 UP FOR
GRABS
Whatever happened to BRAIN BLASTERS
Twin Peaks (whatever Ubi Soft .
happened in Twin . appearance with . ever, Damark is
ﬁaks?f?}, L;thai - Thunderhawk. . offering ? e CHAMPION OF THE RAJ
eapon ar : CDTV as first prize to
Nightmare On Elm 53 REVIEW . whoever puts the 3D £
Street? Christina © Monkey Business with | Construction Kit to FRENETIC
Erskine ftiﬁﬁ a Iﬂfk at : Toki, football action | best use. Core Design
some of the great non- : from Manchester i
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Jones, RoboCop and .~ round guide to the . honest opinion of Us Gold/Lucasfilm
Populous mean ~ latest games. Silent Service 2 and ALE
anything to you? We 74 BUDGET : Second Front. INTERCEPTOR
take an exclusive look | 82 ARCADES S5/
behind the scenes of | Ifit'scheapand
the two forthcoming  : cheerful you'll find it in : John Cook takes THE KILLING CLOUD
Indy games (action . here. Six of the best ¢ another stroll through e Weks
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87 DEMOS Rainbird

Yet more graphical POPULOUS 2

and musical splendours b :

(or should that be Electranic Arts

oddities?) from the PREHISTORIK
=

computer world's

answer to the Tate s
Gallery. ROBOCOP 3
90 TIPS Ocean

Hot off the press THUNDERHAWK
comes an exclusive
player's guide to
Midwinter 1l, a run- TOKI (right)
down of the missions i
in The Killing Cloud [

and more tips and WRECKERS
Contacts than a certain : ;
late-night TV show. Augingens

Core Design
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MicroProse flight sims have long _.
been seen_as the best in the field.
‘Now we’re using our technology to
explore another diineﬁsiu_ﬂ.._ o
The rolling 3-D of the golf course
iﬁpped with the '{jpjl_:i_:ﬂ_ﬁ S , gam e'pla}f i

and realism you've come fo expect.

Others an.a' gﬁif -g_a mes. This is for r_e;ﬂ.. :

MicroStyle Entertainment Software is a division of MicroProse Simulation Software UK.
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COVER DISK

YOUR FIRST COMPLETE
FULL-PRICE GAME!

ATOMIX LIVES UP to the
age-old cliché of being
‘easy to play, but difficult
to master’. The idea is
simply to create the
molecule displayed in the
bottom left of the screen
| by pushing the atoms,
| either horizontally or
vertically around the
playing area.
Unfortunately once you
push an atom, it doesn't
stop moving until it hits an
obstacle.

Control is achieved via
either the mouse or
joystick. Either way, it
works just like this:

| Fire - select an atom

Up - push atom up
Down - push atom down
| Left - push atom left

| Right - take a wild guess!

The rest is up to you -
start messin’ with
those molecules!

alrairil

THE FOLLOWING ARE EKTRECTS

Eisenteisen. During his experlmenls with atoms, the prnfessorﬁnds ]nms;él'i
~on ﬂm uerge of an incredible breakﬂlruugh..

r R
frnm the dlary of prqfessnr A]be.-ﬁ.

, xuzm}* ﬂ'u_ammlc_ —
it zej.mm into tlnt-’ Pm AR L
Gﬂtﬂbﬁ:r 24 19£ zm;-gdibiehbrfﬂkﬂ“‘?hl Only yastmdatﬁjﬂsgunmﬁ of a teeny-veeni pucleus (con
| #_]amonzevergeoran

iscovered s 1t seetna Ery ed e
Lo of negatively- -charge

d guess vot 1 discOVE et 1 Zat::ns] a~:1z yhich are. associated 2 numbet 53

R g Lra feULr

1 sled mumer und g

esent Ze
hy of orbitals zat YEPLE
harged protons und glectrically neut: e e

et o
zan Z€ nucl have thuught JhEn
R pqﬂil*iﬂi'}’":z lzough mdmdual‘l}’ much, mmhsmﬁﬂﬂ m! ‘-.T-.lhawuld A
iR eic-::trons £se,

'Z. U

e d
' 'E ze alectmns and
s tovards vun 0 f:nng
hed ‘mﬂ '“E 3'5 pmmn {so exploded - COV E
Octuber 25 1942 Jes around viz a big g stick! 1 Puﬁ nd all three stuck mggzer Zey alsl Eli Zsdown
1 hat managed Lo MOVE z&llﬂart;;d un of e DEUTIONS into Zem U P

ch ozer! Zen L pus
e}f stuck to eac

km:uw L
be anti- 1 don't S5
but za er matter (mayyo 4 1, it :
my labo Ty trange green QozE, %t i amzplamns P.lzauE = nucleus 15 ve
. Zafl
la ratu1 iz z h hitly more neutrons
zﬂcﬂﬁmguf 3 b > isotaped T shg v h 5.2
t most sta e isOtope
to ze fact tha

55) vh:chleadstﬂ- I TSy s
Ezfawm{undahautDDSthZﬂﬁfﬁmﬁma e SR e SO Y
o

nearly all ze Mass

T onder f Lcould sell 22 AT
'necc:umes kmd DE E'ut} a_'ftt_?r_ﬂl'éll_ﬁ-l vonder it 1 €0
L e d.el&ctml'lﬁ tﬂEﬂer

THE OKME JULY 1991 B 7




COVER DISK

YOUR SECOND
COMPLETE FULL-
PRICE GAME!

AUrr.
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over the history of cute
arcade games, they don't
come much cuter than Puffy’s
Saga. The idea is to guide
either Puffy or his female
counterpart Puffyn around a
maze filled with nasty bad
guys and yummy power dots
(or Pad Goms as they're
known). Eat all of the Pad

-------

Zie

to the next level for the whole
thing to start all over again.
When the game originally
arrived in The Ong's offices, it
was hardly ever removed from
our monitors (these were pre-
Kick Off days, of course) - and
never from our hearts. Picture
the scene... we'd all be happily
working away, while deep in

' CONTROLS

Playerin Playerin Magic Goms
Port1 . Port2 Required

F F& 1

F2 F7 1

F3 FB 1

F4 B 1

F5 F10 1

Left Shift Right Shift 0

Move the joystick in the dirsction you wish to move and press fire to, well, fire,
The rest of the controls are accessed from the keyboard, like this...

Action

Lets you change Puffy to Puffyn
Gives you Fire Power Bonus
Gives you Extra Speed

Gives 100 extra Life Points
Lats the player observe a large
section of the level,

Restarts game

e

e

the games room,
Puffy would be
losing energy -

full volume, so that
it echoed
throughout the
whole building)
“Puffy, you may
die!” and everyone
! would fall about on
the floor laughing.
Ah, those were the
days...

Anyway, now this
classic of
cuteydom is all

yours thanks to The One, so

get eating those dots and
hearing that speech.

INSTRUCTIONS

To start with, you have to
choose to control Puffy or
Puffyn (or, fthere’s two of
you, you can fight it out to see
whao's who). Puffy is slightly
more robust and has maore
powerful shots, but Puffyn
keeps the objects that she
picks up lenger (in other words
Puffy is a he-man and Puffyn
is a bit of a girlie - whoever
said that Ubi Soft was
sexist?).

The gameplay is similar in
nature to Gauntlefs, featuring

| an ever-decreasing energy

rate, different types of
enemies with different types of
strategies and plenty of bonus
items to be collected.

DISKS

<>

2-10r)

HOW TO LOAD YOUR DISKS IN
10 EASY LESSONS

1. Buy a Commodore Amiga computer.
2. Remove from box and unwrap any
Ccoverings.

3. Pierce film in several places and
cook on full power for three minutes,
Stand for one minute then cook for a
further two minutes. Stir well and serve.
4. Buy a new Amiga.

5. Attach a plug to your computer
using the British Standards Safety
instructions.

. Attach your computer to your TV {or
monitor),

7. Plug the computer into the wall
socket and tum it on.

B. Remove your computer from the wall
socket, then put the plug into the wall
socket and tum it on.

8. This is the important bit - wait until
the Waorkbench screen appears, then
insert either one of the disks.

10. The game will now load
automatically.

LOADING PROBLEMS AND
FAULTY DISKS

SHOULD EITHER OF YOUR DISKS
refuse to load, firstly switch off your
computer, remove all extraneous
peripherals (printers and the like) and
give it one more try. If the game still
refuses to load, then pop the disk into
a jiffy bag or padded envelope (along
with a self-addressed envelope,
complete with a 27p stamp) and send it
to: The One Disk Replacements, PC
Wise, Unit 3, Merthyr Industrial
Park, Pentrebach, Merthyr Tydfil,
Mid Glamorgan CS48 4DR. Please
allow between 27 and 29 days for your
replacement to arive,

LADIES AND GENTLEMEN, for the second mm running

. (and jumping and diving and overhead-kicking and so on)

colour.

particularly special.

The One for Amiga Games is proud to present the latest
winner of the Kick Off 2 Goal-Den Goal in glorious Anco-

The winner is Scot Symonds from Norwich. As you'd expect from
this prestigious competition, all three goals are of a very ‘high’
quality, although goal number two stands out as being

To view the goal, load your copy of Kick Off 2 and work through

the “View Action Replay' facility as if you were viewing one of your
own goals (if you've never done this before, consult your manual
for further instructions). When the ‘Insert Data Disk’ prompt
appears, simply insert your Puffy’s Saga cover disk.

Those of you who still haven’t got a copy of the World's Greatest -
Footie Game (and why not?) can see the goal as usual on page 16

of the magazine.

* Note. Due to some minor programming changes between the
different versions of Kick Off 2, the goals on this disk can only be
viewed through a standard ‘half-meg’ version of the program.
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RB'.% sets a new standard in Baseball
AP simulations.

Easy to play, you can really feel the crack of
ball against bat as you hit a big one and go
for a home run. Wind up to pitch a fast ball
or play tricky with a slow curver. Put on
your glove and dive for catches or try to tag
those runners between bases.

For afficionados we've included details

of all 26 American pro ball teams: the real
players with their batting, pitching and
fielding stats. All this detail, combined with
superb animation, sound and special
effects, have made sure this is the only
baseball game to get an American Major
League Baseball Players Association
endorsement.

For sheer realism you can't beat RBI s
heart poundlng action —if it gets arw more
realistic, you'll need h”

a glove to play. o B netition
= e‘ - ; : " form at your local
; retailer, answer the three simple quostiunn and
YOU could be flying to the USA in September to
see a real life baseball game between the
Boston Red Sox and the Baltimore Orioles.

—2 RETURN FLIGHTS TO BOSTON... *
— 7 NIGHTS ACCOMMODATION..
MN - 2 TICKETS TO SEE THE BOSTON ¥
RED 50X IN ACTION

. PLUS.... £200.00 SPENDING MONEY

Look out for RIBY BASEBALL in your local

E O - computer store now!!

""'" * Campetition closes 10th Kagust, 1991 ** Evailakie on all formats

Pragramimed by The Kremlin
@& 1591 TENGEMN INC._ All rights reserved. ™ Atari Games Corporation

Software, Artwork & Packaging & 1381 Domark Soliware Led

Published by Domark Soltwans Lid, Ferry Houss, 51-57 Lacy Road, London SW1S 1PR Tel: 681.780 2224

C ” MM Available on Amiga, Atarl 5T, IBM PC 35" & 52%°, Commodore B4, Spectrum, Amstrad.
M - Amiga & Atari 5T Screenshots



MONEY BACK
GUARANTEE

Dear The One,

Every time [ read your
letters page, there’s always
someone bitching about
software piracy and the
rights and wrongs of it.
Well, isn't it about time that
someone complained about
the pathetic games that
aren't fit for the purpose
they were bought fors

However, if you try to
return one of these for a
refund, you're told that it
can only be replaced if it’s
faulty. Surely we have a
right to a refund if a game is
outright rubbish.

[ bought System 3's Tusker,
only to find that the game
controls and graphics were
terrible (strangely, the game
was good on my old
Amstrad) - and Sku!l And
Crosshones 1s just as bad.
Lemmings, however, is more
than worth the money in
comparison.

Mr. M. Clayton,
Blackpool,
Lancashire.

® An interesting point Mr. M.,
I bought a jacket once and
didn’t like the colour, but
Marks and Sparks wouldn't
grve me my money back.
Strange, ehé Maybe you should
make a more informed decision
before you part with your cash:
most shops will let you try a
garne before you buy it - if your

local emporium doesn’t, you can
. least put a free blank disk in
. the package so that I can

. play the game as soon as |

i get it home!

- Shaun Pearson,

. Pottergate,

i Norwich.

games and to be honest they |

- MAKE ME A

always take your custom
elsewhere.

BACK-UP BLUES
Dear The One (and only),
In the last few months [
have bought quite a few

have all been good, and
worth every penny, but [ do
have one complaint.

The games | bought
include Panza Kick Boxing,
Meral Masters and Gods,
which ranged in price from
£19.99 to £25. When I got
these games home, | started
reading the instructions and
I couldn’t believe that [ had
to make a back-up of at least
one of the disks.

I feel that if I pay good
money for a game, then the
software company should at
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Dear The One,

a Lynx

back to his letter:

a fraction of the cost,

i =
-
&
>
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L
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NOTHING MORE THAN FELINES

I am writing in reply to Keith Gratton's letter in your
June issue about the Atari Lynx, as [ wish to set him
right on some of the points he made. I too purchased
in January shortly after the price cut from
£180 to £130 and I am very pleased with it. Anyway,

1. The Lynx had been “completely redesigned” - this
is untrue. According to what [ have seen in several
magazines the machine has been altered sfighily and is
now smaller, lighter and cheaper to make.

2. It has been “halved in price” - this is also
incorrect. The new Lynx will cost $99 in America and |
will probably be released at £60 over here. But that
price is just for the Lynx, with no games or leads.

3. His Lynx is now “worth only a fraction of what
he paid for it” - nonsense. The Lynx still sells for £130
including California Games, the ComLynx cable and
adaptor. If you add the cost of these extras (£50) to
the new unit you are looking at around £110 - hardly |

1 assume that Atari brought out the new version to
compete more directly with the new Sega Game Gear

and NEC's PC Engine handheld. This move means that when
it appears (towards the end of this year) it will be the best-
value colour portable on the market, which means better
sales and in turn better support for the Lynx (which will

benefit all owners - including

you, Mr. Gratton).

I do have one quibble with the Lynx, though: that is the
lack of software at the moment. There are very few games
available at present - although apparently there will be 60
titles released by Christmas. Atari had better hurry up, as

we're already into June.

Matthew Dymond,
Leeds.

® Nearly July in fact Martthew. Whar you say is mostly true, except
that the new Lynx hasn't even begun to ship out in the States as
yer. Apparently Atari is waiting for stocks of the oldversion to run
out before the newer, sleeker model is introduced. As for Mr.

| Gratton, he'll just have to accept thar there’s always a price to pay
for being a technological pathfinder.

MANAGER

: Dear The One,

. I, like many other computer
. owners 'm sure, found

i Anco’s Final Whistle very

. disappointing - mostly due

. to the addition of the ‘flair’

attributes which greatly

- reduced its playability.

[ have now heard that

. Anco has started work on :
. Player Manager 2. My friends

and I (who are all of the

- opinion that Player Manager
. was the best of the Kick Off

spin-offs) have come up

. with 20 ideas that could
. possibly be incorporated
- into Player Manager 2.

Here goes...

the Scottish Premier
League.

2. Teams wearing their
‘real-life’ strips.

3. Be able to play as team
without the ‘manager’
playing.

4, Have European
competitions and a Super
League.

5. No disk swapping (if
possible).

6. Be able to make offers
for players playing from
other teams.

7. Be able to become a
manager of another team.
8. Include all the options

from Kick Off 2 (overhead
kicks and the like).
9. Use current player
names.
10. Award money for the
league winners.
11. Include a 'youth’ policy
and training.
12. Allow the importing of
players from abroad.
13. Make selections for
international matches.
14. Include a ‘top scorers’
league.
15. Run the League Cup.
16. Include the teams’ full
names.
17. Improve the crowd
graphics.
18. Create a ‘player of the
year” award.
19. Use standard pounds as
money.
20. Feature attendance
figures and ground
improvements.

B Sutherland,

Dundee.

® Okay, we'll pass those on to
Messrs Dino and Screech and
see what they can do. While
we're at it, has anyone else got
anything they'd like to see
added{ Anco is currently
soliciting suggestions before it
gets going seriously on the
project, so if you want your say
then get writing.

VIRTUAL LSD

| Dear The One,

I've just been watching
Horizon on BBC2 about
“Virtual Reality’. I am 14

. years old and have just

¢ taken my GCSE options. ]

. want to be an architect and
- so I have an obvious interest
i in the future of Virtual

1. Bigger leagues, including Reality and how it can

i benefit architects and

. scientists etc... however, [ do

have my doubts about the

. whole subiject.

Firstly, it's been developed

by some of the people that
. brought us ‘flower power’
. and drugs such as L5D way

back in the '60s. In fact,

. during the programme, one
. hippy described VR as an
. alternative to drugs.

For those who don’t know,

- 1SD stands for Lysergia Acid

Diethylamide (try saying

. that backwards, while
. standing on your head
. drinking a pint of milk) and




LETTERS

is a hallucinatory drug. Well,
if VR is an alternative to
LSD and is just as addictive,
“could this cause problems

with people who get
addicted, stop believing in
the the real world and only
want to live in their
computer banks¢

In Horizon [ saw kids
playing an arcade VR game
called Harrier. After about
10-15 minutes of playing
they took off their helmets.
They looked dazed, and
found it hard to come back
to reality. So if you get
really good at a VR game
and end up lasting half an
hour or so, can you come
back to reality after being
inside a computer world for
half an hour¢

In the book Red Dwarf,
Dave Lister, while stoned
out of his mind, puts on a
helmet which connects to
his brain and drops him into
a game called Berrer Than
Life. This is supposedly
highly addictive and puts
him in a perfect world
created by his subconscious
mind. In the game, life is
brilliant, but when he comes
back to reality he's
constantly falling over
things. Could this happen
with VR eventually®

I'm not trying to put VR
down. [ think it is great as a
scientific tool. But ask
vourself this: In five years
time, will we be praising VR
or condemning its
Alex Davies,
Sale,
Cheshire.

® Ounly time can tell [ suppose,
but is it really fair to base your
opinions of a technological step
forward on a fictional event in
a novel which was supposed to
be ludicrous in the first placeé
No-one knows if Virtual
Reality (VR to you jargon
freaks) will ever ‘take off or
not, but let’s wait and see
before we condemn it, ehé

JUST NOT CRICKET
Dear The One,

[ have been a regular reader
of your magazine since last
September, but to my
disappointment it has never

carried a review of a
cricket game. This, =
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suppose, is because there are
practically {to my
knowledge) no good cricket
games available.

There are two that | know
of: Cricket Captain from
D&H games which is a good
idea, but a pretty poor
simulation and Robin Smith’s
International Cricket which
was supposed to be released
in NMovember, but ['ve heard
nothing more.

The best cricket game I've
ever played is Graham
Gooch's All-Star Cricket (an
old C64 game), which was
excellent except for a couple
of Faults: the top order
batsmen tended to get out
cheaply and the tail-enders
would stay in forever,

Surely in England, the

- home of cricket, there must
: be somebody willing to

: make such a simulation

. worthy of the game itself,

i and not the cheap rubbish

: that some software

. companies seem to think

i they can dish out.

For soccer there's the Kick

. Off range, for tennis there's

¢ Pro Tennis Tour (and now Pro
i Tennis Tour 2), but there's

. still no sign of a decent

. cricket game. Come on

. programmers!

. Noel Smith,

South Australia.

® Well Noel, just like what

. happened to the English team
i against the West Indies at

. Headingley, it looks as though
. your long wait could be coming

- to an end. Both the Robin

. Smith game that you mention

o and Audiogenic’s Graham

: Gooch World Class Cricker

i should be warmed up and at

i the crease long before the end of
: this swmmer's tour. Howzatd

_ CASH CONFUSION
¢ Dear The One,

I don't understand how
games can cost around £25
when they are no better
than games priced at around

. a fiver. For example, 1

. recently bought Treasure
o Istand Dizzy and Fantasy
| World Dizzy. i
i When I first loaded them, | | Dizzy games are as ‘good’ as
. thought to myself: “how can !
. games like these, with nice
. graphics, sound, and

¢ fantastic playability, cost

: only five poundsé Is it

: because they are old¢ Mo.
: They cost the same price
: when they are first

released.” 50 why is this¢
What is the point of

buying games that are of

average quality, when you

. could buy games that cost

. one fifth of the price and are
i much betteré

- Richard Grant,

. Southgate,

! London,

@ Beauty is in the eye of the
i beholder my friend - and if you
L oreally think that Code Maseers'

other games that you pay £25

for then you're extremely lucky
i indeed. What do other readers
i think on the subject¢

Farri
never

<«

Deear Sarge,

For my last summer holiday I went to the
South Pole to see the grave of Robert Scott.
On my way back my ship, the Titanic,
sank and I had to swim. The water was
cold. After a few months [ landed on a
beach in Albania, I went to Tirana on foot,
At a flea market I bought my computer
really cheap. | tried to shift the computer
to the other side of the border, illegally. [

| hid the computer in my pocket. The border
guards didn't see anything.

‘When I got home 1 saw my parents there.
They were obviously worried about me
because they hadn't seen me for a long
time. One hour later [ was sitting in my
room trying to start a game, Commando,
which [ had borrowed from my Friend
Targan. Commando jumped from the
screen and began to strangle me, but I do
bodybuilding, so I kicked him betsween the
eves. He ran away and that was the last [
saw of him,

Then [ bought Operation Wolf from an
agency in Romania. Next day as | sat in my
room, my computer caught fire, [ saw
some strange people in green uniforms
halding shotguns. They were standing
around my house and shot at me. Cne
stray bullet broke my window and
destroyed my only disk with the demo
version of Skull And Crossbones.

Dejan Vecanski,
Zrenjanin,
Yugoslavia.

‘ Dion't believe vou.

| AN Al I m QNLT 3
SERGEANT SOFTWARE
Fancy your chances in the Sarge’s lucky dip?
The?n{ake a convincin argu:%'nent why ynl:l
should have £100 wurtﬁ
you and send it to: Sergeant Software, The
One, EMAP Images,
don Lane, London EC1R 3AU. You
ow, he may be in a good mood.

of software sent to

ory Court, 30-32

Dear Sarge,

My anly decent possession is my computer
and | have only got it because my parents
bought it second-hand.

Recently my father was made redundant
and my mother can only just manage to
pay the mortgage, so [ can't afford any
games for my computer. [ know it sounds
greedy acking for games but I would
greatly appreciate it if you only even sent
me one game. T hank you for spending time
reading this letter.

N. Guss,
Gateshead,
Tyne and Wear.

Oleay then, vou can have your one game - but
let this be the last person who writes in because
Iris or her father is unemployed. Ir's not the
Sarge’s fault that unemployment is once more
surging to break all-time records. Get your
pdrents to sort cut a change of governrtent and
then maybe there'll be no need for Serpeant
Software,

Dear Sarge,

My uncle is a computer operator with a
large computer firm in the North East.
However, his department is closing down
and he is being made redundant. As he had
worked for the company for only six
months, he does not qualify for
redundancy money.

Despite this, he is still cheery and never
moans or groans - and he lets myself and
my sister play on his computer when we
visit him each weekend.
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I thitk it would be a nice surprise if you
could send him some software as a reward
for his continuing cheerfulness despite his
own problems,

Tim Mason,
Stockton-on-Tees,
Cleveland.

Sorry Tim, you're just that little bit too late (see
the previous letter). {

Dear Sarge,

I wish you could see the forlorn face of my
seven and a half year old son. We've just
bought him a computer after a year of him
pleading and us saving, Without a doubt!
it's a hit - one of the best things we've
done.

Then came the shock - we entered the
software shop and stared in amazement at
all the choice. We soon realised that, not
knowing what to look for, we could easily
make some very costly mistakes which we
can't afford to do - your mag is going to be
a real help to us!

Anyhow, we have bought a couple of
cheap games so he'd have something to
play. The ‘shoot 'em up’ is fine, but the
other (answering riddles) is a disaster.

Can you ease my son's frustration at
having such a pair of total 'dipsticks’ as
parents and send him some appropriate
games (then maybe he'll think of us as
‘joysticks’ !1).

By the way, he's already told the

~ neighbours he's going to hack into the

world's top computers (5o modest, so
much potential). Please help me keep him
out of mischief - and jail!

Devoted Mother,

Stanley,

Co. Durham.

Certainly, Devoted, It takes a strong woman to
admit defear in the way that you fust have. In
future, why sot simplify the whole operation by
taking vour son along when you biry softwared
By the way, there's no guarantee that the £100
worth of software thar we send will be any good.




..and Bring tbhe Family!

Roberta Williams returns to your computer screen
with the most wonderful King's Quest ever!

his time your whole family will journey with Good
King Grabam and Cedric the talking owl through
the eerie gloom of the Dark Forest, across b.!azmg
deserts, over vast mountains and oceans in search of
the missing royal family of Daveniry. The vivid game
scenes, lifelibe animation and breatbtaking soundirack
will transport you on a fabulous journey to another world
where characters will actually speak to you and each
other in their own voices.* No typing is required, so ¢
Sfamily members of all ages can travel along. ‘
It's not like playing a game - it’s like being .rbem iy
erience the magical world of Kings .+ =-'_'-
&gﬁw V, and discover why more people. /
have p!ave:i King's Quest than any’
other compniter garme \Eﬂa m
bistory. :

* COROM version omly

ésuenm

Bisare wma&anammm ’
1 Siara On-Lin, Inc. ssumluul-lr- od. &

Order King's Quest V from your local software dealer,
or call the Sierra Sales Department at 0734-303-322
Available on Disk and CD!



200 GOES
TO WAR

THOSE OF YOu
who missed the
Gulf War and
have been pining
ever since for an
opportunity to
re-enact it all
over again might
be in luck, as
Electronic Zoo
has released
Brigade
Commandoer, a
‘real-time’ war
game which
comes complete
with its own
Operation Desert
Storm data disk.
Featuring a built-
in campaign
editor and
digitised sound,
the package is
available now
for £25.99.

THE FRENCH
COLLECTION

A COUPLE OF
high value
compilations are
scheduled for
release by
French-based
publisher Ubi
Soft this
summer. The
Winning Five
comprises a
selection of Ubi
Soft's own
games: Iron
Lord, Night
Hunter, Twin
World, Puffy’'s
Saga and Sir
Fred - all for
£29.99. The
Magnum
Compilation has
a greater mix:
MicroStyle's RVF
Honda and
Oriental Games,
Dinamic's Satan
and After The
War, plus Ubi's
own original Pro
Tennis Tour
fabove).
Magnum will
retail at £26.99.
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CRUISE DEPARTURE DATE
DELAYED

IF YOU'RE WONDERING
why you've yet to see a The
One review of Delphine’s
latest ‘Cinematique’
extravaganza, Cruise For A
Corpse, it's because, at the
time of going to press, the
game is still unfinished.

The follow-up to Future Wars
and Operation Stealth will now
not reach the shops until late
next month (July). However
play-testing started at the
beginning of June and the Paris-
based company is optimistic that
this time it's got things right.

Delphine is notorious for
crashing its launch deadlines, but
pleads perfectionism as a
mitigating circumstance: “We
could bring out the games on the
deadline, but they wouldn’t look
or be as good,” says the newly
appeinted general manager,
Thierry Brialle.“For Cruise For A
Corpse we completely changed
the graphics routines mid-way
through the programming,
because we saw that there was a
better way of doing it.”

Apparently Delphine’s artistic
director, Paul Cuisset, got so
excited when he first saw
Broderbund's Prince Of Persia
that he had to develop a new
graphics routine for Corpse.

As a result, the graphics are
now much smoother. Another
advantage of the new routine is
that it changes the size of the
characters as they move around
the screen, producing a
perspective effect on screen. The
game characters are also more
animated and expressive than
before.

Delphine, already lauded for the
slick images in its previous
cinematique outings, would
appear to have excelled itself
again. “The new routine
obviously caused us a huge delay,
and it is only this month that we
have had a final version for
testing - and there will still be
changes before the final product
is ready.” He does insist that it
will be ready at the end of June
or the beginning of July, and he
means it. Honest!

- merchandising and marketing
. both Rainbow Arts and Gremlin
. products in France, while other

. projects in the pipeline include

i producing games under licence

Thus release comes at a time
when Delphine is cranking up its
whole operation. According to
Brialle, the company will

. produce three games a year from

. 1992 and will also double its

. programming team to ensure

: that they come out on time. In

. another new development

. Delphine will be responsible for

. these will have to wait until its
- long-awaited Corpse finally
- comes to ‘life’.

: from American companies. Don't
. hold your breath, though - all of




ATARI LOGKS
PANTHER AWRY

ATARI HAS DRAMATICALLY SCRAPPED all
work on its eagerly-awaited Panther console.
The move seems to have taken the company's
UK office by surprise though: just a week
before the announcement was made in the US,
UK managing director Bob Gleadow and
marketing manager Peter Staddon were
beginning to reveal details of this 16-bit
console, ready for a launch this autumn.

The decision was apparently made because work
on the Panther was clashing with work on another
console project, code-named (would you believez)
‘Jaguar’. The Jaguar is apparently much more
advanced, using RISC technology and 64-bit
processing for awr_-mmel} fast, colourful displays.

According to Staddon: “The Panther was taking
longer to bring to market, the other project taking
less - we'd have left ourselves with a gap between
the two launches of only six to nine months.”

So the Panther is dead - long live the Jaguar.
Staddon was extremely reluctant to divulge any
concrete details of the machine (understandable,
really, after this Panther debacle), but said that we
should expect to see it launched in mid-1992.

ANOTHER SLIPPED DISK

FOR COMMODORE

COMMODORE HAS RUN INTO more
trouble with the release of its CD-TV.
Following last month’s announcement that
Hutchinson's Encyclopaedia would not be ready
in time for launch, it now appears that a
similar fate has befallen Lemmings, which was
also due to be included in the
~ launch package.
' Not only that, but a row
over the machine is
simmering between
. Commodore and Kodak
over the latter’s new
| Photo CD system which
| enables the user to have
Y photographs developed
and stored onto compact
o/ disc as well as
conventional prints. In order
to create a slideshow of your
pictures and edit them, you'll need
either Kodak's own Photo CD player or a computer
and dedicated CD-ROM drive - or a CD-I system.
Which is where Commodore comes in. It has
announced that the CDs containing your photos
will run happily on the CD-TV. But Kodak isn't so
sure: “The standard hasn’t been finalised,” says a
spokesman, “No licensing terms have been agreed
or discussed with anyone.” It has been suggested
that Commodore was over-hasty in making its
announcement in the wake of the news that
Philips has signed up Nintendo’s Mario character
for its own CD-I machine.

MORE
LEMMING
CARNAGE

PSYGNOSIS WILL
CONTINUE to
feed the habit of
you Lemmings
addicts later this
year with the
release of a
number of data
disks. More
levels and
different tasks
for your rodents
are assured,
although the
price and release
dates aren’t.

TWO MORE
FOR
EUROPE

DESPITE TWO
YEARS of
undisputed
supremacy,
software
publishers still
aren't content
to let Kick Off
have the ‘Best
Footie Game
Ever' title
without putting
up a fight. The
latest
challengers are
due from
Domark and
Elite and should
be available in
time for next
year's Europaan
Championships:
Elite's offering
(a conversion of
Tecmo's World
Cup "90 coin-op,
with the team
names updated)
is to be called
European
Championship
1992, while
Domark's Euro
Football Champ
is a conversion,
from an
original Taite
coin-op.

LEGHUCK'S RETURN

LUCASFILM CHOSE THIS YEAR'S Chicago CES
show to show off how work is progressing on the
sequel to The Secret Of Monkey Island - entitled
LeCluck’s Revenge.

Despite the fact that the evil ghost was banished at
the end of the first game, he’s now back, meaner, uglier
and nastier than ever.

According to Ron Gilbert, the game’s project leader,
Lucasfilm wanted “to create a game that was as non-
linear as possible. Players like to have many paths open
to them.” Bearing this in mind, “LeChuck’s Revenge is
probably the most

has ever done.”

Although the
finished game won't
make it to your
machine until early
next }-’E‘-E‘l]'l ::,-"{]'Ll can
expect to see plenty
more of it on these
pages over the next
tewr months.

MIGROPROSE ENTERS
SOLAR BATTLE

FDLI.DWING THE SUCCESS of its F-15 Strike
Eagle coin-op, MicroProse has launched its
second cabinet, Battle Of The Solar System.

Unlika the company's debut in this area, BOTSS
isn't based on an existing computer game, al’rh-::uyh
thﬁ ].]-.I.tf"nt]Dl" ]‘- (x/n] I:]ﬁ_"."t ]L]P g ((}IT'I'P'LItLT ‘\.-"E"Hl"..'ln at
some stage. It's also unlike anything else
MicroProse or its attendant companies have
produced, being an all-out shoot "em up.

The game casts you as a robot with a first-person
view of the action in a high-tech, futuristic setting.
You have five different types of enemy - or
‘Warbot' - to blast away at, with nuclear missiles,
plasma balls, neutrino guns and neutron blasters
among your arsenal.

The First location is the planet Pluto; progress far
enough and you'll reach the grand finale - a shoot-
out against the enemy Warbots on Earth. It's a
simple, but effective basher, created by MicroProse

| Games, 'Prose’s US-based coin-op team. Expect to

see the machine creeping into this country towards
Christmas.
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‘THE GOAL-DEN SHOT

TOP TEN
July 1991

1 NE EYE OF THE BEHOLDER

SSi
2 NE THE SECRET OF
MONKEY ISLAND
Lucasfilm
3 A ARMOUR-GEDDON
Psygnosis
4 = FANTASY WORLD DIZZY
Code Masters .
5 = DEFENDER OF THE CROWN
Mirror Image
6 ¥ GODS
Renegade
7 A MIAMI CHASE
Code Masters
8 ¥ PGATOURGOLF
Electronic Arts
9 NE HERO QUEST
Gremlin )
10 NE NORTH AND SOUTH
Action 16

't '_{ -~

e g

8 ¥ }\‘l(‘,e

SMITH'S
CRISP

FOLLOWING THE
announcement of
Audiogenic's
forthcoming
Graham Gooch
World Class
Cricket, it's now
Robin Smith's turn
to pad up and take
his place at the
crease. Challenge
Software is to
release Robin
Smith's
International
Cricket in July
{priced at £25.99),
to coincide with
the third and
fourth Tests
against the West
Indies. The game
will apparently be
a mix of action
and strategy, with
scoreboard,
analysis, summary
screens and close-
ups of the
umpire's
decisions.

NEARLY FINNIS_H-E—I]

CULT C64 PROGRAMMER, Stavros Fasoulas, the ‘flying Finn’
whose creations included Sanxion and Delta (both released by
Thalamus) is about to make a triumphant entry to the world of
Amiga gaming with Galactic, a 50-frame-per-second shoot 'em up

in ‘traditional’ mode.

Subtitled The Vision Game, Galactic has been in development for over
seven months now and is, according to the author, 90 per cent complete.
Mr er this Stavros becomes a little vague, saying: “Unlike many games

wowadays, Galactic does not have a certain goal..,

there is no end -

in fact

ht"ﬂ is no beginning either. Galactic does not force the player to do

anything E‘J‘LLEP[ survive!
“This game does not have a drtu:ult}f D]:ltIUTI

posted.
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or does the program

d tthL how good you are at

. playing it to adjust the
difficulty automatically
(those games never really

g« work, do they?). It's all up to
you, Galactic is what you
make it to be.”

But you won't be able to
make anything of it until
Stavros finds a UK publisher.
Nothing has been confirmed
as yet, but it's believed that
there are a number of firms
interested, with Virgin Games
apparently leading the chase
at present. We'll keep you

The Kick Off 2

Golden Goal Of The Month
PRESENTED BY THE ONE
MAGAZINE AND ANCO

THE KICK OFF 2 GOLDEN GOAL
CHAMPIONSHIPS

{TO THE TUNE OF ONE MAN WENT TO MOW) “One more
month to go, one more month to-morrow, one-more-
month-of-Gol-den-Goals, one more month to-morrow®
Yessiree-bob, one more month until the end of life,
the universe and Golden Goals as we know it. The
gualification rounds for the Kick Off 2 Golden Goal
Championships end next month, so if you haven't
sent us your goals by now, this is your last chance.

One young chappie that has made it in before the
deadline is Richard Worrall, and what a good thing
that he did. This fine example of impossible-angle
scoring is once again tucked neatly onto our cover
disk (see page & for details), as well as being neatly
tucked into the back of the net.

i A MIDFIELD
TUSSLE betweean
Scot and two of
the opposition’s
finest leads to the
No.7 breaking
away towards the
gola area.

REACHING THE
PENALTY SPOT,
Scot jinks neatly
around a hapless
defender and
starts racing
towards the
right-hand side of
the goal.

AS THE "KEEPER
RUMS OUT to
meet him, Scot
swivels through
45° and fires the
ball into the back
of the old onion
bag. Err...
remarkable!

AFtE You THE MAN TH.l‘f'-.T TOTTEMHAM MEED to fill Gazza's
tear-sodden boots? Are you 5o good that Graham Taylor
would overlook you for the England team? Then send the

| proof to: Golden Goals (Kick Off 2 Championships), The
One For Amiga Games, Priory Court, 30-32 Farringdon
Lane, London EC1R 3AU. Don't forget that this is your last
chance to gain entry into the Kick Off 2 Championships and
that we only want the best, the very best, anything less just
won't do. Unfortunately we are now unable to return disks,
even with an SAE, sorry about that!

IGNORE THESE RULES AT YOUR PERIL
FAILURE TO COMPLY with any of these regulations merits
instant disgualification.
| 1) No more than THREE {2} goals per disk and no more than
one disk per entrant.
2) All goals MUST be scored by the entrant and NOT by the
computer (even in Position play you have to be the one that
gets it in the net). We can tell, so don't waste our time.
3) The disk LABEL must contain the following infermation:
the entrant’s name, address and (if applicable) telephone
number - it must also clearly state that it is an Amiga disk!
A description of the goals would also be handy, along with
what type of pitch they were scored on.




Repairs

Amiga

If something is wrong with your Amiga
500 or C64, who better to turn to than
the Commodore National Repair
Centre.

For all repairs to your computer, one low
payment covers diagnosis, repair
(including parts and labour) and delivery
back to you.

The experience and expertise of our
technicians ensures that your computer
is repaired to a high standard at a low
cost. And each repair will be carried out
within 12 working days!

To schedule a repair and claim your free
software, simply call Michelle or

Audrey on 0733 391234

Please be ready to give your name,
address, computer type, serial number
and the type of fault.

The cost is £57.45 for an Amiga 500
and £47.45 for a C64. Payment can be
made by cheque, postal order or credit
card.

Commodare National
Repair Centre

0733 391234

FMG House
Newcombe Way, Orton Southgate
Peterborough PE2 OSF

£57.45

' COVERS

ANY
REPAIRS




As American games technology progresses in leaps and bounds, Paul
Presley

takes a look at a company from over there that’s doing

rather well over here.

T T L B e
e, il "L, e

OF ALL THE CURRENT
‘interactive movie' producers,
one company stands head and
shoulders above the rest.
Sierra On-Line was formed
way back in 1980 and since
then has remained at the
cutting edge of gaming
technology.

It was the first company to
introduce colour graphics with
adventures, the first to use
professional artists and

NOW THAT
ALL THE FUSS
in the Middle
East has died
down, prepare to
relive some of
the incredible
tank-busting
moments with
A-10 Enluanced.
Take control of
the A-10
Thunderbolt and
give Saddam
another one in
_the eye.

musicians to create its games and |

the first to develop the ‘scanned
artwork’ technology that’s
currently gripping American
developers by the throat.

In March 1990, Sierra gained a
major advantage over its
competitors with the acquisition
of Dynamix and its ‘35pace’
technology. 35pace is used to
create realistic 3D environments
(seen in products such as Stellar
7 and A-10 Tank Killer), adding
yet another dimension to the
story-telling capabilities of the
American giant.

Heart Of China, due for an
August release, is the first
product on the Amiga to really
utilise the two companies’
technologies to their full extent.
Set in the late "20s, Heart Of
China tells the story of ‘Lucky’
Jake Masters and his search for
kidnapped American dilettante,
Kate Lomax. This search takes
him through revolutionary
China, Istanbul and Paris. The
game uses the same ‘point-and-
click’ system employed by Rise
Of The Dragon (see the review
in issue 29), but with the added
attraction of various arcade
interludes, such as a hair-raising
tank ride down the side of a
mountain,
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i time-travelling

Xl and Space

ROGER WILCO,

Sanitary
Engineer

extraordinaire
and intrepid

hero, is back
for more
zany fun in
Space Cuest
IV (and
Sprace Quest

(Juest X and
Space Quest I).

. actual movie making and the

. appropriate than ever before.

- actresses are used to film the
. sequences that make up the

. techniques. The characters are
. then digitised and added to

. the hand-painted

. backgrounds to create what

. you see on the screen.

.~ different worlds, and both look

The similarities between

production behind Heart Of
China malke the term
‘interactive movie' more

Ower 85 real-life actors and

story, along with professional
costumes and make-up

Incidentally, Rise Of The
Dragon, a Blade Runner style
detective story, is scheduled for
an Amiga appearance by the end

. of June. i

Dynamix’ other area of

. expertise is flight simulators. Red
. Baron and A-10 Tank Killer both

use 35pace to create their very

equally impressive. Red Baron

- puts you in the middle of World
. War One, flying either for the

- Allied forces or the Germans.

. The amount of options that can

be manually set (everything from °
enemy difficulty to whether the

DYNAMIX' PRIMARY DEVELOPMENT
MACHINE is the IBM PC. This enables it to make
full use of 256-colour graphics and every major
sound board. The program can then be converted
in its best possible form to...

sun shines in your eyes), along
with the amount of different

i missions ensure that Red Baron
- should appeal to novice and
. experienced flyers alike.

A-10 Tank Killer, on the other
hand, is very much an action-
packed affair and is one of the
few modern-day flight sims that

! doesn't include one of the ‘F'-

series of fighl:r;'.r planes. The A-10

i Thunderbolt is one of the most
. under-valued planes in today’s

Air Force (possibly due to its
almost embarrassing ugliness).
Instrumental in the success of
the recent Gulf War, the
“Warthog' is a superb low-level
fighter - Dynamix’ simulation
captured that aspect perfectly.
The one problem that the




THAT WAS THEN

- ISSUE TEN: JUNE 1989

| THE SUMMER OF TWO YEARS PAST saw a
bumper crop of film licences: Mr. 007 himself,
Timothy Dalton, featured on our cover, while
Domark’s conversion of Licence to Kill clocked up
a respectable 82 per cent.

Not to be outdone, ex-Bond Sean Connery
teamed up with Harrison Ford to take Indiana
Jones on his Last Crusade. US Gold told us it had
| the conversion licence, so we told you! 5o
| confident was ‘the Gold’ of the film's success that
| it lined up two games instead of one: its own
action game and an adventure from Lucasfilm.

Another big screen hero, RoboCop, was
responsible for gaining Ocean one more accolade |
as the game of the same name broke the record for
chart topping by remaining in the number one
spot for an incredible 18 weeks! Far from resting
on its laurels though, Ocean was announcing two
| more conversions destined to hit the big time:
| Batman — The Movie and The .

Untouchables.

You want more moviess
You got it! Also at this
point two years ago,
Activision was proudly
shouting about its
| acquisition of the licence
to Ghostbusters I1. 1989
was undoubtedly the year
of the movie licence!

On other fronts, Atari
revealed its new colour
| hand-held console (then
| known as the Handy, but
now better known as the
Lynx). Typically for a
new console, everyone
liked it, but nobody was
planning to produce software for it!

This issue also saw the emergence of adventure
specialist, Delphine. In this issue we previewed
the firm's action game, Castle Warrior (hmm), but
more importantly, we became the first British

zine to announce its animated adventure
(developed in the King's Quest mould). At the
stage this tale of an everyday window cleaner was

TV netwaork.
Although its still
in its eatly stages,
Tunnell is
predicting a late
1991 release.
Meanwhile,
back on the
ranch, Sierra’s
own developers
took the [BM-
compatible
software
industry by
storm with the
release of King's
i Quest V. This was the First use of
- the ‘digitised artwork’
. phenomenon and proved to be a
maijor success. We Amiga owners
will be able to sample this unique
style of gameplay in June
when Roberta Williams' epic
adventure hits your screens.
In King's Quest V you play
the part of King Graham of
Daventry, who returns from a
walk in the woods to find his
castle (and everyone inside)
gone. A friendly owl provides
Graham with a few clues and
he is soon off to find out
who's responsible for the
strange occurrence and why.
Also having trouble with
= sequels is Roger Wilco, inter-
® galactic hero and janitor first
class. Space Quest IV sends Roger
on a bizarre time-travelling
adventure, from the bleak future
of Space Quest XII to the bleak

FROM THE MINDS that brought you
virtually every Saturday morning
cartoon show going, comes The
Adventures Of Willy Beamish - an
interactive cartoon sitcom (how's that

for a descriptiont).

.. WHAT YOU SEE ON THE AMIGA. Despite not
having the colour range to work with, Dynamix
can still make a good job of the conversion thanks
to the fact that the artwork is originally digitised
from actual airbrushed paintings.

game had, though, was a
severely limited number of
missions. When Sierra joined
forces with Dynamix, it took a
quick poll of A-10 owners and
came back with the results that
more was wanted. To that end,
Dynamix is releasing A-10
Enhanced, an expansion set that
offers 14 extra missions
(including seven set in the Gulf
War) and the improved
technology used in Red Baron.
On a completely different
track, The Adventures Of Willy
Beamtish is described by
Dynamix boss Jeff Tunnell as an
‘interactive cartoon sitcom’!
Willy Beamish is a nine-year-old
kid that gets up to more comical
adventures and involved in more
wacky situations than Bart
Simpson and the Scooby Doo
gang put Lagether. The game 18
being programmed by a team
consisting of animators from
Filmation, artists from Disney
and writers from America’s NBC

past of Space Quest I. Amongst

. other things, Roger has to disguise
. himself as a woman, deal with the
i Latex Babes of Estros and find a

¢ copy of the Space Quest IV hint

¢ book! Space Quest creators Mark

Crowe and 5Scott Murphy

certainly prove that Sierra doesn't

always take itself too seriously.
Back in more familiar territory,

. it's been more than three years

. since Sonny Bonds, hero of the

. Police Quest series, has been seen
: on our screens, but thankfully,

. he's back to pound the beat.

Police Quest III returns Bonds to
uniform duty when he applies for
a Sergeant’s training tour. While
in training, Sonny's wife is one

- victim of a series of ritual killings
. leading to a desperate hunt for the
| murderers.

Police Quest 111 is the first of the

series to use the new graphic and

sound technology, the most
telling fact of this being that
Miami Vice keyboard maestro,
Jan Hammer, is responsible for

: composing the music.

| Hawk. Two years on, the game is ‘about to be
| released’ by Electronic Arts as Birds Of Prey.

untitled, but it was, of course, to become the
phenomenally successful Future Wars.

The Work In Progress this month was
Argonaut’s impressive multi-plane simulator,

Reviews were a mixed bunch, ranging from the
terribly serious Chuck Yeager’s Advanced Flight
Trainer v2.0 to the not so serious Thunderbirds. We
were most impressed by Datastorm (where is it
now?) and New Zealand Story, both of which
coaxed a mark of 84 per cent.

Always willing to give new machines a chance
we took an in-depth look at Acorn's new
Archimedes, the A3000. Long-time computer
journalist Christina Erskine said: “Just because the |
specification of a machine makes a games
programmer drool, doesn't mean that [it] is going
to be sold to the game playing masses.” And was
she right¢ Too right...

To round off the issue Ciaran Brennan talked to
Activision's head honcho, Rod Cousens. When our
deputy editor (as was) queried the ability of any
programming team to successfully convert Galaxy
Force, Cousens said: “Believe me, Galaxy Force
will be a much sought after addition to any
computer owners software collection.” Oops! As if
things couldn’t get worse Rod wound up his
comments with: “It is extremely motivating in
contemplating a future which holds no bounds.” |
Unfortunately Activision’s future was to prove far
from boundless. Oops again...
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FEW GAMES GIVE YOU the
chance to deal with
xenomorphs face-to-face. Of
those that do, Williams'
Robotron-inspired Smash 1V
and Sega's Alien Syndrome are
probably the best. It's worth
mentioning that in both of these
the action is viewed from above.

Sega's Alien Storm, which is
currently undergoing a Tiertex
conversion job for US Gold,
adopts a more traditional
approach: horizontally scrolling
thwack 'n’ roast sections coupled
with an Operation Wolf-style
3D shoot 'em up. The coin-op is
noted for its bizarre and
colourful graphics and the kind
of slimy, grizzly opponents that
would have Dutch Schaeffer
gibbering in the cupboard.

The plot, for what it's worth, is
simple enough: having courted
environmental disaster and

unleashed the consequences on
their own world, a gang of
marauding alien life forms has
slithered through space to Earth.

. The aliens are now launching
. clandestine attacks from their

mothership, hiding out in
everyday street objects and
squelching passers-by.

 TRIPLE TROUBLE

. Only a trio of self-appointed
. alien-busters - Gordon, Karla and

Scooter - are taking the threat
seriously. The gang has set up a
xenophobe society at the Alien
Burger Cafe, where they can
respond at the drop of a gobbet
to any suspicious activities.
Given that the gameplay is
standard beat "em up fodder, the
real challenge lies in recreating
the visual power of the original -

- and you'd have to be mad to try,
. wouldn't you? Enter Tiertex,

e et .
i e et s e e i
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WHIP UP A STORM

. all the different aliens in and
: getting them to interact with the |

| COmpromises:
. everything has been attempted,”

title, but at least it doesn't start

FORMULA 3D

NEXT ALONG FROM THE PEOPLE who brought you
puurly—named I Play: 3D Soccer (see issue 31), will be mth&r
three-dimensional sports si.mulatmn, this one mmnctmung
on a rather faster putsuit Formula
Coming soon at a price of £25.99, Fo

(nat an maglnatwe

with ‘1 Play’} promises a range of
 selectable graphic levels, with the
high end featuring such delights as
working wing mirrors and the low
end offering greater speed. Another
attraction should be the split-screen
two-player option.

20 B THE OMNE JULY 1991

. SPOT THE DIFFERENCE - here’s |
i the coin-op, while Tiertex'
. conversion is bottom left.

whose previous games include
Indiana Jones And The Last
Crusade, the acclaimed coin-op

. conversion of Strider, and |
. Strider II, an idea of their own
i which grew into a coin-op.

The Chosen One for the project

was Dave Stead, who's been

beavering away at his keyboard
since last November: “Most of

the time has been spent putting

|
players.” He's not personally

responsible for the music and
sound effects (created by the in-

. house musician), nor the
. generation of the graphics (again, |

in-house), but he has nailed the

. components together.

 THE ART OF COMPROMISE

Inevitably, during the conversion
process he’s had to make a few |
“In most respects |

but a few frames of animation
have been left out, and most of
the introductory sequences to the
levels have been chopped.
However, the most striking

. omission is the original’s

simultaneous third player: ;
converted Alien Storm is two- |
player only. On the positive side, |
the unique high-score table
(incorporating a 1-10 rating
awarded by stars of the Sega !
screen) will be implemented. '
Alien Storm is already nearing

completion, which is well in time

| for its scheduled September
| release date. Tiertex isn't giving

much away about other projects,
but it's likely that more coin-op
conversions are in the pipeline,
and that the Alien Storm team
will be responsible for them. All
its future plans are “pretty much

| up in the air.” When they fall to

Earth, we'll let you know.

SUCK IT
AND SEE

REMEMEBER WIPE
OUT and Street
Hockey? Well
forget those
turkeys, as
Gonzo Games
hopes to up the
stakes and
revamp its
image by
abandoning its
split-screen ‘3D°
sports style
{(permanently,
we hope) to
concentrate on |
its next release, |
Brides Of
Dracula. This
one- or two-
player split-
screen arcade
adventure
allows the
player to take
the part of
either the
fanged one
himself or his
arch enemy Dr.
Van Helsing.
‘Fangs’ of the
Dracula legend
will be able to
get their teeth
into this bite "em
up towards the
end of the
SUMmmer.

GOLDEN
OLDIE

NOSTALGIA
FREAKS who still
harbour fond
memories of
their old C6ds
may be
interested in Arc
Developments’
latest project.
The chaps
behind such
notables as
Fargotten
Worlds and
Crackdown are
currently heads-
down and
burning the
midnight oil to
recreate
Thalamus’ old 8-
bit classic
Armalyte for
your machine.
Armalyte - The
Final Run is due
any day now and
should retail for
£25.99,
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BUY 3 CURRENT HITS

AND GET 2 ALL TIME

CLASSICS FOR /2 PRICE

= —_-

From May 6th, choose any 3
games from a selection of current
hits by Ocean, Virgin Games,
Mindscape, Accolade and
Mirrorsoft and you can get 2 all
time classics for half price.

Hurry down to your local Virgin
Games Centre, pick up a Classic
Collection leaflet and check out
details of this exciting opportunity
to make amazing savings on the
games classics you wish you'd
bought first time round but
maybe couldn't afford.

Only at Virgin — where games
come first and the best selection
in computer entertainment is
always guaranteed - is this
exclusive offer available to you.
Start collecting now, the offer
closes August 31st 1991.

GAMES
CENTRE

VIRGIN GAMES CENTRES at:

LONDON - Oxford Street
BRISTOL - Merchant Street
OXFORD  -Westgate Centre
KINGSTON - Clarence Street

SHEFFIELD - Meadowhall
{Opening soon)

LONDON

BELFAST

BIRMINGHAM

BRIGHTON

LEEDS

NOTTINGHAM

EDINBURGH

DUBLIN

CARDIFF

GLASGOW - Union St & Argyle St




E'VE OFFERED YOU SOME GROOVY PRIZES in_
the past - but never anything as groovy as this

e Exile, veteran publisher Audiogenic is o
ine high-quality Doctor Who alien outfit g

™ Warriors Of The Deep.

THIS
I Z. GENUINE
[

fifld be the proud
ner of this

unique piece of
television hlstnr:'

COSTUME! ="

you have to dé. Amed
to ll'llh‘: it even easier we'll throw one in for free - ]nn / e J
Pertwee! There, now all you have to do is come o,
“up with another two and you could be in with a
:Il:am:e (or, if vou prefer, ;ou could always forget EXILE ERATING '
~old Jon and come up with a different three, the  DEVISED AND WRITTEN by the authors of the Iegendalj,r Thrust, Exile is a
'-'-tjmkt is yours!). multi-directional scrolling arcade adventure played out across a vast

~ Once you've named those three timelords, just | environment and incorporating numerous puzzles and tests of logic.

Pop your answer on the back of a postcard (or, Heading home after mmpletlng a Iong stretch on.aninh ospitable
would you believe, a

planet, you pick up a distress signal from a Commander
:::::Tt :::::::l'g] ;:: ]I' '+ Sprake of the Columbus Force.
YOU? THE ONE, EMAP &t x Coming to the rescue you find yourself in a nightmare
IMAGES, PRIORY COURT, Love ..,f.r;é - of genetic expenmentatlnn and frenzied killing.
30-32 FARRINGDON % Think you're up to the job? Exile is available now,
LANE, LONDON ECIR priced at £25.99.

Wi

i
TE

3AL. Entries must be in
before July 9th, unless
you've got a Tardis of
course, in which case
time's not a factor really, &4 ; .

 it? g a --'&ﬁtf i

‘.::":x."‘di'ii'h:-
iy

"a

THE SMALL PRINT |

The editor's decision Is final and no correspondence will be entered

 into, Employees of EMAP Images, Audiogenic, the BBC and strange old

| men who wear long scarves and live in ielephone boxes may not enter.

| We trust you'll agree that this is a unique prize, so IF it doesn't fit then
that's just tough luck - no cash altemative will be offered.
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BEST PC GAME

'‘Golden Joystick Awards

Now available for Atari ST, Commodore Amiga and IBM PC compatibles.



FEATURE

no-one any good, and the

one that welcomed the
British contingent to the Windy
City was a true sicko. Waiting on
the tarmac at O’'Hare Alrport to
greet my Limey counterpart,
Brian Mesbitt {with a carefully
prepared salutation of ‘Yo
Prude!’), | discovered that a
violent storm had kept the pilot
trembling at 40,000 feet = until
an empty fuel gauge gave him
the courage to land. Talk about
palefaces, The One's
representative was a deep shade
of green — and I'm not entirely
sure that CES made him feel any
better...

50, apart from the aforesaid
paleface’s breakfast, what came
up at the world's biggest
summer games show? | had the
feeling that most Europeans left
Chicago deeply depressed, but —
having the benefit of being on
my own ground — | reckon |
managed to strike gold where
they just struck out. Mot that I'm
exactly the world's hottest
sleuth — you guys will be
running rings round me at your
London show in September —
but it helps to speak the lingo...
and we do speak a different one
out here,

S0 the first thing | did was
-~

lT'S AM ILL WIND that blows

360'S THEATRE OF WAR looks like
hot stuff for wargamers and
strategy fans. The game features
two-player optlons (Including
maodem link), a terrain editor for
modifying the playfield, multiple-

. viewpolnt 3D environments, and a

range of weapons through history,
from slings to an Abrams tank.
leave the show altogether,
because something much more
Interesting was happening In a
small room at the Ritz-Carlton
Hotel. Remember Defender OF
The Crown? Or (more recently)
Electronic Art’s Centurion? Both
these games were designed by
Kellyn Beck, who's row
President of a new company
called Cineplay Interactive.
Tucked away in room 1927,
Kellyn was demoing his latest
creation, Detectron.

Cineplay's worth watching
because it's a collaboration
between Beck and a guy by the
name of Will Vinten. Vinton has
been almost singlehandedly
responsible for the development
and popularisation of
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Leaving the Big Apple behind, our US
correspondent ‘Crazy’ Dave Gruisin
blows into Windy City for the Summer
Consumer Electronics Show...

‘Claymation’ = the animation
technique that uses malleable
figures to produce characters
like the California Raisins or
{more recently in Britain, I'm
told) Mick Park's award winning
animation Creature Comforts,

It comes as no surprise, then,
that the first game from Cineplay
Features Claymation — but it's a
far cry from the wacky humour
of the Ralsins. Set a thousand
wears in the future In the Dark
Age of Humanity, Detectron
plunges you into a world
dominated by robots. Trapped In
the ruins of Washington DC, the
last survivors of the human race
are watched over by robot
guards, tasked with policing The
Human Preserve — a sort of
futuristic wildlife park, but with
humans on the other side of the
fence. You play the part of a
21st century detective, charged
with solving a murder.

Detectron uses other
innovatory techniques apart
from Claymation. Game
characters appear in cameo
graphic windows that feature
digitised animated video
portraits of the people you
encounter. The user interface is
also extremely stralghtforward,
using only three labelled push
buttons. The labels on these
buttons change throughout the
game, constantly offering
different options
relevant to the
current situation.

Logic,
exploration, and
encounter
therefore become
the key elements
of the gameplay,
rather than
hunting through a
menu for relevant

AMNOTHER GEM
TO SLIF AWAY
from the show for
—the Battletech
Centre sits on the
upper level of a

advanced muli-
~ player combat
simulation
featuring different
types of robot
hardware, Fun,
frightening, and
expensive,

commands on a ‘hit or miss’
basis (as tends to be the case
with other titles in“the graphic
adventure category).

Detectron looks extremely
promising and should be out
later this year. It was the
highlight of the show for ol
Crazy because it seemed to sum
up the way video games are
headed — out of the ghetto and
Into Hollywoaod. Definitely
worth sneaking away from the
show forl

Mot all the Interest was
hidden outside CES, however.
Let’s get back to the
MacCormick Centre — the vast
hall where the show takes place

¥

;_

“LIVE CHICKEN! FULLY ROASTED and still
alive! Old enough to cause a Laugh-Rlot and
Chicken Shock! Instantly goes Into squirming
contortions and wildly waving both legs when
It hears talking, laughter, refrigerator door
opening, or a telephone.” You know,
sometimes | don't know whether | prefer the
products or their descriptions. This one
comes “Expertly taxidermy air-brushed for
exact realism” and Is, | venture to suggest, the
ultimate cookie-tosser,

every summer — and check out
the inside story — told elsewhere
on these pages. Yo prudes!
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NO, THIS 15 NOT a

large mowth bass. It's

a telephone, It's
tacky, but it's
American. Makes you
proud, huh?
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DEFINITELY NOT
MICKEY MOUSE

HEADING AWAY FROM THE SHOW again took us
to Disney's wine, chicken, cheese and chorizo
party in a plush hotel suite in downtown Chicago,
where the company demoed some impressive
praducts for the games market to follow its
successful 16-bit launch of The Animation Stucdio
last year.

Hare Raising Havoc is a sup -animated
graphic cartoon featuring Roger Rabbit and Baby
Herman and digitised voices created by the actual
a who played the parts in the movie.
Preview

REFLAYING A SEQUENCE to the audience In Disney's Stunt Isfand

{top right), while Dick Tracy (above) doesn’t look all bad — some of ; b
the screens are nicely put together, although the action sequences [ . a home computer.
look a little outdated for a modem 16-bit title. Let's hope that the Dick Tracy was
gameplay shines through. P { rather less

pi® L : : Tk impressive
_f”.:‘ : ; "; ; / i < R graphically, but
i i S Y TR spiced up the
- g 1 L gameplay by
ffe randomly-
generated crimes
together with

the gameplay stacks up.
Stunt fsland, on the

SN 1 L ¢ . attract a lot of fans — effecti
Jar f i an ncled action ref feature that allows you to perform

particular stunts, film them from different angles, then play them

3 3 % 2 a N i | ¥ g g

3 (v iight h.'il:.h 3 ik vl Mk back to a ‘cinema audience’. The player has to master both film-
Hare Ralsing Havoc (above = grap eauty, with volce-overs e i

original Who Framed Roger Rabbit? cast, but some of the best in-flight gt bt e LR

graphics we've seen are In The Rocketeer (above), based on the film, and involved in camera p

featuring G-Men, Nazis, and kidnapped girifriends., loop in the process,

SIERRA LAUNMCHED LEISURE
SLIT LARRY 5 at the show
[see an up-and-coming The
One report] but — apart from
Police Quest HI (ditto) — the
most interesting
Announcement was an
‘electronic theme park’
called Larryland. This will
form part of The Sierra
Network (TSN), a dial-up
multi-user network that

enables gamesters to design
their own on-screen
personae and then take on

AN L} afl  oiher callers at a number of
COMMODORE CDTV'S WERE OUT IN FORCE, but Atari is different games. Currently
reported to be fighting back with its own CD system the games are limited to
due for launch next year. Meanwhile, Philips and rather ratty little sequences
Nintendo stole the show with their announcement of a like Blackjack or
joint CD-I/Nintendo games machine, thereby infurlating ~ Backgammon, but Slerra will
Sony which was under the Impression (as was the rest shortly stant shipping TSM-
of the world) that it had the deal for itself. Several compatible versions of more ,

prominent lawvers were reported to have died from meaty products, including PO 1

excitement after the press conference. the superlative Red Baron. ; ; ‘

w |

¥ =

- 'I"'l .j
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Europe’s biggest 16 Bit Computer Show dedicated to the serious
and entertainment sides of the ST, Amiga and PC

Nl 1271314
Open 10am - 6pm,
Friday and Saturday.
Open 10am - 4pm,
Sunday.

Pre-
Purchase
your tickets
before

July 5th.
Save up to

£2 if you
apply NOW!

Regular ticket prices
- £5 Adult, £3 Child
(Under 10) at door
or after July 5th.
Fast Lane

Ticket Prices

- £3 Adult, £1 Child
(Under 10)

Over 140
companies

o

will be exhibiting and

supplying everything
from Hardware to

Software, Peripherals

to Consumables for

your ST, AMIGA & PC -

as well as all the
latest products from
Europe & America

Fast Lane

To: 16 Bit Show, PO Box 68,
St. Austell PL25 4YB

Ticket
Holders
have their

Name

Novotel Hotel,

Hammersmith,
London W6

Nearest tube station - Hammersmith
(Piccadilly, Metropolitan & District Lines)
Organised by

Westminster Exhibitions Ltd,
Surrey House, 34 Eden Street,
Kingston, Surrey KT1 1ER
Telephone 081-549 3444

Fax 081-547 1311

VISIT 2 GREAT SHOWS
WITH ONE JOURNEY
On the same days as
the 16 Bit Show and
just 5 minutes walk

away at Olympia is the
INTERNATTIONAL

MUSIC FAIR so why not
visit both shows!

Co mpal‘liES * Checkmate * Full Circle * Manfred Carle
. . % : i
ne: Compulink Technologies Herd & Software
includi g * Computer * Gastiener * MCD Software
* 3 Bit Systems Manuals Lad * Gemini Computers  * Media Direct
AR Gsié]sﬂmniﬁ * Connect * GFA Data Media * Media Value
* adamsoft International * GPS * Memory Expansion
TR * Console Quest * Harpers Computers Systems
Chntoa * Delta * Hart Micros * Micro Mart
* Alf Payne Ledsire (LK) Ltd * Hi-Soft (UK} Led
& Adadia * Diamond * Hi-Tech * Micro Value
* Arnor Lad Computers (Modems) Led * Micro Smart
* B.C.S. Lid * Digiral Disks * ICPUG * Microdeal Lid
* Budgie UK * DK Discs * Kador * MPH Computer
* Bytes & Pieces * Dowling Computers * Heytread Specialists
(Europe) Ld * Euro Computer Computers * MNew Dimensions

* Care Electronics Supplies . IS.E.L Educational "' Iéznh [E.ure:rn

oftware msoles

* Omega Projects
* P & B Micros

Please send me Adult Fast Lane Tickets @ £3.
Child Fast Lane Tickets @ £1

I enclose a cheque/PO./Credit card details for £ made payable to 16 Bit Show

* Pandaal Marketing

* Paradise Compubers
I * Precision Software

* Protar

* Recodl

* Riverdene PDL

* Rombo Lod

own

Address

* Silica Shop
* Siren Sofrware Lid

* Soft Stuff Software

priority
entrance.

Postcode

Credit Card No.

Expiry date
OR phone 0726 68020 to book with credit card _vs_ " |

* Software Plus

* Software Sguad

* Software Selection
* Supergraphics

* Take Conerol

* Turbosoft

* US Action

* Videk Led




Iit's an awful, unwatchable travesty of an excuse for a motion
picture - and what’s more it's about to be transformed into a
computer game. Curtis Hutchinson asks can Gremlin really live
down to the awful legacy that is... Plan 9 From Outer Space?

VERYTHING YOU'VE EVER

ever made”, "barely :
watchable”, and “produced
with no interference from the
conscious mind”. You may well
wonder if any film could really
be as bad as all that. Well, in a
word... yes!

Thanks to the pioneering
work of Harry and Michael
Medved, Plan 9 From Outer
Space was rediscoverad in 1980
as a lost masterpiece of trash.
The film buff brothers were
putting together a book on bad
movies, The Golden Turkey
Awards, and Plan
9 quickly
emerged as the
all-time
supremao.

Since then it
has attracted a
cult following
as fanatical as
The Rocky
Horror Picture
Show, turns

up with -
alarming
frequency
on late
night
v--- television
‘ around the
world and
has been the subject of
high profile investigations by
the likes of Jonathan Ross and
Clive James.

5o perhaps it was inevitable
that the film would be adopted
as the basis for a computer
game - and that's exactly what
has happened, although it's not
due for release until some time
next year.

In fact 1992, which marks the
36th anniversary of the film's
release, will net enly see the
launch of
Gremlin's
game, but also

the West End

stage opening of

a musical version

of the film and a

welcome reissue
. of the original

movie on sell-
through video.
According to

David Martin,

Gremlin’s special

projects manager,

the idea behind Plan 9

From Outer Space - The

Computer Game came

about several months

ago at a

brainstorming

session where
the
development
team was
thrashing out
ideas for future
projects.

"One of the
ideas mooted was
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to find an early black and white
science fiction B-movie and give
it the big licence treatment as
though it was Terminator Il or
Die Hard I, he recalls. "It
wasn't long before someone
turned around and said ‘How
about Plan 9 From Outer Space?
It's the worst movie ever!™
Having settled on Plan 9, the
team tracked down a video of
the film, organised a screening,
got some beers in, tuned in and
were hooked.

“There were quite a few ideas
kicking around,” says Martin,
“but from the outset our
intention was to give it state-of-
the-art treatment and develop
some
really
nifty ;
software
for it. We
came up
with some
ideas
ELL
then it
wasa = §
matter of A f)

finding out who ..

owned the

HEARD about Plan 9 From

Quter Space is true. In its
time, it has been variously
described as: “the worst film
ever made”, “mesmerisingly
awful”, "staggeringly inept”,
“the most miserable spectacle

EVER MADE?

copyright.”

Martin eventually tracked
down a certain Wade Williams 11l
in the US who held the film's
international rights. Williams
liked the idea and put Martin in
touch with Alter Ego, the UK
copyright holder who had
already produced Jonathan Ross’
Incredibly Strange Picture Show
special about the film.

Gremlin was given a relatively
free hand when it came to
drawing up the basic criteria for
the game - although Alter Ego
needed assurances that it would
remain faithful to the film's
spirit and plot. Although Martin

won't be pressed on specifics
- mostly because the
game is
still in

| - he does

promise that
A it will stay
close to
the film.
“It's an
interesting
E puzzle that we've
" got. What we're
producing is

going to be brilliant from a
software point of view but it
will also have that element of
being staggeringly inept and
mesmerisingly awful,” he says.
To that end, some of the film's
muost memorably inept
moments - which were supplied
by the film's SFX and continuity
departments - will apparently
make the transition to the
game.

“In the film there were flying
saucers which looked very much
like ashtrays held up by pieces
of cotton - which is exactly
what they were! The lead actor
dies in the first few minutes
and they replace him with
another actor who looks
nothing like him and is a foot
taller. To get around this he
spends the rest of the film with
his arm in front of his face and
you never really find out why.
There's also some amazing
editing where you go from day
to night and then day again
and cars change colour as
they go from one scene to
the other - all of these are
reflected in the
game,” enthuses
Martin.

As someone who
has seen the film
several times,
Martin claims that it
does actually get
better the more you
see it. “The film
does improve
with viewing -
the more you
watch it the
meore you
notice
things,”
he says.

“It's
actually not
a bad plot,” he
concedes, somewhat
implausibly.

The interest
shown by Gremlin
in Plan 9 From

Outer Space may

lead some sceptics

to conclude that
the company has




effective
licensing formula.
¥ After all, why shell out a
. fortune for the games rights
| to Aliens Il or the latest
Indiana Jones or James
| Bond movie when you
| can sift through
!\ Hollywood's trash
\ can and come up
!\ with a high-profile
| title which won't
| exactly cost you an
/ arm and a leg?
2 However, Martin
i dismisses the
suggestion that one of
the attractions of the
title was the relative cost
of the licence,
"The motivation for it
- was that we thought it
would be a terrific project
and that we could build a |
successful game with an i
original slant to it - |
something a little bit
different. As far as we're
concerned it's a major
project.”

TTHE

FEATURE

 (or should that read, blame) for
| having written,

ce)
.} J Edward Reynolds Pmducl:mns. 1956,

. black and white, 79 minutes

¥ Directed, written and produced by

X Iﬂnwnn:hkbyiﬂ'll L. Tho
wrCinema y iam mpson
b § Starnn::gr: Lugosi, Vampira, Dolores
Fuller, Tor Johnson, Dr. Tom Mason, Lyle
Talbot, Joanna Lee, Gregory Walcott, Duke
Moore, Tom Keene

¢ Plot: Eros and Tanna, creatures from the
deep recesses of space, are sent to Earth in
a flying saucer (or is it an ashtray?). Their
mission is to de the planet

nuclear testing blows the universe to, eh,
infinity??!! The aliens land in a San
Fernando cemetery and initiate their self
styled 'plan 9'. This is a cunning plot to
resurrect the Earth's dead who will then
serve as the invading aliens’ army of
zombies. Needless to say, it all goes

| hnrrlhl]r wrong and the American way of

_life is preserved - for the time being...

. Plan 9 is the meisterwork of the legendary

Edward D. Wood jr. who takes full responsibility

directed and
produced the film
and cast it with
assembled drinking
buddies.
Wood had already
gained some
notoriety with Glen Or Glenda in
1953, This (one of the first films
to tackle that prickly subject
| of transvestitism) was not
- only directed by Wood, 4
but also starred him in r
the central role as the ]
troubled Glen - who |
likes dressing up as |
Glenda. This was
apparently a subject tlm
to Wood's heart, as he -
wasn't himself averse to ;
drawing the curtains and
slipping into something more .l
comfortable after a hard day's film e
. making. b
Controversy still surrounds the casting of
European horror star Bela Lugosi in the lead role.
One school of thought maintains that the
maorphine-addicted Lugosi, whese career had
been steadily heading for the dumper since his
triumphant Dracula in
1931 and who had already
worked that year with
Wood on the equally
awful Bride OF The
Monster (a.k.a. Bride Of
The Atom), died a couple
of days into filming
leaving the hapless
director with a few yards
of and no star to

PEFIMIEES
1Y

Martin doesn't rule out
the possibility of acquiring
other B-movie licences although
he does admit that with Plan 9
they've already got the jewel in
the crown of tinseltown trash.
“It's possible that we might go
after other movies,” he says.
“But you've got to be careful
and pick the right one. There
are a lot of awful movies out
there that only real movie
aficionados know about - with
Plan 9 a lot of people are aware
of it because it's known as the
worst of the worst.”

finish the job. Others
maintain that Lugosi's brief footage is an out-
take from a completely different movie, namely
the unfinished Tomb Of The Vampire and was
bought by Wood at a bargain basement price,

his wife's chiropractor, Dr Tom Mason. Being at
least a foot taller and bearing no physical
resemblance to Lugosi, Mason was forced to
spend the rest of the movie walking around with
his cape draped in front of his face.

The incomparable Mason/Wood partnership
would be revived with even less success a couple
of years later with Night Of The Ghouls!

With its wobbly sets, dodgy acting and non-
existent direction, Plan 9 has justifiably earned

113 oK1
13 3J= SNIAJ.-

/"./—

Whatever the truth, Wood replaced Lugosi with ~

its reputation as an all-time movie stinker.
However, despite the film's ineptness it does in
fact put across a telling message indicative of
the Cold War times in which it was made,
Like the more articulately expressed Invasion Of
The Body Snatchers (also made in 1956), Plan 9
deals with the fear of invasion within as
expressed at the time by the communist witch
hunts conducted by senator Joseph McCarthy.
But that, alas, is where the similarities end.
Trivia buffs will be delighted to learn that Plan
9's leading lady, Vampira, came to the film fresh
from the trauma of being one of James Dean's
last girlfriends (the actor had died the previous
year). After Plan 9 she appeared in a succession
of low budget movies, most notably Sex Kittens
Go To College (1960) and hosted late-night
television screenings of horror movies in the US.
In 1984 she staged a brief resurrection as a new
wave performer under the unlikely - and as it
was to prove, unlucky - nom de plume of Helen
Heaven and was never to be heard of again.
Dolores Fuller, the film's token blonde starlet,
was a Wood regular until she dropped out of
movies in the "60s and moved into the music
business where she wrote several songs for
fellow B-movie

perfmmar Elvis

mdudmg the
classic Rock-a-
Hula Baby fram
Blue Hawaii.
Another Wood
stalwart that worked on the film was William C.
Thompson, the legendary 'blind
cinematographer of Hollywood'.
He was only blind in one
eye, but many critics
claim this was the eye
he used to shoot
most of Plan 9
(which probably
accounts for some
of the unexpected
shifts in and out of

mﬁwlrdn

Wood Jr.,
continued dlrectlng. but
with titles like The Sinister
Urge (1961), Take It Out In
Trade (1971) and Necromania
{19?2]. he never guite found the audience
that had eluded him throughout his career. In
the '70s he turned his talent to pornographic
books, often borrowing from his own notorious
transvestitism, and wrote such public library
favourites as Diary Of A Transvestite Hooker,
Killer In Drag and Death Of A Transvestite.
Towards the end of his life he battled against
both creditors and
aleoholism before dying
at the age of 54 in 1978,
just two years before
Plan 9 was rediscovered. |
Thanks to the |
overwhelming success
of Plan 9, this movie |
maverick’s films live on |
and as a testament to |
the director’s talent |
for tack he even hasa |
fan club - The Edward |
D Wood Jr Film
Appreciation Society
(try fitting that onto |
an average (
envelope) - which |
can be contacted at |
2265 Westwood i
Boulevard, Suite | E
B150, Los Angeles, |
California 90064, {
u.5. of A. ]
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PORTABLE VIDES GAME SYSTEM -:--m ;

| Wina GAME GEAR |
| The Sega Sensation!

| The Sega Game Gear is the latest hand-held sensation
to come out of Japan, and you could be one of the first
in your neighbourhood to get your hands on it as we're
giving one away! We'll bung in a free game too! So...

(all 0898 299225

Wina SUPER | Pocket a Pool Table!
FAMICOM!

alala

ace pm, ,

block, w

it than t.‘-"}"' ning H is Thurston League Pool Table? We'll
deliver it to you, and it comes with evetr ything you'll need!!

SRl 521 Phone (898 299287

--------

S Win an AMIGA System!

The Nintendo Super Famicom is
probably the most eagerly awaited
new console to hit the streets everl

We've got our hands on one, and as
much as we'd like to keep it ourselves
we'll be giving it away along with a
Commodore monitor and the brilliant

Who could say

no to winning an
Amiga 500 with
a colour monitor,
a colour printer

and 12 fantastic

21
game "Super MarioWorld"! So if you'd ffeﬁﬂﬁge ?!

like this lot heading in your direction Sl arg -
sometime soon, give the number et o2
below a call right away!! : jih

ARniys B Ed (all 0898 299233 Now!

Calls cost 34p (cheap rate) and 45p (at all For details of winners please send a SAE marked "Winners List"
- other times) per minute including VAT, to the address shown. If you do not pay the bill please ask permission
Populuxe, PO Box 2065, London, W’12 9JH betore you call as the average length of call is 5.5 minutes.




ONE ON ONE

He's built a futuristic sports arena and taken you on a journey through time -
he's even created Gods with his own hands! But just who is this Welsh wizard
whose graphic creations have adorned some of the Bitmap Brothers' finest
moments? Ciaran Brennan finds out as he goes One on One with...

and Mike Montgomery may be the

driving torce behind the
burgeoning conglomerate that goes by
the name of the Bitmap Brothers, but
these davs there are far more people
imvalved in any ‘Bros’ game than just the
basic threesome,

One of the boys” most consistent
collaborators has been Welshman Mark
Coleman, a 35-vear-old graphic designer
and illustrator based in Cardiff.

In the past Coleman has been
rl:'spﬂﬂsib1€' Fmr Tll'il:" Ilﬂr]k n'|: "il](:l'l Hames as
the original Speedball, Xewon Il and Gods
while he is currently involved with Magic
Packets (he also did "a little bit of work”
on Image Works' lnterphase, but stresses
I.E'I at lhl‘i was ur]]}' ll:": Lon l]"..'ll L'[H‘M.J]'L':I.

Coleman has always been interested in
art. A childhood fascination with
drawing remained with him through his school
years and eventually led him to Newport Art
College (we'd hate to say that Mark is getting
on a bit, but he started college in the vear that
Sunderland beat Leeds in the F.A. Cup final -
ask your dad!).

Following college, the prince of the palette
turned a little 'right on' and Jcrint‘d a
conservation society called the Glamorgan
Heritage Coast. From there, he moved into
print and TV advertising work for a Wales-
based agency where he stayed for five years
hefore setting up his own business, Mark
Coleman Graphics,

All Coleman creations currently spring to life
from a 1040 ST running a "heavily customised”
VETSION :JFDr_:Jm Elite {which Mike Montgomery
has rweaked to make it more user-friendly,
including such
innovations as
animation and
sprite rotation).
He also has an
Amiga with [DPaint
I, but has vet to
find time to “sit
down with the
manual” and get
accustomed to the
software.

Were you at all
involved with
compulers
before you
teamed up with
the Bitmap
Brothers?

“I'd been
interested in
computers and
computer games
for quite a long
time - since long

.

before | heard of the Bitmap Brothers in fact,
The first computer | ever owned was an Atari
400 - vou probably don't even remember that
one: that’s going right back to the late '7is. [t
wasn't long betore | started mucking about with
art packages on that machine, and then | got
better and better machines as they came along

“My eventual break into computer games
didn't come as too much of a shock, because it
was something that I'd been doing as a hobby
in my spare time. I've always written little
A mes TI'L'!.-"iL'“- and d.-t.'hij.ﬂ'll:'lj the Spiiles and
backgrounds

“Also, [ was a keen game plaver at the time -
I'm not any more by the way - the time | do get
to Spl:nl:l on my :;r_]rnputr:r = I'I'I[]'I.tl'!r' lakr_'r: LENe ) b:."
work - but | generally find that since I've
started writing games seriously ['ve gone off

THIS IMPRESSIVE Indian was one of Mark's first 16-bit creation -
copied from a photgraph in 1986.

plaving them. | think the last game |
bought was... B-Type! Anyway, when |
was playing games | saw a lot of stuff
and basically | thought that there was
nothing around that | couldn’t do.., and
couldn’t do bettert”
S0 how did it change from being a
hobby to a career?
“A triend drew my attention to an ad in
a magazine - and it turned out to be the
Bitmap Brothers looking for a graphic
designer. I'd just hou;,_::ht their first
game, Xewon, and thought that it was
pretty pood, so | sent them some disks
and a couple of wecks later | got the
‘phone call..."
What's it like working with the
Bitmaps?
“The good thing about working with
Eric is that he leaves me almost entirely
L0 MY own devices, The game ‘spec’
that I'm sent is very vague: [ don't think that
they suppested any of the creatures in Cods for
instance - they just said ‘we need four walkers
and four flvers on each level what can you
Come up “'Itl:'l."l ] came up WI.1.]|. d W}'IH'.L'
menagere ('I'I: creatures ﬁl'll:i tl‘l{"}d’ sat d”“’l'ﬁ .:'II'I{I.
decided ‘that’s a good one for level one, that's a
good one for level two' and so on. [t's a very
easy working arrangement.,”
So there are no problems at all?
“There are
always things
that | want to
do in games
tl-ll-l.l. [nr Ime
reason or
another, | end
up not being
able to do. For
instance, the
big end-of-level
guardian
dragon in Gods
E tl'l:'lt '\'ﬁ'f)l]l{[
have been nice
il he'd been
twice the size
and fully
animated,
rather than just
the size he is
with his tail
flicking around.
“Actually... in
every game
there are things
that vou want
to do and end
up not being
able to because of memory and programming
restrictions. [f | did hawve a problem it was Eric
calling me up because [ kept missing
deadlines.”

T R

=
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Do vou get to choose which games you
work on?
"More or less. After Xenon
Il | was very keen to do
an eight-way scroller
! which s |'||;_'|w | got
involved in Gods.
The way it usually
works is that | get
a detailed game
spec: the
- storvline,
graphics
required, the
levels and so on,
After thatit's a
case of starting to
design a few of the
graphics,
then the
prﬂgrarnrrl:r
comes in to make them
move and the game begins to evalve
from there. The distance between my
base and the Bitmaps' isn't too much
of a problem either - every couple of
weeks | send stuff down by modem to
London."
Quite a few graphics artists like to
work on paper before placing a
pixel on screen - is that the Mark
Coleman method?
Mo, | never do design work anywheres
cxcept on screen, Occasionally, if |
have to work out a difficult animation
sequence | might jot that down on
graph paper first to work out how
many frames I'm going to need, but
that's about it."
S0 where do the ideas come from?
“Evervthing comes straight out of my head -
no, actually that's not true, Xenon Il was
different. When we started on that one, Eric
spent a couple of weeks buying books on
natural history, pre-history, sea life and all the
rest of it. He sent me a big file of reference
drawings of octopuses, dinosaurs and all that
sort of thing to work from - but Gods came
straight out of my head.”
You say that you don’t play games any
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MARK'S EXPERIMENTATION with animation has resulted in a
variety of styles, including the faces pictured above (the
animation is mostly in the sky) and the spaceship pictured top
left, which was included on the very disks which landed him Metal AL
the job with the Bitmaps. The ship was later tweaked and used '/l magazine,

as an end-of-level guardian in Xenon Ii.

more, but do you check up on what your
fellow graphic artists are up to?
"¥es, some of the vector graphic stuff that
peaple do is quite impressive - one of the first
ones that impressed me was the original
Starglider. Also, some of Dan Malone's stuff is
good too - [ liked what he did in Speedball 1 and
Cadaver. There was another one too - Z-Oht
That looked pretty good, but [ didn't think
much of the way it played™

What about

computer arena?
“I'm trained as an
illustrator, so |
tend to look at the
wnrk I::IF uth{'r
illustrators and |
have a few
fawmr:n:"; in tl'l._'lt
field. The closest
neighbour to
computer art |
suppose would be
the fantasy-

Oren h'lt["l.'l wnrk I':II:
people like
Richard Corbin
and Frank Frazetta,
Corbin did a lot of
work for the old
undL':rgr-:mnd
comics and has
had a lot of stuff
|:l|.lhlli‘|-|"|t'lil iI'I Hrl:l-":r'

while Frazetta

artists outside the

basically does posters and paperback covers,
mastly in the States, but his most famous work
is probably on the Conan The Barbarian books.”
Despite the huge stylistic differences in the
games that vou've done so tar, there are
still certain aspects of your graphic style
which make each one stand out - the
shading on blocks for example. Is this a
conscious eftfort on YOI '||.',|r L 2
"Mot really. That's just the way that [ draw... on
computer. If vou saw any of mv black and white
drawings for example - even mundane stuff like
a picture of the pub across the road - you'd find
that they all had a certain style as well. What
you sec in the games is just the way my style
has translated o computer.
Tell me a little bit about Magic Pockets -
were you particularly interested in irying
your hand at cute graphics?
*l would ultimately like to trv my hand at one
of each type of game, but more than that,
because of the nature of the Pockets’ gameplay
it called for uuntthing a little more |i;.1|'1T-
hearted than, say, Gods. And besides, Pockets
is an eight-way scroller and I'd just finished
Cods which is also an eight-way scroller, so for
that reason it had to look really different to
keep me interested

I think that Pockets is recognisably mine in
style - particularly the backgrounds, which
aren't an awful lot different stylistically to what
I've done on Xenon 11 and Geds, although |
think the characters are different. One problem
I did have for a little while was how to make
the enemies nasty, bur still cute. In the end all [
did was draw them nasty and give them big
eyes - it seems to have worked!”
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The announcement of Plan 9 From Outer Space - The Game is proof that almost
anything is open to the licensing treatment. Christina Erskine explores the world
of licences and looks at some other lassics overlooked by the software industry.

FEATURE

ICEMSED GAMES - LOVE 'EM OR LOATHE 'EM, they're
here to stay. Mo matter where you bury your head,
Ocean will still bring you the next in line in the
RoboCop series and US Gold will come up with the latest
CapCorm coin-op,

But licences aren't always straightforward. [n the past
they've ranged from the sublime (indiana fones And The Last
Cruzade - The Adventure Game) to the ridiculous (Monty
Pythan, The Famous Five... the list is almost endless). Jack
Charlton's Match Fishing really said It all. If it moved, it was
open to licensing - some tenuous link would be found with the
subject, a few spare gameplay frames which the programmers
had run up in an idle moment would be incorporated and hey
presto, another big name game would hit the streets,

Since you gamers seem to have become a touch cynical
about the standard of games that have appeared behind the
smokescreen of a licence of one form or another, we at The
One thought it might be more constructive to look at the
licences that haven't made it to computers - some of the big
names which the seftware industry seems to have inexplicably
missed.

Take Arsenal and England’s Tory Adams, for example: how
can any publisher have passed up this golden
opporiunity to produce an entire
trilogy of games
hased around
foothall's most
notorious ‘donkey’
and jailbird? Think
about it - you could
begin with a high-
speed car chase,
follow it with a
Breakout clone and
then finish with a
foothall simulation
(which, let's face it,
wouldn't have to be
particularly good).

Or if that sounds a
little far ferched, what
about the Austrian
Michelin man whose
pectorals have swelled
Ocean's bank balance,
Arnie Schwarzenegger? Where is the computer game version
of Kindergarten Cop - Fun School 3, with explicit violence
perhaps?

But it i=n't always the publisher's lack of imagination that
prevents computer adaptation of some sure-fire licence hopes,
Megotiations can be carried out through any of a number of
channels: either with the producer itself
(movie studio, book publisher, TV
producer and so on) or through
its agent - and the bigger the
name, the more restrictions
there will be on the way
the property is used.
Sometimes the task of
alerting software
houses to the licences
P available falls 1o an
agency, such as
Copyright
Promotions Limited
(CPL), which has
around 30 licensable
characters on its
books, and has
handed out fudge
DOredd to Yirgin
Mastertronic, Spifting
Image to Domark, and
Rogue Trooper to Krisalis,
to name but a few.

Currently on CPL's books
and awaiting someone’s signature
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OUNG GUNS - GO FOR

IT! The hit brat-pack
movie seemed like a good
choice to Ocean.

PPEALING TO ALL age
groups and enjoying a
new lease of life as the
spokesman for Save
London Zoo, the Pink
Panther (above) would
seem 0 be ideal games
material. Can the same be

said for Freddy Kruzer

{bottom left)? -

are the characters from D.C. Thomson comics, such as The
Beano, complete with Dennis The Menace and The Bash Street
Kids, the Pink Panther, and The Mr Men - for which a licence
to produce educational software seems likely.

CPL wants to sell the Beano and Dandy characters together
to a single publisher who could then make a series of games
based on the various characters, The agency also believes
that the Pink Panther would make ideal game material -
appealing to a wide age group and with his popularity
boosted by his appointment as ‘spokesanimal’ for the Save
London Zoo campaien,

CPL also acts for characters from the MGM film archives
the most notable piece of computer games material here is
probably King Kong, still awaiting that definitive licensing
deal. OF its roster of available licences, some are more
suitable than others. CPL's Melvyn Thomas assures us that My
Little Pony, while tremendously popular in other areas, is
unlikely to be coming to a computer near you in the
foreseeable future,

But if these titles are still waiting to be snapped up, it's a
sign that the days of indiscriminate licensine are over,
Publishers are much more aware of the youthfulness of the
market - particularly in the console arena - which is why

. houses were willing to take the game

£

OT ONE BUT TWO all-action
N movies in familiar mode: Mel
Gibson as unconventional cop in
buddy-buddy partnership with Danny
Glover. In the original, Mel is out for
revenge after the baddies murder his
wife; in the second, he's up against
extreme right-wing South Africans
and gets to seduce Patsy Kensit into
the bargain. Plenty of software

on board - but the reasons for its
non-appearance as any sort of game
remain something of a mystery.
Games players who want to be Mel
Gibson will have to hang on for
Mindscape's Mad Max title.




ey Pig, or indeed Paul
Gascoigne get their own games
alela items which
might computerise well but
would only appeal to the
comparatively wrinkly, don't.
Take for example...
A Nightriare on Elm Street,
Gold. This was an 'on
of project for some time, hut
now the licence is up for grabs
ording to i
1 Danielle W
roup able to see the film (
into the cinema on seilts, sporting false
hair, etc) didn't match the age group the game
was intended for,

yatt, the age

an doing Plataod, but it
(plaining why other
Yietnam movies probably won't make it to the
LU-I'I"I'JI.“ £ SCTreen: I'H-"I'Il'i;" no F!.I.|5‘:\|i,'11'| r'CI“]E'ILL"
end-level sequences in the 16-bit Deer Hurter
and no sampled Doors music to accompany

INCE KEVIN COSTNER can currently seem to do no
wrong at the box office, and since Robin Hood
remains a perennially popular subject for computer
games (Defender OF The Crown, Sierra’s forthcoming
Longhow and, of course, Millennium's Robin Hood),
there was a considerable amount of interest in
translating this forthcomineg S50 million picture - not
least from US Gold. "We're in negotiation with a couple
of companies,” says Warner Bros’ licensing arm. Late
arrival from the US of approved artwork is cited as one
reason why Costner isn't yet signed up, although a
console deal in the US has been finalised.

Apocalypse Now - The G
And although Clint Eas
is shortly due to ma
computer debut as Dirty
Harry, publishers are unlikely
to dig back Into the archives
to digitise Clint in his
Spaghetti Western days as The
Man With No Name (The
ood, The Bad And The Ugly,
A Fistful OF Dollars, For A Few
Dallars More and so on). And
anyhow, "c 18
don't al /5 ODoean's software
director Gary Bracey.

Which leads us nicely onto g Guns. This
last commen s a little unfair on
own Billy The Kid (which should appear any
miath i '8 lly since Oce
sought a tie-in with the hit br
Young Guns (ba
William Bonnie) as a licence for the game.
"We decided the came was strong en
stand up on its own,” explains Br

ean's
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other companies didr’t seem too fussed about getting the
licence."”

Obviously, picking movies which match the expectations of
computer games players is a fine art. Box office success and a
harrel-load of Oscars is no pointer (o an appropriate
endorsement - after all how would you like to program the
car chase scenes in Driving Miss Daisy, struggle through the
strategic levels in The Last Emperor, or rescue the child from
the evil other parent scenario in Kramer vs Kramer? The rick
must be to hit upon a film with a name and style o appeal 1o
the games player - Plan ¢ From Ourer Space, anyone?

Movies have long been popular for licensing purpases.
Television has fared less well, since the heady days of
awaiting Macsen's EastEnders with bated breath. Domark
continues to parade its TV Games series (Bob's Full House,
The Krypton Factor, Every
Second Counts, Blockbusrers,
etc) but says firmly that it's
not thinking of any more
forays in this area.

The great computer Soap
tradition continues however,
with Zeppelin working on its
Neighbours licence (i3 this
why Kylie and |ason have
never popped up elsewhere
on the micro?). Dallas made
an appearance in its heyday
in the shape of Dallas Quest
from Datasoft. But there seem
to be some opportunities going begging here: admittedly
Coronation Streer might be difficult to translate effectively on
to the computer, but what about that great and often
forgotten Australian soap, The Flying Docrors? Plenty of
action, on TV at just the right time for a young male audience
(immediately after Grandstand’s Final Scorel and hall way 1o
heing a flight simulation already.

And now thar Krisalis has successfully put Hill Street Blues
on the computer, we can expect the floodgates to be opened
as far as cop shows are concerned. Will Bergerac come
complete with a tourist map of Jersey in the packaging? Will
Harvey make a token appearance in Cagney and Lacey? Could
Ocean spruce up Miami Vice now that we have 5Ts and
Amigas whose graphics can do more justice to Don Johnson's
fashion statements?

Then there's the interminable Twin Peaks saga. Like the TV
show, this Is now in its third series, even though we all know
whodunnit. The bad news for Peakies is that the game is
currently being developed for Nintendo consoles only.

Another field which has long been ripe for the licensing
deal is sporting personalities. The only problem from the
publisher's point of view with these is that injury or loss of
form can send a character packing into obscurity before you
can say 'damaged knee ligaments'. While Gazza's reputation is
probably secure whether he
plays again in the next
millennium or not, 1 doukbt '

whether any publisher who
had even contemplated signing
up Maradona would now admit
the fact. And as for Kenny
Dalglish Soccer Manager, it
could be time for a name
change to accommaodate
Graeme Souness (so long as
buyers don't confuse this with
the well-known drinking
phrase, "a quick Souness’,
which in pub parlance means
"one half, then I'm off’).

Again, it isn't out and out
success that determines
whether a sporting licence will
cut it with games players. The
flamboyant and charismatic
head the gqueue, Thus Gazza is
streets ahead of Bryan Robson

L
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ETTY BOO (ahove) is
B providing a backing
track for the Bitmap
Brothers” next game - but
are we about 1o see her
featured in a game
herself?

WHILE DESPERATELY
seeking computer stardom
are a host of Beano and
Dandy characters,
including Desperate Dan
(ahove, lefi).

IRON MAIDEN'S Bruce
Dickinson (helow) was that
close to computer stardom
himself, until the deal with

U5 Gold feel through.

("We looked into the possihility of a Bryan Robson game and
decided he was too borineg,” says one publisher who should
perhaps remain nameless), and as in real life, John Barnes
(signed to Krisalis) just nudges out Chris Waddle (no such
endorsement). lan Botham and Graham Gooch, rather than
Graeme Hick and Geoffrey Boycott. Daley Thompson, not
Steve Cram, nor (heaven preserve us) Sebastian Coe.

While one might argue that Daley's discipline makes more
suitable computer material (would your pay L25 for a 1,500
metres simulator?), it doesn't seem to be essential for the
character to be restricted to their own sport: we've had Gary
Lineker doing circuit training, and Emlyn Hughes and his
arcade trivia quizzes.

The theory about the Mamboyant and charismatic falls flat
on its face, of course, when you consider snooker games. CD5
has sold stacks and stacks of Steve Davis Snooker: Jimmy
White has appeared nowhere, while Alex Higgins made only a
brief appearance courtesy of Amsoft.

The world of foothall licences seems to go from strength to
strength - two successive World Cups have seen a flurry of
activity in the computer games market, both Elite and
Domark have got tie-ins with next year's European
Championships, and there should be a new FA Cup-based
game on its way in the not-too-distant future, 5o it's curious,
to say the least, that no publisher has considered the
commercial possibilities of the Zenith Data Systems Cup. Or
the Leyland Daf Trophy.

Still, if sports stars enjoy only an ephemeral fame, that of
pop musicians is even more fleeting. Surprisingly little has
appeared on the computer in this area: US Gold's
Moonwalker and Ocean's Frankie Goes To Hollywood are
about the only two that spring to mind, But then, pop stars
might drive around in fast cars, but they don't, as a rule,
explore underground caverns, hald shoot outs with
despicable laser-gun toting baddies, fly jet fighters, travel o
distant galaxies, or even polish up their soccer skills. Instead,
if the Amiga-generated snippets on [TV's Charr Show are to be
believed, they collect teddy bears and play Tetris - hardly the
stuff of a good shoot 'em up.

But then, there's always Iron Maiden. US Gold got as far as
a storyhoard and some pre-publicity on this one (most of
which surrounded the group's mascot, Eddie), but the game
foundered after the publisher and the group’s agent failed to
agree on the overall design, Betty Boo has been lending her
services to the Bitmap Brothers, whose publishing company
Renegade is jointly owned by Boo's record company, Rhythm
King. The single Doin’ The Do will be the backing track for
the Bitmaps' next game, Magic Pockers, while Rhythm King
has talked in vague terms about a Betty Boo game (Betty
herselfl is apparently a console fan). But the project is
currently at no more than the ‘nice idea’ stage.

In this article, weve hardly touched on books, althouzh
Stephen King so eminently filmable, has yet to prove
similarly computerahle, and for role-playing freaks there's
always Steve Jackson's Fighting
Fartasy series or Terry
Pratchett's DiseWorld
adventures, The recently
televised adaptation of C.8
Lewis's classic Narnia ‘tales
would seem to provide ideal
subject matter as well,

And we shouldn't finish
without considering what
could well be the biggest
licence of them all: a scenario
in which life appeared o
imitate art with a chilling
vengeance as television
pictures which looked as
though they were lifted
straight from a computer
screen were shown night after
night

This is of course the Gulf
War. But who owis the rights -
Sir Stormin’ Norman?




Have a good scratch and become part
of the great £10,000 give away in the
only ONE for AMIGA Games!

Next month's The ONE for AMIGA
Games could give you the passport to
AMIGA Heaven.

Featuring a first prize of £5,000 worth
in the very best and latest in game
software. A further £5,000 of free
games plus discounted software is
available to runners up.

All you have to do is pick up a copy of
next month's The ONE for AMIGA
Games and follow the instructions on
your free scratch card.

Feeling the itch already?

Make sure you reserve your copy of
The ONE for AMIGA Games from
your newsagents now!
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Indiana Jones’ latest exploits are to receive the now-customary ”n;itr:nn.ll::h.a-gqu::rrm*T
treatment. In this, the first of a two-part investigation, Rik Haynes meets up
with Lucasfilm to discuss the animated adventure, but first Gordon Houghton
pays a little Attention To Detail and dives straight into the action...

WORK IN
PROGRESS

NI gt
 PROJECT
Indiana Jones And The
| Fate of Atlantis - The ‘
Action Game

PUBLISHER

| US Gold !
P s - e L — |
| AUTHOR | AFTER HI5 GRUELLING QUESTS for the effort to escape, the villain leaves his coat and '
C/ATD: Lost Ark and the Holy Grail, you'd think that a clue. From the 1D in the jacket, Indy discov-
PMC/AID: | studious Professor fnnes would have had ers that his assailant is none other than Klaus
Jon Dean | enough of high-jinks and danger. But Dark Kerner, a top Nazi agent. Once again Indy
1 g
(Design)  Horse Comics, Lucasfilm Games and US Gold finds himself pitted against the Third Reich. .
Chris Gibbs have other ideas for the character made famous Soon, he is led to his old friend Sophia
Doson, Grophics) | |l ok S S o8 e e
Fred l“ It's the early summer of 1939 and the clouds the spirits of Atlantis - and a pretty, tough and
(Design) ' | of war are gathering over Europe. Indy is fiery companion Eurlnﬁy. '
Jon Steele || | minding his own business in the halls It appears that the Nazis are interested in
Cod || | of Bamett College when a mysterious stranger 38 : Atlantis because of a legend about orichalcum.
l: el shmsup-.wilhanin!:igumggey.ThEkeyhﬁa % Their motive is obvipus: they want to use the
design on it that seems to match an ancient substance to make atomic bombs. So the duo
INITIATED statue in the College archive, 8 sekoff to find Atlantis and, in the process, stop
Juiy 1990 [ | Sure enough, upon investigation it's discov- e #4% the Nazis from dominating the world. In true
| ered that the key unlocks the mysterious statue, mulinf a  Indy fashion, our hero defies death and thwarts danger using
shiny, copper-coloured bead made of a substance called  only his wit and his whir _
RELEASE | | orichalcum. This mysterious metal behaves like uranium, but  And you, of course, take on the role of the all-action archae-
November 1991 without producing the same radioactivity - and apparently  ologist. Fate Of Atlantis will be the first original Indiana
Atlantis is full of it. Jones computer adventure, which will hopetully give the |
PROJECT | But before Indy can even take in the enormity of this find,  designers more scope to expand and explore the characters in |
. ; || the stranger pulls 2 gun on him and makes off with it. In his the story than any of his previous digital outings.
' Indiana Jones And The | : : : .. |

' Fate of Atlantis - The
' Adventure

| Lucashilm Games:

| (Head of Programming)

“Fate Of
Atlantis is the
largest and

Hal Barwood | :

November 1991 J _

HIP IN HAND and hat |
on head, Indy's back. |
It's his fourth outing to |

already inspired Dark Horse
Comics and will makevits, debut |
appearance in comic book ferm.

To get into the plok, checkeut

lector of Atlantean artefocts, and!
is prepared fo sell them to any-
| one with enough cash. As the
action game stands today, this is
where you join in.

It might not stay that way
though, since co-designer and
?rup ics artist Chris Gibbs is
| finding the casino section: “...a

little too easy. There's not an

awful lot 16 do’at the moment, sa
we might swap itwith the current

second stage - a naval base. Thisk,
has far more action and visval |

impact: spotlights, wire cutters, g

| fence surround, sentries and

alarms. We'll have to see.”
The game's parent is Lucasfilm,

THE CREATION OF
THIS new Indy action
game began with
Chris Gibbs'

PUBLISHER (1 date, and the first truly Jarigi“ﬂll illustrations, which

Lucasfilm | | Indy computer game, as Fate Of form the basis for
Atlantis isn’t (and may never be] the background

AUTHOR a film. However, this saga has graphics, panel

disploy and

tharadters. Thare
are five different
e Jevels in all; each

Noah Falstein the panel above - however, with- ::::‘I:h:ill:[t:‘lr-

(Head of Design) out giving the game away too sasino, nuval base,

...and a team of 10 much, at one stage Indy ahd hisif submarine,
beautiful sidekick find themselves & Mediterranean

INITIATED | | in Monte Carlo, where fhe}' hape islonds and Atlantis
to Find the missing link to the itself.

Ma}-’ 1990 ‘ location of the sunien city. Thew

RELEASE head of the local casine is a dol-

thewsuccess of that preduct only

encobraged Lucasfilm to use the
same team again for the action
game, as Gibbs observes:
"We've always been on good
ferms with Lucasfilm, and Night
Shift did.well enough tatfurther
that relationship.”

The most unusualfeature ok the

— - i SR S

I ATS OPTED 108 CARTOON-ETYLE who provided the storyboard, ; e
most comp ex i 1 | ond  Project Management latest adventure is the abilityyto
r;u;:Tu'::I:“;he :“:i::':rl:ﬂ;u“ld Consultancy (PMC), whﬂdg&[!er- cl::n*nI:J hwo thruder_ﬁ, lnd}f and
game ever the other characters. lucasfilmis | oted most of the game design. | Sophia. Chris sees this as ane:of
® moliculows when H womes 1o the on- | However, the actual code, | the most comipelling factors?
pUbllSl‘led by | streen appearance of its heroes, and Eruphics and game-testing is the | “While you're“contalling one,
. not everything ATD creates is urden of PMC's own software-| the othersither runs arend the
LUCUS[‘III’I‘I immediately approved. This applies | team, Attention To Detail (ATD). | level under his.onher own steam, .#
" across the | ATD's diskography is-brief but | or stays inene “Spot. You can 4!
GCI mes. m’,‘h | impressive: readers’of The One | switch’betieen the fwo at any
urigh:ul wiﬁ remember the team as pro- | time < part ofhe skill of ﬁlu}ri.ng
A Lucasfilm swggestion | grommers of-Might Shift [also in | the g}r:e will be'your abilityto
spokesperson for the collaboratien-with Lucashilm). A4 use characiers effectively

38- THE OME JULY 1991

game title
was Quest
For

Atlantis, |

However, in a former life, they! !

alsogeonverted Supér Sprint to

| the ST

Indy IV Was under way before
Night Shiff was<&yen finished -

MNeithersharo nor heroine can
everibe killed: "One of the
unique things'in the Indy films is
that the majer ‘ehdracters, pever
die.” However, theéy tan be
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THE ACTION 15
SUPPOSED to be
described ns
Indy’s journal,
(albeit an
interactive one),
so ATD is
designing o
sereen which
incorporates
faded and torn
diary poges. This
skatch shows the
original design,
with its
isometric
viewpoint
allewing you to

see between
floors.

wounded to 8 point where they |

are easily cas::rurad. It your |
5

health évet Tat
cent, yGU'te taken gway by the
Mozis™te.d prison lacatian,
loughed ot dnd generally treated
in a/shameless fashion. The other
charticter_is leff to act alone, so
if'sta pretty good idea to launch
O rescUe attempt as soon oz pos-
sible; If bothlcharacters lose their
v enérgy, dhe game is over: “It's o
: bitdike Having a halt-life "
The main advantage of having
& twaeontrollable heroes rather
than just one is more obvious:
two can cover the game crea
more effectively. They do have
slightly different abilities, but not
to the extent that ene can solvé a
puzzle which leaves the other
one stumped. The real differ-
b ences are supefficial: Indy has o
| whip, g.dun and his fists, while
Sophia has a knite and a liking
for vicious kicks.
The visual presentation is somas
thing nexerseen before imgn
Inehy action game - a 3D cine-
migtie dppfoach. Chris Gibbs
expldingswhy: “It might sound
like o cliché, but we wanteghio
. dovsemething: different, to get
away, from the bland herizontal
hy=scrolling arcade-style game. it
gives iffo moré realistic ‘big-
screen’ feel in 30"
The: big?qﬂ problem sodfer has
baeh failoring this system to
i ifcorporote ATD'E novel ‘cam-
X end’, vigWws: using these you can
locki ol the world, from any ongé
obsfour ditferent angles, somelof
which miay reveal hidden ohjects
or dafigers. “The hordest part
wdsdchieving it without compro:
mising the.graphics, since the
bﬂckgrﬂundiﬂs a lot of detail "
axplains Gibbs.

Mast of the level design® ore

beléw 10 per | |

S T—

s

PART ONE

-

AS YET, THE CHARACTER INTERACTION hasn't been fine-tuned, but once it
has, Indy and Sophio will be free to explore their world as they wish,
Some tharacters (such as Mazi guards) are best left alone, but you can
barter, fight, or gamble with others. Chris Gibbs elaborates: “It is an
action game, so there aren't any very complicated aspects, such as
detailed conversations.” In the first level, the kind of characters you'll
encounter include croupiers at the roulette table, guests in tuxedos and
ball gowns (not at the same time) and the uvbhiquitous Nazis, If you get
into o fist fight with one of these, you wn.always summon help from your
partner to even the odds - unfortunafely the Nazis can do likewise. A
bonus for winning fights is that some charactersdrop objects s they fall.
INDY IS A VERSATILE

now comp|ai'e, but the game 3 | "

still far from finished: "You canl )
solve the technical probléms 4
beedtsesthey're just blackand-
white:“bubsfwecking the game- |
Blois.alattougher.”
Miary of the datails hoventt
been, finally approved: thefinci-
derfalcharacters are |ust skefehs
es, the musiclond sound gffegts 1
are being fine-tdfiad, dhd the |
other fevgs remaind incomplefes i
Things-ase mo¥itig at a fairpace
though, o this situation sheuld. |
have changed considerably 4
whenwe revisit ATD next issuews? |

| Jump, tradk his whip;
| Chris Gibbs elobarates:

HERO, with 40-50 N
animition frames-to his .
credit so far. s well as T P
toddling around in his 1
lenfher jacket he can

fire.a gun, and punch. [ |

“There's a foir amount
of anlmation, becouse
he'has to perform a
variety of adtions.. The
other <horacters have

e Toraoon.c AIETAR RN
N R R e T e G G
b L acre (0000 _

Sl hipgee LT

the same level of animation detuoil as the Indy character, but their
movements are more limited. So, Tor example, a soldier might not be
able to dimb up u ludder, bof the number of frames wsed for running is
the same.”

USING THE FUNCTION
KEYS, you can switch
between four viewing
angles at any time.
This can be vital if
you're looking for
abjects, as Chris Gibbs
observes: “if you're
looking in the wrong
direction, you might
miss an object hidden
behind something in
the room.” To help the
less adventurous, ATD
may inclode a pre-
game option which
thanges the viewpoint
auvtomatically to the
most favourable
angle.
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around the some storyline. Don't expect

_m ‘remorks Falstein.
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INDY GOES FORTH

| Rik Haynes visits Lucasfilm and asks...

PART TWO

\' 10 ARE YQU CALLING SCULLGLE

LOMNG WAY since Maniac

Mansion, the Ffirst pure
adventure title from Lucasfilm
Games. In arder to produce such
complex pieces of interactive
entertainment as Indiona Jones
And The last Crusade and The
Secret Of Monkey Island, the in-
house programmers first devel-
oped an nture creation lan-
guage called SCUMM (Seript
Creation Utility for Maniac
Mansion).

THINGS HAVE COME A

little prcgrﬂms that all run
sumu{ tanecusly,” says Ron Gilbert
of Lucasfilm Games. In addition,
there are specialised cnmmnds
for dec-hn I.:-‘r-*"l'- ¢h|¢im lnvaéﬁo
ry and walking e aroun
Instead FGOP

using the
parsers
employed by
standard graph-
ic adventure
titles, the
designers at
Lucastilm
Games don’t
want players
wasting their
fime guessin
whnchg wcrdgs -
they have to
type, so all the
commands are
displayed alon
the botiom o

click” methad of Dperuhon sim-=
ply point somewhere an the

| screen and your character will

get rhere wu|k|ng arcund tobles
and up the stairs. In other words,
Lucasfilm Games has tried to
make the p|ﬂyer focus on the
story and puzzles, not on how
they should walk or what they
have to 'I}rpe

tion came with ’rhiﬁreviuus Incy
adventure game, when Lucasfilm

| performed its first experiments
“# SCUMM script is built up of

with dialogue. “You could have
diclogues with other characters

| without having to Egrpa ﬁn}l‘fhlng

in, and that work
G||ber1 rofesses,

So where will this genre of
game go next? According to

really well,”

THERE ARE TWO MAIN GOOD GUYS in the game, Indy
ond Sophia - plus two major villains, Klaus Kerner
and a Nozi atomic sdentist Dr Ubermann.

the screen. additionally, there are at least two dozen supporting
Another tunda- characters (intdvding Denholm Elliot's character,
mental feature is Marcus Brody), some who'll appear for @ moment or
the ‘point angd two and some whe'll :nlllunullr pop up.

HALTO 'I'I'IE CHIEF

me*ﬂmm&hmtﬁ““”}wﬂ reod o new Hﬁiﬁ(ﬂﬂhﬂlhﬂ
to get any useful gomeplaying fips, though.

MHMMMHHJhmhﬂMMﬂHMMMHﬂ
in New Oxford Sireet, London. “It recasts the story wﬁﬂmmﬂmﬁﬂm with the

Hﬂmm&mmﬂhmummmmmﬁhm
ok 'hmmhmwwuhﬂ;:ﬂium :

designer Moah Falstein, players

? k forward to intuitive ‘self-
runlng gameplay in Fate Of
Atlantis. The game will udup’r fo
your preFerred style of play.
Early on in the adventure, you're
presented with a puzzle where
you can either falk your way past
the guard, hghr him or go

| ﬂ'ln:rugh a maze to gef arcund

Another 5I;ep in the right direc- |

him. And, depending on which
you choose, Fate OF Atlantis

| steers you into a pmh that

emphasises dialogue and co-
operation, action and highting or

gt .---l-"_-lrh. ——

FHJ‘IE‘B r;md maze Eﬂl?ln

“We've got three |§Ferenr

: 'FK]T"IS built into the game, " states

Falstein. “If you're very good at
one of those, Fate OF Atlantis will
be fcnrhf easy for you. But it may
be a little more cha”engmg to try
it one of the other ways. You
could play it through three differ-
ent fimes and get three different
games out of it. You'll go to the
same p|c|ce5 but in different
orders and different things will
happen in the same locations.”
"Having multiple pathways adds
significant ‘replayability’ to Fate

% Atlantis,” adds another
lucaskilm spokesperson.

|




WORK IN
PROGRESS

c RACK I "G so“ “n FATE OF ATLANTIS FEATURES over

LUCASFILM HAS DEVELOPED a new 200 rooms with more than 100 -
sound system that adapts to the pieces of original art, Graphic :
circumstances of the gome and handles | designers at Lucosfilm Games used |
saund effects and musie far mone gy ; the IEM ’:( “rs}nn of llltlrn‘li: {
: 4 . j Arts’ Deluxe Paint 1 te '
::LHEC will ﬁ::dm I:fﬁ g, _ . detailed !56-miuurl?lg: :rmuk. I

F o Artists also used video
:m?““fs hﬁh:m?g gomes, new 3 ‘rotoscoping’ to make characder I
| audio sequences are invoked as : appearance and movements more |
mood l:lmi}lherm: ﬁ&;ﬁhuﬂ " realistic. This is a sophisticated |
5. n t, the sou process where the nctions of real !
x are sticking to the basic Indiana : PWF: are f';llﬂl :h':lulﬂﬂ. Elfﬂ a |
is. \ tomputer and manipulated by o 1
wﬂ:ﬂiﬁ":‘ "l:l{t ?::: j{:hr:ﬁgnﬁﬂmm graphics package to create life-
wiing o s score for e ok, but. . o, el et pracdt e
rholnra ing mh:unspmmuﬂs in his & previous games,” caims Noah
ﬁﬁm of music {:ql.l; with some of the Falstein.
music previous movies,

i
i

a

SOME OF THE NEW DISCOVERIES to be made in Fate Of Atlantis are in the
action interfaces, where Lucasfilm has added vertical scrolling to its games
for the first time. At one stage you'll find yourself crossing Horth Africa in
a hot air balleon, going wp and down to find different gir twrrents. There
are tonstant wind changes and you drift into different directions and
altitudes - all of this to find the secret Nozi dig-site and land the balloon
near it.

- ..l.. i 7 ik

ACCORDING TO LUCASFILM GAMES, Atlantis is a «ity laid out in three

soncentric dreles, separated by wide canals and located on a lost

1 confinent far out in the Atlantic Ocean. The technology of Atlantis is
stone and bronze powered by the magical orichalcum. There's an
Atlantean robot at the entrance to the underwater metropolis that you
actually have to figure out how to put together. You move pleces around
and put them in different locations. Once the puzzles are in place, the
robot is powered up and opens the door for you.

HERE, UNSURPRISINGLY, you're controlling o submarine, a Nozi ship ( o~
that's been stolen by Indy and Sophia. You start out inside the craft, j pd
wandering around
learning how to wse

et

YOUR GLOBE-TROTTING TRAVELS take Indy and Sophia to Horth Afriea,

it: us you find the Monte Carle and leelond. There have been a lot of design challenges that
ii"'lll"“ tontrols, have been fairly difficult to overcome, but at least the designers had some
they're shown on fun at the programmers’ expense!

the interface Eato e o i
i "'u';".:; Will Indy survive the gruelling development schedule,
Y o stop the nazis and get the girl? Don’t miss next

Atlantis. month's exciting episode where all will be revealed...
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Unlikely as it may seem, Bullfrog’s ‘god simulator’ outsold everything
else that's ever graced a 16-bit computer - and now it's coming back
WORK IN for more. Ciaran Brennan was the first to the development team’s
PROGRESS Guildford offices to see the sequel up and running.

T DON'T THINK THAT even
PROJECT H IfhE}r can believe it. When
1

P'DPUEDUS 2 Bullfrog first invited us all to
| go forth and multiply, Peter
PUBLISHER Moalyneux, the company’s driving
| Electronic Arts force, knew that his team was
onto a goed thing, but he could
i &
AUTHOR | | hardly have predicted that two
Bullfeoa: years |ater the game would have
;. || gone on to sell more than three
Plgr:r D%ngli‘ix } quarters of a million ooﬂies.!
( sign, \.oding Mngneux must have had some
enn CDTPE'S confidence in the project though,
ECodlr(t:g} because he'd already begun o
Gary arr design this sequel Ee{ure the
Graphics original had finished playtesting!
p ginal playtesting
i “Well, it probably shows that I'm PR : -
au cLougniin E ¥ P Ty :
Graphics either enthusiastic or very boring, TRy, -
t P } but as soon as we'd finizshed : , o ¥
| INH"ATED PC‘F'U'IDUS.- | wanted to Pll ay HOTE THE "CLIMACTIC GRADIENT' of the land ond the empty island on the
h 199 Popu]'cus 2" he SCIY'S, right-hand side - this will eventually house the information shield (the
March 1 1 [ So this game has EFFecrive|y itons that you recognise from the original won't make it 1o the finished
[ been devjoping far mare than | version) “I think the way we are going fo design Populous 2 is that
| RELEASE two years, although actual key- there is only going to be one terrain and then we'll release data disks.
' November i W’ ik b G Muoybe we'll release a data disk based on the Celtic gods and another
March Sn?-viﬂ ﬁﬁﬂrwe ?aggntucﬂr-. o aauws e
s LR e T just a tweaking of the done enou‘i;h of those.” less complete - and it's time for
S Einiial aame SR e But in order to start making the | the real work to begin.
Moﬁfneux thinks not: “You can’t | Necessary chu_nges, Molyneux _ With the new landscape and
call ‘anything a sequel unless it's and his team first had to get @ | icon system executed [more
totally rewritten,” he exclaims version of the original game up | about that later), the most impor-
"because otherwise if's really just and running using the new sys- | tant step is to get the new sprites
a data disk - and we've already tem. This stage is now more or | finalised. This will be quite a task

YOU MAY HAVE zeen some rough

MOVEMENT AROUND
the map has now screens taken from early Populous
been simplified by demos which have been floating
rl::':#' of its about for o couple of months, but
s et ‘"I'h' t“p.h“ this is the first time that you'll
that wa had with have seen the finished display. At
Populous was that first sight it may seem similar to
the litte box with the original, but there have been o
elght wrser keys nember of extremely important
m“l:':'m ;Ilernﬁ:r:; made. For a start, the

4 ogs whith now odorn the side of
mlﬂi’“ :"'_ each building rise and fall according
Wa had a scrolling te the building's population,
dreular ond thereby
0 30 box whith actually meved the level of the landscape vp and % offering more
down, but none of them worked. But as you con see, in the end 2 - immedinte
the sclution turned out 1o be really simple. A lot of people would intormation
say that this was a lot of hard work over something really : i than the
simple, but it's not anjoyable if a gome is hard to play.” ¥ ® ariginal
HERE WE HAVE the new icon display (in very rough form), so fur 5 : . “shiold"

incorporating only five of the proposed seven sections, Select o display.
category and the blonk squares below will chonge o represent 3 Ficd
the relevant effects: “We want to hove the itons thot represent
whet you con do in full colour and animating, so when tan de an e
5 offext like sorthquoke, there should o little icon that showing o

PARTMER LES EDGAR (the quiet little animated sequente of an earthquake " The :ﬂ “I , “ﬁ::i":::: :;:‘::':";:;"T i ':f;.

one). Mr Molyneux is well wioared notches represent how many of the effeds in each currently raging throughout the Bullfrog teom

impressed with the speed of his calegory are about how they should best be filled.
new baby: “It runs ot 17 frames currently s i

per second, which is as fast as wvailable - -
your average shoot ‘em wp - that ::t““:" high
means that o game that would finished
have taken 20 minutes in the R
original would now take alse indude a
something like 20 seconds! We'll small animeted
have to slow it down."” character whe
walks along
peinting to the
available
effacts.
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N ;
WHERE POPULOUS PLAYERS had ‘b
te make do with single castles,
Populous 2 will allow these to
be linked to form «ties: lorge
walled areas containing
temples, workshops and ether
types of building, depending on
the player's initial decision. The
exciting thing about this is that

there's a very strong possibility D iateny

S

thot you will be oble to export
these cties to Sim City and play
arownd with them there!

in itself, as Meolyneux explains:
“We're c:||rec:|c|y up to 2,000 |
sprites and it looks as though this
figure could be even higher - we
may have to work it so that one-
meg machines have 5|ig|1l|}a mare
animation than half-meg ver-
sions. We're having to compress
the sprites from the word go, so |
we can get all of the ﬂuﬁoin
and in space terms it's very
expensive to do that.”

And that's only the graphics. In
terms of gameplay, the maost rad-

ical difference between the

GLENN CORPES' graphics editor
allows the artists to experiment
with combinations of sprites
without having to continually
thange the game code.

_t.&qual and its parent is that
where Populous only leatured |
one type of game, Populous 2 |
will allow the player a cheice of |
numerous styles. The most basic
of these will be similar in style to
the original's ‘Conquest’ mode,
where you have o set number of
worlds to play through from the
ve?: easy to the Very ﬁurd.

The second game type will
involve an element of problem
solving, based on the natural ele-
ments; ynu'” have to guard aur
people against certain effects
that will huppen after a certain

\
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Aphrodite
(the goddess
of love] and
Bacchus (the god of wine,

. although actually finding o use

tor this pair's specialities is prov-
ing to be a me!D;cm.

Ancther problem-salving game
will set the p]nyﬁr tasks such as
mﬂking two warring tribes live
tagether in harmony, or making
sure that half of the landscape is

| forest, or water or whatever.
. Finally, there’ll be an option to
| build your own maps. And as if
e | this c[}‘n

it | trouble, all of those game types
= | will be in 'rumrﬁlqyer mode!

idn't sound like enough

One thing that won't change

fhcugh, is that the p|c:|~l,rer shill
| won't have direct control over his
| subjects - they'll retain a certain
| degree of free will. However, this

time around your people won't
be quite as undying in their
beliel. Molyneux takes up the
story: “If you're being particular-
ly good, then the people will like
you a lot and they'll start build-
ing temples which, in turn, will
increase your store of manna.
But if the enemy tribe attacks and
captures your temp|e, then the
people will start losing belief in
you - after all, how could you let
this happen?

*And worse still, because
they've got free will, your pecple
will decide where to build the

temple
themselves -
They could
even build it in
the middle of the enemy territory
which would give you a massive
headache.”

This feature was incorporated
because one of the crificisms lev-
elled at the criginal game was
that when you got ﬁ‘-e upper
hand over your enemy in any
purﬁcu|c:|r game, the challenge
quickly disappeared. But Iﬁe
inclusion of this random element

could mean that you have ta |

completely change your strategy
at any fime.

Something else that Molyneux |
wasn’t happy about in version |

one was that there wasn't
emug: variety in the effects that
you had at your disposal:
“People were always saving up
for @ volcano or an earthquake.”
So, as you'd expect, this is
ancther element that's due for a
change - the new game will
incorporate a total of 35 effects,
5p||'r inta five categories; the Faur
elements |earth, air, fire and
water) and people. Each of these
will have a certain way of work-
ing: whirlwinds, for example,
Wiﬂ always move towards lower
ground, while columns of fire will
tend to move uphill.

It's at the mention of the new
range of etects that Molyneux
becomes most animated: “Take

‘careful :;:I:r;-ur W

time. For example, a message
will come up telling you that you
have two minutes re the next
enrthquulce or that you hnva
three minutes before the next
flood. You then have to make
sure that your people are safely
enclosed - if there's going to be
a whirlwind you'll have to build
the people up higher and so on.
Role-players will also be

catered for, as game three [!

allows you to choose to play one
of the Greek gods and iuid up
his or her particular powers in o
quest to become The Supreme
Being. Plans are to include all of
the ﬁagendnr}f {igures inr_'|uding
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changing tempo with it. | think that will be a really

PROGRESS

the lightning belts for example.
Like all of the effects, these have
their own little secret of how you
can control them - there will be
certain things and places that
lightning wiﬂ be more likely to
strike. So firstly iﬂu have to he
ere you shoot
your own bolts, but also if the
other player attacks you with
lightning then you still have @
chance of controlling it... and
maybe even pushing it back.”
Even earthquakes won't be so
much of a disaster - as long as
you know how to deal with them:
“The earthquake will begin as a
simple crack in the landscape,

| which will gradually get wider
| and drag any neighbouring
| |:|-L:i|d'|ngs and p&qple down into

it. You can stop it - in fact, i
you're quick enough yau can
stop it before it really happens -
but if you're not, and you haven't
taken notice of the sound effects,
then you could come back to find
that all of your houses have been
s--.-w::ut|1::~,~w<=,~:f:n3 >

It's not uﬁ serious though.
Molyneux is quick to point out
that some of the disasters are a

| litle mere light-hearted: “We're

including some stupid effects, like
a plogue of frogs. What we've

“THE VOLCAND WILL GROW
wpwards and rodks will explode
and spurt out of the top. Towards
the end of this cycle, lava starts
rolling down the hill. Should this
flow meet a house, it will set it
alight and push it along. This will
keep going as long as the voleane
tontinues fo erupt, but if it meets
water, a colemn of steam will rise
up - that sort of thing means we
hod to rewrite the wheole game.”

done is to get some books out of
the library and lock through «ll
of the old Greek and Celtic leg-
ends - and even some Bible sta-
ries - about all the miracles that
the gods have worked. We then
Iriec?m put all of those miracles
in. And of course, in the Bible
there was a plague of frogs, how
convenient!”

But when they're bad, they're
devastating. Take, for example,
the plague: “If you unleash a
plague, it will kill off everyone
that comes into contact with an
infected person. But if one of
your people fights an infected
enemy, then your people are
also going to get it.”

It's not all change though, some
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elements are geing fo remain |
exactly the same. Take, for |

example, the beating heart
sound: “The heart beat... | can't
think of a replacement far that
heart bedt, it's probably geing to
stay, because | found - and so
didycmd quite a few people that |
spoke to - that as the heart beat

increased, your heart beat start- |

ed to sympathetically beat to it

Which is a liffle bit dangerous | |
suppose, but it certainly shows

that there's an effect in there.
"We are going to change it
though - | think it was a litle bit
crude in Populous... it wasn't
sensitive encugh. Apart fram just

THE COLUMMN OF FIRE will be o
fairly low effect, probably about
the lowest. “As with any game

that we design, what we do is we |

think of the elements, put them
in and actvally play around a bit
before we decide if it's going to
stay or what level it's going to
be. In higher levels, players will
even be able to start forest fires
and set many thousands of trees
alight.”
the additional rise in tempo, we
rncg also use dramatic archestral
stobs af appropriate moments -
coupled wirﬁ the heart-beat, that
should be reall excifing.”

Those who p{:yad the eriginal
(which is just about all of you)

BOB!

i:;i?nnqborrnma

'CREATION
| If you hit

WHATEVER NEXT?

AND IF YOU THOUGHT all that was good, here's a sneak peek ot three other Bullfrog projects in the pipeline...

htlgs‘lnmgﬁnﬂ i
obiects “c'llhm::ﬂm deal of surface deta

jects are drawn with a  givi listic
prluyﬂuhndduﬁ-lmﬁmﬂl Hagobuicptelis-
seven corporations in the whole world,

will notice from the pictures on ¢
these pages that the icon-
based control system has - -

been changed significantly. .
This, Molyneux assures us, T e @
is down to necessity: “After S5 %

we'd come up with the 35%-
effects, we then had to think how
we were going to represent
them? There just wasn't enough
spoce on screen: at one point wa
had icons which where E}ur pix-
els high by eight wide - how do
you cﬁs‘ringuish a whirlpool from
a whirlwind in that?

“So in the end decided to split
them into the five categories.
That isn't my favourite eption -

| because when you're playing o
| game, everythin 5hnu|?:l [g

be fully
accessible all the time - but it
was the best compromise we
could come up with.” With 35
eftfects and five categories, it
doesn't take o genius o work out
that each category now carries
seven ‘sub-effects’ - these will be

displayed on a seven-section |
| Populous 3, but if there was a
| Populous 3 I'd go on from a dif-
| ferent angle completely, it

panel which changes according
ta the current category.
However, to keep things as
playable as possible, the team is
optimising the distance between
the icons so that the most used

should be closest to the edge of

the screen and it should take the

smallest amount of time possible

to move from item fo item,
There's no doubt that these,

and the other chnnges, are a |
direct result of the expertise that |
the team has accumulated over |

the past two years - not only in
rhrough Powermonger, but even
from its arcade romp, Flood:
“Yes Flood, this taught us how to

b - & - ¢
"'@_ W.\HERE'S on exclusive! Thiz

. "l"-"._r_‘h‘llx ;{lﬁ- ¥ L
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stained sketch j
ned sketch is I'I-hiFl‘

" Pip, Peter Molyneux
won't say anything about it.
“You'd think | was completely
arazy!™

draw quickly onto the screen. In
fact, we've learned fram each
game we've done: Powermonger
+ﬂugh+ us about databases and
design and Populous taught us
how to program!”

So is it reasonable to assume
that the lessons learned in
Papulous 2 will be put into prac-
tice for the third in the series?
Molyneux won't say either way,
but there are hopeful signs: "I
can see that at the end of
Populous 2 there'll still be things
that | want to put infe it. I'm not
saying there are plans for

wouldn't ook like the same
game at all. I'd still like to devel-
op a Populous board game or a
proper Populous console gome.”

But that's dll a long way off. A
long hot summer of game festing
now lies ahead, as Bullfro
hopes to have its second {303
simulator wrapped up by
September, To this end, two pea-
ple will be employed for the next
two months to ?::u nothing else
but p|1:|:,rfesr the game,

MNow there’s a job...

Also known as Higher Functions, Bob promises to be as splendiferous as any of Bu
the game's unique isomefric m&m

isometric games, the di

what you want.

Populous and its sequel were the ultimate god games, then think again - Creation actually allows you

in the near
each of them vying to be o the top. You are
mn;mﬁndhgﬁhhpsHmw&hnﬂmchﬂmLundm‘rmhhuppylo
Unfortu , as the head of one of the world's multi-nationals, you can't afford to be
seen as anything but squeaky clean. The selution is to use your
mﬁdl’ymﬁmﬂwmdﬂmr i
The Iy‘nfhhwﬂhm wrl;ﬁﬂlpoq;h that ble: they have
only tre ith these artificia is st

i b ol i v, Yo s control thes by ek ik il als et e At bl
produce a chemical adrenalin. But the mare you increase the chemicals
dependent upon them, then if they fall below a certain level, they’ll start fo act very sira indeed.

newly-developed, bio-
weork - first of all, you needn’t worry about
re totally dispensible!
excifing certain parts of their brains to
more your band becomes

‘s other creations. Coding
ical display to work. In itself,
5 most of the screen and the |

ﬁmanWonl}

e
-B':;
the-fact that it*s.code-

MOVE OVER
MICHELANGELO

The initial graphic work for
Populous 2 was carried out by Peter
Moalyneux himself, but has since
been taken over by o pair of artists,
Gary Carr [tep| and Paul
McLoughlin {middle), Bullfrog's
latest recruit, whose previous werk
was mainly in the video feld).

The backgrounds and sprites are
created using @ mixiure of DPaint 3
[there is a copy of DPaint 4
knocking around
Buﬂ‘rug's
office, but no-
one's had the
fime to fully get
to grips with it
yel] and a
custom-built
graphics editor
designed and
built by Glenn
Corpes (bottom).
This editor, which g i ;
took two months to WL,
develop, allows the
two ortists te try out their sprite
designs within the gome
environment,
without having to
jump from paint
program o gome
code and back.
However, it's
unlikely that it will
be usetul in any
future Bullfrog
games, as
Molyneux explains:
“I've written an
editor for every
game that I've
worked on, except Populous -
Populous is like its own editor. |
always say that I'll
write this properly " {3 o
50 | can use it Rk
again, but it
never ends up to
be the case
because you
ahways end up
rewriting it.”

However,
Maolyneusx
believes that

is
combination
of Lﬂung blood and
technological wizardry will give
the game a new edge: "I felt that
Populous lacked something locks-

BE
%

: to create and medifies lifel You begin by putfing your own life forms on the For example, (and this is a very wise. Inifially, the screen looked
simple one), if you produced an elephant and a giraffe and placed them on the landscape, dﬁnl ight think, very different from a lot of games,
Peter immertal words: “Mmm, I'm of eating this stuff, I'd rather like to bonk gi over but there wasn't much ta show after

elephant cross - if you that. To really combat that this time,

in
there!” What you'd then end up with would be a gi
nt!’ we're going to include an awful lot

r-_.

will, a thm:n

The aim of the game is fo make certain life forms survive by creafing other life -y, of animation and graphical effects
wmwﬂm@m.hﬁmmdcmmhm running by e so that even if a person has played
the time you is, using some of the sprite linking techniques pioneered in

the game 100 times they still won't
have seen them oll.”

Populous 2. Sounds bizarre to say the least!
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An Oriental takeover, a giant Ninja RoboCop and a tacky television
company covering up the truth - how would you handle it? Kati
Hamza slips into RoboCop's boots to find out for herself

WORK IN
PROGRESS = : A

| PROJECT
RoboCop 3

PUBLISHER
' Ocean

AUTHOR

Digital Image Design:

Martin Kenwnghi

LDESI
uss %u*’ne (3D Engine)

{SShD Gra chs:l
David Dn-::n:nng.:I ing)
Qiston Eida (Sound) '

INMATED THE MIDDLE

S o DEMONSTRATING A GAME GRAPHICS
I:Mechudmld} to Ocean aof last

gctlgﬁzf'l??'l year’s CES in Earls Court, THE ARTIST RESPOMSIBLE for tumning pencil

| Martin I'{enwrughf af Dlglh;:l
| Image Design [DID) made o joke.
| “I remarked that the main
character was like o Star Wars
robot, and they said, "-’.L?rE:l::llJ but
George tucas will sue vs" Thenll
said QI we géin do-RoboCep -
imagine. RoboCap in full 3D
That ‘was it=Their ears Iwnched
and they wentfor the licence.”
tike-the(first two RobsCop

sketches inte moody, futuristic
backdrops and character designs, is
Shaun Hollywood, one-time film and

TV designer.

Previously employed by Passion
Pictures, a big-time animation
company which produces
commercials in the Richord ‘Roger
Rabbit’ Williams genre, Hollywood
produced the initial character
animation for the original
Mechadroid demo.

BORED WITH THE NEWS? Then
watch the commercdials.
Mediabreak tomes tomplete with
all the trappings - vapid
newscasters and bilious
advertisers incloded. “When they
see them, people will say that

extravaganzas, RoboCop 3 is
due to coincide with the release
of the film {out early next year}

Some of his former colleagues
lincluding one of the animators of
Who Fromed Roger Rabbit?) hove

we've digitised o lot of the
graphics from the film,"
Kenwright enthuses. “We haven't.

INITIALLY, THE PLAN WAS to |

intersperse the 3D oction with o

series of animated sequences, but |
using ‘introgens’ (hand-drawn |

buckdrops superimposed with 3D
tharacters) turned out fo be for
more effective and a lot less
processor heavy. “It means that
you tan choreograph the worlds
more,” exploins Shoun Hollywood.
“Rather than just having objects
existing in 3D on the screen,
we've acfually got things
happening. It all links in with the
continuity Idea.” In this case, the
armoury badkdrop will be
superimposed with an ED 209
running amok. 111l have its own
shadow, be capable of walking
around objects and give o fairly
convincing impression of depth.

helped in the design.

They're all hand-drawn and we're
proud of it."”

and shadows the plot pretty
closely. ‘Where it r.ilFEars from ifs
predecessofs, however, is thetit's
a léshit anly project and won't
have the herizopfally scrolling
shgohing /sechian ' /that s
characteristic of sa many movie
licences;

“| know that Ocean has token-d
kit of crificism froml some people
for crer,:hng o fomiliar platferm-
slyha gome,” admits Kenwright,

“but it's/not justDeean - a lot of
film tie-ins are 'like that.”
Developers, he feels, are usually |
pushed for time and face the |
inevitable constraints attached,
working to the lowest common
denominator. “Unfortunately for
a lot of systems, especm"}r llze B-
bit, the only thing you can do is
to create scrollers and platforme.

LIKE ALL ACTION SEQUENCES in which RoboCop takes part, this battle with
Otomo tun be viewed in first-person perspective. Robovision displays the

mIMl.. ins where left off. As action as seen directly through our hero's artifical eyes. “We havent
hmﬁﬁm‘ pet prnpd‘m City] nears com the over-eloborated the backgrounds because it's the form and the light that
uhnﬂlhh giant Kanemitsu glso the | are important. The idea is that when you go to an internal view there
nq.ulvdnl.. the Olumn dreid. isn't that much of a jump between the two.”

-i‘iuumiuuid-mulhmd-ﬂuudwwnunwﬁ

wuhm mordnrlrandhnnmhln
Hﬂmbﬂrdl'& zﬂw imported
gmupnlmnmu,

action s experiences o
directives. Will he side with the hand that made him or join hrmwﬂpﬁT

rebels and kick Otomo ass? It's certainly o poser. Fuﬂwunm, tune in
|miynm1w
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We've got better technology and

ucknﬂw|e‘j‘ e the Techniques
we'va r.'||r|m::|c:|?r used in a flight sim
(F-29 Retaliater] and a major
space game (DID’s forthcomin
Epic) in a tie-in. It's just |ogiccﬁ
really.”

For DID, a big licence such as

| RoboCop is a prestige product,
| all we're saying is that we should |

but company director Kenwright
is aware that the cinematic link
may put some players off. “There
are a lot of people who wouldn't
want to bu;,f a movie licence
because of the reputation that
oes with it. We want to break
that mould. This is as good as

h



any original game - it just
huppens to come with a
RoboCop sticker on the box.”

I¥s so original, in fact, that the
inifial designs were set in motion
before the Runcorn-based ‘DIDI’
men [the team's own nickname)
were given any idea what the
film was going to be about.
Infarmation rom Orion,
RoboCop's producer, was very
slow to trickle through, so
Kenwright and Co. had no
option iui to make do with
guesswork, Inevitably, they made
a few mistakes. “Somebody
mentioned that RoboCop was

KAMEMITSU'S OTOMO DROID may
look like @ human being, but
underneath that fleshy exterior
there's a pradilly invindble
titanium frame. Not only is it an
unarmed martial arts expert, it
also handles a mean Japanese
blade.

going fo ride a ’Gymcyde’, We |

took that to mean some powerful
mDTor-cycle 50 we spent oges
thinking about RoboCop racing
about on a bike, only to find out
later it was a Jet-pack. Weeks of
work were just wasted.”

Thanks to more recent bulletins
direct from the set, the finished
design is o close rendition of the
mavie - in terms of presentation
as well as plot. Graphic
Designer, Shaun Hollywood
explains: “We've adapted the
continuity devices used in
RoboCop the movie for our own
purposes so that the game flows

SEGmlE'SSl}f and you get the sense
of a real narrative running
throughout. It'll be as if you're
living story, not just shoot ‘em
up, shoot ‘em up, shoot 'em up.”

The key to confinuity is
‘Mediabraak’ - the movie's
characteristically tacky TV
network which conveys the action
as if it's being brou?::asi directly
inte  your living room.
Anchormen and women
announce the evening’s news
and as the reports unfold the
action pans to the scene of the
crime and drops you straight into

TR \;.; /

H
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RoboCop's metal boots.

headlines, three sub-games - a
flying adventure, a car-chase and

a corridor shaot-out - can be |
any time. |

accessed at virtuall

There's o selection 0{ around six
different scenarios for each one
and how well you do affects the

outcome of the news report,
| Meanwhile, the main storyline
| unfolds as a series of choices.
| Events are determined b}r your
| reactions tothe crises i question.

It is‘enfirely up to you whether
yol protect-the innocent ‘o side

with the baddies and betrgy the |

| the Rehabs or you take out the

publicrust:
At the heart 'of 'the whiole

shebang is aredically modified |

version of the 3D engine (created
by DID's leicester-based
egghead, Russ Paynel which was
vsed to | generate  F-29.
Eradicating oll the tlight sim/s
superfiuous flight mndeg. and flf
gnd dip horizens made the
systerm ror much’ foster, “We dlso
optimised the 3D specifically for
the shooting, racing and Hying
sections,” explaifis Kenwright:
The result-is-an-engine which
runs 30 |p&s cent fasker than its
Eredecesmr and can Eenerure far

igger worlds. “The basic maths

| behind it is the same, but a few
| sections have been totally
| rewritten,” explains Phil Allsopp.
| “We've got a full 32-bit co-

ordinate system where we only
had a 14-bit one before - that
makes our pofenfiui world
65,000 times bigger.” On the
scale they're using for RoboCop,
that means a potential playing
area of 29,192 square miles -
though obviously no-one's geing
to be using all that,

Kenwright reckons that the
biggest ui'unlcge of all this hard
work is that RoboCop 3 is goin
te have universal qppeulg:

| “Younger kids will be bowled

By clicking on the relevant |

\{

WORK IN
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EVER KEEN TO SERVE the public
trust, RoboCop is hot on the heels
of crime in his Robomobile (left).

As vsual, you can watch the action

| from a selection of vantage
| points, including an aerial view

designed fo help you suss out the
position of the enemy.

5 A HARD :
computerised low enforcement
officer - you never know what's
going to happen next. In this case
it's the buckground for a bonus
shoot-out in which you're forced
to take sides. Either you aim for

Rebels.

over just seeinﬁ the name,
regular game players will sit
back in awe of it and the older
audience will reaﬂy appreciate
how we've put it together.”

In the future, there are all sorts
of directions the DIDI men may
take: “It could be the Super
Famicon, CDTY, CD-ROM or PC.
‘We might even do a really good
flight sim which explaits the 3D
developments we've made.”
Meanwhile, there's just one
problem: “The 3D is so fast,
RoboCop walks far tao quickly.
We've got to slow him down ”

LOOK AND ADMIRE becouse this is
the last time you'll see so many
ED-209s all in one plate. “We've
put a lot of ohjedts in the text
versions just to see how much it
can tolerate.” In the game itself
they'll come in packs of a
maximum of three.
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Muszles, conundrums, potions, a
caterpillar, mushrooms and a very
mad hatter tor vour IBM PC; Amiga,
Atari ST and Archimedes.

hmALMS

h"-l\' .'.: | 3
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N “Let's make no bones about it. Graftgold’s REATLMS
" 7 looks like being the game to topple PowerMonger as

s the greatest strategy game on home computers... it's

going to be a stunner!™ CE&VG. Released im Autumn
uon IBM PC, Amiga and Atari ST.

The smash hit coin op hacks and slashes its wav
onto the Hmn]. screen. “Best 16 bit coin op
conversion” - 1991 Golden Jovstick Awards.
Available on IBM PC, Amiga, Atari ST, Cé4,
Spectrum and Amstrad.

Ronny's the coolest dude in town. Help him skate
through nine levels of bizarre creatures, superb
animation and weird power-ups. Released in
Autumn on IBM PC, Amiga, Atari ST and Ce4.

FHTSM’%I
J| L L

The most authentic space
simulation ever. Released in
the autumn on IBM PC,
Amiga and Atari ST.

1006
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A rich blend of fighting, fantasvy
and strategy set in Arthurian
Britain. Available on IBM PC,
Amiga and Atari ST.

Corruption, Guild of Thieves and Fish - three classic
adventures enhanced to run under Wonderland's
new Magnetic Windows system. Available on IBM

PC, Amiga, Atari ST and Archimedes.

Battle vour way through four of the bigeest
selling games of all time - Double Dragon 11,
Shinobi, Ninja Warriors and Dvnamite Dux.

Available on Amiga, Atari ST, Céed,
Spectrum and Amstrad.

Wil BT
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Play the part of Bitta, Buster or Johnny in this romp
through Fulchester. Not for sale to minors.
Available on Amiga, Atari ST, Ced, Spectrum and
Amstrad. Coming soon on the IBM PC.

|| f( rs
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Volem WiLi wE DEmME

“.othe ultimate in strategy § Y
games. A classic” CU Amiga | I_‘f
Available on IBM PC, Amiga, !
Atari ST and Cid

==

ADVENTURES, ARCADE, ARCADE ADVENTURES, BEAT ‘EM UPS, COIN-OP

CONVERSIONS, COMPILATIONS, FRP, PLATFORM, RPG, SHOOT ‘EM UPS, SIMULATION,

STRATEGY. WHATEVER YOUR TASTE, THERE IS A VIRGIN GAME FOR YOU..

GAMES

!



WORK IN
PROGRESS

PROJECT

' Thunderhawk
5 PUBLISHER
| Core Design
AUTHOR i
Mark ‘Mac’ Avery
Codin O FAR, IN THE GREAT
imon gl‘nipps I[Design] SSCH_EME of things, Core
Jerr O'Connel ﬁ?slgn_ and Hllg:ﬁl sims
(Gra hiCS] haven £ mused. Since the
Bob Eh hill company’s arrival on the scene a
i UI‘II:_: ! coup|& of years ago, it has
(Ma nggn] gained a reputation for
Mark Price producing slick and well-polished
I:O|:n|ec'r DE’-'NQ"] platferm gomes (Rick Dangerous,
Switchblade, Car-Vup) and the
INITIATED odd RPG extravaganza
January 1991 (Corporation). But the fimes they
| are a-chan m;_,I u;lgrhfcausgexr
trick, entitled Thun , Core
EELEA?E] 991 is swapping ladders and ledges
ugus for fast action and polygons.

" Why? “If you lock back over
what we've dane in the past,

successful arcade gomes,”
explains managing director
Jeremy Smith. “But all along
there were plans to expand into
3D.” There was just one problem.
“We couldn’t get a ‘Dr 3D".
There were loads of people wheo
WEre pr&pured to have a go at it,
but nebody who coul
really well.”

Then one day, as if by magic, a
man nicknamed ‘Dr Brain’
weillked in off the street [his true
identity has now been revealed,
but for months Mark Avery was
known only by his medical
monicker or simply as ‘Mac’).
This mystery man presented Core
with & demo and was hired
virtually on the spot. Smith was
exultant: “I looked up and soid
thank you.”

With o practically complete 3D
engine more or less in the hﬂg,
the team’s next step was to
decide exactly what to do with it.
“Mac wunfeJ
simulation and it was an idea I'd

some time sa we went for it.”

Far Core, simulation means
| action, not accuracy, and its
latest baby is definitely not aimed
at techno-fiends. "This isn’t

RIGHT FROM THE START, the plan
has been to go for some really
elaborate front-end cosmetics.

“We regard Origin's Wing
Commander as the ultimate in
presentation, but we hope to do
it better,” explains Smith. Most
of these dnematic sequences are
still on the storyboard (as above),
but thanks te the work of former
Don Bluth animator, graphic
artist Jerr 0 Connell, a few are
actvally making it to screen...

AND HERE'S OME OF THE FIRST - the White House, in all its digitised and
touthed-up glory. The plan is for the lightning to eventually animate,
but this has yet to be implemented.
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we've produced a lot of very |
| exist. The AH-73M is described,

do it |
| the Cherokee model number

to do a helicopter |
| For added excitement the &0
been toying around with for |

!_

Gunship 2000," insists Smith.
“That's a frue helicopter sim, the
kind of game where you can't
get off the ground without
swallowing the manual. Some

goph love that, but | find it |

ring as hell.”
Designer Simon Phipps chips
in: “There's a lot of talk about 3D

| games - ‘I've got a faster

polygen system than yours,” and
that sort of thing - but that's all
technical. You've still Fcﬁ to play
the thing and if it plays like o

dog you're not going to want fo |

keep playing it.”

In line with this philosophy,

Core has l:|e|i|::&rure||{ opted to
simulate a machine that doesn’t

rather loftily, as a fictitious
helicopter design, based upeon
predicted advances in military

technology. Smith explains why: |

aome penp|e are so fanatical
that if there’s @ nut or a screw or
a bolt out of place, they'll ring up
to tell us that's nothing like, say,

1.62 made in 1984, We just
didn’t want the aggravation of
being restricted to one make.”

Phipps agrees: “We could go |
out and simulate an Apache but |
it's already been done - and |

done very well. We're giving you
something that a true sim just

| can’t do. Standard helicopters

have a limited amount of
weaponry and once you've used
your supply you've got to come
all the way back to base to re-
arm.” A machine that has no
milita precedﬂnt can be loaded
up with as juicy @ combination of
bombs and missiles as you like.,

missions will be divided into six
10-mission campaigns, each one
embellished with an action-
pocked plot.

Of course, all this arcade-style
action shouldn’t put off more
traditional simulation
freaks. Smith explains:
“We don't want to scare
thern off. Thunderhawk is
a sim as well.” In fact, i¥'s
the producr of hours of
serious research into other
chopper gomes and Smith
is confident that in terms
of speed at |ECIET_.
Thunderhawk will beat
them all hands dewn. “It
hasn't got a million
keypushes, but it is very, very
fast.”

Famed and applauded for its forays into the world of arcade action,
Core Design is now simulating a helicopter of its own creation. Kati
Hamza hops on board for the first part of a two-pronged preview.

FLYINGTHUI

At this stage of development,
much of the spudeworf-{ 15
nearing completion. The last five
months have seen Mac heavily
embroiled in haiicnfder design,
creating enemy intelligence and
optimising his notorious 2D
techniques. All of the necessary
landscape paraphernalia are

THIS 15 JACK MARSHALL. )
Professionally, he's your unit’s
tacticion, persondlly, he

becomes your friend. If you're
wondering why there are
emply squares where his eyes
and mouth should be...

E & &

«that's betouse the separate
onimation frames, shown here,
haven't been inserted as yet.




WORK IN
PROGRESS

AS IT STANDS, the cockpit includes air
; speed, torque and altitude displays
g e . plus radar and information on
[ FUEL susgusgiuspospissiet I weapon stores. All flying controls,
| indluding weapon selection are
ool aciessed directly using the mouse -
so there's no need to fumble with
the keys in the heat of o trudial

= I ot combat moment.
o L —— "

AEE T
- o

FOR THE PURPOSES OF an action-

- M o
Ferrtod THE REAL THING?
is preferable to an aeroplane - ot )
i dvtint At ~ONE OF THE PROBLEMS with conventional simulators,”
. flying - in a helicopter you cun exploins Simon Phipps, “is that you've got a dot on the
stop, look around ond consider floor that's a tank and ancther dot somewhere near it
your options, though if you do that's ancther tank. To make it more exciting we've
LT R L LY e B bumped up all the action, especially the weaponry. The

t plugged out of the sky.” The ’
ﬁ“ sdorhawi's ailvmnbages ow ?-I:If:n handle it so we're making os much of It as we

be admired from maony different

viewpoints. As well os the in all, Thunderhawk contains 15 varieties of hordware
o overhend map and this external (LUl LU LR LT UL ) of anti-radar, optically-guided

window on the action (left, with and runwaoy-cralering missiles. Like the helicopter itself,

zoom and rotate facilities, of none of these actually exist in the reual world, but the

twourse) there will be additional designs are based on current weapon technology with a

views from the weapon, the bit of artistic licente thrown in.

target and the start location. These days helicopters, though well established on the

battiefield, aren’t exactly renowned for carrying
enormous weaponloads. The Apache, built by McDonnell
Dowglaos, the heaviest and most expensive anti-tank
helicopter to date, carries 76 rockets, 16 laser-guided
missiles and an avtomatic 30mm gun.

Like the Apache, the Thunderhawk has four
‘hardpoints’ underneath the helicopter’s wings to which
missiles may be attached, but the weapons invented for
the Thunderhawhk are significantly smaller ¥o enable you
#o carry more. The Apache cun carry up to four Hellfire

e anti-tank missiles on each hardpoint - the Thunderhawk’s
finished and all 60 missions have fictional aqulwlinnhd?ﬂ mll-dnlumr mlnltv:: m
been p|unne_d right down to the | MAC’S OBJECT EDITOR enables thanks to a smaller diameter, fit seven ¥o a ha .
smallest graphic detail. “We | anyone to embark upon the Similarly, Core has invented its own updated versions as
know exactly where we're going | design of landscape objects like successors to the AIM-9L Sidewinder - the AIM-10B
to put each item - every radar, this. Mark Price is the mon who Cobra short-range missile and the
every SAM site and every aircraft | 9ot the job on this owasion - he AIM-11F Swallow medivm-range

v e W nnd Bob Churchill are wrrently rodar-aulded missile. - .
installation. inserting all the items into the 60 * ES | - R

Thf’: components are there - all separate individual mission maps.
they ve got to do is put them

tegether. From now until project
completion, everyone will be N - .
working hell for leather to __ ; oy '
implement the maps, complete e ; -
the presentation sequences, and
thrash out the mission plots.
In the odd spare moment,
there's even time to consider
what to do next. Whatever else it
might be, Smith insists that the
future for Core isn't exclusively
3D: “3D is just ancther sfring fo
the bow. We'll do the Chuck
Rock type games, we'll do big
role-playing ames like
Caorporation, we'? do platforms
and we'll do 3D. ”
At the moment, Mac is
seriously contemplating ancther
simulation. As for the potential
competition, Smith laughs it off:
“One thing that Mac enjoys is
beating somebody else’'s 3D. At
the moment he's gat nobedy to
beat.”
@ Next Month: the enemy arrives
on the scene - just in fime to meet
up with Thunderhawk’s newly-
implemented weapons as play-
testing draws near.
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BUDGET TITLES UNDER £10

TOP TITLES

1 Play 30 Soccer ... £16.99 £16.99
Half Mag Upgrade + Clock  NIA £20.00
30 Comatruction Kil........... £26.00 (2509

Back o e Fulure 8 ... 1599 £1599
Back % fhe Golden Age ... E16.58 £16.59

Bandil King of Ancient China£21.99 £21 98
Barbarian Il (Prygnosis) .... £16.99 £16.99
Bard's Tale lll _..._.... - E16.99 £16.90
N ,E22.00 §2290

. E16.59 E16.99

£14.90 £14.50
... £16.99 £16.99
£19.90 1000
E1699 £16.08
£1699 1699
E16.99 £16.99
£19.99 £19.00
B4 1499
.. E16.99 £16.99
£8.00 £9.00
£1599 £15.99
E1699 £16.99
£1599 £1599
. E15.99 £1599
EV6EE E1690

ST  AMIGA TOPTITLES

- B1686 E1650  Epic .o ienicaicsne

E14.99 £14599  ESWAT ... - E16.99 £16.99
. E16.86 E16539  Bumo Superieague ........... 1495 £14.98
. £18.86 £18959  Eye of the Behoider ... £19.99 £10.99
.. £19.96 £1998  F15 Swike Bagle |l .......... E18.99 £12.50

F16 Combat Piol _

1) AMIGA
£14.99 £14.99
o E14.86 £14.55
E16.99 £16.99
E1699 £16.:98
e E16.99 £16:99

e 1999 E'Ii.ﬂ
E1098 E10:98
E16:98 £16.90
o E16.90 E16:99
. FIBS9 1690
o E16.58 E16.99
. E21.99£21.90
- E16.99 E1599
o E16.90£16:99
... E18.90E19.98
.- E15.88 £16.99
e EIT.00 £2T90

Kick Off 1l (5 Meg)

.. E21.99 £ .59

. E14.50 E1458

.. £16.99 £16.90

.. £18.99 £14.99
... E1599 §1599
. £16.99 £16.99

Kick Ol (1 Meg) ... £1588 £15.09
. £1199 §1158

- EIBSE6E
.. E1659 £16.99

e £19.99 £19.99
. £1599 1599

E16.99 E16.00

- F1583 £15.99

£19.00 £19.90

£16.90 £16.90

. £14.88 E14.88
- £21.98 £1.99
. E18.99 £18.90

. E16.59 E16.90
- £15.88 £15.90
. £14.90 1499
. £21.58 £1.98
- £14.98 £14.90
£20.50 EX).00
- £14.99 £14.59
E16.58 £16.00
. £13.90 £13.99
- E14.00 1490
. £14.90 E14.99
. E16.99 E16.00
. E19.90 £19.90
. E20.98 £20.99

. E16.98 £16.90
e E15.99 £19.90

£14.99 E1499

. E1GI9ENEN .« E1599 1599  Space Quest IV 26,00 £6.99

.. E1690 E16.99 . ENS89E1580  Spesdbal |l ... E15.90 £15.99

. S Ens . BS99  Spndizy Works £16.90 £16.99

. 1599 F159 o B0 E1498  Spt of Excaiibur .. M99 £20.99

3 . 1998 1999 . EI438 R0  SwarConfral ... . E16.80 E16.99
....... £1999 £18.99 E1699 E1690  Star TrekV . .. E16:99 EN6.99
. B Enm w BSR4 Srider]l ... .. £15.98 E15.99
E16.59 E16.99 E430EI49 SuperCansll ... £15.80 E15.99

. E1580 f1598 . FIG20 1690  SuperMonaco GP ... E16.90 E16.99

.. E1699 (1658 . B9 E1499  Super OF Road Racing ... £15.99 E15.99
El699 E1650 L EISO0 1580  Supemacy ... £19.99 £19.99

. MBS HE® . E2BBE280  Switch Badell .. .. E1590 E15.99
EI589 51590 . FIGBOEIE90 SWIV ... . £1590 E15.99

.. E1990 §10.09 . B0 Tean Suud - E15:00 £15.90
—h YA o EI4S9 1490 Team Yarked ... - 1980 E18.98
e EVGBGEIG0G - EIES 1690  Teenags Mutan Heroes ... £16.00 £16.99

= - E16.98 E1688 Towl Drive il oovcoeviriaanee £15.90 £15.99

. E16.98 E1658  Thair Faneat Hour .. .. E19:98 E19.59

- E16.80 1690

. B16.99 E16.56
- E14.58 E14.50
£1590 £15.00
. £10.96 £19.99
- E10.80 £1990
- E10.80 £19.50
. El458 81458
- 16859 1990
. £19.56 £19.98
Wrath of Demos _............. £16.90 £1990

- 1690 £1699

.. E16.:50 E16.99

e ——— — — — —— . S — — — — — —

- £1699 £1690 Golden ol heAziec ... §1599 £1599 MUDS . $1599 £1590 £16.90 £1690
POWER PACK EDITION ONE MIND GAMES
Marion 2, TV Sports Footbal, Blocsdwnyeh and Lafmbard aly Dounda Dragon, Xenon, Gemin Wing and Sioeorm Black Tigar, Sivicer, Forotien 'Wirids and Ghouts and Ghos! Auwieriitz, Winkerion, s Confle! in Eungps
ALL FOUR GAMES FOR ONLY £14.99 ALL FOUR GAMES FOR ONLY £15.90 ALL FOUR GAMES FOR ONLY £16.98 ALL THREE GAMES FOR ONLY £14.98
e mT:T : SOCCER MANIA HEROES BIG BOX
Kyboa, Tootn Faniball Manager 2, Gazza's Soccar, kitroprots Sooce r { Capamin S, Saied Curw, Tesrmgs Cusen, Bubbls PLs, Tr T P
v Dragon Spin and Feoibail Mavager 2 Wirld Cup Ediion Tli“‘““'"“*'w"”m““ Mo, Porpn S D, Krypios Eqy, Ay, Buf,
ALL FIVE GAMES FOR ONLY £15.98 ALL FOUR GAMES FOR ONLY £16.90 s 2ot et ALL TEN GAMES FOR ONLY £16.00
T Chic W.Hi::uBlL:p'm Highwiy Pavdl 2 AT FIST OF FURY
Bio Challengs Ks, Voyager, ard R-Typa LT i, 1y . Aherturrer, Double Dragor, Oparalon Wof, 5 Baiman i Srint, Minja Wamsr, 0 D
ALL FOUR GAMES FOR ONLY £14.99 P47, Carter Cormand wnd Femar Formula Ona Cnpat Crusslar mu“:%ammk;run OMLY £16.00 :
ALL SIX GAMES FOR OMLY £17.9% ALL FOUR GAMES FOR ONLY E17.99
' CHALLANGERS
RobaCop, Ghosibusiens 2, indiana Jones, Baiman Kack OH, Super S, Fighier Bomber, Gresi Couris ; P TR : g
Movie werl Shuniear Raoer Ha Drfvifi, Chase HO, Powsrorid and Turtso Oulrun Kiared Baasl, Ruinbow land, X Cul, Crase HE, Tumican
ALL FOUR GAMES FOR ONLY £17.99 ALL FIVE GAMES FOR ONLY £17.98 ALL FOUR GAMES FOR ONLY £15.98 ALL FIVE GAMES FOR ONLY £17.99
MASTER MIX FLIGHT COMMAND THE WINMING TEAM
Super Worderboy, Turbo Ourus, Dynsswita Dus, Eiminaior, Siriks Forcs Harvier, Lancasior, F.‘FI-EI:lWS it Escape from ool Mormiers, APE, K,
Thunderisiate and Crackdown Sy Fox and Sey Chasa Naron, Caplsin Blood, Crazy Cars and Arcanoid R
ALL FIVE GAMES FOR ONLY £16.99 ALL FIVE GAMES FOR ONLY £12.09 ALL FOUR GAMES FOR ONLY £14.50 ALL FIVE GAMES FOR ONLY £18.00

Please make cheques and P.0.'s payable to Eagle Software. P+P is included in the UK. Orders under £5 please add 50p P&P per item. Europ-a pluasa add £1 per item.

| Elsewhere add £1.50 per ftem, Naime:
I Computer Date Address:

Title Price
| Price
| Price Postcode: Tel:
| Pf!“ Card No:

Price

] 04 Total Access[ ] Visa[[]  Cheque[] P.0's [:I
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UR UNIQUE REVIEW FORMAT is
designed to provide you with
essential buying information clearly
and concisely. Following the reviewers’
comments, the games are left to speak for
themselves. Relevant screenshots illustrate
the game’s features, while the ratings, price,
and release date are encapsulated in an
easy-to-digest form. What more could you
possibly ask for? An explanation? Okay...

THIMNGS ARE IM full swing now
that the new team is up and
running. 5o, even though wa've all
bean busy, wa'va still had time to
indulge in a little extra-curricular
games playing.

CIARAN BRENNAN
Cur Ed's been doing Elf to death,
but hasn't had much time to play
'owt else because he's been
playing lots of footie in his brand
new long Tottenham shoris (come
on you Lillywhites!).

GARETH JONES

Gareth gets this month's Mr.
Exciting Award (we don't think) —
he still hasn't managed to drag
himself away fram Kick Off 2,
except for the odd game of Crystal
Quest on his Mac.

LAURENCE
SCOTFORD

Laurence has been keeping a low
profile this month, but he's bean
quite impressad by Elactronic
Zoo'sThe Ball Game and

Megaphoenix brought one or two
nostaligic tears to his aye.

PAUL PRESLEY

Ever at the culling edge, our Paul
has been jumping around in
Swilchblade 2, while Manchaster
Linited Europe has been a
temporary Kick Off 2 substitute.

JOOLS WATSHAM
Apart from playing the fool, our
paintball hara Jools is still
struggling to finish Operation
Staalth, but he has found time to
mankeay around with Toki

HEATHER PERRY

Finally Heather was caught
indulging in & surreptitious game of
Kick Off 2 when she thought
nobody but her opponent was
looking.

GORDON BARRICK

Games veteran Gordon has been
gatting his digital kicks from Hero
Cest, Toki, and The Kiling Game
Show.
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Jools Watsham becomes an unlikely hero as he pulls on his
fur coat and tramps the undergrowth in this long-awaited
coin-op conversion - but should we really give a monkey’s?

OKI 15 A HEROQ, a square-jawed, all-round nice guy and, of course, he's in love with a
Tbeautiful girl, Miho. She's the apple of his eye, music to his ears, the beating of his heart,
the sweet smell of primrose - and she cleans up every Tuesday.

But there's a cloud on the horizon. Bashtar, an evil witch, is jealous of Miho, but she knows
that she can't get rid of her as long as the great warrior Toki is in human form. So the
villainess does the obvious - she cowardly turns our hero into an ape and runs off with Miho
in her clutches.

Toki's no nonce though, and he's not standing for this kind of behaviour. He decides that
his looks won't be enough to hinder him on his quest ta rescue his beloved. 5o despite his
outward primate’s guise, he sets off to get his gal back and give Bashtar a good hiding in the
process.

: ]
BEGIN YOUR QUEST in the great outdoors, an environment which is literally

| yourself in a labyrinth of caves.., :

through the air and
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THE SECOND
SUNNY
LOCATION is the
ool Lake Meptune,
but things start io
heat up when vou
come across the
baddies. Waorst of all
is the fish king who
sends schools of fish
after you - not only
do vou have fo fend
them off, you alsa
have to finish off old
tishy chops himsclf!




-«

IF YOU'RE SCARED of the dark, vou'd better skip the Dark Jungle, as
it's... dark! Not only that, it also has some unthinkable creatures lurking
in it, just waiting fo jump on you.

\/
REVIEW

THERE ARE A
MUMBER of extras to
collect on the way,
including the helmet
{which unsurprisingly,
prodects Toki's head)
a wailch which
provides a litile extra
time and an extra life
(collecting 30 coins
alen gives an extra

life).

WHEN A GAME HAS AN APE as its
hero, you'd expect the whole
affair to be a bit strange, but in
fact the scenario’s the only really
odd feature. In terms of gameplay,
it's all fairly standard stuff, mostly
running, shooting, dodging and
the like, but there’s great variety
in there and some of our hero's
unusual actions (swimming,
climbing, riding on trolleys and so
on) all

helptomakeit AN enjoyable
IF YOU'RE AN ULTRA COOL stand out from conversion

DUDE, you'll love the loe Palace, the current crop

Q
4
e,
=
]
€
e

3 KB | _ especially whea you dive into the icy  [S R, that's as
THE CAVERNS OF FIRE is a real hot spot, $0 hot in cool water and defeat the squid and i
fact that it gives you blisters on your hlisters, It also its babies. That's not all that's in conversions. Tha Ia ab’e as it
invalves a maze of hifts, on which vou go up and store for you though, as a nasty litile main man {I'.'H" p y
down dodging and weaving - and, of course, spitting bird circles youw, spitting fire! should that be is pretty
at your cnemies. “} Tﬂ” h
II.UIHE r L

AFTER YOUVE
BEEM throwgh
the heat of the

Caverns of Fire,
the cold of the
Ice Palace and
the scariness of

the Dark JLI.I!I}:IL‘.

vou'll be glad o

know that there's
a |||."-|1I|'|.I \IHHL'
comin up. The
Colden Palace
starts off with a
coecel Hloor 1o
walk on, but
then there's a
troslley ride to
take, Jump and
duck to dodge
thie spiked balls,
Then prepare
vourself for the
final conflict with
Bashiar.

a lovable little fellow. The way he walks,
e e CHIMBS and spits adds instant appeal

Ta—— i - and the good news is that the

== appeal lasts well past the first few
levels. This could be because the
gameplay is so well balanced,
® hecoming gradually harder as you
== get into it (which is exactly the way
= it should be). People tend to

underestimate the importance of
- appropriate in-game music, but
when, as here, it complements the
. @ action perfectly it can add greatly to
i’ the game’s appeal. Okay, Ocean had
"% "4 a good coin-op to work from, but

—wam

"™

—_— =% that doesn't alter the fact that this
T s _is a hugely enjoyable - and addictive

#lg‘ - game.

Jools Watsham
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Hughes, Irwin, Ince, Bruce, Pallister, McClair, Robson, Webb, Shhrpe... all
of these and more pull on the famous red shirts as Krisalis celebrates

the Red Devils’ triumph_ant return to Europe. _

MANCHESTER

INCE FEBRUARY 1990, when
s Krisalis unleashed Manchester

United on an unsuspecting
world, the company has received over
4,000 reply cards from a grateful

public, many of which included
requests and suggestions for a sequel.

D
D

Manchester United Europe is just that
- and is launched to coincide with the
Red Devils' own victorious return to
European competition.

The gameplay has been radically
overhauled since the first release, the
most notable difference being the
revised control method - essentially,
there are now three different ways to
kick the ball around the pitch. Simply
tapping Fire sends a pass in the
direction you're facing, while holding
down Fire while running allows you
to then select a direction to shoot in
(the player will continue running in
the meantime) and ‘aftertouch’
allows for all sorts of banana shots,
chips and so on.

Also, not only have all three major
European competitions been
incorporated, but Krisalis has

and kits for every main European
teamn involved. And that's quite a
few!

THE EVER POPLULAR side-on perspective
gives a fan's-eve view, with all the players
commectly numbered for easy identification.
The full range of moves is available; diving
headers, banana shots, sliding tackles,
crunching fouls, arguments with the ref, eary
baths...

v & g
’ﬁHARE";-‘; o -
7 WHEN THE BALL HAS GONE out of play,
e restarting couldn't be casier. Aim with the
cross-hair, shoot, kick or throw with the
button and carry on with the game.

~ & FIVE THINGS YOU NEVER
KNEW ABOUT THE RED DEVILS

1. United’s first F.A. Cup win was in 1909, against Bristol City. The score was 1-0
and over 70,000 fans braved the winds and rain that battered Crystal Palace’s pitch.
Z.In 1915, United won a relegation-saving battle against Liverpool 2-0. Mobody thought
anything of the result until a number of bookmakers started claiming that the match had
been fixed. An investigation was launched and proof was uncovered that, several weeks
earlier, three United players, four Liverpool players and a Chester player had agreed to
fix the match, bet on the scoreline and made a tidy sum. All players were banned for life.
3. 1958 marked one of the most tragic points in the club’s history. Returning from a
European Cup match against Yugoslavia's Red Star Belgrade, the plane carrying the team
crashed at Munich airport. Eight players died in the crash and manager Sir Matt Busby,
though critically injured, pulled through after a life-or-death struggle. Many of the
surviving team members were too shaken to ever play again and when they returned to
Old Trafford two weeks later only one member of the original team was in the line-up.
4. United's highest ever win was in 1970, against lowly fourth division side Northampton
Town. The score was 8-2, with six of the goals coming from the legendary George Best.
3. In 1982 Liverpool striker Peter Beardsley proved to be one of United's most costly
mistakes. During a match against Vancouver Whitecaps (Beardsley's second club) the
Newcastle-born striker scored two goals and caught the eye of then-Manager Ron
Atkinson who immediately bought his services for the princely sum of £300,000.
However, Beardsley's one and only performance for the club didn't even last 90 minutes
- he was substituted at half-time in a Milk Cup match against Bournemouth, then
returned to Vancouver for £250,000.
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10. HARK HUGHES

"LET'S SEE THAT ONE AGAIN BRIAN,, "
Alfter a particularly memorable goal (or a traly
spectacular miss), press F10 to put vourself
into action replay mode to relive your glory
{or, should you choose, your misery). The
speed can be altered to suit your particolar
taste and anything exceptional can be saved for
posterity on a blank disk.
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1 GOAL CIHERTE

WHEM THE BALL EVENTUALLY hits the
back of the net, your players occasionally take
the time - in true Gazza style - o lap up the
praise of the adoring crowd. But shouldn't the
Lee Sharpe shuffle have been included too?

coloured card collection: first you get to see the
vellow one, then if you're really lucky, you sec
the red one. This also means that can go inside
for the rest of the match - and you might even
4 he called names in the following morming's Suon.

ALL THREE EUROPEAN competitions can
be entered: the UEFA Cup, the European Cup
and the Cop-Winner's Cup. And should you
come out tops in these, it's on to the
European Super Cup and the Wordd Club
Championships (against the South American
champs).

HACK A PLAYER DOWMN while the ref is watching and before long he'll introduce you to his

ALTHOUGH EVERY PUBLISHER who

, Manchester Lndted BI85

L
a
?’;ﬁ Safiey : tries to better Kick Off 2 is up
'] - - -
%‘i‘éu’k:ﬁ?é g against it right from the start,
£ 1TH1
Fyan Gigas , Krisalis has come up with what

Laa qn:l;!rl §
aytar e
Ariras 3

may provide a welcome alternative
to the greatest football game of all
time. There are a surprising number

Q
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=
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-
-

$ of people out there who don't
: ; actually like Anco’s classic (some
banne Hsiis s complain about the ball control
: being too hard, others that it's too
U e bl fast!) and quite a few who are

which players to field. To help out, records
are kept of how many goals a player has
seored, how many fouls he's commited and
how strong and fit they are.

becoming a little bored with the top-
down classic - if you fit into either
category, then this may just fill the gap.
Its strongest asset (apart from the name)
is the feeling of complete control that's
generated throughout each match. The
three different ball control methods may
seem confusing at first, but once you get
used to them, you won't find a more
effective method of playing football on a

mmpute r. That said though, the gameplay

s A polished and
~ playable
alternative to

plt-:llht

st
thesmat  the one and
side, which only...
makes the

~ action seem somewhat cramped: all too
n!tln you find yourself gearing up for a
~ great shot when a defender suddenly
snatches the ball from you before you
finish the jnystldt manoeuvering (Mark
« Hughes has never had that
A problem!). After a goal is
scored your players will often
enter the celebratory ‘praying
to the gods’ pose, which takes
- too long to finish and breaks
- the flow of the match. Krisalis
heralds this as a mixture of
. arcade and management skills -
but the only management
skills involved seem to be in
selecting which players to use
' in each match and which
formation to play in. 5till, as an
arcadngamiltdoc:dallmﬂmgmds it
may even go down in history as the
second best football game ever.

Paul Presley
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WHEMN A TEAM INCLUDES the brilliant bt
brittle Bryan Robson, a good line up of
substitutes is essential. Should an injury occur
(or if you just want a change) one of your four
subs can be called up to take the field. Press
the button and he'll stant to warm up along the
touchline until the play siops again - then,
hold up the desired numbered card and the
players swap positions.




PRICE
£24.99

ouTt
NOW

OVERALL

(NCE THE ALIENS
are inside the
Beacon, life tends to
become a
nightmare. To stop
things getting that
far, vou could
always don your
spacesuit and attack
the Plasmodians
from the outside

[ helow).

Life in a motorway service station is hard, especially
when it's far out in the void of space, about to be infested
with green alien slime,

O FLYING OFFICER TWEDDELL it had been a small

l joke. To Admiral Sir Jarrald it was a source of

major embarrassment. While the Admiral had
been delivering a speech on the importance of sleep to
the troops of the Fleet Command, Tweddell had muttered
a small comment that was picked up by the surrounding
microphones and broadcast to the rest of the watching
crowd.

In a spate of angry revenge, Tweddell was transferred to
active duty on Beacon 04523N, a lonely space ‘lighthouse’
out in the middle of nowhere, populated by two other
servicemen (both in suspended animation) and a host of
technical droids.

Mot long after Tweddell started his tour of duty, he
discovered the imminent attack of a race of aliens that has
caused the destruction of other Beacons in the nearby
area. The aliens, blobs of green slime named Plasmodians,
appear to feed on the station itself, causing its auto
destruct mechanisms to start functioning.

Mow, as the Plasmodians approach, Tweddell must
prepare to defend the Beacon against the attack, with
only the droids, four Battlepod space vacuums and a
Plasma gun as his weapons. And as if that weren't
enough, he also has to try and keep the Beacon's
navigational bulbs from overheating and causing an
explosive chain reaction.

Remember, in space, nobody can hear you get slimed.

1§ 1 @, [

ASIDE FROM THE GENERATOR ROOM, the four bulbs are
the most important arcas on the Beacon. Their heat levels have
to be monitored to prevent a el telomwn. un'i:l:r'll!l.‘lll."}'. as the
Plasmodians attack, these areas tend to heat up pretty guickly,
so making surc they are constanily guarded is a good idea.

| INEPECTING STORES ROON FOR
PLASNODIANS, CAPTAINE

ik B

= S, )

THE STATUS OF THE BEACON is monitored from this map, areas that are infested with
Plasmodians are shaded cither green or yellow {depending on the level of aliens). Your army of
droids can be issued commands from here, which you can then watch through the use of the
tracking cameras that follow them aroumnd.
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TWEDDELL mect with

officers will be revived

SHOULD

an untimely end, one
of the remaining

to continue the fight,
as there's only enough
air on the station for
one human at a time.
M course, if that
human is killed, he
turns into an
unstoppable green
monsier with no such

restrictions, h -

THERE ARE CERTAINLY A LOT of big
names in Wreckers’ credit list
(well, big to those of us old
enough to remember them).
Denton Designs, Dave Whittaker,
Herman Serrano and Warren Cann
{of Ultravox fame). With such a
wealth of talent working on the
same game, you'd be forgiven for
thinking it'd be something pretty
special indeed. And there's
certainly a great deal of potential
here, the concept is a good one, the
quality of the graphics and sound are
good and the attention to detail is of a
high enough quality to make you look
twice. Unfortunately, you're not given
time to appreciate any of this as the
aliens seem to attack straight away and

22
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THE WORD

before

to the ::e:saa':ywt Bags of

areas to respond -

Rkt the shis: hi potential,

already been taken 1€t dOwWn

. The sub-ai u

ower Tesibaim < ichtly by,

the bulbs from of a "

overheating and ;i

the ship running thingsl too
I oothly i

el T

mienthat it action

deserves and

usually only serves to confuse the already
tricky issue of killing the aliens. This in
itself is difficult to get used to as the
isometric view hinders more than it helps,
making aiming a very finicky process.
Make no mistake, Wreckers is a very good
game - the pity is, it could have been a
great one. .

Paul Presley




103a St Johns Hill, Telephone:
R

E::Pd]:::lméwu 15Y [E PHANTASTIC GAMES | VISA ‘ 071-738 0617

200 yrds BR Clapham ST. 16 BIT SPECIALISTS : 24 Hours
Title B PurPrice ||| -p——— 1 --IW | OYSTICKS PRICE
30 ConstructionKit ..... Special-£31.99| Megatraveller1..................... £23.99 ]
Armour Geddon .................... EXEERMBIS o ol e L e e — £8.99
MO o vt v £17.99| MetalMutant ............ Special-£15.99| CrUISBrAUD ....vvvsvrir s £9.99
BeastBusters ....................... £17.99| Moonbase .................ceennee e E17.99| SUNGMAY weonrine sttt £11.99
Bill & Ted'sExcellentAdy. .........£17.99( NavySeals ............... Special-£15.99| StNGrayAUlD ... aensases £12.99
BladeWarrior ....................... £17.99| PGATourGolf ......vvevevnveranns | T B et e s rassn ssess s assn e £11.99
Brat it siin .. Special-£15.99 | Premier Collection ................. ST VT T e e S £13.99
CardinaloftheKremlin............. E16. 991 RBl 2ozt ol o abdaninagin s i e B x50 o sonsosusssseossunes £0.99
T e S £00.00 | Railroad Tycoon ......... SPecial-£24.99| SneadiiNGALLD .........eswsrsmsesssmsssssrsessssassssssssassseranssns £9.99
ChamplonoftheRaj................ E1L 99  R=I¥pBL .o ocoiee e SRR HD
ChuckRock .............. Special-£15.99 | SecretofMonkeylsland ....... Special-£15.99 | [RF-XzIsNVTNz]= PRICE
CrystalsofArborea.................. £17.99| ShadowDancer ......... Special-£15.99
Oybercon3............... Special-£15.99 | Spiritof Excalibur .................. D aimemetmite T e b e
DasBOOL L, it OO0 | SheE Rl i b R £370
EyeoftheBeholder ... Special-£21.99 | Stormball ................. Y £17.99| YeMBOEXDANSION ..ovvvvvnvrsirnisrrisimimnsisssssssscsssones £34.99
Flightofthe Intruder ...............£17.99 | Stratego ...........ccooveeeeeneennn. £17.99| VeMEGHDM oo, £44.99
GalacHGEmMPIre. ... i oo BT 99 | SUPRIBAISE oo i £17.99| “=Meg+3CinemawareTitles ..........cooirciciniianne. £54.99
GEM-X.....co.covvvvirenrnnenrnnnnn.. £17.99| Switchblade?2 ........... Special-£15.99| AmigaDrive + 4gamMes.........ccovvvmnnninns £74.99
GOMIGIRADY vovas i cerasrvinssionasnse £17.99| SuperMonacoG.P. ................ £17.99 FTW
Heroquest ............... Special-£15.99 | Thunderjaws ....................... £17.99 WE ALSO STOCK 8-BIT SO ARE
Hill StreetBIUgS ..................... £17.99 | ToKi................. ExtraSpecial-£14.99| ST, PC, NINTENDO, SEGA, MEGA,
Hydiicis Sa (aeladan s P ROAINGD .l e £25.99 & R.P.Gs
LactBaliie - e B A I TR, £17.99
Lemmings ............... Special-£15.99 | Warzone ...............cccceviennnne £17.99
LordsofChaos ..................... £17.99| Wonderland ........................ £24.99 071-738 0617

All softwa ardware is subject to availability. Please state format when ordering.

Titles not available will be sent on day of release. Please allow £1 P&P on software £5in H/W,
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- 8@ re3
aEE =l

- == ™ o e
1] E o= [
Commodore C.D.T.V. (Plus 3 Titles) £599.99 EE

Includes:- CDTV Player — Remote Control Handset —
Disk ‘Welcome — A Guide to CDTV" with Caddy
Instruction Manual
RF & Audio Connecting Cables
One Year Warranty
Two Other Titles:-

Hutchinson's Encyclopedia
Lemmings
CD Remix — £29.99
Music Maker — £34.99
Battlestorm — £29.99
Falcon — £49.99
Wrath Of The Demon — £29.99

!
COLLECTION AND DELIVERY SERVICE
WEST MIDLANDS AND NORTH WALES
Some of our 2000 titles
UK MAINLAND ONLY
SEND FOR OUR LATEST LIST
Telephone (0922) 725832

* FIXED PRICE REPAIRS e.g. AMIGA PSU

RING US FOR A QUOT

Intronic Software
The Midlands Premier Mail Order Software House
R/O 234-236 Stafford Street WALSALL West Midlands

Post and Packing FREE on orders over £10.00

AMIGA SPARES * AMIGA ADD-ONS * AMIGA REPAIRS

GODS
WONDERLAND
MAGIC LAND DIZZY

|

o K PIy?
Commodore 500 Standard Pack — £329.99 FREE PD"
Commodore Amiga 500 Scrcen Gems Pack — £399.99 RING FOR FREE INFO PACK!
‘ommodore Amiga 500 ‘Class of the 90's — 2 PR e A R R e T e
Commodore Amiga 1500 Computer + 2X3%" Floppy Drives — WHAT HAVE YOU GOT TO LOSE!
£699.99
Freepost DC 574, Doncaster, South Yorkshire, DN5 8BR FREEPHONE 0800 252 623
Send for our catalogue for all your role-playing. L i
Games and computer software for the Atari 5T, ",umm E Or (051-924 “200)
_ r(
Amigu, C64, PC, Spectrum, Amstrad, e
Segamaster & Mega drive, PC Engine, Super - il LW (24 HOURS)
Famicom, Game Boy, Game Gear and

Nintendo and Console games and miniatures. : e
Or Post Free To:
Send £1.00 for your catalogue which is redeemable on your first purchase g i g .

UNBEATABLE PRICES,
FREEPOST, LIVERPOOL, 123 0XH

0302 786135 (24 hour ans)




Fast, frantic and frustrating. No, it's not The One’s office, but Core’s
t’ ;
REVIEW | new_shnn gm up

FRENETIC
Core Design

PRICE
£20.99
ouT
NOW
GRAPHICS

OVERALL

11%

T YPICAL, ISN'T IT? Just when you think you've found an

answer to the Greenhouse Effect, along come some

srmart-arse aliens who spend the next two centuries
hammering the hell out of the ozone layer. Now, in the
23rd century, the Earth is coming close to exhaustion
thanks to the attacks from the planet Mozone (ho ha),
and air conditioning manufacturers are making a mint.

The human race's only hope is to find a new planet with
an intact ozone layer and start again from scratch. Two
scout ships are being sent to clear a path for the mother
ships carrying the people from earth. These gigantic ships
have been constructed from all the scrap metal that would
otherwise have been left behind {about 90 per cent
portable air conditioning units and 10 per cent Robin
Reliants).

But before the mother ships can safely orbit the new
planet, there are eight space gates for the scouts to battle
through, each having different aliens and environments.
Guess who's been volunteered for the mission... Yep!
Yours truly. Good luck on your mission. You might not
survive. You may miss loved ones. But remember, you're
doing it for the human race (barf).

LEVEL 3 - THE SPACE STATION is like something steaight from Star
YU TAKE CONTROL of a Wars, Flame throwers and cannons abound here, as well as the usual
frenetic ship (left). Guide it plethora of tedious space ships and litile droids.

through the meteorite storms,
rofating spheroids and snake-like
aliens. It all sounds a kit daunting,
but you're treated to many power
ups on the way, so blasting is
made casier.

LEVEL TWO (right) is in the
‘biological' mould {groan). The
swarms of small aliens should
please the trigeer happy among
s, while the intestinal
background is enough to pat
anyone off their lunch!
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AS WITH ALL shoot
‘'em ups worth their
salt, there's an end of
lewel alien for vou b
toy with. On level
one, you're greeted
with a ship which is
dispuised as a planet.
Bizarne!

THERE ARE FREE
power-ups (o be had
at the beginning of
each level, and
others drop down in
shells throughout the
game, Just shoot
open the shell, and
the power-up is
yours. Expect classic
stuff like lasers and
multiple shois,

TO LENGTHEN THE APPEAL there's a two player mode to have a bash at. Simultancous
flying is more fun, because the enemy is wiped out much more quickly,

REVIEW

A COUPLE OF vvergrown crustaceans greet you at the end of level
two. They circle around you, continually spitting bullets. The only way
to defeat these squids is (o follow their footsteps (or should that be
tentacle steps), by going round behind them and shooting when they
alide above you, Easy eh? Erm... no!

IF YOU FOUND ihe other end of level aliens easy (fibber), vou'll

definitely find this one a challenge. The mother ship hovers from side
to side firing lasers and bullets in all directions. Both side cannons can
be shot off, bt to finish it off, the main by needs to be demolished

CORE HAS EVIDENTLY TAKEN a leaf
out of Psygnosis’' book, as you'll
see when you witness the great
intro sequence. 5tart playing the
game though, and you'll wonder
where those impressive graphics
have gone. The in-game pictures
just don’t come up to scratch. The
sprites are not particularly
original, and not very well drawn,
while the background graphics are
repetitive and far too fussy. It's all
too easy for the action to get lost
against the unrelenting detail of the
backgrounds, and as a result it's hard to
know what's where and who's shooting

who (especially in two player mode).

-
o
O
=
bld
- -
[

Although the

.nmsll:lzqulu A tolerable
pleasant, it .
i blast - for an
up for the hour or so!
rather weak

graphics. There are no brownie points
gained on the gameplay front either.
Frenetic doesn't really make use of any
new ideas, and in the later stages it is
-merely frustrating rather than
challenging. There are plenty of power-
ups, although some of them are pretty
useless. For example, you can collect a
side shot that is quite handy, provided
you want to hover on the left hand side
for the entire game that is - it only shoots
to the right! When you add to these
complaints a jerky, flickering scroll and
stodgy ship control you don‘t exactly have
a recipe for a classic game.

Jools Watsham
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the clock.

PREHISTORIK
j Titus

£25.53
. OuUT
NOW

ki

e

o
1

o
i
b

5

INMER TIME IN THE STOME AGE could mean
anything from 10-foot dinosaur spare ribs to a
bowl full of stir-fry insects. But when the food
runs out and the only things left to eat are
other people, it's time to take some drastic
steps.

In Rik's case, this means
fighting almost every living
thing that looks like a
potential entrée for
tonight's menu. As the rest
of his tribe stomp off in
different directions, Rik

ONCE AN
AMIMAL has
ventured from its
domicile {and Rik i
has seen to it thar §
they won't return) [
he can enter the
cave and search

insice though

Uy e f
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for extra food, bonuses and weapons. Watch out for the various nasties

HERE'S RIK'S CHANCE to jump into the lake, !'law: a quu:k swim and collect a few
| bonuses while he's at it. By accident or by pure instinct, he'll find these hidden screens,
| Some are where least expecied (beneath the dangerous piranha perhaps?).

With so many platform games currently available, a fresh idea is as
exciting as the invention of the wheel. Titus gets fresh by turning back

ARMED OMNLY
WITH HIS CLUE,
Rik sets out on the
hunt, but clubbing
every creature he
comes across is only
half the story. When
thev've been
rendered helpless,
Rik can turn them
into his dinner
quiclu:-r than a
microwave on heat,
simply by jumping
o them.

o 5D 2 €L

o ;-"- ; 3 1‘ -_-i:'l : :' _. 4 o
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picks up Anticus, his trusty club, and prepares to hunt
across four levels of primitive self-service restaurants.
Wandering around collecting food is a hard encugh life
for the average caveman, but Rik must also dodge the
various obstacles that block his path if he wants to reach
the end of each level
intact. He'd better
make sure he has
encugh grub to
keep the hungry
hordes happy too, or
it will be Rik Risotto
on the menu.
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atmosphere,
but that in

itself isn't
enough to
make you

attempt to
jump on

IF RIK GETS TIRED of walking around he can always hang onto a bunch of balleons and float
| away. This might sound like a breeze, but it isn’t. Deadly fish are continually jumping op and

tryimg to nibble at Rik's
toes, so navigational
skills are needed here,
or else you'll end up as
fish paste.

come back for

Prehistorik is
definitely an

BEING A STOS CREATION, you
wouldn’t expect Prehistorik to be
in the same league as a top-class
game like Chuck Rock. Well,
you're right. Horizontal platform
games have been done many
times before, so to stand out from
the rest they have to be pretty
good. Unfortunately, this one
wouldn’t even stand out if it was
the only platform game on Earth.
It has little depth, repetitive
gameplay, a fairly two-dimensional
environment and levels that are too short
to keep your interest. The graphics let the
whole thing down tremendously, being
far too small compared to the size of the
screen. Sure, they're cute, but you can’t
rely on that alone, which is what Titus
appear to have done. The music livens up

Not an
appealing
game, even
for ardent
fans of this
genre

Chuck Rock’s bandwagon, but not one
that is going cause any major upsets
outside of Titus' offices.

THE HOT AND
STEAMY JUNGLE
contains all sorts ol
creatures just waiting
to throw nuis at Rik,
even the squirrels.
This time around the
bonuses are waiting
inside the trees,
guarded by all
manner of strange
inhabitants.

iﬂ:
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THI EhD OF E.l'!.'[_.H LEVEL I:rrml.:'s up the
usual guardian, A huge dinosaur is the
target at the end of level one - hit this with
a few well aimed bashes on his'her/its foot
and the round is yours, Oiher 'delights’ in
store are an armour-plated rhinoceros and
one of the biggest cave-men ever.

BELIEVE IT OR NOT, out in the snowy
Amntarctic, il's pretty damn cold. So cold in
fact that the penguins have to come out of
their caves to warm up! This makes il easy
for Rik to cdub them, despite having nothing
warmer than a loincloth around his
particulars.
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“Up from graves the monsters rising and attacking hero is having to
beautiful girl save”. Bad translations abound in Thalion’s answer to
REVIEW Ghostbusters.

GHOST
BATTLE

Thalion

PRICE
£23.42
ouT
NOW
GRAPHICS OVE MAKES PEOPLE DO all sorts of strange things:
whistle soppy songs while walking down the street,
wear a silly grin, enter haunted forests to rescue fair
maidens from evil monsters... at least that's the effect that
SOUND it's had on the character in this German arcade adventure,

&s it happens, the fair maiden doesn't even know he
exists, but should he manage to rescue her from her
plight, he might be able to convince her what a macho
example of manhood he really is and how spending the

g 5 : 1 ;
C° s PURABILITER st of her life with him would be the best thing that OUR HERO STARTS HIS QUEST for his true love in the heart of an
o - could ever happen to her, Or something. eeric old forest. Initially his only weapons are stones and bombs. As
" o time goes by though, he gets the opportunity fo pick up something
.\"-1_L P mafe poweriul,

e

‘\FI.A\'ABILIT‘I"
: INITIALLY, THIS GAME'S most

impressive feature is its music:
early Jean-Michel Jarre is the best
description on offer, and very
effective it is too. It's a pity the
rest of the game doesn’t match
the music. Graphically, Ghost
Battle isn't bad, it's not going to
win any awards, but the sprites
are very detailed and - most of the
time - nicely animated. But that's
S AN A ST R 1) about as far as it goes - the
EVE EYE, THINGS ARE LOOKING a Beast-ly bit familiar. gameplay is largely uninspired
Unoriginality aside, the catacombs are home to all manner of giant and seems to be a clone of ulrtually every
centipedes and killer spiders, other mk, scroller guing. Waorse than
that, Ghost Battle is riddled with sour
moments that make things very
unfriendly. The annoying lack of a credits
option or level codes (things that are

pretty much
standard in A Cross

aradegames hetween a
these days)

meansyouare [POOF Man’s

sent back to

testrcor Ghosts And

level one after GOblins and
yourthree 3 poor man's

g“f.ﬁum Shadow Of

compiete o The Beast

level there's

absolutely no

incentive to play it again and it just
becomes tedious having to work your way
back up. The controls aren’t much fun
either, being very finicky. The box reads
“Thalion. Sometimes it's frightening.”
After playing Ghost Battle for a few hours
you can see why.

Paul Presley

OVERALL

-
(=2
@,
s
o
2l
e

THE OBLICGATORY cad-of-level guardian is of
the nsnal quality. Bigger than evervone else and
surrounded by fire-breathing dragon statoes
[perhaps he couldn't afford the real things), he's
not about o give up withouot a fight.

BETWEEN EACH LEVEL you're offered 2 K8
glimpse of the overall map. Five levels of
maonsters, platforms and mazes stand between our
hero and his bride-io-he.
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OFTWARE CITY

= Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. B
E Tel : 0902 25304. Fax: 0902 712751

COMPILATIONS

AR —
g.gm|mﬂ;lm _3;2 Mgﬂ? N 13; ; PREMIER GUI.L!I:'I'ID'N : SOCCER MAMIA
m‘h Llrr:tm o 33 :#EUEIZMTWIM g Flimbg's Quset, mﬁm Iwhw&lmnrmhml Fﬂ““ﬂﬂal“ﬂﬂ:ﬂlsﬂlﬂf. Foothal
A.'jwéw “I-ars-'m" 50 mlmmsm 50 17.80 17.50
Advancod st Machine5im ...................... 533 FuHihow Prico) ]
B il LasiMnja2 T PV -]
Alrica ko | New) 1 g mmmwms ,?g
: .7og Lasrnsut Larmy 2499 POWER LR HOLLYWOOD COLLECTION
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Houghton finds out.

How do you cram the whole Indian sub-continent, more elephants than
you'd find in a circus and a jungle full of tigers into an Amiga? Gordon

minute they are the kind of

leaders capable of ruling India for
two centuries, building wonders of the
waorld like the Taj Mahal, and bringing
peace and law to the land; the next,
their empire collapses around their
ears.

This, by coincidence, is just what
happened in India in 1800. The Moguls
were shuffling out of the back door,
leaving the sub-continent to feuds,
rebellions and Thugs. As anyone who's
seen Indiana Jones and the Temple of
Doom will know, Thugs have a habit of
sacrificing people to the goddess Kali,
breeding like rabbits and giving
everyone a bad time.

Maturally, it's up to you to stop them
before they steer the continent
towards chaos: your job is to unite the
warring Indian states and squash the
Thug menace. Historically, the British succeeded in doing
this; in the game you can choose one of six contenders -
Viceroy of the British East India Company, Consul of the
French East India Company, Mogul Emperor, Maharajah
of the Maruthras, Chief of the Gurkhas or Maharajah of
the Sikhs. Take your pick and reshape history...

N EVER TRUST MOGULS. One
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I was bound foysIndia aﬁthe ':'
Viceroy. =

PLAYERS TAKE TURNS and control the game from their own HO)
screein: this includes a map of India, a book with information on
individual Indian states, and a group of icons allowing you to direct
policy against those states. You can hire more troops for your army,
invest in industry (which increases vour income) or buy new weaponry
(w0 that your ireops fight better).

IF YOUR PERSOMAL STATUS IS HIGH,
vou may be able (o settle vour differences
with rival leaders by talking. Bui negotiation
often leads to healthy competition, in which
you have to prove your worth in one of two
arcade sequences. The first of these is an
clephant race (left). As the proverh has it
much prestige is dumped on he who wins, bt
he who hesitates is last,

AS AN ALTERNATIVE to whipping Dumbao
to a frenzy, some opposition keaders will tese
your manhood in the jungle (below), This is
essentially an Operation Wolf-siyle shoot "em
up: aim a cursor at maravding tigers, press fire
o shoot and you should have a shag pile rug
ftor the hallway. Unfortunately, it's spon
abviows that the jungle is full of ‘'em - and
keeping them under control is made harder 1'}1..-
beaters who insist on getting in your way,




GET THIS CLOSE o a tiger and you could face a few days in hospital; luckily, encounters wilh
big cats are rarcly fatal, and the only lasting damage is to your reputation.

IF ALL
DMPLOMATIC
efforts fail, vou can
always try attacking
neighbouring states,
You should ensure
the odds are 3:1 in
vour favour, and
command the
troops }'IHIT'\E" v
you can let the
computer do it, but
sucoess isn't
guaranteed. Moves
include charging,
waiting, advancing,
retreating and encircling, so there's scope for

STATLS IS A VITAL PART of convincing
other leaders thal vou'vre a big political figure.
If you don't want fo negotiate and you've got
wads of cash you can lay on a Durbah, This
involves inviting vour rivals to a festival and
hiring as many elephants as you can afford to
parade past them. The more elephants vou

a variety of tactics, When vou capture a

capital state you have to storm the palace at
its heart: this involves surging up the screen
hawve, the more likely your opponenis are o avoiding enemy bullets and shooting anyithing

join your empire in the fuiure. that mowves [excepl women ),

PR P

ENCOUNTERS WITH THUGS laughing matter. (dccasional rebellions lead to
swordfights with Thug assassins - again, you can control these yourself or let the computer Hghi
for you. You can also launch an attack on their temple: seize the jewel of Kali, their goddess,
and all Thugs will be yours to command forever.

ARCADE SEQUENCES are almost
obligatory in strategy games
these days: the consequences of
your decisions aren't just
calculated by the computer but
rely on a bit of joystick-waggling
as well. They may give strategy a
wider appeal, but the arcade
elements have to be good enough
to maintain your interest -
otherwise they are just a waste of
disk loading time. The sequences
in Champion of the Raj tread a fine line
between being worthless and enjoyable.
They are all marred by weak animation,
poor control methods and a iack of pace,
but they are just about challenging
enough to make you come back for more.
However, the hefty disk-loading time you
have to endure just to
load them in is not so
appealing; and if you
™ only have one disk

e drive, there are half a
dozen disk swaps to
face as well. The game
would have benefited
from an option to play
without these arcade
games, since the

| strategic side is
excellent. The choice of
six leaders (in effect, six difficulty levels),
the option to impress, engage in

diplomacy or
: A good

THE WORD

simply battle
youropponens  strategy

submission, game with
an

e ata some run-of-
el o the-mill
Gosc it arcade
andweaponry  s@CjUENCEeS

are all strong
enough to stand on their own. If you're a

keen arcade games player, there is plenty
of variety but not much challenge here;
however, if you're simply looking for a
good strategy game with some run-of-the-
mill arcade sequences thrown in, you
could do a lot worse than this.

Gordon Houghton
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Puzzle games are puzzle games... right? Ubi Soft thinks not, as it
attempts to breathe life into the subject by adding a new twist. But is

novelty enough?
You gasp as you find that the letter is from the Great B
i i f. It reads like this... P4 TEREE R 1231 H

Priest himself. It reads like thi 'p|jilllll*!"i*i*'iiiil
This is a personal invitation, to you, [

join me, rhr- f'rn=-=n‘ PnEJr u::l'l

\4
REVIEW

o MNE BRIGHT AND ENCHANTING MORNING you find
LINE MW
Dear Mer

yourself sitting at home, brewing a s o get rid of
i
]
i
. i j
Upon each turn of the i i
-

the plague of woodworm that's destroying the leg . 'I)@E] - 'I:I
of your chair, Just then, a letter floats through your door ) -
ble on the isfand of Vardkar, to c ence a

and settles on the mat. You rush over to open it, avc
the festering mushrooms and pulsating toads’ eyes alo ng OHTAL - O

f.n.r hattle and earn the title of Blaster (chief S
gician and Guardian of Knowledge). That L

the way.
ana-t QCCasror W Oraws near.

TO GET TO GRIPS = ";—-
with the game’s = -
mechanics, have a go o

at the 'memory quest’.
This is very simple
once you get the hang % i o -

of it: a pattern appears . . . - A H : . : -
and remains on screen
for 60 seconds (or " 4

until you press Fire) 5= . E L .

wal P ——
F APART FROM THE

during which time if's

up o you o memaorise - BLOCKS that you b s
it. Then, collect the o . ) ;- : i ik pieh Wb e -
required blocks (which are |J.rn'|:||:Li| from the sky) and place them in the grid to reconstruct the w = 4 " R S l &6 i

pattern, This section contains 25 separate levels - complete them all and you're rewarded with

the magic bowl that's required to allow entry to the test of 1L ; :
NEXT IN LINE is the 1 - THE JOKER:

UNKNGKHN winrks a5 a ‘wildeard’,

. $ m 4 y A differeat to the quest n .. " becoming the right block in.
ﬂ - one major respect - it U | . any position,
' Iy il'l\ 111'\'1_'1 a CIeE-an-one . i
# - ttion (spicec 2 - THE RUBBER:
, g T .

help ot along the way:

competition (spiced up
with a spot of i, removes any block that you
gambling). Rather than = 2 may have placed in the

simply competing i ! ’ WO posibion,

against the clock,

bet on yourself fr 1 ! 3 . THE HE'..MH:
i 3 ; provides a quick reminder
against a wizard who is L i i of the pattern
piecing together the {unfortunately this is as
‘ much help to your

opponent as i is

o youl),
IF Cpnent

of all his money and S b - 4 - THE COPIER:
gain the 1,750 gold ust this to duplicate any

picces which are needed . existing block lh.t Y1 may
to enter the test of y b require.

I - but don't flutter ;
- MODE  VOUR JOVSTICK by liend 7T St
P RES 5 mHPE T¢ Ex I T determined |'|.:,- the bl ACTOSS ﬂ'u: pllr ArcE.

amount of money you

bet.
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¢
S REVIEW

STERS

GOOD

TSTAL - 8

oy o AR
-
EACH STACGE IS INTRODUCED by a jazzy theme tune performed by an animaied three-piece
band (check that drummer out!). But don't let the band's antics detract you from the equally
impressive background graphics.
-

TIRED OF TESTING AFTER A LONG ABSENCE, puzzle
YOUR WITS against games have been making a strong

by compuer vt | Wl comeback in recent months -
- i £ e and go f-:n;' it. In two- = there's been Rainbow Arts’

_ _ sovr o e v | el Ragical and Psygnosis’ Atomino -
- . 3 s o sk and even Tetris has put in another

& k i =5 . ; 3 aiming to recreate 3 mﬂtﬂ! SII any pm‘ game

= =. . ""I""'_i‘-' smpibns w that pops its head up at the
o e moment has to be really special to
S % your own half of the I stand out from the crowd -

= = DRI =o' unfortunately Brain Blasters isn't

3 =T 3 really special enough. That's not

B ' > - to say that it’s all bad. For a start
Bl M— e 2 it's got the one ingredient that all puzzlers
S PR F5 N g need - initial addictiveness - and it's also a

simple enough game idea to give it a wide
appeal. However the attraction doesn't
really last the Gitlpig

distance, An initially-
mostly because

: the gameplay is Pla}’able
L 4P worepetitve - pUzzle romp,
o deliver an
. - lasting }' Whos-e
y B = JasSSuns, but attraction
e . . also because
ﬁ ;::r'_" ] J e the difference fa dE‘S a II too
— g - o in difficulty ;
3 e P: 7 between levels ql"c'd.y

hasn't been

balanced properly (it jumps from easy to

F3 F=:SHAPE CoWN next-to-impossible, seemingly at random).
4:GRID UF FEzSHAFE UP :  The two-player game is quite a laugh, but

T OZQRUIT SIERASE this only serves to emphasise the single-

TP id | |
sCCin(m o031 A

....... = s
a "

m
T A
ol L
A0
m

txaR Il I:'f-.'ir-[--ai'i:

B®  player game's weaknesses. Brain Blasters
a4 is a creditable stab at producing a

f- different type of puzzle game, it's just a

| pity that it falls down on providing long-

term fun.

& =

SSURLE IS A

SHOULD YOU FIND THE PUZLZLES too puny for your massive brain, you can always build Jmls watsham
vour own. |he user-friendly editing option enables vou to design any patiern you want, which

can then be saved to disk for later solving.
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16 Linden Gardens, Chiswick, London ¥4 2€Q Fax: 081-995 1325
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ﬂg ALL FIVE GAMES FOR ONLY £15.99 ALL 51X GAMES FOR ONLY 17.99
MUDS. ..., i 15.98
ham 1965-1875 ! 18.89 LIGHT FORCE CHALLENGERS
[, R 14,99 TLLMEW;E&E.SVWWE :ﬂ ?11?: Hick mcﬂﬁ”ﬂ';ﬂm B;rmar. Graat
16.59 FD'.“ FOH 1 niCAr CRr
‘::x ALL FIVE GAMES FOR OMLY £17.99
1409
i FUN BOX FLIGHT COMMAND
1509 Kult Purple, Saturn Days, Hostages and Op Elminator, Strike Force Hamber, Lancasier,
- Mepluine Sky Fou and Sky Chasa
— ALL FOUR GAMES FOR ONLY £8.99 ALL FIVE GAMES FOR ONLY £12.99
14,99
144599
1599 MASTER MIX COMPUTER HITS WOL 2
16.09 Super Wonderbox, Turbo Oubrun, Dynamite Tetris, Joe Blade Golden Path and
I';E Sux, Thunderblade and Crackdown Black Shadow
1io5 ALL FIVE GAMES FOR OMLY £16.99 ALL FOUR GAMES FOR OMLY £6.99
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135945 1299 16895
1699 1699
188 13 s PRECIOUS METAL , FIVE OF THE BEST
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Tumbling and deadly - does it all sound a little ¥
familiar? Memories are likely to come back as Dinamic brings

a back to life. REVIEW

Dinamic
£20.42
ouT
GRAPHICS
SOUND
TS THE EARLY ‘805 and you're in an In the early days of arcade gaming, the Dinamic's Megaphoenix offers the classic
arcade pushing your hard-earned 10p people who frequented arcades split gameplay split into five-stage levels of DURABILITY
pieces into a coin-op that features roughly into three camps: the Space increasing difficulty - there are also a 4
screenfuls of miniature aliens moving from Invaders superheroes, the Battlezone boys number of add-ons for the basic ship to - ':
side to side before leaping down at your and the Phoenix freaks. The first two help the player who gets far enough to he o
ship. You frantically thrust your craft groups have seen plenty of action recently,  need them: the proton cannon, turbo \"'-.J_l-"
sideways, wishing that it could move up but for some reason Phoenix has been laser, additions! turbo laser (imaginative, PLAYABILITY
and down the screen as wall as alona the ignored by those wha like to profit from huh?) and lateral proton cannon give a 3 ‘ b
bottom. Are we talking about Spa-:.; the current obsession with all things old vaguely Xenon il-ish look to the craft, but :
invaders? Nope! The other one... Phoenix. and “classic’. you'll have to battle hard to see them. K g ;

NOSTALGIA’'S NOT WHAT it used to
be, but even so a revamp of the
classic coin-op Phoenix is a
welcome sight - isn't it? Well, yes
and no. The gameplay is as good
as it ever was (the only trouble
being that today’s punter has
seen it all before and his tastes
have progressed slightly), but that
said, this isn't quite the reworking
that it could have been. The first
thing that's changed is... nothing!

A“ nulat S'Epamte& this fm thE‘ THE GAMEPLAY'S (QUITE BASIC - :.|'|4: aliens dive at you and you
uriginal is the shoot them. You can also activate a short-term shield by pulling back on

the joystick (keyboard control is also available iff that's your thing).

the name - but faiﬂy
Jhemielts | drab, trip

usual. The whole down
affair has a sort

of ‘demo-ish’ memory

OVERALL

1% |

a
(=4
o)
=
Ll
ks
-

feel: a flashy l ane
intro leads to a
good first screen with impressive sound
effects, but then it all fades away as you THE MEGAPHOENIX ISN'T AS HARD as it THINGS CHANGE ever so slightly for the
= SENE - | i capuely - gaping hole third and fourth stages: the kamikaze micro-
hEg see the . The roun seems - just hit that vaguely rude gaping 1
" _to ﬂaws ha_ckg ds between ifts claws enough fimes (the manual birds are swapped for a tronpe of penduolating
hﬂp ﬂmplhﬂ:ﬂlh‘, the !‘lrﬂphlﬁ use very quite delicately refers to this as hitting below egps, which quickly crack open to reveal
little colour and, worst of all, it's buggad - the belt') and it ducks oot without having some seriously beefed-up motherpeckers.
- l h L It caused too much damage. The good thing is Shooting these birds' wings is no good as they
dr-ﬂiﬂﬂn? ’ti“ e gh t'_] be though, that finishing this bird off wins you a immediately grow replacements - only a direct
annoying. The two-player game is fun power-up. body shot will do the trick.
{Emu}" in Team mode) and the AFTER THE attack of the killer

[CTaT andl the EARY destruction u[
the Megaphoenix comes the last
stage of cach level - the
Phoenixship. The way to deal with
this is to blast away at its central
scrolling defences (situated at the

memories certainly come flooding back
from the word go, but if you like to play
alone and aren’t a fan of the original, this
is one phoenix that might have been

better off m"“g in the ashes. very centre of the ship) before
|4_~|:|;i.n;_r F|y at is l,'t[:l:ml.'l:l heart - ar
i it a face? As our piciure shows,
; Ciarén Brennan this operation is best carried out in
Team mode, where two players |

compete side by side,
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REVIEW

INTERCEPTOR

ssi

% EIHCE
1..3 Jq

ouT
NOW

GRAPHICS

SOUND

T,fh DURABILITY
o o

af
.-"

SSI brings us the

computer. But is the revolution really worth

board/wargame translation from to
for?

INTERCEPTOR

I E'l-aiu'

ESEERal ||

nnnnn

F ¥OU THINK LIFE in the 20th century is hard, you should try the 65th! The

galaxy has fallen under the rule of the Terran Overlord Government (TOG),

which runs things in a Roman Empire style, sweeping over star system after
star system in a bid to rule as much of the universe as possible.

A rebel group (there's always one, mouthing off and starting trouble), the
Commonwealth, has pledged itself to fighting TOG where and whenever
possible, bringing an end to the tyrannical rule that enslaves them all, striking
a blow for freedom, justice and all that. Interceptor concerns itself with
simulating the aerial
dogfights that take
place high up in the
stars, with the
player in control of
a squadron of up to
six pilots, either for
or against TOG,
embarking on
missions that will
help to win the war.

THERE’'S NO REASON why strategy
games can’t be aesthetically
pleasing. Populous managed to
look and sound spectacular (which
probably accounted for its success
in the mainstream market) and
Interceptor should be no different
| - but unfortunately it is. The

| trouble with PC port-overs is that

T 11{ you get lumbered with standard

grae-

Qe

e W Sy
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| PC graphics and sound (flat icons
| for ships and beeps for
explosions). Interceptor would
really have worked with an isometric
view, if only to give an impression of
altitude. Seeing two ships merged
together in the same hex doesn’t do much
to inspire thrilling dogfighting action.
But it's not all doom and gloom -
strategically speaking, there's plenty of
challenge. The missions are varied enough
to prevent things becoming repetitive and
the computer plays a very realistic game

i | R N1 N e s

(going straight

for the leader, -
escapingwhen  EXPENSIVe
things get too but

tough, covering

each other’s competent

badsandso  strategy fare
on). hecomol  that could
well, and have
accurately u
represents the benefited
L from better
version. i
unfortunately  Presentation
it's only likely

to appeal to

fans of the board game, mainly because
of its ‘wargamey’ look and feel. 551 has
missed the most important feature in its
conversion. With the table-top version you
get pieces of card to build the spaceships
and look really good on the playing
surface. All you get in here is a pack of
descrlptwe cards. | feel d-mated
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BUDGET

CHEAP 'N'
CHEERFUL

THE 16-BIT POCKET
POWER COLLECTION

Prism Leisure
£2.99

T LAST 16-Bit budget software really has gone
Abudget with the release of a new range of cheap 'n’

cheerfuls at a genuinely pocket money price. The
games on offer are a mixture of ex-full price games and
previously unreleased titles.

There's something in the range to suit every taste from
Las Vegas, a gambling simulation to Mouse Trap, a cute
and colourful platform game. Some of the titles, such as
Addictive's Football Manager, have previously been chart-
topping full-price releases.

All of the games come attractively packaged in compact
plastic wallets with an instruction leaflet. Unfortunately, we
haven't got room to review specific titles here, but take a
look - at this price you can't go far wrong.

GBH
£9.99

OW THAT THE
N SEQUEL to this superb
top-down racing game is
out as a full-price contender,
those who missed it the first
time around are being given a
: ; welcome opportunity to sample
SPO. POS-LAR —ENG-aoo-FuE Tvaf|CRel g
et in a futuristic competition in which customised sporis
cars battle it out with each other in short tough races, Super
Cars (first reviewed in Issue 17) provides plenty of action for
even the most jaded joystick jockeys.

The basic action is similar to the classic coin-op, Super
Sprint. You race computer-controlled cars on any one of
nine tracks for between five and nine laps. There are three
cars to choose from, each of which can be maodified by
buying parts from the buxom shop assistant. Opposing cars
can be bumped or blown away, but they fire back. As if that
doesn't make things tricky enough there are oil slicks, water
and mud to contend with.

The superbly-playable action is complemented by
amusing interludes featuring the car salesman and his awful
jokes and Ron and Nancy's Results Service. Definitely
worth buying for this kind of money.

PA Gk ok gk ¢
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Star Performers

of the mill platform romp, but five minutes of play
is all it takes to put this Bullfrog offering (first
reviewed in Issue 22) head and shoulders above most
other games of this genre.
a star o a show is i

AT FIRST SIGHT, Flood looks very much like a run

e green fellow with
a pot belly who
lives happily in a
F [l system of
...... == underground
== caverns. Happily,

hat is, until now.
Something's gone |
wrong with his |
plumbing (corks!) |
and now his
caverns are being
slowly flooded. Not
E being a great
swimmer, Quiffy
must escape, but
before he can do
that he has to clear
T ——— = the trash left in
= = % each cavemn.

= What follows is an
g absolute riot as
Quiffy jumps, runs,
& and swims his way
! [ e s through some of

e weirdest cavermns you've seen: populated with the
likes of the Psycho Teddy, the Vacuous Gombo, and the
Bulbous-Headed Vong. Fortunately there's a good deal
of harmful hardware scattered throughout the caverns,
including grenades, flame throwers, and dynamite with
which to fend off the ferocious thingies.

What makes Flood a little different is the rising water in
each cavern, Quiffy's ability to climb walls and hang
upside down, and the ghost of his aunt who copies his
actions and gradually catches up with him to drain his
energy. Eminently playable. If you haven't got it, get it
now!

PRk gh Gk @k ¢




BUDGET

STRYX

: Si:zlers

that springs to mind when
describing Stryx (first reviewed
in Issue 18). But don't take that to be
derisive; in this case small is good.
In a fast-action game, it helps to see

S MALL IS THE FIRST WORD

animated sprites. Undemeath this is
the hive, in which you pilot a ship in a
tribute to Gravitar. Travel between the
four outer domes and the central
dome is by speeder bike in the tube,
which is an excuse for a horizontally-
scrolling shoot 'em up. And finally,
nce all four outer domes have been
cleared, the colour-coded puzzle in

the central dome must be solved.
Stryx is one tough cookie, but the
variety should stop the rot from

t}f -
by paranoid androids. As Stryx (half-
man, half-robot), your task is to
eliminate the rogue robots and solve
the puzzle in the central dome.
There are four sections. Each dome
is a platform affair with colourful well-

as much of the area surrounding you
as possible, so it was obviously the
designer’s intention to make the
sprites small and pack more into a
single screen.

Anyway, on with the stury Earth's

setting in too early. Probably only
worth a look if you're a dab-hand with
a joystick. .

Pk gk ¢

VIOLATOR

Code Masters
£7.99

T DOESN'T SEEM TO
I MATTER how hackneyed

a shoot ‘em up is, as long
as it's got plenty of fast and
furious action, and there’s
nothing that you're not
supposed to kill, people will
buy it. So it doesn't really
matter what | say about this

vertlcally scrolling affair, it
will still be snapped up by
all the hardened shoot ‘em
up addicts out there.
Nevertheless | am going to
say something about it, so
tough turnips matey!
Violator is a hackneyed
vertically-scrolling shoot ‘em
up in which there is nothing
that you're not supposed to
Kill. It's a bit like a poor man's
SWIV - without the jeep.
Your helicopter starts with

limited fire power and a few
smart bombs, and has to
tackle all manner of attacking
jets and tanks, not to mention
innumerable gun
emplacements. Fortunately
there are occasional attack
helicopters which, when

shot, deposit - you'll never
guess - a power-up.

The infrequent change of
landscape just about
manages to break the
tedium of this 'seen it a

hundred times before’ job,
but that’s small consolation.
The only thtng | can say in
its favour is that Violator is
technically excellent. The
scrolling is smooth and fast
and the sprites are clear
and flicker-free. Shame
about the game.

Having said all that, you'll
still go straight out and buy
it won't you?... Thought so!

A gk ¢

STAR |
QUALITY |
PRQA Sk QX S ¢

LOMBARD RAC RALLY
E;&-ﬂt Squad is far more realistic, which gives this

simulation a lot more atmosphere.

' ANDARIN HAD HELP from rally A good proportion of the screen is taken Excellent
leaders Ford and the R.A.C. in up by the dashboard with fully working (A must, essential,
putting together this sophisticated instrumentation. Additionally, the driver necessary...)

simulation of Britain's major rally (first
| reviewed all the way back in Issue 4).

The game’s route takes you through the
whole of Britain in five gruelling legs of
three stages each. The view of the road is
Test Drive style 3D, only the angle of view

can be seen steering realistically as you
take corners and change through gears,
while the navigator holds a map board on
which the route is slowly filled in.

You can earn money via a timed sub-

(You could do far worse)
game in which you answer rally-related
questions. The cash can then

| ﬁﬁﬁ
be used to customise your car

using a modifications screen [Onli if it Iooks Irke
on which you bolt all sorts of - ind of ‘Ihung’:l
useful extras from stronger 'ﬁ} *

headlights to reinforced
(This is the ‘worse’ we

@ g
Good

suspension. A souped-up car
is necessary because 24-hour
driving involves tackling all

sorts of road conditions in all were hik',ng about
sorts of weather. earlier)
Lombard RAC Rally is both
realistic and highly playable. It | 71\1'
— was worth buying at the Dire
original price and is a ‘must’ I:Nn, no chance, no way,
buy now.

X gk gk ok ok ¢

under no
L circumshances...)
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Sounds
unbelievable? ™
Well, it's true.!

Thanks to Domark
and Incentive, you
really can win a

living, breathing
CDTV! What do you
have to do?
Simple, just write
Us a game...

RCTHGL @55 -

Fi2014,0414,4975 30200, 02900008 PT:1
P . — e

e —— %
N W W
;R === =

e,
= X = | TNDa! | .

= 5
]

ON'T PANIC, IT'S NOT
THAT HARD. Last menth
we reviewed Incentive's
3D Construction Kit, giving it a
massive 93 per cent rafing, one
of the highest ever received in
The One.

Part of this utility's aftraction is
that it can be used to produce
fully-playable stand-alone 3D
games - and we want you fo

rove it

Use the kit to build a game to
rival Castle Master or Driller,
save it to disk and send it to us.
It's as simple as that! The best
game we receive will win its
creator a gen-yoo-wine
Commeodore CDTV (see the
feature in our May issue for
details of this amazing
machine).

How do you do it2 Read on
and all shall be revealed...

THE ROAD TO SUCCESS

To help you create your game
ofali I?me, we’ve}éimi?ed o
couple of litile guidelines for
you to follow. Nothing big, just
some small points to you
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on the straight and narrow.
1. The game must be able to
run on a basic machine and be
compact enough fo fit on our
cover disk [after all, you want
everyone fo enjoy the fruits of
your labours don't you?). For
this reason, data must be
restricted to 300K [use }Tur
operating system to catalogue
the disk i?yzu’re not 5ure?g

2. Full instructions must be
included, giving details of all
key commands and strategies.
A synopsis of the plot would
also be useful - this, like the
instructions, should be typed [or
very neatly written) on as many
sheets of paper as are
necessary - please use only one
side of each sheet though.

3. Don't forget to im:|ur§]e your
name, address, telephone
number (daytime and/or home)
and age on both the disk’s

label and a separate sheet of

paper.
4. The final dosing date for the
competifion is Fri:ily,
September 6th. However,
entries received in advance of
that date will stand a better
chance, as the team will have

more time to assess their merits.

Entries should be packaged in
an appropriate carrier (jiffy
bag or the like) and sent to: 3D
Creations, The One, EMAP

| , Priory Court, 30-32
Farringdon Lane, London ECIR
3AU. Judging will be carried
out by a panel consisting of
employees of The One, Domark
and Incentive.

The winner will be announced
and the prize awarded at this

‘year's CES in Earls Court, while

the winning entry will be
published on the cover-mounted
disk of The One's October

issue,




SPECIAL

SEVEN INCENTIVES FOR CREATING A GOOD GAME

In order to help you get your inspirational juices flowing, lan Andrew and his team at
Incentive have offered one or two (actually seven) helpful hints to game designing.

1 The idea has to be an original one. Obviously,
there are only so many settings you can use
(science-fiction, medieval, present day and so on),
but characters, names and locations must be
original. No heroes called Luke Skywalker or
vehicles called the Tardis please.

2 Make sure the graphics are interesting (sounds
obvious, but you'd be amazed at what some of
the designs in this office have looked like!). Base
your constructions on interesting architecture rather
than just simple cubes and pyramids. Using two
different shapes together can often produce even
better shapes.

3 Animation can be an effective device. Try to bring
your world to life rather than having-a boring
static environment. You will find that even
something as simple as a flashing neon sign will go
some way to adding interest to your game.

4Grah the player’s attention from the start, pull
him/her into the game and don't let them go.
There’s no point having 30 levels of boredom
followed by the best thing ever, as no one will want
to play past level one. If it's good, put it at the start.

5 Don't be afraid to use multiple locations.
Obviously, the memory allowance will limit you,
but try to create plenty of different rooms within the
guidelines. It's not as hard as it looks.

E Start the puzzles off on a simple level, gradually
making things harder as the player progresses. If
you stump them for hours at the first door, people
will soon get bored and tum off.

7Tr]r to include a decent storyline that covers both
the background to the game and the player's
aims and objectives. There’s nothing worse than
just saying “here’'s a maze, get to the end.”

WIN A

YOUR GATEWAY to
a world of
creativity.
Incentive’s 3D
Construction Kit is a
ver&u.\‘:E,and'
powertul game

_ designer - and it
could win you a
CD1V.

CAPABLE OF storing
more information than
a box of Trivial Pursuit

cards, able to access
information faster than

a speeding library

clerk, more powerh
than Locoscript 3.0. Is it
a video? Is it a CD

player? No, it's the

Commodore’s Dynamic
Total Vision - and it
could be yours!

THE COMPETITION IS ONLY OPEN to registered users of the 3D Construction Kit, so remember folks, fill that card
in and return it. Eniry is forbidden o employees of EMAP Images, Domark and Incentive and their friends and
relations. Entries which fail to comply with the guidelines opposite will be regarded as null and void - no matter
how high the quality. And finally, as ever, the editor's decision is final and no correspondence will be entered info.
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No Frills PD Library

Send 70p for Catalogue Disk

Fast Reliable Service

£1.00 perdisk/3.5inchdisks £5.00for 10
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Amiga Mouse
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Dozsoft P.D.

For the best in Amiga Public Domain

Here is a small selection of disks from our catalogue, send a large

S.A.E. for a copy.

DS5001 Virus Killers

D5014 Med Version 3.00

DE011/12 Predators Megedemao (2)
DE026-28 Amazing Tunes || (3)°
D3030 Camms Liiliies

D503 Iragi Demo

DS032/33 Newtek Demo Real 1 (2)°
DS5034 Disk Utilities

DS036MAT Vocal Attack Il (2)
DS4243 Newtak Demo Reel 3 (2)*
DS0d4/45 Red Dwarf Slideshow (2)
DS046 Magnetic Felds “Spaced out Vol 17
DS052 Master Virus Killer Varsion 2.1
DES057/58 Star Wars Demo (2)°
DS060 Spaced Cut Vol 2

DS067 Phenomina “Imterspace”

{) Mumber of disks *1 Meg nesded

Also avallable:

DE061-63 Clip Art 1-5 (£5.50 for all §)
Our pricas ara as follows:

1-5 disks £3.00 each.

& ar maore £2.00 each.

2 Disk sets £3.50

3 Digk sets £4.50

All prices prices Include postage and
packing. We anly use SONY disks,
probably the best mada

Send your order 1o

DOZSOFT,

32 Benedict Drive, Bedfont,
Faltham, MMiddx TW1id4 8L

Please make cheguesipostal orders
payable 1o 1. Morse

ATARI ST/STE

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 ST & Amiga Club
Try our Public Domain at LOW LOW prices
Swop your originals in our SWOPSHOP
SPECIAL JULY OFFERS FOR NEW MEMBERS
New releases added WEEKLY
Monthly Newsletier plus lots of
Membership Interaction
Please enclose LARGE S.A.E. + 30p stamp to:
Cum-Com Software (Intemational),
Dept THO, Gardener's, 63 Kings North Road, Ashiord, Kent TN23 2HZ

Please stale format.
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STRATEGY

THE ART OF STRATEGY

IN MEIN KAMPF, Hitler
promised to expand
eastwards to create living
space ('Lebensraum’) for the
Cermans in conquered
Eastern Europe and
Western Russia, However,
the rich oil-fields of
Southern Russia and the
potential supply of raw
materials and food were
probably as important as
space in his plans.

In grand strategy terms,
this was the war Hitler had
been waiting for, the war in
the West was just
preparation. England was,
however, a perpetual thorn
in his side, which had not
[‘H:t:n rt.‘mf_'.l‘\."{:d ﬂﬁ.'cr
Dunkirk or subdued by the
Luftwaffe

Hitler thought that he
could defeat the Russians in
one campaign, so he didn't
concern himself with the
prospect of a war on two
fronts. Originally
scheduled for mid-May
1941, the invasion of the
LISSR - Operation
Barbarossa - was delayed
until June 22nd by Hitler's
campaign in the Balkans.
The initial attack, by 121
divisions, took place on a
3,200 km (2,000 mile) front
from the Baltic to the Black
Sea. There were three main
lines of attack - in the
Nﬂr'lh, the Centre and
South; the targets were
Leningrad, Moscow, and
Stalingrad.

Following the
Ribbentrop/Stalin pact,
Stalin was convinced that

"nRUSSIA AND
THE PACIFIC

Matthew Stibbe concludes his history of strategy with a
look at the war at sea, on the Russian Front and on the
computerised battlefield.

Hitler would not attack,
and he interpreted Allied

warnings of the invasion as
deliberate provocation by

the English and Americans.

The onslaught took the

Soviets entirely by surprise.

In the first 18 days the
attackers advanced 640 km
{400 miles), capturing
300,000 prisoners, 1,000
tanks and 600 guns. Two
months after the attack
began, the northern group
was at the gates of

Leningrad, the centre had
captured Minsk and
Smolensk, and the southern
group, Kiev. The Soviets
retreated, adopting a
defence-in-depth strategy.
After quarrels and
indecision amongst his
generals, Hitler decided
that it was best to
concentrate on a central
offensive against Moscow.
After another delay, the
CGermans finally began
moving from Smolensk, but

they were plagued by
autumn rains and, in late
November, by snowstorms
and sub-zero temperatures.
In early December the
Cermans entered the
suburbs of Moscow, but on
December 6th, General
Georgy Zhukov began a
Soviet counter-offensive
that forced the Germans
back. This was the
beginning of the end for
the German Blitzkrieg.

The following year a
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redoubled offensive by the
Germans met with failure at
Stalingrad and Leningrad.
The 1943 campaign was a
desperate last bid by the
Cermans, but it was foiled
at the battle of Kursk,
which began as a German
offensive on July 5th 1943,
but ended in a rout as the

Cerman army lost half its
tanks.

As the Russian steamroller
pushed back the German
lines, Hitler refused to
consider a tactical
withdrawal to a better
defensive position or a
strategic withdrawal from
the Russian campaign. By
the end of 1944, the
Russians had entered
Cerman territory and
seemed unstoppable.

WAR IN THE
PACIFIC

Events in the Far East
present a completely
different strategic picture to
those in the West. Instead
of huge armoured forces
clashing on the central and

east European plains, the
war in the Pacific was a
naval war. Key factors were
thl'.'f {:{]I'Ii!'”l {]i Lca |i:|1t5: ﬁt
communication and major
strategic bases: Hawaii,
Cuam, Wake lsland,
Malaya and the Philippines
were important air and fleet
supply bases as
the battle raged
back and forth

across the

Pacific in a series of island-
hopping campaigns.

The first blow fell at Pearl
Harbour, but almost
simultaneously the Japanese
attacked Wake Island,
Cuam, British Malaya,
Singapore, the Dutch East
Indies, Burma, Thailand,
and the Philippines. The
fall of Guam and Wake
Island cut off the LLS.
communications line
between Hawaii and the
Philippines. Japanese
expansion was driven by its
need to acquire raw
materials - its strategy was
to cripple Allied sea power
in the Pacitic, while
capturing areas in South
East Asia which had vital
supplies of raw materials,

SECOND FRONT

THIS GAME COULD BE described os ‘Son of Eastern Front'. As its !
| sublitle ‘Germany Turns East’ suggests, it is a simulation of Operation |
| Barbarossa. The ph;tyer can take control of either German or Russian
forces - u|lemc:|i\rel}r there’s a Mu‘-pl-uyer mode in which each side is

controlled b}f a different pinyer.
The game starts in either 1941 or 1942, with the appropriate array of
forces on either side. Vi is determined |:v:.r the of cities each

player controls - for example in 1941 the Germans must capture up to five
points’ worth of cifies, where Moscow is worth three and towns sucﬁ as
Stolingrod and Leningrad are worth one point. This sounds easy, but the
German player is separated from these cifies by more than 1,000 km and

at least one arducus winter campaign.

Units are moved over the hex-based’ map in o standard fashion (with
each different kind of unit having a certain mobility allowance), with
movement and combat foking place in weekly blocks. All the units’ orders
are set up during the orders phase, and executed during the combat phase.

What makes ?l’lﬂ game different from Eastern Front is that it also takes
info account air power, action on other fronts, prc:u:lucliun and supply -
by doing so, it provides a greater strategic challenge.

Units in the game are organised into a hierarchy, with a series of
headquarters and units right down to squad level (lens of men). The
player can only manoeuvre units at corps level (units of tens of
thousands of men), but the detail helps to make the game seem more
accurate, especially as combat can be viewed on a squad-by-squad
level. Above corps there are army and then group headquarters. Above |
all that there is Oberkommandoe Wehrmacht {OKW 1o you) -
Germany's general staff,
| This hierarchy determines the way that supplies, reserves and air

support are distributed. You can also chung& the composition of

individual corps units, by transferring divisions to and from other corps.
' Headquarters have an area of influence within which units can receive
supplies, and which partially determines the control of any particular
piece of land. Such influence over territory is very important, because it
can determine whether or not a unit is mind enemy lines - with
disastrous consequences if it is. Conversely, it an armoured unit is able
to penetrate enemy lines and shll remain within the influence of its HQ,
it can shill receive supplies while seeking out enemy HQs.

The weather was a major influence on the invasion of Russia. The
winter of 1941 halted Hitler's armies just 20 miles short of Moscow, just |
as the winter of 1812 foiled Napoleon. Weather in this game comes in |
four variefies - clear, rain, snow, and blizzards. Each has a :
progressively worse effect on mobility, effectiveness and air support.

| played the game mostly from the German side - overall, | found it @
challenge ot the easiest levels, and the computer's Al seemed to be

quite efficient at spolting my weaknesses. This gome has inherited the
| good things from its spiritual ancestor, Eastern Front, but has added o

great deal fo this classic subject. It is perhaps a little more invelved than
- most games (and the manual does little to help clarify things), but | can

| strongly recommend it.

5
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SILENT SERVICE Il

THIS IS THE SECOND in MicroProse’s series of
re-releases of old games r&w:lmped for 16-bit
machines. If's a more ﬂriginn] rendition of the
subject than its stable-mate F-15 Strike Eagle. It
deals with submarine warfare in the Pacific
during World War Il where the player can
command ane or more histerically-simulated
submarines and engoge Japanese forces

BO ITHE CNE JUILY 1991

throughout the Pacific.

Bl Missions can be
""""" individual or part of @
wartime campaign. Set
against a historical background, the wartime
campaigns can be the most challenging,
because the odds are often stacked against the
Americans, especially in lE':i:lr|:,r parts D? the war.
This ensures a 5|1'LFling play balance and
continved interest. A map of the Pacific shows
progress in the war as the player moves
around the latest hunting ground.

One annoying thing is that the progress of
the war is completely unaffected by your
success. | sank three aircraft carriers and o

battleship in two years, and during the war this

would have dramatically shitted the balance of
power. As it was, it had no effect. This feature
is great for learning about the course of the
wWar, but doesn't reu“y seem fo have an game
function. This is, however, a minor quibble -

otherwise, the gome pays great aftention fo
historical detail.

My faveurite features are the digitised speech |

and sound effects, and the fabulous ‘through-
the-periscope’ view of enemy ships. It is
?enuinely fun to play, although lying in wait
or a batfleship can be quite nerve-wracking.
Owerall, this is an accurate simulation, and o
good way of spending a few evenings.
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SONY 3.5" DISKS SONY rmee
HI The Best Disks-The Best Service-The Best Prices :;_;,,..,.[.J,:._, E H N D l T S FIRST
DISKS Use Our Creditcard Hotlinelll ;.0 piem £29.60 AMIGA BANDITS PDL (DEPT THO A) LS
10 35'DSDD  £500 ACCESS-0742 726485- VISA 0smb With Clock  £34.89 GROUND FLOOR,
20 3.5 D800 E£11.50 We Only Use Sony Disks.  Cumana Drive £64.00 28 LEMSFORD ROAD,
30 35°DSDD g1650 Lifatime Guaramtee Same Day com aseo 20Mb  £279.99 ST ALBANS
40 35°0S/0D e21.50 Despatch When Ordered Before prgce ggaamMkz  £2sa.m HERTS AL1 3PB
50 35 DS00  £26.50 MNoaon. Pricas Inc Vat & Postage. CEM 10845 £250.60 TEL: (0727) 836049
100 3.5' DSDO  £49.00 New PD Library Disk Boxs . :
20035'DS/O0 £80.00  Every Disk Order Includes Oriy With Disks Order 10/12 disks get free slimpak disk box
500 3.5° DS/OD £210.00 Latest Catalogue Disk 40 Cap Box £3.90 Order 13/14 disk set free delux mouse house
MORE CALL  (£12.50 Per 10 Inc 15t Class Post) 80 Cap Box £=.80 Order 15/17 disks get two free slimpak disk boxes
Cheques Or P.0.'s To: Order 18/19 disks get free delux mouse mat

Order 20+ disks get free Amiga dust cover

HARDV‘.’A R E DIS[RI B[_ITIO'N Change some of the following with old disks:

Dept (TOAM), 28 Furnival Gate, Sheffield, S1 4QP e R (e nmetion T Meg

AZTE  Irag Demo/US vs Irag
5 i -z W ~ & T42 TAEABE Uo70 D Copy/Coples protected disk (soma)
T&IEFthE Orders Welcome On 0742 2048 WORE0 K.O. VWirus Killers Comp. Inc. (Virus )
XO07F Shower Girls/Animation
X008 Madonna'The early days, nude pica & sample

KOO8  Tina Small (every inch a lady/G2 inch monitor requirad)
o001 Amibase VA 7E/Excellant database
WES I LAN DS P 0 U004  wWorkbench plus/Workbench replacement
L} [] LI O Visicalo/powerful spreadshoot
3 LIDG1 Master Virus Killer V2. 1/Kille 124 virusos
> THE WESTLANDS, SOMERFORD PLACE, - U065 M-CAD/Computer Aided Design utility
=3 : EO01 Al new Star Trek game/2 disks 512k or 1 Meag
WILLENHALL, WEST MIDLANDS WV13 3DT 3 BOME © Flayer Soacer Lampie (G0 R Rk aas)
TEL: 0902 606728 G021 FPacman B7/Pacman game
i Go22 Boardgames compilation/Classice — CGluedo atc
DO03 P.M.C MO8 POWER PACK Il G033 Drip/15 levels of arcade action
D002 SCOOPEX D058 HACKTRICK MO04 CRUSADERS GO18 Amoeba Invaders/Space invader game
D064 IRAC DEMO D063 FRANKLIN FLY GEMESIS AZBT Bad Bart dub remix/Superb new demo
D013 BUDBRAIM 031/3E FREDDY CROUWGER {2) MO0 MADDOMNMNA HANKY AZ2R8 Simpsons demo/new from Dacay
D022 MADDOMMNA ARNINM D35 WALKER DERO 1 PANKY" UTILITIES AD12 Puggs in space/Cute alien visits Earthl
D048 GHOSTBUSTERS AMIM D021 ELUIRA DEMOD LAO04 INTROMAKER ADTS  Probe saquence/{(Animation) Been on TWI
D408 WILD COPPER D020 BATMAM ARk 013 QUICK COPY AzZ54  Budbrain IIVSuperb gfx & music
D018 CHRONICS DEMO 1 LM014 CLI HELP AZB0  Lost Ark demo/{Animation) Indy shoots swordsman
D015 DEMO COMP Wil MUSIC LI20 AMIBASE A281 Fraxion horror demo/Gory over 18 demo
. AZG2  Robocop |l demo/Supert slideshow demo
BOO1 EVIL DEAD DEMO D002 SLABBYS MUSIC U003 COPPIERS AZED  Total Recall demo/MNice from Timecode
Didd NAPALM DEATH Do10 D MOE 3 COLLECTION MO25 Digital concert IF12+ mins of House
D036 CREEP SHOW MO 1314 BETTY BDO{Z) LID0S 302 UTILS 010 Sabrina — Boys, boys, bovs/over 18!
D040 POOL AMIRA MO15 DEE LITE La1e DISK MASTER ™
MOOT BETRAYAL U012 ESA UTILS f 10 Quality DSDD Blank Disks ONLY £4.75 with labals |
U018 MENUMAKER
Al disks are £1 each plus 60p p+p. H you would like a F; Od dd d' k H h
catalogue, disk available at 50p each or any of the above, ':2; ;“:?m 1 S 135 TFI blﬂl’lk IS S WIt |ﬂ bEIS ﬂﬂly
plaase send a cheque or plo made payable to - E i
WESTLANDS P.D. and to the above address, paper Accessories also available £ - 7 5 inc p+p
catalogues are also available on reguast, se¢ calalogue for detalls.




ARCADES

ACING GAMES - | love
‘em. From the
monochrome Sprint of

Over 10 years ago to present day
classics such as Indy Heat, from
Sega's ancient and hideous
Monaco GP, through Pole
Position to my recent fave, Final
Lap. Give me that steering

T - =

wheel, a fake accelerator, throw
in a few coins and take me

away...

Yup! Driving games are
popular - and for different
reasons, depending on whether
or not you have one of those
attractive day-glo pink bits of
paper the Government likes (o
call a driving licence,

If you're too young 1o be in
legal possession of one of these,
driving seems to be one of the
coolest things possible - rather
like snoeging in public. It opens
up a whole new world of
opportunities to get up other
people’s noses - you can drive
through red lights, worry
pensioners at pelican crossings,
sneer at Lada drivers, do
handbrake turns in multi-storey
car parks and generally be a
'boy racer’ (incidentally, a

Strange things are happening down at the arcades this month, with spooky
stuff from Jaleco, déja-vu from Taito and multiple personalities from Capcom
- John Cook reports from the other side... the other side of the office, that

isi

R0 e

demonstration of recommended
driving technigue can be

S The Driver, starring Ryan
O'Neil, a must for all turbo
rutters),
For the uninitiated,
driving games give you a
chance to bone up on your
technigue before getting in
front of a genuine driving
machine and risking your
neck for real. But for us
harassed creatures who do
own a set of wheels, they
perform an
entirely different
function. They are
what we wish it
really was like, out
there on the open
road: no flashing
blue lights, no
M.O.T., no
insurance. Just a
wonderful fantasy of
a big engine, no
speed limits and
overtaking without
checking the
mirrors. As [ said, |
love driving games!
Manufacturers love
them too - and Taito
has decided to enter
the fray for the first
time in ages, with
Racing Bear.

Looking at Racing
Beat, you might be

gicleaned from a video called

forgiven for thinking that you
were looking at Final Lap - as
both the unit's styling and the
general look of the screen are
similar, but there are some
differences of course.

To begin with, there's a
selection of four different tracks
to race over, from USA (dead
easy) through UK, France and up
to Japan, which is twisty and
difficult to learn.

Controls are simple, with the
conventional wheel and pedal
configuration, and a 'hi-low’

ING BEAT

two-position gear lever on the
right of the display. This also
has a small button on the side,
which is used to enter the pits.
Pits? Yes, you Formula 1 fiends
you, the thing about Racing Beat
is that an extra element of
realism has been throw into the
gameplay.

Looking at the screen, you'll
see there's a icon of a tyre on
the lower right hand side. This
decreases as you skid around
corners. As this happens, the
cornering characteristics of your

T IME

7

FAST LAPHg’ 01"

'ACTION, SHOOTING PUZZLE

Capcom

4844 EEAE4 FEEREAEEEEIT LEREN A RN R R R HAPE B T P P T PR T T PP LR R T L RSP PR L ELE) drEssdsssiEbERaas

HIS 1S A NEW DEVELOPMENT - Capcom has put three new games
inside one cabinet, with the punter choosing which one to play
after the slot has been filled. The three are Midnight Warriors,
Charior and Don't Pull, described respectively as Action, Shooting arui
Puzzle (hence the name!).

If you've played Willow, a previous Capcom title, then you'll be famillar
with the gameplay in Midnight Warriors, where one or two of you get out
on the horizontal scrolling search for the Chariot Of Light that will free
the world from the bad guys. In Chariot, you seem to be flying one in a
Nemesis-style bash. Finally there is the unrelated Don't Pull, a cutesie
Pengo variant.

All three have a very high standard of graphh:s and gameplay - 1 went
into testing thinking they'd all be a load of rubbish and was proved
pleasantly wrong. Mainstream stuff for sure, but well crafted and all
worth playing. If only Playchoice-1o was like this!
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car change - so that once you're
down at the bottom of the
indicator, trying to take a bend
at high speed is not to be
recommended.

Each lap, you have an
opportunity to nip into the pits
and get a new set of wheels,
which will enahle you to throw
the motor recklessly into the
bends - but will lose you time
while the mechanics are
rummaging around the axles.
Whereas, if you are Mr. Boring
Careful Driver, and try to
conserve your rubber - you may
not need a pit stop during the
race... which could give you the
advantage of those extra few
seconds.

Although there are computer-
controlled cars littered about
the track, it's much better if you
can find another human being
to play against you - which
brings in that feeling of
competitiveness.

Offset against the extra
eameplay element of pitstops,
‘though, for me, Racing Beat
doesn't quite deliver in the
graphics and sound department
when set up against recent two
player games like Sega's GF
Rider, and the cars somehow
felt less responsive than in
Final Lap.

But it's an interesting variant
on a tried and tested formula
and even given that the
implementation is competent
rather than inspired, worth
minor investment by any
budding Mansells.

HERE HAVE BEEN a lot of

strange personas that

players have been asked to
adopt in arcades: Monkeys, Aliens,
Birdies, Girlies - vou name it. But
this time, Jaleco has gone one
further giving you the opportunity
to become a ghost, and 'possess’
your way 1o victory!

You have been shot to death by
your girlfriend's kidnappers, but
her Dad, a researcher in things
spooky, brings you back and gives

--------

_J]IHHHI]I]IHH]HII

U -

you instructions to go get her! This comes down to jumping
on baddies and possessing them, so you enter into their
bodies and control their movements.

Naturally, you also get to take on their individual
Y ritararterlstlr'-: so if you take over a lithe girlie baddie, you

take over a dragnn. and you g&t to breathe fire,
Nice trick - but when your host hits the dust, you have to get back inside another one pretty sharpish,
or you run out of spook energy.
This isn t destined Lo be a claas:c hut it _has enough originality and nice touches to make it worth a few

Electrocoin
CENTRAL LONDOMN has plenty of
good arcades il yvou know where to
look - some seedy but cheap, Las
Vegas in Wardour Streer For
example, some elossy and
expensive, like Funland in the
Trocadera, where you can find
amazing stuff such as
Virtuality and the R-
360, But if you're
looking for the Jdi&=
very latest PCB o0 e
games, then
you have 1o
make a bee-
line for
Electrocoin,
in Totenham
Court Road,
next 1o Goodee
Street
Underground station.
. e This is the test site for
- e i, i many 'Beta-test’ boards (this is the
1 ] state that games appear in before
they're finally finished) so you often
eitl to see games months before they
get into full distribution - from big
names like Capoom, Data East, SNK
and Jaleco. Recently refurbished,
it's essential if you are an arcade
fiend and are visiting Central
London, And don't forget o take a

T COIN lot of dosh!

Proof that three into one does gol Puzzlers (ahove), blasters
{right) and platforms (below) combine in one machine.

-
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Amiga Public Domain Software
Over 1900 Disks Available

Most orders sent within 24 hours

Thousands of satisfied customers

0

£1.25

a disk

. AT THE MOVIES
7, ADONIC MOVIE DEMO

| ANIMS 1 MEG I LAST TRAIN TO TRAIN CENTRAL ADULT PACK
- The Amiga Mix -

9. UNICYCLE ANIMATION 9 Disks, Only £3.00 10 of the BEST, Onlv £10.00

14, WALEKER DEMO .

15, WALKER DEMO 11

155, SPACE ACE DEMO =

196, PUGGS IN SPACE Full Range of J—*'Lh-'[oh 3

215, SHOWER SHOW (18] ; g 5 POWER COLLECTION

T6l. NOIZE & OPTIX ANIMS 2 disks available

762, OFF THE HEAD VPPOL. FOOTRBALL MANAGER

763, PIANO ANIMATION VPPOE  HOTSHOT

771. DIGIMOVES {18) 5 = VFP03.  KARTING GRAND PRIX

B4. FLEET MANEUVER EXCULSIVEIN VPPD4.  ARTIFICIAL DREAMS

:E:; ;:!;T::E':i't{!lwn i VPPDOS THAT BOXING

315, EE Al X VEPDE.  LAS VEGAS

;;ly. :sltjjtinuln;lsl.'\r‘l:a” X - S}’St e1m VPROT.  SECONDS- OUT BOXING
2, LET THE FI5 VPPOE.  FROST BYTE

014, STEALLTY 11 r £22 00 VPRI MOLUSE TRAP

1087, VIRUS FREE ANIM COMP On l} ‘i-"')" .99 VEFIL.  PLUTOS

1072, FROG ANIMATION 2 {16) VPPLL.  SPACE STATION

W7, SILLY ANIMATIONS 1 VPRI WAR ZONE

L9, 5 WAYS TO KILL A MOLE (16) VIFELS PROTECTOR

1080, LIFES A RITCH (18) = VPPl4.  FIRE BLASTER

1082, SILLY ANIMATIONS 2 Clip art Vol.2 VPPLS.  FLIGHT PATH 787

1095, BATMAN THEMOVIE "\J (__} ] £ ?' {][_} VIPLE QUANTOX

1104, JUGLER ANIMATION 2 MNow Onlv £3. : Dby £ ac

1110, BACK TO THE FUTURE 2 / et

. 5 WAYS TO KILL A MOLE 2 (16)
. THREE MORE STEALTY ANIMS
. STEVES ANIM DISK 3

. VIDEO CLIP ANIMS

» TOOLS OF THE TRADE

Games Galore 1 - 4
35 TOP QOUALITY GAMES
ON 4 DISKS. ONLY £5.00

952. KEFRENS JUKE BOX

| MUSIC I BILANK AMOS Licenceware
3 5 ye Only £3.50 a disk

518, IF ONLYI COULD IMEG > o=

51, VOO Frrkcs: 11 = Now upto LPD 2!

558, THE POWER REMIX 1 MEG

561, DIGITAL CONCERT 4 INDISKS . =

585, FEEL THE RYTHEM 1 MEG = Master Virus Killer 2.1

589. CRYPTOBURMNERS MUSIC VOLA Dl'l h,r .:]:U E‘H_Eh

600. THE FUNKY DEE 1 MEG ; P Detects 124 Viruses

620, BACTERIA MUSIC

633, CHSOTIC SOUNDS 1

785, SCCOPEX BEAST SONIX

BBD, REFLECTIONS 1 . * s

892, REFLECTIONS 2 CH[HI{)gUE Disk £1.00, FREE with all orders.

893, ALIENATION AURAL EXTASY

BO4.  CRISIS MUSIC DISK 1

BOU. GROOVE 15 IN THE HEART 1M

1%, PSA MUSDC DISK

R el PD S1 ARL I'ER PACK 4. £5.00

998, SLIPSTREAM CHIF MUSIC Muxu.-r"vn'uri Baller 2] o © A e D R R, e S R ST B BT |

438, PHANTASM JUKE BOX 111 B e A NG oo cssinrisaiiissssisssieereererrrerrereenes e e e e k3T EAL Vectors

B43. BASSLINE MUSIC DISKE Mega Ball.....ovvvevevviee e seec e Addictive Break-out game

G44. MUSIC MAESTRO 7 CAtAlORIIE . iiiiiiire rmmareamre e e ie e rnsnnnsn e sminensanenes D2 BEsSt around

PFOWER COLLECTION

100, COMPUTER WORLDS

958, LETS RIP |

959, LETS RIP 2 W i Drdering Details

985, AMIGA SOUNDS All disks £ 1,25 each unless otherwise .‘\.I..I‘.F'I;l. lease add 60p to total order for PP in UK
995, AXLES MEGA MUSIC 1 ! ¢ For Owverseas orders, Please add 25p per disk. Minimum order of 5 disks

B il ok VIRUS FREE PDV......ocommem e snanimsrmmi s " £1.95 FACH
986, TS MUSIC DISK 5 AMOSE PD oo, 1,55 EACH
999, LONDOMN BEAT 1 MEG AMOS LICENCEWARE.. £3.50 EACH

............... ekt 30 EACH

~
GAMES

117, MORIA (RPG)

I41. DIFLOMACY

154, TRACK - RECORD

BT, EAT MINE

5. PARANIOD

530, PACMAM BT

53], BLIZZARD

5. CAVE RUNNER

B5d. XENOM 3

93, AMICANUTS CAMES DISK

Q%6 AUTO BAHN S+

. MASTER OF THE TOWN
ELECTIRC TRAIN

. LETTRIX

MASTER MIND

. WET BEAVER TENNIS
7. FRANTIC FREDDY

3. PSEUDO - COP

STAR TREK

TERROR LINES 11 (18)
21. BIONIX 11

MEGA CAMES VOL 1 DISK 4
i. RETURM T EARTH
BLOCEIT

- SHAPES 1 MEG

29 ENSIGNIA MAYTHEM
TANX

TALRING COLOURING BOOK
ESCAFE I"Fli‘i.‘nlé[}‘;'[ 111
PROPERTY MARKET

. PNEUMATIC WEAPON
SEVEN TILES
MEQABALL

1621. MECH FLIGHT

1631, TWINTEIS

UTILITIES

142, LABEL DESIGMER

143, THE KIB

152, QUICK - BASE

164. RAINBO WRITER

185, COMMS DISK 111

193, A RENDER

249, FHEE WARE UTILS

153, VOICES B

023, PRINTER DRIVERS

L1561, C-LIGHT

116Z, VIRUS FREE HOME UTILS
1165, AUDIO UTILS

LK. DATABASE WIZARD

1229, THE RIFFERS GLUIDE
1310, MASTER VIRUS KILLER V2.1
1511, IMUNE

1368, SPECCY EMULATOR ETC
1370. UNBELIEVABLE UTILS 2
1309, SCENE GENERATOR
1406. VFPD UTILS

1435, JAMCRACKER

1468, ARRIDCE

1507, DIRECT ACTION VE.01
1508, AMIBASE

1513, PENDAL UTILITIES 111
1634, HOLY SMOKE PACK 1

dend Chedquesor Postal ordersto VIRUS FREE PD, 23 Elborough Rd, Moredon, Swindon, Wik, SN2 218 England
TEL: 0795 512321 FAX: 0793 512075 '

VISA




Where is there a wealth of untapped
programming talent just screaming to be
used? Where can you see graphics to
make your hair stand on end? Where do
programmers from Sweden, Norway and
Denmark regularly greet each other in
illegible scrollers? Where? Right here in...

T LONG LAST, demo
companies are
beginning to break out

of their ‘minority’ shell. How?
Well, the biggest news to rock
this scene in the past few
months has been 17 Bit
Software's decision to launch
its own full-price software label
{almost full-price that is, as the
games will retail for £9.99).
The first title to be released
will be the martial arts sim,
Full Contact. Unfortunately it
arrived a little too late for
review purposes, but from
what we've seen of it, it could
rate pretty highly.

Like all good ideas, this one
has been quickly followed up.
Since 17 Bit's announcement,
two or three other demo
companies have taken the
plunge and are about to
launch their own software
labels. What makes this move
so special is that the games
that will come out of it will
have some of the best
graphics and sound around
(just take a look at some of the
pictures on this page to see
what they're capable of).
Hopeifully, the world of Amiga
games will never be the same
again.

e

THE GODS ARE BACK AGAIN, this
| time on a slideshow disk called

' Proud Moments (above). Fantasy probably finish the job. Sensibly -

' shots of varying quality (plus a though, the best thing on the diskisa &

' couple of, shall we say, risqué short piece of starship animation. - i

. pictures) make up the disk. Also on the animation frontis Tools _ +
 Another risqué subject, Madonna, is  Of The Trade. Short and sweet, it -

probably better known for her sonics
than her visuals (although her visuals
aren't that bad either), so it seems
fitting that she only provides the
music for the Plasmutex demo. An
excellent Vogue mix gives the ears

something to do
o . while your eyes
are concentrating on the stylish pixel
displays and blurred images.
If your head isn't reeling after that,
then Total Confusion from Utopia will

involves a mouse running around a
joystick. Simple as that.

Visual delights are also on offer
from the first of two appearances by
the near-legendary Tobias Richter (he
of Star Trek fame). Departing from his

WHO WOULD HAVE THOUGHT that the words ‘left a bit, right
a bit, up a bit, down a bit' could have inflicted sheer terror into
the hearts of men? That's exactly what happens in Tanx [part of
the compilation on disk 761} from Start Computer Systems - a
game jam-packed with nerve-wracking fension and atmosphere.

Two players face off in identical tanks from either end of a two-
dimensional shooting range. Taking turns to lob their shots over
such obstacles as wind current generators (that affect the height
of the shol), fans (that affect the direction) and hills, the aim is,
quite simply, to blow the opposition tank up.

Although Tanx is two-player only, it's still worth buying,
especially as the other four gaomes on the disk are also EJ
decent.

irly

usual breathtaking animations, Mr. T.
treats us to a slideshow of Star Trek:
The Next Generation pictures
(above). According to the disk, he's
working on a ST:TNG video. We can
but wait.

=
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| and mud.

cant't be bad!

NO SHORTAGE OF GAMES this month
(anyone would think it's the Olympics ).
Games Galore Volume Four has a bundle of
good quality titles (and one real turkey called
Egyptian Run, but let's not go into that), the
best of which is Car; a series of one-player
races across different tracks, each littered
with obstacles such as walls, potholes, ice

lit may only have a limited appeal (you'll
probably be bored of it within a month), but it's
cheap and cheerful and moves faster than the
Conservatives out of Monmouth - now that

Zeusis heralded as the first ever Gameboy-
to-Amiga conversion (can this be true?) and
certainly looks like it. Don't be put off - once
- you start playing it becomes quite absorbing.

SOUND

“‘MONSHTER SHOUND
ANIMAL. Up the Villal” So
much for the Migel Kennedy
impersonation. Vivaldi's Four
Seasons, in all its glory, has
made it onto the Amiga,
hopefully opening the door to
a whole string of classical
greats (what do you mean
you prefer Betty Boo?). All of
the movements are rendered
in above-average quality and
are wall worth a look if you
want a change fmm the usual

ARE YOU?

MEGADEMOS

The idea is to push similar blocks together
and make them vanish, clear a screen and

Jarre-esque sounds.

And speaking of the Jarre-
esque, Overload from Jetset
contains six pieces of superb
keyboard music, with a menu
taken straight from the Braun
Independent Music Charts
from Sky TV's MTV channel.

That other Sky classic, Bart
Simpson is back yet again in
another mix of Do The
Bartman (left). It's not as good
as last month's offering, but it
might be worth a look if you're
a real die-hard Simpson fan.

NOT MANY MEGADEMOS to be found this month, but what
there is, is surprisingly good. Aurora's latest features the
usual collection of filled 3D objects spinning against a
starfield, plenty of vectorbobs bouncing around the screen

and what is possibly the most illegible scroller yet seen
(even they admit it!).
Global Trash from Silents (above right) starts nicely with a
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you clear a level.
Zeus isn't the only puzzler currently
available. Shapes is a Tetris-ish affair, the
purpose being to slot shapes together to fill
the overall area. Cubulus marks the second
appearance of Tobias Richter (see Graphics)
in what can only be described as a two-
dimensional Rubik’'s Cube (and not a hint of
ck to be found!).

Other goodies this month
include Cerebral Delights, two
laserdisks’ of great muzak,
Maniacs Of Noise, a selection
of tunes from games such as
Unreal and Mysferious World,
and More Than Music, a 20-
minute extravaganza (left).

Finally, Music With A
Message is certainly that. I'm
not sure if the demos scene is
the place to carry out personal
vendettas, but the messages
with the music seem to be
targeted at a crime that
affected the programmers.
Still, if you can put the morals
aside, it's a great tune.

WHERE TO
- GET "EM |

Tr.:rlx (Disk 761), Star Trek

| Slideshows (699) Cerebral
| Delights (745 & 766) and
| Maniacs Of Noise (562) are

available from:
Start Computer Systems,
Barbican House, Bonnersfield,

. Sunderland SR& OAA.

' Proud Moments, Tools Of The
| Trade, Games Galore Vol. 4

and Substance are available
from:

Virus Free PD, 23 Elborough
Road, Moredon, Swindon,
Wilts. SN2 2L5.

Jetset's Overload (1053),
Zeus [1058), Plasmutex
(1035), The Four Seasons
(1050 & 1051), More Than
Music (1034), Aurora [1039)
and Silents (1024) are
available from:

17 Bit Software, P.O. Box 97,
Wakefiald WFT 1XX.

Do The Bartman is available
m:

Games Domain PD, 22

Broadwater Crescent,

| Stevenage, Hertfordshire SG2

8EC.

Shapes and Cubulus are
available from:

Riverdene PDL, 30A School
Road, Tilehurst, Reading,
Berkshire RG3 5ANM.

simple 3D box that starts mutating in all manner of ways,
followed by plenty of vectors, a superbly ray-traced space
ship, very much in the Psygnosis mould and ending with
one of the nicest ray-traced screens ever. Finally,
Substance from Quartex contains a nice-looking (but still
unreadable) 3D scroller and plenty of shiny bubbles.
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AMIGA

JULY 1991 £2.95
DM16 PTA 770 L11300
THE COMPLETE GUIDE TO THE AMIGA

WORLD EXCLUSIVE:

TERMINATOR 2

Not only will FREE GAME worth £19.95

free contain-
ing the full
price classic
game Zombie!

Zombie, demos of PP Hammer and Manchester United Europe, colour cycling
slideshow, Vista Pro tutorial, Technosound Turho sampler, 2D to 3D tools, plus a
home inventory system!! How much more could you cram onto two disks??!!

LU AWITGA -ON SALE 26TH JUNE




Sic Transit Un Gloria Est Levelinium Stuckus.
Or roughly translated, it's...

to motivate

shelves were

KAY, LET'S TALK PRIZES.
As one Gordon Gekko

once said, “Greed is

" Well it certain
you little
send in tips galore, doesn't it?

Two months :%nanur software
ining to hold

Izmrlh to

Tip will go into the draw and the
winner will be picked from that.

HELPING HANDS

The reward here is simply receiving an
answer to your query. As always,
there's never enough room to print all
of your problems, so if your question

all the games up. Nowadays doesn't appear one month, hang on
m;ru starting to grow spider's in there. It'll be in our files and we'll
- get to it eventually. Sorry ‘bout that.
Allow me to sort out the way
things work: ECOH;I'AC rs iafen
very Contact gets a piece of software
CHEATS from our catalogue due to their

Each month one of the cheats |
receive will be my Star Tip and will
win a free piece of software from our
severely depleted stocks. Now, | know
that many of you send the same
cheats in, so from now on it's going to
work on a ‘first out of the hat’ basis.
Everyone that sends in the same Star

WINGS OF FURY
Type in COLIN WAS HERE
at any time to activate the
cheat mode. Then push:

P - to give you a maximum
of nine planes

C - to change your
weapons

M - to give you 99 items of
the weapon you are using
D - to make you immune

F - to refuel

PRINCE OF PERSIA
Press ‘Caps Lock’ and ‘L’
to skip through all the
levels.

ACTION FIGHTER

To activate the cheat, type
in your name as Z BACK
DOOR.

FROM: Patrick O'Connor-
Read, Lincoln

TURRICAN 2

Press 'Help' to enter the
music menu and press ‘17,
', '4" and ‘2", Next press
‘Esc’ twice to get infinite
lives (and ‘Big Blue
Thingies’ according to
Neil!).

FROM: NEIL WHITE,
READING
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there for...

CAR-VUP

On the high-score table,
enter your name as R.J.
TOOME. This should give
you infinite lives.

FROM: T.J. BRIFFITT,

- AVON

: CHUCK ROCK

: While the band is playing in
. the introduction, press

: ‘Esc’ twice then type TURN
: FRAME. The cheat will

. activate, allowing you to

! press "1'-'5’ during play for
¢ the required level.

. FROM: ANAS EL-KHANI,

: PURLEY

unselfish nature and bravery (well,
how would you like to get calls at
feur in the morning?).

Okay, those are the incentives, so get |
tipping and remember, we can't give
tips over the phone. After all, that's
what all of those Contact names are

Dear Brian,
HELP!! | am stuck in one of

: the best adventures of all

time and I'm beginning to
go spare. It's Delphine’s
Future Wars and | just can't
get past the office room
with the typewriter. Can you
help? I've tried everything

- to get further but my mind

has gone blank.

- George O'Brien,
- Dagenham, London

. Ah ha! The old ‘can’t get

. past the map’ problem.

- Simple. You need to use

- the little red flag (found by
. the toilet) on the map on

. the wall. Run the mouse

- over the map until you find
© a little hole (it should be

. somewhere near France, |
. think) and put it in. The wall
. will open and on you go.

. Dear Brian,

: Please could you help me

. to solve the puzzle in the

. last part of Cadaver. In your
. printed solution it says that
. if you cast the ‘Bless’

. potion on the 10 doses of

¢ 20 stamina potion, you get

. teleported back to the

¢ Great Cellar. No matter

¢ what | do, nothing happens.
: When | go back to the

i Great Cellar by joystick |

: find that | cannot get the

. caskets. Could anybody

. solve this for me, it would

- make my day.

: J. Jones, Hastings, East

. Sussex

. Okay, we messed up. You
. weren't the only one to

. mention this slip-up. There
i should have been a line

. saying: Walk into the room
. next door. There is a large
i pentacle on the wall. Throw
. a flask of blood at the

i pentacle and you will be

: teleported to the Great

. Cellar. Sorry for all the

. inconvenience caused.

' Dear Brian,
- | have got a copy of Kick
: Off 2 and need some help. |

keep losing to the
computer teams and was
wondering if you had any
cheats or tips?

Jason Murray, Epsom,
Surrey

STAR
TP

SWIV

For infinite lives simply
pause the game, turn
‘Caps Lock’ on and
boldly type NCC-1701-
D. Take ‘Caps Lock’
off, unpause the game
and there you go.
FROM: Spyros
Tacticos, East Acton

£1 Public Domain

® 800+ Public Domain library fo choose from + utilities s/w
® Original Public Domain from the publisher of Super League

Soccer

® Blank Disks perfect for PD from 33p and

PRE-FORMATTED from 55p

® Music Disks (trackers and samplers)
AMIGA AMPLIFICATION UNITS for £14.95 (5 walts of

stereo sound)
® Send £1 for catalogue disk

® Send cheques/PO to Hyperactive Developments, Cortney

House,

12 Dudley Street, Suite 1, Luton, Beds. LU2 ONT

FYCALL 0582 420333




Help with Kick Off 2?
You’'re talking to the
master, sonny. Seriously, a
guide to playing Kick Off
would take up a couple of
pages at least, but for now
try some of these less than
honourable tactics:
Lobbing the ball from the
edge of the centre circle
(that's pressing fire then
reversing the joystick
quickly); standing on the

penalty area hoping that he

approach you, then running
1. | can't get very far in

- Audiogenic's Exterminator.
- In fact, | can't past Level 2.

around him.
When you do go a goal
ahead, try wasting time by

. taking as long as possible

and passing the ball around -

. fouls you (hey, so it's dirty. = (and back to your keeper),
. It works doesn't it?); - kicking it into the crowd -
i substituting your . basically everything you
. opponent’s goalkeeper . see on a Saturday
- (hee, hee) and stopping at | afternoon.
- the corner of the box, j

wafting for the keeper to i Dear Brian,

Two quick questions:

Can you help?

Works, | can’t seem to get
anywhere without losing
energy.

: Sean Thomas,

Llandudno, Wales

Okey-doke. 1. In the
- kitchens, try shooting into
. the fridge when its door is

open. This will take you
onto the next house. 2. On

. each level, fly underneath
. the rectangular archway to
2. In!n!erphase from Image :

boost your energy levels.

ball in your opponent's

. on set pieces, substituﬁng

YOU KNOW, | NEVER thought there'd
be such a response to the Contacts
section. it's amazing how many of you
out there are willing to sacrifice any
chance of getting some sleep at nights
in order to help little Cedric Blenkinsop
| get past the Giant Teflon Mutant on

! lewel 18 of Zen Ninjas Meet The Killer
Guinea Pigs. The question is, am | to
run existing names each month or do |
replace them with new ones?

The best way to run things is to add
new names each month, unless you
specify on the letters that you want to
run for ‘X' number of issues. This way,
readers can build up a catalogue of
Contacts as the months go on. i you
can't find anyone this issue, you can
look at previous ones. Contacts should
therefore be aware that even if your
name isn't printed in the current issue,

:mmhﬁ-hﬂn-hm

Amiga
Games, Priory Court, 30-32 Farringdon
| Lane, London, ECIR 3AU and in return
- we'll send you a free piece of software
from our vast library.
Finally, if you are going to use a

Contact, then please follow these two
guidelines:

ADDRESS: 38 Sandgate, Stratton, Swindon,
Wilts

TELEPHOME: n/a

TIMES: n/a

GAMES: After The War, AMC, Archipelagos,
Arkanoid Il, Armour-geddon, Army Moves,
Atomic Robokid, Atomix, Awasome, Baal, Back
To The Futura |1 & Ill, Balance Of Power,
Barbarian, Batman The Movia, Battle

Command, E-aru.la Squadmn Bemhvullay,
Blood Mnna',r Bombuzal, Brat, BSS Jane
Seymour, Bubble Bobble, Buggy Boy, Cabal,
Cadaver, Carrier Command, Car-Vup, Chase
HQ, Chips Challenge, Continental Circus,
Crackdown, Cybemnoid Il, Damocles, Defender
Il, Distant Armies, Dogs Of War, Dragon Breed
Dragonscape, Dragon’s Lair I, Drakkhen,
DOrivin® Force, Dungeon Master, Dynamite Dux,
Dynasty Wars, Dyter 07, Eliminator, E-Motion,
Enchanted Lands, Escape From The Planet Of
The Robot Monsters, E-Swat, F-20 Retaliator,
F/A-18 Interceptor, Falcon, Fighter Bomber,
Flip It + Magneose, Flood, Future Wars, Game
Ower I, Gazza ||, Ghostbusters I, Ghosts And
Goblins, Ghouls And Ghosts, Gremlins Il
Hammerfist, Helter Skalter, Horror Zombies,
Immartal, Impossamole, Indiana Jones And The
Last Crusade (The Adventure), Indianapolis 500,
Interphase, Ivanhoe, James Pond, Jumpin'
Jackson, Karate Kid II, Kid Gloves, Killing Game
Show, Klax, Laser Squad, Last Patrol,
Lemmings, Light Corridor, Loom, Lotus Esprit
Turbo Challenge, Manchester United, Hidnight
Resistance, Midwinter, Monty Python, Marc

Navy Moves, Nebulus, Never Mind, Night Shi‘l't
Ninja Spirit, Nitro, Oops Up, Operation
Thunderbolt, Pang, Paradroid 90, Pipemania,
Plotting, Pcpuraus, Powermaonger, Predator,
Prince Of Persia, Projectyle, Puzznic, Quartz,

Mame: Rainbow Islands, Red Storm Rising, Rick
Address: Dangerous | & Il, Robocop, Robocop I, Satan,
Telephone Number: Shadow Of The Beast Il, Shadow Warriors,
Times To Call: Shanghai, Silkwerm, Sim City, Sly Spy,

List Of Games (in ALPHABETICAL Speedball 2, Spindizzy Worlds, Spy Who Loved
order): Me, Starglider II, ST Dragon, Stunt Car Racer,

Supercars, Super Hang-0n, Super Off-Road
Racer, Supremacy, Switchblade, SWIV,
Teenage Mutant Hero Turtles, Test Drive, The
New Zealand Story, The Power, Time Machine,
Torvak The Warrior, Total Eclipse, Toyota RAC
Rally, Treasure Trap, Turrican | & |1, Typhoon
Thompson, Unreal, Vaxine, Venus The Flytrap,
Virus, Voyager, Wings OF Fury, X-Out, Xybots,
Z-0ut.

MAME: Jayne Thorpe M.A.
ADDRESS: 29 The Chase, Leverington Road,
Wisbech, Cambs. PE13 1RX

1. Respect the times printed. There's TELEPHOME: (0345) 582260
nothing worse than just drifting off to TIMES: before 9.30pm
sleep at night when the phone rings GAMES: Action Fighter, After The War, AMC,
{and contrary to popular belief, Army Moves, Atomic Robokid, Atomix,
sensible times only does not mean Awesome, Baal, Back To The Future I,
three in the morni Barbarian, Batman The Movie, Battle Squadron,
2. Please send an S.A.E. for written Bloodwych (maps & guide), Bombuzal, Brat,
| gueries. ESS Jane Seymour, Cabal, Cadaver (maps),
. Okay, on with the show... Captive, Carrier Command, Car-Vup, Chaos
Strikes Back, Chuck Rock, Crackdown,
MNAME: Steven Hurst Cybernoid I, Defender Il, Dragon Breed,

Dragonscape, Dragon's Lair |l, Drakkhen,
Dungeon Master (maps & guide), Dynamite
Dux, Dynasty Wars, Eliminator, E-Motion,
Enchanted Lands, E-Swat, Eye Of The Beholder
{maps & tips), Flood, Gauntlet II, Gods,
Gramiing ll, Helter Skelter, Immortal,
Impossamole, Interphase, James Pond, Kid
Gloves, Killing Cloud, Klax, Lemmings, Light
Corridor, Monty Python, Narco Police, Never

Mind, Night Shift (codes), Nitro, Oops Up,
Operation Thunderbolt, Pacland,
Powermonger, Rainbow Islands, Robocop I, R-
Type, Shadow Of The Beast |l, Space Guest IV,
SWIV, Teenage Mutant Hero Turtles, Time
Machine, Torvak The Warrior, Venus The
Flytrap, Xenon, X-Out, Z-Out.

MAME: Ben Kelsall

ADDRESS: Redcroft, Rockhill, Mansfiald,
MNotts. NG18 2PG

TELEPHOMNE: (D623) 657472

TIMES: sensible hours only

GAMES: Back To The Future 2, Chase HQ 2,
Double Dragon 2, Ghostbusters 2, Golden Axe,
Indiana Jones And The Last Crusade, Lotus
Esprit Turbo Challenge, NARC, Robocop,
Robocop I

MAME: Anthony Mills

ADDRESS: 17 Moremead Road, Bellingham,
London SEG 3LP

TELEPHOME: n/a

TIMES: n/a

GAMES: 3D Pool, Advanced Destroyer Sim,
Awesome, Badlands Pete, Batman The Movie,
Battle Squadron, Beach Valley, Budokan,
Cadaver, Car-Vup, Castle Master, Chase HQ,
Chasae HQ 2, Continental Circus, Days Of
Thunder, Dragon's Lair 2, Dungeon Master,
Escape From The Planet Of The Robot
Monsters, F-29 Retaliator, Flimbo's Quest,
Fleod, Future Wars, Gazza 2, Golden Axa,
Grand Monster Slam, Hard Drivin®, Hard Drivin®
2, Impossamode, Indianapolis 500, It Came
From The Desert 1 & 2, Off Road Racer, Kick
DOff, Klax, Leisure Suit Larry, Lemmings, Lotus
Esprit Turbo Challenge, Manchester United,
Manic Miner, Monty Python's Flying Circus,
Multi Player Soccer Manager, Night Shift, Nitro,
Operation Thunderbolt, Pang, Paradroid 90,
Player Manager, Plotting, Powerdrift,
Powermonger, Pro Tennis Tour 1 & 2, Rainbow
Islands, Rampage, Rick Dangerous 1 & 2,
Robocop 2, Shadow Of The Beast 1 & 2,
Shadow Warriors, Sim City, Ski Or Die,
Speedball 1 & 2, Spindizzy Worlds, Stunt Car
Racer, Supercars 1 & 2, Super Monaco Grand
Prix, Tennis Cup, Test Drive 2, Total Recall,
Toumament Golf, Turrican 1 & 2, TV Sports
Football, TV Sports Basketball, Venus The
Flytrap, Wings, Wings Of Fury, World Class
Leaderboard, Xenon 2, Zany Golf, Z-Out.

WARNING!!!

Listen up felks. If you're going to send us
your telephone number for publication
then please make sure that you have your
parents’ permission. if you are a parent

then please make sure you have your
parents’ parents’ permission. If you are a
parents’ parent then make sure you have
]'-urparnrl‘ipmnts’mnh
permission... do you think we've laboured
the point enough?
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Vektor Grafix’ Andy Craven, the man behind the smog, tells you all
you need to know about life as a San Franciscan lawman,

AN FRANCISCO 1997- not a

good place to be. Try'to imagine

the worlds of Judge Dredd, Blade
Runner and RoboCop all rolled into one,
then cover the city in a cloud of
poisonous smog. Beneath the ‘killing
cloud’ of the title, all
manner of criminal
gangs exist, plotting
all manner of
devious crimes
against the city.

As one of San
Francisco's finest,
your job is to take
on the criminal
element using your
trusty hover bike
{and its trusty 30mm
cannon), through a
Y series of 10

. missions. Most of
. the missions involve
capturing the leader
of each gang and
- then grilling him for
. information.

u r'nf-::'artt.lnat@ml*_,ur the
i 4 leader is usually
protected by lackeys, robots and
weapons. Here's how to deal with them:

CAPTURING DROIDS
The basic problem with capturing droids
is that as soon as you fire your ‘net

missile’ at them, they usually decide to
turn a cormer and the net misses.

The best way to net a droid is to follow it

and wait until it turns a comner, lock on
with the net and fire. (Watch out though,
if you're too close the net will miss - so
stay back!).

CAPTURING VANS

To capture a suspect in a van, follow the
same procedure as for the droid - unless
the van is equipped with a machine gun.
If this is the case, stay high above your
quarry (this isn't easy in the cloud, but
persevere) and when the time is right, fly
towards it locking on and firing. Don't
waste too much time in this operation -
the machine gun can do you a lot of
damage.

CAPTURING HOVERBIKES

To capture a hoverbike, it's best to keep
it central in your head-up display. Stay
right back when firing the net and it will
always hit. :

SHOOTING DOWN HOVERBIKES
Use the same tactics as for capturing a
bike, but get really close. If you're right
behind him, he doesn’t get a chance to

turn off suddenly and you can just lay into

him with the cannon or machine guns.

Your hover bike isn't the only weapon
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you have at hand. Through untold
amounts of painstaking labour, modem
science has come up with two major aids
to law enforcement, nets and PUPs.

NETS

These are rocket-propelled capturing
devices, used to secure prisoners until
the PUPs arrive. They are strong enough
to hold most bad guys, but occasionally
you'll need to use more than one to stop
your target. Always place nets close to
the Station House where your
assignments start (in the North Beach
district), so that you can collect them
quickly as you head towards your
destination. Remember that if a van or
droid finds a net, it will destroy it.

PUPS

These Pick Up Pods (hence PUPs,
geddit?) are small, radio-controlled,
holding pens. Once a suspect has been
captured, the PUP will arrive to ship him
back to the Station House. Unfortunately,
they're easy to track and completely
unamed, so you'll have to take good
care of them if you want to get your
prisoner back home safely. Reading the
assignment text will give you a rough
idea of where the suspect is, place the
PUP to collect him as close as possible
to this area. If any Angel accomplices are
still left, they may attack the PUP, so
keep your eyes peeled.
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Still struggling with Midwinter 2? Then enlist the help of
Maelstrom’s main man, as Mike Singleton brings you his
personal guide on how to win friends and influence people in
Rainbird’s strategy masterpiece.

e : i "n .
F RE E Don | -" I ‘

WITH THIS SECRET
AGENT’S GUIDE
TO FAME AND

#Hry
ARRIVE 8Y
FLYING BOAT

ERIC
PAGANO

COMRADE
GR.I:&INGER

FLYING

ALICE
WILLIAMSON

S/ LAND
e
| £ BOAT

ENEMY FLYING BOAT

THERE ARE 41 ISLANDS to liberate
in Flames Of Freedom, and fo give
you hints and fips on how o rescue
ench one would take a bock rather
than o poge or twa. So I've chosen
just one Fairdy difficult island to
concentrate on, giving a blow-by-
blow account of how to achieve your
mission objectives with speed and
precision,

The island of Nicobar lies o the
south of Agora. Its Grand Harbour
at Sweetwater is the busiest
mercantile port in the Slave Isles and
is also the chosen anchorage of
Admiral Kreuter's Atlantic Flest,

You have three mission objectives:
the first is to enlist Kreuter, thus
bringing his fleet under Federation
command; the second is to
assassinate Comrade Eric Grainger,
a treacherous union leader in the
pay of the Secret Police; the third is
fo rescue Joseph Pearson, o pop
singer imprisoned for singing a
protest song.

You get to Micobar by flying boat,
arriving on the north west coast near
Soo Jose. Your
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initial contact is Alice Williamson, o
potter who lives ot the Vale of
Salamadi on the south west const.

Fly around the coast in an anti-
clockwise direction to Salomadi,
keeping out fo sea to aveid contact
with enemy units. Just north of the
Vale of Salamadi is an enemy
balloon squadren which will attack
you as you approach Alice
Williamson.

You can fry fo eliminate the
balloen squadron using your flying
boat before contacting Alice, but you
run the risk of losing your aircraft. |t
is safer to land your ﬁing boat i[usf
off the beach 1o the south-west o
Alice. Then, after swimming ashore,

roceed north-east on foot to meet
Eer. The balloon squadron will
attack you but it is unlikeby to hit you
it you ﬁm maving.

A}i?e will lr-ell you Tare to find }.Tive

e: Malango Kokuya, a washer
man, Haroun Seljuks, the harbour
master, Sousan Hejaz, the fattoaist,
Maria Lamontagne, the baker and
Lucille Freitas, o nursemaid. Hejoz is
the most important of

these - she knows someone who will
toke you fe Michele Marchetta, who
happens to be Admiral Kreuter's

BT,

Hejaz alsa lives by the coast, near
Sangretta Flats. Walk back fo the
beach and swim back ko your H.yihg
bant. When you take off, carry an
heading around the coast in an anti-
clockwise direction, still keeping out
ot sea to avoid enemy wnits.

Teke care when you reach the
southerly bay near the Vale of San
Lucas. Major Lhote’s fiying boat
squadron is based there. To aveid it,
you can fly further south out o seq,
skirting the bay or (more tricky) a
litfle wary inland.

Land your flying boat just off the
coast, south nFﬁﬂusun Hejaz. Swim
ashere and walk to meet her. When

talk to her, you will find that she
nows the wherechouts of two
people - Andrew Lang, o hoodlum,
and Lotte Jalofsky, @ maid.

Jaloksky is the next person to talk
to. She lives inlend, not far fo the
west. Walk north-west to the rood
and then west dlong it

until you come to @ T-junclion. This is
the best spot to wait for o vehicle to
come trundling alang the road. It
mighr be a truck, it migh'r be a bus, it
might be a jesp - if you're lucky, it
might even Le a r{:nrlj

leap onto the passing vehicle and
commandeer it. Then head west
along the road ot fop speed. After o
while you'll have o go off the road
to meet Jalofsky, which will have the
effect of reducing your speed, but as
the ground's hiﬁ}r fiat it shouldn't
drop tee much.

Get out of your vehicle before
talking to Lotte Jalofsky. She will
offer to tuke you on a secret joumey
to meet Michele Marchetta, who
happens to be her employer. Accept
Lofte’s offer and go to meet
Marchetta.

Michele Marchetta is the love of
Admiral Krﬂular’slﬁFe. Mot nnl{ will
she give you excellent popers [lo get
you past enemy patrols), she will
also contact Admiral Kreuter for you.

Kreuter is a difficult mon o
persuade. If you try to enlist him on
your own, b will
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sef you a Hereulean task - o fake on
and defeat the very best of his noval
wnits, wagering your life ogainst his
leyalty. This is why Marchetta is so
important. Accept her offer o
contact Kreuter and when you meet
him he will be sager fo haémwu.

Having accepted this help, you
now turn fo Andrew Lang, the
hoodlum, whe lives not far to the
east of Ocean Sister, Head south
east o the road that goes up into the
hills. You'll be able fo hitch a lift
here almost immediately. Then
follow the road south to the T-
junction.

From there, drive east along the
road, Waich out for Capiain
Ayensa's flying boat squadron en
the way to Ocean Sister, but don't
open fire until you're fired upon.
You now have excellent papers
which will probably get you threugh
unscathed if you h U nerve.

Having reached Andrew Lang,
ignare him! Although he will
evanh.u:}"y offer o rescue the pop
singer Joseph Pearson, he's actually
a traiter and

you'll be arrested before you can
take advanioge of his help. But you
shouldn't kill him either - the shots
might alert an enemy unit fo your
presence,

Instead, drive due north to the
villoge of Qoean itself, where
Pearson is being held at Enemy HQ.
Mow you can rescue him in person
aond complete Mission Objective
Three.

Pearson, grateful for his rescue,
offers you the use of his private
helicopter. Now, with the helicopter
and your excellent papers, you can
fby directly to Admiral Kreuter on the
east shore of the Grand Horbour at
Sweehwater Bay.

Although the shoreline of the bay
is thick with enemy naval units, your
speed and your papers should get
you safely through to Kreuter. Land
your helicopter and talk to Kreuter.

You now enlist Kreuter and
complete Mission Objective number
one. Kreuter, eager to help, gives
rlnu an assault rille and the uze of

is personal flying sub. In addition,
he tells you the whereabouts of Eric
Pagana, a civil servant. Pagana is o
friend of Comrade Grainger, your
final kt:bi;c’rive. :

To in your flying sub (be
careful not fo run down Admiral
Kreuter in the process) and heod
north-west across the Grand
Harbour to rendezvous with Eric
Fagono.

Cnce you're overhead, leap out of
your flying sub and parachute down
to meet Pagane. You don't need
your flying sub any more because
Pagano will foke you on o secret
journey to mest his friend, Comrade
Grainger.

After the secret journey, don't
bother talking to Eric Grainger - he
sets conditions for his help anyway -
you should just select your favourite
weapon and shoot the double-
erossing rat, thus completing Mission
Obijective number two, the E‘.‘l&r left

on your list,

ngugam clock has only ticked an
by a few days and you've liberated
the whole of Nicobar. Simple, really.
Congratulations.

The islanders, grateful for what
you've done, give you $12,000
worth of rubies plus the God's Eye
secret weapon. As if that waren't
encugh, Federation HQ gives you o
mission bonus which amounts to

about $20,000,

| no way of knnwin? what that weapon is unil you've comp

' around for hours and hours before you find another high-speed means of

SECRET WEAPONS

NO SELF-RESPECTING secret agent goes anywhere without his arsenal of
secret weopons. To defeat the Saharan Armada, you will need fo build up
a stockpile of these, but first you will have to find them,

The %mleful inhabitants of each island you liberate will give you
parficular secret weapon as one of your rewards. Unfnﬂunlz’rg,w have

mission. Fortunately, the map om the next page (handed o me by one of
Maelstrom's agents just before he died of his wounds), shows the location
of 15 different weapons.

If you've been pracising by going on raids, you may already know some
of these secret weapons but here, d%radr from Moelstrom's archives, is o
comprehensive analysis of every known type of secret weapon.

THE VISITING CARD

Nickname for an elecironic device that opens virtually any lock on an
door. Developed by the Secret Police for their undercover agents. Sel
destructs after use fo ensure no evidence is left behind. You can use the
Visiting Card to escape from joil. It will take you an estimated 30 minutes
o open all the MEeCassary doors.

® ADVICE: Save this weapon until fime is of the essence. It will prevent you
languishing in jail for days on end and this could make a crucial difference
when the Armada is about to set sail.

MATAHARI CAPSULE

Developed from Hypnox 23 by Saharan psycho-biclagists, Matahari is a
drug that leaves even the strongest willed open fo suggestion and
persuasion. Yet another breakthrough for the Secret Police la ries.
Using Matahari, you can persuade anyone fo help you. The drug needs 20
minutes fo take b B o X
® ADVICE: Save this weapon for one of your mission objectives, Some

the people you are required to enlist are extremely choosy about who
they'll help. Wait unfil you meet a really stubborn cuss before using the
Matohari Capsule.

BLACK WIDOW

Miniature long-range anti-persannel cruise missile, just over 12 inches
long. Homes in on pre-programmed individual. Wi!llw the Black Widow you
can remotely assassinate the next person on your list of targets. Flight fime
is about 40 minutes.

® ADVICE: Don't waste this weapon on easy targets - wait unfil you've
reached a dead-end tracking someane down.

FLYING FOX

A miniature robot aircraft packed with high explosives. Buries itself deep in
the ground before detonation, causing an earthquake effect. You can use
the Flying Fox to destroy the next building or village on your sabotage list.
Esti flight fime is two hours.

® ADVICE: The Flying Fex is very handy on large islands sueh as Gran
Paradise, Lebos, Dhafra or Camarge. On small islands, you might as well
do the job in person. Very effective against underwater bases (which can
ba cilficil 6 get o).

A bl o i i o s

A lightweight rocket pack that can be ossembled and stropped fo the back.
It has fuel E:r one hour's flight. The lcarus Jacket gives you ﬁwe;iunique
means of fransport. Useful in tight corners. Assembly fime is 10 minutes.

® ADVICE: It's probably best io save this weapon until you're in batile with
the Armada. Then, when you lose your vehicle, you won't be wandering

fransport.

STUN GAS

A form of nerve gas that will make everyone within o one-mile radius
unconscious. Sometimes called ‘Politician Gas'. The user injects himself with
an anfidote before releasing the gas. Stun Gas enables you io neutralise ll
vehicles and personne! in the immediate vicinity. Allow 15 minutes for it to
take effect,

® ADVICE: Save this unfil you're under really heavy attack. If you've only
got one or two units to deal with, use conventional weapons.

BLOODHOUND

A cunning Federation homing device which will leod you directly 1o the
next enemy unit on your target list. In less than two hours, you will have
iracked down the enemy.

® ADVICE: Save this weapen for the lorger islands where people are more
difficult to find.
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'SECRET WEAPONS

| are launched simulionecusly, each o

it m:hm for the | signals decoder used by Saha

T " nickname for the special signals er Saharan
m;r:'l;ﬂpsm to trucka:}cﬂmirm' positions. Its real purpose is to give
warning of mutiny. When you activate God's Eye, it maps the position of dll
enemy units on the island. Takes 30 minutes o set up and lock in.

® ADVICE: Use this on islands with heavy troop concentrations. Lobos has
an extremely large garrison and is a prime candidate for a God's Eye
activafion,

GENIUS GUN
" The Genius Gun launches a burst of 12 small missiles vertically, which then

| fan out. Each missile’s guidance system communicates with all its

neighbours, ensuring they all seek and a different target. When you
use the Genius Gun, you will destroy all nearby enemy vehicles with o
single, crippling blow. Use only on solid ground.

® ADVICE: Very effective against the Armada itself, but wait until you're
under |'|euv}r ottack.

BRIGHT FISH
Bright Fish is a multiple warhead . Soon after launch, it splits into
i ?ﬂ smaller torpedoes which each home in on  different targets. Use Bright
ﬂ:ﬂ1 to wipe aut all enemy submarines or surface vessels in the vicinity. Use
only from a submarine or surface vessel.
- ® ADVICE: Very effective against the Armada, but wait until you're under
. heavy atfack.

T1;-|=l||.‘?r|lr m“‘H.';JE rbo ltigl I les

Lazy Vulture is an airborne multiple-target missile s . Ten missi
I!Jv.-i'ﬂd'lrg;m in m}(ﬂﬂ:;: unicue farget,

| The Lazy Vulture gives you the copability t knock out nearby enemy aircraft,

ground vehicles and surface vessels at a single stroke. Use only from the uir.- ]

® ADVICE: Very effective against the A
heavy atiack.

etk i developed by the Saha Il fired
weapon e Saharan Empire. Magic Bullets are fi

in a clip from an ordinary gun but each has o heat-seeking micro-guidance

system, enabling the gun to shoot at targets around corners. By firing o burst

of Magic Bullets, you can take out any enemy vehicles around you,

rega of obstacles. Use anywhere.

® ADVICE: Very effective against the Armada itself, but wait unfil you're

under heavy attack.

JUDAS SEQUENCE
Code signal used
enables access to all informers and collaborators. Using the Judas Sequence,
you can identify and turn all the traitors to be found en the island. The call to
Central Archives usually takes five minutes to connect through.

* ADVICE: Best used on the more difficult islands. Mast of the ane-skull
islands have few traitors. Mot only does this weapon identify all the traitors,
it also makes them eager to help you.

5T BERMARD

The nickname for o special homing device which will lead you di
rm.'r’ﬁarsnn on your list nffeupia fo rescue. The St anurdyxll usua
you there in less than two hours.

® ADVICE: Save this weapon for the larger islands where peaple are maore
difficult o find.

BEGS'M h device which will | d- directly o the

An electronic homing device which will lead you di to the next person

on your list of people to enlist. Allow up to two hours for the journey fime.

;ﬁmi’ |CE§;]- Sfﬂve is weapon for the larger islands where people are more
ifficult to find.

a, but wait until you're under

io the
get
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ALIENS

Can YouKill
The ALIENS
For
CASH PRIZES

Infocial PO Box 36 LS1 4N Call Charges 33P Per min Cheap Rate 44P all other times

GUNFIGHTER

) TO OUTDRAW
M= THE GUNFIGHTER

&> CASH PRIZES

0898 313590

IMFODIAL POBox 36 LS1 4N Cali charges 33p Per Min Chaap 44p Par Min Al Other Timas

DIAL-A-CHEAT-LINE

for cheats, tips,
pokes and secrets on
all computer and
console games, ring
now on

0898 10 1234

Messages updated weekly

Live computer helpline:

0898 338 933

7 days a week 12 noon to midnight

PRICES FOR BEST CHEATS, TIPS, ETC.
Send to: PO Box 54, Southwest
Manchester M15 4LY
Proprietor: Jacqueline Wright.

Please ask permission of the person who pays the bill, calls charged at
34p per min 'Cheap Rate’, 45p per min at all other times.

GAMES GALORE

TEL: 061-7936816 9am-7pm 7 days

TOPTITLES OURPRICE TOPTITLES OURPRICE

A0 Tk il Lassine SultLarry (Trippie Pack) 3288
L v . Malf ]
Locaener A 01808
. R A T a8
Laovtus Esprit Turba Chaliangs .. (X ]

Manchasier Linitad F'\.-l'l:q:mr! aitaas
Moga Tr u\'ﬂlﬁ'1 as

Chuck Yaagar|A F.T.2)
mr.u,mnmnn lhg1

Pro-Tannis Tour2 ...
(Wi Team Ford [Ralky)..

EMW"W'“"I"" i
mgoeres Lair |1 [Tima Warg) ...
Cuck Talos

Tras Batoidar
F=158iniks Engell,
F18Faicom i
=116 Fadoorm Migsion ||
F-195inath Flgivies
F-Z3Ratakator ...,

O Thee Iinudar ..,
E‘I"ﬂﬂlll

Toonaga Mutani Turfas
TosiDrvo 2

ek O Miag)
Killing Chowd
Kiling Gama Srow
COMPILATIONS
CHALLENGERE POWER UP
Pro-Tennis Tour, Kick OH, Bomber, Supar Ski Ateredd Baasl, Chase WO X-Oud
Shunt Car Racor, Turiican, Ranbow islands.
E15.58 185
FULL BLAST SEGA MASTER MIX
Carrier Command, Fick Dangerous, Supar Wondaisey, Turbo Outrun, Crackdown,
Chicage 90, Ferarl, P4T, Highway Painol Thundaislade, Dynamite Dy
L1999 169
HERDES THE WINMING TEAM
Licerso To Kill, Running Man, Cyarball, Klax, Vindcalor, Manst Cd The Robot
Barharian I, Starwars. Wonslen
E16.80 C19.99
HOLLYWOO0D COLLECTION 'WHEELS OF FIRE
Pobocop, Ghostbusiars 2, Indans Jores, Chiga HO., Tubo Ouirun, Powseedrifi,
Biatrnan The Mowie. Hard Drivin
£18.80 [l ]

" ORDER FORM '& INFORMATION

P&P free in the UK/E2 overseas
PRODUCT FORMAT COST

Sand ! Oamed Galors
99 Cheatham Rd, Swinlon, Manchester M2T 1UL

PO CHEQUES PAYABLE TD GAMES GALORE

NAME
ADDRESS

TELKO




ith ... next month ... next month ... next mo I

WIN! -
</ \GAMES
NEXT 1SS !

...it's @ whole new ball game

“Owzat?” y

Because our cracking cover disk will =
contain a great opening partnership! .

W= Graham Gooch
World Class Cricket

Audiogenic’s stumped up to
deliver this fully-playable demo
level. It'll knock you for six!

Plus! For when rain stops play! W e
You can still bowl a maiden over with... & =

Rod-Land

A fully-playable section of Storm's B it
cutie coin-op conversion

next issue on sale July 26th



ISy@lir brain bigenough
flor |

TAKE THE SWAP TEST - HOW
BIG IS YOUR BRAIN?

1. What is the next number in the sequence:
&0 B 3F, 88 1

2. Complete the next figure:

i (¢ [ 61

. Insert the same three letters to make five

words:

F

SH

L

D

FR

4. Insert the shapes that complete the box:

5. Supply the missing number:

B A A A A

ST-AMIGA:-PC




THEY DESTROYED EVERYTHING HE HAD
ALL THAT HE LOVED
EVERYTHING THAT HE WAS

NOW CRIME HAS A NEW ENEMY
AND JUSTICE HAS A BRAND NEW FACE
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