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WHEN REPLYING VIA THIS ADVERT! 

i„ the mos. versatile and comprehensive game of i.s klndlü (vaith »as. range o. snots / 

crosses / set pieces / player control) 

AVAILABLE FOR 

THE ULTIMATE WORLD CUP SIMÜLATION 

cmme you^own^^r^s^esTo^la^in^h^ch eveMmrrnmentyo^i^^wlm mí^éditlng 

EVERY team is different with all skill ratings shown. ^ 

Full match statistics giving massive detail from play percentage down to how fc 

many good or bad passes a particular player has made. * 

ta 

Name. 

I Address. 

Postcode. 

Daytime Phone No. 

PLEASE STATE MODEL WHEN ORDERING! 

. Computer Model. 

. Signature 

Send to: SOCCERSTAR, 9 Trent Drive, Hucknall, Nottingham NG15 6GR 

ienclos"heque/P.O to the value of £24.95 MADE PAVABLE TO 
SOCCERSTAR ( Name & address on back of cheque please). 

I wish to pay by Access/Visa. My number is 

□□□□□□□□□□□□□□□□ 
.Exp date. 

24 HOUR CREDIT CARD HOTLINE: (0602) 642188 csi 
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w elcome to the best CD32 and Al 200 magazine in the world. Sure, you’ve heard 

it all before and it’s easy to over-hype your own magazine. However, all you 

have to do is read the following pages, nothing else. You will see that we have 

gone to the four corners of the world to grab CD32/A1200 news, previews, inter- 

views, reviews and every other type of ‘ews’ we could eram into 32. You will see that we 

have covered stories in the UK, USA, Finland and Germany. You will see that 32 has the 

largest percentage of new stories in any CD32/A1200 magazine in the world - and not 

rehashes of press releases or stories which are three months old, either. 

Also, take a look through these pages and look at the writers who pen these pages. 

Recognise them from other magazines? No? Odd isn’t it? Are they greenhorn journos fresh 

from college? Cast offs from bog-paper glossies? No. All of the 32 writers are CD32/A1200 

specialists. Thafs write, they know the CD32 and the Al 200 like no other Computer. They 

live, breath, eat and snuggle up in bed with Al 200 and CD32s. 

Finally, why have we produced a magazine for the CD32 and the Al 200? Two reasons. 

Firstly, at the moment, there are plenty of Al200 games being produced that will be con- 

verted to the CD32 (and, soon, vice-versa). It is only sensible that you should be aware of 

these games because, even if you haven’t already got a CD32, any CD32 games that appear 

first on that machine will normally be converted to the Al 200 later and vice-versa. Also, the 

externai model of the CD32 compatible CD drive is imminent. Hence, we intend to cater for 

those users who will have ready access to both CD and floppy. 

Finally, finally, we at 32 really love all our readers, want to take them home with us and 

give them all our money. However, as they only give us crayons in this place and the door is 

locked and guarded 24-hours a day we only have your letters to keep us warm. So, WRITE 

TO US NOWÜ Otherwise we will feel lonely and unwanted. Please use the editorial address 

on the contents page. 

Editor Wf ith other machines vying to become the games machine of the moment the 

f CD32 looks like it could well cause a few surprises. All we ever hear is the 

familiar saying, “great machine, shame Commodore can’t get their act togeth- 

er”. However, the one thing going for the CD32/A1200 is that it is here. The user 

base is growing rapidly and there ARE games out there (unlike Atari s Jaguar and, to a large 

extent, the 3DO). Okay, most of them have been ports but we know of many companies that 

have some exciting CD32 and Al 200 games ready to hit the market this coming Summer, 

some of which are strangely being kept secret! 

The policy of 32 will be to meet the programmers, visit the software houses and get a 

fuller insight into development. We shall endeavour to be honest regarding games, their 

quality and game appeal. The first releases from the major companies have been slight 

enhancements, it appears from the sales of these games that they are more than pleased, 

even surprised, at the units sold. It is now a case of writing games using the spees of the 

machine and down-grading the program to work on lower-end Amigas and not the other way 

around. 

It’s very early days, but looking back only a couple of months people were very 

pessimistic regarding the machine, now there are positive vibes in the air! We have an 

excellent machine, a rapidly growing user-base and a dedicated mag targeted at the 

Al 200/CD32 with some of the top games programmers as regular columnists. We believe 

this is the perfect balance. 

Z&erek ZÒeÍA Quente 
Assistant Editor 



The Bitmap Brothers 

NEW FEATURES FOR CD 
Fully Animated Intro • Enhanced User-Interface • Interactive Instruction Manual 

CD Audio Tracks & CD Background Effects fm BITMAP 
BROTHERS 
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rouble is, that was the good 

dold days. There was, perhaps, 

I just the C64 and Spectrum to think 

about and you knew you only had 

30k or 40k of memory to squeeze a 

game into and you spent a lot of time get- 

ting the gameplay just right. The games 

most people fondly remember as classics 

were on those machines. This was partly 

because individual programmers did all of 

the work putting the whole thing together 

and had time to fine tune the game play 

and get the attention to detail just right. 

Dropzone, my first commercial game 

release in 1984, was a mere 30k in memory 

size and about 2,500 lines of machine 

code. It took me about a year of fiddling 

around to get it just right. The worst part of 

the programming process was that the 

assembler took about half an hour to 

assemble the code for testing, so the try-it- 

and-see process was a long-winded and 

impatient process. 

UNESMfiN 
Nowadays, Jimmy White’s Snooker is about 

60,000 lines of finely tuned code that took 

me a couple of years to evolve, whilst tak- 

ing up a megabyte of memory. Even so, the 

assembler on the PC turns it into machine 

code and downloads it to the target 

machine in under 10 seconds. So the try-it- 

out cycle is 3,500 times quicker! Trouble is, 

you can’t, necessarily, speed up the design 

an playability process by the same factor, 

although I bet I could now do Dropzone 

again in a week or two. 

Now the home computers of the past 

such as the C64, even the Amiga, were 

around in quantity for five years or so, I 

had time to come up with a couple of 

games on each machine. However, these 

days no sooner have companies got a few 

million units installed in the market place, 

then they tell you the particular console you 

bought last year is dead and out of date 

and you need a new one. 

ZOOM GLOOM 
Games designers can’t spend more than a 

year designing something new because the 

risk is that the intended machine might not 

be around when you get to publish it. So 

everybody does bad ports of Amiga games 

onto the consoles. Even now, when you fin- 

ish a console game, it has to be very strict- 

ly checked prior to manufacture by Sega or 

Nintendo and guess what? They take a fur- 

ther six months to do this. Then the type of 

games being demanded are whopping 

great 24 megabits big with masses of 

graphics and sound effects. We are 

expected to come up with all of this almost 

overnight, then the resulting produet is criti- 

cally slagged off because of a bad game 

design. The thing is, the market place is 

changing so fast that people forget how 

good games can be. 
This unstoppable, marketing-lead, 

push is quickly killing creativity and origi- 

nality for many reasons. Publishers these 

days simply won’t publish an original game 

design because the whole process is too 

expensive and risky to get wrong. Also, 

some companies specialise in only publish- 

ing film and TV license based produets that 

more often or not are pretty dire in terms of 

game playehs satisfaction and they have a 

retail price of £50+. 
At the moment, CD games are all 

stuffed with 650 Mb of visual imagery and 

about 50k of game code with no gameplay. 

This might seem impressive to the look- 

what-this-can-do brigade but unless games 

designers put more effort back into game¬ 

play as well as using the pros and cons of 

the CD system, even this market could go 

the same way. 
On a more positive note, I believe I 

recently saw the future, because I wit- 

nessed an hour long demo of one of the 

new batch of monster consoles to be sold 

in a year or two. I was absolutely and totally 

awestruck with the phenomenal power of 

the hardware. They will remove a vast 

amount the time us programmers put into 

getting interesting graphic techniques right, 

such as gourad shading and texture map- 

ping, because if you want to use some 

great new graphical effect, the chances are 

the hardware will do it for you - on autopilot. 

I think that particular machine was actually 

designing planets in its spare time. What 

this means is that games designers shall, 

once again, be able to spend a greater pro- 

portion of their time getting playability just 

right. Thafs what I intend to do any how. 

ARCHER MACLEAN is one of the 

most respected games designers 

and coders in the 

industry as the 

creator of 

Dropzone, 

Pool and 

the 
renowned 

Jimmy 

White’s 

Snooker. 



Commodore BBB—— 

CAN YOU BEAT NICK FALDO AT HIS OWN GAME IN THIS 
STATE-OF-THE-ART GOLF SIMULATION? 
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□ ’m Andrew Braybrook, otherwise known 

as AB or Cat (‘cos I sleep a lot...any- 

where). IVe recently celebrated my 

10th anniversary in the games-writing 

industry and also here at Graftgold 

Towers. 
After cutting my teeth on the Dragon 32 

and Commodore 64, I turned to 16-bit 

68000-based beasties around 1988 and 

converted Taito’s Rainbow Islands to Amiga 

and Atari ST, followed by writing Paradroid 

‘90 and Fire & Ice for the aforementioned 

machines and, more recently, writing 

Uridium 2 for the Amiga. Funny it all seems 

so short and simple written down like that 

but I don’t remember it being as painless. 

This very day of writing l’ve just sent off 

the masters of Fire and Ice CD32 to be put 

onto a gold CD test disk. Jason, our sound 

expert, and I have been battling with our 

monolithic sound routine for what seems like 

weeks, actually I think it was weeks! 

NCITS! 
On a fast machine like the CD32 and also 

the Al 200 it let out an occasional random 

sound. It’s been driving us nuts. We could 

listen to the title tune five times in a row and 

it would be okay then, next morning, it 

would embarrass itself three times in the 

first minute. Thafs just about the worst bug 

to find. Like when you take your car to the 

garage and saying it makes a whining noise 

occasionally. It just won’t do it to order, so 

they can’t fix anything. 

Actually this project has been quite a 

culture shock. On the plus side it’s our first 

outing into the world of getting CD audio 
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done, not just for Jason writing, performing 

and recording it, but also for me coaxing 

the CD32 into playing the stuff. On the 

minus side it means l’ve had to write my 

first operating system (OS) legal game - 

ever! 

OWN OS j 
WeVe written our own operating systems in | 

the past which has the advantages that we 

know exactly what it is doing, weVe got free 

technical support, we can make changes 

anytime and it doesn’t do anything we don’t * 

need. Now we have to play by 

Commodore’s rules and use their OS, other¬ 

wise they won’t make our disks. I won’t bore 

you with horrible technical details, suffice to 

say that IVe had to ‘phone the States to try 

to find answers to one problem. 

Thanks are due to Mike Montgomery of 

the Bitmap Brothers and Toby Simpson at 

Millennium for questions answered. 

Fortunately, this industry is small enough 

that everyone knows everyone else and 

we’re all quite co-operative and friendly, 

rather than being secretive rivais. Thus 

there will always be someone who has 

already done battle with the non-volatile 

library or whatever demon software has 

been produced purporting to be a user- 

friendly piece of the OS. In fact, putting Fire f 

and Ice onto the CD32 hasn’t been too bad. 

I didn’t have to twist the OS too much to get 

it to leave my game alone. I wouldn’t say 

that IVe necessarily been OS-friendly, but } 

it’s more OS legal than I had first thought it 

would be. 

Hopefully Fire & Ice will be available 

by the time you read this and NI be well 
towards finishing Uridium 2, whereupon I 

have to decide what to do next. Something 

original rather than a conversion will be 

nice. Anyone got any suggestions? (Write 

in and tell Uncle Andy if you have, folks! We 

may even print your answers - Ed.) 

The difficulty is in predicting what peo- 

ple will be or want to be playing in a year 

and a halfs time. All marketing information 

can tell you is what is selling. Game types 

tend to go round in circles. A good platform 

game sells well, so everyone writes a plat¬ 

form game until you’re all sick of platform 

games, by then perhaps a Wolfenstein 

game has shown up, so everyone writes a 

Wolfenstein clone. 

ENJOY 
I prefer to just sit down and write a game 

that I will enjoy playing and hope that other 

people will too, regardless of game genre. 

Well see how it goes. The good thing 

about CD32 is that we can write what we 
want. There will be many teams of talented 

games writers producing games for the 

CD32 with the integrity and freedom not 

afforded to most cartridge-based consoles 

and the hardware has a lot more scope for 

different types of games. Speak to you 

again next month, and remember, enjoy! 

ANDREW BRAYBROOK is an indus¬ 

try veteran from the C64 days, 

Andrew is famous for his work on 

Uridium, Paradroid and Fire & Ice- 

Most recentlyf he has released 

Uridium 2 to universal acclaim. 
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D/GENERATION™ 

90% - “An impossibly great game” - Amiga Power 

89% - “A corking arcade adventure” - Amiga Force 
RRP £25.99 

EVASIVE ACTION™ (Due late ‘941 
90% - “Amazingly playable, brilliant with two players” - PC Gamer* 

80% - “A beautiful game to look at, and one that plays excitingly” - PC Player* 

RRP £T.B.A. 

FURY OF THE FURRIES™ 
90% - “Brilliant -1 really can’t recommend 

it enough” - The One 

86% - “A great puzzley platformer” - GamesMaster 
RRP £29.99 

ASK YOUR LOCAL RETAILER FOR THEM! 

Mindscape International Ltd. 
A.__Priority House, Charles Auenue, Maltings Park, Burgess Hill, 

West Sussex RH15 9P0 Tel: 0444 246333 Fax: 0444 248996 

iài 
Ml M n C r À D r *8uotes from reviews of the PC version. 

I INI U j L n I L. m| trademarks and registered trademarks are the property of their respecti«e owners. 

Information giwen is correct at time of going to press. 

ALFRED CHICKEN™ 
90% - “lt’s finger lickin’ good” - Amiga Computing 
87% - “One of the finest platform games youTI ever see on your CD32” - The One 

LIBERATION™ 
90% - “Without a shadow of a doubt the best CD32 game available” - C&VG 

94% - “lf any game is worth buying a CD32 for, Liberation is it” - The One 

RRP £34.99 

MEGARACE™ (Due late ‘941 

“Backdrops haue to be seen to be believed... scores on its atmosphere and quality 
of competition” - PC Power* 

RRP 

OUERKILLAUNAR-C™ (Double-game disc!) 

84% - “Incredibly smooth and 

wonderfully quick” - Amiga Format 

RRP £29.99 

SEEK & DESTR0Y™ 
85% - “Top class stuff from start to finish” - Amiga Action 

83% - “Excellent, and a real challenge for blast-’em fans” - Amiga Format 
RRP £25.99 
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and a mass of software the Amiga 

becomes expensive. Then, a good 386 with 

twice the power becomes as cheap and 

the PC becomes a good entry levei 

machine with cheap hard disks, RAM and 

accessories. 

ROCIND 2 
The Amiga is a ‘Plug in and Gol’ machine 

where a beginner can get up and running 

in five minutes. A PC can be a total mind- 

bender for a novice, taking days to get the 

thing working properly plus any tiny modifi- 

cation you do to the hardware usually 

results in a hardware conflict 

ROUND3 
The programming environment and user- 

interface on the Amiga is far nicer and easi- 

er than a PC although Amiga DOS is usual¬ 

ly thrown out by coders to save memory 

and make software more efficient. 

You just cannot do this when develop- 

ing PC games as you have to be 100% 

DOS legal. MS DOS is bloody horrible at 

times thafs why Windows on the PC is so 

popular. 

ROCIND 4 
The Amiga processor is simply out gunned 

- even the mighty A4000 is well and truly 

licked by its nemesis, the 486 PC. Even 

though the Amiga family 68xxxx has a 

better processor architecture than the 

PC and the PC developer has a tougher 

job than his Amiga counterpart. However, 

the PC developer is now doing all sorts of 

weird and wonderful things to get around 

the machine’s shortcomings because, in 

part, of the vast amount of development 

software and tools available for the PC. 

There is a definite lack of good Amiga 

development software and reference 

material. 
As a software developer on both the 

formats we go for the PC and downgrade 

the software to run on the humble, slower 

Amiga. In effect, we convert down games 

like TFX or Inferno and, as a result, they do 

suffer compared with their PC counterparts 

and definitely live in their shadow. 

You could go on and on forever com- 

paring the Amiga. To conclude, the Amiga 

is the Frank Bruno of the Computer world 

beaten in nearly every round but it still 

packs a punch against the more expensive 

PC (a sad analogy, I know, but still). 

Except the Amiga is more straight forward 
to use and understand and is the perfect 
first Computer to learn on. I guess you 
already knew all this stuff and I know l’m 
not going to be popular because I am a 
traitor but there is only one Computer for 
me - the ZX80! 

Martin Kenwríght 

is the boss of 

‘DID’ the develop¬ 

ment team who 

brought us TFX 

and, to come, 

Inferno 

he Editor of 
thjs new 

II magazine has 

I asked me and a few dodgey col- 

■ leagues to write a page about any- 

thing .we want. Good idea, I thought, so he 

has less typing to do and doesn’t have to 

pay us - you’re secret is safe with me Mr 

Ed. (It’s a lie folks. What I actually said was 

that condoms should be used at every con- 

ceivable occasion! - Righteous Ed) but I 

was told explicitly to avoid any reference to 

sex, violence, drugs and drink. So, for peo- 

ple who know me, this was to ask the 

impossible. It left me with a mammoth task 

ahead to write something without smut 

(almost). 

THE GREfiT DEBffTE 
The sad thing about writing in this mag is 

that the Amiga is on its way out. Sure, it’s 

still a well supported machine but with the 

recent technological advances in terms of 

new emerging consoles and powerful PCs 

it is doubtful whether the Amiga will survive 

beyond 1996 unless it has a massive tech¬ 

nological injection into it and Commodore, 

as a company, sorts out its financial prob- 

lems. 
Even allowing other Computer manu¬ 

facturem to manufacture similar machines 
which are compatible with Amiga software 
and to keep the hardware at a very com- 
petitive price. 

Question: Well if it is that crap why 
bother? 

Answer: Do you want it as a Computer to 
learn on, play games on or use for busi- 
ness and how much do you want to spend? 
Let’s take the latter statement into a bit 
more depth. 

ROCIND! 
Price - for a standard Al 200 their is noth- 

ing else to beat it for limited applications 

like learning basic computing skills and 

games via a TV. However, if you consider 

you need a good monitor and hard disk 



QQ • Great prices, great Service • 

Customers tell us we’re one of the best! 
CD32 hardware, software & accessories 

HFMV Module • 
When fitted, allows 

playback of CD 

movies ....£194.95 

• STORAGE• 
CD Rack, holds 20 CD’s in a tiltable slot allows easy 
front view selection. Protective feet for worktop use, 

ly.£4.95 

CD System, Stores 20 CD’sin two interlocking units 
with touch-release selection. Each unit holds 10 CD s 
which may be interlocked horizontally or vertically.. 
Suitable for wall or shelf-mounting.£7.95/pair 

CD Cases. Got a few broken, cracked or badly 
scratched CD cases? Now you can replace them with 
these brand new ones. Can also be used for magazine 
cover CD’s.Only 95p each or £4.00 for a pack of 5! 

CD32 Mouse - 
Makes some games and 

utils so much easier to 

use! Micro-switched, 

£16.95 

à 

ÍvIVVÍ 
Pandora’s 
CD £4.95! 

Twin Lead • 
Stop wear & tear on 

those oontroller/mouse 

ports now! Use this 

short lead, £4.95 

•CARE• 
CD Cleaner, Polisher & Restorer, brilliant new 
product that will not only clean & polish those 
precious CD’s, but will also remove surface scratches 
as well! Will reduce static, prevent CD skipping & 
restore original quality. Only.£4.95 

CD Lens Cleaner, gently cleans your vital laser lens 
with optical brushes. The process is automatic, plays 
music while it cleans (!!) and stops automatically. 
'ompletely solvent free .£11.95 

* CDV 

VISA 

Liberation.£26.95 
Sensible Soccer.. £19.95 
Labyrinth/Time.. £20.95 
Microcosm.£35.95 
Deep Core.£22.95 
Bubba ’n’ Stix.£22.95 
Deep Core.£22.95 
Nigel Mansell.£22.95 
Mean Arenas.£22.95 
Alfred Chicken.. £19.95 

Chãos Engine.£21.95 
Trolls.£22.95 
Trivial Pursuit.... £22.95 
Pandora’ s CD.£4.95 
Now Games I.£15.95 
Now Games II.... £15.95 
Now Games III.. £15.95 
D-Generation.£17.95 
Weird Science.... £18.95 
Elite II .£23.95 

Senil ChequesIPO ’s to: REDLAW RESOURCES CD, 74 Durban Road, 
Patchway, Bristol BSI2 5HQ. Tcl: (0272) 760600 incl. cvenings. 
Please ad<l 50p for postage to all ortlers. AU orders sem Ist class. 

PUSH 'N' GO GAMES 
Over 100 Classic Games on each CD (CD32/CDTV compatible) £19.99* 

So easy to use - switch on push the button and go - no Computer 

knowledge needed (ideal for grown ups) 

CD32/CDTV Karaoke - over 100 Disks - from £15.99 each 

CD32 Keyboard - turn your CD32 into a Computer - includes free 

programmers CD while stocks last £49.99 

ORDER FORM 
_^ 

\PÍeãsê~entêr quantíty required in bõx beíow 
i£ 19.99 each - specify quantity 

jGames 1 100 Public Domain 

iGames 2 and Shareware 
i 
!Games 3 Games on each CD 

■CD32 Karaoke Popular songs on each disk please send list 

jCD32 Keyboard plus free programmers CD £49.99 

! Please send me the goods specified above 

!l enclose a cheque for the amount of £ 

ímade payable to Music Machine Marketing Ltd OR 

•Debit my Access/Visa No:-- 

jExpiry Date_/_ Signature--- 

■Please print your name in block capitais 

[NAME_ 

1ADDRESS___ 

POSTCODE_TEL No:____ 

Post to: 
MUSIC MACHINE, 59 BRIDGEMAN PLACE, BOLTON, BL2 1 DE 

Tel: (0204) 387410 Fax: (0204) 380952 

'■—§*§•----- 

□ 
□ 
□ 
□ 
□ 

auropeait 
■ 

PHOIUE 
0480 498889 
Fax: 0480 496379 
Open 5 days a week 

9am ■ 7pm 

CD32 TITLES t 
ALIEN BREED 2 18.99 
ALIEN BREED/QWAK 16.99 
ARABIAN KNIGHTS 10.99 
BRUTAL SPORTSFOOTBALL 19.99 
CANN0N F0DDER CALL 
CAPTIVE 2-LIBERATION 19.99 
CHA0S ENGINE 
ELITE 2 - FR0NTIER 19.99 
FLY HARDER 
HEIMDALL 
INT. KARATÊ PLUS 
LABYRINTH 
LEGACY OF SORASIL-HERO QUEST 2 19.99 
LEMMINGS 16.99 
L0ST VIKINGS 19.99 
MICROCOSM 31.99 
NICK FALD0’S G0LF 22.99 
PINBALL FANTASIES 19.99 
PIRATES G0LD 19.99 
PROJECT X/F17 CHALLENGE 16.99 
RYDER CUP 19.99 
SEC0ND SAMURAI 22.99 
SENSIBLE SOCCER 17.99 
SUPER PUTTY 9.99 
SUPER-STARDUST CALL 
ULTIMATE BODY BLOWS 20.99 
WHALES V0YAGE 19.99 
Z00L 17.99 

MEMBEROF 
DIRECT MARKETING ASSOCIATIOIM 

ADI GCSE SOFTWARE 22.99 
AMBERM00N 22.99 

AMBERSTAR 17.99 

ARCADE P00L 7.99 

ARM0UR GEDD0N 2 19.99 

AP0CALYPSE 15.99 

A-TRAIN 12.99 

• BATTLE ISLE2 CALL 
BENEATH THE STEEL SKY 20.99 

BLACK CRYPT 9.99 

BRIAN THELI0N 17,99 
BRUTALSPORTSFOOTBALL 15.99 

CADAVER/PAY 0FF 9.99 

CAMPAIGN 2:GL0BAL CONFLICT 22.99 

CANN0NF0DDER 18.99 

CHAMPIONSHIP MANAGER ITALIA 16.99 
CIVILIZATION 22.99 

• CLAWS 14.99 

C0L0NELS BEQUEST 
CRASH DUMMIES 
CYBERPUNK 
CYBERSPACE 
DARKMERE 
DARKSEED 
DIGGERS 
DUNE 
DUNE2 
DUNGEON MASTER/CHAOS 

• ELFMANIA 
EMPIRE SOCCER 
EUROPEAN CHAMPIONS 
EYE OFTHE BEHOLDER 
FIELDS 0FGL0RY 
FLASHBACK 
FR0NTIER - ELITE 2 
GUNSHIP 2000 (Al 200) 
HEIMDALL 2 
INDYJONES FATE OFATLANTIS 
ISHAR 3 
JET STRIKE 
JIMMY WHITES SNOOKER 
JOHN MADDEN (AMERICAN) FOOTBALL 

K240 
KINGMAKER 
KINGS QUEST 3 
KINGS QUEST 4 

■KINGS QUEST 6 
LEGACY 0F S0RASIL 
LEMMINGS 2- THE TRIBES 
LIBERATION-CAPTIVE2 
L0ST VIKINGS 
LURE OF THE TEMPTRESS 
MICRO MACHINES 

»MIG 29- SUPER FULCRUM 
M0NKEY ISLAND 1 
M0N0P0LY 
MR.NUTZ 
NAUGHTY ONES 
N0DDY’S BI6 ADVENTURE 
PERHILLI0N 

• PINKIE 
P0LICE QUEST 2 
P0PUL0US 2 
QUEST FOR GL0RY 2 
R0BINS0NS REQUIEM 
R0B0C0D - JAMES POND 2 
SABRE TEAM (Al 200) 
SLEEPWALKER 
SIERRA SOCCER 
SIM CITY CLASSIC 
SIM CITY DE-LUXE 
SIMONTHE SORCERER 

1 
17. 
16.99 
CALL 
16.99 
11.99 
CALL 
20.99 
18.99 
22.99 
22.99 
24.99 
CALL 
15.99 

9.99 
10.99 
19.99 
24.99 
11.99 
21.99 
28.99 
17.99 
15. 
19.99 
20.99 
9.99 

16.99 
9.99 

12.99 
19.99 
17.99 
16.99 
16.99 
17.99 
16.99 

9.99 
19.99 
13.99 
19.99 

8.99 
19.99 

9.99 
16.99 

9.99 
17.99 
26.99 

STREETFIGHTER 2 
SUPERSTARDUST (1200) 
SYNDICATE 

THEME PARK 
THE SETTLERS 
TORNADO 
TOTAL CARNAGE 
TRACKSUIT MANAGER 94 
TWILIGHT 2000 
UFO - ENEMY UNKNOWN 

•ULTIMATE PINBALL 
UMS C0MPILATI0N 

•UNIVERSE 
URIDIUM 2 
WEIRD DREAMS 
WING C0MMANDER 
WORLD CUP USA 94 

LIMITED VERY SPECIAL OFFERS 
+CHAMPIONSHIP MANAGER 92/93 
+CHA0SENGINE 
+C00LW0RLD 
+DISP0SABLEHER0 
+DREAM TEAM 
+F117A NIGHTHAWK 
+F1 (D0MARK) 
+G0AL 
+HIRED GUNS 
+HIST0RYLINE 
+LEGEND 0FVAL0UR 
+LI0NHEART 
+L0TUS TRIL0GY 
+METAL MUTANT 
+NICKY 2 
+PREMIER MANAGER 
+PREMIER MANAGER 2 
+PRIME MOVER 
+PUSH0VER 
+RAILR0AD TYC00N 
+SEC0ND SAMURAI 
+SENSIBLE SOCCER 
+SHAD0W0RLDS 
+SIM LIFE 
+THEATRE 0F DEATH 
+XMAS LEMMINGS 
+Z00L 
+Z00L2 
JOYSTICKS 

MAVERICK 

THE BUG 
SPEEDKING AUTOFIRE 

10.99 
16.99 
21.99 
19.99 
CALL 
24.99 
20.99 
16.99 
17.99 
22.99 
22.99 
20.99 
30.99 
CALL 
16.99 
7.99 
9.99 

CALL 

11.99 
11.99 

9.99 
12.99 
13.99 
18.99 
11.99 
14. 
16.99 
18.99 
11.99 
14.99 
11.99 
4.99 

12.99 
99 

11.99 
12.99 

8.99 
9.99 

16.99 
13.99 
10.99 
11.99 
13.99 
10.99 
10.99 
15.99 

7.99 
10.99 

8.99 

All items are subject to availability. Mees can be subject to change. E & O E. 

Post and packing: UK = 75p per item 2nd Class; £1.50 per item Ist Class; £2.00 per item 1 st Class Recorded. 
E.LC = £3.00 per item; Non-E.E.C. = £6.00 per item; 

Swift Air E.E.C. = £5.75 per item; Swift Air Non E.E.C. = £9.00 per item 
Next Day Courier=£5.00 per consignment (Up to 5kg. Deiiveries Mon-Fri Only) 

Titles marked with a * may not be released at time of going to press. 
Please telephone for availability and a full copy of our terms and conditions. 
Titles marked with a+are available at the price shown while stocks last. 
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Visa / MasterCard / Switch Number:_ 
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European Computer User 
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the knowledge that we are never quite 

going to admit it to ourselves. 

You see the problem is when you are 

at the top of your own sappling like we hap- 

pen to find ourselves for a while at 

Sensisoft, you sort of realise that this, in all 

reality, is probably as good as things get 

and when you realise that actually it's not 

that good it is really quite sad. 
Now if we had total artistic licence then 

maybe life would be a bit more fun for a 

while and if we only had one format to worry 

about and all the other formats were dead 

then maybe life would be even better and 

we could adopt the attitudes of most artists 

(Except that most people involved in the 

Computer industry would be horrified at this 

new found openess and exposure to pin- 

striped suit things) and do what the hell we 

want. 

So what is a poncy, idealistic, 

romantic, egotistical, fatalist like 

me doing in a capitalistic, narrow- 

, minded, artistically suffocating, 

( emotionally stunted industry like 

this one? Well the short answer is 

“Search me!” maybe I like the sound of my 

own voice too much to turn down the 
opportunities that are starting to materialize. 

It is hard to justify the desire to impose 

your own thoughts, philosophies and emo- 

tions on other people, especially when 

none of the other people want to know 

about them but, nevertheless, I feel that 

what this industry desperately needs more 

than anything is to suffer wankers like me, 

preaching personally slanted dross to your 

goodselves. 

THE WONDERFCIL WIZ 
Because I am afraid that if the Com¬ 

puter industry turned into a Mannequin 

or a Porpoise or a Rag and 

Bone man and flew off to 

Oz to join 

Dorothy, then 

when Dorothy 

said to it “and 
what can the Wizard get 

for you Mr Computer Business? 

the poor old thing would 

have to reply “Actually I 

think I could proba¬ 

bly do with a soul 

'cause I haven't 

really got one.” 
I have just 

been sitting 

down and play- 

ing guitar and 

singing away to 

myself at one o’clock 

in the morning for, 

you see, I am one 

of the Computer 

industry’s sad, 

failed, bitter, 

deluded, aspiring 

musicians. Blessed 

with the knowl¬ 

edge that we 

are 

never 

going 

to make 

it, but 

safe 

It would be nice to be allowed to write 

a game that you knew all Computer owners 

could buy, without having to go through the 

laborious, extremely time consuming and 

totally uncreative process of producing at 

least 11 conversions of it in order to hit all 

the Computer owning public. 

PUSSY-FOOTING 
It would be nice if someone could bring out 

a CD machine that really fulfilled the poten- 

tial of CD technology (i.e. instant loading, 

two or three separate things loading at 

once, all the RAM in the world, etc). Then, 

for once, our decisions about what to put in 

a game would be based around what 

would look or sound or feel the best rather 

than what the machine is capable of. 

It would be nice, and may be coming 

true with the advent of certificating, if we 

where not forced to pussyfoot 

around the awful smalltown, 

Christian ethics that stop us 

from showing images of sex 

and violence on screen. 

It would also be nice to 

not be under threat, constant- 

ly, by big time lawyers circling 

like vultures to find chinks in our 

armour so that they can get a slice of 

our lolly because we have included the 

word Coca-Cola or the name Mrs Thatcher 
in our game. 

I don't 

remem- 

ber 

stand 

up comics or writers having 

the same problem. 

Moan, moan, moan, moan. 

JOHN HARE is one of the 

cornerstones of 
Sensible Software - 

the creators of 
Mega-Lo-Mania, 

Wizball, 

Wizkid, 

Sensible 

Soccer and 

Cannon 

Fodder. 
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jg®^arry’s show offers a range of news, 

riy J reviews, previews and exclusive features 

ÈÊHjimUorn week to week. As well as some 
/^^Í/humnur from his Liverpudlian babe, 

Charlene, and eccentric friend Leslie. With Leslie in 

traction after taking a severe bruising from Barry and 

Charlene out shopping, this gave me a chance to talk 

with the one they call - Big Boy. 

Barry, thanks for taking soma timo oat from 
yoar basy schodalo to talk with as hora at 
32. Flrstly, could yoa tall as, orhat Is yoar 
tavoarita typa of gama? 
Well Rob, one with good gameplay I suppose. I do 

like shoofem and beat’em-ups and, if ever possible, 

an original platformer. 

What catches yoar eye when yoa get a 
chance to watch television, exdading Barry'* 
Joypad of coarse? 
I just love the Simpsons, but my favourite programme 

of all time is Star Trek Next Generation. Some of the 

make up and effects in the series are great, I am also 

partial to anything SF orientated. 

Have yoa achieved all of yoar goals in life or 
is there more to shoot for in yoar eyes? 
Good question but, no, I still have other things that I 

want to do! My main ambition is to be in Star Trek 

Next Generation. I have actually met Patrick Stewart 

who plays Captain Jean Luc Picard in the series. So 

you never know. However, I am solely commited to 

Games World. 

the end of the day, most of my millions of fans, family 

and friends are on the whole, glad for Big Boy Barry! 

fiow long have yoa been involved with Com¬ 
puter games? 
For as long as I can remember. I started out with one 

of those Pong thingies, later progressing through the 

entire Spectrum range,and later branching out to con¬ 

soles. 

Yoa have a great record when yoa play con- 
testants at games on Beat the Elite: what do 
yoa pat this down to? 
Basically, my superior gamesplaying skills. Oh, not 

forgetting the ability to knock the spots off any person 

be it contestant or Videator into oblibvion. 

What Is yoar favoarlto typa of food? 
My favourite dish just has to be deep fried sausages 

in custard. Secondly a rather large serving of any¬ 

thing apart from anchovies goes down rather nicely 

as well. For a drink, fizzy orange, straight, with a cher- 

ry, slice of lemon, ice and a red cocktail umbrella. 

mmmm I can see it now! 

Errrr, yes...what Is yoar oplnlon of the CD32 
In general? 
It’s certainly a machine with good specs, great power 

and, with decent software support, could become a 

serious worry to any competitor. 

Why do yoa think yoar show attracts so 
manypeople week in week oat? 
Quite honestly and unbiasedly, it’s the best Computer 

and video game show on televison. Also with the 

choice of Andy Crane or Bob Mills on other shows, 

how could anybody dislike Big Boy Barry? 

Meeting so many stars each week and min- 
gling with the rich and famous, is it easy to 
switch off and adjast to family life when yoa 
get home. 
NO! I find that you have to work hard to return to nor- 

mality, especially not to make other people jealous. At 

Barry, thanks for this interview. Finally can 
yoa let as in on some secret reieases of 
games, etc? Seeing as yoa know all there is 
to know aboat the games indastry before 
anybody else? 
Sure Rob, but l’m afraid it’s for your ears only. I tell 

you what, let’s sit down and discuss it all over a nice 

serving of deep fried sausages in custard, I think I 

hear Charlene coming home with that new frying pan! 

Oh, and remember all my fans out there, BIG IS BESV. 

32 would like to take this opportunity to 

express its thanks to Sky TV. 

With Big Boy 
Barry are (left) 
Virgin’s Doug 
Johns - didn’t he 
used to write for 
an Amiga games 
mag? And (right) 
with a zipper 
over his mouth, 
32’s own Robert 
Nathan 



V \ I \ / 7e eventually got down to the Virgin 

\ \ \ offices where we were met by Virgin’s 

\ * A ’ / own Doug Johns, well actually we 

\_/ \_/ caught him in the cafeteria but thafs 

another story! Soon we went over to the building 

where the game was being set-up for us and met by 

one of the designers who then explained just why this 

game was so special. 
Apparantly, Beneath A Steel Sky was originally a 

comic book created by Dave Gibbons. He was hired 

to draw all of the game’s major artwork. This was then 

scanned in on Computer for a truly ground-breaking 

effect and, ultimately, is what makes the game stand 

out from other adventure games such the classic 

Monkey Island or Indy Jones. 
The story of the game takes place in the future 

where six vast corporations dominate the earth. They 

have destroyed the government, now these compa- 

nies are the only source of habitation covering the 

continents. Anyone who refuses to follow this order is 

chucked out into the wastelands where all the excess 

rubbish is. This delightful place is known as the Gap. 

The story follows a guy called Robert Foster who 

was raised by the Gap dwellers. Considering the con- 

ditions, he had a healthy upbringing. One day the 

peace was shattered by security forces wanting Foster 

to come with them. 
Well he had little choice but to follow. The camp, 

his homeland and natives were all destroyed. Why has 

he been brought to the city? What has he got that the 

security forces could possibly want? It’s your job to 

find out. Whilst Foster was in the Gap he 

built a robot out of scrap metal calling it 

Joey. When Foster was taken away, he 

ripped out Joey’s Circuit board which 

holds his personality. Hence, Joey can be 

plugged into different machines in the game - believe 

me, he’s essential for puzzle solving. 

The first thing that you notice about this game is 

the gorgeous graphics, drawn by hand by original 

artist Dave Gibbons. They really do look stunning 

especially when you’re on a ledge and you see the city 

below. Swirling winds add great atmosphere to the 

effect, I can tell you! 
The game itself is massive, about three times the 

size of Lure Of The Temptress. There are over 80 loca- 

tions, many of which have to be re-visited. In addition, 

there are so many characters in the game, all with their 

own style, so get ready for masses of interaction 

throughout the game. 

USER FRIENDLY 
As always, some people will lead you up the garden 

path, others might just do you a favour. One of my 

favourite characters was the dude who strutted around 

chewing a cigar wearing a big fur coat made from the 

last five beavers left on the earth - pleasant chap. 

The thing that makes BASS stand out from other 

games of this type is it’s sheer user-friendliness. Just 

two mouse buttons control everything from your inven- 

tory, your movements to your conversation. 

Nothing gets clogged like in Lure Of Temptress 

allowing ease of play for beginners. The 
namp ran hp cnpprlpd un drastina V 

Check out the realistically choreographed animation 

some adventure games where you use the item and it 

just disappears. 
This game will offer a huge challenge due to it’s 

size and clever puzzles. It’s been a long time coming 

but the wait is over. Beneath a Steel Sky is a top 

quality peace of software which everyone should 

experience. 

Down and dirty graphics courtesy of 
comic artist, Dave Gibbons 

... and the verdict is 

A THOUGHTFULLY designed animated 
graphic adventure where you never have to 
fight the interface. Excellent graphics and 
superb animation subtleties enhance the 
atmosphere whilst the high puzzle standard 
and shear size provide extended gameplay. 

REVIEWERS: Robert Nathan/Big Boy Barry 

Price: £34.99 

Software House: Virgin 

Release date: Out now 
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1j^ otal Carnage, as its name implies, is an atl 

out action escapade with no messing. The 

setting is the 21 st century and the program- 

mers have run riot, literally, with nasty crea- 

tures, mutated forms, adversaries galore and an 

arsenal that is ‘bloody’ impressive. Straight from 

the onset you will be confronted with bombs, bul- 

lets, tanks, aircraft, land mines, etc. Your main aim, 

apart from staying alive which is far from easy, is 

to make it to the end where you will be invited into 

the Pleasure Dome. 
Each of the leveis has bosses, guardians, 

creatures or vehicles. They’re smart. If you thought 

that getting through a single levei was hard wait 

until you reach the guardian confrontations. Never 

stay still. keeping moving and you stand a chance. 
The sprite detections and Al within the pro- 

gram are spot on. Sound effects really do enhance 

the game’s excitement. The Controls are excellent 

making movement and firing better than the 1200 

version. Special attention has been made to draw- 

ing the explosions which was one facet that lets 

other games down. The 2-player simultaneous mode 

is a must if you want to see some later levei action. 
The only criticism I have is that some views 

and perspectives look flat but its doesn’t make the 

game any less whoiesome as anticipation, speed 

and precise shooting is what this is all about! 

Carnage Inc., ready for action at 
any time of the night or day 

There are some tough cooKies 10 race 
Steel yourself for the worst, and then some 

like a giant 8-way moving maze than a stan- «I 

dard platformer. It will have your fingers and ^ 

head on overload as you can jump up, down, * 

move sideways, fight, duck, balance and even 

swim! 
A better than average game that will certainly 

please lots of 32 owners. It s possibly too tough for 

its targeted audience, the average player - thafs 

what lets the game down. 
onk is a Samurai duck, a wen oermeu 

sprite who is not only big but can exe¬ 

cute a number of clever moves. 
With 112 leveis to complete this 

game is one of endurance as well skill and fast 

reactions. Even on levei one you will find it frus- 

trating but compelling as you get knocked off a 

platform by huge spiked balis and all manner of 

weirdoes. Another ingredient, apart from the duck 

morphing, is when you successfully complete a 

levei you will be able to view a giant map and plot 

your progress through the game. Donk is full of 

humour. With 10 woríds, (more than the 1200 ver- 

Pric«: 

Software House: 

Reiease date: 

REVIEWER: Derek Dela Fuente 

and the verdict is 

Grab that diamond! 

The Biz Board 
Price £32.99 

Software Hoase: ICE 

Release date: Oat now 

DESPITE PERSPECTIVE problems this game 

is all action. If you reckon the end of levei 
guardians in other games are tough, just 

wait till vou aet to qrips with one of these. 

REVIEWER: 

and the verdict is 



uses your special ability, green cycles through 

those abilities (you can have up to six), yellow 

cycles through the Computer players abilities, yel- 

low/green uses them on your behalf and the 

left/right buttons allows the character to take a sin¬ 

gle step at a time. There is a password save at the 

end of each world. 
The games graphics are impressive as is the 

spoken introduction outlining the story although 

the actual opening sequence leaves a lot to be 

desired. The classic Cyberpunk shoot-em-up 

reaches the CD32 and it’s Action, with a capital A, 

ali the way. 

uring the last century an inventor created a 

bizarre machine, The Chãos Engine, 

which, as in all good sci-fi stories, went 
everybody and everything 

wouldn’t want to meet in 
illP crazy turning 

into - well something you 

a dark alley, at any rate. 
This is where you come in. Selecting two well 

‘ard mercenaries from the six on offer. You have to 

enter the World of Chãos and defeat the ultimate 

killing machine. Each character has his own spe¬ 

cial weapons and abilities. The characteristics are 

determined by skill, stamina, speed and wisdom 

each of which can be boosted by spending any 

cash collected at the equip screen. 
There are four worlds, each with four leveis, 

that are awash with mutants that appear from hid- 

den passages and holes in the ground. A dead 

mutant leaves coins that need to be picked up or 

keys that open secret areas. The aim is to equip 

vourself with a weapon that has red bullets (these 

Mutant blasting fun with Chãos Engine 

Brutal Football is a very funny sports game, 

although the sound does get to you after a while 

and, on first play, it seems rather too quick and 

frenetic. Other than that it’s a worthy purchase. 

Ihave only ever played rugby once in my me ana 

that was enough to convince me that it’s a 

game to be watched from the sidelines and not 

to join in with. Brutal Football proves that. 
The game allows you to choose one of three 

types of competition: league; knockout or 

unfriendlies. Your chosen side start their career in 

division four and are chosen from the ugliest, nas- 

tiest bunch of wasters and mutants around. 
Once the competition and teams have been 

chosen, it’s onto the field. A control panei has a 
scanner showing position of players, pick ups and 

the bali whilst an energy bar has the strength of 

the controlled player and overall team strength. 

Pric q: 

Software House: 
Release date: 

PLENTY OF 

and the verdict is 

Flailing elbows are the last thing 
to worry about in this game 

The Biz Board 
Price: £29.99 

Software House: Renegade 
Release date: Outnow 

THIS IS a classic blaster of the first order 
with superb graphics. If it’s action you want 
to play on your CD32, go out and buy this 

one - it will be money well spent! 

REV1EWER: 

and the verdict is 

Millenium 
Out now 
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CUMÜ l»NLV - 

Iike most golf games, NFG begins with you cus- 

tomising the type of game you want to play. Stroke 

play can have up to eight human or Computer 

Wl players whilst match play is either one on one 

or two teams of two golfers. Two courses are included. 

There is the option to choose the season in which to 

play, too. Select up to 13 clubs (a putter is already in 

your bag), choose your caddie, playing mode (ama- 

teur or professional) and off you go to the first tee. No 

hanging around here. 
Standing on the tee, the game screen has pull out 

menus allowing you to select your club and view the 

hole together with wind direction and strength (click- 

ing on the map shows any localised wind). Any modi- 

fications to the bali spin or draw and fade can be 

made. This done, a press of the red button brings up 

the swing icon. The difficult vertical bar used in the 

disk version has gone to be replaced by a far easier 

horizontal one. Select your shot power and whether 

the bali is to be sliced, hooked or hit straight then 

watch the screen carefully. 

fiMfiZING GRAPHICS 
The graphics have been re-drawn 

for this version. They’re amazing. 

The golfer swings the club 

incredibly smoothly and the 

extra movements (head and 

feet) are perfect. Not only that, 

the guy actually looks Iike Nick 

Faldo. The more eagle-eyed of 

you may also notice that after 

the bali has been hit, the yellow 

tee jumps out of the ground. Nice 

touch. 
Depending on where the bali 

lands, your caddie may comment on 

the shot along the lines of ‘thafs on 

the fairway’ or, in a more sarcastic 

voice, ‘lucky there are some more 

balis’ if you land in the water. The 
map view shows your bali position on 

the course and, although your golfer 

always faces the flag, by clicking on 

the red arrows at the top of the 

screen you can change his view- 

point. Putting couldn’t be simpler. 

Aim using the cross-hair with a now 

circular icon used for strength. A grid 

helps to Show the undulation of the 

green. Hole out and you’re onto the 

next tee. Rough justice! 

If you’re not happy with your play there is a 

coaching session available where you can practice 

any one of five hazards that appear in the game name- 

ly: bunkers; water; windy conditions; fade/draw or 

putting or, if you’re that bad, all of 

them. Nick appears and gives you 

instruetions on what you are expect- 

ed to do. 

GLITCHES 
However, Nick Faldo’s Golf isn’t with- 

out some minor flaws. Firstly, in 

matchplay mode when the Computer 

player has holed out, you carry on 

even though you cannot win or halve 

the hole. Secondly, why is a bunker 

called a sand-trap? This term is total- 

ly alien to golf. It’s a bunker. 

BUNKER! Lastly, all the fairways look 

far too ‘clean’ giving the impression 

that you’re not playing on 

grass. None of this 

detracts from 

the games overall playability, 

though. 

Although this game 

has been on the shelves 

for awhile now, the rea- 

son we had to give this 

the once over was 

because Grandslam 

Neariy there now. 
Though if you ve got this 

far you’ve at least saved 
forking out on the nineteenth 

have to be given top marks for spending time and 

money on vastly improving the graphics and sound 

which, as a result, improves the gameplay. It is a 

benchmark for golfing games! 

This is where you have to make that decision on 
whether the club you chose will hit it straight onto the 
green or plop into the water! 

The Biz Board 
Pricc: £34.99 

Software House: Grandslam 
Release date: Out now 

GRANDSLAM ARE to be applauded for giv¬ 
ing the tormented CD32 owner something 
really rather special. If you are a fine weather 
golfer, that is, you don’t Iike the wind, rain, 
hail or snow, then you can t do much better 
than to improve your handicap by the fire 

with Nick Faldo’s Golf. 

REVIEWER: Terry Pratt 

_and the verdict is 



be sub-games that you can move 

through and play. You will find that 1 j j I 1 

there are so many elements and objects 

to interact providing unexpected results. If, for 

instance, you move up to a Temple and spot a gold 

statue you may feel inclined to strike it with your 

sword but this will only result in arrows shooting 

at you from the ceiling. If you look around you will 

spot another statue, pick this up and place it next 

to the gold one and the weight will open up a door 

for a sub-game. 
These sub games are all optionai so, even if 

you do not see or solve the puzzies you can 

progress on. The object of these sub games, apart 

from adding diversity to the game, will help gain 

vaiuable experience points. These points will not 

only make you stronger but will allow you 

to pick up better weapons, daggers, 

smart bombs and so on along the 

way. Without a certain quota of 

points you will see these goodies 

Jm but not be able to pick them up. 

^mÈÉÈÊÊÈ Second Samurai is an 
enjotable romp with plenty to see 

and do. Oh, and watch out for that 

end sequence! 

I he Second Samurai offers both added 

| I playability, more puzzies and a larger 

envíronment over its predecessor, as well as 

1 1 a two player mode with a collection of sub- 

games that are as devious as any original game. 

Also, there are no real dead ends.You can still 

progress through the game and complete a whole 

levei and not see half of the actual envíronment 

depending on the routes you take. 
There are three main leveis to the game each 

with very small sub-stages, within these there will 

Beat that nasty oiti meanie before 
he blats you into oblivion 

findíng him. Each of the leveis are 

split into stages where you are up 

against the clock. ^ 

The Mario-style presentation 

with a map to move along gives the 

player a good idea how he is coping 

with the featured 45 leveis on offer. 
Platform games have been criticised, ín the 

past, for lacking long-term interest. However, 

Brian does demand clever co-ordination and skil- 

ful anticipation. From jungle to rocky mountains to 

underwater scenes - all offer diversity. In addition, 

the bonus leveis are a real bonus. With 80 tunes 

and sound effects to boot platformers should give 

Brian the Lion a whirl. 

\ Do you come here 
often, oh little fella 
wotlookslikea 

/ sphinx? 

rian is the latest amusing platform romp 

from Relections, the guys who brought 

us the Beast series. 
One of the most pleasing aspects 

of this game is that Reflections have gone out to 

use all the Amiga formats to their full potential 

breaking new ground at the same time. The 1200 

version offers a visual delight with programming 

tricks galore and the CD32 version offers supple- 

mental graphics and music. 
The first aspect you will notice is that the 

colour palette is really awesome. This has been 

achieved by using a seperate palette for three 

bands that are put together to make up the screen. 

Whereas, normally, you can see a graduation of 

colours here it is impossible to detect. 
You assume the role of Brian whose close 

friend has been kidnapped, it is up to you to move 

around the huge and ever-changing locations 

fighting off all manner of baddies in the hope of 

Prici 
Software Hous< 

Release dali 

A CRACKING 

REV1EWER: Derek Dela Fuente 

and the verdict is 

Plenty of leveis, tunes and Baddies! 

The Biz Board 
Price: £34.99 

Software House: Psygnosis 
Release date: Out now 

TOP RATED action game, which requires a 
good deal of intuitive thought and brain- 
numbing puzzling. Plenty to keep you 
screenfully employed for many a long day. 

and the verdict is 

£25.99 
Psygnosis 
Out now 

platformer with pleny of long 

term interest to while away those tedious 
Summer evenings when the sun don’t shine 
and the good woman is out with her mates. 
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...^ Okay, I hear you all saying, we have had so 

I many punching, kicking, biting games - 

why another? Well why not? (There’s a well 

debated and reasoned argument for you - 

Bemused Ed). 
Rules are pretty straight-forward. You either win 

to continue or lose and pretend your pad just wasn t 

working! Events include one or two players (yes, a 

friend is always the best option), tournament and tag. 

You can change the timer for each round, the number 

of rounds from one to three, skill factor, turbo on or off 

and a ‘Mercy’ option. 
Each of the players have their own attributes. The 

guys at Team 17 must be on something to conjure up 

not only the manoeuvres but the expressions and 

stunts on offer. 

DIRTY TRICKS TIME 
The great aspect of the game is the surprise factor for 

even when you feel you have sized up the opposition, 

perfected the Controls and understood most of the 

fighters inside out you are back to square one when 

they surprise you with some dirty tricks! Now, whether 

these guys have their own in-built Al or the difficulty 

factor increases evenly over the whole game is irrele- 

vant for the challenge builds at a learning curve that 

will have all Street Fighter or Mortal Kombat players 

captivated. Normally games of this description are 

pure unadulterated hell for the joypad finger but you 

will soon find out that merely banging on every button 

may win you only a few fights. It is luck not skill that is 

the underlying factor when you play this way. 
For the true expert you must understand that 

every fighter has such a variety of 

moves. The clever feature is that all 

the contestanfs skills are finely 

balanced so that a character that is 

strong, big and bulky doesn’t 

move that fast whereas someone 

with agility can hit and run but does 

not pack that much power, all pretty 

clever stuff. This may be a tried 

and tested formula but the variations 

are even more impressive than the 

competition. 
The screen layout allows the 

player to move right and left thus 

being able to avoid blows and allow- 

ing him/her to jump over the oppos- 

ing player. The backdrops may be 

incidental but the clean crisp 

screens give the fighter a more 
defined look and do not blend into the background like 

other games so you can see what you are hitting! 
This game has the four basic ingredients you 

would want in an action fighting game: great manoeu- 

vrability; precise joypad-to-player execution, so you 

know instinctively that the move you execute will be 

activated without delay; variety in the challenge and, 

above all, atmosphere. 
Team 17’s game lives up to its name as it’s the 

Ultimate contest when it comes to showing who’s 

boss. Sweating palms, the tendency to want to throw 

your monitor through the nearest window... sounds 

familiar. UBB will having you in this frame of mind with- 

in minutes. 

Finely balanced character skills 
provide measured gameplay 

COM^rriTiOM 
* * * WIN ALL TEAM 17 TITLES FOR A YEAF 

* * * + A CD32 MACHINE * * * JJ 
* * 5 runners up receive a copy of BODY 

Question: How many competitors feature in Body Blows? (Hin 

the review) Wt*M ST"1" » “ 1 I V 
i m 17, 

1 1 M ài 

1 J _ 
fé 

the review) 
Put your answ 

Street, Wakéli 

w^ard and send to: 32 Compo, Tear 

'orkshire.WM IPX y 

The Biz Board 
Price: £29.99 

Software House: Team 17 
Release date: Out now 

ULTIMATE BODY Blows stands alone as the 
best two-player beat ‘em-up on the Amiga. It 
combines impressive graphics with chal- 
lenging inbuilt character artificial intelli- 

gence. If you re a fan of this genre UBB is not 

to be missed! 

REVIEWER: Derek Dela Fuente 

and the verdict is 

an/ 
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NECIRRL WORLD 
A CONCEPT game, thafs about the size 

of Neural World which utilises 

advanced Al algorithms to form the 

basis of the gameplay. You must teach 
being, known as a Furry, to 

mannerisms 
your own 
increase its intelllgence, 

and objectives. 
When they are born they have no j | 

knowledge. You will look after them as 

you would a child, teaching them to f ^ 

understand how flre works, how to use w' 

mechanical objects such as lifts and 

perform an endless amount of actions. * 
In one room, for instance, there is a blackboard. Here, you can 

diagrams and words, you can enlighten your Furry as a tutor m 

Emotional constricts such as praise and even smacking al 

the same as you would take to educate a young child. Patting th 

BRCITflL 
SOCCER 

IF YOU are familiar with Brutal bporis meu 
Brutal Soccer is based along the same lines but 
this game is more like your average game at 
the park where you start punching and kicking 
your mates when things do not go your way 
(Err, this is an average game ‘round your way? 

- Startled Ed). 
As well as fists and putting the boot in 

the players will find some rather gruesome 
objects to hit the opposing players with. A red 
hot poker is one of those cute little offensive 
tools the seriously Brutal players are never 

seen without. 
Good old English soccer will never be the 

same again! 



MR MAGOO 
^ I \ f MR MAGOO has been the primary source of unintentional disas- 

ters and injuries for over 40 years. Attired originally with a long 

coat, hat and cane’ Ma9°° is a ,ate middle-aged bachelor who 
is short and bald. Originally he was conceived as a loud, 

crotchety’ difficult to please older man whose quick temper 
t7Cj and stubbornness propelled him through life. Later, in his car- 

toon adventures, that have been seen all over the world and was 

conceived in 1949, he has mellowed in his personality, revealing a kindly gent who is espe- 

cially courteous towards women and inanimate objects - such as lampposts, which he reck- 

ons, in his short-sighted manner, are living things. 

other person but Mr Magoo’s stubborn determination that he is right in his assumptions 

seem to protect him from harm while bringing destruction to anyone and anything else in 

the immediate vicinity. In a sense, Magoo has found how to survive and flourish in an 

insane world by living happily in his own personality. 
Millennium have secured a major scoop in what will be a series of Magoo games. 

They will try and convey the authentic feel of Mr Magoo even to the fact that the backdrops 

within the game will be static like in the early cartoons where background animation was 

either too hard to do or too expensive. 
The game will have an endless list of dangerous situations. Interaction with objects 

is the order of the day with fast reactions being essential. The game will be presented like 

a cartoon so you will only be able to move on to other screens by completing all the action 

on your present screen but if you succeed the program will run into a series of mini car¬ 

toon encounters. 

well known traveller and thinker - although not the toughest cookie you’ve ever met. 

Pinkie does not run fast and, because of his fear of heights, he does not like 

jumping. He is allergic to pain, hates violence and would faint at the mere sight of 

blood. Being a gentle alien he does not carry any weapons. In fact, his only protection 

is the Pinkie Mobile. Basic models come delivered as a one-wheeled pod with a sort 

of bumper which is, in fact, like a boxing glove that extends at the push of a joystick 

button. This, in effect, is the main weapon that Pinkie will use throughout the game. It 

is very manoeuvrable and can help him through his quest. The mobile is supposed to 

last a lifetime but upgrades can be bought at any time. 
So what is Pinkie all about? Being a very conscientious creature he has been 

studying the plight of dinosaurs, it appears that they are nearly extinct. There are only 

a few eggs remaining and our pink hero is out to find them and bring them back to his 

purple planet for safety. 
In space no-one can hear you laugh - but as you’ll be playing this game in your 

living room it won’t really matter much, will it? 

MOTOR MANIA 
cutesy car game. You control Mickey the Micra whose task is to end the 

is polluting the factory. Only he can save it by going back and working 

paint workshop, wind tunnel, tyre shop, etc. All are leveis within the 

game. This wild and wacky Sexperience is made even 

more fun by the stylised 



h ã lutHttstlc Ánvln 

egaRace is set way off in the future, 

revolving around interactive TV. A 

presenter announces all the competi- 

tors in a series of fast and stirring 

races. The citizens sitting in their 

homes are involved in the racing via 

the TV programme. If they do not like the way the 

race is going they can have a direct influence on 

the outconie. They can throw obstacles onto the 

track or add extra opposition to make the race 

more dramatic - this is the essence of the contest 

MegaRace is a driving, shooting, hectic 4 

encounter. However, the game is not just a quejpíf^ 

Circuit you will not find the audience amused. You 

must encourage them to cheer for you so shooting 

and intricate driving manoeuvres with inventive 

tricks are the order of the day. On-screen, you 

have a special thrill meter. The more bizarre and 

forceful you can be, driving jast but taking other 

drivers out of the race either by shooting at them 

or barginqjbem òff the track. the higher the thrill 

counteTwill go and, hence, your populafity. 
Between the races digitised footage will sjjow 

the actual\ Ftewers in their homes. You will bepble 

to see a certain amc>unt of feedback from the #ay 
they react^ 

• The variety of tracks and inertia will ensure 

With the added use of Silicon Graphics created 

images this racer really has State of the art appeal. 

Cryo should be congratulated for giving the CD32 

version all they ve got, they are certainly upping 

the ante on the CD32 graphics stakes. 

Altho^igh the game is a no-nonsense, fast 

moving, racing game there is enough variety and 

diversity within Qfeh|f t te tracks to convey a very 

atmospheric feel. The coiirols are straight forward 

and the sound and musjc fl^ightens the dramatic 
tension of the 

With extravaglflt atteotiln 

tion of finishing first but how you raced js^arx The variety of tracks and inertia will Ansure 

important factor. If you just meander arcwáN^thr"“ IHe players have an eventful and enjoyabj|yme. 

rendering and 

extures giving a éfejpefying vilual appeal, 15 

22 

Jiverse tracks and eight different cars on offer 

** aaRace looks like a ceftain winner for the CD32. 

m. 
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ks CD32 DANGEROUS STREETS PACK 
ONLY £259.99 WHILE STOCKS LAST 

FMV CARTS - LIMITED STOCK 
PHONE EARLY TO AVOID DISAPPOINTMENT 

,isr MICROCOSM ONLY £41.99 

c FULL RANGE OF CD32 TITLES IN STOCK 
AT ALL TIMES FROM £12.99 

^ WE ALSO STOCK 
MEGA-CD, CDi, 3DO, PC CDROM 

ALL DISK AND CARTRIDGE SOFTWARE 

ONE OF THE LARGEST COMPUTER CENTRES 

IN THE UK! 1 

OVER 2000 SQ FT OF Dl SP LA V ARFA. 

33-36 SINGLETON ST, SWANSEA, W.GLAM, SAI 3QN 

TEL. (0792) 467980 FAX. (0792) 467398 

AMIGA REPAIRS 
FIXED CHARGE ONLY £42.99 Incl. 

F ç/ 
12 Years 

• FIXED CHARGE INCLUDES PARTS, LABOUR, DELIVERY, VAT 

• 90 DAY WARRANTY ON ALL REPAIRS 
• 24 HOUR TURN-AROUND ON 95% OF REPAIRS 
• ALL UPGRADES PURCHASED FROM US FITTED FREE WITH REPAIR 
• INCLUDES REPAIRS TO DRIVE & KEYBOARDS, ADD £10.00 IF NEED 

REPLACING, FULL DIAGNOSTIC TEST AND SERVICE * 

l^SPECIALOFFERSW 
A500 INTERNAL DRIVE £38.99 
Simple to fít, fully documented 

A60ÍVA1200INTERNALDRIVEÍ41.90 
Simple to fít fully documented 

KICKSTART 1.3 ROM £25.00 
For software compatibility 

KICKSTART 2.05 ROM £29.90 
Upgrade to A500+ ROM 

SUPER DENISE £28.70 
Excellent value 

68000 CPU £15.00 

A500 MODULATOR 
Exchange!Repair 

A500 KEYBOARDS 
Factorynew, Genuine part 

FATTER AGNUS 8372A £36.50 
1 Meg chipram compatible 

CIA IC 
Printer, Serial, Drive ports 

GARY IC 

PAULA IC 

A500 PSU 

£44.10 

£9.20 

£11.50 

£19.95 

£25.00 

A ATTENTION ALL DEALERS A 
Our company now offer the most competitive dealer repair Service. 

Full credit facilities available. 
Send for our FREE information pack today... 

We reserve the right to refuse repair for whatever reasons 
Prices only valid with this coupon 

Service HOTLINE (0533) 470059 
DART Computer Services |pa 

105 London Road ^^ __ 
LEICESTER LE2 OPF JOSL ComputenServices 

FOOTBALL MASTERS 
' a* VERSION I 

Quite simpíy the best Foõtbal management game for your Computer. We have served thousands of satisfied 
customers during our 4 yeors of trading. Over 10,000 man hours (during 5 years) has been dedicated to the 
production of this constontly improving game. It is one of the most reolistic and occurate representations of a 
professjonal football monagers annual challenge to tactically out wit and conquer every opponent. 
Managers: 1 to 4 Human players, Ratings, Performance statistics, sack and offers. 3 Difficulty leveis, Manager of 
the month and season awarded, Pools, Pick any team in any division to begin with. 
League i Cup: Premier 22 teams, Division 1,2 & 3 have 24 teams, Play-offs. 7 Cup competitions with precise rui 
(2 legs, extra time, away goal rule, seeded draws, Euro Cup tables, 5 subs, non-domestic player restrictions etc.), 
Games -. Yearly fixture/previous list, Week fixtures/results, Results from previous meeting with opponent. 
Players: Real life statistics reflecting the start of 93/94 season with real positions, height, age. Live transfer 
market, Contract & wage negotiations, Preferred foot (left/right/both), Loans, Injuries, Training, Special talents, 
Trainees, Goalkeepers (separate skill categories), Defenders, Midfielders, Attackers & Utility, Retirements, Foreign 

transfers, Unhappy players, Top 10 Hot shots. 
Team & Club: Training, Tactics (15 styles), Aggression, Formation 
allows specific player field settings (Left winger, Sweeper etc.). 1ÈÈÈÈj 
Sponsorship, Ground improvements, View opponent, Finances V 
The Match: Real time scoreboard reporting goals & injuries yellow/ 
red cards, Sound effects, Interventions permitted at any time to 
change tactics, formations and make subs. Physical graphical penalty 
participation (optional). Over 80 different referees. 
Other: Fast load/save, Printer access, 20 Options to set various 
game preferences, Instruction book, Easy to play, Technical support. 
Plus: Over 100 other meticulous refinements impossible to list here. 
Editor : Allows you to amend various items. £12 Extra 

WORLfl m BfilQKET MASTERS 
was to create an accurate graphical simulation of a cricket match incorporating all the strategic and tactical aspects of 
a typical match with full animation of all the major actions and events. In this respect we think we have the best 
product currently on the market. GAME OPTIONS • 1 Day limited overs or test. • White or coloured clothing. • 
Three Cricket grounds. • Load/Save game. Skill leveis. • Computer/Human players. ANIMATED ACTION • 
Sound Commentary. • Umpire signals. • All the strokes cut, pull, drive, .. 
etc. • Appeals, dropped catches, run outs. • Bouncers, wides and no -H|Mh 
balis. STATISTICS • Scorecard & howling analysis. • Weather and 
ground reports • Wagon Wheel • Manhattan Chart. PLAYER 
VARIETY • Rated on 8 adjustable factors. • Left and right handed jPKí * 
players. • Range of batting types. • Editor to amend game stats. • 

8speedleveis. FRIENDLYCONTROLS• Icondrivenwithpoint& Wk 
click. • Large 3D scrolling screen covering the entire playing area. • ^Sèsê^ I jfHÉnl 
Mouse Controls bowler's line, length, direction field settings. • Joystick ayKf * 
control of batsman's attack levei, strokes and running between * 
wickets. VARIABLE CONDITIONS • Surface and pace^of pitch • jj/ 

CRICKET MASTERS 
This is a purely managerial cricket manager game that concentrates on strategy and includes plenty of relevant 
statistics. The game has been designed and developed by a true fan of the sport. It replicates everything that a real 
manager has to contend with and it's a totaily unique production that anyone with an interest in Cricket should 

experience. The main features follow:- 
• AXA EQUITY & LAW 18 league county teams, 50 overs per game. • 4 Cup competitions including Benson & 
Hedges, Nat West. • 20 different match umpires with accurate names and strictness. • Accurate player details 
Surname, height and age. • 27 different player attributes. Most skills have a direct impact on the effectiveness of 
each individuais actions during a simulated match. • Easy player selection. All game text is clearly presented. • 
Batting and bowling averages. Top batting and bowling tables. • 3 Different training intensities to boost batting, 
bowling or fielding. • Weather, pitch and light often make an impact on ground condition. • Full match highlights let 
you watch the action bali by bali with full graphics and/or realistic sampled sound effects for significant events 
(Fours, Umpire decisions, etc.). Interventions are permitted at any 
time to change batting tactics or fielding placings. • 3 Batting/ WÊÊ «C . f * 
Bowling classifications (Normal, Attack and Defend). • Choice of 15 ~ §p||g «4 é j 
different field placings. • Full scorecard results with best batting and Wm Ijt/' À 
bowling figures. • Other staff (Physio, Groundkeeper, Scout) can be JPTE- • ~ 
hired and fired. • Annual league fixtures listing. Current week and last M * J 
league results. • View current cup competition draws and historie ^ 

records. • Real time- transfer market. Player contract and wage 
negotiations. • Sponsors, Printer access, Finances, Poor ground fines, ‘^ÊÊÈ^KÊÊÈt* 
Manager rating • 15 Options to alter game preferences, Load/Save ^J*. 
game. • Instruction book with plenty of examples. • Plus many more #§| 
fine details that we are unable to list here. • Available for Any Atari ST 
or Amiga 1MB £24.95 

OTHER PRODUCTS 
STABLE MASTER 2 : A very realistic horse training siimulation for 1 to 4 players. See our advert in the AMIGA 

PRO magazine for full details on this unique game. 
ORACLE RACING SYSTEM : You could have won over £46,000 using this program to predict winners in 
real horse races. See our advert in the AMIGA PRO magazine for further details on this awesome money maker. 
WRESTUNG MASTERS : A strategic graphical action game thafs easy to play. £24.95 Amiga 1MB RAM. 

i|p ^ Q702 600557 4^0702 613747 
Est. 1989 - ESP Software. (AR), 32a”Soutkhurch Road, Soiâend-on-Sea, Essex SS12ND. 
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Bash the horrible, evil baddy 
with the power gem 
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The background graphics 
ha ve been scanned 

Graphics use 256 colours 

fi UNI VERSE fiPfiRT 

HüMflN MOVEMENTS 
Graphically, Universe is quite intriguing with the 

use of a special flat-bed scanner which is used to 

scan some of the background graphics into the 

game. With the use of 3D rendered animation and 

arcade-style sequences throughout, the visuais 

are very impressive. Boris, the main character, has 

been given a suite of realistic movements. This has 

«fcu. 

The universe is a big place - almost as big as this spaceship 

r—\ /—j ou assume the role of a very ordinary 

\ v/ / chappie who finds himself transformed 

/ into another dimension after tampering with 

| J his eccentric Uncle’s mechanical invention 

the Virtual Dimension Inducer. 
Placed in a futuristic parallel world, Boris 

must be guided through this alien cosmos in his 

quest to bring about the downfall of the cruel 

Emperor Neiamises. The backdrop to the game, 

while you are busy with this poser of a problem, is 

of an ongoing war between two mighty empires. 

You must find your way through the vast alien uni¬ 

verse, moving from planet to planet in this epic 

point-and-click adventure. 
Like all adventure games you are required to 

find objects, interact with other cast members and 

solve puzzles. The plot is fairly open at the start of 

the game, in fact discovering what you are sup- 

posed to do is a sub-set of the gameplay in that 

you will find out more about the objectives of the 

game as you play. However, I won’t be giving any- 

thing away by telling you that one of major tasks is 

to find a power-gem which will bring about the 

downfall of the evil Emperor - the ultimate baddy 

in the game. Also incorporated are some 

arcade/action sections. Core say that these should 

not be viewed as an essential part of the game - 

more as a break from the puzzle-solving. 

been accomplished by filming human movements 

and scanning them. After this process, known as 

rotoscoping, is finished the images are scaled and 

inserted into the game. The perspective of each 

movement has also been planned in advance so it 

looks as real and as fluid as possible. 

B6CKDROPS 
In addition, Core have been aware of Virgin’s 

spouting of moving backdrops in their own adven¬ 

ture, Beneath a Steel Sky. Core believe that they 

have gone one better with Universe but you’ll have 

to grab a copy of the final game to see the effects 

for yourself. 
The interface is cleverly devised. For exam- 

ple, via different mouse presses you will be call up 

different icons on the screen. An autoroute map- 

per will assist the player, too. Multiple-choice text 

questions are used throughout. Your choice of 

answer will influence the events within the game. 

Universe, itself, is quite linear in that you will not 

be able to progress any further unless you solve 

the puzzles that present themselves in the section 

of the game you are in. 
If you enjoyed programs like Indy Jones and, 

more recently, Curse of Enchantia then you will 

like this one. The programmers hope the game will 

convey a movie quality feel as you will be able to 

immerse yourself in the many atmospheric 

scenes, interacting with the environment and 

enjoying fiddling around with objects and talking 

to game characters away from the direct plot with- 

out feeling that you must hurry ever onwards to 

the game’s end. 



COULD NIAKE THOUSANDS 
OF POUNDS A WEEK!!! 

LET ME TELL VOU HOWIICAN BE DOME 
LEGALLY! • TBUTHFULLY! • HONESTLY! 
You could ... MAKE MONEY... WITHOUT MONEY! 

££££££££ I DID ££££££££ 

Would you like to be filthy rich? I'm sure you would. 
Let me explain a few of my secrets. I'm sure you've 

probably heard the rest — I won't waffle on about my 
financial status ... this method is for real .. .and whats 
more is FULL of practical advice ... needs NO business 
skills. 

PEOPLE NAVE MADE 
£££££ THOUSANDS £££££ 

IN THIS PARTICULAR MARKET PLACE 
££££££££££££ 

stunning blue DAIMLER and on top of that an AUDI 

COUPE. 

Listen to me . . . Listen to some of 
my secrets 

Furthermore, NI explain how it is possible to make 
money WITHOUT laying out money!!! And for good mea- 
sure I II throw in my confidential report. It tells you how 
to clear CCJ S gives advice on bailiffs and credit prob- 
lems etc. I needn't say more! If you want my pack, return 
the coupon below. Ml send you a free inscribed compli- 

FACT: I won't bore you but you might like to know that I 
had bought and was driving my first JAGUAR XJ6 
Sovereign by the time I was 20, in the same year I had 
gone crazy and personally bought a sparkling green 
MERCEDES BENZ (SE CLASS), a red TURBO LANCIA, a _ 

ÍTes! Please send me your fantastic money making pack. If I am not satisfied after reading your conditions 
refund. No questions asked. 
Price: £10.95+ £2.00 P+P 

mentary pen while stocks last. 

I am so confident that I am offering a money back guar- 
antee if you are not 100% satisfied. I can t be fairer than 

that! 

can obtain a fuIT® 

Name:... 

Address: 

.Postcode:. J 

Send a cheque or postal order for £12.95 made payable to "J Edgar", c/o Vision Publishing, Cecil Street, Portland Centre, | 
Botchergate, Carlisle CAI 1 NP. Despatch normally within 7 days, but allow 28. — — - « — — — — — J 



fter Methane Brothers comes a really cutesy 

looking game from Apache Software, called 

Spud Boy 
Actually, Spud Boy is along the same 

lines as Methane but, this time, you have full par- 

allax scrolling and more variety of game play. As well 

as being a highly visual program the speed of the 
game is impressive. Although most of the game is 

played from a side-on view, special bonus leveis, 

where the main character Spud Boy will move in 

towards the screens a la Sonic, makes for added 

gameplay. 
You play Spud who is a potato 

(Never! - Amazed Ed). You are taken out 

of the ground by the farmer and 

plaeed in a bag. Because you 

want to see your mummy (sad 

isn’t it?) you break out of the 

bag so you can see her again. 
As you are a potato and have no real features 

you will find outfits to wear throughout each levei taking 

on the attributes of the costume. Spud’s main weapon 

will be a gun - using himself as the ammunition! Ever 

seen those spud guns? Same thing here, folks. 

However, Spud will disappear slowly the more times 

he uses it. 
The guises Spud can 

assume on each levei, includ- 

ing relevant backdrops and 

baddies include: being an 

Indian who rows a canoe, a 

pilot complete with hat and 

scarf, as Rambo complete with 

tank and butch clothing and so 

on. Weapons will change so, as 

Rambo, you can fire off huge 

bombs but, alas, your body 

decreases accordingly. 
With a large number of 

diverse leveis Spud Boy looks 

like it will rate highly in the vari¬ 

ety stakes. 
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Tm he amount of World Cup football games 

releases might have been voluntarily restrict- 

ed since England’s exclusion from the competi- 

tion. However, there are still one or two World 

Cup titles in development. Take Soccer Star’s example. 

World Cup Soccer Star by Soccer Star, who are 

more known for their Play By Mail titles, recently 

appeared in the 32 offices in an unfinished, but 

promising State. Sure, the graphics need touching up 

and many features need to be added. However, the 

basic engine appears strong enough to have the Big 

Boys quaking in their boots. 
WCSS is a balance of management and 

arcade/action. 

Features include: 

full player details, 

options to change 

player’s details 

and names and, 

get this, you can 

have 24 human 

players each tak¬ 

ing control of a 

player in the same 

game? Blimey, 

the entire staff of 

32 only have 

three friends between them so that leaves us out of 

the reckoning! Soccer Star State that the gáme fea¬ 

tures around 60 tactical positions per player. 
The early version we played was fast, smooth 

and exhibited good Controls. Inertia and sprite detec- 

tion was top class. When we get a final version to play 

around with we’ll give this potentially cracking game a 

full review. Until then, the sad cases at 32 will be 

throwing a major party in a desperate effort to find 

more friends (well, we’ve got plenty of Bay City Roller 

records and Dandelion & Burdock fizzy pop in the 

fridge - so how can we go wrong?). 

What a goalie! 



mwmarmwm 

a 

THE DESIGNERS OF THE \A§pRLD’S LARGEST & MOST SUCCESSFUL 
SOCCER PLAY-BY-MAIL GAME PRESENT THE COMPUTER VERSION OF 

•SB 

m li THE ULTIMATE WORLD CUP SIMULATION 
Wà 

Fully correct player details from every competing country. Play In a world league or 
create your own player / sides to play in which ever tornament you like. With full editing 

tacimy! ,.f . J : 
■ 

boasting player after-touch, superb responsive player control, huge positional / Â 
tactical possibilities available right down to your subs! EVERY player from jr 
EVERY team is different with all skill ratings shown! Wjf, 

' d ~k t ■áf||HBRh 
Full match statistics giving massive detail from play percentage down to how J|| 
many good or bad passes a particular player has made. 1*4 

in the most versatile and comprehensive game of its kindü! (with vast range of shots / 
crosses / set pieces / player control) 

* , \ 

t ]} j . 

PRICE OF APPUCABLE ONLY WHCN REPLYING VIA TRIS ADVERTI 

DISCOUNT ■ 

FPEt 

Name ... 

Address 

Postcode.Computer Model 

Daytime Phone No 

■ 

AVAILABLE FOR: s 
AMIGA 500, 500+, 600, 1200 

LEASE STATE MODEL WHEN OF 

enclose cheque/P.O to the value of £24.95 MADE PAYABLE TO 
SOCCERSTAR ( Name & address on back of cheque please). 

I wish to pay by Access/Visa. My number is □□□□□□□□□□□□□□□D 
Signature.E*P date . 

Send to: SOCCERSTAR, 9 Trent Drive, Hucknall, Nottingham NG15 6GR 

24 HOUR CREDIT CARD HOTLINE: (0602) 642188 
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eeny Weeny Western is a massive game, 

mr Teeny Weeny have been working on this 

I for over a year. You can play the part of a 

| cowboy, rancher, villain, trader, etc. It is a 

simulation set within the Wild West. There is inter- 

action with the characters so you can fight, trade 

goods, round up cattle, go after Indians and so on. 

The most stimulating feature is that it is aes- 

theticaiiy pleasing to play. Just jump on your horse 

and wander around the countryside herding your 

cattle. You can literally do anything within the 

game. Teeny Weeny Western was developed on 

the Amiga and, in a way, can be likened to Theme 

Park - it immerses you within the environment and 

you can alter the events as you play. 

firefighter 
his will be available first on the 1200 and 

is based around the game Teeny Weeny 

wrote on the GameBoy although it has been 

_greatly enhanced. 
The plot is quite simple but is loads of fun to 

play. You assume the role of a Firefighter and have 

to rescue a number of people and animais. This is 

usually set pertaining to the situation you are with¬ 

in. For instance, the game starts with a house burn- 

ing, you must find the family hidden in the house. 

With your hose pipe, which acts like a gun, you 

must quickly dowse the fire before it spreads - 

which is not as easy as it sounds. Once you find 

someone then you must pick them up and take 

them to safety. 
There are plenty of problems to encounter like 

cats that will grab your leg hampering your 

progress and other animais that run around and 

get in the way. Each of the leveis have full eight- 

way scrolling hence, within the house, you can 

move up the stairs and along corridors so you 

must ensure that you do not get hemmed in. 
Bush fires are another challenge to the player. 

All told there could be over nine locations. 
There will be a limited supply of water but you 

will find plenty of picks-ups along the way so 

resources are on hand. Meters and bars on-screen 

will help the player ascertain how well they are 

doing. A fun and challenging game. 

Rescue those people! 

Them thar is cows and them thar (left) is trees 

A CHAT WITH ANGELA SUTHERLAND 

DO YOÜ SEE YOU RS EL F RS R COMPRNY LIKE PROBE, WHO RRE R MERE FOUR MILES fiWRY? 

No, certainly not. We are not offering the same Service. A couple of times we have put up our conversion work 

and Probe have received the acclaim, that has been annoying but, at the end of the day, it’s money that pays 

the wages not credit. As long as a publisher is happy and comes back for more conversions we are happy. At 

present we have Firefighter that will go on console and Amiga plus Teeny Weeny Western that will be on Amiga, 

PC, CDROM, CD-i and, possibly, CD32 but the last format would be done by someone else. 

WHY NOT BECOME R PUBLISHER? 
Now that would be telling! It’s every developer’s dream to go that way. Because we are near to Probe they have 

discussed that with us and I know they are considering that on CD. So far I have 

never really been happy with the publishers after we have given them our 

^ ^r \ games. I look at the game as our baby and when you hand it over you really 

1 want it to < do well. You literally cut yourself off once it goes. It is quite painful 

to see bad adverts or awful packaging. 

WHY TEENY WEENY RS R NRME? 
~ Actually I had just had a baby and I was into small things. I had this idea 

for a Western game. I was actually in Disney World at the time and thought 

of the song, teeny weeny, itsy bitsy, etc. At the time it seemed funny (its 

not any more) and Teeny Weeny stuck. Saying that we have changed it now 

to TWG. 
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§ome gamers might look towards Kick Óff 3 

(Koà) iind ,4alqVwhy? Do we need another 

foòtbafl isicWòh game? Basically, Anco 

have wntten:,K03 because they firmly 

believe (and iràtlàt reaction to the game is 

backing this up) tháf K03 is simply the best and 

most playable footie game yet. 

Actually, quite a lot of users saw Virgin’s 

Goal, created by Dino Dini, as the successor to 

K02. Steve Screech has other views on that matter: 

“The KO series, including Piayer Manager, 

were all team processes. Anil, Dino and myself 

worked together as a team, ail providing input for 

Dino to pionk on the screen. Goal was Dino’s 

attempt to say that he was the team, that the KO 

series were merely his creations and, as a result, 

Goal turned in to one man’s problem. I think it’s 

safe to say that had Goal been written with the KO 

team then the game wouid have been a far more 

playable produet. As it stands, though, it is techni- 

cally very good but, to the user, it is ultimately dis- 

appointing.” ; ; 

IN CONTfiCT? 
So, do Stevè and Dino still keep in contact? 

“The answer is a resounding NO,” expounded 

Steve, “his ego was a little too iárge for that and* 

besides, that we rarely saw eye to eye.” 

So, exactly what improvements have been 

made over the old stagers? In percentage terms, 

from KOI to K02 the graphic improvement was 

about 30% better with the improved kit styles and 

greater animation. í sonic Hnnp 

improvement was abati* \&0% as | 

Anco managed to utíltò #i>me new | Ipll 

chant sound effects on., The [ 

gamepiay improverne^ ^s about B 

50% as the whoie game éas tight- Hj 

ened up and after-touch| rolplays and 

new set pieces were the i 

keepers were improved whtéb made | , ^ 

the whoie thing more playable; With ; h ^ 

those figures fixed in your mind, j 

Steve Screech takes up thç story j 

with Kick Off 3: j 

as the overhead vièw of small players (16x16) has 

been replaced by the more pleasíng side-view with 

iarger playerá|^2k32) apd â grédfbrdepth of view. 

Also, the amoiint of animation frames has risen by 

about 500%1 The sonic improvement has been 

about 200% as the sparse ahb grainy sfx of old 

have been replaced by warm samples with good 

music and some very nice chants and footy fx. The 

gamepiay aspect has improved by about 30% as 

the game is much easy to play, it avoids the pitfails 

of the K02 control system (either you could get to 

grips with it and like the game or could get to grips 

with it and hated it) but it allows a greater range of 

moves and actions. Also the Computer teams pre- 

sent more of a challenge now and your involve- 

ment in the game seems to have grown so that you 

really do get sucked in to the whoie K03 world.” 

FIELD OF PLflY 
Anco believe that K03’s strongest improvement is 

in the gamepiay field. Along time was spent 

adjusting the joypad/ stick configurations and in- 

game Controls until it felt just right. The difficulty 

leveis are now set up so that that games are not 

easy to win but should be easy to play. Other 

footie games tend to suffer from having a Comput¬ 

er opponent with glaring inadequacies, with either 

the computer’s players or keeper or both being to 

easy to beat or having serious flaws in their game 

iogic. K03 intends to avoid such problems. 

A/i// Gupta, founder and leading light of Anco, plays 
an active part in the development of games 



(Below) Youii 
need to rake in 
the punters to 
survive financialiy 

(Left) Design 
your own theme 
park with flair, 
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piece of ground. Using your money wisely is the 

essence of buiiding one of the best theme parks 

around. The actuai buying and piacing of the 

amusement rides is so simple. Merely click on a 

menu and an array of rides or amusements will 

appear, you pick the one you want and piace it 
anywhere you wish. 

POPÜLfiRITY STflKES 
Okay, now comes the really hard part. What makes 

a theme park popular? Is it a large roller coaster, 
boat rides or helter sketter? 

Well it’s your expertise that is on the line for 
you are up agaínst 50 other theme park owners 

worldwide. At the end of the year you are given a 

breakdown via league tables as to who owns the 

most popular park, who makes the most money, 
the cleanest park, etc. 

Your aím is not only to top the lists but to 
make loads of money! 

There are so many options and eiements to 
take into account it is hard to know where to 

begin. The fee to enter must be decided, you aiso 

need to piace a few vendors seiling food to entice 

the punters to pay out some of their hard earned 

dosh, a devious trick is to piace some chip and 

burger booths around and, next to them, a few 

coke stalls because eating salty food makes peo- 

ple thirsty! Doubling your takings. Get the hanq of 
it? 

Now if the park becomes over-run with litter 
this could be rather off-putting so you fork out for 

people to roam around collecting it. It’s a pain 

spending on this essential but it will reap rewards 

ín the end. Throughout the game a negotiating 

screen will appear (two figures silhouetted talking) 

when the workers demand higher wages. If you 

cannot agree an amiable rate then you could find 

them staging a strike and causing mayhem at the 
gates when the customers enter! 

1 have a sneaking feeling that Theme Park 
mania will be the topic of conversation ali this 

summer with players comparing parks. I can tell 

you straight away, come to my Park and you will 

have the time of your life — I may even throw in a 
bag of popcorn! 

Buiid thriit rides to 
attract the customers 
and make some 
megabucks 

j-3 heme Pafk puts the fun back into the 
P word simulation. This program shouid 

appeal to ail age groups as it offers strategy 

™ with on-screen humour plus some hilarious 
comicai animation that will have you sniggering 

(How about chortling? - Pedantic Ed). Remarkably, 

the 1200 version only uses a mere 32 colours on- 

screen but can you tell the difference? Well, no 
actually. 

The game was conceived by Peter Molyneux, 

Head of Bullfrog as an amaigam of simple ideas it 

is surprising that no one as come up with some- 

thing like it before. Theme Park has the charm of 

Little Computer People, the strategy of Sim City 

but without the heavy laborious tasks of having to 

deliberate over endless menu screens plus the fun 

of Lemmingsaebut using none of their ideas! 

The concept is to buiid your own theme park. 

As the P,ot 9oes, you have been left £100,000 from 
your Great Grandmother with the proviso that you 

put together a theme park. You can spend the 
money exactly the way you wish. 

You commence the game with just a barren 

30 



lK,útA IrfiaÁAnmS/ cr&tuvAUc Áe&igncr ofr frívíra - Aí 

'/[Aventure, ofivíonsíy knocvs Ah ftootútiU dnÁ Aa& comí 

Hp oyttA 4 manU^ímínt <£ümí tAíit contÁ, fic tAc níiv 

fríncAmãrk fior tAis fiínrc. ~£ítry Prutt ríports 

lub Football Manager begins, as always, 

with one to four (yes,that's four) players 

\ choosing which of the 92 teams to man- 

age, Whichever team you choose and, all 

names in the game can be edited so Cloggers Utd 

can replace Arsenal, you will always start the 

game in the lowest division. 

The manager starts his career when he is 35 

and retires at 65. Thirty seasons may sound a long 

time but the involvement is enough to make it diffi- 

cult to become Premier Champions within seven 

or eight years as in other management games. 

Each player is represented by a list of statis- 

tics detailing skill, stamina, aggression, pace 

(although this never varies much between divi- 

sions), shooting power and goalkeeping ability. 

The designer has also decided to inciuded a Vision 

stat meaning that, although the player may not 

have good bali skill, he can see the play before it 

happens (useful in youth players) and will improve 

in time. 

PLflYER STflTS 
The statistics help to decide which players are 

best suited for the next match. However, it’s no 

good going for a Creative midfield, if your coach is 

playing the long-ball game. Equaliy, on the forma- 

tion screen, if you’ve bought a big centre-forward 

who has scored a lot of goals in a team who play 

the long bali system, if s no good putting him in a 

passing side as the Al (thafs Artificial Intelligence) 

may make his game suffer. However, a decent 

coach can improve a defence and midfield to com- 

pliment the goalscorer. The individual player sta¬ 

tistics do not alter if he is transferred. These will 

only change (if at all) depending on the new 

coach. 
Being a manager who gets his team to do the 

business on the field will be reflected in the club’s 

finances. This takes the form of an overhead view 

of the ground with various icons surrounding 

it.The ground can be improved by building new 

stands to increase capacity but,as that side of the 

ground will have to be closed for a period of time, 

revenue will suffer. A possible option is to see the 

ground actuaily being built (something other man¬ 

agement games are lacking). 

Obviously, costly ground improvements may 

mean ticket prices have to be increased but will it 

be in detriment to match attendances? Only you 

can decide. Another icon takes you to the car park 

where money can be spent increasing spaces to 

ultimately increase income. An extra £250 a week 

from car parking may not mean much to 

Manchester United but its a welcome bonus for 

Gillingham FC. 

NOVEL fíPPROfKH 
Another novel approach that has been implement- 

ed is on the transfer market where, instead of sift- 

ing through hundreds of player stats to find the 

most suitable player, the manager and coach may 

decide that a defender is needed with a passing 

and stamina rating of 70 then all players on club 

transfer lists that satisfy that criteria will be listed. 

Its then up to the scout to give his vaiuation on 

that player for you to act on 

When all these decisions have been made 

then the match is played be it league, domestic or 

European cup competitions. This is shown as a 

very impressive overhead view of all the match 

highlights with the current score, goalscorers, 

time, etc., in a panei in the lower half of the screen. 

Although this can be turned off its well worth 

watching. Whatever the result, its on to the next 

game (Managers only take one match at a time 

remember?) but will you have to change your tac- 

tics or your team? 

There is a good chance that the CD32 version 

will inciude an audio match commentary. Club 

Football could take over at the top of the league 

and be there for a very long time. 
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You get full league info 

player details 

Loans: 100,000 
<Gnatwest Bank) 

Interest: 12,250 
Subsidiaries:- 
Carpark uages! i 
Carpark Revenue: 

Snackbar stock: 234 
Snackbar wages: 3,100 
Snackbar Revenue: 4,1C 

ftverage gates: 7525 
CalcuTated Mean: 6500 
Gate Receipts: 39,820 
Sponser investments: 5,450 
Advertising Revenue: 12,900 
Salary Payments: 35,000 

Electricitg/Water: 465 
TraveVMisc: 1,539 
Cleaníng bilis: 530 

... financial reports 

<^TAMn RENOYAtton 
ÍNorth Starud. 

■ ■ ■ 

FLood Lights 
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... you can even watch your stadium being built 



Bloodhouse: from left to right, Tomi Kivela, Jan Achrenius, Harri Tiknanen, Jani Isoranta, Lasse Louhento, Mare 
Ollmnari, Mikko Miettmen, Petteri Putkonen and Santtu Luopajarvi 

ow and whan wara Bloodhousa 
formad and what is your part in the 
company? 

* Bloodhouse was formed by a group of demo 
coders in the Spring of ‘93. Currently l’m working on 

Super Stardust but l’m also the project manager. 

Was Stardust your fírst gama? 
Stardust was the first commercial release. Actually, 

our first big project was Real Pinball for the A500 but 

because of the difficulties with the graphics, the pro¬ 
ject was stopped. 

Here’s some features regarding this game: 4096 

colours on screen (HAM); 50hz scrolling; three balis 
on screen; and 8-channel sound. 

If there is enough interest for it, we could make an 

Is a game that combines strategy and 
arcade elements. The object of the game is to com 
quer the world (Surprise! - Sarcastic Ed). In the 
beginning of the game the piayer has to battle his 
own people to defeat gain control of his own piam 
etary populations. After he gains power he has to 
gain control of his army. In the beginning you 
have a couple of ships and no population or army 
so you will have to invade six small galaxies, 
which all have about 20 star Systems. There are 
hundreds of planets to conquer. 

The arcade part features real-time calculat- 
ed fractal backgrounds, 256 colours, with ray- 
traced ships and weapons and a split screen for 
two-player mede. The fractal screens also have 

textured mapping and light sourced landscapes with the most 
advanced Al ever seen on an action game 
and will run at 50 hz. The game style is 
similar to the classic Oids. You have a 
massive array of weapons: air-to-air; 
ground-to-air; sub-to-ground', etc. All in all, 
with over 100 weapons, which are needed 
because there are different defence Sys¬ 
tems around, this is already looking 
impressive. As a strategy game, Utopos 
features dozens of populations and feder- 
ations which can ally with each other on 
various agreements. Military alliances 
vary from defence alliance to antinuclear 
agreements. After one planet is con- 
quered, its population is ready to pro- 
duce weapons, mining equipment, etc. 

Petteri Putkonen (left) and Santtu Luopajarvi - it it me 
or does Santtu look a bit like Patrick Swayze without 
the muscles? 
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AGA version of it. It would have 262,000 colours on- 

screen. At present it has a 256 palette, 50hz scrolling 
and 4-channel sound. 

You ara know working on Supar Stardust for 
1200 and CD32, will you tall us about tha 
axtra faaturas? 
There are 256 colours on-screen in the main game. 

The tunnel sections and special missions have 48 

colours on-screen and features parallax scrolling. We 

have also added a couple of more sound channels, 
the total amount now being eight. 

There is a also a 2-player mode and the leveis 

are all redesigned The CD32 version will have true 16- 

bit music. The 1200 version, which will be released 

later, will be hard disk installable. Super Stardust will 

be one of the first games to really show what the AGA 
chipset can do. 

flGGRESSION: The meanest horizontal 
scrolling shoot-em-up ever. It features 
95% ray-traced graphics with 512 colours 
on screen. Full screen mulitplayer 
scrolling and huge sprites make use of 
every available clock cycle in a 1200. 
The CD32 version and 1200 are almost 
identical since the 1200 version is hard- 
disk installable. 

The CD32 version features more ani- 
mation and music since the internai 
sound capabilities or RAM are needed for 
the music, the sound effects are better 
than those of the 1200. 



(Above) Mikka Laamanen 
taking aim at our intrepid 
photographer and (left) Jan 
Achrenius is snapped in 
comfort trying to sort out a 
poser. (Far left) Mikko 
Miettinen, without the hat is 
providing moral support to 
Mare Ollinkare in his quest 
for victory - or is it play 
testing lads?! 

BENIfl 
fiUEN INCIDEM l Our first ever adven 
ture game uses our very own interface 
system to give the player a true sense of 
interaction. This system enables the play- 
er to experiment with various objects and 
interact with dozens of characters along 
the way. We feel that this system is one of 
the most flexible and user-friendly inter¬ 
faces developed to date. 

The story begins as an intergalactic 
criminal from another dimension called 
Jackpot, begins to wander around an 
Earth town in an attempt to capture an 
unidentified floating little thing from 
another dimension in order to gain mental 
powers beyond belief. Benjamin Mallows 
mission is to clear up the mess. 

The special effects include a light 
sourced transparent shadow for the main 
character, who is also real-time shaded 
and real-time zooming on every object and 
character. The music system is the most 
advanced ever in any adventure game. Our 
«evctAin hz»c 1H Hiniti*s**H nhsannalc in 
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What are yoar thoaghts on the CD32 and 
was it easy to get a deveiopment system? 
We received the deveiopment package last week but 

all we found was just a pile of paper and four disks of 

CDTV emulation software. It was easy to get but 

worthless... 

With all the new machines like 3D0, Jaguar 
and Saturn rio you believe that you are serv- 
ing the peopie that matter and what are yoar 
thoaghts on these machines? 
I think that all these machines have interesting hard¬ 

ware but which one of them will sell is another matter. 

At the moment, it seems that the first one we will sup¬ 

port is the Jaguar but it isn’t definite. 

Is the the Finnish scene very active in terms 
of programmers and users? 
Finland is a small country but I think that we have a 

good share of fine coders and musicians. On the other 

hand, it seems that we could use some more talented 

graphic artists. I thinks that we have quite an large 

amount of game freaks around. 

Looking at the CD32, can you see the 
machine making it? Do you have Commodore 
support in Finland and, technically, do you 
find the machine capable of the things you 
want it to do? 
My opinion is that the CD32 will survive. We actually 

love this machine because we know it inside out. I 

think that it is possible to make great games for CD32, 

but the lack of raw processor power will making pro- 

gramming for 3D games very hard. 

We haven’t even got the developer status yet. So 

much for the support! 

Stardust brought us some stunning effects 
and visuais, have you many more surprises 
up your sleeves? Techniques, ground-break- 
ing routines? 
You can count on that! 

Our opinion is that every game should have 

some stunning effects and surprises, otherwise they 

could be just too boring to play. Sadly, nowadays, 

most games are visually boring. 

Because of where you are based do you feel 
peopie dismiss you and, if you were based in 
the CIK or ÜS, do you think you would receive 
a higher profile? 
Absolutely. It would be much easier to get hype on our 

Products. Because we live here in the back of beyond, 

we have to make our games twice as good as our 
rivais! 
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mpressive? Yes, and mainly due to one reason. 

Simon the Sorcerer’s voice will be spoken 

courtesy of of a famous comedy actor whom 

— AdventureSoft would like to keep a secret for 

now. However, if I say ‘Red Dwarf and ‘The Britas 

Empire’ you may get and idea of who Tm on about. 

The CD32 version of Simon has no text within 

the game at all which means that every character 

will have a voice over. Sample sound effects will 

add that final touch. Using these methods the extra 

sound should convey a more realistic and humor- 

ous game. Even if you have played the other, flop- 

py, version you might want to go back and start 
over again with the new CD version! 

For those of you with a look of complete 

bemusement on your faces here’s a resume of the 

game itself. Simon the Sorcerer is an animated, 

graphic fantasy adventure about a 14 year-old, 

wanna-be sorceror on a rescue mission. The 

emphasis of the whole game is heavily placed on 

the humorous elements of the plot and graphics. 

The story line has been constructed so as to lead 

Simon into as many humorous situations as possi- 

ble. The graphics are drawn so as to be very 

colourful and the animations are being constructed 
to give a Disney feel to them. 

,/l& yon are readin^ tkese ovorÁs the impressive @^£>32 

version o( ,/lÁventnre^ofit's ^imon the £orceror shoM 

fie reachin^ your ío^aí Stores 

(Above) Simon’s 
trendy bedroom. 
(Left) The CD 
version removes 
active text and 
adds digitised 
voices and 
sound 

Handsome fellow, 
our two-faced 

friend - fine 
figure of a man 

Simon the 
Sorceror has a 
Disney ‘feel’ to it 

The game utilises 
an easy-to-use 

interface 

SCREEN INTERfiCTION 
The screen is like most other adventure games of 

this type with the control panei taking up third of 

the base of the screen. The other two-thirds are 

filled with the main graphics display window where 

all the action takes place. Simon is the character 

that is controlled by either keyboard or mouse. The 
cursor will control all of Simon’s actions. 

Interacting with objects and using the verb 

words within the interaction box will produce many 

variable actions. Although these verbs may appear 

very simple they will be most effective in the game 

allowing Simon to achieve almost anything he 

requires to do. First, you must click on the appro- 

priate word and then on an object you wish to use 

or manipulate or person you want to interact with. 

All the instruetions are self explanatory. To the 

side of these commands you have a large invento- 

ry of items. Many objects can be carried at once. 

The inventory box displays 10 items at a time. 

Simon and other character’s conversations are dis- 
played on-screen printed centrally in a text window 
above the character. 

Can you rescue the great Calypso from the 

mits of the evil Wizard Sordid? Grab a copy of the 

CD32 version of Simon and find out! 
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CMM CD 103 

AVAILABLE NOW 
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ARABIAN NIGHTS.CD32 12.49 
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D-GENERATION.CD32 17.49 
DANGEROUS STREETS ...CD32 19.99 
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DENNIS.CD32 17.99 
DONK • SPEOAL EDTT10N.CD32 19.99 

FIREFORCE.CD32 19.99 
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MERNARONAL KARA1E + .CD32 12.49 
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JAMES POND 2.CD32 19.49 
K240 "UTOPIA 2".CD32 18.49 
LABYRINTH OF TIME.CD32 17.99 
LIBERATION.CD32 24.99 
LION HEART.CD32 13.99 
LITIL DIVIL.CD32 19.99 
LOTUS TURBO TRILOGY CD32 20.49 
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LjOMfe oraers payable to:SYSTEM CAMES. UK postage -piease add £ 1 per game, 2 or more games free. £3.50-£5.00 per hardware item 

ALL CAMES SUPPLIED SUB/ECT TO AVAILABIUTY. PRICES SUBJECT TO CHANCE WITHOUT NOTIFICATION. P 

PIEASE STATE MACAZiNE yowre CALUNC TROM. TELESALES HOTLINE(0326) 565121* OPEN 9AM-9PM MON -SAT 



fN~ ^ UI 

inJ 

Here s one to test the mettle - a take off from a mov- 
ing strip. And if you think thaVs hard wait till you have 
to land the thing! 

Stand by for those g-forces when the catapult sends 
you skyward 

Knee trembler time as you approach the moving deck. 
Am I going to fast? Will my hook catch the arrestors? 

. . . is tvAãt you yçet ivhcn yon'rt constãntíy tnrrun<£ your 

fudÁ, tryinyç to kenyo Hn tyt ont ^or tAüt cÍh&Ívc nnfrorni 
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Mindscape stress that Evasive Action is 

not a flight simulation, it is more of a 

combat simulator. However, the visuais 

and engine are modelled around a simu¬ 

lator. It can also be viewed as an arcade action, 

game where the player only needs to take into 

account a limited number of Controls to be able to 

manoeuvre one of the many aircraft on hand. 

The game has many features and set-ups that 

include a two-player split-screen. The two-player 

mode on one machine is the ultimate challenge 

with a horizontal split with set-ups for Controls for 

both players easily manipulated. 

With so much action going on plus panoramic 

scenery you would have thought that the CD32 

would slow down but, obviously, the time spent by 

the programmer has been well worth the wait for 
Evasive Action is fast. 

TIME ZONES 
There are four different time zones in the game, 

each will present the player with appropriate 

planes: First World War; Second World War; 

Present Day and in space the year 2020. The whole 

idea is simple - just go out and enjoy yourself. 

From taking off to flying (there are no full blown 

missions) just shoot down the enemy. You will find 

the Controls are simple but actual tussles with the 

enemy, who are highly intelligent and not getting 

shot down before you reach your own objective, is 
a lot harder. 

There are four planes in each section to select 

from: from biplanes to Spitfires, F18s to Elite- 

styled ships. Each of the planes are visually mod¬ 

elled on the real thing complete with a 

sophisticated cockpit - most of the diais are Com¬ 
puter controlled 

Not only do you fly combat sorties but flying 

stunts are part of the ingredients of the game. At 

the end of each action-filled section you will get a 

full breakdown of the way you have fared. The 

more fancy the stunts and manoeuvres the better 

the screen read outs will be. 

STUNTS 
There are other sub-games within Evasive Action. 

For example, you can fly an air race where two 

players must either make it to a certain point on 

land or a carrier. 

The race element is complicated by the fact 

that you may have more than one location to 

reach. You might not know where subsequent 

points are until you finish each task, it’s a bit like 

orienteering. 

There is even a quick game of tag where you 

must hit your opponent with a bullet first. You can 

even set the timer from a minute to an hour for this 

element. The game is further complicated for, after 

each set time, the roles are reversed so if you do 

not catch the enemy within the time period then 

you are chased instead of leading. 

If you want a state-of-the-art flying action 

game with strategy plus explosive encounters 

without lots of pretentious rules then this is the 

one for you. 

and away! 



magine a world entirely populated by bits of jelly 

(umm, okay - Concentrating Ed) and the only 

thing that you can see for miles in any direction is 
_a huge rainbow (Ahaaaa - Still Concentrating Ed). 

This is the world of Bogart (lt’s a jellied rainbow, sure- 

ly? - Disappointed Ed). 
Our hero, finds out that over the rainbow lies the 

great golden jelly mould which is reputed to give to 

any who rest in it the gift of sitting still without wob- 

bling! (Get on the phone to Jan Molby pronto! - 

Cultured Left Toed Ed) 
During the game players have to make their way 

across the rainbow visiting all the strange worlds that 

lie within it to eventually arrive at the jelly mould. 

However, they are pursued by another jelly who also 

wants the abilities that the jelly mould can award. 
“I had the idea about two to two and a half years 

ago,” said Andréa, “the game design sort of mulled 

around in my head for a while until the release of the 

CD32. It has allowed me to add extras to the game- 

play such as a Bogart Kart levei with vertical objects 

e.g. trees. I haven’t seen that on a Super Nintendo 

yet!” 
“The main character is actually a 'free floating, 

particle animation system’,” explained Andréa, “which 

means that he can mould himself to any bit of scenery 

that is thrown at him. He can also do some really cool 

things when stuck in whirlwinds, gravity wells, etc., as 

all these things affect the way he moves and 

deforms.” 
To compliment this, there is also CD audio to 

feast your ears on. Extreme are aiming to create the 

platform game that all others are judged against for 

some time to come. 
Bogart - the man himself! 
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ultimedia seems to be the buzz over the 

last few months but to be honest I have not 

seen too many programs that give total 

interaction so that you can enjoy whilst, at 

the same time, learn. 
Castle have a series of pro¬ 

grams due out over the next few 

months. They are a very diverse 

selection of titles ensuring that all 

tastes should be catered for. The 

programs are using FMV so now is 

the time to invest in a card for your 

machine. 
Castle are offering Pavarotti at 

his very best performing 16 classical 

arias and Neapolitan songs. 

If the rotund vocalist is not be your 

cup of tea ensure you do not miss out 

on Dinosaurs Myths and Reality. This CD 

will put the record straight on a number of acts that 

are inaccurately presented in the movie, Jurassic 

Park. 
It is presented in a fascinating way with facts, 

animations and film footage of the prehistoric era. 

With a full narrative dinosaur freaks will not want to 

move away from their screen. The real beauty of the 

CD is that you can pinpoint any of the creatures or ref- 

erence any period within seconds, unlike a video 

where you have to spool around for ages getting to 

the right spot. 
One Small Step is another compelling CD, avail- 

able soon. It was 25 years ago when the Apollo craft 

touched down on the moon - it appears a generation 

of children have missed out on one of the most excit- 

ing events of the 20th Century. 
Fear not - all the atmosphere, facts and footage 

from the build up to the great event is available for 

instant retrieval on CD. 
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Y S ou might have viewed GremlirVs CD32 versions 

™of Nigel Mansell, Zool or Disposable Heroes as 

shovelware. However, at the time they were filling a 

void and, to be honest, playing all the games felt 

much more intuitive with the GD32 pad. 

By the time you read this Zool 2 should be in the 

Stores. Take a look at the intro and special sequences 

- wow! 
May and June will see Gremlin release Litil Divil: 

A graphically impressive looking game with devious 

gameplay and over the top humour to keep you rivet- 

ed. With over five leveis and more than 50 rooms to 

explore with traps and adversaries to scare you wit- 

less you will find this game captivating, a program 

ideally suited for the CD32. 

HERO QÜEST II 
The Legacy of Soracil (Hero Quest II) is presented in 

the now customary 3D isometric view with the usual 

array of point and click menus and help features. 

Icons for directional pointing, a special on screen box 

for your inventory of items collected and the custom¬ 

ary health bar, etc. 
The setting to the game is in the fabled land of 

Rhia that has fallen foul of a mysterious plague, cre- 

ated by a being whose evil magic is so powerful no 

one dare stop him - that is, until you arrive. You must 

choose your party of courageous warriors and magic 

users from eight would-be heroes. 

This time, unlike Hero Quest, the action takes 

place in all manner of locations from the dark and 

sinister corridors of the Vampire King’s barrow to the 

leafy bowers of the Iron-wood forest. 

With the Zool projects, Sid Franklin was given a 

fairly long leash in which he could do his own thing, 

so to speak, as far as the CD introduction was con- 

cerned. He felt that a simple cartoon graphic style, 

with its emphasis on ‘action animation’, would be 

dynamic. 

ZOOL 
Hopefully, carrying the kind of impact that best repre- 

sents Zool’s character style. 

With this approved, it was just 

a case of establishing in 

which way the sequences in 

mind would be effective in the 

given frame range. Each item 

was then documented to 

ensure that nothing was omit- 

ted, before building the ani- 

mations. 
“It felt as though I was 

spending forever test render- 

ing individual frames,” said 

Sid, “but that was probably 

down to my own impatience 

at times. The final animations, 

however, were not too painful 

as they were done over a 

series of nights and week- 

ends. 
As for the overall space 

it was not really a problem 

with Zool CD. It was more a 
problem of individual frame Sid Franklin (right) with ZooVs project manager 

size, as this had a bearing on the final frame playback 

rate.” 
Producing rendered images for intros, back- 

grounds, etc., proved fulfilling for Sid but, he admit- 

ted, the real excitement will have arrived when that 

little rendered Zool intro becomes a tiny segment of a 

huge, fully interactive, high resolution game with the 

real gameplay that good sprite based games rely 

upon. 
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Can yoa give as a Brief explanation of 
Baldy? 

Baldy is a completely original game. The category 

would best be described as an arcade-simulation, lt’s 

a game that you grow deeper into the longer you play 

it. You have your population of Baldies, you have to 

make them prosper and grow as a community. 

Breeding and inventing and fighting as you go along. 

It’s a game where you çould walk away from your 

Amiga for a short while and come back and the 

Baldies will have gone and done something you never 

even knew about, the characters have a limited life of 

their own. 

Graphically people might say it looks WkQ 
Settlers or Popa loas, what woald yoa say to 
this? 
Nope, when you see the game actually running with 

the Baldies jumping about and doing their thing, the 

game has it’s own uníque graphical style. As charac¬ 

ters, we have still to develop the Baldies further which 

will enhance the unique look of the game but we’re 

flattered to be compared with Populous, it’s one of our 

all-time favourites. 

Yoa have been working on the game for 
qaite a long time now, how has it changed 
over that time and are yoa concerned that 
the game may become dated dae to this 
fact? 
We’ve had a version of Baldy in one form or another 

for over a year now. We’re not concerned that the 

design may become dated as the design is very 

strong. 

If we knocked the game out last year, it would 

have been a premature design but, as it is, the design 

has had time to mature, the game plays 100 times 

better than this time last year. 

The only thing we’ve got to watch for is that the 

graphics are nice and crisp, which as we’ve still got a 

reasonable time before release, it’s not a problem. 

We are constantly adding new ideas which, in 

turn, develops into something completely different. 

When we started the game, the paneis were fixed at 

the bottom of the screen, now they float and the play- 

er can move them around the screen to wherever is 

most comfortable or, if they wanted, they can make 

them fixed. 
Nearly everything in the game has been re-writ- 

ten once or twice, constantly evolving as a product, 

most development teams don’t have that luxury so 

we’ve been lucky. 

What main piatform are yoa writing Baldy 
on? 
We started out programming Baldy on the A500 and 

moved it to the Al 200 so we could use all of the new 

AGA features. We use the full 256 colours, with all the 

new display modes. In a couple of months time we 

should be moving development over onto the CD32, 

where we can use the CD for some new ideas we 

have. 
The CD32 version will be a full CD version, the 

top of the Baldy range, with loads of FMV, full Midi 

tracks and loads of extra features. We will then re-port 

it down to the Al 200 and, hopefully, the A500 in the 

end. 

Do yoa look at the limitations of the 
machines and try to overcome them? 
Yes very much so. With the CD version we are adding 

lots of things that you could only do with a CD drive 

attached to it. 
The Al 200 version uses all the new features of 

the chipset as well as using the extra processing 

power that the Al 200 gives you. WeVe almost re-writ- 

ten the Al 200 version just to accomplish the things 

that the machine can do and we’ve not finished yet. 

So it will, no doubt, continually change until its 

released. 

We are the Reds and we’re hard as nails! 

Pleasant little chappies waiting for a bit of business 

Oh dear! Which way do I run? 
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mpossible Mission was one of the classic 
Commodore 64 games, released originally by 

Epyx over six or more years ago. Although graphi- 

cally it looks the business the main game structure 

remains the same which will please arcade players 

whether you remember the original or not. One extra 

bonus is that the original game is included with IM 

2025, this makes fascinating viewing! 

The main difference between the 1200 and 

CD32 versions will be purely cosmetic with animated 

sections between the 15 leveis on the CD32 version 

with more music and extra sound effects. 

Impossible Mission is a platform game with a 

high levei of difficulty. Some players may become 

frustrated but the ‘one more go’ feeling always takes 

over again. The magicai ingredient that made the 

original game so popular is still there as the program- 

mer remarked they took the original shell and just 

added to it. 
More thinking is required for it is not just a ques- 

tion of running, jumping and shooting. Mapping out 

some of the leveis is advised, each of which are 

approximately nine screens by five. 

The objective is simple. As one of three charac- 

ters - male, female or robot - which you choose at the 

start, you must make it to the evil Alvin Atombendehs 

lair and defeat this vile person whose master plan is 

to destroy the world. You are required to collect eight 

artefacts throughout the leveis which will then allow 

you to confront Alvin. Some of the animation is on a 

par with Prince of Pérsia so control appears pixel | 

perfect. 
The CD32 version end-sequence is different in | 

design than that of the 1200 using a lot of the 

machine’s specifics (i.e., storage space). The final 

confrontation will display a first person’s view when in 

combat, with more animation giving a rip-roaring finish. 
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You must search Computer files (above) while 
dodging bullets (below) 

Impossible Mission 2025 - 15 leveis 
of fun, action and mayhem 
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SQUADRON RECORDS 
LTC "WlM Blll" SttOltM 
Romcharjtrs 
jOl STRTUS: KIR 
TO SCORE: 19300 
^ MISSIONS: £6. 

íPTDcirrtll '‘F-SMCIont" Dthrnos 
Ptactmoktrí ÉjèSk STRTUS: KIR 

SCORE: <.000 
MISSIONS: 10 

MRJ Jim ■•Monfloose" Dom 
Thundtr From fibovt Jtà. STRTUS: Mlfl 
Égf| SCORE: 13200 

MISSIONS: 17 

3LT Michotl "Bart" RtlS 
Bad Cot5 
5=1 STRTUS: KIR 
9k SCORE: £500 
“ MISSIONS: ^ 

1LT Dttmor "Spikt" Ptttrkt 
Snokt E<j«; 
.A , STRTUS: KIR 
Mg SCORE: 5030 

MISSIONS: 7 

WOC Eras* M* 
Eraíabks 
A STRTUS: Mlfl 

SCORE: 0 
W MISSIONS: 0 

Who are you trying to kid, Dezzer? 

Your gunship at take off 

Select your mission and dive into the cockpit 

WJ ith hardly any sims on the CD32 

springing to mind Microprose have 

started with a great program.We hope 

this is the start of many conversions 

from the PC. A comprehensive helicopter simulation 

that should please both the novice and expert player, 

you can choose from three types of helicopter of the 

seven in the army’s arsenal and take control of up to 

five on any mission. The program certainly provides a 

good insight into the technology of the choppers. 

The scenarios are within Central Europe and the 

Persian Gulf. The player can choose the preferred 

mission. Options include: single and multiple heli¬ 

copter missions, training and the full campaign 

game, including maps that display the ebb and flow 

of the battle. The original Gunship 2000 offered a 

mission builder which allowed the player to design, 

edit and save missions. This part of the code should 

be in the CD32 program in some form. The terrain 

looks and appears realistic. Microprose boast of a 

new display called Topographical 3D that generates 

terrain depression, i.e. river banks and valleys as well 

as elevation of mountains and buildings. 

Controls have been adapted to the CD32, 

Microprose feel that this does not restrict the program 

in any way. A save function via passwords when you 

complete a mission has also been implemented. 



iJINO QUIZ is a muitimedia quiz for one or two players with questions on all 
aspects of Dinosaurs. 

TEXT - Comprehensive text coverage 

PHOTOS & ILLUSTRATIONS - Stunning photos and illustrations from the 
Natural History Museum and its comprehensive photo library. 

GRAPHICS AND ANIMATIONS - Computer generated 2D and 3D ani 
bring to life the world of the Dinosaurs. 

NARRATIONS - Hear the story of the Dinosaurs. 

MOTION VIDEO - Vídeo clips bring to life this lost world! 

A comprehensive cross reference index and online glossary give you quick and 
easy access to the information you nfed. 

A comprehensive A-Z section gives in depth information on the best known 
dinosaurs from Allosaurus to VelociraptorJG 

Life of the Dinosaurs covers Anatomy, Attack And Defense, Herbívores. 
Carnivores, Climate, Pack Hunters, Lone Hunters! Herds, Scâvengers, 

Descendants and much more. 
World of the Dinosaurs covers Death Of The Dinosaurs, Shifting Continents, 

Family Tree, Fóssil Hunters and Hunting and much more. 

I fINC) SAW is a chinese jigsaw with 25 different dinosaur puzzles 

DINü PAINT is a simple to use children’s colouring book with 25 pages for you 
to colou r. 

ÊMMÈMãÊÊ 
PÒR MORE INFORMATION OR PLACE AN ORDER PLEASE CALL OR FAX 

JENNY BURGE ON TEL:0455*558282 FAX:0455 559386 
PAYMENT BY CHEQUE OR POSTAL ORDER, SORRY NO CREDIT CARDS 
PLEASE ALLOW 28 DAYS FOR DELIVERY - USUALLY WITHIN 48 HOURS 

1 THE TERRACE, HIGH STREET, LUTTERWORTH, LEICS, UK, LE17 4BA. 

PANDORA’S CD shows you just what can be achieved with multimídia and 
your Commodore CD system, an all original promotional disc containing 
something for everyone, Five Senses production, the Nuclear industry 

number counting game, Milton Keynes guidebook, jukebox, clipart library, 
textures [Pr**Y> sound effects library and a sampier of 

lNSIGHT:Technology. Sample the wonderful world of Optonica muitimedia. 

!NSIGHT:DINOSAURS is the second title in the INSIGHT series, a lavishly 
produced title rich in muitimedia. You can be assured INSIGHT:Dinosayrs will 

be visually stunning and technically correcbas the title is being„produ6ed in 
association with the British Natural History Museum, one of the world’s 

foremost centres of excellence in the field of paleontology. A unique title for the 
whole family, produced in a concise, easy to read style which allows it to be 

used for reference and browsing alike. 



INTERVIEW WITH SEAN GRIFFITHS 

HOW WILL THE C032 VERSION DIFFER TO THE PC? 
Our intentíon is to provide the best possibie version of Ríse that each machine will ailow. Each version 

is being programmed from scratch - there wili be no straight ports. The CD32 version is as ciose to the 

PC CDROM version as possibie. It boasts the same playabiiity and cinematic sequences. The most 

obvious difference is that the constraints of the CD32 means that it does not have SVGA quality graph- 

ics. It does, however, compare very favourable with the PC VGA version. 

RRE THERE flNYFfiCíLÍTIES ON THE CDU TH0TH0VEIMPRESSED YOÜ? 
It has a fast CD Drive. It’s diffícult to comment on the CD32 until there are some good quality games 

available. Then we will be able to tell the benefits of the machine. We have had not real problems with 

the machine... as yet. 

\F THE CDU MD BEEN RELE0SED BY SOMEONE ELSE, LIKE SONY, DO YOÜ FEEL IT WOÜLD H0VE 
TMEN OFF FRSTER OR MD R BETTER PRESENCE? 
No matter who releases a píece of hardware, the machine isn’t going to take off until there is good 

quality software available to support it. 

DO YOÜ THINK THE WORKSTRTION FOR THE CDU WILL HELP PÜSH CINITS? 
Definitely, as long as the price ís right. I’d tike to see the CD32 sold as one unit as opposed to selling it 

in bits which I think is going to happenl 

various moves available to the player are con- 

troiied via the joystick by pressing the direction 

and fire button. 
A unique feature of ROTR is the power-up 

ability. By pressing the fire button, foriefly, a robot 

will produce a standard blow. However, if the play¬ 

er holds down the button a fire power-up feature 

will operate whereby the longer the fire button is 

held the more power is put into the blow and the 

more energy will be depleted from the opposition if 

the move is executed correctly. There is oniy one 

probíem when activating this move - it leaves the 

player open to attack. This option wili ailow much 

more variation in gameplay for you might wish to 

use this technique throughout whilst another play¬ 

er may wish to use quick and sharp moves, less 

powerful but, overall, a possibly better option. 

Now all this may sound like a great futuristic 

fight game and it is but special attention has been 

paid to sprite detection so, if you slightly miss a 

Robot but make limited contact, this wili be 

analysed correctly. Specially written collision 

tables have been written to ensure that the power 

used, when connected, is perfect. Graphical indi- 

cators on-screen will inform the player on this 

point. 
With the speed factor, the Al, the strength and 

a lot more parameters to consider this certainly 

sounds in a very intriguing game. Visuaíly it looks 

stunning so grab a tough joypad and be prepared 

to battle in Rise of the Robots. 

/——v he most important feature within Rise of 

[the Robots (ROTR), apart from the State 

of the art graphics, is the special attention 

they have placed on the game’s artificial 

intelligence. 
Aithough the game may appear to be anòther 

beafem-up with íts single screen roòms where the 

robots will fight it out, the Al will ensure that all the 

fíghts will differ depending on how the player 

responds. So no two matohes wili be the same. 

Before each of the fíghts there will be a long cine¬ 

matic sequence portraying the sinister atmos- 

phere of the game. Depending which machine you 

are using the sequences will be longer and more 

involved. 
Special links sequences will ensure that the 

game has a very íntuitive look and feel about it. 

For exampíe, you will not just be placed within a 

room to fight but a build up wili Sead you to the 

fight itself. Because all the Robots have different 

shapes and forms action is varied, as are the 

moves. Hence the offer Of diversified play with a 

strong challenge. The game is played from the 

síde-on perspective. The two opponents will fight 

three bouts or five depending on their skill levei. 

The opponents will deiiver blows and kicks to 

each other until the opposition is drained of pow- 

ers (díspiayed on-screen via meters). 
Depending on the effectiveness of the blow, a 

percentage of that amount of power is reduced 

until one of the robots is depleted of energy. The 

Japback - a man of many parts 

Apeface bites yer bum! 

There are plenty of light-sourced 
objects in The Rise of the Robots 

Crush - as good as his name, trust us! 
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from GRAFTGOLO the programmers who gave you rainbow islanps... 

f riow N 
Available 

for 

AMIGA VERSIONSHOWN 

Wifh all the lei/els, power-ups, bonuses, features, hidden secrets and multiples 
that you'd expect from award-winning Graftgold • 

BEAUTIFUL AND EVOCATIVE...STANDS UP PROUD AMONGST THE BEST OF PLATFORM GAMES.” Amiga Power 
“THE BEST PLATFORMER SINCE RAINBOWISLANDS.” The One 92% 

f “A MUST BUY.” 90% CU Amiga Screenstar -flMfTfOLP 
Ük y Creative Software 

^ Cl, Metropolitan Wharf, Wapping Wall, London El 9SS. 1J92 Graftgold Creative Software. Published by Renegade. 



Practise the Immelmann Turn with the man himself You can face off with a range of famous aces such as 
Mick Mannock or even the Red Baron himself 

&rom tU fH/tsUrs of tkt fCn, comts 4 sim from 'feowdn revotvinfi 

dtmnÁ Z)trek ZbeU Quente runs off to t(u gircHS 

In Flying Circus you can assume the role of 

either a German or British pilot. Both the flight 

models, maps and historical facts are very 

accurate. 
At the start of the program you will get a multi- 

media book/log of all the pilots with facts pertain- 

ing to their past achievements, this also includes 

pictures of them and their planes. Each page gives 

the player information of the missions you can 

take on. The real beauty of the game is that you 

can dive straight into a real event such as a 

famous dogfight at a certain point and see if you 

can cope with the circumstances. 
You can also modify the variables associated 

with the dogfight so if, for instance, you are a lone 

pilot up against five or six planes you can adjust 

the variables so you have to fight against only two, 

or assume the role of the Red Baron and dual 

against five planes All the usual views are present 

and are activated via the function keys. 

Graphically, the display is a mixture of textured 

polygons and bitmaps. 
One of the great things about the First World 

War are that the planes were so much slower than 

nowadays. This gives the player a better view of 

the enemy. If you are flying a F-16 Falcon you nor- 

mally shoot at it from two miles away whilst mov- 

ing at over 300mph so everything is a blur but not 

in this simulation. The definition is Sharp and real- 

istic so you can see the complete view of the 

attackers when close up. 
Also there are a lot more tactics involved, in 

using the sun — coming out of the sun, using the 

light as a mask and even using all the manoeuvres 

like the Immelman Turn so you know how to turn 

and get back on the opponents tail..AII of these 

things are demonstrated by sampled scenarios. 

The program is mission based with over 100 

missions - over half are historically correct. There 

are 25 real pilots listed. The missions will range 

from taking out single installations to dogfights. 

The flight models are extremely accurate with over 

14 planes to choose from. 
Through the whole period of the First World 

War the superiority of both sides fluctuated. As 

such, you will be able to switch sides - taking the 

part of the weakest side to prove your expertise, 

for example. 



Tom Montgomery, will you please keep still while you 
are being photographed - or has the photographer 
been on the juice! 

32's tntrcfjlÁ repórter taCks U fèenegtÁSs Tom V$At&t>n 

AnÁ, yf[tkc “yHüntfi&mery farotu. the. ^rotAers 

C1 
an you describe the differences in the 
Bitmaps and Renegade? 

People get confused with Renegade and the Bitmaps. 

The Bitmaps write games for Renegade. I guess 

because the three Bitmaps are on the board of 

Renegade this confuses matters but they are sepa- 

rate in many ways. The two units are set up as two 

separate entities. There is a strict commercial agree- 

ment between the two. 

In theory, the Bitmaps could write a game for 

another company but that would go against why 

Renegade was set up. We set up the company to 

give the Bitmaps full exposure and also to ensure that 

programmers or development teams that worked 

under the Renegade banner got both the financial 

and public recognition they deserved. You only have 

to look at Graftgold: Fire and Ice and Uridium II, with a 

new game to follow next year plus Sensible and other 

teams we have set up to see that this works. Everyone 

is treated equally. 

Will '94 see Renegade growing in both 
terms of personnel and game releases? 
Yes. Our criteria is excellence. For instance we were 

approached by the programmers who wrote Turrican 

III, we were very flattered. They saw our company as 

a major Amiga force. Their product is an exceptional 

piece of Amiga coding and fits in with the image and 

style of our company. 

We will be launching our first Adventure game 

from an Australian team next year, it will be something 

really different in both adventure games and what 

people may expect from us. Also, Elfmania that 

comes from Terramarque, who are a Finnish-based 

team, are doing some really innovative things on the 

Amiga. Renegade is growing at a steady rate. 

Looking at the carrent trends an machines 
what do you think will be the prime 
machines in '94? 
I think the PC market will steadily grow but I am still 

very enthusiastic regarding the Amiga. The Al 200 is a 

great machine and if things go right then the CD32 

will do well. 

We plan to concentrate even more time and 

resources into the Amiga. I will be very interested to 

see how the Amiga market will grow. The Amiga mar¬ 

ket is not in decline. We are getting a strong feedback 

already from the Al 200 market for games. Sensible 

Soccer sold 100,000 plus with the vast majority on 

Amiga. If you look at Gods and Chãos Engine that 

were both released in Spring, two years apart at, sup- 

posedly, the slackest time of the year. 

They were both very comparable programs and 

Gods got a great deal of PR and coverage because it 

was The Bitmaps first independent game. Chãos was 

less publicized and released at a time when the 

Amiga sales were not doing so well but it outsold 

Gods by one and a half to one. 

FLIGHT OF THE fIMflZON QÜEEN 
Amazon Queen uses an 

iconic interface fixed to 

the bottom portion of the 

screen. The inventory is 

fitted to the right-hand 

side of this area. 

not shown on 

be accessed 

buttons. 

With more companies spending time on 
developing CD games with the ase of actors, 
etc., can we look forward to seeing some¬ 
thing really different from you? 
Yes, but not in the way you may imagine. The first aim 

of a game from us is gameplay so we never think 

'Wouldn’t it be nice to have some video footage here 

or some clever supplemental graphics?’. If it does not 

add to the game or objective of a program then there 

is no point adding it. 

We will produce material when the markets 

demands. 

Do you ever feel that the software compa¬ 
nies are losing sight of the prime objective to 
write new and original games? It appears 
that State of the art techniques and impres¬ 
siva graphics are the order of the day. 
Yes I do! What we are looking at are great visuais but 

not much gameplay. Looking at Microcosm from 

Psygnosis, it looks great but I have heard that there is 

not much game there. 

Companies are really trying to justify the hard¬ 

ware but losing sight of the game. You only have to 

look at Sim City to see that you do not need state-of- 

the-art graphics. 
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SimCity 2000 contains many improvements over 

the original. The interface has been improved, 

with a small top-view map on the screen, sup- 

plementing an A-Train-like orthagonal view 

which can rotate in 90° (increments and pro- 

vides three leveis of zoom. This means you can watch 

the development of your main Street or zoom in on 

your favourite buildings. 

There will certainly be a lot to see. The basic 

types of zones familiar from SimCity have been vastly 

expanded and all of them have a light or dense 

mode. In addition, the size of each zone can be 

varied - no more 3x3 lockstep grid. You’11 be building 

airports, military bases, prisons, windmill power farms, 

hydro-electric power plants, museums, schools, 

colleges - hundreds of different choices are now 

available. 

What will you build them on? Nothing but the 

finest three dimensional SimSurface! With the built-in 

terrain editor, you can sculpt the land to reflect, well, 

anywhere. 

The transportation and support systems are also 

new. Trains require depots but sims will walk up to 

three blocks to get to a road or train, which they will 

t’s silky smooth and one of the neatest football 

games around surpassing Sensible âòccer in 

playabilty, boasts Delvin Sorrel, boss of 

_Apache Software. Delvin’s talking about his 

new footie game he’s developing for Grandstam, 

John Harkes World Cup Soccer. 

Packed with 256 cotorts on-screen, the game 

pitch spans four screeg^p long by two screens 

wide. The piayer sprites are siightly bigger than 

most top-down action games. The game is run 

with special attention to ai the player’s attributes. 

Piayers wiii not aimlessiy stand around ©r èunch 

up in groups but will ^ick to formations - defend 

or attack intelligently aepending upon the score at 

the time of the match. 

The Ai within the program is impressive, this 

will fluctuate depending on how each footballer 

plays. If you run around like a madman then, near 

the end of the match, your speed will dramatically 

reduce. Even the strength of the player’s shot has 

been varied so no two piafêrs can kick the bali the 

same distance. Full digitised shots of Johnny 

Harkes will be implemented with knowledge on the 

stadiums all being apparent, “With variation in 

pitches, giving a different response to the bali”, 

commented Delvin. Even the gradual roughing up 

of the pitch wili be evident as the series of match- 

es progresses - just like the real thing. 

By the way, if you did not know who Johnny 

Harkes is then he plays for the English club Derby 

County having jj^t been transferred from Sheffield 

Wednesday for nearly a million pounds. He s also 

the captain of the USA team. 

lt’s either a spríte display or a pitch invasion 

ride up to 15 blocks to get to work. You can build sub- 

ways or elevated roads. 

This game promises all of the attraction of the 

original and much more besides. It should be one of 

the must-buys of the season. 

(Above) He only has the goalie to beatl 
(Beiow)... and the nfoving goalposts 



HARD DISKS • 60Mb IDE 
2.5” FOR THE 600/1200 

£169.00 inclusive 
KEYBOARD AND MOUSE FOR 

CD32 £49 INCLUSIVE 

32 CANNON STREET BRISTOL BS3 1BN 
0272 66631 

ACCESS SWITCH VISA 

ADRENALIN 
We sell AMIGA, CD 32, ATARI, P.C., CD ROM, 
PHILIPS CDi, SEGA MEGADRIVE, MEGA CD, MAS- 
TERSYSTEM, GAMEGEAR, NINTENDO, SNes, 
GAMEBOY, MANAGA, videos, Joysticks and lost of 
accessories for all machines. We also sell SEGA, NIN¬ 
TENDO hardware and PHILIPS CDi machines. 3DO 
please call. ATARI JAGUAR (U.S. import/scart t.v. 
requried) £279.99. U.K. JAGUAR coming soon. 
Competitively priced. All items sent by Recorded Delivery. 
Postage is £1.50 per order for software. Hardware is £7.50 
per item. Cheques and Postal Orders only, Please allow 
seven days clearance for cheques. For a FREE PRICE 
LIST call LEEDS (0532) 383188 stating which machine you 
require a list for. 

A massive 20% discount 
on AMIGA CD32 games 

Latest releases: 
Total Camage ... ... £26.39 FuryFurries . ... £23.99 
Beavers . ... £20.79 LastNinj^S . ... £11.99 
Myth . ... £11.99 Donk . ... £23.99 
Brutal Football .. ... £23.99 GlobalEffect .... ... £23.99 
Premiere . ... £11.99 Chuck Rock 2 ... ... £23.99 
T.F.X. ... £23.99 NigelMansell .... ... £23.99 

For a limited period only. 

Call us on LEEDS (0532) 383188 or write to us at: 

ADRENALIN SOFTWARE 
P.O. Box 21 • Morley Leeds LS27 0XE 

PUMP UP YOUR GAMEPLAY WITH ADRENALIN 

DOM1NATOR ONE PD 
Tel (070')) 837480 10 a.m. - 0 p.m. 

1 to 5 Disks £1.25 Each U226. AGA UTILS 
6 to 9 Disks £1.00 Each Ml06. PROTRACKER 3.1B 
10-1 5 Disks 85p Each M113. OCTAMED 5 DEMO 
16 or more 75p Each Ml48. DELITRACKER VI.36 
LSD Does. Disks £1.35 Each M149. INTUITRACKER VI.50 (NOT 1.3) 
LSD Legal Tools £1.25 Each Ml50. EXOTIC MUSIC RIPPER V2.14 
Sprint Does. £1.25 Each Ml55. OCTAMED 8 MUSIC 
Fred 1'ish Disks £1.15 Each Ml56. OCTAMED SONGS 
Scope Disks 1 -220 £1.25 Each Ml 61. DESK TOP MUSIC GUI DE (3 DISKS) 
GrapeVine Disks £4.00 Set of 3 Ml62. POWERPEAYER V3.9 
Just Amiga Monthly 
UI 15. LOCKPICK V2.0 

£1.25 Each D185. LEMMINCS REVENGE (2 DISKS) 
UI08. MAGIC MENU VI.27 (NOT 1.3) 

UI27. THE JOLLY ROGER COOKBOOK S042. AKIRA SEIDEs 
UI53. MAGID ICON (2.04 3.0 ONLY) ESPI8. BAIT MASKING 
UI54. UKDECAY MUSIC RIPPERS '94 S04I. AKIRA & XMEN SLIDES 
IJ166. MAGIC WORKBENCH V1.0 DI87. LA ST STAND ON IÍOTH (4 DISKS) (3 MEG) 
UI67. ICON PLUS (3 DISKS) P098. BEAST BOX (2 DISKS) 
UI76. TEXT PLUS PRO V4.10 P096.MLP MODS 1 
UI84. TEXT ENGINE V4.0I U085.KICKSWITCH 1.3>2.04 
UI85. GADJET TOOLS BOX V2.0 um. vírus checker V6.33 
UI 88. TOOLS MAN ACER V2.1 (2 DISKS) ESP17. QUALITY TIME (5 MEG) (4 DISKS) 
U211. WORKBENCH 3.00 SCREENS S043.FHCHICKS (2 DISKS) (AGA) 
U216. A 1200 WB IIACKS D193. WORLD OF MANGA (4 DISKS) (AGA) 

We have hundreds of PD disks ranging from Demo's. Music. Utilities. Vinis Killcrs. Musie Demo’s. A1200demo’s. Emulators. Eonis. 

100's of module disks. about 8000 samples. Pietures. Clip ARt & I xus more ... 

/■'or afree Catalogue disk setid a SAE to:- G. P. Roebuck. 11 The Maltings, Alma Road, Rotherham. South Yorkshire. S60 2JA. 

PLEASE MAKE ALL CHEQUES /POS PAYABLE TO G. P. ROBUCK(THANK YOU) 
All Postal Orders are despatched lhe same day on receiving your order. Cheques are usually 5 days for cheque clearance. (lst class post) 

C.P. KOEBK K, 11 TIIK MALTINGS, ALMA KÓAI), KOI IIKKI1AM, SOI 1II YOKKSIIIKK S60 2JA | 

AB*J 

C^Commodore 

ÇÉ0TV 
INTERAC 

TM 
INTERACTIVE 

AMIGA CD32 

ALL AVAILABLE TULES IN STOCK 

70+ CDTV TULES COMPATIBLE WITH CD32 
150+ KARAOKE TULES 

AVAILABLE NOW CD32 JOYPADS £14.99 

NEW TITLES AVAILABLE SOON 
QUAK/ALIEN BREED - PROJECT X/F17 CHAL. 
DONK - CHÃOS ENGINE - RISE OF ROBOTS 
VIDEO CREATOR - ULTIMATE BODY BLOWS 

SPECIALS 
MORPH £19.99 - MEAN ARENAS £19.99 

ALFRED CHICKEN £19.99 - PINBALL £24.99 
MANY OLDER AMIGA GAMES IN STOCK 

DEPT A, 9 DEAN STREET, 
MARLOW, BUCKS. SL7 3AA 

TEL/FAX 0628-891022 
VISA 

SWAP ANY GAME FOR ANY OTHER GAME OF YOUR CHOICE. 
BEATS PAYING £40 OR MORE FOR A NEW ONE!!! 

CHARGE EXTRA FOR POSTAGE, WE DO NOT USE A POST BOX NO. WE DO 
CHARGE MEMBERSHIP FEES, BUT WE DO DELIVER BY 1ST CLASS RECORDED 

POST!! 
WE CHARGE ONLY £6.00 (TOTAL) PER GAME EXCHANGED. WE CARRY A LARGE UP TO 
DATE STOCK OF GAMES, TOO MANY TO LIST OUR MEMBERSHIP NUMBERS HAVE RISEN 
TO WELL ABOVE 3000! MAKE YOUR CHOICES OF A SIMILAR MAGAZINE RATING AND 
VALUE AS THE ONES YOU SEND. FOR THEIR SAFETY, SEND GAMES IN PADDED PACK- 
AGING AND BY RECORDED DELIVERY. USE A COPY OF THE FORM OPPOSITE OR A SEP- 
ARATE SHEET OF PAPER IF YOU DO NOT WISH TO CUT OUT THIS COUPON. GAMES ARE 
USUALLY DESPATCHED BY RETURN OF POST PLEASE ALLOW A MAXIMUM OF 14 DAYS 
FOR DELIVERY. ONLY CARTRIDGES THAT ARE BOXED WITH INSTRUCTIONS WILL BE 
ACCEPTED, WE ALSO BUY AND SELL 2ND HAND GAMES AND CONSOÜsS. 

, SIGNATURE OF GUARDIAN 

MEGADRIVE, MEGA CD, MASTER SYSTEM, SUPER NES, 
NES, GAME GEAR, GAMEBOY, AMIGA CD 32 

rOST TO: THE GAMES EXCHANGE* """ """ 117 BRUNSWICK SQUARE, GLOUCESTER GL1 1UG. 
TEL: 0452 382038 

INAME. 

8 ADDRESS. 

I 
r I (IFUNDER 18). 

I 1ST CHOICE.^TOTAL|| 

8 2ND CHOICE. 

| 3RD CHOICE. 

- 4TH CHOICE. 

I GAME ENCLOSED. 

■ AMOUNT ENCLOSED 

pleÃsTmakÊcheques OR P.Os PAYABLE TO 
The Games Exchange 

I 
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1m he game takes place way off in the future, 

within our solar system. It has the player 

moving from planet to planet following the 

baddy of the game - Moribund. We have a race 

against time on our hands, folks, as the violent adver- 

saries cause destruction wherever they go. The bad- 

dies will move through four planets collecting four 

components in their wake. 
The end result will be a Psyki machine which 

Moribund intends to use to take over the rest of the 

solar system. Four players can play this game — they 

are collectively known as the Skeleton Krew. 

FfiST fiND STYL1SED 
A fast moving and very stylised blast-em-up, where no 

prisoners are taken, Skeleton Krew moves through six, 

huge leveis. The game draws parallels with the current 

vogue in metallic robots as the cast of goodies and 

baddies are mechanical droids replete with impressive 

weapons arrays. Each of the three Krew profiles are 

numerically graded. Spine, for instance, has a speed 

of 8, power of 2, weighs 240lbs and is 6ft 4ins tall. 

Each of the Krew have differing attributes and move 

and attack accordingly so picking and using each, 

wisely, is a requirement of the game. 
Rib, the lady Krew member with green hair, may 

not be the fastest mover but she packs a mighty blast 

with her huge oozie gun (Steady, people - Level-head- 

ed Ed). Joint is a strange looking droid who heralds 

from Rússia (Surely Kew Gardens or Brixton Police 

Station would be more apt? - Moralistic Ed), with two 

huge arms and, as for Krash and Burn Blaster, you 

would not want to meet this dark and sinister creation 

at night (Why do all of these names sound like a pro- 

grammer’s working day? - Curious Ed). 

SPLIT SPRITES 
The action takes place in a third-person perspective as 

the screen scrolls in eight directions within 

the isometric environment. The main on- 

screen characters split into upper and 

lower sprites, thus allowing smooth and 

rapid movement and eight-way firing 

action. 
Each of the leveis will have an end-of- 

level boss, with two leveis having two bosses 

making a total of eight. Skeleton Krew has a 

very strong comic-strip flavour. This will be sup- 

plemented with lots of enhanced animated 

sequences between the leveis each of which will 

be split into three sub-zones. 
The difficulty of the game will rise as 

you progress through the leveis and 

code words will be given at the end of 

each. The objective is simple, seek 

and destroy, not only all the moving 

on-screen forms, but gain entry to 

certain locations and destroy them. 

The game will offer more than 

an exciting blast’em-up with some excel- 
lent sub-games. One being in Zone 3, Levei 1: 

Corridors and Psykogenix Creations Room. At the 

beginning of which is a fast track vehicle (featuring two 

dual-player options) on which the player(s) can jump 

aboard. You must steer this vehicle, firing at other 

vehicles whilst, at the same time, avoiding obstacles in 

your path. 
Missions include: destroying an ammo dump in 

the south American Jungle; gain entry into a Plant 

and destroy the Psyki chopper; descend a turbo shaft 

and destroy a huge levei boss plus a lot more. 



D arkseed is a graphic adventure game pro- 

I duced by Cyberdreams, a small company 

r in Southern Califórnia. The game features 

the art of H.R. Giger, pioneer of the bio- 

mechanical look. Giger’s surreal art may be best 

known through his designs for Alien, which garnered 

him an Oscar. Ominous and fantastic, Giger’s art 

forms a good basis for this engrossing game. 

Darkseed is a dark, Science fiction-mystery 

game. You play Mike Dawson, a writer who recently 

purchased a Victorian-style house in Woodland Hills, 

Califórnia. Strange that you were able to buy the 

house for a song, and too bad you couldn’t check it 

out thoroughly before moving in. 

The game begins when you first arrive to the 

house and are drawn, almost immediately, to stumble 

to the bedroom and fali asleep. Frightening night- 

mares torment you till you finally awaken to a pound- 

ing headache. Your challenge is to find out just what 

is going on and what you can do about it. 

The graphics for Darkseed are very well done. 

The game has two worlds - the normal world and the 

dark world. In a clever move, game designers 

decided to use two colour palettes for the different 

worlds. While the normal world appears quite, well, 

normal, with abundant warm colours, the dark world 

appears instantly foreboding, with cool greys predom- 

inant. Giger’s art appears in the dark world only, rein- 

forcing the sense of horror and unease. Giger worked 

with the game designers to ensure that his art was 

used appropriately and retained proper proportions, 

and this extra care shows. 

FIND THE CLOES 
The challenge like any other adventure game is to find 

clues, interact with people and objects and find and 

enter the gigeresque world of evil biomechanical 

creatures. Dawson must try to stop these creatures 

from destroying humanity but they are powerful 

beyond our understanding. These creatures require a 

human host victim. 

During his sleep the creatures implant an embryo 

into Mike’s head. Within three days, if Mike does not 

succeed, the embryo will hatch, replace Dawson and 

the first of a new generation of creatures will start to 

overtake the Earth and kill off all human inhabitants. It 

is your job to unlock this key and discover the 

entrance to the world where the creatures exist. 

You awake with a splitting headache. The first 

thing you must find is a cure, there seems to be no 

pills in the bathroom but you will get a cryptic mes- 

sage regarding a prescription to ease your migraine. 

Do you go to the town or look around the house as it 

really is a race against time? Special use of the joy- 

pad will allow access to options such as: look; view; 

talk and whilst inspecting objects an exclamation 

mark appears over a likely target. 

The CD32 version features a user-friendly inter¬ 

face containing all the familiar features of a game of 

this genre. Darkseed also has superb digitised 

speech and sound effects, a fast and easy point-and- 

click system where no typing is required and lots of 

fully animated sequences. The thing that really strikes 

you is the unusual display with its sinister palette on 

the macabre scenes and the brilliant way the main 

spites move. Animation of a person walking is usually 

one of the biggest flaws in many programs but, here, 

you will have fluid movement and great scaling with 

everything in proportion. 
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AMIGA / AGA / CD32 / PC & COMPATIBLES / PC CD ROM 

Cíockwiser is an infuriating, addictive, 
un-put-down-able puzzler with over 
100 leveis of mind-bending fun. ít 
comes compieíe with a puzzle editor - 
it's a package which really íets you 
get your own back! 

Move 'em around, beam 'em up, bíc 
'em up (carefulíy does itl), cope with 
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Amiga, Amiga AGA and PC (DOS) - 
available May 1994 (£19.95). 
PC (Windows), CD32 - June 1994 
(£24.95). 
CD ROM - July 1994 (£29.95). 

Jetstrike is the flight game for your 
Computer - with over 130 leveis and a 
choice of 40 planes and aircraft (more 
in the CD versions)...all this along with a 
two-player option makes this a game 
that will keep you flying for months! 
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Amiga - available now. 
CD32-June 1994. 
Amiga AGA - July 1994. 
PC - August 1994. 
CD ROM - September 1994 
About £20 each 0 

Take to the skies and defeat the forces 
ofSPUDD... 

Amiga World - Grade "A” 
GAMER GOLD (Amiga Computing) 

Amiga Computing - 90% 
The One Amiga - 84% 

Harold has fallen asleep in his hern 
cave and all of his pups have decid< 
to go "walkies". Can you guide this 
hairy sprite around all 15 leveis of 
platform mayhem and re-unite him 
his missing pets? 
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Rasputin Software 
38/40 High Street, Green Street Green, 
Orpington, Kent BR6 6BJ. 
Phone: 0689 - 850770 

Amiga, Amiga AGA and CD32 available 
July 1994. 
PC -August 1994. 
CD ROM - September 1994. 
About £25 each. 

Trade / bulk sales enquires to: 
Kompart UK 
Fulling Mill Lane, Welwyn, Herts AL6 9NP 
Phone: 0438 - 840004 


