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COMPETITION: Send us
something neal made ol of
Ickded paper {as long as if's nol a
hat of a plang - we know how 1o
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o weill win @ irge gasmse hand
packed by us from all the ones we
reviinwed this monih. And no,
won't be one of the meally really
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MNEXT ISSUE: The labulous Juns
issun of Amiga Power, which
again will come complsde wilth an
AR-Time Top 100 game stuck o
tha frond, will roach thie shops on
of around Thursday, May 230d
Ohdar your copy now! (Or botier
Bl - kol Ol @ BUDSCRDTHCN
Thisy roally ane inCrodibly good

Wi, you kncw )

20-50 GAMES OF THE MONTH

Not necessarily the best games of the
month (in terms of whether they've got the
highest marks or not) but certainly the
most interesting. Amiga Power's flexible
reviewing system allows everything the
space it needs, be it two pages on a simple
(but nonetheless jolly good) arcade romp
like Chuck Rock, or up to five (!) on
something a bit more complicated...

24 EXILE 30 RAILROAD TYCOON

20 CYBERCON Il 28 GODsS 32 CHUCK ROCK

53 COMPLETE
CONTROL

Page after page of hints and
tips to give you Complete
Control over your games. This
month, overdose on the

biggest, bestest Player's s
Guide to Rainbow Islands 66 What game do you 70 Renegade & The

you've ever seen. (Plus lots really wish you'd Bitmaps - what now?
written?(And why?) (And what next?)

80-96 AMIGA POW

Every new game that didn't
quite make the Games Of The
Month section reviewed, be it
full-price or budget. Good,
bad or ugly, if it's released
this month it'll be covered in
the most fearless review
section around...

99 WIN!
THE AMIGA
POWER ALL-
TIME TOP 100

GAMES!

Amiga Power’'s unique reference
guide - six pages packed to
overflowing with mini-reviews of
every significant full price Amiga
game released over the past year.
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76 Birds Of Prey -
four years in the
making!
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Famous Five The Power

10 TRUE
STORIES

News, gossip, interviews,

compos, and the Gallup charts.
It it's happening in Amiga games
it's happening in True Stories...

44 EYE OF THE BEHOLDER

48 THE KILLING CLOUD

POWER
FEATURES

Interviews, opinion, Work In Progress
features and more - the middle of the
Amiga Power will bring you things
never seen before in computer
magazines. And it all starts with the
bits over on the left there...

Arborea

IF I°D

112
KNOWN THEN...

Qur regular back page feature, where
famous industry types look back on
their past work and admit where they
went wrong. This month, Peter
Molyneux of Bullfrog talks about
Flood, Powermonger, and this little
thing called Populous...

EVERY MONTH Amiga
Power carries a demo-
packed disk stuck to

the cover. Normally, that is - to kick off
with it's all a little bit special...

AND THIS IS

BOMBUZAL

complete games on the first two issues - and not just any old

T hat's right! To get the ball rolling we're actually giving away

games, either. No, these are titles picked from the Amiga
Power All-Time Top 100, and as such guaranteed absolutely
exceplional! This month it's Bombuzal, the famous puzzle game, and
= o make sure you get the most out of it — the next few pages present
a complete Player's Guide put together by by the fair hand of the

inimitable Gary Penn...

You'll have heard of this Tony Crowther classic of course - if only
for the fact that so many top programmers, including the likes of
John Ritman, JeHf Minter and Andrew Braybrook, all had a go at
designing screens for the thing. With that sort of pedigree it has to be
good - and it is — earning rave reviews when it first came out. It's
never been released on budget either, which makes it effectively a
complete full-price game you're getting here. Now sit down and get
comfy - here’s your chance to see what all the fuss was about...

Thera's nathing big or hard or clever or
grown up about blowing things up. But
and let's just make it perdectly clear that
this is prowsding you're nof nsking any
lives it can be lun. Not thal there's
much of an outlet thase days for such
an (aham) axplosive pastime

Until now, that s, For here's a
simulation of sors that's pure dynamite
Yes, Bombuzalis a boombastic arcade
style puzzler that's samply bomb-
bahavable!

And what's Bombuzal got? If's
got

* BANG! More Get Up And Go-a
Than Krakatoa!

* BLAM! More Kerpow! Than

T Pau!

* BOOM! More Force Than Two

(Count ‘em!) World Wars!

In othar words, there are rather a lot of
explosions in it. Thera's also rather a lod
of fun. So without further ado, lel's get
down 1o the nitty gritty of playing the
game

ONTO THE GAME
PROPER...

In Bombuzal there are hundrads of
explosmve situations (levels o you and
me) to defuse, Each task centres
around a fioating platform built from
liles, some of which support bombs or
other explosive devices, others which
sport other, am, things. (We'll get onto
what they all do in good time). It's up to
you - or a friend, for this exercise can
imvolve a second player - o destroy =»
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BUT BEFORE YOU DO ANYTHING ELSE..

...you'd better pick your options from this title screen. You can use a joystick, the keyboard or the mouse
to move the arrow around and select an option (we recommend that you use the mouse - it's the fastest
and easiest method) and then select it by clicking on it. Once the parameters of the game are set to your
requirements, they stay the same until you change them.

all the bombs found on each level without
getting yoursel! blown 1o kingdom come in
tha process. To do so you control a kittle
blue, blobby character, whose sole task in
life seems 10 be a very crude form of bomb
disposal - there's no defusing things in
this game, the only way you get rid of
something is 10 blow it up

BOMB DISPOSAL

VIEW

Here's whers Player One docides how ha or
she would like to see avents unlold during
play. The defaull symbol af four blocks reflers
to the fact that the view chosen is
dotermined when START is selected.

OMNE UP
Anyone withoul friends or
hard enough to go it alone
should choose this single-
player option. It's also used
to turn aff the TWO UP

VIEW

Playor Two's view, which
can in fact be differant o
Player One’s.

WO uUP
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However, should you choose either 2D or 2D
; - : f option.
Bombuzal has two ditferent types o Inrtand, Hue vies ovarides teat ohtan I The popular people can
explosive device: Mines and Bombs. Both the START menu. play with or compete A
1 e : against someone else
5, F 0
coma in ditferant sizes, and balh lypes CONTROL

mus! be destroyed 1o complete a leve

The size of a bomb (or mine)
determines its blast radius - basically how
many tiles in its wanity it's capabile of
destroying. When a bomb (or mine)
axplodes, any other bomb (or mine) within
its blast radius is detonated 100. In this
wiay complax chain reactions occur and
can usaed to your advantage when it
comes fo cleanng a site. (i also means
that if you don't take a bit of care you
could blow yourself up quite happily

Mines are aasy 1o spot = and delonate
for that matter. Simply step onlo a tile
bearing a mine and BOOM! It's game aver
lime - you're dead. The only safe way to
set off a mine is by Inggering it with an
adjacent explosion

Bombs, on the other hand, are a
diflerent kettthe of fusion. Every bomb has
a three-second fuse, and prassing the

Hay, whalever lakes
your lancy. This is
where it's at for
Player One, with a
single click cycling
thrgugh the thres
control possibilities.

START
Pretly obvious really.

CODE
Determine Player One's
starting level by painling
here and pressing the
mouse's left-hand firebutton
to maks lour dashes appoar.
How you can enler & new
four-letter code - and there's
no need to press the
RETURN or ENTER kays
after the fourth letier.
Incidentally, the key still
acts as a backspace.

MI-SCORES
Guess what? You got it - the
sgocentrics’ graveyard. When you get
bored wilh viewing the super sCores
that you and your friends have achioved,
pross a lirebutton Lo return to the
oplions Screan.

they select this. The
border around this litile
box will turn grean Lo
show that it's active. Note
that both players can
choose lo begin play from
different levels. Or maybe
you'd both like to choose
the same level and help
each olher oul - or 508
who gels the furthest,
Whatever your choice,
Player One and Player Two
play alternately.

CONTROL
Player Two's control
muethod is chosen here.

CODE

Yeos, you can actually
decide on which lavel
Player Two is Lo start - and
it can be tolally diflerent Lo
that for Player One.

firebutton while standing on top of the

bomb stans the countdown, while

LOADING BOMBUZAL

e
| I. J | Heavens, you should try falling off logs
sometime. (That's far more difficult than
getting Bombuzal blazing from your TV or
monitor). First, ensure that no other
program is running and that no-one's left a
disk lying around inside the Amiga's internal
drive. if all is clear, insert your Bombuzal
disk. if your Amiga is turned off, turn it on.
There - Bombuzal should now load and run automatically.

The gorgeous picture shown here should appear during the loading of
the main program, only to be replaced by an option-packed title screen once
the first stage of disk accessing action is complete. Please note that you
must leave the Bombuzal disk in the drive (that's right, funny guy - under
your dad's car) during play.

.AND WHAT YOU SHOULD DO IF IT DOESN'T WORK

Hold it! Something's not quite right around here!

In the unlikely event that Bembuzal fails to load, remove any peripherals
from your computer (memory expansion devices should not cause a
problem) and repeat the loading procedure. if Bombuzal still fails to load -
and it's a pain | know [not to mention highly unlikely] - then I'm afraid you
miust have a faulty disk.

All is not lost though. First try using the DISK-DOCTOR wutility on your
Workbench disk to rescue it - full details on how to use it can be found in the
user's manual that came with your machine. 5till no joy? Then don't worry -
we'll replace it for you. Simply pop the offending item - along with a SAE to
keep it company - into a nice cosy envelope or jiffy bag, and send it to:

Bombuzal Disk Returns, Amiga Power, Future Publishing, 30
Monmouth Street, Bath BA1 2BW.

We'll replace it within the month.

releasing the firebution before zero is
reached aborts the countdown and resats
the fuse. The bomb won't actually go off
until you step off the tile on which it
resides, 5o it's no bég problem if the
counter reaches zero and you're standing
right over the bomb

Don't push your luck though - balore
you set one off, make sure the bomb's
small enough that you'll be able 1o get out
of the blast area in tima, and thal it's ona
you really want to destroy. Setting off
bombs in the wrong order can make a
level impossible to complele, so you
should only really activate a bomb if you're
sure you want to do it

CALL THIS A HERO?

Mot really. He is, however, the character
you play — a fat, blue, brain-dead blob with
a beg red nose caled, well, he doesnt
really ssem o have a name, so I'll cal
him...Guy. {But we called him Maicolm in
the All-Time Top 100 supplement, Gary!
Ed). Yes. but | don't bike the name
Maicolm, | ke Guy

Anyway. Sadly, Guy (Malcolm.Ed)
hasn't really got the sort of swoony, missy-
magnet machismo you'd normally
associate with guys his line of work. Mope
Guy's a bit of big girl's blouse really. You
ust waich, right? When the gunpowder
goes up, he stands there, rooted 1o the
spot, with his big white hands over his
eyes and a dopey, 'eek-isn'l-it-scaray’
expression on his face. Whal a jessie

In gameplay terms, whal this means is

that you've got 1o get him well out of the
way of an explosion before it actually
happens, because when il actually goes
off he'll stop running and if he's too close
his pathelic existence will come 1o an end
He doesn't even gel to go to Bombuzal
Heaven, because there isn't one. I's a
simple as that

One other thing: Guy may be soft in
the head, but his body's not. If he lalls off
a tle and onto the blue parquet-style floor
below he dies, (Just be careful not 1o
overshoot oo often)

HOLD IT RIGHT
THERE!

One thing you've got 1o remembar while
playing the game is never, never stand stil
'D.’ too ':l!'-g ':"II: maltter how IEI'I'ID[IF:I.:J i
may be whe you e trymng 1o 5uss oul the
ayout of tha level and so on). Remaining
statignary for 10 seconds or so prompts
the appearance of a five-second timer
When it starts to bck down above your
head you know something bad's gaing to
happen. And it will if you don’t move
before the timer reacheas zero

What sort of bad thing? Well, If you
happen o be slanding on one of the more
normal tiles when the timer depletes, the
tile in question turns into a Spinner. These
nasty litihe blighters whisk you off your tike
whather you wanted to go or not — usually
in a decadely fatal direction. Spinners don
appear on dissohving liles or liles with
bombs on, but that's nothing to write home



CONTROL
POSSIBILITIES

JOYSTICK

To keep everyone happy, Iwo modes

of joystick control are on offer. With

. the pointer on this icon, double-click
s == 1 lefi-hand mouse button (thal's two

quick successive presses) lo call up the two
directional options. A single click of the mouse’s
left-hand button while pointing at the relevant icon
will determine whether you play using diagonal
movements (useful if you play in 3D mode) or
horizontal and vertical movements.

MOUSE

To be honest, this isn’t the best

method of control. Forget it. Just in

case you are stupid enough to use the

mouse to play, the left-hand button
acts as the firebutton.

KEYBOARD
These are the keys to please...

RIGHT / LEFT
DOWN Z up

FIRE RIGHT SHIFT
Alternatively, you can always define your own. With
the pointer on this icon, double-click the mouse's
lefi-hand button. Now you can choose your keys.
Mote that there are four keys which cannot be used
s their functions are carved in stone. Those keys
are: the SPACE BAR, F1, ESC and the - key that lies

Dexter here
can only tumn
right, so he's
stuck in this
comer for the
moment.

A large mine. It's
big, it's explosive.

SRR TAELY
L B

#

Avoid taking a
short cut
across the ice.

This teleport's
really sneaky.
Do everything
you can before
you go near it

what could this
switch do?

This tile won't
explode with
the bomb.

Sinister will
" patrol this
strip of tiles
for all etemity
until you get

STARTING THE GAME!

Right then. Here's where the adventure
begins. Selecting this option calls up a
choice of four other options...

View the action from above - unless
you chose differently via the VIEW
- option. Extensive research has

revealed that a majority of Bombuzal players prefer to

go about their business T .

in two dimensions as -

opposed to three. So

take a tip from us: use

this viewpoint if you want SESE -1

to seriously get

somewhere in the game.

View the action from an isometric
m angle - unless, of course, you chose
differently via the VIEW option. The
graphics are bigger, prettier and more detailed here,
but getting your mind g
around just where e
everything is in relation 1o T
everything else can be
tricky. Our tip: use this
option to impress any
passing chicks.

directly below it.

Wl Play Bombuzal starting from the
level determined by the code in the
CODE box.

Play Bombuzal starting from the
.CC'FIT. level you last tackled during the

current load.

JANE’S GUIDE TO BOMBS: WHO, WHAT, WHERE, WHEN AND HOW?

There are various sorts of
bomb you'll come across
while playing Bombuzal.
Here's a quick bomb
spotter's identification guide,
complete with the first
appearance of each in one in

SMALL MINE

| First Appearance:

s Level 11

LARGE MINE

y First Appearance:

Lewel 17

SMALL BOMB

First Appearance:

Level 1

First Appearance:

Level 2

LARGE BOMB

First Appearance:

Level 3

AERIAL BOMBS

Or A-Bombs as they are sometimes
known. These devious devices are just
like their regular counterparts but with a
special feature: when one A-Bomb is
detonated it sets off all the other A-
Bombs on that level, regardless of their
proximity. They come in two sizes too...

il SMALL A-BOMB
S0 e ]y First Appearance:
=1 m Level 12

< LARGE A-BOMB
Gl First Appearance;
2l Level 12

SWELL BOMBS

These are so-called not because they
are but because they do. The Swell
Bomb increases and decreases in size
[ie sometime’s it's effectively a small
bomb, sometimes a large one) until
either it or any other type of explosive is
activated. Then it goes off - when its
blast radius is determined by its size at
the time of the incident.

First Appearance: Level 13

BOMES AND THEIR
BLAST RADIUSES (OR
DEATH AND HOW TO
AVOID IT)

The size of a bomb is directly
proportional to its blast radius. Thus a
small mine and a small bomb will have
the same destructive force. The only
exception being the Large Mine, which
has a blast radius equivalent to that of a

Madium Bomb.
tiles will be set off, and the

i E tiles themselves destroyed

[with the exception of those that are
invulnerable - more on these later).

SHADED
Bombs (or mines) on these

OPEMN

Bombs (or mines] on these
tiles will be set off, otherwise
the tiles will remain intact.

SMALL BOME (OR MINE)

MEDIUM BOME [OR
LARGE MINE)

5 LARGE BOMB
o

A bomb (or mine) will only set
=) off another if their blast
radiuses actually butt up
against each other. Here are two
examples...

EXAMPLE ONE

FEEFErrrT
TEFS TR

rri 'ngﬂl |
Jil'j'll 1

Bomb A [small) will set off bomb B
[medivm) which in turn will set off Bomb
C [large).

EXAMPLE TWO
FrErET Bomb A

il 5 ,#u’ "Fr (small) will
- AT set off bomb

B (medium)

- but NOT

bomb C

[large).
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about - they do their own thing instead
which can be equally dangerous 1o you

YOU DID IT!

You cocky get. Completing a level is
obviously a Good Thing. What you may
nol reakse is that it's actually a Very Good
Thing. You see, apart from getting a go on
the next level, you also get any remaining
time converied inlo points and added 1o
your score. Not only thal, you also get a
Floor Bonus of 10 posnis for every intact
tile. And, if that wasn't good enough, an
exira Ifa is awarded 100

GAME OVER

The fun comes 1o an end when all your

lves have been used up. Bul don't despair
you can always try again. On completion

you'll be given a four-letier code E':}'

enlening a code in the CODE box on the

litle screen you can begin play from a level

further into the game when you next want
a go. The code you will see mos often to
starl with is the one for Level One
(BOMB), while the first new code you will
be given is for Level Eight, The next two
codes will come with the completion of
Level 16 and Level 24 and then every
fourth level thareaftar

DURING PLAY

Bad luck. There's no pause mode, 50 you
can’t sil back and assess the situation at
your leisure, Come to think of it, you can’t
even siop 1o answer the door or the call of
nature. (It isn’t the programmers being
forgetful that's ommited the pause mode
by the way = since a lot of the challenge of
the game is that you've gol 1o keep
moving and think on your leel, allowing
you o assess the situation at you leisure
would obviously be a no-no)

That having been said though, there are
a lew very special keys that it might prove
usatul to know about. And they are

SPACE BAR: Before you even begin to
blow up any bombs, it's a good idea 1o
take a butcher's at an overview of the
situation. Press the SPACE BAR to call up
a map of the current level. Press the
SPACE BAR: again (or the firebution) 1o
return 10 the real world as it wera. Note
that the timer does not stop while you
actually view the map — that'd make life far
too easy

ESC: Press the ESC key 1o quit to the
titha/option screen

TONY'S TOP TIP

Here's a tip from Tony Crowther — When
you come across a layout with lots of
dissolving tiles, walk over as many as
possible bafore attempling lo completa the
level. This eamns you far more points than
you'd get with the Floor Bonus. Bl

CLOSE ENCOUNTERS

Apart from all the brilliant bombs and top-hole tiles,
Bombuzal features four freaky alien types, two of which are
good. The other two are - surprise - bad, and should be

avoided at all cost.

THE GOOD GUYS: When you find one of these chaps you can take control
of it in much the same way you set off bombs - by holding down the
firebutton wntil the timer hits zero. While you are in control of one of these
robots, Guy can't be hurt by any enemies, so it's safe to just leave him where
he s and forget about him for a while. He can still be blown up though, so
watch out what you're going. When a good fella is dead, you'll find that the

control reverts to Guy.

BUBBLE: This red robot is so stupid it treats all
! bombs as mines. Just mind he doesn't fall off the
edge before he gets the chance to explode.
. First Appearance: Level 17

SQUEEK: Your blue buddy is marginally more
* intelligent than Bubble, and as a result does
anything you can do - including falling off the
“duis edge. First Appearance: Level 13

AND THE BAD BOYS: Ooh, and aren’t they just. You can avoid them or
blow them up - but whatever you do, don't touch them.

: SIMISTER: This big yellow ball enly ever turns
left. First Appearance: Level 17

: DEXTER: The cluster of four yellow balls always
turns right. First Appearance: Level 11

KNOW YOUR TILES

As with the bombs, things aren’t as simple as they first appear.
In fact, there are oodles of different sorts of tile, and they all
have some decidedly different properties. Such as...

destroyed by explosions but not through contact
with Guy. First Appearance: Level 1

DISSOLVER: This tile, recogniseable by its
interesting cracked appearance, lives up to its
name by dissolving as soon as Guy has touched it
and moved on. You can't go back that way again.
First Appearance: Level 1

ICE: You just can't stand still on one of these. In
fact you can't stand on one of these tiles at all.
t First Appearance: Level 2

SLOT: Hera's a novelty - bombs may be moved
about on these from one slot to another
connecting slot. A bomb on one of these special
T i embossed tiles is picked up with a quick tap on
the firebutton and dropped with another quick tap. Note that you cannot
carry a bomb past another bomb or from a slot to any other type of tile.
When moving bombs, it's not always easy or time effective to execute a
quick press of the firebutton to drop them. Instead, if possible move onto
another tile either with a bomb on it or without a slot. The bomb will
automatically drop to the floor. First Appearance: Level 3

for expecting, teleport you to another tile with a
teleport on it. In fact you won't know where a
teleport takes you until you enter into it, and by
then it may be too late. Yes, it's a risk, but one that's often worth taking, and
at least the destinations remain constant for each level. Note that if Guy
moves into a teleport tile after detonating a bomb, he won't reappear until
the exploding has stopped - even if the teleporter is destroyed. This can
prove a very useful way of saving your life, especially as the large bombs
are notoriously difficult [read ‘impossible’) to get far encugh away from to
survive. First Appearance: Level 6

RIVETTED: Rivetted tiles are rough ‘n" tough
and more than capable of surviving the mightiest
of explosions. First Appearance: Level 13

TEMPLE: By absorbing the explosion of a
neighbouring bomb [or mine), this tile suppresses
the blast radius to a single tile and destroys itself
in the process. First Appearance: Level 17

SPINMNER: Throws you off one tile away in a
randomly determined direction. these also
appear if you hang around doing nothing for too
leng. First Appearance: Level 17

SWITCH: it works in much the same way as a
bomb, only it doesn't explode when the timer runs
out. Instead, its effect is reversed. A switch which
Is thrown will change the map in some subtle way.
It could be the addition of a tile of any description. It could even be the
addition of a bomb. Coo. (It's always worth throwing any switches you come
across to see what they can do - often a level will only be completeable
when you take advantage of them). First Appearance: Level 11

AMIGA UPDATES - AND HOW THEY CAN
AFFECT YOUR PROGRAM

Owners of the very newest Amigas (the ones with the little green power lights)
may find Bombuzal looks slightly different on their machines to on older
Amigas. This is due to subtle changes Commodore have made to the inside of

the machines, but don't worry = it won't make any difference gameplay at all.
It does make the in-game music run slightly faster than you'd expect though
[opinion in this office is split over whether it's actually an improvement or not)
and means the bomb timers will run down that bit faster. They won't go off
until you've stepped off the tile though, so it doesn’t really change the game.
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orenn: - SHIRLEY QUITS AMIGA

Computer Fans of Firebird's Quartz and Electric Dreams’
i““'“'““_""‘ o Spindizzy Worlds won't be pleased to hear that the
HSeon author of these two gems, Paul Shirley, has left 16-
favourite family The bi inz behind b

i s T e it prng.rimmmg ind him to cnnte_ntrate on
ki R ot conversion work for the Sega MegaDrive console.
Arc Developments, And it's unlikely he'll return...

the team most

recently behind

WELCOME TO AMIGA POWER ::i.zx <AND SO BOES

Incidentally, Arc is PH“.'_IPS (HE'lI. BE

currently applying

It's always a bit of a problem with first issues.

E. What do you say? Do you say hey wow, fab and e BACK THOUGH)

touches to the long-

groovy, look at all the great things in this

r magazine, why buy any other (and so on)? Or do
} you go really quiet and sheepish and not say
anything very much, hoping the magazine will
speak for itself. Hmm. | think we'll go for the first
option myself.

So. Amiga Power! It's fab and groovy! It's
got full colour all the way through! It's going to
review every game that comes out - not just the
best ones, or the ones that just happen to plop through our letter box each
month! It's going to be honest - there'll be none of this ‘every game gets
B0%' stuff! It's not going to have anything irrelevant in it at all - no techie,
widgety stuff, and certainly not a load of old rubbish about pop stars/
clothes/ comics/ whatever! It's going to carry a disk packed with hot demos
and ‘stuff’ on the front every month! It's going to run compendious reviews
of older software too, giving you a proper perspective on whole gaming

John Phillips, author of the Amiga Power All-Time
Top 100 game Nebulus, has also left the 16-bit
scene to get down to some Sega comversion work.
John's last released computer project was
Eliminator through Hewson over two years ago.
Since then he worked on Scavenger [also for
Hewson| which was unfortunately shelved.

As with all of John's previous work, Scavenger
utilised a novel new technique - Nebulus centred
around those silky-smoath rotating towers,
Eliminator had slick road and sprite expansion
routines, while Scavenger's ‘thing’ was that it
contained shadows that distorted realistically
against background objects. Fortunately, unlike Mr

‘scene’! It's going to...but, ah. | give up. My heart just wasn’t into all that awalted conversion
trumpet blowing, willy-waving stuff I'm afraid. :L:;T: :‘:‘2":: :t

No, | think you're going to have to judge us by what we do and not by nprassions s
what we say. Which means it's time | shut up right about now. good, with

MATT ElELEY programmaer Tim
Round (who did
such a smart job on

AMIGA POWER/ MILLENNIUM o iy

computer scene. Work on his next original project

:::;:':.::;::::d is likety to begin sometime this month and - yes! -
original - including  ill utilise an updated version of those very same

the parallax shadow techniques...
scrolling backdrop.
Look out for a full

review inatuture  |NTERESTING IF
TRUE...

Rumours abound that Mirrorsoft has secured the
licence to bring Aliens 3 to the home computer.
udassssnt Day are However, spokespeople refuse to confirm or deny
in the hands of the fact. .
Dimantia, the team In contrast to its predecessors, the movie
[partly] responsible doesn't feature any hi-tech hardware. Instead

Ocean's home
compuler versions
ol Terminator M:

MAY 1991

T ‘ ; .

w for Core Design's heroine Ripley (played by Sigourney Weaver|

z Corporation and apparently uses an axe to fend off the aliens’

o more recently advances! It's also rumoured that there are a few
o Probe’s Golden Axe  ayiry alien types this time around, including a giant
< for Virgin. The film, ;.00 cow'. Aliens 3 is currently being filmed at

E once again starring Pinewood for release towards the end of this year.
s Arnold

o Schwarzenegger

While Ocean work on Terminalor 2 (see

slory 1o the left), Virgin has the licence 1o
bring the original Terminator o the Sega console
opens sometime system. Whether the company can extend this to the
later this year. Amiga remains o be seen...

under the direction
of James Cameron,

o



Veteran publisher

Movagen's latest is
- of an old favourite -

the company's

This is Mega lo Mania from Sensible Software - and yes, you're right, it does look a little debut release in
like Populous. The scenario has you and three computer opponents landing on a watery fact. Encounter first
planet which you've got to colonise from scratch. Time passes - moving from the appeared way back

prehisteric through Roman to English Civil War, industrial Victorian and so on — while all
the time you've got to defend your little colony from attack and (if possible) fight and
defeat your opponents.

Slighter than Populous, but faster moving and potentially more fun, its main claim
to fame is that it comes with one whole disk loaded with digitised speech - real actors
were brought in to make the recordings apparently! - to really add character to the
proceedings. Look for an August release from Image Works.

in 1983 on the Atari
XL, and this new
Amiga incarnation

MEGA le MANIA MEGA le MANIA features protty
Everything in Mega lo Mania is prosented as if it were somehow susponded in space. Theso much the same
screens are from one of the more primitive levels - they've gotl as far as developing castles, straightforward cat
as you can sec. Don't ask us what all the stuli on the left is though... ‘n' mouse blasting

action as its
forerunner. Amiga
Encounter will both
look and sound a lot
better though, in
large part thanks to
some swish three-
dimensional effects
pinched from
MHovagen's

MEGA lo MAMIA 1EGA lo MANIA unreleased shoot
‘em up Skeltor. It's

wathere isn't really the room to explain (not even using both these caption boxes). Those
white screens are from a different time sone - mﬂnmu—mhnﬂ.mm“
shame is that you can't gel an impression of the digitised voices from the p of April at £19.99 -

full review next ish.

released at the end

iy 1 From what you've seen do you think
an, Judge Dredd and so0 on it's been a success?
And how did -,-uu respund'? L

Ij [ 3 11l
How l;ln;l you gel :nmlwe-l:l wnh this ad it 0 detailed One of Alan's very comic book-like
project then Alan? synopsis and they explained whal we characlers fram Demoniak.

iR
TRUE STORIES

The first in a series of quick guides o people,
companies and, erm, ‘things” in the software
indusiry for people who should know all about
them already (but probably don't)
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TRUE STORIES

19891

MAY

AMIGA POWER

O

DAMOCLES 2:
DOUBLE
TROUBLE

We'll have to wait a bit for this one, but it should be
worth it. Damocles 2: Double Trouble is the sequel
to the sequel to Novagen's mould-breaking
adventure Mercenary. Once again the comet
Damocles is heading towards the planet Eris. With
only a few hours to spare, the race is on to prevent
disaster. That's trouble Number One.

The other half of the Double Trouble is the
result of Novagen taking naote of a criticism levelled
at the original Damocles - that the going got a little
too lonely at times. Now we have a villain to
contend with too

The bad egg in question goes by the name of K
C Kim. He rules the cuter reaches of the Damocles
solar system, but for some bizarre reason wants to
restrict his dominance by destroying the other

THE AMIGA POWER
ROCK-HARD QUIZ

Compiled by Gary Penn - These questions aren't
easy. They aren't even just plain tough. Nope,
these guestions are rock-hard. No prizes for
answering them, but if you can you can seriously
count yourself a Grade-A software smart-arse,
(Softies can flick to the bottom of page 18 for the
answers), 1) In which Amiga conversion would

The first Damocles - solid vector graphics, lots
of exploration, but no real enemy.

planets. Needless to say, his exploits cause their
own share of problems on each planet.

Damocles 2 will be released this summer, a
year since ils predecessor first came amongst us.
Incidentally, for those on a tighter budget,
Mercenary itself is now available at the budget
price of £9.99,

you find two rock-hard hero types called Paul and
Vince? 2) In which Amiga conversion would you
find two rock-hard hero types called Ben and
Andy? 3) In which Amiga conversion would you
find two rock-hard hero types called Hit Man and
Max Force? 4) In which forthcoming Amiga
conversion would you find two rock-hard hero
types called Mobo and Robo? (This one's sasy -
the answer's in this very True Stories). 5) And
(just for variety) in which Amiga conversion would
you find two sickeningly cute sweethearts called
Betty and Patty?

Oh dear...

The first in an occasional series where we take a game we think
is useless and are really horrible to it.

No1i. STREET HOCKEY
(Gonzo Games)

After bursting onto the Amiga games scene
with the generally well-received Wipe Out,
Gonzo Games ("'We like games') unleashed
this simulation of one of the fastest-moving
and most dynamic sports around. (Can you
(guess which one?] Officially endorsed by the
British Street Hockey Association, Street
Hockey promised to be thrilling, violent, and
‘so addictive it should be illegal’. It wasn't. It
Was crap.
Mo, crap is far too bland a word to

describe its breathtaking awlulness. The
manumentally dire graphics were the least
of its problems, indistinct and jerky though
they were. The mind-bogglingly hopeless
sound (‘miuh!’) was but a scratch on a
shotgun wound, and the epidemic of bugs
(such as goals being scored during the hall-
time break) didn't so much speil the game as
provide some light relief.

Mo, the real problem was with the
playability. It simply didn't have any. Players
skated around at random, fell down at
random, hit the puck at random, and lurched
randomly into walls as the computer
mmmm,wcmﬂnﬂ,m

- pretty much at random.
After about three
seconds of play, the
featureless pitch made it
impossible to tell which
way you were facing - not
that it really mattered as
it was impossible to tell
where the puck was
anyway. Or where any of
your players were. Or
why you were still playing
this scarcely-believable
excuse for a full-price
computer game, Utterly,
utterly abysmal,

Powerdrome author
Michael Powell is
putting the
finishing touches
to his latest
project,
CyberFight. It's a
sexy-looking first
person perspective
polygon-based beat-
‘em-up of sorts
invalving robots.
Michael has written
CyberFight on the
I1BM PC first, which
sadly means that
the Amiga version
won't be with us
until next year.

Having made a
mark with its
arcade conversion
debut of Gottlieb's
Exterminator,
Audiogenic are set
to produce a sequel
of their own design.
The company is
looking to silence
critics of the
original who were
quick to condemn
the title's
playability, as
Exterminator I will
contain many
enhancements,
including some
special new
weapons and
secret rooms. Stay
tuned for further
details...

LETTERS!

We haven't got any
yet (lairly
obhviously, being a
new magazine) but
that doesn't mean
we don't want
some! Send your
tips/opinions/
comments/
whatever to Amiga
Power, 30
Monmouth Street,
Bath BA1 2BW. Tell
us what you think
of the magazine by
all means, but
there'll boe special
prizes lor anyone
who a) can
convince us why
The All-Time Top
100 Games
supplement was a
load of old rubbish,
or b) why Street
Hockey isn't a pile
of old erap but
actually a sadly
under-rated classic.
Write now!

WHERE DO YOU GO
AFTER KICK OFF?

Steve Screech knows. W ith the award winning Kick
Off and Kick Off 2 to his name, he's currently in the
final throws of putting together another similar
game - but based around a very different sport. Tip
0ff, as it's called, is a basketball simulation, and
sees Steve working with Kick Off programmer Dino
Dini once again. Apparently they've been making
use of extensive video footage of American
basketball to ensure that the tactics employed in
Tip Off are as authentic as possible. Look for it to
be released from Anco sometime this summer.

ZZKJ 10 DO
OCEAN'S SMASH TV

W ith the conversions of Super Hang-On, Power
Drift and [more recently) Super Monaco GP under
his belt, programmer ZZKJ is turning his hand to a
conversion of a different genre - Williams' ultra-
violent blaster Smash TV. You can expect to see
the fruits of ZZKJ's labour later this year through
Ocean. Incidentally, veteran video game
manufacturer Williams (who enjoyed much success
in the industry’s formative years with such
innovative wares as Defender, Stargate, and
Robotron 2084) are in the middle of making a
comeback of sorts. Having concentrated on some
highly playable pintables during the past decade,
the company is set to release a least half-a-dozen
new video games. NARC you'll have already seen,
while next up is Total Carnage, the sequel to Smash
TV, which promises to be even more OTT (if that's
possible) than its predecessor.

3D SNOOKER

If bashing balls in Firebird's 30 Pool (budget price
review this issue) left you feeling a little sore, here's
an alternative - 3D Snooker, from the man who
brought you IK+. Featuring all the rules of the real
thing and an impressive 30 polygon display, it
looks as though Archer Maclean has chalked up
another winner. The game was originally to have
been released through Activision, but with that
company well and truly ‘wound down' these days,
Virgin Games will be publishing instead. Expect to
see it sometime this September.

HEAD OVER HEELS
COMES TO AMIGA

Jon Ritman’s classic 8-bit isometric arcade
adventure Head Over Heels is set to appear on the
Amiga, but Ocean isn't sure when and how. Head
Over Heels concerns the exploits of two cute
characters, one called Head and the other -
surprise - Heels. What makes Head Over Heels
stand (ah) head and shoulders above other
adventures of this type is the unique interaction
between its two stars to overcome awkward
situations. How well this classic makes the
transition to 16-bit remains to be seen...



CODE MASTERS

Mos 5, 8, 13, 18, 41, 44,
46, 78, 83, 50, 96, 100 (!)
Blimey! Code Masters seem o
have quite a few games in the
charts, don't thay? We rang them

up for & bit of & natter

Firs! off, i's havd o see the same
#ovt of person who would buy F-
19 Stealth Fighter or even
Speedball 2 really going a bundie
on something like Little Pufl

T ir?

Well, we tond o think that Amigs
CrATeBrE COmE In Al shapes and
sizes, and we think yes. we're
picking up & lot of the younger
owners, bul we're also picking
up older people who wani a now
game bt aren 't willing 1o spend
25 quid on i

Why da pou Think your new litlhes
shape up s0 well against much
mare well known, arguably betfer
re-releases, like, say, R-Type
Silkworm or Intorcepior ?

We so0 16-bil ro-releases &s 5 bit
futlle because when & gama’'s
besn around as long &S some of
thess have, and espacially when
it's & big name title, i1l have
been hacked and copied and
everyone will have a pirate
wersion already. With our games
fewer people are going to bother
hacking it as it's cheap snough

fof anyene who wanls & copy 10
just go oal and buy one

Finally, what are your games
doing af 50 many lotally different
price points

Well, the clder games, like
Trassure Islend DNERY. are 81
C4.90, which was & price polnl we
sef before there really was a 16-
bét budge! market. Later we
upped R 1o £6.99 to ralse our
marging (0 we woeren| making
much prafit at £4.99) and finally
wi 160k i up & pound to C7.990
because that was the price The
Hit Squad and Masterironic and
everyone cise was at, and we felt
pressune 10 conform

A-hal That'Il be that fhan

DEFENDERS OF THE EARTH
Hodi

Was C24.90 only & lew shon
months sgo. Now, 10 you guv,
avallable at a mere £7.99, Okay
80 Defenders wasn 1 the world's
bost game, bul isn't that just a
ridiculously shon shell lite i full
priceT En?

A few words about the
Amiga Power charls...

“Thary're putl logether for us by Gallup (the lolks who

do the BBC singles and album charts amongs! many
pEher Ihings) at the last possible momend in the
schedule of the magazine. Thus, loosing a bil of time
for the thing 1o be printed and for you 1o go oul and
bary I, they W generally refiect sales from sround &

AMIGA POWER GALLUP CHARTS

AMIGA TOP 100

1 LEMMINGS/ Psygnosis £24.99 ****
2 TURRICAN 2/ Rainbow Arts £24 .99
3 SPEEDBALL 2/ Image Works £24.99 *****
4 SWIV/ Storm £24.99 ==+
5 FANTASY WORLD DIZZY/ Code Masters £6.99 ****
6 R-TYPE' The Hit Squad £7.99 ***
7 FINAL WHISTLE' Anco £12.99
8 LITTLE PUFF IN DRAGONLAND/ Code Masters £7.99 **
9 F-19 STEALTH FIGHTER/ MicroProse 229.99 afich
10 A-10 TANK KILLER/ Sierra £34.99 *

11) PANIA KICK BOXING US Gold £24 90 *
12) SUPER HANG ON' Tha H4 Sguad £7
13) TREASURE ISLﬁHD DIZZ‘I‘-’

ja Masiar %
14) KICK DFF 2/ -'l. i
15) SUPER SCRAMBLE SIMULATOR Hox £7 00 =
16]) MOONWALKER Fixx £700 °

17) FC MANAGER Enog
18] SUPER GRAND PR

18] MIG 29 FULCRUM Domark £24.09 ==
20) FIST ﬂF FURY 2 I:UIIPILATIQN.'
GG e
21) I.IHS 1 Rainbird £20.09 **
22) DOUBLE DRA.EDN £0.99 =

23) WORLD CLASS LE ﬁ.DEHIDAHDn’

Kixx £7 00 =t
24) GAUNTLET 2 Hixx £7.93 *=
25) VIGILANTE Hxx £799 *
26) POWERMOMNGER' Elpctronic Arts £29 85 =
27) SILKWORM "' £
28) M1 TANK PLATOOMN MicoPr
29) CONTINENTAL CIRCUS Masion
30) HONG KOMG PHOOEY Hi-Tec £600
31) TOYOTA CELICA RALLY

32) HOLLYWOOD COLLECTION Ocoan ©£24 00 =

32) OUTRUN' Kixx £7 55 =

J4) PRO TENNIS TOUR 2 Ubi 5ot £24 96 ==

35) BARBARIAN 2 Hox £7.55 °

J36) ROBOCOP 2/ Ocean £24 09

A7) ARKANOID 2 The He 3

38) LAST NINJA 2 The Hil Squ

39) STEVE DAVIS WORLD SNOOKER/
CDS £9.98 =

40) TEAM SUZUKL Gr r

d41) FAST FOOD' Codo Mastors

42) I:Hlﬂﬂ ETHIK!S BACK

L ([ £29.99
43) TEENABE III.ITAH'I' HERO TURTLES
age Works £24.99 *
44) WACKY DARTS Code M /s E6.00 =
45) CLASSIC 4 Enargre £6.99
46) CJ'S ELEPHANT ANTICS
Code Masiers ©6.099 **
AT) NIGHT SHIFT/ US Gold £24 00 ==
48) DEFENDERS OF THE EARTH' H-Tec £7.99 *
49) LOTUS ESF‘IIIT TI.IRBD CHALLENGE

Gramiir

50) BAT |
51|COLHAD€I Action 16 £7.99 *
52) FUN SCHOOL 3 (AGE 5-T)
Database (Mandarin) 24
53) THUNDER BLADE Fixx ©
54) AXEL'S MAGIC HAMMER Kixx £7 56 =

85) ELVIRA' Accolade £29.99 *
56) MULTI PLAYER SOCCER MANAGER/
D&H Games £24.99 *

57) BLAZING THUNDER' H-Tec £6.9% =

58) YOGI BEAR & FRIENDS IN “THE GREED

MOMNSTER' Hi-Tec £709 =
589) TOWER FRA Thalon £2400 =
60] KENMNY DALGLISH SOCCER MAMAGER

Zeppeal £7 89 *
61) TEAM YANKEE' Empire
62) F-29 RETlLII.TﬂR Oc
B83) EUHDF!AH SﬂCGER l.'!HM.I.ENl.'IE.-

64) THE HITI:HHIKER'S GUIDE TO
THE GALAX 'ﬂ

i

astertronic £7.99
65) CRAZY CAHE Tt
66) CAR-VUP/' Core Dy
67) YOGI'S ﬂHEﬂ.'l' ESCAPE Hi-Tox
68) WHEELS OF FIHE COMPILATION

I..:. T '. 2.99
69) IHTEHCEF’TDH Ela 0 O
T70) AFTER BURNER Thu 30 ET.68 ¢
71} POWER PACK COMPILATION

Baau Jolly £24 99 **
72) WIZBALL' The Hit Squad £7.69 *=
73) RINGSIDE, Enargize £6 .09

74) KICK OFF 2 (EXPANDED) Anco £20.33 =
75) ADVANCED DESTROYER SIM

US Gold £24.89
T6) TOURNAMENT GOLF Elle ©24 99 *
T77) CORPORATIOMN/ Core Design £24 G5 =
78) “UI-TTHO S-FDR‘I'.! I.‘-l:IHPIL.l.TION
79) FUN ECHDGL 3 [UHDEH 5)

Database (Mandarin) £24.09 **
B0) INDY S00/ Electromnic Ars £E24 59

B1) KICK OFF EXTRA TIME Ar
B82) CRICKET CAPTAIN DAH Games £24 99
B3) ROCK STAR ATE MY HlMSTEH
Coda Masiers €499 ¢
B4) HARPOON' PSS (Mirorsoft) £
B5) EMLYN HUGHES INTERNATIONAL SOCCER

Audiogen: £24 09 *
B6) GAZIA 2 Ermpira £24 99 **

B7) HARC' Ocean £24.95 *

BB) WINGS. Cinemaware (Mimorsaht] £29. 85 =
89) GUMNSHIP' MicroProse £20495

90) SPELLFIRE THE SORCERER
swia Magiars ©B.GG "

91) ROAD BLASTERS Hux £7 09 ™

92) BATMAN (THE MOVIE) Ocear

93] BLITZKREIG MAY 1940

94]) RAINBOW ISLANDS Ocoan ©7

95) CHASE HQ 2 - SCI' O«

96) QUATTRO ARCADE C{JH'FILI.TIGH
Code Masters £12.89 -

87) DAS HﬂﬂT [

98) GOLDEM AXE' Virgin £24 55 ==

99) JAWS/ Allernative £9.99 *

“lﬂ]- THE SWDHD & THE ROSE

020 Qg e

maonth ago, ke 1he charl you see here is for the
manth of March, even though you've may have
bought the magazine in April {and just to confuse
things further it says May on the cover)

They're certainly the most up 1o date charts it's
possible 1o bring you - the inclusion of & lair few
games only reviewed (his iSsue bears witness 1o
thal - and they 're the mast accurale b0, MO cther
chan takes inlo sccount sales in 50 many shops -
from smaill independent stores 1o large chains lilkoy

WH Smith - up and down the country. Take it as
definitive, or certainly as near 1o defindtive as i |s
poRsible io gel.

= The: charts take the form of a Top 100, run all in one
lumnp, with none of this mucking about dividing
ihings into Full Price and Budged and s0 on. If you
wani bo do that yoursell then fine
et wee ihink iU's more interesting to see everything
all together. With two charts, you'd never be able 1o
5o whether Lemmings wis sctually seling more

TRUE STORIES

POWERMONGER

Mo 26

Powsrmaonger s shili

doing pretty well despite its age,
igntir EA?

Yes, and we're expecting it 1o b
i the charts for soms time 1o
come. it was Mol on the Amiga
ower Christmas, and in i first
manih of shipping sold mons
thmn Populods menaged in 8
woar! We balieve '8 #old more
on the Amiga than just about any
othier game ever - we certainky
can't think of another that's dons
betier, it's still Ho 1 in Gormany
you know, and has besn since it
came oul. In fac! Populous ks still
in the Top 10 there - they like
thedr strategy games
il sy
I fmct, | ot you & tennar
Powermonger ks 81l in the UK
Top 50 by Christmas. How aboul
ihat?

Erm, biimey! You're onf (Let's
hape it's 51, &éh readers?)

MIRRORSOFT

NoS 3, 42, 43, B4, B8
Mirrorsoft (and thelr various
atfilinted Inbols) seem 10 be
making cne of the strongest full
price showings 5l the mo

What do you put thal down 1o,
guys?

If you look at all thess they were
released sither right at the
neginning of the year of belone
Chrigimas, 80 10 o8 them all
wtill doing so well is very
heartening. it shows thess ane
all games that demaonstrate long
torm popularity, After all, i's
possible (o sell oul of & big
nEmE game on your lire] day

ahip before amyone s seen how
good or bad it is, but you can't
con them into Buying it over a
petiod of time

What ? But that was surely
exactly the case with Turtles!
MHow come it's still dolng so
will 7 Mos! people thoughi it was
il

Well, it ahows that [ournalists
can be wrong sometimes. We've
actualty had a lot of re-orders on
Turties = don't forget, it's the
sort of thing lots of youngers
poople are playing, and in our
axparience we've found thal the
Turiles are a1l guite popular
with them

than Fantasy World Dizzy (which it is) for instance

= Finally we've rated everything out of five stars (the
really good games get exira special red ones) so
you get & rough idea of whether everyons's buying
crap or nol. Games that don't get any stars (and
here aren't many of them| snen'T necesssnily bobaly
= It's quite sasy - Crap - '8 just that we've never played them so
couldn | really say. {Maving said that though they re
mainly managamen] games, which 84 Lar 84 we e
concemed means they're crap almost by definition ).
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JOIN EUROPES BIGGEST ADVENTURE CLUB JDiI"I Oﬁlﬂia| SECI’EIS

OFFICIAL SECRETS or Join Special Reserve

FOR ADVENTURES AND ROLE PLAYING AND MORE

All the benefits of Special Reserve plus:
* Gunﬂdanthi

.h\.‘ P4
r‘,,[ &

699 1199 1099 7.99 799  5.99
AMJ‘GA and ATARI ST &hnckware

AlG4

shrtinl 4 T e
!cn;' un;r | yon liod Durger
City JHZE sald: "Sim City 1

of & gamesplayers
ring rmmediate

CAVG said: “Sim
+ Heip-Line - to ﬂnl'p you solve mmglmu

. Mym uclu.l.lm o O'.I'I'Icm Sln:mi'n m-'nm

P
Formal sakd: "An gsoelle

u good Tun! I you liked F you robably like N
!'-'. "CU 90%, Amiga Format 7%, TGM 85%, Crash 91%
Official Secrots Annual UK mmnlp '-.
With & lasusa of Confidential, Myth, Corporation \
. mmmm;mmawm 2999 T i —
B 0 e . b i3
“ \11
% Name & ﬂddf(*%i "‘;
1
H‘““n o 3
8 Post Code Te =
“;‘- i, 1
Ecn puh oTare [ . x “ 1 g
pemal Reserve or Official Secrets i Ny e

P.O. Box 847, Harlow, CM21 9PH

/

[}
LY
r Mambarshan Mo " L -
Special Reserve £6 UK, £8 EEC, £10 World or AGON WARE : i j e
Official Secrets £29.99 UK, £34.99 EEC, £39.99 World AL : !
Corporalson it W

Myt a Mot \ Y
PLEASE ENTER MEMBERSHIP FEE |€ A , .
|
£ 50 |
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Join Special Reserve

or Join Official Secrets .SPECM[ H n“ ‘—: !

R'eseme CYBERZINE

= NRG (Energy magazine
Graphics. Screen shots, pa
Giga-Sa g reviews in av
City Cybertoon -1f'c:| the kill-or-die adven
Cyberpu
NRG - bi-moanthly ':1 3l Spec

6.99 8 49 M 5 . 1H;:.r.im.ur”5'f:.fmf:f:l.|lfaa. sent bi-monthly with
Atari Lynx

« Sales hotline, 1o Bpm
Official UK Version. Free Special Reserve membership

k shots, cha

Nintendo Gameboy

Saturdays and S5pm Sundays
Dflizial UK Version. Fres Shockwaie holsiers § membership :

Fast despaitch of sto
wrapped by first class post.

recaive each order

va there arg no hdden costs

LFn‘x colour handheld sysfem gg gg

SPECIAL RESERVE CLUB BENEFITS INCLUDE:
News, Reviews and

NRG sireet gang - It's Cyber-fantastic!
il Reserve members

updated

«  Written confirmations (receipls) sent when we

« Catalogue, Membershlp Card & Folder for NRG
« Refunds or change of order on request if delayed

« No Obligation 1o buy. Wa do not require a signed
contract, nor is there any age requirement

Witk

Gﬂmbol"’ « Telris, lwo player lead + maing powevpack & California Games ANNUAL UK HE.MBEHSILiIP-L £6 00
sterpo headphones and batieries + FREE Special Reserve membership UK £6.00 EEC £8.00 WORL .
« FREE Special Reserve membership

) AT LT

Gameboy Sofiware elc.

Commodore Amiga

[]
« FREE Shockware Gameboy holslers Jl }J”x SI:F"I-FEFE 1 1 :‘ -‘ . e Xk
L= L

la= In stock al time of publication

Sega Megadrive Megadrive Software b

Diticiad UK Version. Free extra Joypad and membership

PAINT 2 & NIGHTRSRLED

Amiga Peripherals

2 Amrga 500 screen Gems Pack
: g e P b4 COMPUTER WITH MOUSE, TV MODULATOR, BACK TO
L _. < '_ e THE FUTURE I, DAYS OF THUNDER, BEAST 2, DELUXE r

EMGE OF SHNOE i N PHILIPS 8833 ARTIST COLOUR STEREDQ MOMITOR
ML ey J e AMIGA ASDOD 20 MEG HARD DRIVE (AUTOBDOT WITH
= KICKSTART, SOCKETS FOR 2 MEG OF RAM,
A5 i SCSIINTERFACE FOR PERIPHERALS CONNECTION)
i AN 12T A CUMAMNA EXTEAMAL 3.5" 820K DISK DRIVE
RS : AMIGA A501 512K RAM UPGRADE TO 1 MEG
g 4 N (GENUINE COMMODORE ITEM WITH CLOCK)
Akd # ZYDEC 512K RAM UPGRADE TO 1 MEG WITH CLOCE
ZYDEC 512K RAM UPGRADE TO 1 MEG
HAESHA MOUSE, BRACKET AND MAT (AMIGA OR ST)
COVER FOR AMIGA
COVER FOR MOMITOR
KIND WORDS 2 (WORD PROCESSOR)

st h e T TR SR,
BN T e N S

M-Egﬂdﬂ:'ﬂ? » ANered Beas! » Joypad
+ FREE extra TUREBOQ Joypad 189 99

249.99

269.99
18.99

7455
44,50
1959
32.99

549

5.99
1199

+ FREE Special Reserve membe.rshpp

Disks n brrs

50

. nel shown,

Cwickfoy Supercharger (ST, AMGA ETC) 295

SONY

3.5" DS/DD
I DISKS + LABEL
£19.99
4 PLASIC STORAGE BOX, HOLDS TEN 1.5 DISKS 1.30
3.5° SONY HIGH DENSITY DISK (1.4 MB) 1.3
Back Row (left fo right) 10 PACK TDK 48 TPI 5.25° DS/0DD DISKS (360K) 6.48

10 PACK TDK HD 5.25° DISKS (1.4 MB) 9.99
Quickjoy Jet Fighier (5T, AMIGA ETC) 1295 10 PACK TOK 06 TP1 5.25° DS/DD DISKS (T20K) 8.50
Owickfoy Supsrboard (ST, AMIGA ETC).......... L1695 3" MAXELL CF2 DISK « LABEL FOR PCW 1.59
Ouwickjoy M5 15 Pin Joystick for IBMPC ..................15.95
Quickshol Warrior 15 Pin Analogue for IBM F‘E‘ 12.99 915" DISK MEAD CLEAMER -]
Front Row :
Compelition Pro 5000 Mean Green e 10,99 __:' NSK BOX 3.5 (100 CAP) DIVIDERS, LOCEABLE 10.99
Compefition Pro Extra Glo Red . 1289 i DISKE BOX 3.57 (860 CAP) DIVIDERS, LOCKABLE 8.4
Maksha Mouse and Mat For Amiga or 5T 1299 S DISK BOX 1.5 (40 CAP) IVIDERS, LOCKABLE 7.49
Wl Competition Pro Extra Glo Green 12.99 i DISK BOX, STACKABLE, 1.5 (20 CAP) DRAWER 13.99
Competition Pro Extra Clear Awlofire 1249 il
\ T 1 ]
— . !
S -\-"":‘H"-. Rl | %
Wiy MILRON, B, T |
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WIZARD KITES

This is Air Duel from MicroProse, a simple, action-ps sim based almost entirely on a series

of dog fights, and conspic lacking any of that complicated controls/oads o

tricky stuff 50 beloved of the teams behind
1 game called Fokker he |

sim based on encounters between Sopwith Ca

this 5 a greatly expanded varsion, relaining the

ked flight

uously

105t

ght sims. P

a Workd War 1 f ;.--

trenches of 1917

classic dogfigh -.;'-._ diflerent time periods, There's the : 2 ¢
nstance, starming Grumman Wildcats and Mitsubishi Zeroes, then there's a present day F-18 Hormet
vs MiG-29 Gulf War scenario, and a futunstic th r'] sat re are some slighthy
scrappy, yet-to-be-cleaned-up graphics (the Star Wars th

ripped off from tha beg screan. for in

linished varsion

p

slance)
e[ lly]

Whal you can

be inclugded on the a human v5 human sphl-scregn

Publishers microStyle know all about
modern planes - here's the F-18 bit...

-~ though this Star Wars style scenario
isn't the soft of stuff you'd normally
imagine them doing.

The Fokker triplanes that started it all

Saddest news of the
year: Hewson going
under. The veteran
UK software house,
responsible for all-
time classics
including Paradroid
50 and Nebulus,
entered
administrative
receivership in March
this year. Hewson,
which had been
around since the
early ‘80s and
published games by
warll known
programmaers like
Andrew Braybrook,
Steve Turner, John
Phillips and Raf

st

wwi level...

Pml‘ic war scenario.

ill make a strong showing in the

~joined by Gn.lrnrndn Wildcats in the

Cecco, thus joins the
sad ranks of victims
of the current
recession. News on
reasons behind the
collapse and future
possibilities are
scarce - and look like
they'll remain that
way for some time -
but it has to be hoped
that a buyer will be
found for the

‘SPEEDBALL’ IN 3D?

Coming soon from Core Design is the company's
first future sport simulation. The as yet untitled
project, described as ‘a sort of 3D Speedball type
thing with smooth sprite scaling’, is being put
together by Steven Northcott (who did Driller and
Darkside on the Amiga for Incentive) with additional
design from Simon ‘Rick Dangerous’ Phipps. The
end result should be released this summer.

BACK! BACK! BACK!
TWO OLD "FAVES'

Just when you thought it was safe to go back into
the arcade... Domark has acquired the licence to
convert Taito's Super Space Invaders ‘91 to the
home computer formats. You can expect to meet
everybody's favourite aliens, along with their new
chums including large Boss creatures and - get this
- cows [!] before the year is out.

One film licence which Mirrorsoft has definitely
not acquired is the sequel to one of last year's
biggest-grossing flicks - Teenage Mutant Ninja
Turtles. Rather than bring Teenage Mutant Minja
Turtles: The Secret Of The Ooze to your screens,
Mirrorsoft is producing conversions of the Konami
coin-gperated version instead

The story behind Konami's scrolling beat-'em-up
sees the Turtles and their chums in all sorts of
trouble. First their favourite reporter April 0'Neal
has to be rescued from a burning building. Then
there's a battle with the deadly duo BeBop and
Rocksteady. And on top of all that Splinter gets
kidnapped by the evil Shredder... Probe is handling
the task of converting Turtles to the Amiga, in time
for a proposed Christmas release.

SwWiv

Storm

The zappiest zap since the last really
rappy thing, Storm’s "sort of follow-up
to the classic Silkworm packs a
staggeringly amount of humdinger
graphics, ear-splitting sound and
devilishly tricky nasties into a
vertically-scrolling shoot-'"em-up with
just one level - but it's a level that's
over 105 screens long! No gaps, no
disk-accessing pauses, just terrifying
violence on a genocidal scale.

PRINCE OF PERSIA

Broderbund (Domark)
Well thought out flip screen arcade
adventures are addictive almaost by
their very nature, but when they're
presented as well as this they become
something very special indeed. The
animation is the killer of course - your
little Arabian Knights-style character is
endlessly watchable - but it's coupled
with some very finely tuned gameplay
too. The words ‘instant classic’ spring
immediately to mind.

SPEEDBALL 2

Image Works

The Bitmap Bros' subtle blend of
extreme viclence and really
extreme viclence has garnered
rave reviews everywhere, and
there's a very good reason. It's
bleody brilliant. (Or brilliantly
bloody). Easily the best future sport
sim to date, and with one-player,
two-player and management

modes, it'll stick to you like napalm.

Absolutely unmissable.

LEMMINGS

Psygnosis
Mot sure quite what to say really - this
game's a phenomina. Lots of levels

and lots and lots of Lemmings - tiny
sprites wandering blindly across
landscapes riddled with danger,
always perfectly happay (if you don't
stop them) to plunge to their doom in
game-losing numbers. It's like a cutsie
platform game crossed with a god sim
crossed with a Roger Rabbit cartoon,
Will anyone dare do a clone?



DOUBLE DARE YOU.

L
BIlIE (104 e, -

DR.I on your tail?
At

3 II .4|| g 1“.1 m - = 1 5 = :
WWI Air Combat Simulation = Ty sl gt ) . i

ake control of one of eight clissic WWI fighters

and find out how good vou really are. Fly with
the best—Richthofen, Fonck, Mannock, Ricken-
hacher—and leam their tricks and technigues

» Action dogfight, solo, ond feam missions for one or two players
using a single computer with any combination of keyboard,
joystick, or mauwse.

» Strategy Doglight: For the skilled purist, Blue Max octs like o
highly-intelligent strategic board gome, allowing you and your

{ opponent fa work out defailed battle sequences and play back
ke moves in “realfime” 3.
l * B airplanes fo choose from, each with its own highly-detailed * VGA 256
' fing characterrstics 3 . «-b 3D COLOR GRAPHICS,
| o Perform missions wit,a,orogoinstthe Ace of the Greot Wor. | , I R:» e ORIGINAL MUSIC,
| * Dazensofhistoricolmissions oround 4 diffrent locotions within L === SOUND EFFECTS FOR GAME

BLASTER, ADLIB
SYNTHESIZER
CARDS

Framce. _
OW AVAILABLE *

Wy = ..'_!_l M
DAS BOOT prmeies

mchufpressure’ Talicadecp

'_,..

inter, 1941, The icy waters of the North Atlan

T T'.":L":ir.*i'zk‘[ vou dive, the ;.xrr.-.lg-?lhr pres-
| sure. Depth charges explode around you, banging on
| the hull of vour U-boar like |r||"‘: fists. Nerve and

| CUnNNing m Ih.l; .|' I’LIL. i 'l;'-'l..iiq_'i,'..,-:'-l‘.'.u'n_

* 30 submarine warfare: For the first fime, o sub warfare game lets
you deal with threats bedow ond ahaove the surfoce in @ true three
dimensional environment

* Reol communications: Use the German Enigma coding machine 1
send ond receive information

o Many missions 10 choose from—into the North Atlontic and Arvic
indand olong the coost of Norway, ino the Boy of Brscoy, and
through the Straits of Gebraher,

* J differeat levels of difficulty, from beginner to realistic

* 30 graphics in 256 YGA colors, with multiple internal ond externol
camern views in o complete 30 world

M / N

For your local dealer, contact: Mindscape International Limited, Th ach Howse, Hooklonds Estate, Scaynes Hill, WestSussex RH1 7 NG, Tel 044 486 761

For further information on | 500 roducts and new releases please call: 0898 234214
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JUST WHO THE HELL DO WE THINK WE ARE? (WELL...

Matt started life as a
humible staff writer at
C&VG before defecting 1o
the rather more
wild'n'wacky Your Sinclair,
where he was deputy
edior and then editor
within a remarkably shor
MATT BIELEBY space of tme. His career

sort of went on hold at that
point though, only livening up when Future Publishing bought
¥S from the London-basad Dennis. He moved down 1o Bath
got ¥S (sor of) up and running on DTP and was just starting
to get fidgety when the ‘jolly exciting” launch of Amiga Power
came along. He likes cars, comics, boals and fish

Betore Amiga Power, Mark
used to write, design and
edit three monthily
newslatiers for the
Amstrad User Group,
ncluding the thrilling
Amstrad PCW News. A
professional Geordie, he
likes Beatnice Dalle, Jane's
Addsction and Fishbone
these last two are both groups, apparently), Thunderbird wine
and modets himsell (rather uselessly) on Jim Morrison. He's
currenlly conducting a senes of running batiles with the
woodlice that've invaded his house

MARK RAMSHAW

There's one thing you have
to know about Stuart

he's Scoftish. Thera's
another thing 1oo - he
holds a fair number of

erm, ‘individual’ opinions,
and isn't shy about sharing
thizm with you edher. In
fact, our own Jonathan
Davies once described his
amatewr mag Between

STUART
CAMPBELL

Planets as 'a computer fanzine for people who don't like
computers. Or fanzines. Or hfe in general’. He [kes
intergatactic punk rock hip-hop” (whatever that's meant 1o be)
and arguing

A cheerlul, flully bunny
sor of a fellow, Tim hkes
(deep breath) trashy
films, playing charades,
The Beano, pool, football,
whiskey with pink
lemonade, the city of
Aflanta, and probably
plenty of other things
we've forgotien. A natural
wil and raconteur, ha's
mwch in demand at local weddings and bar mitzvahs

TIM SMITH

Gary's been about a bit
He was editor of Zzap!
('in the days when it was
good'), co-launched The
Games Machine, filled in
on (ahem) Knave (‘but
only for two manths')
launched The One and so
on. An amateur TV
presanter (he introduced
a videq for Mirrorsoft
once), Gary Iives in Catford where he atiends skipping
classes and goes shopping. He likes small children and
one day hopes to have his own

GARY PENN

RICH PELLEY

Colin likes football, He likes
foothall to the exclusion ol
just about anything else in
fact. He's got an Amiga on
which he likes playing
feotball games. In between
walching maiches he
pccasionally does a bit of
news editing for New
Computer Express

Long time ¥'S and
occasional Zero
contributor, Rich claims not
to have many intefests. 'l
like going out, | s'pase,’ he
eventually offers, but | like
coming back in again too
In actual fact, his life
revalves around baggy
trousers, bands like The

Stone Roses and The Happy Mondays and chasing chicks (an
activity at which, we have to admit, he shows a remarkable

gegres of succass)

ANDY IDE

JONATHAN
DAVIES

A bt of a sex beast, Andy
ks films (‘'my favourite is
Piranha by Joe Danté
Frank Zappa, food ('my
favourite meal is muscles
and chips with mayo’),
being 26, editing Your
Sinclair (he took over from
Matt in fact), and breasts. A
man of diverse fastes

The strong, silent type
Jonathan, erm...actually
thera 501 that much to
write about Jonathan
He's just ‘there.’ He lives
in Herne Bay, goes to
uni’, plays compulter
games aven though he
doesn’l like any of them
very much (It's okay, |
supposa,’ is high praise

from him indeed) and is conlemplaling a career as an actor

Thera's one thing they
always say about Trevor -
he's the "unsung hero’ of
British computer
magazines. He's designed
an awlul lot of mags

that's fior sure, including
Commodore Format

TREVOR GILHAM /msiad Acton, ST

Format, Amiga Format

and the onginal version of ACE. He likes playing football
walching Arsenal and “anything Japanese

MATTHEW
WILLIAMS

surfing 100, but he hasnt actually done any yet

Stridently heterosexual
{and he doesn't care who
krsowes i), Matthew fancies
himsell as quite a
photographer (his pictures
appeared in a show during
Leicastarshira Arl Weak)
has just given up weight
training, and likes British
cinema. Ha thinks

that he might be quile inlo

BRAYBROOK -
BLOWING HOT
AND COLD

egendary designer,/programmer Andrew
Braybrook s currently working on an unusual
(and rather innovative)] new arcade-style run
n’ jump romp called Fire And Ice.

Unusual? Well, for a start the star of Fire And fce
is a dog. Of sorts. A large, furry, floppy sort of dog, in
fact, on mission to save his puppy children from the
arrival of the horrible Fire Creatures. This isn't 2
rescue mission, as you might expect, but in fact takes
the form of a sort of exodus, with our cuddly canine
chum leading his pups away from their Arctic home,
across the world, and towards a confrontation with the
being responsible for this invasion

Fortunately for our furry, floppy-eared friend the
ferociows Fire Creatures are, by and large, nocturnal.
The planet’s natural inhabitants on the other hand are
not. Fueled by fear, the cowardly critters spend a lot of
the game trying to kidnap stray puppees to give to the
Fire Creatures in exchange for peace. And 5o it goes,
As our hairy hero makes his way from Arctic

A
A
.l
i
A
-
A
£
.
2
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— — -

Paradroid 90 - Braybrook's last hit, and an Amiga
Power All-Time Top 100 game. (Top 30, in fact!)

conditions, across mountainous terrain and through
deep jungles towards his foe, he finds he has to take on
all manner of puppy-loving pests, which he does using
some handy ice weaponry. In fact, ice proves to be a
multi-purpose tool, coming in useful when negotiating
various physical ohstacles too.

Andrew, who has been responsible for many
Commeodore 64 classics and recently enjoyed chart
success with the Amiga game Paradroid 90, isn't
blowing hot and cold about Fire And Ice. In fact, he's
rather confident

1 want everything in the game to be alive," he told
us. ‘Even the bonuses run off if you beave them for to
long. Natwral forces play an important part too. It
have a realistic feel to it, with proper contoured
landscapes where you can roll things down hills and
everything moves faster going downhill than up. In 2
way I'm trying to mirror real life physics, but without
the boring bits.’

Expect a September release from Image Works.

THE AMIGA POWER ROCK-HARD
AMSWERS 0Oh dear, oh dear. Couldn't do
them, eh? Well, don'l worry = we're not going
to hold it against you. (Just pull yoursell

logether for next month's quiz, ckay?) 1) i
Warriors (Elite} 2) Crack Down (US Gold)

3) Narc (Ocean) 4) Bonanza Bros (will be US
Gold) 5) Bubble Bobbie (Firebird)




Now your
_money goes.

even fu rth'er---""--f'

There's a little bit of Commodore in all of us.
Exciternent and adventure, you saw it for yourself
in our Christrnas commercials. Now your money
goes even further with Commodore.

Screen Gems
with 1Mb RAM
only £399.98

Our Amiga 500 Screen Gems pack, the
UK's most popular 16 Bit home computer has
now doubled from 512K to 1 Megabyte of RAM.
This gives even more power to educate, entertain,
inspire and stretch the imagination. Yet it's still
only £399.99, saving you almost £100.

Screen Gems alsoincludes amouse, Deluxe
Paint Il and four exciting challenges, including;
Back to the Future I, Nightbreed, Shadow of the
Beast Il and the devastating Days of Thunder.

If you're looking for great Amiga wvalue,
you could even trade in your old computer for a
fantastic world of graphics, animation and sound.

WWARE VITERYAR R A

-
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For just £329.99, you can now buy the Amiga 500
computer and modulator, saving you £70 on the

normal price.

The C64 with

joystick and FLAROS

games B e
cartridge just f_‘_f-—_:"_f

£119.99 e L)

Undoubtedly, the world's best selling home
computer, the C64 is now excellent value down
from £159.99 to £119.99.

This month, the C64 brings instant fun for
all the family and comes complete with joystick
and games cartridge consisting of International
Soccer, Klax, Fiendish Freddy's Big Top O'Fun
and Flimbo's Quest.

All games cartridges produced for the
C64 Games System are compatible with the
standard C64 Computer. And all Commodore
computers, together with a wide range of
peripherals, are available at selected high street
stores and at most
retailers.

independent computer

For full details of how you and your money
can go to amazing lengths with Commodore, call
071 873 9800 or send the freepost coupon below.

VINAEIIAINFAWIIE

All prices are inclusive of VAT,

Please complete your details and return to
Commodore, Freepost 38, London W1E E6PA.

Please send me details of my nearest stockist.

MName:

Address:

Postcode:

Telephone: o

Cz Commodore

THERE'S A LITTLE BIT OF
COMMODORE IN ALL OF US
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GAMES OF
THE MONTH

Welcome to the Games Of The Month section, 24 pages
covering the best and most interesting games in the greatest
detail. For full details of our scoring system see page 80, but
as a quick tip bear in mind you won't see the sort of high
scores you might expect from other mags. After all, if you
give everything 70 or 80 percent the whole concept of
scoring gradually begins to mean nothing very much at all...

Ohe people who brought you the

Interphase are

i-fi epic

SCI

back, with more puzzles, mor

CET

‘
s

CYBERCQ

Game Cybercon lll
Publisher Us Gold
Price £24.99
Programmeris) The
Assembly
Line
Release Date  Early May

kcon Strip: This thing across the
top there that we've blown up big
30 you can see it better.
Depending on what else you've
got activated, this'll either show

ou'd think that by tha 21st
century people would have
realised that if you build a
giant computer and put it in charge of all
your defence systems, it's a dead cert that
within minutes itll have gone haywire and
taken over the world. Bul no such luck

your inventory (you can camy up to
16 objects at once) or the sonic
key codes that you have at your
disposal. This pretty useless
looking mess of shapes is in fact
your sonic key codes - check out
the annotations over on the other
side for how these work.

Camera Display: Shows the plcture
from whichever camera is cumently
selected (if you've got any).

Gyrocompass: Thisshow which way
you're pointing (in case you get a
bit confused).

Energy Cells: This section displays
the energy level of your main
power cell and those of any back-
up cells you may be camying. You
can also switch cells on and off
here. The more cells you have
switched in at once the better the
AP will respond to the controls.

S0 with a naivety founded upon years of
snitfing dodgy test-tubes, the Democratic
Uinion's scientists built a giant computer
and put it in charge of all their defence
systems. And with painful inevitablilty it
went haywire and took over the world. Ho
hum. But, as if that wasn't bad enough, it
decided that to be on the safe side it had

hmu-ugem:mmﬂwuﬂumm:hmmduﬂﬁunuﬂumnmm
(Power Assist, Shields, Weapons, Auto Repair and Survelllance), monitor their energy levels
mdinon.rfmIMnmhghumtnﬂwHﬂmth-guuthommmm-
essentials until you get a bit more healthy..

better kill everybody. So it did. Apart,

that is, from you and a bunch of
resistance-type chums who've decided 1o
sava the world by getting inside the
computer and blowing it to kingdom

come first. Sounds like a tall order. Waell
it's a dirty job, but some gullible schmuck’s
got 1o do it

i you're planning on going through
any locked doors, using lifts or
activating cameras, consoles or other
important objects you'll need a sonic
key. It's a bit like one of those
things they have on Renault adverts
for unlocking their cars, only a whole
lot more sophisticated. For a start
it's pregrammable - load it with up
to three of the symbols in your icon
strip, point it at a door and (i the
code's right) the door will open.
Altemnatively, point it at something
and press the “interogate’ button
and it try to extract the code for
you. (Micking a Renault in the 215t
century would be a doddie.) You
only start out with a few symbols and
have to collect more as you go on.

Sonic Key Status: This bit's
where you load codes into the key
and where codes appear when you
imterrogate something.

Secondary System Display: Slightly
complicated, this. it's got three
modes which you can cycle between:
Weapon Selection (where you can
choose between three weapons or
the sonic key), Camera Selection
(where you pick the camers to be
displayed) and Camera Movement
[which lets you wiggle the cameras
about and zoom them in and out).
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Jumping over that chasm might prove a little beyond your capabilities. A more successful
route might be to interrogate the terminal device, just ahead. With the right code
combination (or simply a lot of luck) you might find the chasm bridged.

[HE HEART OF THE
MM:HIHE TROK SRLICN i KTiciom SOOI

Cybercon Nl Except its
name, cbviously. And the fact that it's
buried deep in the heart of Mount Adam
and is very heavily defended. Oh, and
another thing: thera's an enirance on one
side of the mountain that the computer's
defences don'l seem 1o know about - a
sor of ‘blind spol’, It might be possible 1o
slip one man in unnoticed. (Guess who)
Foriunately a suil of power armour has
baen caplured from Cybercon Il that'll
make it a lol safer to explore the complax,
50 you strap it on, put the finishing touches
1o your kast will and testamant and step
through the entrance, which closas firmly
behind you

Well, thal’s the plol. What's the game
all about? The screen-shots are a bit of a

THE WORLD WITH
CYBERCON 1I
IN CHARGE

Everyone's got to be in bed 8.00.
The poll tax has been brought
back [and doubled).

You're not allowed to have long
hair (even if you're a girl)
There's no: white bread, soft loo

paper Sunday colour supplements.
Neighbours is only on once a day
|at lunchtime when everyone's

at work).

The only ice-cream you can get

is vanilla.

@ Everyone's on the Readers’ Digest
mailing list twice,

As you can probably see, something

neads to be done. [And Tast.)

‘IT MANAGES TO
CREATE A VERY
CONVINCING “WORLD
INSIDE YOUR AMIGA™

grveaway, 1o tell the truth. I's pretty clear
that we're dealing with a 3D exploration
and puzzle-solving game, with the vague
possibility of one or two things 1o shoot
Your objective is 1o locate the Brain Stem
al the heart of the complex and take it out,
or, failing that, to shut down the force-field
surrounding the complex 1o make an
assault easier. That's going to mean
solving some pratty devious puzzies while
fighting off the complex's range ol
automanc defences

ONE SINGLE, COMPLEX
[N“" THAsg'S plsTiy ko gamp o 1

Cybercon I, its graphics
being its most outstanding feature. Not
only are they fast and slick, putting
Freescape games, like Oriller, 1o shame,
but they're also colourful (lighting-wp things
really seam fo glow, while the general
decor i5 very tasteful and atmasphenic)
and complicaled (there are all sorts of
sirange machines in some places). After
travelling around a bit you'll find that,
rather than being split up into distinct
rooms, the complex is very much ona
enltity (if you see what | mean). You can
look through the door of gne room and see
whatever lies ahead. And in some really
large rooms, son of "hallways', you can
look around and see for miles in all
directions, so agrophobics beware. Some
areas also have transparent floors which
you can stand on and look into the bits =

CYBERCON 111

GAMES OF THE MONTH

stunning solid 3D - and a computer that wants to control the world!

Dop4s. Looks like we've come face to wheel with a security patrol droid. These ones are
fairly easy to overcome, however. If your energy is low there is a way to avoid
confrontation - simply remain stationary, and the droid won't be able to detect you.

One of the best things about Cybercon Il is simply wandering around the complex and
trying to work out what everything is. What could this thing be, d'you think?

Well, here it is in action - your
poersonal armouwr, of PA. Ten foet high
and tipping the scales at four tons,
it's & good job there are planty of
power-assisted hydraulics to help to
haave it about. In fact she'll cruise at
B0kph! Other handy facilities include
an energy shield lor fending off rogue
laser bolts, a plasma projector lor
zapping baddies, an aulo-repair
function for patching holes and so on.

HaImOd YOINY
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The only way you'll be able to save your position is by
going into a special “save game' room. And to get out
again you'll need your sonic key and the slinky black anti-
piracy wheel supplied with the game.

CYBERCOMN 111

line of critically acclaimed Amiga games, including Pipe Mania,

T op programmers The Assembly Line are the team responsible for a long

Interphase, E-Motion, Vaxine and Exterminator. With Cybercon Il it looks
like the boys are set for another hit, so Stuart tracked them down to a country
mansion in a forest near Bristol and asked, nay, demanded that they answer a
few taxing questions for us. Unfortunately they made him promise not to ask
them any questions about polygons or (indeed) programming in general. A bit of
a blow). Instead then, here's what he managed to come up with. ..

STUART: So, why are you called The
Assembly Line'? It hardly seems
appropriate given all the different sorts
of game you've produced.

JOHN DALE: Well, the alternative was
‘Hand Cranked Software’, so | think the
reason is obvious,

STUART: With your impeccable track
record, have you thought about
making the break from just
programming and moving into
publishing for yourselves, like, say, the
Bitmap Bros or The Sales Curve?

ANDY BEVERIDGE: Mo, we're fine as we
are. Now that we've got a few hits as a

team under our belts, we're getting a
very fair deal from outside publishers.
We don’t need the extra hassle,

STUART: Well, that's enough of the
techie stuff. Who's your favourite
member of the Sugarcubes?

ADRIAN STEPHENS: | think for me it
has to be that cute girl singer, what's
her nama?

JOHN: Yes, it's Bjork for me too. | think
it's the cardigans.

STUART: If you were offered five
million pounds in cash, on the
understanding that if you accepted you
would cause a Chinaman somewhere in

SIRANGE WORDS WITH THE
BOYS AT THE ASSEMBLY LINE

Ladies underwear? “Fraid not. It's "electrical’ on every
floor. Just tap in the code for the one you want and you'll
be whisked there in seconds (assuming you've got the
right symbaols, otherwise nothing will happen at all).

=
L
C
1 —
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China to fall off his bicycle and die,
would you take the money?

ADRIAN: Oh yes.

ANDY: Yep. | think most people would.
RICARDO PINTO: Yes, but I'd use the
money to set up a benefit fund for
Chinese widows.

JOHN: Mm, I'd donate at least a tenner
to that,

STUART: How would you replace the
Poll Tax?

ADRIAN: Well, whataver it is has to

be means-tested in some way. | think a
local income tax is probably the

best bet

RICARDO: | agree. | don’t have any
problem with people with more money
contributing more to the running of the
community,

JOHN: Local income tax is fair and
collectable, but it could prove to

be something of an administrative
nightmare unless you control it

from central government, which

rather defeats the object of the
exercise.

ANDY: Actually, | thought the old

rates were fine,

STUART: Do you think the CIA were
implicated in the assassination of
President John F. Kennedy?

JOHN: Undoubtedly.
ANDY: Absolutely.
ADRIAN: Definitely
RICARDO: Yes.

STUART: Who's the best psychologist,
Pavlov or Jung?

JOHN: It has to be Jung, some of the
experiments Paviov did on dogs with
hormenes and rubber tubing were
quite despicable.

ADRIAN: Jung, because | don't

like meringues.

STUART: Finally, as a whole, do you
think we should run any more
interviews like this, or do you think we
should do sensible ones?

ASSEMBLY LINE: Well, it made a nice
change, but | doubt if itll catch on...

ASSEMBLY LINE: It's a pleasure.m

Up to four cameras can be dropped anywhere you like so
you can keep a track on things. They're handy for
covering your rear, but can't move under their own steam.
‘Parrot’ cameras are better - they can!

below, somet
eek! F

mes a very long way below -
en more dramatic affect, try
ough the door of a lift on the
move and walch the scenery whizzing
past. One thing's for sure: i1l be a
nightmare to map

There are all sorts of baddies to
shool, 100, using your budl-in plasma
projector or any olher weapons you
manage 1o find. There are two main types
of nasty: the Cyber-Wheel, which comes in
all shapes and sizes and mainly seems 1o
be concemned with maintaining the
complex 5o il isn'l loo hard to destroy, and
the Memesis, a sh pered dafence
@roed which s best steared clear of 10 star
with, If you're really cunning you'll find the
machines which make these droids and
nail the problem at its source. But waich
or the stationary gun turrets which
¢ a habit of lurking round comers and
Zapping you whale your shields are down

A BRAVE NEW
wﬂﬁ[n Cybercon llis state-of-the-art

as far as games go, and even
f you don't have much luck with the
[ a5 thara's plenty of fun 1o be had
the playing area and laking out
robots. The 3D is certainly some of the
best we've sean - bright, colourful and
smaooth - and ainly manages to
create a very convincing ‘workd inside your
Amiga’ (which seems to me lo be a lot
mare fun than the one outside it). Just be
careful you dont get sucked inlo some
kind of weird time-warp and get trapped
ingide it. The real world might be less fun
but you don't get shot at as much.l
Jonathan Davies

UPPERS The bes! solid 30
@ graphics yel, a huge playing area,
hard puzzies and things to shoot

foo, plenty of variety and a genuinely
spooky sense of actually ‘being there".

DOWMNERS Takes a while to
gel 1o grips with the controds. No
sound on 512k machines, and the
facility for saving games s a bil crap.

THE BOTTOM LINE

50 &

A deeply serious, immensly playable and

generally enormous 30
explore-'"em-up thal's quite
possibly the only game you'll
need 1o buy this year.
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Chuck Reck’s peacelul existence has been shattered by the kidnapping of his
beautitul wife Ophelia by the evil Gary Gritter. ;

In his quest to find her, Chuck kicks and belly butts his way through over 500

mmmmummnrmmmmmwum
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24 Game Exile
Publisher Audiogenic
Price £24.99
Programmer(s) Peter Irvin,
William Reeve,

Jeremy Smith
Release Date End of April

cade adventures warng a

3. Seams like

Your ship's bay doors were opened with a Here's one of the more simplistic puzzies.
wwitch. Other doors requine a pass, bul some This pressure-switch opens the door

~ like this one which blocks the only below, but of course it shuts when you
entrance to the underworld - need a helping step off. The solution is obvious: place a
hand. A grenade will do the job, though heavy enough object on the switch before
getting cauvght in the explosion is not a popping below. The only problem is, a
good idea. The trick is to hide behind that powerful stream of air to the left s too
dip to the left and set the trajectory of your strong to pass without being blown up
throw so that the grenade is lobbed up and top. Slick use of personal teleportation is
over and bounces onto the door. the answer,

EXILE

! This here's & grenade. It won't
To the far left and right of the playfield a explode until its timer reaches

strong wind blows. Debris flies past as you zero. And the clock won't tick [or
battle against the big bregze, but it's too stop lor that matter] until you
strong and soon blows you back. Mot only can activate (or desctivate) it.

you really feel the gale force, you can hear it

roaring in your ears.

Brody wWhnen you

couan
ke Sabre W
ceredral ones ragontorc and Avalon
ms like only yesierday, but in actua
moSsi Of us haven [ gong much maze

n years, Mot

move arcagey ones

more

Se
fac

since the days of CB4s and Spectrums
really — for some reason a lack of interast in
arcade adventures and the rise of 16-bit

ad, and precious faw

2 Amiga

ras are cartamly

7 Well ‘in’ seems

‘WHAT THIS ACTUALLY
REPRESENTS IS A
SUCCESSFUL
MARRIAGE BETWEEN
THE CREAM OF TEXT-
BASED ADVENTURES
AND THE ARCADE-
STYLE SHOOT-'EM-UP.

task in han
¥hat
successiul m
texi-based adv
style shool-"em-up
purposes it
bacome a ne
arcaoe aowv

50 as

THE PLANET SURFACE

The surface visible here is just a small portion of
/ the full playing area. Your quest will take you deep
% down into the very heart of the planet.
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= enthralling game but the nearest thing to an ‘every- day life

w'd expect, Exie has a fe on an Earth-like planet giveaway) you dont control a ship or a really a simulation at all, it's a game, and

MAY

sizable map lo explore, packed with I's because everything in the game robot in Exile, but a lone space soldier as such it contains certain chores that you
generous helpings of action and a goodly ys the laws of physics to realistic This guy has 1o be one of the most must sal out o complete. Your task is to

5 beca

number of obje o collect and usa 58 avery onject has is

atile computer characlars evar seen rescue a handiul of fellow space soldwers

Mothing wrong with that, but it's all fairly own mass and so, when combined with nitially equip with just his bare hands from where they're trapped by a mad
unremarkable = whal makes Exile 50 thia gravitational pull of the workd, a host of a jelpack, and a prote professor deep within a vast network of
dreamy e way in which i 5o swish inertial effects can be expenenced pockels (obpects small enough to il in UnNGengrouna Cavearms The playing araa is

o 15 because if you want thase can be stored for later use), he can proportionally half a mile square, and tha

SuCce the player. |

y mimics the real world while

AMIGA POWER

artfully missing out all the dreary bits. Step and I'd recommend it to anybody — you rumn, jumg and fly in pretty much any number of puzzles to solve is... well, it's
away from it a s d and look al it from can forget about the big task in hand for a d on. Mol only that, he can duck, pick difficult to quantity, as most of the
anather angle — wheara befora have you ] immerse yoursedl in the simple up and drop itéms, throw objpects or shoot probleéms coma about through the unigue
been able to interact so aff nge of trying to I i about the plac n a definable trajectory (which is way objects interact with each other, Lat's
your environment? Mot in another game Iding a flask full of water in one han especially handy when it comes to lebbing just say there are an awlul (awiul) lot
that's for sure. No, it may sound without spilling a drop grenades) and all sorts of other stuff loo Further emphasising that it's actually
overblown, but in many ways Exile As you might have guessed from that Of course, despite my efforts to a game we're talking about here, points

effectively acts as a simulation of everyday  1ast sentance (the word ‘holding’ was the persuade you to the contrary, Exille isnt are awarded for every kill made and for
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Inside that roaring flame is & most useful
object - the Remote Control Device, which
i used in conjunction with passes to open
doors and activate teleporters. Remotely
of course. A flask of water will extinguish
the flame, but the door covering it closes
whentver you near. Think about it...

There's nothing better than an exchange of
qunfire to get the heart pounding. And
there's plenty of it in Exile.

To tum on leleporters such as

Here's where the story begins: inside your space this one you need the comect
craft. The mad professor holding your soldier key. Oh, and a special plece
mates captive materialises briefly before beaming of kit known as the Remote
out with a vital piece of equipment. Looks like Control Device...

you should have stayed in bed...

A powerlul
cannon which is
taa big 1o lake
wul the back
door.The only way
ta get it oul is
through the
teleparter to the
righl - and that
doesnl wark,

e B

A AT ALY AL R T N Jﬂ!'ﬂi

'_ One of many vicious gun
¥ emplacements dotted
around the landscape.

[¥et).
ctirg this
Ty peod and |
g it serves 1o 14
i your supply. ‘m"h.
Fig i | L
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which is onfy really eflective aganst the
weakeast of the planet’s inhabitants. Deeper
nto the caverns thera's a second, more
powerful handgun waiting 1o be discovered,
along with two meaty (but energy-hungry)
blasters. Waich for the recoil though - il's a
filé on the strong side. (We are talking
about a game whera you realistically
nteract with your environment, after all)

wwrhile the piranha look  ...and the sickeningly Roasting frogs is all very ..though you could trade
like rejects from a Joo cute Flufty like, erm, a, well, but it won't get you them with these
Dante flick... um, ‘Blusy-red thing', wery far... mischlevous imps.

The action hols up when
these crabs put a nip in
the air...

Maanwhile, back on the surface, a powerful
cannon sits inside the wreckage of a ship.
The only problem is, just how do you bring
it out into the open?

So with all those aptions you shoukd
be alright gun-wise. What you need now is
the power 1o run them on, and foriunately
(though the use of energy is realistic in the
game, and you do need 1o keep topping it
up) it's never toa inhibitive. There are
normally phenty of booster packs 1o be
found, and if the worst comes to the worst
you can always transfer energy from one
device you're carmying to another

TALKING TO THE
RRRRA| e SouRARIO shee o

consider - the inhabitants
of Exile's world. These have varying
degrees of inteligence and spend most of
tha time goang about their own business
Some creatures are scared of newcomers
and 50 atlack almost immedialely — certain
breeds of bird for example — while others
tend 1o keep themsalves 1o themsahas
until they are interfered with. Don't worry
about the killer baes too much, for
instance — they'll only go for you if you
threaten them (if you start shoating at their
hive, for instance). More fearsome are
some of the creatures you'll come across
n the pools and lakes you discover deeper
into the adventure — crabs, giant clams
and p.ranr'a fish

Ona set of creatures you should be

You can't quite see thair
knees, but this is the
bees' hive...

especially wary of are the imps, Try
picking up a frog or similar and giving it 1o
them = these mischievous monkey-like
beings have pouches in which they carry
stoben items. | came across a handy stick-
like torch and power replanishment packs,
and with a bit of persuasson got them o

give them to me. Be careful though - they

are mischievous, and lake greal delight in
throwing things at you, which can be
problematic. (The spores from the
mushrooms will tamporarily block your
jetpack, for instance)

Potentially mast helpiul of all the
creaturas encountered is Fluffy - a
sickeningly cute ball of fluff (no surprises
there) who has a tendency to squeak
uncontroflably when loud noises such as
gunfire disturb him from his usual happy
state of eating. He becomes your sor of
side-kick with very little persuasion, and
can prove very uselul indeed — his
speciality is squeezing through gaps
smaller than you can handla.

Mat quite animals, but near enough 1o

warrant inclusion here, are the mobile robot

owhile this robot shools
first and doessn't bother
to ask guestions later...

THE MEN IN EXILE

s o who are those three names behind

ot

Exile? between them they

have had little commercial success.
‘official’ tribute mmn .
Zarathrusta from the late Hewson recently),  Jeremy Smith
but Peter Irvin on the other hand — well, he's only ever written an ancient
memmmmwhmm

The long-standing Irvin/Smith friendship flourished Wam
when they decided to write a game from scratch, From this, Exile originated
mhﬂﬂ-ﬂﬂ“ﬁhhmumm
mmmmnhwmmmmﬂ
fuller advantage of the new machine.

Exife has taken a year 1o reproduce and enhance on the Al
mmmummnmmmm
*You lose inspiration atter a while. After about
to slow down.' !

nﬂn'thwuhu_wmm
thought out at first, either.
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wolirid this droid could be
friend or loe - you can'l
tell until you meet him.

types io occasionally have to contend with
One, called Chatter (and it soon bacomes
pretty obvious where he got s name
from), is actually inendly, and can prove as
uselul as Flufty. Feed him with a certain
type of crystal (either found lying arownd or
converted by buming mushrooms) and ha'll
ba on your side — one of two whistias can
then be used to contrel Chatter and get him
1o help you out

{Incidental note: The imps ware in fact
monkeys at one point, which explains the
way they act, | guess. They were changed
after the Japanese saw Exile and went
sparky = not surpnsing when you realise
monkeys are in fact sacred in Japan.)

THE SAFER WAY T0
IBAVE Getting from A to B in such a

vast playfield can prove time
and energy consuming — and tiring 100
That's why the smari hero about town gets
around via the many leleporters dotted
throughout the caverns. Your good self is
not the only thing capable of being
leleported. Anything goes: obsects, robots,
creaturas — even bullets, The only problem
is, most of the ieleporters can only be
furned on and off if you are in possession
of the relevant pass
A limited form of teleportation is also
built into your suit. t's more of a simplistic
position save of 5015 really, with the
facility o store the coordinates of four
destinations’. This feature has maore use
than is at first apparent. For a star, you
don't actually die in Exile - instead you are
teleportied back to the last leleport position
ramembered, or to the default position of
your ship orbiting above the planet. Batter
still, the personal teleportation can be
used to pass pushy aliens. By
remembering your posibion befare allowing
yourself to be pushed away, you can
teleport behind the being and continue
Fortunalely, there's also a more
fullsome save funclion = either quickly to
RAM or more parmanently to floppy disk
Exile’s graal strength lies in the fact
that you can do pretty much anything you
would do in an equivalent real life
situation. The lighter the object. the better
it floats and the further it can be thrown
Objects or creatures which look as though
they should burn do. How should you best
go about exploring the underground lakes,
for instance? Simple — carry an object
heavy enough to make you sink
Everything seems real, everything

This annoying bird has &
tendancy 1o be lucky on
your head...

-while this may nol look
liko it, but is in fact a
harmlass lemming.

works, and this atiention to detad seems fo
be presant on almost every level. Sonically
it's imprassive 100 - objects make an
audible splash when thay hit water, and
every creature and almast all events have
distinctive sounds, with the volume varying
dapanding on the distance betwaen you
and the noise. You can hear the bees buzz,
the birds squawk, and 50 on

The problems you're faced with turn
oul to be pleasingly logical loo. Whather
simple mechanical teasers (how 1o get
pas! the thick shding doors, say) or shightly
more complicated biological ones (how to
copa with the poisonous mushrooms) the
answers actually make sense, rather than
seem arbitranly placed there

Exile even has educabonal potential
Learning with texibooks can be dull at the
best of imes, but with a model such as
this you can actually go around and do
things for yoursel! — introduce chemical x
to chemical y for instance, and witness tha
reaction — and learn through enjoymant
Exile promotes experimentation without
having lo deal with a ho-hum senes of
windows or pull-down menus

But pretentious possibilites aside
Exile is a bit tasty and no mistake. it's
entertaining, highly rewarding and 50
involved that you won't get through itin a
hurry. Apparently, it takes the authors
argund six hours o play from beginning to
end = and they know it inside out

S0 where does that leave us? Well,
with a new sort of arcade adventure -
batier than the last ona, and opening
hundreds of possibilities lor the future. The
arcade adventure is dead. Long live Exile
B Gary Penn

UPPERS A massive playing
@ area, packed with things lo

discover and do, smashing sound
ellects and a glorious control mode, What
makes Exile really special though is the
way ‘real world' physics and realistic
creature behaviour have been implemented.

@

THE BOTTOM LINE

Beyond being simply a very good game,
Exile represents the future of arcade
adventures. There's nothing

quite like it available, though if

there's any justice there'll be

loads in the years 1o come.

DOWNERS Wel, lel's face it,
it's o oil painting. Occasionally
you may find it's not always all

that easy to figure out what to do.




lml‘”" i

il |||'/|“h|lll 0 W llﬂmm

.. HE'S IN TOWN WITH A FEW DAYS T0 KILL

AVAILABLE ON:

AMIGA, ATARI ST, COMMODORE 64/128,
SPECTRUM, AMSTRAD CPC, IBM PC & COMPATIBLES

& & 1990, ﬂ1 Twantieth Cantury Fon Film Corporation. All rights reserved
MEmlmﬂw 1B Southwar hS’er‘Ll-oﬂdn SE1 05W. Tel 0T1-928 1454 Fax




GAMES OF THE MONTH GODS

Game Gods but they do the job pecular ways. Interasting stuT“ but wa'll

. very nicely indeed get oo all that in a minute. Thera are a
Publisher Rensgace John Foooc (ex- few other things to discuss first, like, for
Price £25.53 Uliravox) is one of the  instance

names behind

and since they did the ﬁ IR“I,Y AHE'E’"

Speedball 2 mussc

you'll know more or The plot. Ah, yes. This seems (o
ess what o expect PlnT be based on ancient Greek myth

Richard Joseph (hardly an untapped area in computer

Fam

Programmer(s) Bitmap Bros
Release Date Qut now

has bean a lot written

out Giods. A lot of very

rv siufl. As doas much of the games, it's trua) though the specifics seem
tha reviews of Bitmaps sound to have bean played rather fast and loose
er and. indeed contributed the in- with. Our hero may or may not be
s Bitmaps have Entering the almost obligatory shop in Gods. Here a range of game noises, and Hercules - at one point it was suggesied
hy everyone extra weaponry, energy and magical power-ups can be vary clattery and that the game was built around his famous
& on tham ioo purchased. (Don't worry if you can't atford what you want - you'll  rag)isiic they are too series of labours, though this isn't
on. soma find much of the same stulf just lying around later on). And yes, And then there's the  particularly clear from playing it. He may or

it does feel much like the same scene in Xenon 2.

naat ideas, the strongest image of any game style. Visually may not be Hercules for ancther reason
team ack of updating old ideas in axpect in fact, and I'm sure improving on 1's an arcade-style platform hack-'em-up o0 = he permanantly wears a helmel that
the clevarast ways. Thay're the nearest thair old stufl in a lot of tiny but signif of ke Black Tiger (which it's baen obscures his face. A bit of a mistake this, |
try’s got - ways, It certainly looks gorgeous - packed  compared to a number of tmes) but like feel = creating a totally characterless
with incredibly detailed backdrops and lols y of other games too. That's not the central sprite is surely not a Good Thing
of (usually) well animated litthe sprites. it's full story though - there's enough puzzie But anyway. The game progresses

perhaps a little 100 delailed at times (your solving, door opening, switch throwing and  through four levels, all with diflerent
character cften gets a bit camouflaged object collacting here o push il firmiy Ino background graphics, and each one
against the wealth of background detai) arcade advantura terrtory. IS an divided into three sub-worlds. There are a
a team that spends 50 much and it would be nice 10 588 a move away ntelligent sort of an action game, then sargs of tasks you have to achieve on
i mporance of the from this trademarked matallic look, but parbcularty when you reakse thal he each one (on tha first, for instance, you
creative process, the evils of licens ng and visually it is a bt of a stunner. It would be whole thing revolves around Some very merely have to collect a green pot and
on, they're conspicuous in that they carping outrageously to try and claim claver artificial intelligence routines that restore it 1o a store room in the second
actually produced anything all that anything different make the baddies acl in some dacidedly sub-world) bedora it lels you go on, though

It sounds nice

since Speedball 2, has had a lot of publicity

sounairack (nis

th time time is by Nation

C nd yes, inera s no 12, a more
danying it — il's a wary good game ndead obscure Rhythm
Well up 1o the standaras we ve come 1o King act parhaps

ARTIFICIAL
INTELLIGENCE

(AND WHY YOU MIGHT NOT RECOGNISE IT)

uch has been made of the clever way in
which the baddie sprites have a degree of
artificial intelligence, and the way the
game re-adjusts itself to how well you're playing,
making things easier or harder as you go on. It's a
good job that much has been made of it too, as
you'd never know from actually playing the thing -
or at least you wouldn't straight away. The game is
s0 subtle you'd probably only realise something
funny was going on when you'd been living with it
for a couple of days.

The artificial intelligence first, then. Baddies
come in a few sorts = your normal stupid ones, that
hang around on platforms or wherever they're put
until killed [as you get in most games] - and your
super special clever ones, The smartest of these
actually know where you are and are perfectly
capable of finding the guickest route to you,
avoiding your fire (so they have a degree of self
preservation built-in) and so on. One variety of
clever monster are thieves, which try and steal
treasure for themselves, while a lot of the others
are more aggressive.

Then there's the player monitoring systam.
This is even more subtle, in that it judges how well
a player’s doing and tailors the game to suit. Thus
first time round you'll probably find codles of
energy top-ups and bonuses lying around - it'll
realise you need them. As you get better though,
scoring more points, it'll all get that much tougher.
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Ooh, bloody hell, how did | get in here? And more impartantly, 51
how do | get back out again? Well, the solution invalves keys,
igs; and switches (but that's all the help you're getting).

you aren't left totally on your own trying 1o
work oul what lo do - a window al the
ooflom of the screen opens and closes
ihnoughout, suggesting ways you can eam
Mmafe poents, giving clues on how 1o get

ceram traps and 50 on

A GAME OF NICE
BRI | oen o o e

unremarkabie struciure, n's quite hard to
Deding (\graphecs aside) just what i is that
makes the game 5o nice. Mostly it's thing

that fall into the ‘neal touch’ category, and

and come backed by some big claims. It's got a

Falr ™ S o —

e - This spiky stick thrusts

since we re rapidly
running out of space
nara, 1 m -:_1r'! e time
1o detail some of what
| mean

Neat touch No1 - The
end of level baddies
are all parbcularly
impressive, aven if
they don't always
seem 1o do very

much. The first one
YOU COME across is a
giant Centuriorn
type — impressivaly
arge (as they all are)
though all he really seems lo do is
back and forth a bit. My favourite has to be
the massive Minotawr that crops up later
sugh. Micely animated, he leaps

and actually makes the
entire image shake each time he crashes
1o earth!

Mice touch No2 - What is appara
background detail - gargoyles and
suchiike — actually come 1o life and attack
You as you waklk pasi!

Nice touch Nod - The shop sequences
(quite how these became obligat
action games is bayond me) whic
not unlike the ones in Xenon 2. Shielkds

about the scree

h work

Ivas, energy and an abundance of
weapons - they're all here
Nice touch Nod The thieves who run
aboul the place, totally oblivious 1o your
good sell, collecting treasure and suchlike
Being rather smaller than you are (not to
menlion imvulnarable to the fraps) they Can
often collect keys and o0 on that you
couldn’t olherwise reach. If you see one
kaep an eye on him, wait ‘il he collects
whatever he's after, then shoot him and
PICK up wnal ne arops — it's a lot easier
than getting it yourself
Nice touch No5 - Your bird familiar - one
of the best add on weapons — who flies
around your head and uselully helps out
with extra firepower
Nice touch Noé - The artificial
Intell)gence-cum-player monitoring system
check out the box for details

So there we have it. Once again, a
very professional a ell thought out
roduct from the Bitmap Brothers
nd destined 1o become a minor
\But ondy minor, | think) classic
recommend anyone fo buy it

So what's the problem? Weill
that
The Bitmaps have upped the ante
their games enough that ‘a very
professional looking product’ is

B
a

tnere 15 a shght one. I's simply

lot to live

e LEVEL 1 WORLDS 1 AND 2

TUTIE wp and dewn and can g0 o . o

1

no good at all.
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It's not always a good idea ta
pull switches willy-nilly. This
one, lor example, will do you

Don't be tempted to just walk into this gap. Make the sffort
to got onto the ladder, or you'll take guite a nasty fa
some energy; and land yousell in a whole load of trouble.

lose

Here we are in the two sub-worlds that
make up the start of the game. If
you're wondering where all the baddies
are - well, we killed them all, didn't
we? (How d'you think we got this far?)

'-Lp-.-'w-.;a-.-—'-l..u-u" --..-.-.I..-.--._..,._.._.J_._J,.-,_.-...

A highly unpleasant and
antisecial creature, -
Avoid him at all costs!

The store room's Lo the et

really the vary least we've come 1o expect
It is & clever game, and one of the very
@, but it makes you wish for
hen they come up with one that'll
make everybody step back three paces
and say ‘Bloody hell! | wish I'd thought of
that!" Eric Bitmap argues that Speedbalf
was pretty onginal, and perhaps he's right
though you could equally argue that it's
just American football with metallic
graphics. Then again you certainly can't
deny they've changed genres with startling
requianty - they may have broken kithe
nd, but equally they haven't been
slanding still. No, they've proved
themsalves great at the small innovations
and re-jigging old concepls - what they
haven't had is the earth-shattering Origina
dea. | wish the Bitmaps and Renegade
great success with their first release, but |
await the day when they do something a
file more unusual B Matt Bielby

up to - so does it?

UPPERS Lovely graphics, lots
ol action, nicely-judged puzzies,

cleverly intelligent baddies, lots of

small innovations and the normal

gorgeous Bitmap presentation
THE BOTTOM LINE

Another excellent Bitmaps product -
faultless for what it does, but

wouldn'l it be nice if they really
seemed 1o be pushing
themselves?

DOWNERS Average subject
matter, nol as visually/aurally
stunning as Xenon 2, nol as

playable as Speedball 2
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Doesn't look like much of a bridge, does it7?
(Would you believe it cost £200,0001)

Remember - it's always an idea to keep
track of what the opposition are up to.

RAILROAD TYCOON

RAILROAD TYC

wish (for example, you can chose
ther your trains can crash imo each
other or not, and how compelitive
other rallroads are), and you can v
select how complex the economy
chosen country/continent will be, Once
you get into the actual game, well, things
slar to get really complicated.
Idn’t hope to explain Rairoad
rcoon completely without taking up the
whole ine, 5o it might help if you
Imagine .

As in Elite, it can be a good idea to sit back  Duilding D
and simply trade back and forth for a while.  well as building the track you have 1o build

icroProse enter the epic strategy game stakes with a title best d

Railroad
Tycoon
Publisher MicroProse
Price £29.99
Programmer(s) Sid Meier
Release Date Early May

Game

Ake a guess, qu

reat Trains In Hi
me One

screar
whole code

'S JUST THE
TIOHET oo

{

=5

MAY

AMIGA POWER

O

is. A cutie

e =

As you can see, the budding
BR has still got quite a lang
way to go. | mean, there isn't
even a train to Bath yet!
(Come to thal, there isn't a
Bath either). The size and
prominence of the various
towns and cities varles from
game to game - next time
Bristol, say, might not be big
enough to rate a mention.
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the actual train, make sure it has the right
lind of carriages lor the cargo its going o
be carnping, build and operate stations

and signals, build factones for the train to
delver and collect malterials from, lay track
1o take account of gradients and land
values, sell shares i tha company Dut
ensure that your competitors don’ gan
control of it, keep up with technological
advances, build bridges and fernes to
Cross nmvers and lakes, cul tunnels
fhrough mountains, cecide whether to lay
sngie- or double-track lines, and

and.....(cont'd p.94)

Lol

ibed as Sim Train.

EUROPE 1900

While you were mucking around
in Bremen, one of your compet-
itors has already got most of
Britain sewn up. Get building!

RAILROAD

THE END OF THE

”N Sounds a bit overwhelming
doasn't it? And frankly, it is. You
spend many hours at first just shunting
passangers and mail back and forth
bDetween neighbounng towns - tolally
ignanng all the other things you really
hould ba keeping tabs on at the same
time - but the trouble is that by the time
youre reagy to expand, you'll be 50 fed up
wiil painfully slow y and crummy
nterface that you're just as likely 1o
decice nol 1o bother. Quite honestly,
Ihere's no excuse whatsoever for a 1 meg

‘IF YOU LIKED SIM CITY
BUT FOUND IT JUST A
BIT TOO FAST-MOVING,
RAILROAD TYCOON IS
THE GAME FOR YOU'

Amiga game in 1991 (or a 1K ZX81 game
n 1982 for that matter) displaying ‘Press
any key 1o continue’ when it actually
means Press Return or we'll ba here all
day’, and thal's just one tiny example from
the vasi list of niggly iittle things (and there
are plenty of them) thal don't actually
affect the gameplay in any way, but wil
have you leaning your hair out in sheer
anngyance long before the game has had
a chance o do itsell justice

Playing the Eurepe scenario. (Hothing like
jumping in at the deep end, | suppose).

2 B S

TYCOON

Sim City - cars, buildings, factories,
people and (yes!) the odd train too.

GAMES OF THE MONTH

Railroad Tycoon - erm, lots of trains.
And the odd field. And, um...

RAILROAD TYCOON vs SIM CITY

Which game really impresses in the grand-scale strategy
stakes? Sim City may have greater variation, but will
Railroad Tycoon's depth shine through? Let's see...

Sim City - 8

It doesn’t exactly go like a rocket
{ho ho!) but there's never a dull
moment,

Railroad Tycoon - 6

Painfully slow, and switching on
Turbo mode just makes things silly
(you can’t read land information, for
instance) without making them
noticeably faster.

MEGALOMANIA
FACTOR

Sim City - 9

Completely unrivalled control of
absolutely everything.

Railroad Tycoon -6

Great it your idea of total global
domination is railways, but lacks
the scope for that real feeling

of omnipatence,

There are probably people out there with
the pabence and placid natura lo
OVercomea such minor
the average train spotter could well fall into
this category, which means MicroProse
have got everything well sussed after all)
but I'm not one of them. If you are, and if
you kiked Sim City but found it just a bit too
fast-mawving, Railroad Tycoon is the game
for you. If's just thal you'll have to be
unemployed or the Duchess Of York o
have the tima lo get ino it properly, and
some kind of saint not o be driven out of
your frea t:-'r' the sloppiness aof the
programmeng whale you're dong it. The
very best of luck to you. B Stuar
Campball

rritabons (in fact

Before you can lay tracks anywhere useful, you'll first have to pay for right of way through these:

GENOCIDAL ALIEN
MASSACRE
RATING

Sim City - 1

Well, at least you get o take on
Godzilla now and again.

Railroad Tycoon -0
A complete alien-free zone.

TRAIN COUNT

Sim City - 4

Quite a few trains, and at least you
can have more than one line
without needing to link them up.
Railroad Tycoon -9

Positively awash with locomotives.

AND THE WINNER IS...

Sim City - 22
Railroad Tycoon - 19

UPPERS Utterly vast, you'l
certainly get a lot of game for your

@ money. I'm sure it's very

rewarding if you stick at it too.

THE BOTTOM LINE
Huge program that'll keep you playing for
weeks (but that's partly because it's so

show it'll take you that long to 7 g

DOWMERS Doesnl even
register on the thrill-o-meter, and
the graphics and sound are
primitive in a major way.

gel anywhere). Very shabbily
put together too, though good
fun despite everything.

HIMOd YVOINY
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Winery Farm Coal Mine
£10,000 £3000 L3000 per
per mile per mile mile

Textile Mill  Factory Vineyard
£10,000 £20,000 £10,000
per mile per mile per mile

Steel Mill
Plant £15,000 £15,000 £5,000 per

Chemical Sheep Farm

per mile per mile mile

o
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'CHUCK
ROCK

1991
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Game
Publisher{s)
Price
Programmer(s)

Release Date

thought is "So whal?

[lagr

the scroon.

. -, .'
Just bounce on lfalsa's
inflated tum to spring up

Chuck Rock
Core Design
£24.99
Chris Long,
Robert
Churchill,
Lee Pullen
QOut now

mett

ck 5815 O

1 to be a langthy five

Chuck demonstrates how he got his inam
name. He's just picked up a rock and
- yes! - ha's aboul 1o ‘chuck’ it!

A gquick belly-butl here
and it's rockel-powered
forklift tusk time.

CHUCK ROCK

huck's plight —
reat him as

e fealing that

ing '\-L-_H1li
wiay by his not-inc
M) KICKS Can
ones, and then of course there
are "E' ocks

ou s@e, Chuck Rock sn't just our
hero's name, its
pretty much a

of the talar

description of him
too. There are a
sons of boutders

b) use as
stepping slones to

| clamber up
onto higher platiorms, or c) use as a

to protect himsell

‘Boing! Snort! Aatishoo!
Chuck gels jet-propelled
elephant-style,

OUT AND ABOUT IN PREHISTORIC TIMES

Handy hints to save Chuck from becoming an extinct species.

Just hop on board for a
scenic lour ACTOSS oMo
of the swampier reglons.

Who'd have thought this
Hittle bird could carry
such a flabby caveman?

Ever wondered why
crocodiles have such big
flatienad snowls?

Right - Watch
out for falling
stones when
climbing those
rocky steppes (E)
(Asprins aren't due to
be invented for
another few thousand
years.) That large
boulder to the right
can be picked up, and
used later for climbing
o squishing a nasty.

RIGHT -
LEVEL 1.2 Give that
grumpy
And so off he goes, hell-bent on old bird
traversing yet another sub-level 0 » 3o0d nudge
with your beer

in the search for his beloved

qut, and he'll be
Ophelia. There's an awful long

only too willing to

- way to go, but our Chuck give you a free
g doesn't mind - he's a hard guy. ;'r’s"'::';::"“n:':'
g (Hard as a rock in fact.) provided)

=

a RIGHT - Who

chemical waste

wasn't around
when dinosaurs ruled the
carth? Watch out for the
Dino do-do (). Hot only
is it smelly and offensive,
it's lethal too.

RIGHT - With a
leap and a
bound, Chuck
crosses the
chasm. Collect
that pig's head @-I’ur
some extra sustenance.
(with many prehistoric
protaganists yet o be
tackled, you'll need it.)

payjoo}-aiqes jsjueydajd Aiiey

ABOVE - Going up in the world,
animal magic style. Drop a rock
on that helpful crocodile
to sproing you up onto one
of the higher platforms.

RIGHT - Hurrah! Chuck
completes the !Hh—|ﬂl|®.
One large step for Chuck, one
small step for cavemankind. Of
course, there are still untold horrors just
waiting to thwart our hero. Luckily, Chuck
isn't afraid. (That's because he's stupid.)




mmoth

Mario Brothers in Core's madcap,E

no adequately explored reason. A carefully
thrown rock can also trigger off one or two
nifty lithe eflects, but more on that later
Armed with these assoried lalents, our
neanderthal chum makes light work of the
pngles, swamps, icefields and dinosaur

‘CHUCK ROCK ISN'T
JUST OUR HERO'S
NAME, IT'S PRETTY
MUCH A DESCRIPTION
OF HIM TOO.'

graveyards (each level sub-divided into a
number of smaller zonas) ha must cross to
rescue Ophelia - perhaps too light in fact
for this isn't the toughest platform game
Weve ever come across, with only the
huge end-of-level guardians likely lo cause
most players any real problems

Lee Pullen, who did the graphics on
Core’s earlier release Torvak The Warrior

has put in some sterling work on the
visuals here, to the extent that they
positivaly leap out at you and shout ‘play
ma!’ The sprites are absolutely lovaly
gorgecusly coloured
and full of character,
and wouldn’t look out
of place in The
Flintstones. They're
animated with graat
care and imagination
too - each time you
COMma across a new
character it's a bit of
a mini-event in dsall
becausa you're
desparately keen lo
see 'Just what this
one does’ (and
you're rarely disappointed). The BBC's
sound library has been raided 1o good
effect 100, with brilliant sampled
speech and effects providing the game
wilh an audso track definitely worth
pumping up the volumea for

Oh dear, oh dear. Chuck really is & stupid
sod al the best of times. Watch out for
that falling rock, you ldiot!

CHUCK ROCK

GAMES OF THE MONTH

THE STORY SO FAR...

Chuck Rock boasts one of the neatest intros around at the
moment on the Amiga. Here's a quick synopsis.

Chuck enjoys a lew baers in Iront of
the TV, little knowing that...

Uh-oh. It looks like Ophalia can

strongest point, it has to be said).

Where Chuck improves on Torvak is that it
actually has a decent game hiddan under
the graphics. Within a pretty basic platform
format, it's packed to the brim with original
features, well thought out gameplay and
nice louches that make it a positive joy to
sit down with. In fact, the phrase ‘nice
towch’ could have been invented for this
game, with every new prehistoric obstacke
bringing a smile 1o your face There isn't
nearly anough space to list everything I'd
like to mantion here, but personal
favounites include
the way Chuck
behaves
underwaler, the
crocodile see-saws
[whao'll sprod ng you
up to a higher
platiorm if you stand
on their tales and
drop rocks on their
heads), the
obwviously freezing-
to-death baddies in
the ice lavels, the
mud monsters
(horribly scary, these ones), and the cule
litthe: dinosaurs that split into two smaller
ones wnen you bash them, then split again
until they're 50 small they get crushed
betwan your toas

S0 there we have it really - not the

withe evil Gary Gritter has got his
eye on the sweel Dphelia,

because Gritter's right behing
her! Look out! [Thwop!) Too iate.

That's right - follow the birdie's
advice (but get some kit on first!)

platform extravaganza. Rock 'n' Roll.

maost complicated game in the world, but a
decdedly neal one, put together with care
and imagination (remember, both Chris
Long and Bob Churchill worked on Rick
Dangerous 2, 50 you know the lavel of
ambition to expect) and reaching the lofty
paaks of playability only normaily
associaled with the best Japanese arcade
games. My only real niggle (and it's a
slight one) would be that the difficulty
level is parhaps pitched just a touch
o0 low (a real surprise when you think
it comes from people involved with
Rick 21). All the same, for a platform game
that you'll keep com ng back 1o again and
agam, you could much worse than pick up
a Rock. B Stuart Campball

UPPERS Superb graphics and

sound, imaginative gameplay, and

more ‘neat louches’ than you'll
find in any ten normal games.

DOWNERS A bit on the easy
side perhaps. Getting sent all the
wary back fo the start of a

HIMmOd YOINY

sub-level when you die can be frustrating.

THE BOTTOM LINE

LEBL AV

Supremely playabile, A brillant
platform game, put together
with great care and attention
and a leel for character.



i

AMIGA POWER MAY 1981

O

Flames of Freedom, the new blockbuster

from the creators of Midwinter, offers you
total freedom. Freedom of choice, Freedom
of action, Freedom of movement. '

Dogfight with opponents over
villages for command of the skies,
or attack ground targets which
serve the enemy’s cause.

Night time sequences afford
excellent cover for secret movement
and actions, illuminated by the glare

of your jeep’s headlights.

The playing area of three million
cubic miles is not restricted solely to : MM
areas above ground. You have full S
freedom of movement underwater, Seek out and destroy enemy FLANME
and three types of ‘submarine’ in shipping units, condemning them to
which to achieve it. a watery grave on the sea bed, from
where the ocean's surface is clearly
Screen shots shown are taken from the Atari visible above.
ST versions. Actual sceens may vary by
format TOTAL FREEDOM- FROM R

(1,000 miles long X 1,000 miles wide X 15,000 feet high.) + ( 4,000 characters X 22 mo



A three dimensional environment packed
with action, adventure and strategy.
Entering it is easy......breaking free is
what’s hard !

A million square miles of accurately
mapped 3-D terrain, generated by
fractal techniques, and fully light

sourced throughout, provides a
playing arena far superior to even
its predecessor, Midwinter |.

Fly the skies above the forty-one
islands by helicopter, zeppelin,
parachute, rocket pack, or, as seen
here, biplane and balloon, all
offering superb views of the land
and of the other aircraft.

i

The enemy have a vast array for
firepower aimed at you, on land, in
the air, and across the sea, and
The sea surface is generated by react quickly and intelligently to
constantly moving fractal points, your actions.

causing you to bob up and down as
you swim or sail across it.

P, -
“I

[ER
HES

Flames of Freedom will be available
shortly for your Commodore Amiga,

IRD MASTERS OF STRATEGY Atari ST and IBM PC compatibles.

ransprt X 1,000s of buildings) = 3,000,000 cubic miles of Action, Adventure and Strategy.

|
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KEMPER

AVENEI

yHac, Md

There are four courses to play on, three ‘real life'

ones plus a bonus one that they've made up too.
Here's Avenel, where, according to the interesting
information at the back of the instruction booklet, ‘the
mixed topography of the rolling Maryland countryside
requires a player to take a substantial number of risks
to compléte the course.' In other words, it's mora than
a little bit tricky.

Hole W13 524 yards

Before you attempt each hole (and after each

shot has been taken) this overhead view map is
displayed. That line shows the route your ball has
taken. Yes, yes, | know it's a better idea to actually
stay on the fairway, but let’s not be fussy, eh?

PGA
TOUR

PGA TOUR GOLF

Hols ®B13 224 yards

T

amble arn
if you
the

Before you tee off they show you this nifty 3D

expanding fly-by view of the hole you're about to
attempt (as if you were flying around it in a helicopter
or something), complete with some invaluable advice
from one of the ten professional golfers featured in
the game. Here, Larry advises us to go for the green
in either two or three shots. Thanks, Larry

Hurrah! We're on the green and ready to putt.

The putter is selected automatically (so, no, you
can't try and do it with a nine iron), but you can set
the distance you require the ball to travel if hit on

100%. [ Otherwise the most appropriate one is
selected for you).

Time to tee off. You automatically face the flag

on all shots, while that cursor in the middle of
the screen [which you can move] shows you the
direction in which the ball will be hit {leave it in the
middie to aim directly towards the flag). Here the wind
is blowing you over to the right, so0 move the cursor
slightly to the left to compensate for this and hit the
ball at full power.

A club can be made to hit further than usual by

means of ‘overswing’ - this involves allowing your
power to build up higher than what the game (rather
ludicrously) refers to as "100%". Your ball will go
further if you do this, but any hook or slice will be
vastly exaggerated, 50 you're taking quite a risk =
you'll have to be pretty nifty with your button pressing

to the Leaderboard

Game PGA Tour Golf
Fublisher Electronic Arts
Price £24.99
Programmer Bluesky
Software

Release Date Qut now

ha handy thing aboul compuler

godf is that, compared 1o the

real thing, it's relatively easy 1o
play - sinking a hole of 584 yards in three
shots is actually perfectly feasible (if
admittedty pretty hard). The best thing
about this is that it opens up ample
opporunity to invite over some of your
ess knowledgeable friends and (providing
you've practised a bit) fool them info
thinking you're noi only brilliant al the
computerised version, but a complete
prolessional at the real thing too

A corker of an idea, I'd have thought
especially as these golfing games tend 10
be pretty good fun even when you're not
dead set on impressing somabody. The
only problem is, which one to buy?
Until now, the choice has been rather

limited because (apart from the dated, if
rather brilllant, Leaderboard senes), most

t last - a worthy successor




WOLE 23 FaR §
ETROKE 1 e
DISTANCE 515 V05

And this is where we ended up. The computer

kindly picks the most appropriate club to use for
each shot (although you can change to another one if
you prefer). Here a pitching wedge seems like the
best bet to get out of the heavy rough - the ‘ball lie’
|what sort of land it's just landed on) is given before
each shot, incidentally, which can prove useful.

Ooops - sliced it a bit to the right, as this instant
replay shows. Ahem,

ove the cup
away

3 iz B in.
and is 351 ft.

)

MNaturally, the slopes and bumps of the green will

affect putting considerably, so this 3D grid thing
is presented every time you reach it so you can see
how things lie. t's quite clever actually - you can
twiddle the entire contour map around for a different
perspective on things if you desire.

First the good news - we're almost on the green.
MNow the bad - we're actually trapped in a bunker.
[I think this calls for the sand wedge).

PGAH GOLF TOUR

GAMES OF THE MONTH

And (phew!] the ball has landed back on the
fairway so we're in play again. That's me in the
distance, by the way. Hello.

Thank you, thank you. I've potted the ball (and
only one over par as well). I'll have to do better
than that when | get onto the tournament though.

series. And (joy!) it isn't endorsed by some tedious old golfer either!

of them have been endorsed by some
g-a!'E" or other. This means tn-ﬁgs tend o
be a bt ‘one sided’ as lar as gamepiay
tactics ara concerned, and (worse still)

GETTING T0 GRIPS WITH PLAY

1z1

they mean a picture of a
grinning Jack Nicklaus or
Greg Norman cropping
Up ON SCIEan aveary
two seconds (which
tends to put you off

a bit). Add 1o that

the fact that maost
golf games tend to
ba a itla 100
comphicated to play,
and rather show while
they're about it, and
you'll spon see that while

00 157 507 254
RIGHT, SO HOW D'YOU TAKE A SHOT?

Taking a shot relies on the tried and tested ‘bar method.’ See that number
on the far left? That's approximately how far the club will hit the ball on
full power (not taking into account wind and slope). Right, now click the
mouse 1o start the bar going from right to left, then click again when it
gets to the power you require - the bar will now start returning. Get ready
- you want to click it exactly when it gets back to zero. Do it too early and
it will hook to the left, too late and it will slice to the right.

_ .« BUT WHAT ABOUT THE
WIND?

You will, of course, have to take into account the
direction and the of the wind - it will carry or
slow down the ball, but it will also change the direction
of flight {(more significantly on longer shots). That's
where this little windometer comes in handy.

actually polty good

simpla o play

i HFH

they're all ‘quite good’, there's
no clear cut winnar, Until now, that
Is, because here's another one, and it's

There are a lot of good things about
PGA Tour Golf (we'll call it PGA for short)
bul the real beauty of it is that it's all so
50 simpla in fact that you
could probably throw away the instruction
manual and work out how 1o do it for

yoursell. Let's dive in for a closer look
Some points about the game:

1. Evarything you'll need is
operated via pull down
menus, or single key
presses if you prefer,
which makes for an
incredibly user-friendly
game. Starting io play
i5 a real cinch,
therefore = my advice
would be to practice
your driving (ie
wacking balls imo
obirvion) on the dmving
range, then your putting on
the green, belore you actually
get down lo any senous competitions
(That way you'll be suitably ready to
mpress any chicks who happen to pass
by while you're playing)

2. Once you've got the feel of the controls
(whach won't take a menute), you can put
your dr ving and putting togethar and
practice on the four courses, playing either
the whole of each course, or swopping =

HIMOd YOIWY

LEGEL AYW
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batween courses and holes at wil

Chances are you won't be getting par
far & while (in other words, you wan't be
completing the hole in the number ol shots
t would take you if you were any good)
but don't worry, it'll come with effort

3. For added exciterment, a multiple player
opbon 15 available, allowng you o play
with up to thrée chums, which ups the fun
of things considerably. I all your friends
ara, er, ‘oul’ then you can play with soma
preflend ones (the computer plays them for
you) = this can prove rather useful
bacause you can waich how the computer
plays the hole, then copy it and achieve a
patter rasult than you would have dong
belorehand

4. As you play, vanious maps of the
course, praviews o each hole, overhead
views of where you've gol so far and
details of whera your ball has landed are
gven 1o you automatically if and when you
need them - a nice louch which saves
peddling about with the menus avery sh
as in some golf games, You can lurn
of the features off if you'd prefer, and then
only have them displayed f selected

5. Slightly crap players will be pleased o
hear thal PGA allows you o lake an
rifindle numbser af “Mu ligans’ - in other
words cheal, and replay your last shol
without the one you've just taken counting

6. Once you've got lo grips with the
courses, then you can anter the
Toumnament. Once again, up o four
players can enber (either real, or taken by
the compular) and game play is the same
as belare, though you can't change
courses or holes or rély on Mul

you through. You are playing agains! sty

NS 10 588

THE SHAPE OF PUTTS TO COME

other players (although you don't see thaem
play, thank goodness - itd take loraver)
who appear menaly as statishes dsplayed
on the Leaderboard after each hole

Most of the players have already
starled when you and your opbonal frends
bagin (some have practically finished the
coursa), 50 you star about haltway down
the table and have to s f
points below ‘par’ lor the course 1o rank
among tha lop 48, and 50 move on o
round two (and w

and four after 1

a mumber o

rounds three

PGA TOUR GOLF

Hole 11. PGA WEST. 618 yards. Par 5

Hole 16. PGA WEST. 571 yards. Par 5

BEST GOLFING GAME 10
I] AIE? I all sou .ai”- J.:rm,

doesn'l e than

yes! - probably
golling game for the Amsga lo dale
out a doubt the bast th 'll'j about it
ich a joy o use — everything

y need (o Know 5 Qiven

pretty good I'd say. It is - ye

the Des

v just when needed, 50

can concentrate on [Z!.I'f ng your shots and

shill know whal's gQoing an Even the most

THOSE TRICK SHOTS IN FULL

To impress your friends further (and to pretend you actually know what's
going on), you can use one of the trick shots PGA offers. Here's a run down.

PUNCH SHOT

This one's particularly useful for
getting out of the rough or a bunker.
Instead of hitting the ball up, and have
it perhaps zoom off in the wrong
direction, you hit it low and straight -
much more chance of making the hole.

CHIP SHOT

The idea of the chip shot is that when
you're close to the green, or on the
fringe around it, you chip the ball
high into the air (but only in a weedy
sort of a manner), cross your fingers
and hope it goes into the hole.

1
\
E

oaE 15 S8 2%E

FRINGE PUTT

If you're on the fringe, and decide to
chip the ball rather than putt it, and
then decide it would perhaps have
been best to use the putter after all,
simply select the Fringe Putt and Bob's
your uncle.

Hole 16. PGA WEST. 440 yards. Par 4

Hole 18. TPC SAWGRASS. 440 yards. Pal

Here's a sneak preview of some of the rather nastier holes you'll
encounter throughout the four courses.

unknowledgable goll person will be able to
work oul wha to do, while the game offers
snough realism 1o keep the experts happy

5]
Providing you didn't really throw the
instruction manual away (thal was just my

joke back al the baginning, you sea)
you can check oul loads of information on
thé courses, find out the way the pros

lackle cerlamn probhems i raal lire

WL
and peck up hints on the best way 1o face
any problems you mighl COme across
Baing pasy 1
accurale, is a
5 ually ar
Well, yes it is. PGA is utterly (utterky)
addicirve — wi r you're practising ‘en

saul’, playing a ‘nendly” with soma pals or

near you
i

g, but 151 a un 1o play?

COMplE ] n the loumament I's ong
those games whichl have you itching

|ust ane more go' belore bedhme |

2 different holes (4

whalever). Th
courses x 18) would provide long
antertainmant too I'd imagine, with tha

Lourmear

ent keeping you playing and
praymng unbl you're aclually good engugh
10 win some money. In shor, I'd say that i
3 golf game for your Amiga, then
this is the one to buy - it really is, for wanl
of a slightly more onginal word, a ‘corker
B Rich Pellay

UPPERS Simple lo use, with
the difficulty level piiched just

right, loads of hobes to play, all the
features you'd ever need (even a ‘cheal

iU's really ratheér addictive.

DOWMERS Er, well, it's not ®
are no breathiaking, outstanding

new features here, which is perhaps a bit
THE BOTTOM LINE

yOu we

option), nice graphics and (lo cap it all),
particularly original is it? There
of a shame.

A joly good golfing sim
which is not only easy io play
and true to lile, bulrather
scrumptiously playable too,
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HOW NOT TO
GET STARTED
ON ARMOUR-

Here's the selection screen. If |

pick a tank or whatever from over
on the right there and plonk it in the
box on the left | can then start to arm it
with weapons from a selection. We'll go
into all the choices in a minute, but you

Okay, I've just booted up the

game, I've sent my little scientists
off to build some more planes, I've

beon outside once for a quick

shuftie, and now I'm about to start
the mish proper. Hmm, but which

vehicle should | take?

ARMOUR-G

0 bit of strategy, a good dollop of flight sim, some easy-to-use

Game Armour-
Geddon
Publisher Psygnosis
Price £25.99
Programmer{s) Paul Hunter
& Ed Scio
(graphics) Jim Bowers,
Lee Carus,
Gary Corbett
& Chris
Wylie
Release Date Qut now

el's get the obvious

comparison oul of the way first

Armour-Geddon feels a lot like
Carner Command, Much more than Battle
Command, the real follow wp, did in fact
Just check out tha similanbes - both have
gigantically scaled wargames for a plo
beth offer a range of vehicles and
weapons 10 bomb about and do some
damage with, both overdose on snazzy 3D
pelygon graphics and - yes! — both boast
ashings of ultra-violence. In fact, the
biggest diferance betwean the two seems
1o be that Armour-Geddon offers rather
es5 water and rather maore of evanyihing
else — a wider selection of tanks and

can carry three at once.

So which vehicle shall we
have?

Well, we could take a tank |
s'‘pose. The light ones are fairly
fast, and can take a surprising number

planes to control, prettier 19905 graphics
and (pernaps most imporantly) simpler
mare user friendly controls. While it might
not be quite as stunningly onginal (in fact
you couldn’t really say it was onginal at all)
as s usinous predacessor, it doas give
the impression of updat ng evenyth ng
quite well, There, I've done the review
You can all go home now

What? You wanl mora? Oh dear
Okay, plot first, and it's a doozy. We're
back in past-World War Il land once

‘SUSPEND YOUR

FEELINGS OF
DISBELIEF AND YOU'LL
FIND THAT IT ALL
MAKES FOR A PRETTY
ENGROSSING
STORYLINE'

again, I'm afraid, with the vast bulk ol the
planet devastated, and the area you
happen to be Iving i one of the few bits to
get happdy by un-mutilated. (Unhess you
count the odd pyramid shapes of the 30
posygon mouniains as mutations, that is)
You play the leader of a high-tech military
group hidden in a senes of bunkers

ARMOUR-GEDDON

of hits. You can’t arm them with much
in the way of weapons though, and it's
particularly annoying that it can't carry
rockets. Lasers (which it can take) are
fairly weak, and you might as well
forget firing shells - you have to judge
their trajectory, which takes a real
expert. Mah, on second thoughts, let's
not take the light tank.

The heavy tank’s a better option in

many ways. It has the same controls
maore or less (so this could be the view
from inside either of them) but can be
better armed, is very sturdy, and is one

underground, Sale, well equipped, you've
only got one problem — you're living in a
state of siege. The surviving surface
population of the earth blame you for the
war, you see, and are oul 10 gel you using
anmy means (which mainky nvolvas
bombing around in similar futunstic
wgaponry o your own) that they can

of the few vehicles capable of carrying
parts of the Neutron bomb (should you
find them). It's dead slow though, and
since we're just starting out the game
and doing a bit of exploring, it's not
really what we need.

The hovercraft is lots faster, has

plenty of range [it's very light on
fuel] and can travel over water if need
be. It's pretty tricky to control properly
though, and falls apart at the slightest
hint of an enemy attack (as we see
here). Let’s leave it behind this time.

AN OFFENSIVE
GAH So, here are the points in your

favour

1) You've got a big bunch of scientists and
engeneers along with you in your bunker,
complete with plenty of hagh tech
machinery and a fair smattenng of natural

The Stealth Fighter - fast, well armed, very manouvreable and forgiving to fly - for most
missions, this is the way to travel. (And it's pretty too).




How about a helicopter? These
are excellent for ground attack work
|you can just hover over something and
blast at it] and fairly durable. A& pretty
good choice, though landing safely's a
bit of a problem, and since I'm not a
very good pilot...

...the Stealth Bomber might be a

better idea. It's not too slow, can
carry the Neutron bomb on the final
mission [that's its main use really) but
it's very tricky to fly. No, a far better
idea would be...

ARMODUR-GEDDON

...a Stealth Fighter! This is more

like it - fast, easy to fly, and
equipped with nice guided missiles!
I've trashed quite a few already though
and don’t want to waste any more.

S0 here | am about to take off (I

opted for the Chopper in the end).

As you can see we come up a big lift
thingie Thunderbirds-style onto the
surface before take off.

And here | am actually in the air.
This is one of a selection of

external views by the way, and very
nice it looks too...

Time | took out a few baddies, |

guess. [This is the missile's eye
view as it locks onto a ground target
somewhere over on the horizon there,
by the way|. Eat Sidewinder, Johnny

GAMES OF THE MONTH

Hun! Hee hee hee. (And so on. The only
problem with all this running around
shooting things stuff is that I'm Hable to
get shot at myself any time now, and
since I'm not really a very good pilot
that could cause problems. (Let's just
hope my little scientists have built me
a few more planes and things, eh?)

controls and a fair smattering of shooting - could this be the recipe for
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The Stealth Bomber - one of the more impressive plane's in fMlight (a3 you can see from
this external view) but a real nightmare to fly. (I crashed my first three in take-off!)
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Check out the lic of the land with this
neat revolving map jobbie.

Watch the stunning intro sequence, which
has to be one of Psygnosis’ very best.

have finished it and be read

12 few

days ir

no a way

anmnywnarg
attack) that you
priatty Dhoody -..‘L.. :CC“..’:-I.

YOu rg go

dacimate the e

bambirg mission
Bombing messio

Your hovercraft coming under fire from an
enemy floater (over on the horizon there)

the world's

Unfortunately th

CLOAKING DEVICES, TELEPORTS (AND OTHER
STUFF THAT CAN BE VERY USEFUL INDEED).

L G

o

You see this thing here? It's a cloaking device. Instead of loading a weapon you
can take this instead for a trouble-free(ish) ride. Teleports can be even more
useful - take one out into the countryside somewhere, drop it, and then scuttle
back home. Now you've got a handy gateway to that region of the Armour-
Geddon map - simply park your vehicles under your floating base teleport
[trickier than it sounds - subtle control at speeds under 30mph takes some
learning) and you'll be able to instantly teleport yourself to the device you
dropped earfier. Bingo! Saves lots of time, and can prove very useful.

wall as making s

Flick to satellite view for an idea about
enemy base location and the like.

nt again
are an awful lot of baddies aboul
nanage 1o Z_i{*:

sir | '“'J":'Qi'::

L

ds-like hangars and away from
withoul gettng attac

aof th

them, and (ir
that'll mean the

e ear Y gays at
ways will be
Ittered with prettily burning wreckage

THE PLOT DOESN'T
THICKEN °

tha plot

leasi

Hmm. Anything strike € you
as being a bit peculiar about

? Yes

wrough

Ding about
"’l"'""‘:.- KE tanKs and hecopl
rst placa? An

ave o usa |

oagdes F

h--’"|l'r'll'- |
rod the skees above you, why haven
they collected the pars of the Neutron
bomb and wsed it on your base inslead?
Ar garth i5 a Neutron bomb
aoing spread out n five places across the
-'1"“35:.3‘:-(" anyway 7 It all seams rather
dubeous 1o ma

Hawving said that

al

n, suspend

| fin

your feelings of disb
that it all

2} I! Il take a

L
storylin @ o 155 you
{ has lo be said - all I've really
uck about with t
simulators and go on a few sories
y taking a serious the real
MISSIoN 5 a bl t:‘.-",'- Wl me, and i15 ke ¥ 1o
emain thal way for somea time. This is a
ted, ime consum ng oid th ng
and (please correct ma if I'm
wrong) but I'm sure many purchasers wil
get nowhere ne

anous

COMEPIIC

=l
aingnt

ar completing the thing

didn 1 Carrier Command

So what exactly is it we've got hera?
we va gol a low degres of

tuft to start with (organising

just like they

We
management 5

the time of vour

scienhists and 50 on, as
una iberatng
enough essantial supphas rom anamy
bases lo keep them going). T
got a level of war game

whara you've gol 1o work out he

USe your rasources, where to send your

ure yo

ke generalship

v Dast 1o

Assign your little men the task of building
lots of new planes (and so on).

|n..-|-_.

Guess what? (actually, it's an enemy pill-
box aboutl to be hit by one of our missiles).

has to be a senou
Matt Bialby

UPPERS Fast, pretty
@ graphics, some fairly interesting
missions and a vast range of high
tech hardware to fly, drive and trash
DOWNERS Lots of keyboard
controls take some learning, and
there seems 1o be a big gap ®
between mucking about with it as
a high tech shoot-'em up and actually
getting around 1o taking a serious slab al
the missions

THE BOTTOM LINE

| can't see Armour-Geddon
making anything like the a 7
impression or encuura;mg

the level of devotion Carrier
Command did [we've all seen a

bit too much since then) but it's an
excellent game in a very similar

genre nonetheless,
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S Steatenic Role DI Lo lie

}

tasagorgoth, Lord of Chaos, he who brings noth-
[&u&,& ing but death, worships nothing but destruc-
tion has infected your world with his evil.
In sorrow and anger the gods drown all except the
land of Arborea, home of the four sacred crystals of
= harmony, stolen by Morgoth and his servants. '
2 In a race against Chaos, Prince Jarel and a band of
trusted companions must find the crystals and
restore them to their sacred shrines. To fail is to lose
everything.

y ® A fascinating blend of strategy and role-playing.

® Unique large screen 3D perspective.
® Over 16000 locations 1o visil.
Yo Brain-teasing puzzles.
' # Strategic fight sequences, using force of arms and magic powers.
_{ ® Independently controllable characters.
e Choose and customise your own team.
® Beautiful atmospheric graphics.

#
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i < e ust when the Dungeon Master games seemed
Publisher SSI/US Gold
Price £29.99

Programmer(s) S5I
Release Date End of May

excuse. You sea, Eye OFf Th
aclually the latest in S50's line
[ 5 & Dragon

as any role agic
r wall tell you, Dungeons & Dragons
ar and away the mosl

fluential fantasy games

a good thing

‘WHILE NEVER
LOOKING OLD
FASHIONED, IT
DOESN'T REALLY PUSH
THE GAME STYLE FAR

19)4ewl dH4 2yj} j0b aaey o)

y atmosphera

IT'S THE REAL
THING 5775

two imporiant things

it and DM

el ke a sel of puzrzles

ce between

Dungeon ”]\'l." K

whereas

ve the game is (making mapping

ENDUGH'

wilh at PN ana K :"‘l" MIrowWn in

I). They may say size isn'l

Resurrect this pour soul, and you'll have an but when you are 8
extra character for your party. Judging by
the set of lock-picks lying nearby, he used

to be a thief. (Hmm, could prove useful).

> el's ca
save me typang it out e
only fair that 351 shot
from DM in redur

NS al every

imeszeare | VE LOST HOURS ON
: THIS GAME - MORE SO
THAN WITH ANYTHING
I'VE PLAYED IN AGES'

rights to cry ‘Just a min
familiar’, but bafore you
remamber that this is as ma :
DM rippang off D&D as Eyve OF The manual reveals a sizeable number ol

3 (very ndeed)

The main action A quick
screen - a 3D resumé of
view of your your party's
sumoundings health and
(including any the things
g nearty uglies your people
Ly like this one) is are carryin
[ q.
- presentated s It doesn't He may look mean, but in actual fact he's only a
. all times. look good - crummy little Kobald. Don't worry - they aren't any
o three of them threat unless there's a whole pack of them.
= Movement icons - are
they allow back- unconsclous!
r tracking and left -
i or right slides, as g Vour 5
well as ninety
= = & must-have
degree rotations el 1?-,]
o for any
and plain old
< marching forward serious
< UILEERT FORCES THE DOOR! s
I E DOC
=
o Selecting 'Camp’ allows your party to rest, heal

themselves, and re-leamn spells. The game can also
be saved or loaded from here (though you can't
do any of this when there are monsters about!)

The message box - Eye's
only real concession to
text adventuring.

Level Four is quaranteed to give you the creeps. The
whole thing is packed with giant (and highly
poisonous) spiders. (Time for a little magic, I'd say).

O




DESPITE APPEARANCES,

ay back in 1987, TSR (the Dungeons & make it Which is what? Well, it's called Shadow Sorcerer,
w Dragons people] decided that the time was really and it promises several innovations, not least that
right to grant a licence for the DED games exciting. there will be up to eleven characters interacting on
system to be transferred to computer. Effectively 551 now the screen at any one time! Set in the DragonLance
auctioning the rights to their name, software have a wide DAD world, Shadow Sorcerer looks more arcadey
companies were invited to demonstrate what they range of than most, with 3D isometric graphics and lots of real-
could achieve with the system before any decisions different time combat
were made. Having already established a reputation game Finally (for the moment), there's another 3D
as one of the USA's leading strategy, wargame and engines to  isometric effort (one of our favourite ways of
role-playing companies, 551 was able to snap it up $50's forthcoming Shadow Sorcerer - a new  gyitch presenting an adventure game) being developed in
quite happily, paving the way for what has become a  9irection for Dungecns & Dragons games.  patween, Europe for the company. Details are rather vague at

whole range of DED-related software.

From fairly inauspicious beginnings [it has to be
said, their first efforts weren't really very good),
they've continually experimented with game formats,
each time looking at the DED system from a new
angle. The last two releases, Pools Of Radiance and
DragonStrike, refined the style to the point where it
really started to work. The former used an Litima-
style gaming system, while the latter broke from the
mould entirely, offering a 3D vector combat game.

Having said that though, it's only with Eye Of The
Beholder that 551 really seem to have hit the nail on
the head. Excellent though this game is, it's the
avenues it opens up for the rest of the series that

EYE OF THE BEHOLDER

o L . ——y

and you can see how keen they are to experiment by
checking out the titles scheduled for this year. There's
Pools OF Darkness, for instance, the final chapter in
the Pools saga, while the Pools game engine also
makes an appearance on another DED tale entitled
Gateway To The 5avage Frontier, which opens up
another storyline entirely. Later games in the Gateway
series are unlikely to use the same game system,
however. Two possibilities are to a) to use the
Dungeon Master-influenced set-up employed in Eye Of
The Beholder [which would be something to look
forward to, particularly if they manage to refine the
style yet further) or b} to take the same approach as
their other new DED game..

cornered, SSI make a comeback and take the genre into the '90s.

“ WHAT'S IN HIS POCKETS?

This is Dude,
ane al youwr
little "chaps’.

You're nice "n’ healthy,
which is good to see.

GAMES OF THE MONTH

D&D GAMES AREN'T ALL THE SAME...

the moment = other than telling us that it will probably
be set in the Forgotten Realms world (the one
depicted in the Pools saga and Eye Of The Beholder),
551 are keeping it all a bit hush-hush

While to the non-D&D fan it no doubt looks as if
551 are in the business of churning out hundreds of
near-identical products on a production-line basis,
variety actually seems to be the name of the game,
with new ideas and game engines being experimented
with constantly. This can only be welcomed as a Good
Thing - just take a look at the now hopelessly
outmoded Bard's Tale series to see what happens
when you give up trying

Eye Of The Beholder uses an object management system
very close to the one in Dungeon Master. Things have been
refined even further however, making just about everything
pretty easy to get your mind around from the word go.

Place rations here o bump yowr
food lovel back up.

l I Using these
arrows, it is
possible to
pan back and
forth belween

FOOD charactlers.
These boxes
Level 2 here we come (the entrance is down that ladder there). Being the domain of Hat the stuft Halmal
i in ki .
The Undead, it's packed with skeletons and zombics - good job we've got a cleric (or holy i "_g space.
man) with us really, lsn't it? He can have great fun down there warding them off. Here's his
quiver Place magic
[emply). necklaces (or

Body armicur,

Three abjects

whatever) here,

::::: for can h- carried ;
bangles [or on his beit. -
somathing). The clorical o
symbol is held B
in his left -
hand, ready o o
cast a spell.
-3
m
i
) . e Dude's main Foolwear is nol essential
ﬁ ) JFF| N weapon, a lairly jas you can sea). z
il !l.l_: i standard sort of >
m?{ ’ ]l-‘F 4 ; sword affair. Notice <
B T8 DN Y "a he twe small
; £ T Clicking on the next =
tar lh"_Fl'_cnmEM page icon will show your g
of magic rings. character's stats, ok
experience points, and
Ughh! The first level of the Waterdeep dungeons is crawling (or slithering - whatever the ':;;L f:::t::nm' —_-
waord is) with giant leeches. Watch out! They'll rear up and try Lo bite you! (Yes, you're ; PALADIN "r'? 0
right = D&D leeches don't behave quite the same a3 ‘normal’ ones!) i
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The giant, poisonous spiders of Level Four
are back, and - oh no! - they scem to have
made pretty shorl work of our party!

1 50 compulsive? I've lost hours on this

Chaos Strikes Back (otherwise known Eye Of The Beholder - the latest in a
as Dungeon Master Part 2) long line of DAD epics.

EYE OF THE BEHOLDER VS
DUNGEON MASTER (1&2)

And here we have them - the two dear, Dungeon Master seems to be

most important dungeon-based role-  lagging somewhat behind).

playing epics in the world today. Eye9 DM 7T

Putting personal prejudices aside,

which comes out tops? Here's a blow- Round Three - Design

by-blow comparison: Just which game has the best
dungeon design is more of a

Round One - Graphics subjective thing. Dungeon Master

Visually, Eye Of The Beholder wins concentrates on pushing a lot of

hands down. The dungeons are more  puzzles at you, making progress
atmospheric, the icons prettier, and harder. Eye, on the other hand,
the monsters are actually quite well offers a more spacious affair, giving

animated, Dungeon Master does the player plenty of room to roam
have the added attraction of clever around, hacking up the odd monster
lighting effects (ie things get and o0 on,

progressively darker as torches run Eye7 DM 7
out), but that can actually work out

THE LOOKING

maore irritating than anything else. And the winner is..?

And thara wa | t really. Eiva Eye8 DMG

o ! 2 WE TV eaiy. E¥E
Elﬁss Of The Bet K a ot Eye24 DM 20
heg s i e : Round Two - Atmosphere And so there we have it. Dungeon
Tt e Eye Of The Beholder wins again, I'm Master quite clearly suffers due to its
; afraid. Atmosphere can make or age, comparative lack of
_ break a fantasy game, and decent atmosphere, and sacrifice of some
I' sound is one of the most effective fantasy elements in favour of more
I ways to help create it, Eye Of The puzzles. Thus Eye Of The Beholder
n Beholder manages to grab you with quite convincingly takes the role-
Ir i the volume turned right down, so playing crown from the previous
LIS Simply press the button an the waill and imagine how engrossing it is with champion = but for how long?
L open sesame! - you can go through., sampled screams and so on. (Oh

(I don't know if you'd want to though).

UPPERS Al last - a rode-
@ player which makes decent use of
the Amiga's graphics and sound
(dig those sampled screams!), and comes
with an intuitive control sysiem to boot
; And it's 50 huge! Truly a game to play for
Generating your party of characters in Eye Of The Beholder  (numbers representing excellence in various fields). Your maonths (and months) to come - there's
follows the original D&D character creation rules race affects how these fall, and remember - certain still life in this old dog yet.
remarkably well. First, a character race is selected, professions need to be good at certain things.
followed by a profession. The actual professions available to -
you depend on the race - elves, for example, are
particularly adept at multiple professions, such as
fighter/cleric or fighter/thief/mage. (For the uninitiated,
clerics are holy men who possess the ability to ward off
undead creatures, cure wounds, and so on, while Mages are
basically wizard types, who can cast some great spells, but
in scraps usually turn out to be as soft as muck.).

It's always handy to choose a good spread of
professions when constructing your party. This gives you a
thief to unlock doors, a cleric to heal the group, a magic
user who can become very powerful later in the game, and
a fighter to beat hell out of the monsters.

Once the race and profession have been chosen, Eye
Of The Beholder allows you to choose the gender, and then  Here we are on a character selection screen. The cameos on the

DOWNERS A major factor

explaining why this looks so

good is thal so litthe has been

done post-Dungeon Master to

really push forward the fantasy role-

ing concepl. (We want arcade-st
with full character interaction, and we want
it now!) There is a price to pay for such an
BRpanse game. too - yes, s 1 I'I'ltg -:I'II"'
time, I'm afraid

THE BOTTOM LINE

Not really as big a leap on from Dungeon
Master as | would like, but still sufficiently
different to make it an essential purchase.

a face for your character. A nice touch, as choosing a left show the curent members of the team, while on the right a e e I:“:«'r-: Eh“.lg
female character gives you a whole new set of faces to new character is just about completed. He's an EN, so | think I'll - “_In“r-‘u: e -r.'!.I:II;[';'iI;T(‘
chose from. Finally it's time to roll your adventurer’s stats call him...Hational! (Oh dear). ar'l;-‘m ﬁ-i‘hnb g .
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Are you ready to take on Kiki and her
friends in this unique game of strategy and
skill?

atch up the 2 patterns of stones on the

screen - special combinations give bonuses
and secret levels. Succeed within the time limit and gorgeous girls

will lead you to the next tantalising level.
If Kiki isn't temptation enough, then 400 levels of stunning
graphics, sound and speech, and gameplay so addictive that you
will have to be dragged screaming from the screen, surely is.

Available on Amiga (24-99), Atari ST (24-99), PC (24-99),
and C64 (10-99 cass., 14-99) disk)

To order this product or for further information please contact

(P)1991 KAIKO © 1991 DEMONWARE SOFTWAREHAUS GHEH. + Digital Marketing International Limited
All rights reserved . ajw’s Unit 3, Poyle 14, Newlands Drive, Colnbrook, Berkshire SL3 0DX
Exclusive marketing and distribution by D.ML ¥ Telephone: 0753 686000 Fax: 0753 680343
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Game The Killing

Cloud
Publisher Image Works
Price £24.99

Programmer(s) Vektor Grafix
Refease Date Qut now

limey! The inhabitants of the

once great (and not at all

weird or freaksomae) city of
San Francisco had batter not even bother
gt "!l._; oul of bad tomorrow mom "!l:_.‘:
Why's this? Well, according to the
scenario for The Killing Cloud, good old
SF will be slimed by a foxic fog befora
MNew Year's Day 1997

The reason for the armval of the fog

or, as it is more affectionately known, the

Killeng Cloud,” is swathed in myth, legend
‘IF THERE WASN'T
SUCH A GENRE AS THE
‘SHOOT-CHASE-CATCH-
TALK-'EM-UP’ BEFORE,
THERE IS NOW.’

Green politics and poisonous rumour, It
may well have been caused by the vile
crusty, rottan way in which we treat the
planet, or person or PEMSONS UNKNOWN may
hawve whipped it up 1o start a major cnime
wave and get rid of all the Californian
hippées. Who knows?

Actually, apart from getting in the way
and making lite difficult, the cloud plays
little part in what you have to do during the
game. In fact the whola thi

g should really
have been called something like The Dirty
Low Down Black Angels Gel Tough and,
erm, There's This Toxic Stuff Too, but the
name would have bean far too long 1o fit
on the packaging

A FIVE COURSE
HEM The Killing Cloud has this habit of

not actually doing what you think
it's going 1o do. Visually, it's a delicious
five course meal with coffee. All 3D filled

vector graphics offering dizzying fiying
Sequences

35

altitude perspectives, and a real feahng of
danger in the majority of the ten scenarios
Howaever, and thal's ‘However with a
capital H, it is also nddied with some
frustrating inconsistencias
Try this one out for a starter, Your
main task in life, as a hi-lech San
Francisco cop, is to catch members of the
Black Angels gang. You are not allowed 1o
kill the beggars unless they shoot first - in
fact you hawve o catch them in order (o
nlerrogate them. That, as any torturer
worth his or har salt will tall you, means
getting them alive. (To digress for a
momeant, Inera was in ’i—'.:l a lorure scene
ncluded in the game until Amnesty
International objected, and it was cut. End
of digression.) You achieve the caplure by
way of nets - for a fuller explanation see
Ihe box over there on the night
Now, instead of carrying these nets
with you in your XB500 hoverbike, you
have lo leave them scattered about the
city, and here's the rub - you have to do
the scattering before going on the mission
Why? Why oh why, if you're 50 damned
lechnologically advanced, do you have o
do this? Why isn’t there a tiny area of the
bike in which to store the net? (For
nstance). It's stupid. Maybe a few
more scenands and no net
collecting would have
added to the buzz of
whal is patentially a
‘.1..[_".-!".‘- f_i:-].'!"ﬁ'
Stll, one
positive side
about tha
nats, or Nets
a5 I"‘F!;.' arg
Known to
tha SFPD,
% that you
can use them
as landmarks
via your on
board radar. You
have to do this
because some stupid -»

THE KILLING CLOUD

wasn't. The Killing Cloud

An atmospheric flying-over-the-city
sequence - but what on earth are all those
controls? Well...

o Here's where your computer
displays messages to you, like,
erm, where you're going, for
instance.

Your Cloud Altimeter - shows
how far you are above it, how
deep it Is (and so on).

The fuel guage - important, as
it is incredibly easy to run out.

(2]
3

O Haw many Mets you're carrying.
9 Radar (bad guys are shown in red).

Swinging in close to an impressively large
building, out in the middie of nowhere.

The tracking view from the back of your
plane/bike thingie - neat, eh?

Erm, it"s a tank. (And up to no good, I'l be
bound). Shoo! Go on, shoo!



NET PROFITS

ven though you're oozing hardness [which hides
E compassion and a love of flying because it unites

you with your inner spirit) your major weapons in
the fight against the Black Angels are Nets and PUPs. MNet
stands for ‘net’, while PUP looks like it should be an
acronym, but is actually named after those small dewy-
eyed creatures which follow you around. Pups are in fact

The briefing room at the start of the game -
atmospheric, yei, bul why can't you come
back to it affer the weapons room?

maobile holding pens which are planted throughout the city

—
joal
o

| ;A;{P: El r';"'-tt,%é:- il
mE — g ®
rl ‘

Right, here we are, flying around San Francisco in our ‘hover bike' (ie plane).
There seems to be some sort of bridge ahead - it could be the Golden Gate,
but | rather doubt it (that's red), unless they've repainted by 1997 of course...

B ._I. S

Right, here we are a bit further on, heading for somewhere called “Hob Hill'.
You might be wondering what all that pinky stuff is - it's the ‘Killing Cloud',
of course, which hangs around the place at just over floor level.

1113s s,} - bew ay} ui dweb }saq ayj} aq o} |erjuajod ay}

technically superb, but lazy thinking screws the gameplay a treat. Q

THE KILLING CLOUD

The idea is that, during the briefing period for each of
the ten missions, you check out the lie of the land, and
[rather illogically) you then plant the nets and PUPs around
the place. That's right, instead of bringing them with you

you plant them from the briefing room. Remember
to make swure that the PUPs are planted near to the
nets, though. Why? Because they don't have a wide
range. Your first task after launch is not to get to
the criminals with your limited fuel; nope, you have
to re-locate the nets

Once you've done this, you pick the net up in

the form of a missile which you then arm. Next, find
the foe, drop the net, land and walk through the
'Killing Cloud’ in order to read him his rights, then
re-call the PUP. Bureaucracy? We love it
Three points to bear in mind here: Firstly, yes, there's
a lot of pointless running around. Second, don't be fooled
into thinking that the ten PUPs and nets you have at the
start of the game are replenishable - they're not. You have
a set for each mission, [In fact, when | tried to lay more
than four in one go, the Amiga simply locked up). Third,
the Black Angels will steal these unreplenishable tools if
they can. Don't get frustrated, just kill the little scamps. B

| know, let's fiy a little closer and check it out. Ah, look, the computer's
sussed it - this is the Bay Bridge apparently, and not the Golden Gate at
all. Let's see if we can fiy under it, shall we?

whee! Let's make a low-level run through Chinatown. (By the way, only a
cynic would suggest they put all this cloud stuff in 1o that they didn't have
to bother drawing all the ground detail in filled 3D1)

GAMES OF THE MONTH
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Erm, to be honest, none of us have ever been to San
Francisco, so we can't swear 1o the accuracy of all this..

‘WHINGING ASIDE,
THERE ARE THRILLS TO
BE HAD'

B-MOVIE -

~-But it would seem as if Yektor Grafix have managed to
slip an awful lot of real 5an Fran landmarks into the game.

THE EILLING CLOUD

A CONPUTERSED

TORTURE Cl]NIHI]VEIISY, THE LAYOUT OF SAN
FRANCISCO, AND OTHER BURNING ISSUES.

ndy Craven is the the boss at Vektor
A Grafix, and while he didn't personally

do a great deal of the actual work on
The Killing Cloud, he did oversee the whole
thing. Who better, then, to ask a handful of
questions about it?

i think aboul the controversy over the torture scene

finished game?

To be honest, | think it's
a lot of fuss over
naothing. | didn't think it
was over the top at all,
but in the end it wasn't
my decision and it was
taken out. | think it's a
bit of a shame.

19891

MAY

Other than that, are you
happy with the way the
game turned out?

Yes, I'm very happy with it. It's got loads of atmosphere and
there's tons of stuff in there that you don't discover even
right up until the final level. We're very proud of the Al
routines for the baddies too. They can actually ‘see’
buildings and obstacles (and youl) and they'll try to avoid
them, using realistic techniques. The feel of San Francisco
is really good too.

AMIGA POWER

Ah yes, San Francisco, How true to life is the city map?

It's fairly close actually. The shoreline is extremely accurate
and we've included most of the major landmarks. There are

0

actually something like 2400 real ground objects featured.
A little undocumented tip is that if you press the ‘6" key
during the first level, the fog actually clears and you can
see for miles.

Where did the storyline come from?

Waeil, the story was written in-house. We also did a special

A4 comic that Mirrorsoft are distributing as a point-of-sale

thing, which is partly do to with the game and partly an
advert for Vektor Grafix,
We have a guy on our
books who used to work
for Marvel, so we were
able to do the whole
thing ourselves.

Are ther
Killi

any plans for

Obviously, it depends on
how successful this one
is. i we were going to
follow it up it would be
nice to extend the
gameplay and missions a bit, and improve the look of the
fog and suchlike. We only used a very small fraction of the
scenario we wrote in the game, so we've got lots of scope
for sequels, but when we wrote it with other things in mind.

Like what?

Well, through Activision we've got links with the movie
industry, and we'd like to see what we could come up with in
that direction. It would certainly make a change from the
way these things usually go, but again we're just waiting to
see what happens.m Stuart Campbell

Tim Smith

Check out this Bay Area Ferry Building screen for instance,
though the Chinatown and Alcatraz ones are just as good.

‘ITIS ALSO RIDDLED
WITH SOME
FRUSTRATING
INCONSISTENCIES'

A BUH-E]FFI[:
HOP? 2

":.‘ ( ally is like

wIes which has
excaient ideas
eofa

after all, it's all too
nhol writer(s) dd intend

Bnture Smacks o
I's just @ shame that

gicality lats it down @

UPPERS Graphicaily it makes

you sit back and say ‘My, that's

jolly good’. Or it would if you had
time. The ten scenarios certainly allow you
to hone your skills. it's not all brawn,
there's brains oo,

DOWNERS lllogic in the

form ol detailed plot just does

not hack it. The

scenes ane 3 litthe on the ‘Did’, 'Didn't’
side; a better parser would have given it

real style. You are nol informed about the
fact that you only have ten PUPs and nets
wlllrumm_lﬂ.

THE BOTTOM LINE

Potentially classic though the
Hiogicality lets it down, The

m-ﬂm”
be built on though 65
uhmmmm
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Are you bored of games that pose
no real challenge? Mindless
adversaries that can’t fight back?
Dumb nasties who just ask to be

slaughtered?
GODS is a complete departurel

AMIGA POW
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COMPLETE CONTROL

1. RAINEOW ISLANDS

See Gary's Big Rainbow Isiands Guide in
the coming pages for everything you could
gver want 1o know about Rainbow [slands,
as well as lots of siulf that it hadn'l even
enterad your m nd to wonder about

2, LEMMINGS

Save blockers from certain death by
digging the ground cul from under them,
thereby turning them into walkers
Some codes for later lavels are
FUN - OKHMDLCKCY - level 10
HLFLCONEDY - level 20

TRICKY - CONONLIEJ - level 10
OMICGKONEYV - level 15
LILFOCCFT - lavel 20
MCENLLFHFY - level 25
HMGMCOOMFW - level 30

ahead, but don't nsk it any earlier

10. STUNT CAR RACER

If you get siuck in a hole or at the bottom
of a jump, drive slowly up to the wall and
accelerate with boost. This will minimise
your damage

COMPLETE
CONTROL

11. PANG

On the map screen, type WHAT A NICE
CHEAT’, The map should turn purple
enabling you o select any level to start on
{you'll have to be quick, thowgh)

12. PRINCE OF PERSIA

Say goodbye to stuck-on-a-lavel misery by
pressing Caps Lock and ‘L' to skip rounds
(This only seems to work up 10 level 4)

Welcome to Complete Control, the biggest,
best, most definitive and most, well,
complete 16-bit tips section you'll ever see.
In this first issue our very own Stuart
Campbell brings you tips and cheats for
every single game in our All-Time Top 100,
while Gary Penn provides a Rainbow
Islands guide so huge we've had to split it
into two parts (we'll run the rest of it next month). This has to be

ALL-TIME

3. SPEEDBALL 2

Forget aboul spending cash on your
fgam's attributes, just save up and buy
siar players instead

4. SIM CITY one of the biggest, most comprehensive features on a single
Press Caps Lock and type 'FUND' for a game ever run in a British magazine - let us know if you want to
510,000 bonus

see much more of this sort of thing.

In the meantime though, remember - it's your tips that count as
much as anybody's, so get them winging their way through the
post to us now! There'll be prizes for all we use. Send to:
Complete Control, Amiga Power, 30 Monmouth Street, Bath BA1
2BW. (We'll be waiting).l

| i |

T 13. SPINDIZZY WORLDS
= ‘:'_'__]

For more precise control, put your
computer on the floor and hit the space
bar with your foot to brake (it's a good idea
to take your shoes o first)

==y
el

| WISH | HAD MORE TIME
| WISH | COULD RECEIVE 1,000,000

18. ULTIMA V

Search the Crypis carefully 1o find some CREDITS
5. VIRUS magic wands. Also, save all of your | WISH THE UNIVERSE WAS MORE
Pause and unpause the game while characters twice in case of mishaps COLOURFUL

haiding down Enter. Now press ‘C' 1o
ioggle special effects, 'L’ for a free missile
F* for fued, D" for a dema, and ‘N’ to toggle
cheat mode

6. POPULOUS

Try these selected codes 1o later worlds
drawn completely al random from the
depths of our own Encyclopaedia Of
Completely Stupid Words Used By
Programmers And Mo-one Else Ever
TIMMEHOLE

| WISH | KNOW HOW TO USE THE
AUTHOR'S COMPUTER
| WISH | HAD MERCENARY 3 NOW

19. THE NEW ZEALAND
STORY

On the title screen type
DRATSABIWIKNEKCUFREHTOM' (that's
n reverse order, censorship fans) for
nfinité lives, and level-skipping via the
HELP’ kay. If this doesn't work, try De
then ‘W', then ‘FLUFFY KIWIS' for the
same effect

22, PARADROID 90

Don't go around shooting everything
transference is best. Even if you grapple
against a lower-powered drowd, consider
swilching to it to save your batteries

14. NEBULUS

Type 'HELLOIAMJMP' on the tithe scren
then use F1 to F8 to sedect any starting
tower. (With infinile lives)

15. CARRIER COMMAND

Pause the game and type '‘GROW OLD

23. PLOTTING
You're never in much danger of running

HURTUSLOG ALONG WITH ME'. Now you can toggle out of time, so study the screen closely
VERYQUEER immunity with '+ and belore you make any moves, even when
SWATHOLE everything looks clear. Watch out
“ SADDILOW 16. DUNGEON MASTER c-a"l?u a'g:,' for the ceiling formations
SWAKOPPAL For weapon-free dispatching of monsters, soma of them are very sneaky indeed
simply go through a door and stand on the . B

7. KICK OFF 2 other side. When thay Iry lo come through 24. TYPHOON THOMPSON E
Run your fingers along the function keys after you, repeatedly close the door on On the later levels, shoot lots of islands at ]
while playing and $12 or S14 should their heads. Ha! a time. Blast the baddies and therelibese P
appear in the comer of the screan. You many spriles in the waler you won't be L
will now be able to substitute cne of your 17. RICK DANGEROUS I 20. THE SENTINEL able 1o fail 1o pick up a load o
players for the opposition goalie. You can Enter ‘POOKY" on the high score table Borrow a close friend’s brain, you're gaing =
do this twice, by which time the chances Mow on the level select menu you will be to need a spare one 25. LASER SQUAD m
are the replacement keeper will be rather able to choose between full-length or On the tougher levels, forget aboutbuying 3
on the crap side shortened versions of the game 21. DAMOCLES armour. It won't do you much good and

On Midas reference 577-341 you can find the cash is better spant on good =z
8. FALCON a pyramid which contains a magic crysta weaponry. When shooling at things, »
Hoid down X', 'CTRL' and Shift for To use it, you'll need the book from the always use Auto fire <
in-flight re-anming trader at Eris Capital City (13-15). Reading i

the book while in possession of the crystal 26. KLAX ©
9. INDIANAPOLIS 500 will allow one wish to be granted. You may  Simply press ‘4’ during the game 1o go e

Always put 10 gallons of fued in for like to try some of the following wishes straight to the final wave

qualtying, and always have the
turbocharger set 1o maximum. You can
turm it down to save fuel when you're well

{And then again you may not, bul quite
frankly | don’t give a hoot either way.)
WISH | HAD A CHEESE SANDWICH

Over the page we've got a giant Rainbow
Islands guide. For the rest of the 100

TURH TO PAGE 61

©
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ainbow Islands is packed with 50
R much siuff that even died-in-the-

wool Rainbow experts haven't
seen il all = until now, thal is

First off thowgh, and to get you into

the swing of things, we bagin with the
story behind Rainbow [slands, as
fransiated from arcade manufacturer
Taito's original blurb. I's all thrilling stull
(though goodness knows whal ‘Super
Drunk’ is exactly meant to mean). A word
of wamning though — some of the English
i5, 1o say the least, ‘unusual...

THE STORYLINE,

JAPANESE STYLE

Digest on the previous game, Bubble
Bobbie’

Bubble and Bobbie, who were furned
info '‘Bubble Dragons' by a wizard, went
info the cave of a witch seeking their
swegthearts, Belty and Patty. After a long
battle and finally getting ‘Super Drunk’,
they could not believe their eyes when
they saw their Mom and Dad.

‘Dad! And Mom!..."

Big tears were coming out of Mom
and Dad’s eyes. Bub and Bob were so
happy afier saving them, not only Patty
and Betty, but also their Mom and Dad. All
of a sudden, they were back o normal
again

God, thank you..."

But they were nol completely satisfied
unil they found the real enamy, who
furned their parents into “Super Drunk” and
confrolied their minds. There is a real
anamy still hiding and waiting for Bob and
Bub. They knew thal sooner or later they
had to face him

Many years have passed. Bubby and
Bobby grew up to be fine boys with power
of ‘Magic Rainbows’ given by Mom and
Dad. When they went back to their birth-
place to search for ireasures, they became
involved in a mystery. They went o look
for the real enemy, ‘Prince Of Darkness’,
He has a large foliowing who are in Bubby
and Bobby's way. The final day lo face the
Prince Of Darkness came. Why don't you
play the game to find out? The secrels are
waifing fo be discovered. There are many
puzzies you can chatenge! Who will be
the real winner?

To be honest there can't be a ‘real
winner' in the Amiga conversion of
Rainbow Islands ('l explain why in a
minute), but that's not 1o say it can't be
completed - it can, in one of two ways
The problem stems from the fact that
when Grafigold started working on it they
realised a few compromises would have 1o
be made. Apparently the team originally
implamented everything that was in the
coin-op, but found they had 1o drop quite a
bit of it due to memory restrictions (and
considering the arcade original has over
2Mb of graphic data alone, you can begin
io appreciale the reasons whyl)

TAKE CONTROL OF

RAINBOW ISLANDS

To kick off our tips section, what could be better than the biggest
damn guide to the ins and outs of a game you've ever seen - and
what game would make a better subject than our All-Time Fave-
rave, Rainbow Islands? Welcome, then, to Part One (the rest comes

next issue). Your guide, Mr Gary Penn...

MEET BUBBY AND BOBBY

In the finished Amiga version, then,
there are seven Islands fo conguer,
whereas the coin-op had 10. This is why
you can'l have a ‘real winner - the
Japanese plol thingie was referring to the
fact that these final three islands ("secrel’
istkands, if you will) anly rose out of the
water at the end of the game if the player
was in possession of all seven large gems
on completion of Dragon Istand. There are
no secrel islands in this version, 50 no
‘real’ victory, The missing three are
Magical Island (with an obvious theme),
Darius Island (with features and graphics
from the eponymous Taito shoot-"em-up)
and Bubble Island, which (in keeping with
the stary) has features and graphics from
Bubble Bobbie - bubbles rising up in front
of the screan is one we remember. (This
feature has actually been implemanted in
another form in the Amiga version as one
of the Specials - see the next issue)

Along with the final three islands
vanous other interesting features went
missing from the Amiga version of the
game. One of our favourites was the
peculiar special weapon found in the
Sacral Room at the end of Danus Island. it
comprises two rainbows, made from the
firs! four colours of the rainbow (red,
orange, yellow, graen) and turned through
90 degrees, which shoot out from each
side of Bubby and zoom off the screen
(And that's on lop of the rainbow magic
you've always got!)

The observant among you will have
realksed that there are only saven colours
in the rainbow, sach one redating 1o one of
the first seven islands, 5o what's the score
when it comes to the final three islands?
Simple - rather than get lange gems for
collecting seven smaller ones, on these
istands Bubby or Bobby receive a Copper,
than Silver, then a Gold mirror instead. So
NOW you know.

HURRY!
Bubby or Bobby musin't dawde, for
the islands are slowly but surely sinking
Should Bubby decide o hang around for
too long, a waming sounds and the
‘Hurry” message appears (the time it

The boys begin with three lives each. An extra life is awarded when
100,000 points are scored, and a second extra life is given for acquiring
1,000,000 points. Thereafter any extra lives are not score-related. Bubby
and Bobby can have a maximum of nine lives each, not including the one

they have in use.

Bubby and Bobby are very versatile fellows with many talents. The
following skills are amongst their repertoire...

WALKING They strut al one of two speeds - normal at first, then
faster when the Magic Shoe is worn. Mot only can Bubby and Bobby
walk on platforms or rainbows, they can bump inte snemies too - if
the chaps are invincible at the time, that is!

JUMPING The boys' jumping ability extends to 10 different helghts.
The length of Lime the jump button is depressed (or the joystick is
held in the jump position) determines the helght of jump. Bubby
and Bobby always jump at least their own height (20 pizels),
stopping only when the maximum of 64 pizels is reached.

FALLING Bubby and Bobby are tougher than they look. They can
tall any distance and not got hurl - well, unless they land on an
snamy or in the water, that is. To slow their descent the boys flap
their arms like birds, and this allows them to be stesred slightly as
they fall. When falling is often advisable to hold down the jump

button [or the joystick in the jump position) so that should Bubby or Bobby land
on & rainbow they will jump off it rather than break it.

takes varies from Round to Round). Eight
seconds later the waler nses

The frick is not lo panic - you see, the
waler scrolls slightly down with the screen
in its early stages of flow, allowing vital
seconds to save yoursell,

RESTART POSITIONS
The numbers at the right-hand side of
a Round reprasent Restart Positions. This

FIRING RAINBOWS As
you know, Bubby and
Bobby were given the
power of Magic
Rainbows. This means
that both boys are
capable of throwing a
Magic Yellow Star which
leaves & rainbow in its
wake. Special potions
increase the speed at
which the Yellow Star
weaves its magic and
also its strenglh,
allowing more than a
single rainbow Lo be
ereated with one throw.
The star explodes once
it has lormad its last
rainbow.

means that should Bubby die with lives
remaining he is returned 1o the last Restan
Position passed in the Round. The boys
flash invincible for five seconds when they
reappear, so take advantage of the
situation and go wild

The place whera Bubby dies affects
the time remaining before the ‘Hurry!
message appears. A percentage of tha
Round's overall time limit is used, based
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on the last Restar Position passed. If
Bubby dies having just passed Restart
Posation 1 than he has B0 per cent of the
overall Round time lo get to the top. The
time given from Restart Position 2 is 50
per cenl, and finally 30 per cent from
Restart Position 3.

GEMS

Enemies crushed with rainbows leave
behind Gams where they land. The Gem
stays on the screen for only three seconds.
It is possible 1o caplure a creature with the
edge of a rainbow and break it 10 get a
Gem, but this is difficult and more often
fhan results in the rainbow breaking and the
Gem being collected. Gems are worth 700
points each, but they are really worth more
than that as you will see...

HOW TO CHOOSE YOUR

GEM COLOUR

The screen is split into seven invisible
vertical zones — one for each colour of the
rainbow. Depending on where a beaten
enemy lands determines the colour of the
Gem it leaves behind. For example, a
dead enemy falling to the far left will leave
a red Gem. Unless of course it's one of
every third aken, which as we all know
becomes something special.

Collecting the seven differant-
coloured Gems results in the Completed
message being displayed and an axtra lile
given. A special 100,000 bonus Gem is
then thrown out of the chest in the Boss
Room (provided the first Gem Bubby
collected wasn't red)

The difficult bit is gauging where the
Gem will fall. It's worth noting that Gems
bounce off the sides of screan. Also,
beware of getting blocked in’ by gems
whan a colour you don't want happens to
fall in your way.

BONUS OBJECTS

Bonus Objects left lying around the
islands include fruit, vegetables, cakes,
sweals and, less often, freasures. They
disappear 20 seconds after they were first
viewed

Thare's a sequence of B0
increasingly valuable and
ditferent items ranging from

the Grean Pepper, which is
worth 10 points, to the
MMoney Bag, which is worth
10,000 points.

Note that the dinky little scores that
rnise up in the air when you collect bonus
objects appear in rainbow colour
sequence — a neal louch,

Other items found lying arownd

include the Yellow and Red Magic Stars,

and Red Pots, which aren't left about often.
All three behave the same as thair Feature
counterparts (see FEATURES next month).

HIDDEN BONUS

OBJECTS

Some Bonus Objects are hidden in
the strangest of places. The magic of the
rainbows thrown in front of bushes or on
the tops of platiorms or @ven in mid-air can
cause Bonus Objects 1o appear - if they
were hidden there in the firs! place - i
sequence. 50 don’t be afraid to throw a
few rainbows around randomly, especially
on Insect Island. On Round 28, the final
one, all hidden objects are money bags.

Whenaver a Hidden Bonus Object is
collecied it lorces the next Bonus Object in
the sequence to appear next. This
sequence wraps around back 1o the Green
Papper onca the Monay Bag is collected.
When Bubby dies the sequence restans
from the Green Pepper.

A maximum of 10 Bonus Objects can
axist on screen at once. No more are
produced unless any other bonus objects
of enemies are removed. When the
‘Hurry!' message appears, all Hidden
Bonus Objects disappear.

There are some Special tems to
collect which make all hidden objects
appear in one particular form, such as
Money Bags or even explosive Red Stars.

GOAL IN!

When Bubby or Bobby reaches the
top of the first three rounds of an island, a
small magic chest throws out 16 bonus
items (from a selection of 32), each one
worth 500 points regardiess of its type.

THE INHABITANTS OF
RAINBOW ISLANDS

The inhabitants start in a happy state,
though not happy enough to welcome
Bubby and Bobby with open arms. After
12 seconds (less on later islands) the
creatures get angry. They also get angry
when trapped by a rainbow, or when the
"Hurry!’ message appears — @very anemy
generated thereafter will be angry.

Sometimes creatures stray 100 far off
the top or bottom of the screen. They hang
around for approximately five character
lines before disappearing for good, which
means they can still be killed even though
they can't be seen on screen. Similarly
Gems or Bonus Objects can ba collecied.

Killing any single creature (other than
a Boss) is worth 1,000 points. Killing more
than one creature simultaneously causes
the points 1o mount up, as indicaled by the
large numbers thal rise up the screen. The
best way to kill more than one enemy at
once is via clever rainbow traps or by
exploding Red stars.

Two creaturas killed simullaneously
are worth 2,000 points, three are worth
4,000 points, four are warth 8,000 points,
five are worth 16,000 points, six are worth

COMPLETE CONTROL

ainbows are far more versatile than they look. They can be walked on,
jumped from, used to trap or remove creatures and objects, used as
protection to deflect the flying beasts or broken to crush enemies or

objects that happen to be lying below.

A freshly thrown rainbow stays on screen for approximately 12 seconds
before its magic begins to fade and it flashes for a second and disappears.

A maximum of 12 rainbows can be on screen at once, which is enough to
allow complex arrangements to be built. The appearance of any more rainbows
causes the oldest rainbow to dissolve. However, there are two main exceptions
to this: throwing a strip of two rainbows with three bands already on screen
causes the oldest band to disappear, as does throwing a strip of three rainbows
with two bands of three already on screen. it's up to you whether you prefer to

play with fast single rainbows or slightly slower multiples.

RAINBOWS (AND HOW TO USE THEM)

When extra height is required, make
a rainbow stairway and walk up it.
This comes in handy on the later
islands which are platform-starved.
Bubby's height of jump is increased
when he leaps off a rainbow.
Jumping off a rainbow is worth 10
points.

Shoot rainbows and break them
almost simultanegusly by jumping
into the rainbow as soon as it's
thrown. This is useful when it comes
to dealing with a Boss, as it counts as
two hits - one from the Magic Yellow
Star and the other from the broken
rainbow.

The Magic Yellow Star which
produces the rainbows can be used
to hit creatures or collect objects.
Hitting a creature with the rainbow-
producing Star results in a Bonus
Object being left behind (see BONUS
OBJECTS).

Jumping on a rainbow causes it to
crumble and fall, crushing or
collecting anything below. Any
rainbows connected to it will also fall.
This quirk allows Bubby to attach a
fuse of sorts to a form of rainbow
bomb. Each rainbow crushed is worth

10 points.

The same result can be achieved
with a different technique. Throw a
rainbow so that the top of it touches
a creature or object, then break the
rainbow to collect the object or
effectively crush the creature (and
thus produce a gem - see GEMS).

Finally, bear in mind that most creatures are so dense - or consumed with rage
= they fall into rainbows. Take advantage of this by laying traps.

32,000 points, seven are worth 64,000
points, and aight creaturas killed
simullaneously are worth a massive
100,000 points.

A maximum of 16 objects (not
including rainbows) can be on screen at
onca. This could ba a maximum of 16
creatures or a minimum of six if other
items swch as bonus objects are lying

around. This obviously has its advantages.

In general, the inhabitants are
generated from above Bubby, so keep his
head covered as often as possible, either
with platforms or rainbows.

BOSS ROOM

The end of the fourth Rownd of an island
doesn't have a ‘Goal In'. Nope, instead it
has a Boss Room in which the big Boss of
the island resides. The big Bosses are
hardy creatures and unlike their smaller

kin they require many hits to destroy them.

The Boss' energy is shown as bars at top
of the screen.

Take advantage of the fact that the
Boss doesn't move for a couple of
saconds when Bubby first enters the room
The best irick 1o play on a Boss is 1o lay a
trap of rainbows. As the Boss moves =

HImOd YOINY
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inta it, break the chain - any rainbows
touching the Boss will deplete its energy
by a unit

Remember 10 crush any unused
rainbows, otherwise Bubby may find
himsalf walking on them and end wp in
mid-air with no place to go but Rainbow

ROUND 1. 55 Seconds

BABY WORM

P

MINOSUKE

ZenChan

MOTES: The Minosuke,

or Bag Worm, only
appears once in the entire adventure. It
comes encased in a chrysalis hanging

@ from a thread, from which it blows
E bubbles. In this state is safe to touch.
However, when either Bobby or Bubby
: nears the Minosuke drops down o
= become an angry Baby Worm
: S
F
s Eh' uru Pury
S HIVE Furu Puru
o NOTES: The Hive drops
o _ down from off the screen
o TP and releases Bees. IU's first
o encountered on Rownd 2 where it releases
E two Bees. On Round 3 it releases three
P, Bees. IU's wise 10 leave the Hive to release

its Bees then quickly destroy it for the
benefit of an extra enemy.

O

Istands heaven

With the Boss out of the way a large
magic chest drops to the floor, Like its
smaller counterparts found at the and of
first three Rounds of every island, this one
throws out 16 bonus objects. There's also
the added bonus of a large bonus item

NOTES: The baby of the Boss is a incky
litthe dewvil. It homes in on Bubby and
Bobby's position, spinning webs up the
screen 1o follow them when they are
above it. When Bubby or Bubby is on the
same level the Spider bounces left or
right after them.

g W BEETLE

NOTES: When Bubby or Bubby is above
an angry Beetle it fies in straight lines
atter them. Otherwise the Beetle drops
down 1o their level. The Beetle gats angry
quite quickly but doesn’t re-evaluate the
bays' position very often. It's also capable
of climbing over rainbows.

CROW
MOTES: The Crow
5 o hatches from an Egg,
e s
It stops regularty 1o

check the boys’ position

worth 100,000 points, which makes wp for
the fact that the Boss isn’t worth any
points at all

Mote that even in the Boss Room
Bubby isn't safe from drowning! Atter 45
seconds the Hurry!" message will roll
across the screen, then eight seconds
[ater the waler will risa

SECRET ROOMS
Collecting all the gems in the correct
order — thal's in the rainbow sequence

ROUND 3. 60 Seconds

BIG MOM SPIDER
BOSS

She stands between
Bubby and Bobby and
the second island. She's
asleep at the top of the screen (her eyes
are closed) when her room is first
entered. She awakens as she drops
down from her web then bouncas after
you. The best trick is to throw as many
rainbows as possible beneath her before
she drops. When she hits the rainbows,

77—~
i v R

from red through to violet - not only results
in a Completed bonus but also allows
access o a Secret Room. When you
reach the end of an island (thal's every
fourth Round) a Silver Door appears in the
Boss Room. Avosd the Boss and touch the
entrance 1o appear in the Secret Room

el T b T

There's more to entering a Secret Room
than meets the eye. Look al the top of the
screen — those hieroglyphics represent the
cheat modes (see |F AT FIRSTin the final
section). How claver,

SECRET ROOM FEATURE
Magic Shoe: Permanent
Fast Walk

AT AT T A

e

| 1
FOE D

AL

FEFREERRE
= i

ROUND 4. 55 Seconds

break ‘em. Walk back and forth across
the screan as she bounces, unleashing
and breaking rainbows in the process.
Alternativaly, a fully-equipped Bubby can
go straight to the top of the room and
throw four successive strings of rainbows
at her. She should be dead before she
even gels a chance to awake




J INVADER This is

Ctually

the original
der. J

ZENCHAN Generally
= walks back and forth
along platforms, turning
only when it reaches a
ckage. Unless :
which e it falls down holes and
turns to walk in Bubby's direction. On
later islands the ZenChan always
falls down holes, regardless of mood
It's also capable of walking over
rainbows, so watch out. Tha
ZenChan first appears as the Baby
Warm on Insect Island

HI DE GONSU It behaves
pretty much like the
ZenChan only it fires. The
Ife expectancy of the
projectiles — the distance they travel -
ases on laler islands. The ‘older’ Hi
De Gonsu will fire in Bubby's general

direction, then
him. The Hi De Gonsu first 2
Tank on Combat Island

BANEBO It bounces
horizontally towards Bubby,

wait untll Bubby n
Banebo first appears
Insect Island

PURU PURU The least
dangerous of the flying
the Puru Puru

vious patiem

at approwimately 30 degrees to the

horizon. It tums only when it collides with.
d scenery. The Puru Puru

appears as the Bee (and the Hive) on

Insect Island

COMPLETE CONTROL

SECRET ROOM
FEATURE

Red Pot One: Permanent
Double Rainbow

much ke the ZenChan and

Hi De Gonsu. Initially the

Maitta fnre: a single projectila
entually it fires mo

1"|ruu|._,.h pl beware T"E| 1::|'.ta
first appears as the Gun on Combat

Crow (and the Egg from which it hatches)

DAUNK It only appears on the last three
Islands - of the onginal arcade on

HIMOd VOIWNY

AWK
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ROUND 9. 90 Seconds

FRANKENSTEIN
e i 1)
WEREWOLF
ﬂ: ﬂ- Hi De Gonsu
LHNOTES: Wanders

back and forth on its
platform, stopping to shoots
a single fireball across the

width of the screen in Bubby's
general direction - and that's
regardiess of whether he's on the
same horizontal line or not.

SKELETON
Banebo
OTES: It starls

lite as a skull on the ground =
until Bubby gets close enough
whereupon it springs into

action. The Skeleton attempis
extra high jumps whenever Bubby
gets above il.

Monster
NOTES: It

ROUND 10. 105 Seconds

hangs upside down until Bubby
comes into range whereupon it flies
after him. In many respects it's not
much worse than the Crow.

. g DRACURA
I.! *% Monster
» L NOTES: He slaris
as a pink bat then
lmnslu rms into
i i Dracura when he

gets close enough 1o Bubby. He then
infrequently fires a lightning bolt in
Bubby's general direction.

GHOST
r“-?l Invader
NOTES: It's not

quite like the Invader as it
Emuves at 45 degree angles,
but it's similar enough.

BIG DRACURA BOSS
He's one of the worst
Bosses you are likely to

meet. Dracura moves very
much like his smaller
brothers, only when he stops to re-

ROUND 11. 120 Seconds

evaluate Bubby's position, he shakes
his cape to let an arc of six big bats
fly out in Bubby's general direction.
Shoot them. Dracura moves lowards
Bubby in a straight line. The best
advice available is keep moving
around the outskirts of the screen,
laying traps as you go. Actually,
because of the slightly smaller
screen, this Boss Room is marginally
harder than the arcade original.

SECRET ROOM
FEATIURE

Yellow Pot: Permanent
Fast Rainbow

MONSTER
ISLAND

All 42 Specials are revealed (and you just won't believe the things some of
them do). Plus! The final four islands AND all the cheat codes. Don't miss it!




WIN THIS HARO
MOUNTAIN BIKE!
i

THIS ISN'T YOUR AVERAGE MOUNTAIN
BIKE IT'S PROBABLY THE BEST YOU CAN
BUY AT OVER £1000! THE HARO COMES
FROM THE US.A. AND IT COULD BE
WHEELING ITS WAY TO YOU IF YOU....

CALL 0898 224872!

GET ON VIDEO
WITH A SHARP
CAMCORDER!!

YOU'VE BEEN FRAMED!! OR AT
LEAST YOU MIGHT GET TO BE IF
YOU WIN OUR FAB CAMCORDER!
PUT YOURSELF IN THE PICTURE
AND CALL... 0898 101952!

_WIN THIS QUAD!

THIS AWESOME PETROL DRIVEN QUAD IS JUST
THE THING FOR HAVING FOUR WHEELED FUN
IN THE SUN!! POWERED BY A 50CC ENGINE IT
CAN BE RIDDEN BY ANYONE OVER THE AGE
OF 5 YEARS, AND IT COULD BE YOU IF YOU

CALL 0898 101963
L SRR R

CALLS COST 33p (CHEAP RATE) AND &4p (AT ALL OTHER TIMES) PER MINUTE INC. VAT.
FOR DETAILS OF WINNERS SEND AN SAE TO PEPPERONI LTD., PO BOX 1640, LONDON NW1 BNG.
PLEASE ASK YOUR PARENTS" PERMISSION BEFORE YOU CALL AS THE AVERAGE CALL LENGTH 15 5.5 MINUTES.

AMIGA POWER MAY 1991
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LEISURE
GENIUS

o THENAME SPEAKS
FORITSELF

Leisure
Genius

SCRABBLE DE-LUXE CLUEDO MASTER

|
DETECTIVE i
|

also available:

MINDSTRETCHERS teaturing
SCRABBLE, MONOPOLY, CLUEDD on
Spectrum, Amsirad and C64

|
|
l
and: CLUEDO ‘
I

on Spectrum, Amstrad and C64

MONOPOLY DE-LUXE

DIPLOMACY
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27. SWIv
Pause the game and type 'NCC-1701" for
infinste kves

28. INDY JONES
ADVENTURE

Ta get the Grail diary, pick up all the
rubbish on your desk. To gel the bottie of
wine in the restaurant, read the label

29. F-19 STEALTH FIGHTER
For practically all missions, carry as many
Mavericks as possible, along with some
Sidewinders for maximum massacre
capability. Also, if the enemy are giving
you a hard time, tand near a runway and
taxi to the edge of it (but not anto i), then
shut down Your EF:] nes and wail

Bizarrely, thes will cause the enemy fo get
bored and clear off

30. E-sMOTION

To get the secret bonuses

BONUS 1 - Complete a bonus level with
the last digit of the timer showing a three
BONUS 2 - Collect four pods in a row
without creating any new balls

BONUS 3 - Collect the last blue pod of a
bonus level first

BOMNUS 4 - Complete a level without ever
wrapping around the screen

BOMNUS 5 - Complete a level without ever
rotating right

31. CAPTIVE

In the earlier stages, brute force is your
best friend. It's a good idea then, to trade
your dflﬁld:,‘- expanence pomnts |C|." brawl !'Ig
skills and simply clobber all the opposition

32. POWERMONGER

Don't kil all the sheep. Mo, really

33. XENON 2

Da it to them belore they do it to you

34. PUZZNIC

Assume the illogical, the right move in
Puzznic is very rarely the most obvious
ong. If you start a level by taking the

miast rosndabout routes to blocks, you'll
maore aften than not lind th ngs fall quickly
nio piace

35. SUPER OFF-ROAD
RACER

Win every race by the narrowes! margin
you can. (Sit just in front of the line until

the computer cars are about to catch you)
This will make the opposition skower in the
naxt raca

36. F-29 RETALIATOR
Landing can be a real bitch in this game,
50 when you complete a mission, simply
fiy over your base and eject. It cost you
some points, but who cares about points?
Besides, it's fun to watch the plane as you
parachute down, and even more fun when
you realise you can still control it! To be
realty, REALLY clever, sject high up then

turn the plane round and crash into
yoursell. Laugh? | nearly donated my
kidneys to medical resaarch, by accident

37. VAXINE

In the coursa of play type
WILDEBEESTE’, then F1 and F3 wil
advance you one and ten levels
respectively, and F2 and F4 will go back
avils in simalar style

38. INTERPHASE
During play type ‘Fenny’ (with a capital 'F')
1o access the ‘cbject viewer ulility

39. CASTLE MASTER

To kill the ultimate baddie, wipe out all the
other spirits in the castie first, then shoot

him in the forehead. Incidentally, if you
can't find any spirits in the dungeaon,
think rodent

40. CAR-VUP

Enter thase codes on the !"Igh scorg lable
PUSSYCAT - To give you nine lives
BUMPER - Equips you with a bumpser at
the start of every level

ARMNIECAR - 100,000 point bonus
WORARRGGH - Gives you a Speed Turn

s

WHOOPSIE - S1art on the Prehistonc
level

Ll THIE

41. SUPER HANG-ON

Enter “750J" on the high score table to be
an altogether more formidable proposition
on the road

42. PRO TENNIS TOUR 2
Change your name to ‘Dorothy’, itll help
you identify with your player betler, (Hey
it's a brand new game, you don't want us
to spoil it for you, do you?)

43. STARGLIDER 2

Start the game, press 'F, slow your craft
to a standstill, then press ‘DEL’ 1o pause
MNow type "WERE ON A MISSION FROM
GOD' and press 1

From now on

prassing "K' will arm your ship with enough
weaponry 1o decimate maost ol the free-
thinking universa. (You fascist.)

44, SHANGHAI
It you can possibly help it, don't move tiles
which you can see three of

45. LOTUS ESPRIT TURBO
CHALLENGE

Define the player names as "MONSTER'
and ‘SEVENTEEN' for an especially
rocky ride (chortle!)

e e g Tl i

» =

Alternatively, define as ‘'FIELDS OF FIRE'
and ‘IN A BIG COUNTRY" and qualify
without even trying!

COMPLETE CONTROL

46. OPERATION STEALTH
To escape from the cave, operate the
stones on the ground then use the ropes
on the metal object. Operate the ground
{7) to find the pick-axe, then operate the
pick-axe where the fresh air is coming
from until there's a hale big enowgh for you
to walk through

47. WORLD CLASS
LEADERBOARD

Wear some plus-fours while playing the

game. It won't improve your scores, but it
WILL make every game a much more
fulfilling experience

48. ARKANOID 2 -
REVENGE OF DOH

Hodd down the left mouse bution while the
game is loading for an odd little
commercial break

49, BATTLE SQUADRON
Star the game and type ‘CASTOR' for
imancibility. F& to F10 will now choose
weapons, and F1 1o F5 will vary your
WEapon power

50. TOWER OF BABEL

When collecting klondikes, turn the
grabber to lace them and programme it
with fire, right, right, right, right, and fire
again. The game will think you've collected
two klondikes, 5o each level is now only
hall as much trouble

51. WINGS
See 'TV Sports Football

52. CADAVER

In leved 3, il you go o the Royal Court and
touch Wulf, he'll give you a quest. Fulfil the
quest and return, and he'll give you
another quest and a new key 10 help you

cope with those locked-door blues

|
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THE ONLY WAY TO

GET THE MOST
OUT OF YOUR AMIGA

Contains all i\

this and more...

The Amiga's History

Software Creativity guides for beginners and experts:

Word Processors = DTP = Graphics » Digitisers = Scanners « Music =
Databases = Spreadsheets = Accounts » Video » Education = Multimedia

The Amiga Inside and Qut:

Beginners * The Chips » Easy Workbench and CLI » Hardware Upgrades
* Printers » Programming Languages » Games Programming »
Communications » Emulators » Odd uses for the Amiga

The Public Domain Scene
Workbench: Top Tips for Software and Hardware
Gamebusters: 100 top games tipped

PRIORITY ORDER FORM

Please send your order as s00n as possible to avoid disappointment

Yes, | would ke to order « - ccceaa- copy/copies of
GET THE MOST QUT OF YOUR AMIGA at the recommended price of £9.95
[Please add £1.45 per copy to cover p&p.)

Yes, | would kike to order _ _ _ . ... copy/copies of GET THE MOST
OUT OF YOUR AMIGA plus two disks at the recommended prce of £13.95.
(Please add £1.45 per copy to cover p&p.)

Get the Most out of Your Amiga has been hand crafted
by Amiga Format's Editor Damien Noonan to be the
most complete guide to using the Amiga.

In 172 information-packed pages it aims to provide
advice on all aspects of the Amiga scene: what soft-
ware to buy, how you can get it free through the PD
libraries, how to solve those tricky technical problems,
where you're going wrong with a game you can't beat.

You can get all this for the bargain price of only £9.95,
Alternatively, for a mere £4 more you can also have two
880K disks absolutely packed with the most useful
utilities and the most entertaining programs, carefully
picked to be the essential collection from the PD and
elsewhere.

Start getting the most out of your Amiga!

| wish to pay by Access/Visa®
("piease delete as approprate)

W payng by chegue, please enclose payment with thes card m a sealed emeslope addressed to: AMIGA FORMAT Book Offer, FREEPOST, Future Publishing Lid, The Old Barn, Somerton,
Somerset TAL1 TBR, (No stamp is needed i the lefter is posted in the UK.) Please allow wp to 28 days for delivery.




¢ Your computer is
B0 the only teacher
which YOU CONTROL m

Whatever your age, whatever your subject
- let your computer help you learn.
Subjects include ...

French, German, Spanish, Italian, English
History, Geography, Science, General Knowledge,
Football, First Aid, Sport, England, Scotland,
Natural History, Junior Spelling and Arithmetic

Available for most popular
home & business computers

Kosmos are specialist producers of Educational
Software designed to help you enjoy learning from your
computer. Our programs even allow you to add your
own lesson material.

Write or telephone for a FREE 20-page BROCHURE

of our Educational & Leisure software
Piease state your computer type

Kosmos Software Lid, FREEPOST (no stamp needed)
DUNSTABLE, Beds. LUS 6BR
Telephone 05255 3842 or 5406
o | §Tly 1RO SRR AR Ry 000
il o Il HEl 1 v
A \\\ 'iﬂ“ .n!uili !IJ'] ﬂ
E

hfﬂ‘ ] ffl Kis4

P D. SOFTWARE TO ORDER 20 DISKS ONLY £19.00 OR £1.50 EACH

£ THE PHANTOM
DISK lll‘!!'l

£5.00
- Off All

Full Price Games

SOFTWARE

Budget Software is not included in this offer

£4.95

FOR TEN D/S D/D DISKS

005 LY-00SY SIAIHG OUYH - SIAIHA NSIO - SHILMIE

CYB COMPUTERS LTD TACKY MAP! -§~

9 CROWN PARADE cye e g

CROWN LANE A

MORDEN, SURREY b4 e o
SM4 SDA. o i e
TEL: 081 542-7662 F

DFSK BOXES-PRISTER RIBBONLCARTS-MEGA DRIVE GAMES-MEGA DRIVES-X-COPY-PRINTIRS - ZHD DISK DRIVES. HARD DISK DRIVES. JOYSTIC

FIHVALIOS TYHOILYING F 30VHDLN AHOWIW OSTY -

THE PHANTOM DISK NICKER I5 A REAL PERSON SO LOOK OUT HE'S ABOUT!!

{Including the locked-door-to-the-fourth-
level bluas)

53. BUBBLE BOBBLE

It playing in one-player mode, you may
find that your 5 credits are wasted, To
make better use of them, plug 2 joysticks
in and when player 1 is about 1o lose his
last life, press player 2's fire button, Play
normally, but every time you are about to
die, continue using the ather player, and
you'll get a lot more screans for your
mon E','

.:Eﬁl. LEISURE SUIT LARRY

When you get your divorce papers, read
them belore you give them to Patti to save
yourseif some embarrassment (and gain
SOme poanis)

55. ARCHIPELAGOS

Al the start, choose level B421 then press
Enter twice, fo select any island from 1 to
99499

56. HELTER SKELTER
Some level codes

SPIN - lavel 1

FLIP - e..e|2

GOAL - level 41

LEFT - lavel 51
TWIN - level 61
PLAY - level T1

57. BOMBUZAL
Some more level codes
ROSS - level B

SINK - level 28

IROMN - level 40

TAPE - level 52

RING - level 64

SPOT - level 76

OPAL - lavel 88

SAFE - level 100
LAMP - level 112
EYES - level 124
MYTH - level 148

58. BATTLE COMMAND

Use the exlternal views as much as you
can, as they'll give you a much batier idea
of where attacks are coming from

59. THE KILLING GAME
SHOW

It might not seem like it, but the key to
success in The Kiling Game Show is
mapping. if you leam all the atlack
patterns and platform formations, you'd
have a tougher time falling out of a tree
than you would completing this game. And
that’s all the help you're gefting, to make it
any easier I'd have to come round 1o your
house and do it for you. Next!

60. IK+

COMPLETE CONTROL

Whenever you get knocked down, press
Space foliowed by the fire buttcn. You will
be invulnerable for the rest of the round

61. WARHEAD

To evade missiles, the best bet is to fly
away backwards in front of them at a
range of about 3000m. (The second best
bet is 1o stay salely encamped in Solbase
for the whole game and walch the telly.)

62. F/A-18 INTERCEPTOR
For extra missions, type 2 to get into fres
flight, then before choosing your plane
press ‘6. 7, '8, or ‘9. You can (indeed,
you have 1o) work oul the rest for yourself

63. FUTURE WARS

To rescue the King's daughter, you mus!
first enter the monastery... (Enigmatic,
aren't wa?)

64. NIGHTSHIFT
Yel more level codes
{B=Banana, C=Cherry, L=Lemon
P=Plum, A=Pineappie)
CBBL - level 2

BCAP - level 3

ALAP - laval 4

AALC - level 5

CPPA - level B

ABAC - level B

LBPP - lovel 10

CPBP - level 12

ACPB - level 14

65. SILKWORM

Hold down ‘HELP' and press fire o start
the game. This should give you infinite
Ives and level-skipping wilh the keys 1-0
If it doesn't work, access the control
salaction screen and type SCRAP28 then
Return, and truely Robert should indeed
be your uncle

66. MIDWINTER

Don't bother with all that tedious faffing
around with recruitlment, just head straight
for the enemy HQ with some dynamite and
niroduce them to Mr. Huge Explosion

Also, il you stan every game by clicking
the mouse in exaclly the same place on
the *START' screen, every game will be
sl up isentically

67. PACMANIA

Oh come on, be serious!

68. KID GLOVES

Pause the game and type ‘RHIANNON'
MNow F8 gives you loads of cash, F6 takes
you to the shop, and F8 loggles
imvulnarability

69. PROJECTYLE
Use the scanner to pick up off-screen
freeze capsules. In your own zone, hang

around the goalmouth until someone takes e
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AMIGA POWER

a shot. This should give you a chance to
get the ball straight into the funnel in the
shostest possible time, while decreasing
the risk of conceding goals

70. BALANCE OF POWER
1990

Lisien to your advisers. You CAN win in
situations they don't like, but it's not worth
starting WW3 for, which is frequently the
outcome

71. RICK DANGEROUS
Enter "POOKY" onlo the high score table
to stari from any level previously reached

72, LOOM

Listen carefully to the Guild Of
Glassmakers. Thay cast spells which you
can hear and then copy for your own use

73. ROCKET RANGER
Don't ask me, | can’t play the bloody thing
to save my life

74. ST. DRAGON

Press Caps Lock during play and type
DECAFFEINATED", then press Retum
and Caps Lock again for invincibility, Or, if
you'ré nol a complede jessie, type Caps
Lock, WHATS WRONG NEVER SEEN A
GUY WHO SLEPT WITH A FISH
BEFORE", Return and Caps Lock for
nfinite lves. For a bit of a giggla, replace
the words in quotes with | HATE THE
RADION ADVERT or 'KYLIE'. Finalty, for
a real challenge, complede level 1 without
shooting anything except the end-ol-lave
robot cow. (Use your taill)

75. ELITE

On the protection screen, enter 'SARA’ as
the word from the manual. At the second
attemnpt, proceed with the protection as
normal, and you'll then be able to ‘poke
certain values 1o increase your cango and
'l'-éﬂ{'.‘llﬁl'l'Y IJ',' press "Ig o 2] the astensk)

76. QUARTZ
When your anangy gets low, simply stand
still and don’t fire 10 build it back up again

77. FLOOD

Even more level codes
LONG - level 4

GRIP - level B

VINE - lavel 12

GRIT - level 16
POOL - level 20
QUID - level 24

HEAD - level 28
PINK - level 32
BRIL - level 36
SOAP - level 40

78. BUGGY BOY

The only way to really big points is lo hit
the flags in order, 50 g0 oul of your way to
el the nghi colours The same appues o
extra time flags - if you know where they
are it doesn’l take any mose time to gel

o theém, and thay can make the diference
between reaching the checkpoant and
failing dismally

79. ZANY GOLF

Cabbage cabbage girafle cabbage. There
you can't ask for anything much zanier
than that

80. PIPE MANIA

Guass what? It's some level codes
BALL

BLOB

WILD

DOCK

GRIP

OOZE

B81. TOTAL ECLIPSE

Hold down “1" and *9° and press fire for a
litthe surprise

82. DRAGON BREED
Pause and type ‘IREM' for infinite lives
and level selaction with the ‘N’ key

83. JAMES POND

Type 'JUNKYARD' during the tithe
sequence, Start the game and press
Return, then the botlam row keys ('Z 1o
access levels 3-12 respectively, Retum

toggles the protective fairy, ‘D’ unlocks
padiocks, and F10 wil take you o the
Techsperts' Delight”. Whatever that is

84. VENUS: THE FLY TRAP
Swipe me, it's ime for some level codes
again

MANTIOS - laval 2

CICADAS - lavel 3

PSYLLIDS - level 4

PIERIDS - level 5

SATYRID - level &

LYCAENID - lavel 7

PYRALID - level 8

NOCTUID - level 9

Typing 'JUPITER' will also give you infinite
time, and 'PLUTO' provides infinite ammo
Clever doggy

85. TETRIS
Buy a Game Boy

86. TV SPORTS: FOOTBALL

Buy anather disk drive

87. DISTANT ARMIES

Make sure vou collect lots of power-ups
belore taking on the big end-of-level
guardian on the C-"ﬂ'.L.fEII'!I_I]F:I v

88. TURRICAN
Type ‘BLUESMOBIL' for 99 extra lives

89. TREASURE TRAP

Make bettar use of your keys by dropping
them on the lloor, where they will deflect
the path of oncoming monsters

90. BATMAN THE MOVIE
On the tile screen type 'JAMMMM', then
skip levels with F10

91. SWITCHBLADE

Entar "PFOOKY" on the high score table
MNow prass 1 1o 5 before you press fire to
slarl a game, and you'll stant on the
relevani leve

92. SUPERCARS
Enter your name as RICH to start with
£500,000

93. THEIR FINEST HOUR

Oh look, | don't know, fly around and shoot
all the bad guys or somathing. You don't
axpact me to be brillkiant al ALL these
games, do you?

94. MIG-29

Don't rely heavily on your missile locking
system. Even with a red lock you're liable
o miss unless you've got a good position
50 gel nght in close before you unbeash
any air-o-air death dewvices

95, MONTY PYTHON'S
FLYING CIRCUS

Enter ‘SEMPRINI' on the high score table
for a menu of new ophions. Also, try the ald
‘POOKY' routine again

96. GOLDEN AXE

Whatever you do, don't get knocked off
the edge of the Sth level, You'll regret it

97. GHOULS'N'GHOSTS
Type 'KAREN BROADHURST' during play
for invincibility

98. RED STORM RISING
Avoid finng missiles unless you're running
very deep (note authoritative use of
submarining tarminology there, fact fans),
as you'll just give your position away. (It
says hera.)

99. XYBOTS

Enter "ALF’ on the high score table, and
you'll cop yourself a load of add-ons in the
next game

100. GRAND MONSTER
SLAM

Biloody hell, how simple do you want it?

Contributions: Stuart Campbell, Gary
Penn, Mark Ramshaw, Maff Evans, Dandel
Moore, Daniel Pemberton, Harvy

And there we have it - the end of our very
first Complete Control. Remember the
message at the other end (to start
contributing tips now!) and see you next
maonth for Ranbow Islands and more!




INTERNATIONAL ICE HOCKEY brings the competitive and aggressive world

of Ice Hockey alive on your 16-Bit machine. The extremely fast rink action, combined
with an array of top class features, makes this the most definitive Ice Hockey game of all
time. Get involved in all the exciting thrills & spills. Play the fastest team game on Earth.

Features include: Television Commentator match coverage, action replays on the best
goals in each period, unique "snapshot" option where the best plays can be saved to disk,

variable team play strategies, player confrontations with "sin bin", on-screen referee

with authentic knowledge of Ice Hockey rules, alterable player control methods, full

. three division league,

Available:- friendly games, league L
Commodore Amiga £24.99 loading and saving L/

. capabilities, one or two H i ﬂ'
Atari ST £24.99 player options, and lots,

lots, more !!
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DUNGEON MASTER. | think they
could've done a lot mone with it
I'd have broadened it out. The
science fiction possibities are
enomous — in tact | think thay
ware planning to do it but they
didn't. W's still a superb game -
very playabile and very desp
STEVE SCREECH
Designer Kick Offs 14 2

ke 3 long time and an

1 15 spent figuring

ing in, But with a gam

nia it's 3 simple idea which is

Ba

By

o mplement than so

the deeper stulf that

o, I'd be rice if at the beginning
of a proje

finished pro

W

ou could see the

Something like

whether i

i joea | O
ke about games

hat's what
a good

that's wedl exgcuted

GEQFF CRAMMOND, Author
The Sentinel, Stunt Car Racer
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o ‘SHADOW OF THE BEAST

< Because it sold loads. Computer
] games ARE art but there’s no
= pointin being pre us aoul it
E at the end of the day the am of

the game is to make

ANDREW WRIGHT
Director Virgin Games

Gl Ziiiana i il s b LR et

NOTHING. | don't really use my
Armga. Most of the time it doesn't
work and even if it does it's not
p Jggl_'-d i J'l."_.- Programming |
did on it was done on the ST.'

PAUL SHIRLEY
Author Quartz
and Spindizry Worlds

LEMMINGS. It's refreshangly
different and fun too. We're a
very impressed with e. And
t's going to make lots of money,

fm sure.’

ANDY BEVERIDGE
The Assembly Line

F/A-1B INTERCEPTOR. it's
always been the best fight
simulation. It's not partcularky
realistic as such but it has the
nght batance of fiyng and
al. It's a game | played a
lot. it's nothing technically special
bud it plays the best.
DAVID JONES, DMA Design
and the author Lemmings

COET0

POPULOUS. Apart from being
onginal m every sense of the
word, it was very very playable,
forging new frontiers n terms of
computer entertanment. And it
enjoyed great commercial

success.’

GARY BRACEY
Ocean

WHICH AMIGA
GAME DO
YOU REALLY
WISH YOU’D
WRITTEN?
(AND WHY?)

Well, there’s a question - two in fact. Gar

TS OF THE CRYSTALLION. it

was a gem. It was the most unusual
program l've seen. The music was
absodutely lantastc and 50 was the
game. i wasn’t that successtul, but
it was an excellent product all the
same, I'm not surprised i took the
author a couple of years to write.'

GEOFF BROWN, Managing
Director of US Gold

DUNGEON MASTER. It kept us
addected lor weeks and weeks, It's
bog, well designed and easy lo get
nto. The learning curve is perfect,
and it's got just that nght balance

of hightng and puzzle sohing
We've got a lot of respect for FTL

STEVE KELLY, one of the
Bitmap Brothers

TURRICAN. It's pust really, really
good and it's got lots of really,
really good things in it. There are
lots of really, really good effects
and nferesting things to find and
do. And it's gol that realty, really
good weapon that goes around
you and goes ‘Wang'.'

JO BONAR
Producer of Probe

POPULOUS. There's a lot of

orignal stuff in it. Actually, it
wasn't totally orgginal, It managed
o draw on other ideas without
actually copying them. Erm
none of which spring to mand.’

JOHM PHILLIPS

Author Nebulus and
Eliminalor

Penn put
them to
some of the
software
industry’s
leading
lights, to

‘DUNGEON MASTER. Bacause

t took the longest bime bo hack

and therefore had the kon RF".'
shell Wle.'

1AM HETHERINGTOM
Managing Director & Software
Development Manager of
Psygnosis




RAINBOW ISLANDS. It's just such
a near-perfect comversion. The
gameplay's smashing, and the

graphics are spol on. 1's defintely

one of the best conversions ever
seen, Overall a top produc
best of all - it eventually got out.’

SIMON PHIPPS
Core Design

TURRICAN. It's the first game 've

seen on the Amiga that's technically

WETY COMmi L an

playable, with lols of mowng obj

on screen. 'S also the first Amega

game that's made me want to finish
it and made me fesl | could '

e

ANDREW BRAYBROOK
Graftgold

LEMMINGS. There's just so much
playability in it
MARK CALE

Managing Director of
System 3

DUNGEON MASTER

was the first role playing game
ng

clone of Ufima or Wizardry

rew away al

Erunk ot

FTL
stufl and
enjoyable for people to play #
They did such a good job. There
have been 50 many clones since
but nobody has come up to their

rd samply because it's

o concene of a better

designed interface. Captive -
which no-one could deny 5 a DM
clone - 50t a5 wel crafted. And
underneath that mterface you've
Eot a really good robe p

face

made it easy and more

SLang

hard

DECAUSE i woukd e easy 10
stop after the interface bul what
makes it really great s the
combanation of all those
thiey spent
5 gettng the Dalance

kes lob of cowrage
do that.'
PETER MOLYNEUX
Designer And Programmer
for Bullfrog

LEMMINGS. It's addictive and

simple and cute and has all the
propertes of a good game. And
I'm sure it wall make money

JEZ SAN, Argonaut

POPULOUS. Mot st because it's
& brdsant game, but because if I'd

done it I'd have had

eatures
rs that dd weird and
wonderful things. It does get a bit
bland playng with solders. It have
been nice t been able to do

a fewi more things.'

TONY CROWTHER
Author of Captive

KE mor

LEMMINGS. I'd have loved to have
written

game. | really bikxe the way it
aciually works
ve have in
direcl, and ¢

chain reactions. It's cule oo,

MIKE SINGLETOM
Maelstrom

Cause it's such a clever

{ that you

control rather

all sorts of

ROCKET RAMNGER. Al the games

1 it are really simple but they a

fit together really we

TONY BECKWITH
Project Manager, Mirrorsoft

DUMNGEON MASTER. It's pust

wonderful. i's probably my
avourite game of all time, | just

ove the Mimosp

the game that's most drawn me

an
T

HERMAN SERRANO
Artist & Designer Weird
Dreams

LEMMINGS. Last year | had a

ar nded for that sty

| game,
T WaSs 3 War w
1 Was one arm
other where you jus

si0n and they go
1. Bu

Way an

£5 15 50 playabee

and nlellectial. And funny
MARC DJAN, Managing
Director of Ocean France

PAUL WALKER
Arc Developments

an see how slow it really is

GLYN WILLIAMS
Author ol Warhead

‘POPULOUS

And thalt's il

DAVID BRABEN
Author Virus & Co-Author
Elite

IAN OLIVER
Aealtime

which they invariably replied: ‘Ooh, that’s a tricky one.’ After a bit

KICK OFF. Because it sold wel
and it deserved to sell well, unhke

certain other games whit
promesa more than they delver.’
JON HARE
Orchestrating Director of
Sensible Software

o,
‘:

‘MARBLE MADNESS. It's a simple
that's very well executed
5 the only one he played fo
some hime

BRUCE JORDAN Movagen

On Behalf Of PAUL WOAKES
Author Mercenary and
Damocles

SPEEDBALL. When it came out o
was ust
nobody had play
a5 good as |
generated th

el

TOM WATSON
Renegade

have captured that

ARCHER MACLEAN
Author K+

of thought
though,
here’s
what they
had to
say...
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NEW LOW PRICES FROM BCS

BULK BUYERS DS/DD DISKS & BOXES
50 Dhisks + &0 Box [

- AR 4 POST HESTE
¢ ALL PRICES INCLUDE VAT, POSTAGE & DELIVERY TO YOUR DOOR |

This Month's Software Specials

) 60p 100 35 HID £57.50
rul ?l .%HP ipe. VAT & P&P
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PUBLIC APOLOGY

Yes folks back with great avengance and
offering GENUINE YES GENUINE SONY
DISKS at the following AMAZING PRICES
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Al sony A sony
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" 100 Genuine DSDD | 200 Genuine DSDD
SONY DISKS SONY DISKS
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(100 Genuine DSDD (i R
SONY Disks 400 Genuine DSDD
plus 100 Capacity box SONY Disks
o o o
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These diskettes come in Sony outers to prove authenticity so you can be 100% certain
you are getting the real thing at such LOW, LOW PRICES.
Buy with complete confidence this is the real thing GENUINE 100% CERTIFIED SONY DISKS.

WHY risk your data on cheapo diskettes when you can have what is probably the best
diskette in the world at these UNBEATABLE prices?
Each diskette is supplied with label and there are NO HIDDEN extras such as postage etc. The pri ee is the price
PLEASE NOTE YOU MUST TE AF SONY OFFER WHEN ORDERING SO WE CAN GIVE PRIORITY TO YOUR ORDER.

To take advantage of this VERY LIMITED OFFER call our telesales hotlines now.
L RING 0689 861400 *
ORDERS BY POST TO:
M.D. OFFICE SUPPLIES, oo
18 CRESCENT WAY, »

ORPINGTON, KENT, BR6 9LS

~ DO NOT DELAY - ORDER TODAY e

(All offers subject to availability. Education & Government orders welcome - E/O.E.)
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IT'S THE END OF THE SOFTWARE INDUSTRY AS WE KNOW IT (and | feel fine)

RENEGADE AND
THE BITMAP
BROTHERS

TOM WATSON

Al the moment, to all intents and purpases, Tom
Watson is Renegade. Sure, the
publishing company has other directors
- some of the Bilmaps and a couple of

What are they trying to do? Is it working? (And who oot fon foyim kg, the inde

the hell do they think they are?) Perhaps it's time,
suggests Matt Bielby, someone really asked them...

The real Bitmap Brothers in typical rock star pose -
from left to right, Eric Matthews in Bitmap Kid gear
[sea box-out on the next page), Mike Montgomery and
Steve Kelly.

You all know the basic story, of
course. Last year the highly
publicised Bitmap Brothers -
certainly the industry's best
know programming team, and
arguably its best — upped and left
the protective wing of Mirrorsoft,
who'd published their hits
Speedballs 1& 2, Xenon 2 and
Cadaver. It was quite a shock to
many people - though Mirrorsoft
are on record as saying they'd
seen il coming - especially when
they set up shop with (of all
things) an indie record company.

With the three original
Bitmap Brothers - Eric
Matthews, Steve Kelly and Mike
Montgomery - firmly established
as directors of the new

Renegade outfit, it was the neares! thing to self-publishing on a major scale thal the UK
industry had ever seen. Many people were willing it to fail, quite a few wanted to see il

record label that owns much of the
company = but no other employees as
such. ‘Maybe Il get an assistant in a
bit.," he says. ‘That'd be nice.

Mot that he really seems to need
one = over the six months or 5o since
the outfit was officially announced, Tom
has built up a prefty sizeable reputation
for it, thank you very much. To a large extent that's
down to the existing rep of The Bitmap Brothers, but it's
also down the the intriguing nature of the idea. After all
here we all are in a younyg industry thal's always
drawing parallels between itself and the music
business, and — what's this? — suddenly some bona
fide music biz types are getting directly involved. Whal
will they think of the way we work? How will they do
things differently? It's both threatening and intriguing in
almost equal measure

They are doing things differently oo, with the
emphasis on craator's nights, onginal product and
building up a loyalty to developers, rather than to a
publishing outfil. There are problems with this of
course, as many established software publishers would
keenly point out. Not every programmer wants the high
profile of the Bitmaps, for instance. And then there are
onginal products, which can be a beg nsk - they take
longer to do generally, and they may nol gel much of
an audience whan they come oul. There are many

succeed, but all were watching. And the Bitmap/Renegade crew,
never shrinking violets at the best of times, made sure that there
was something to watch too, with a string of quotes and barbed
comments that pointed oul plenty of the idiocies of the software
status quo. It was quite some going for an outfit that had yet to
release a single game.

All that's about to change though. The first
Bitmaps/Renegade product, Gods, is at last shipping out and is
reviewed this very issue. Stage one of the plan - that they'd
actually manage to get a product oul there - now seems more or
less complete, so it seemed like a good time to talk to them
about how things have been working out. Over the page
programmer Sean Griffiths, one of the newer generation of
Bitmaps, talks about Renegade's second project, Magic Pockels,
while Steve Kelly outlines the thoughts behind the Cadaver
levels disk. First, though, Tom Watson, an ex-Mirrorsoft man
himself and the one responsible for the day-to-day running of
Renegade, oullines how it all happened, why it had lo happen,
and where it goes from here.

===
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Gods, the lirst Renegade release, and
a sure-fire hit if ever we saw one.
Typically gorgeous graphics, finely
tuned platform gameplay and a hint of
innovation in the artificial intelligence
routines - ‘'We wanted to take the
genre a stage further on,’ says Eric.

great games - ones which everyone knows, and

magazines rave about = which never
really sold all that many copies af all. And
then there’s the question of the way time
gets eaten up when you're in a self
publishing-type venture — suddenly
there’s thal much mare 1o do, and your
productivity rate goes way down

But anyway, these are all points
we'll tackle later on. First, what exactly is
the story behind Renegade? How did it
get started? How well is it working? And
where will the industry itself be in a few
year's lime? Lel's go over 1o the man
humself

So, to start off with - what's the
big picture? How did it all begin?

Okay, the big picture, Two years
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R’ TO DEVELOP
A LICENSED PRODUCT,
AND WHEN YOU'RE DOING THAT
THE PRODUCT SUFFERS
BECAUSE IT'S THE NAME YOU'VE
BOUGHT THAT'S REALLY THE
MOST IMPORTANT THING

20

b

ago Xenon 2was b
talking about wha

Bitmaps were at Mirrorsoft then

eimma Uirmin (Yho Firn maikdich,
5 Virgin Eir ongenal pudis

Speedball a

That was a bit of a mistake on Virgin's part,
wasn't it?

Yes, products they missed. |

winy they lurned it Gown exactly

B st i weaen't Srerimare sawsh Hhat it wed ildn't
gugnt it wasn i co ercial enough, tha would

5 ook Speedbail round a

ouple of place product
Mirrarsoft. That 1in tarms of the

contract, Dut ev

n Sgning 4

and in terms

three more produc d5 arawn up

those three being Xenon 2, Cadaver

stening to Into The

1 by Bomb The Bass at the

arly the Assault On Precinet 1

thing, and thought it'd make a really
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1. He rang me

[ | thought we could get it
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You being where?

Me doing marke celem, ¥
i : i ,xi,, So at what point did you leave @
: ,,: a tha B the company? ©

Mot to be cutdone in the photo opportunity stakes, the Renegade team "
climbed up onto a roof near Piccadilly Circus for this rather snazzy

shot. From left to right, Dan Thompson of Rhythm King, Bitmap Brother
0 ran Steve Kelly and Tom Watson. ‘It was bloody cold up there,” apparently.

record company, and
1"._- nar

e was Martin Heath, and he

J51 happened o De the g
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with the industry, so | quit and went to work for a small
film production company and that was it, I'd managed
o escape from software!

So I'm oul film industry, and I'm
working on a project that invalved Virgin Vision and
also involved Rhythm King, which was just neat and
curious and fun. It was like ‘Hi guys, haven't seen you
n ages!" At the same time, or around the same fime, a
frealance journalist got a commission from Melody
Maker fo write a piece on music and technology, and
thare was a link there 1o Xenon 2. S0 Martin at
Rhythm King thought, ‘A-ha, | should get Eric in on
this, it's not just my side, it's more him really’. So they
did an interview together, and then they went to
dinner and Martin quizzed Enc on how the soltware
industry worked. He was quite shocked by some of
the things he heard

Such as?

I'm in tha

Under-exploitation of a whole number of areas
developer's profiles, how we fail 1o build a sense of
allegiance and familianty with the game player, but
also the way developers are treated commercially,
thedr rewards, their funding and so on. Martin's one of
these very lively, dynamic, get up and go people, and
he said, hey, let's do something aboul this

Lots of talks later, and we decided - | was in
there at the same time - that something could be
done. We made a triangle of people who knew each
other and had worked together who could say let's do
it the way it showld be done. Myself from my side, the
Bitmaps as developers, and Rhythm King as outsiders
{o the software industry saying | don't believe this,
some of this crap

Effectively what we decided to do was recognise
the fact that the key thing we have is our creativity
and the products we can produce

Just listen to the Japanese companies that you
see wandering around people’s corridors at the
moment. Talk to them and they'll say, ‘Look, what

WHAT WE HAVE TO DO IS GET
THE BEST CREATIVE PEOPLE
WE CAN AND CREATE FOR
THEM THE BEST
ENVIRONMENT POSSIBLE SO

THEY'LL DO THEIR BEST WORK.

we're good at is marketing and management - those
are our skills. Creatively were crap. You're good al
creativity = let’s do it logether’, And as a broad rule of
thumb that's true.

When you say there are Japanese people
wandering around the corridors, whose
corridors do you mean?

A-ha! That would be telling! The thing is, the

Japanese are buying up intellectual property rights
gft, nght and centre, in the music business, in films
and the same is, or will be, true of software. They
produce the brown goods, the hardware, and for the

brown goods 1o work they need to produce software
to run on them, and in the broader sense software is
films, software is music, and so on. They're the
products that give the brown goods relevance and
purpase, and since they're keen to control the whole
thing, they're going to get increasingly involved in
buying up bits of our industry too

Sean Griffiths, the
Magic Pockels

programmaer, down
on the waterfront.

C

WORK IN
PROGRESS

MAGIC POCKETS

urrently there are about ten in-house programmers and graphic artists who

come under the umbrella label The Bitmap Brothers, working in three teams
on three different projects at once. At the moment there’s the bunch who've
just polished off Gods, of course [see the review this issue), another team who're just

starting work on a newie that'll remain a secret for some time yet, and then there's
this lot, who're working on Magic Pockets. By "this lot’ what | actually mean is Sean
Griffiths, in his first major project as a Bitmap (previously he'd done a few bits and
pieces on Cadaver) and Mark Coleman, veteran Bitmap who was responsible for the
graphics of games like Xenon 2 and Gods.

5o what, you may ask, is Magic Pockets? Well, you may have seen bits of
already, most cbvicusly on the Saturday morning kids' TV show Motormouth, where
an early demo version has been used in their phone-in computer game slot. The
thinking seems to be that having tackled shoot-"em-ups, sports sims (sort of) and
arcade adventures, the next obvious game genre for the Bitmaps to take a crack at
was the cutsie arcade platform game. And take a crack at it they have.

So what's the concept Sean?

Well, basically. it's about
a kid who has bottomless
pockets - there's a whole
world inside them. What's
happened is that he's
popped his favourite toys
into them and they've got
lost in @ magic kingdom
that's in there somewhere
= naturally he wants to get
them back. At the start of
the game you see him
whisk a black hole out of
his pockets, drop it on the
fleor, and then jump
through it into the magic
kingdom, where the game
proper begins.

The first level seems o
have that distinctly Bitmap
metallic look
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Well, perhaps a bit,
but that's not
representative of the
game as a whole, What
you see here is the
underground cave level
which is the first one we've
completed - in the finished
game there’ll also be a
jungle world, a lake where
you spend part of the time
swimming underwater, and
a snowy mountain world.
There'll be quite a bit of
variety there - and it won't
all be metallic looking!

What about the weapons he
uses? They seem to ook Ee
Ettle whirlwinds

That's because that's
what they are! | have the
feeling his pockets are

like a sort of void, so
they're full of swirling
mist, dust, ice, and things
like that, and it's these
that he uses as his
weapons. On the first
level, for instance, he
pulls these mini-
whirlwinds out, which can
be powered up to
differept sizes by holding
down the fire button. You
can use them as weapons,
but also as a way to get
about the screen.

That sounds a kttle like the
rainbows in Rainbow Islands.

Well, yes, though
they're not as controllable
as the rainbows. The
transport thing is very
unpredictable. What
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happens is that when you
get a large whirlwind you
can actually get inside it,
then let it throw you out, at
which point you start
bouncing around the
screen. You kill everything
you touch when you're like
that, but you can never
really be sure exactly
where you're going to
stop. Perhaps more usetul
is the way you can trap
baddies inside the
whirlwinds, which spits
them out in the form of
coins or sweels,

Which sounds even more like
Ranbow Islands.

I'm a big fan of
Rainbow Islands actually -
there're just 5o many bits
to it. There are all the
wings and stuff later on
that hardly anybody's
really seen, and I've found
that a bit of an inspiration
= I've been trying to fit as
many neat things into
Pockets.That's why I've
taken the secret rooms
idea from things like that
and Super Mario Brothers. |
| want this to be the sort
of game where people
keep discovering new
things even after they've
had it for quite a while.

i compdl
.

|
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complete his stuff yet, and
Betty Boo, one of Rhythm
King's acts, will be doing a
special version of Doing
The Do to go with the

game.

ch | guite like. When What's your litthe character
come across it, it caled?
everything down
half scale for a couple He's the Bitmap Kid
seconds, 50 you can = he's got the Bitmap's
maore of the map and  shades, the street-wise
look and everything.

you are
| also like the bats

which appear at one point
inthe game - | took ages
rying to make sure that

Its a bit of a shame that
Mirrorsoft's Brat has just
appeared which, though
quite a different game, uses
an almost identscal central
character.

flapping (like most Ha ha ha. Yes, what
sprites do) | made a rip off, eh? We think it's
that you can actually  slightly suspicious really -
that it's the flapping it has been suggested that
keeping them up, Mirrorsoft saw or heard
they go up each time about Magic Pockets quite
y beat their wings, early on, and nabbed the
sink down a bit character for their own
! flaps. game. Not that I'd suggest
they'd do anything like
state 1= Magic Pockets  that of coursa.
at the moment?
Belore we finish can we pust

move onlo another topic for
a minute. Everyone's making
these greal claims about the

just a case of sorting out  deal with Renegade - how
the specific levels, marvelious it is, this idea of
orking out how the the creative people behind a
elements are product having more overall

controd. |t can't all be

On the forest level, for sweetness and kght though,
instance, | know that I'm  can it? From your

going to change the perspectve, what's the
~weapon you use from downside of it?
 whirlwinds to clouds.

You've going to have to The only real

get your clouds to water  downside to Renegade is
seeds so large plants will  that they haven't released
grow Jack And The a product yet! Gods is the
Beanstalk-style and lift first one, so to some

you up to higher extent it's all theoretical
platforms. You're how well everything's
affectively building your going to work at the

‘own way around the map, moment, but I'm very
though I'm not yet sure confident that it will
exactly what this will look  There really aren’t many
like when it's executed, other places I'd be happy

extra bits to add - Richard
Joseph, who does most of
the Bitmaps' sound, has to

Some neat bits from Magic Pockets - the bats
~with their flapping wings, our hero floating on
@ a balloon of bubble gum, and riding to safety
on his bike (a wagagling section, of all things!)
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So where does that leave us?

That leaves us with the ona thing
we've really got to seil, which is
creativity. The thing they haven't got
That's what matiers now - it's not
having, for instance, a strong, heavily
staffed company which has excellent
access 10 European distribubion. Yes,
that can be important in the short term,
but when the Japanese get here we'll
find that they can do that better

Let's say, for the sake of argument,
that a large Japanese entertainment
group decides to launch a world wide
software activity. It's going 10 be bloody
hard for even say, EA, to have any hope
ol compeling, ket alone any of the
smaller companies, by companson really
small companies like Ocean

5o Renegade fits into all this
where?

Renegade says, look, the creative
process is our one selling point, it's the
one thing we really have. What we have
10 do is gel the best creative people we
can and create for them the best
environment possible so they'll do their
best work. At the moment, most
relationships between publisher and
developer have become almost
combalitive, which is an utler disaster as far as we
can see. Neither side are happy, neither side are
doing their best work, which is 5o sad because
ultimately publishers and developers are working to
the same ends, those of producing the best products
they can and then selling a lot of them

Do you think that to some extent that that
mistrust and combatitiveness can be put
down to a degree of unprofessionalism on
the part of many developers? | mean in
terms of working to time scales, doing
what they're meant to be doing and so on.

Well, look at it ke this = if you buy a dog and
chain it 1o a post and kick it every moming it's going
fo bite your ankle! Unfortunately though, yes, | think
that's a very strong part of it. Some developers can
be extremely unprofessional. There have been cases
of that recently in fact, but what you've got 1o
remember is this basic principle thal developer and
publisher are working to the same ends and should
recognise that fact from the outset

Moving onto the immediate future for
Renegade, it looks a bit at the moment like
a sort of Bitmaps self-publishing venture.
Do you see yourselves signing up any
other programming teams? And if s0, when
and who?

Yes, we do. Whan? Within the next three years,
when we meet a team who have the right products,
the right backgrounds, the right attitudes and who are
a free steal - in other words, are not tied up in any
other situation. When we meet that team we'll do
something with them

In the last few months we've met one or two who
may fit that bill. There are a few paople who want 1o
watch Renegade happen, want to see it work, and
when it's obvipus that we are doing what we're saying
we'll do they'll make that step. It's odd you know, but
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WHAT RENEGADE HAVE OFFERED IS A
STRAIGHTFORWARD PROFIT SHARE
DEAL, NOT ANY FORM OF ROYALTY.
SUDDENLY THERE'S ANOTHER TOTALLY
DIFFERENT OPTION IN THERE FOR
CREATIVE TEAMS AND OBVIOUSLY FOR
SOME PUBLISHERS THAT'S WORRYING.

we've got a very high profile at the moment without
having actually sold anything. We have 1o tum the
words into deeds and aclions

How do you find the industry has reacted
to Renegade? You've come in here, you've
stuck your necks out, you're bound to have
raised a few heckles.

Hmm. One of the things is that in terms of the
way software publishers work at present, everybody
knows effectively what everyone eise is doing in the
way of deals - what publisher x is paying programmer
y and so0 on. You have a balance whera most
publishers are in more or less the same positon, with
the same overheads and 50 on, 50 most developers
will get more or less the same deal from all
companies — your decision on who you go with comes
down to a "Where will | be happiest, who'll sall the
maost copies of my games? sort of thing

What Renegade have offered is a
straightforward profit share deal, not any form of
royalty. Suddenly you're not comparing like with like
any more = there's another totally different option in
there for creative teams and obviously for some
publishers that's worrying. So people try and ndicule
us and poo-poo us, saying we won't be around in a
year's time and 50 on

Look at it from our perspective though and you'll
sea thal what we're doing isn't tolally unique -
there’re representative aspects of the same thing
happening in other industries too. Thera's the thing in
comics with independent publishers, creators’ righils
and so on, there's the indie record labels in the music
business and 50 on. It's an underlying Irénd.

Do you think you'll really change anything?

Broadly, if we're to succeed, the best critena with
which to judge it isn't how many developers we sign,
but on how the relationship between developers and
publishers sits in a few years’ ime. If you can <
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What we would

two years and see thing
haven't changed then we haven't been s
ike 10 see is the whole relationship
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between developers and publishers chang ng, which

will help the longewity of the industry

or a shift

Look
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industry — creativity is
be recognised as such

8 para

|, and should

What do you think are the biggest problems
facing Renegade over the next few years?

To be honest
I|_ biggest problem
'm —'| negade to market

teve Kelly is one of the ‘real’ Bitmap Brothers, the three who're directors of
the firm and who should be familiar from codles of publicity shots (some of
which grace these very pages). Recently he's been working on a disk of

extra levels for the popular Cadaver, an isometric 3D arcade adventure in the style
of old 8-bit games like Head Over Heels, Knight Lore, Sweevo's World and so on.

First off, why did you do a
game ke Cadaver? It seems
Ik quete a ‘queel” choice
after the lkes of Xenon and
Speedball

The reason we did
Cadaver was simply that
I've always wanted to do
an adventure. We started
it almost for fun and it
simply grew out of all
proportion. | wanted to do
one in the style of the old
Ultimate games like
Knight Lore because,
unless you're very good
with vector graphics, it's
the system that allows
you to interact with
objects the best. You
can go behind things and
50 on.

We started up by
writing a simple 3D map
maker to produce a
game not unlike the old
8-bit ones, but what we
ended up with was a full
blown game creator. We
called it Adventure

| think wa va
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Creation Language, and
it ended up remarkably
flexible and easy to use.
After putting all that
effort into it we couldn't
really leave it at that - we
had to use it again, and
that's where the levels
disk comes in.

Is thas ACL something that
can be used withoul any real
DEORrAMmiming experience?

Very much so. In
fact the bloke who
designed most of the
puzrles can't program at
all, but he used it quite
easily. In theory we could
keap on producing new
levels disks with the ACL
for as long as people
want to play them, This
new one we've done will, |
think, prove to be a lot
better than the original,
mainly because we've
only just learned how
powerful the language
we've created really is.

IF WE'RE TO SUCCEED, THE
BEST CRITERIA WITH WHICH
TO JUDGE IT...IS HOW THE
RELATIONSHIP BETWEEN
DEVELOPERS AND PUBLISHERS
SITS IN A FEW YEARS' TIME.

aclually soid anything yet
out, and no other

without actual

we haven't had a product
v this long
g anything. Of course therell

.,.Jc sher has been a
y releasin

The Cadaver team.
From left to right:
Dan Malone (the
graphic artist),

Mike Montgomery,
Phil Wilcox | the
puzzle designer] and
Steve Kelly.

and | think we've got
better at it. The puzzies
are better too, in that
they're more logical and
woll-rounded.

Besides the new
puzrles we've introduced
quite a lot of new objects
to the game, and also a
little side-kick character,
which we've nicknamed
the Snot. He'll collect gold
and so on for you from
places you couldn't
otherwise get to, and
being a good little
maonster he'll sacrifice his
life for you if need be,

How well did Cadaver do
sabes-wise? | don't get the
impression that it was as
successiul as some of your
other products.

In the UK it wasn't
as successful as Xenon
2, Speedball and so on,
true, but overall it did
really well = it was our
first major success
abroad. The Germans
particularly liked it,
probably because they
like good value for
maney from a game.
Personally it's my
favourite of the things
we've done, not just

It all hooks wery Simslar to
the first Cadaver

Well it is, it's an
extension of the first
game. If you look at it
carefully though | think
you'll see that the
graphics are a lot better
= making 3D isometric
stuff really work is hard,

Some rooms from the new Cadaver levels
disk - updated graphics, new objects and
lots of new puzzies. (Unfortunately the Snot
doesn't appear).

be problems - day

to day

ones like a product going

late, or a major bug appeari ﬁq in one we've shipped

out = but they're in the nalure o

the business, and

somelimeas you just can't hedp those

There are bigger ones oo
able to attract the develo

though. Will we be

pers we want to attract? Wil

we be able o take our products into foreign lermtones

and we're looking beyond Europe here
And will we be able
nks with artists in other fields

that we would ike?

already started -
These are

in the w .'15
1o lorge the
something we've

as we intend 107
all problems we've gol to face, but the

big one was always “Will we actually be able to do it in

the first place? and, s

because this is my sort of
game, but because my
programming's got
better, and | think that
shows. Mike
{Montgomery, one of the
other original Bitmaps)
likes it best too | think -
or at least, he did until
Gods came along,

of coursal

Speakng of ‘the next one’,
how do you feel about doing
sequels? The Bitmap
Brothers are always going on
abiout the mportance of
original products. Don't you
feel that doing the same
thing again is 2 bit of a waste
of ime and that you'd rather
move on’

Well, in the case of
the levels disk, that was
part of the plan from the
out=et. We knew we could
get more out of the
Adventure Creation
Language, so we knew
wae'd want to use it again,
Levels disks don't take
much time to do anyway.

In general though,
yes, we do sequels, but
we don’t get the same
creative team to do
what's effectively the
same thing again. We get
new blood in for those,
while the old guys go on
to something else. That's
what happenad with
Xenon 2, where The
Assembly Line did the
code to our design, and
with Speedball 2.

It's possible there'll
be a full-blown Cadaver 2
at some point, but since
the first took a year and
three quarters we need a
breather before we get

wizll, hera

we are. l

into another one. We'd
want to make it quite a
different game though to
make it worthwhile - one
idea we had was to
change all the graphics
and make it into a
science fiction
adventure, another that |
quite liked had a
Victorian London, Jack
The Ripper theme.
Whether we'll have the
enthusiasm to do it is
another matter though.

How about the accusation
that the Bitmaps just soup
up old game ideas, and
haven't actually come up
with anything that's all that
onginal of their own yet?

Well, | must admit
that when | look at a
game like Lemmings |
think, Christ, | would
have loved to have
written that. The problem
is that it's much more of
a risk doing something as
different as that - a lot of
companies have
floundered by running
with something that
might be very original but
just isn't going to sell.

Looking back at
games | wish I'd done,
well, there's Dungeon
Master of course - the
classic - but there are
plenty of others too.
There's an old arcade
game called Qix which |
like, and one | love at the
momaent is a coin-op
called Ramparts from
Atari, It's like a little war
where you're watching
from above and
controlling one side. It's
just phenomenal.
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TLL FEEL THAT IT'S BEEN WORTH IT IF IT'S SUCCESSFUL OR IF
PEOPLE LIKE IT. ONE OF THE TWO. PREFERABLY BOTH.’
BIRDS OF PREY PROGRAMMER CHRIS HUMPHRIES

-

- ENRENAE

hirty-five thousand and sixty-four hours. One
l thousand four hundred and sixty-one days
One twenty-fifth of a century. Whichever way
you look at it that’s four years. And with a week in
politcs considerad a long time, what's four years
between friends in programming terms? The answer
is Electronic Arts’ Birds Of Prey.

There can be few computer programs which
have taken longer lo produce than this one, Sure
people have had ideas which have taken years lo
reach fruition, and it's not unusual for products 1o
take a year or 0 10 come together, but four years of
active development?

It's basically an attempt to improve on all the
previous flight simulations,” reveals programmer Chris
Humphries. ‘I'm not saying we've succeeded — it
would be arrogant to say that Birds OFf Prey is the
best. But certainly when it comes to the choice of
aircrall and the choice of missions, it's superior

AS IS THE CASE with every Argonaul project 1o
date, the whole team has been involved with the
preduction of Birds Of Prey. Programmer Chris
Humphries, for example, was responsible for putting

Almost all of the forty not-so-plain plane
shapes were the handiwork of Danny Emmett.
‘We've included most modern combat aircraft
that are in service, plus a few optional extras
like the 747 and the X-15,' says Chris
Humphries, the man who gathered all the
relevant details for the planes' flight dynamics.
‘Basically, for every Western type of aircraft
there's a Russian equivalent - such as the A-10
and the Su-25, and the F-16 and the MiG-29 -
though because the West has been more
prolific in producing aircraft there are more on
one side than the other.’

together the detailed flight dynamics of the planes and
the general Birds Of Prey environment. The slightly
less intensive, but equally important, task of
incarporating complex mathematics and haning the
program's 30 routings was handled by Peter Warnes,
while lan Crowther brought up the rear with all-round
programming suppar.

‘We've also had help from some nice friends in
informative places who are involved in the real world
of military flight simulations,” reveals Argonaut boss
Jeremy San. ‘They've given us comments and
leedback and we know that Birds Of Prey is the most
realistic flight simulation to be done on a
microcomputer. It's taken years because it's
something you can't do it quickly. Only recently has i
been at a level where people have said it leels good.
We can fly it now.'

Birds Of Prey was, until very recently, known as
Hawk. According to Argonaut, the name change is
lestimony to the unexpected immensity of the project.

‘The Birds Of Prey code actually started off as
Starghder code,’ reveals Jeremy. ‘That's became
Starglider 2 code and then developed yet again into
the Birds Of Prey code. Obviously Birds Of Pray is




We all know that the
Sky at night wouldn’t
be the same without
Patrick and that in
1966 England won the
World Cup with Bobby.
Now we have a flight
simulation with more.

More planes to fly.
More realism. More
attention to detail.
And - here’s a surprise
- more development
time. Gary Penn met
with its creators at
Argonaut Software for
a bird’s eye view.

Can you name the plane this cockpit belongs
to? Probably not, for despite the quantity of
planes in Birds Of Prey only a single, generic
cockpit is used. ‘It's there really for people
whao like cockpits,” explains Chris. "We made a
consclous decision not to do forty cockpits -
just the code to update them would be
phenomenal, and whenever you want to add a
new feature to the aircraft you have to do that
farty times.

‘It does look an awful lot like an F-18 at a
glance. But it could just as sasily be an F-20..."

The F-117A in flight in Birds Of Prey. ‘It's
called the Wobbly Goblin," Jeremy raveals,
‘because it's so unstable it needs
computers to keep it flying straight
forward the whole time.
‘Most of the information
about the Stealth came
from magazines and TV
footage, and
measuring up
magazine pictures
for wing spans
and so on. You
have to make
some
assumptions -
we'll never know
for sure until the
information's
declassified. The
original pictures
the US released
waere taken from a
very strange angle and
it didn't give us much of
an idea as to the exact
dimensions of the wingspan
and how slender it actually is - it
looked very stubby in the picture, so we
did a shape and did the flight model for
that. And as more and more pictures were

vastly ditferent from those — probably every bit ol code
has been rewntten in the process.

‘If we'd wanted a shoot ‘em up then the
Starghider code would have been fine - we'd have
simply turned the spaceships into planes. But that's
not what Birds Of Pray is.’

One thing Birds Of Prey is though is big. For a
start, there are 40 different planes to fly, each one
buill from the finest home computer flight model that
time and money can buy. And it's not only the planes
which appear in quantity — there's a suitable range of
weaponry available too, encompassing around 30
missiles and bombs

We included any air-to-air missiles we could

Quite unsurprisingly Birds Of Prey looks
nicest when an external view is employed.
The outside world can be viewed from pretty
much any angle - and from the point of view
of any object - with a full pan and zoom
facility. There's a high level of attention to
detail in Birds Of Prey, as well there might be
considering that everything's had three to
four years of work put into it. Mot only can
you see the missiles on the planes’ wings, you
can watch them drop off, flare up and jet off
when launched.

I WORK IN PROGRESS

‘INFORMATION ON THE RUSSIAN ONES WAS DIFFICULT TO ACQUIRE - ”
THEY'RE VERY SECRETIVE ABOUT THEIR EQUIPMENT.’

released we refined the model.

‘We have a video which gave us an insight
into how the Stealth was designed, which
was quite funny. It was designed

quite a long time ago when
computing power couldn't
cope with curves. They
knaw how to make an
aircraft stealthy but
they didn't know
how to make it fly.
So they
simplified the
shapes that
were involved
and built the
aircraft out of
polygons so
their computers
could cope with
it and try to
predict how it
would fly.’
According to
Joramy, the supar-
secret F-22 and F-23 will
be ‘the ultimate Stealth
Fighters because thay'll be
stealthy and manoesuvrable. We've got a
few seconds of footage of it. It looks quite
interesting actually.’

think of,’ says Chris. ‘Information on the Russian ones
was difficult fo acquire - they're very secretive about
their equipment. Every missile looks and behaves like
the real thing. Fortunately, the fight model for the
missiles isn't as complex as those for the planes.”

But as Argonaut is quick — and glad for that
matter — to point out, the quantity of planes and
associated hardware is merely one of many features
which make up the definitive flight simulation. Take
the way the planes actually fly for example.

‘With most flight simulations on microcomputers
the programmers have programmed the effects rather
than the cause of the flight,’ observes Jeremy. "You
mave the mouse and the plane will lurn on everyone
else's program. In our one you move the mouse and
the ailerons or flaps or rudder will move and with the
plane flying through the air it hits those control
surfaces and they cause it to turn. We've modelled it
realistically, which means we have much maore
accurate flight dynamics.’

The subject of accuracy is something that's
prone fo stick in Argonaut’s collective craw. ‘| find it
sirange that people claim to have produced the most
realistic flight simulation ever,’ says Chris. 'l know for
a fact from my research that it's not possible to get
one hundred per cent realism aven if you're
concentrating on doing a simulation of just, say, an
F-16. The data lor the realistic behaviour of the
aircraht is not available 1o the general public, and
woukd never be given.”

And then there are the missions...

‘One of the things we didn’t like about other flight
simulators that have missions is that they were all
very specific and once you'd solved them that was
that. We wanted mission genres 50 that you select the
kind of mission you want and it will generates
something different for you each time.

‘I'm not saying that having fixed missions is bad
- it's good in a way becausa it means you can Q
concentrale on designing that one mission o be really

LE6EL AVIN HIMOd VOINY
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‘EVEN THE ENEMY AIRCRAFT ACTUALLY COME OUT OF HANGARS

well thought out. But rather than do that for Birds Of
Frey, which would be like copying everybody else, it
naturally evolved this way

‘The idea is you can take off and do whal you
want of you can concentrate on knocking out the
enemy defences. winning the war if you like -
knocking out runways, destroying factones, destroying
their abilsty to produce aircraft and that kind of thing. If
you were ordered to hit a target you'd get more points
than if you randomily hit a target.”

IN BIRDS OF PREY there are 12 mission types
1o choose from. These range from air interception to
long-range bombing of enemy installations, including
their airbases, runways and equipment-producing
factories. The level of ditficulty within the mission type
is determined by the quality of the enemy you
encounter, such as aircrafl and SAM sites

But the most important aspect of Birds OF Prey's
mission structure is, according to Jeremy, the fact that
it all takes place in an interactive environment: 'It's a
world out there and it's continuing and it's functioning
and the enemy are making sensible dacisions the

that a lone Jeremy San

formed the legendary (and
that even in legendary circles)
Argonaut Software. Nowadays
he's in good company with a
development team numbering
twenty strong. Young Jeremy's
first commercial release was a
simplistic shoot-"em-up called
Skyline Attack for the
Commodore 64. But it was the
arrival of Starglider two years
later that put the Argonaut
name on the map. Starglider
was one of the first releases
for the 16-bit machines, and
Jeremy makes no bones about
the fact that it did extremely
well for him and his company.

The award-winning sequel

made its mark in 1987 and
shortly after that came the
rather weak conversions of
Afterburner for Activision -

I t was over eight years ago

AND TAXI DOWN THE RUNWAY'

whole time and are reacting 10 what you're doing
Even the enemy aircraft actually come out of hangars
and taxi down the runway. That's something | hate
about other games of this genre - you're flying along
and suddenly there’s an enemy plane in fronl of you. It
didn't take off from anywhere

Rather than attempt to — Ching! Ching! Ching! -
cash in on any particular conflict - say, the recent Gult
War - Argonaut made a conscious decision to make
the Birds Of Pray environment a fictitious one

‘These things tend o date a product,” says Chris
‘Being fictional means theoretically it won't date in the
same way. And people do die in these siluations, so
that could be seen as tasteless. It's basically a straighl
fight between two fictitious sides. They do have a
definite split in that one side has Russian aircralt and
the other side has European and American aircraft.’

But what about down-sides? There must be
some, surely? Well, yes. For a start, all this luxury
comes at a cost 1o owners of unexpanded AS00s, to
the extent that they simply can’t have it. To run Birgs
Of Prey you need at least cne megabyle. Chris
reckons that ‘it would be very dilficult to cut it down to

Argonaut: Richard Clucas at the computer, Jex San
behind, Chris Humphries in the tie and, erm, another one.

MEET THE ARGONAUTS

which Jeremy's not too keen to
talk about...

‘The less said about that
the better. It was simply for
the money. We tend to put a
large amount of research and
development into our product,
more than most people, and
that costs a fortune.
Consequently we have to do
work which is not necessarily
what we want to do just to
keep the company running and
keep the money coming in.
Birds Of Prey is probably the
longest project we've ever
heard about. | don't know we
can afford to ever spend that
long on a game again. It was
quite a drain on the company.’

In fact, Mr San is
remaining tight-lipped about
future projects. All he will say
is that the next one isn't based
on the Birds Of Prey code,
which means it won't be a
polygon-based three
dimensional affair. The reason
for this becomes clear when
Jeremy talks about the past,
present and future use of this
particular display technique...

‘Basically we carved out a
niché which other people have
now followed. We have a large
investment in the 3D
technology in that a lot of
people have been

programming it and refining it,

50 it makes financial sense to

‘BIRDS OF PREY IS PROBABLY
THE LONGEST PROJECT WE'VE EVER

HEARD ABOUT.

continue doing that type of
product. We won't exclusively
do polygon games but they
seem to be our forte and while
there's demand for them we'll
continue doing them. Now
though we're concentrating
purely on gameplay and not
3D graphics.

‘The problem at the
moment with the performance
of the crop of current
machines is that no matter
how good a programmer you
are, no matter how brilliant
your 3D routines, there is a
limit to how fast they go. That
limit is governed by the
machine, and no-one can
argue any different. We used
to pride ourselves on having
the fastest frame rate in the
West, but it's pointless doing
that. We've grown up now.
There's a lot more to life than
frame rate.’

What you can't glean from these screens is
Giles Goddard's sounds. Apart from the roar of
the engines being louder outside the plane
than in, the noise cuts out altogether when
you fly high enough.

fit inta a half a megabyte machine because everything
in if's essential.’

The only other downside is 1o do with the small
matter of running speed. On this point Chris feeals that
honesty is the best policy: "Birds Of Prey is perhaps
not as fast as some of its competitors, bul mest of the
fime il's acceplable. Mo-one's complained about the
frame rate yet.

This strikes a raw nerve with Richard Clucas (the
project manager) though: ‘It's difficult to actually
compare the speeds of simulations because they all
do different things. So F-29 goes really fast but in F-
291'm on top of a building before | can see it. Birds Of
Prey does not go as fast as F-29 but you can see the
buildings before you hit them. What we've been
finding is that the only people obsessed with frame
rates are journalists and programmers. Programmers
like to say "mine's bigger than yours® sor of thing.’

‘What we've done is use an idea from the PC
market by having levels of detail,” explains Jeremy
‘You can have high level of detail and a slower frame
rale or a low level of detail and a faster frame rate
Every single graphic feature has an oplion to turn it of
an on. Well, within reason — you can't turn the aircraft
off obviously.’

Most people who have played Birds Of Prey just
love playing il,’ concludes Richard. ‘It really is a case
of "What's frame rate?" "B

FOUR THINGS YOU COULD DO
IN FOUR YEARS (If you
weren't spending all your time
working on Birds Of Prey)

1) You could walk over 140,000 miles - assuming
you never stopped ever. Heavens, that's roughly
5.6 times the circumference of the world! (But not
if you were Roger Bannister, who as we all know
was the first man to run the four-minute mile, in
which case you could run around the world some
21 times! That's the equivalent of boiling around
526,000 eggs, one atter the other).

2) You could have six babies - thal's assuming
you really went for it and the little blighlers were
premature by a month each, and that's not
impossible really.

3) You could have sweated almost 274 gallons of
fluid, or excreted around 600 gallons of urine. Or
even shed around 45 pounds of skin.

4) Or... (Snip! - Ed)
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This second review section isn't meant to be seen as a sort of slightly
embarassing poor cousin to the big one at the front, and the games in
it certainly aren't all crap. Indeed, you'll find there's no shortage of
high scorers in here.

No, the criteria by which we chose what appears where tends to
vary - basically if we think a game is particularly brilliant, or (even if
not brilliant) particularly interesting and deserving of a fair bit of
discussion we'll give it a lot of space up at the front. If, on the other
hand, we think something is only likely to be bought by a limited
number of people, or breaks little new ground, or is merely simple
enough to easily explain in a more (shall we say) economical amount
of space then it goes here at the back. Thus we get high scorers like
Gem-X (pretty, bags of fun, but dead quick and easy to explain) sitting
cheek-by-jowl with utter rubbish like... Ah, but that'd be telling, and
you'll find out soon enough over the next 13 pages. Yes, you're damn
right, it'll be unlucky for some...

Fu LL Pnlc E 86 The Spirit Of Excalibur
Virgin
82 Atomino Psygnosis 80 Supercars 2 Gremlin
84 Back To The Future Part3 91 Super flffanaccl GP
Image Works US Gold
91 The Bard's Tale Ill EA 92 Viz Virgin
80 Brat Image Works 91 Warlock-The Avenger
92 Chuck Yeager's Advance Millennium
Flight Trainer 2.0 EA BUDGET
86 The Crystals Of Arborea G
Silmarils 95 Blazing Thunder Hi-Tec
84 Das Boot MlndSEﬂpe 985 Carrier Command
86 Demoniak Palace Mirror Image
84 The Famous Five 95 CJ's Elephant Antics
Enigma Variations Code Masters
87 Gem-X Demonware 96 Daley Thompson's Olympic

90 International lce Hockey
Impuize

81 Metal Masters Infogrames
81 Moonshine Racers

Millennium

Challenge The Hit Squad
Forgotten Worlds Kixx
Operation Thunderbolt
The Hit Squad

a5
96

96 Rocket Ranger
83 'Nam Domark Mirror Image
B9 The Pﬂl-r'-*ﬁ'r QEWU”WE’E 95 Speedball Mirror Image
83 Quadrel Loriciel 96 Strike Force Harrier
82 SkiOr Die EA Mirror Image
82 Skull'n'Crossbones 85 3D Pool Mirror Image
Domark

SCORES

(AND HOW THEY WORK)

They're a simplified version of The Bottom Lines you
encountered earlier in the mag - no Uppers or Downers this

lime (there isn’t the room), just a nice juicy summing up
sentence and a score. (That's all you really need anyway).

If one of us violently disagrees with the mark the main reviewer
goes for we'll make amends with a little On The Other Hand...
box somewhere nearby. That's it, now on with the show...

Part Lemmings, part

BRAT

Publisher Image
Works
Price £24.99
Programmer(s) Foursfield
Release Date  Out now

ou know, the software

industry isn't the big,

friendly, cuddly, happy
family that you might think it is.
Sometimes it just gels so bitchy it'd
make you want to curl up into a
little ball and go and hide behind
the Iridge, recoiling in horror like
someone who'd just tried to plug a
flutty little kitten into an electrical
socket for a joke and had it go
BLAM! all over their brand new
suede jacket. Such is the case with
Brat, a new game from Image
Works. It isn’l a coin-op conversion,
itisn’t a movie licence, it's a
completely original arcade puzzley
thing with a lovably nasly sweel
little baby as its hero. So why does
everybody hate it as if it was
personally responsible for the
death of their favourite auntie?
Well, on the one side it's been
suggested that the character may
have been, ahem, "borrowed’ from

Brat meets the a magic
roundabout. (There's no
denying the cuteness of
this game).

Roger Rabbit, the cart

the Bitmap Brothers’ forthcoming
Magic Pockels , while on the other
side the gameplay looks like il's
been, erm, ‘heavily influenced’ by
Lemmings for a start. Somebody
around here even slaled itas a
semi-copy of Spindizzy! | don't
know, you'd think no-one had ever
been inspired by anything before.

So, enough of all this
nonsense, | think it's lime this game
was reviewed on its own merits.

It's a pretty little thing, this Brai
- cartoony graphics scroll smoothly
al a genlle pace up the screen,
accompanied by happily twittering
music. The game ilself is a major-
league toughy, a real case of

Part of the intro - Brat climbs out of
his cot, dresses up and immediately
becomes totally, well, horrid...

fight without respite on tracks of fire or

Quite promising, in a 2000AD-ish sort of a
way. We're in the future, right, and, well, to
quote the booklet that comes with it “The
metal giants, masterpieces of high
technology, implacable and indestructible

METAL
MASTERS

under arches of steel! Always bigger
always stronger, the Metal Masters knows
no Brmits! Will you be up to 7 Yes, as you

Publishar Infogrames might have guessed, this is a French
Price £25.99 game, and as such comas complate with
Programmer  Tuam Docao our okd friend, the dodgy bit of translation
Release Date  Out now

Mot knowing quite what to expect then, |
booted it up. Firsl came a rather nice
picture of a giant robot, with a few little
people standing around welding and
making repairs. Then came a copy
protection code screen (which seemed 10
CTop up with monolonous regulanty

Oh dear. The idea of this all sounded



sion continues, with the arrival of Mirrorsoft's new baby, Brat.

Pretty graphics, yes = you really have 1o see
Mietal Masters move to realise how dull it is.

about to
collect a
Jewel.

Dynamite
can be
collected
to blow
up later
obstacles

Bridges
can be
collected
for later

win tight
spots like this
for example.

Chasms are
spanned by
the bridges
maving
backwards and
forwards
continually.

Collect a lotta
bottle, to save
Brat from a
nasty fall.

By dumping a
welght on a
jack in the
bow, you can
prevent its box
from jacking.

throughout the gama) followed by a
bit of a wail and then...what's this ?
Suraly it can't be..? Yesitis—a
ropey old single screen beat-'em-up
in this day and age! And at this

pricel It's a scanda

It's particularly nightmarish
whan you see quite how uselass this
is. The graphics are reasonably
pretty | suppose (though nathing 10
write home about), but underneath
furks, wedl, lurks nothing. The
confrols are very limited, what your
robol does on screen seems o bear

This is Brat.

‘What a little

(ahem) ‘dude’.
learning from experience coupled with a
fine mix of forward planning and
lightning reactions being the only way
forward. At the same time though it's
highly playable and easy to get the hang
of when you first pick it up. It's
beginning to sound like all those
whinges were little more than sour
grapes, eh readers?

So why don't | like it very much?
Well, I'll tell you why. (‘Thanks’ - reader’s
voice). | don't like babies al the best of
times, but Nathan (the Brat of the title) is
the most nausealing little git I've ever
come across in twelve years of video
gaming. With his nappy, his leather
jacket, his ridiculous shades and his
baseball cap on sideways he looks like a
grown-up member of EMF, but without
the saving grace of some serviceably
groovy teenpop to back him up. And
curiously enough, the words 'back’ and
‘up’ (as in ‘gets my’) also figure heavily
in the effect that our "hera’ has on me.
The second-rate Barl Simpson clone that
is Mathan irritated me so much that all |
wanted to do was see him die, and since
getting him killed isn't a hard thing to do,
the game’s lasting appeal clocks in at a
number of seconds. In all fairness, this is
a pretty good game in itsel, but unless
you're a lot more lolerant of precocious
toddlers than | am (and that's a big zero
on the tolerant-o-meter, statistic fans),
it’s going to be more than you can

very litle resemblance 1o any joystick
nstructions you might give it, and the

they're just 50 bonng = but if | had 10

my loathng to anyone, | couldn't do much
better than simply sit them down for a

minules with a copy of this
The occasional neal touch
the little train that chugs on screen o

the competitions do little to ven it up.
this is a clunker alright, and would be

moanolonous action just plods on. And on
I've always hated beat-'em-ups anyway —

such as

away damaged robots — and the ability to
buikd your own Melal Master to take par in

GAME REVIEWS

Clicking on this
will tempaorariky
halt the

screen's
scrolling.

You (sort of)
control Brat
with these
handy direction
Icons.

Objects can be
‘erased’ with the,
enm, erase icons.

This arca shows
all the things
our litthe Brat

is carrying.

By slapping these symbols down on the ground in front of our diminutive anti-
hero, he can be guided safely along...at least until the next level.

I'm afraid to say | think
Stuarl's being a bit
rritabde about this
MNalhan isn'l thal
horrible, and far from
Lemmings or Pockels what this really
reminds me of is those shon Roger Rabbit
cartoons, where Roger's always
desparately running ahead to save an
odious kttke kid from plunging headlong inlo
a boiling saucepan or something. You may
find the indirect control a little distancing
but | found it neat and well implemented
B4 percent. - Mait Bielby

stomach.lt’s certainly not the remarkable
bit of game creating many people seem
to be making it out to be - flawed, and
heavily overladdenwith features to try
and make up for il Stwart Campbell

THE BOTTOM LINE

Beautifully programmed and with
lovely sound and graphics, Bral is
utterly ruined by a colossal
misjudgement of characier. i you can
identity with Nathan, you're not the
kind of person I'd want lo meel down
the pub on a Saturday
night. In fact, | don't even

think you should be

allowed on the streels.

pushed to scrape a decent mark at £9.99,
let alone at this price point. Bin it and then
just 1o make sure, bin the bin. B

Mait Bielby

HImOd VOINY

ustity

AVW

3N THE BOTTOM LINE

Hopelessly limited, old fashioned and
; repetitive robot beat-'em-up, lacking
put even the weird, off-the-wall qualities

LBEGE L

that have made so many -
French games such a =
h”c'd hoot in the past. - 0
Al
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Chemistry lessons can be fun. Don't believe
it? Then let Psygnosis show you how...

ATOMINO

Covalent bonding: a sexy sort of subject matter, isn't it?

Publisher Pysgnosis
Price £25.99
Programmer(s) Blue Byte
Release Date  Out now

ou'd think by now that
' programmers would be

running out of strange and
abstracl ideas for puzzle games.
Telris, Pipe Mania, E-Molion, Plotling,
Puzznic, Gem-X, all of them pretty fab
and all of them completely odd. But
no, there's something that no-one's
tried yet. No-one's written a game
about covalent bonding. Well, until
now, that is...

Amiga Power World Of Chemislry,

Part One in a series of, er, one, |
should think: Covalent Bonding - the
principle by which atomic molecules

SKI OR DIE

Publisher Electronic Arts

Price £25.99

Programmer(s) Mike Abbot,
Mana Chambers,
Michael Kosaka

Release Date  Qut now

HELCOHEE TO WY
Sl SHOF 1I'H
RODWEY

=
CnAlETE
gY — - AR

This is Rodney, your host for the fun and frolics of

Ski Or Die.

are formed, governed
by the number of free
electrons in any
given atom. Hence,
an atom with a single
free electron can
form a single bond
with any other atom,
an atom with two free
electrons can form
two bonds, and so
on. And that's the
underlying principle
behind Afomino.
Atoms appear at
random in a lube on screen, and have
to be placed into the play area. Each
atom has a certain number of free
electrons - you have to place them
adjacent to each other s0 bonds are
created and molecules formed. When
a molecule has no
free electrons left
over it disappears,
and when a set
number of complete
molecules are
formed the level is
cleared. Later levels
introduce obstacles
onto the screen
which have to be
built around, specific
atoms which have to
be removed, and
lower limits on the

broken imbs whan you

ally hit the bottom, a

Th rash

size of molecules which must be
created, as well as increasing the
number of molecules required for
completion and the speed at which
atoms appear. When your tube fills
with atoms you can’t do anything
with, it's Game Over time. (Don't
worry if you didn't understand a word
of that, it's very easy lo pick up in
practice). So that's what you've gol to
do. The question is, how much will
you enjoy doing it?

The answer is, of course, ‘| don’t
know'. Do | look psychic? What | can
tell you is that it didn't really grab me
personally, but it's kind of difficull to
say why. It's very slick, it's novel, and
it's tough, but it just doesn’t have that
elusive magic something that makes a
puzzie game great. Call it character,
but | just didn’t feel any desire to keep
playing it after I'd finished a game. It
shares a certain amount of feel with
Pipe Mania, which | didn't like either,
50 if you were a fan of that game this
could well be your kind of thing.

Don't take my word for it, see it
for yoursell, but | can't in all honesty
recommend this as a good way lo
spend £25.8 Stuart Campbell

One of the easier screen in Atoming - simply fill the space
with atoms to complete the molecule.

15 IS your view paint - you
) and from a

ce. By contrast, pan of the success
@ Half-Pipe section

asi threse aven

ir bloke front-

follow

2 COMBasts arg

| 210 Nave a mona
game

out these multi-g

the hell the rest of it
wouldn'l say, ‘It's a bit of w

ide’ B Andy Ide

where

Vire

THE BOTTOM LINE

Fun, funny and partially successiul

multi-evenl snow sports .
sim - quite charming but, =
it has to be said, really -

very slight.

ATOMIND, SKI1 OR DIE, SKULL AND CROSBONES, DAS BOOT, BACK TO

Qur intrepid player struggles with the
lattice structure in the main game grid,
while another atom falls into the slot on
the right, just itching to be used in the
making of a molecule.

THE BOTTOM LINE

Interesting and different, but not

really very compulsive, and al the
end of the day compulsiveness is
the main criterion for e
puzzie games. Buy -
Gem-X first, then think =
about Afoming... s

SKULL AND
CROSSBONES

Fublisher Domark
Price £24.99
FProgrammer(s) Walking Circles
Release Date Qut now
For those of us who cherish romantic
notions of buckled buccaneers and
pillaging pirates braving the waves in
oot, the life of a privateer seems
sch ideal. All that robbery and
lence - the appeal of leaping aboard

some creaking galleon, pregnant with
ring spoils, and getting down to some

senous cutlass-swishing, dagger-dsgging

laugh a minute on
seas alnght — until the beg boys get wind of
your little adventures and figure oul a way
of strelching your neck, of course

MNow all you budding
practice the art of profitable slaughter
thanks to Domark's Skull and Crossbones
I sounds like 2 1, gving you the
chance 10 kill » ul mercy until you va
tired of producing pdes of lifeless corpses
and stuffing your breaches with bountiful
booty. Unfortunately thowgh, the word
sounds is actually the most important ona

sentence, You see, our friends

the high

Blackbeards can

n that Last



THE FUTURE 111

Hard to know which is the bigger villain - your
rival pirates or the terrible gameplay?

al Domark seem to have have forgotten
that kiling should be a jolly good wheeze
rather than a tiresome chore

Here's the plot: you're striding the
dack of your beloved sloop when a band
of bloodthirsty curs appear below the
mainsail. Your mission is 1o cut the
blighters in half, jump off the ship and
chase their leader. Ha's a wizard who
gives you a fair old keel-hauling before
siealing off with all your precious gains
Thus the scene is set for a gigantic, multi-
level chase, featuring much hacking up of
Spaniards and assorted monsters in a
number of locations. All very well, if only
baoth hacking and backdrops didnt hold
the dubsous distinction of looking and
leeling exactly the same

Yes, I'm afraid killing villains is but &
matter of arbitrary joystick bashing in Skul
and Crossbones, and good swordmanship
5 not necessanly a useful skill at all. A bat
of a blow this, especially as we're talking a

game where the scrapping should be
the high point. Enemies may get
towgher, collectable treasure might
crop up at regular intervals throughout
the game and generally things might
progress exactly as you'd expect
throughout the seven stages, but
nothing ever happens to really make
you want o keep going. You're unlikey
fo be itching 1o get back into the swing
of things once you crash to the ground
and shuffle off 1o that great
quarterdeck in the sky. Nope, you're
far more likely to pull S And C out of your
disk drive and bool up something a bit
maone interesting instead

There's nothing actually wrong with
Skull and Crossbones, excepl that it's
desparataly and totally useless. For a
start, your sword arm can only manage
about frve moves, of which but two are
profitable. For a second start, at cerain
stages our hero is forced to walk into
combat backwards! (If anyonahas any
recards of the infamous Captain Kidd
tackling three jolly jacks with his back
turned, the British Musewm would surely
be mos! interested 1o see them!) For a
third start...but no, | can't go on. Will it just
do to say this game is ever so slightly
crap? It's nof just ma either — I've yet o
meet a single parson in 16-bit land whao's
got a good word 10 say aboul it

And there we have it, I'm afraid. As an
exarcise in the absurd Skull and
Crossbonas is unsurpassable, but as a

valuable piece of emerainment software i
falts somewhat short. Splash out on this
game, and you really will have been jolly
well rogered.. W Colin Campbell

THE BOTTOM LINE

Third rate for a CB4 game. Il musl take
really clever programmers to make
something from a coin-op move this

slow. It's a real shame oo, as pirales
would surely make an
excellent subject for a
scrolling hack-"em-up.

DAS BOOT

Publisher Mindscape
Frice £30.64
Programmer{s) Three Sixty
Release Date Out now

Oh no, please don't make me do it!
pieaded. 'Don’t make me review the
submarnna gama! They're all the sama,
nathing ever happens, and waiting for it
nof to happen takes forever, and they
always use the same excuse about it
being ‘realistic’, and if people want a real
submaring expenance why don'l ihay join
the navy, and how do you expect me to
take senously a game with a manual that
actually lells you how to make the game
more frustrating than it already Is, and
don’t want to have to ba the Nazis, and

We were going to review this game next month. So we did.

Shoot the lamp hanging over on the right hand side for a

nifty shooting gallery surprise!

Publisher Image Works

Price £24.99
Frogrammer(s) Probe
Release Date Out now

he previous two Back To The
I Future games were both so
completely awful that many
people wished they could change
places with Marty McFly and go back
in time and alter events so that they
would never be born, thus avoiding
ever having to play either of them.
Hopes weren't high, therefore, for
this, the third game in the series (‘The
third one? Really?’ - reader’s voice),
which makes for an incredibly strange
Believe-It-Or-Not scenario when it
turns out to be a bit groovy.
Following what has become the
tradition with movie licences, BTTF3

features several sub-games, each one

representing a particular scene from
the movie. None of the games are
especially mentally taxing - well,
actually they're not even slightly

mentally taxing - being mostly arcade

reactions tests, but put together they
form a whole which is at least

challenging and varied. It's more than

Taien

3 ids
L

takes on the baddies - with pic dishes!

PART 3

M S I
'_n_... -

Hever the cold-blooded Killer type, Marty

you can say about many of the games
we've seen this month, at least.

The first section sees Doc Brown
galloping across the desert to save
the local teacher from plummeting
into a ravine in her runaway
buckboard, getting caught up in the
middie of bank robberies and cavalry
batties on the way. The gameplay is
territyingly simple but very addictive,
and a superb banjo rendition of
‘Ghost Riders’ does wonders for the
atmosphere. The other levels feature
a shooting gallery, pie-throwing, and
the old run-along-the-top-of-a-
speeding-train warhorse, but all are
excellently executed despite being as
old as the hills. Or indeed somewhat
older than the hills, come to think of
it. The screens are all linked by still
shots accompanied by some
genuinely chuckle-raising captions,

don't care even if it doas have some quite
groovy 30 arcade-type sequences, it's still
going to be complately ledious, | hate

submanne games, | hate them | hate them

hate them! Pleasa?

It didn't work

Baanng in mind that | hate submarine
games, this is actually quite fun. It isn't as
Siow and alj'fli;-ﬂ-!‘EE as miost lf_;al'l"ﬁﬁ. n the
genre tend to be, and while there's
absolutely tons to do, you can still play it
on a fairly superficial level and anjoy it
The graphics are passable and the sound
15 very atmosphenc, you can choose from
three diferent types of sub and from threa
difficulty levels, there are loads of oplions
to configure the game in favour of
playability or realism, and you can aven

speed the flow of time when thera's
nething happening. You can practice just
about every aspect of the game, and
generally it seems to have been
engineered lor maximum player- ]

Das i3t eine Boot. Prepare to dive (etc).

Animated horses are always a bit of a risk,
but - yes! - these are actually quite good.
and the music throughout is crap in a
nice, endearing sort of way.

My only problem with this game is
that the limited format is going to
wear a bit thin after a relatively short
time, but BTTFJ is just about
addictive enough to get away with it.
It ever there was an argument for a
midway price between £25 games and
budget software, this is it, but even at
full whack, you could do a lot worse
than this.MStuart Campbell

THE BOTTOM LINE

| feel a bit ashamed of mysell for it,

but | really enjoyed this. 7 ﬁ

Probably the second best
movie licence game aver.

HaIMOd VOINY
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LEG L

O



GAME REVIEWS

1991

MAY

AMIGA POWER

O

fnendliness. | still wouldn't play it whila
there are still dogs in the streal, but if it's
the kind of thing you ever find yoursedf
inchined towards, it's comiortably the best
one I've seen, and you're more than like ¥
to love it 1o bits B Stuart Campbell

THE BOTTOM LINE
Being as objective as | can be, this is

actually rather good. The

best compromise belween

simulation and gameplay 1 5 =
MOONSHINE
RACERS

yet seen in its field.

Publisher Millenium
Price £24.99
Programmer(s) Peak Star
Software
Release Date  24th April

Ike and Billy Joe are good ol boys
Thera's nothing they kike betier than a spol
of moonshing, excepl perhaps making
maney by running the stuff all over the

Two good ol boys never meanin’ no harm...

county, despite the best attempls of Shenft
Sam ta bring an end to ther cimanal
lomipalery. Thas happy lale of simpla
country lolks only needs one more thing to
make it complete - a Chase HO-style
compufor game where you play the bad
guys! And wouldn't you just know it, what
should plop through our letterbox but that
exacl same thing?

It has to be said, this game’s got
some dam tootin® fine music to it, with top
natch banjo plucking of the very highest
order. Other great things it's got going for
I include a really nice intro sequance and
ar, um

Yep, it's a clunker. Moonshine Racers
5 a godawlul OurtBun clone with slow
jerky, primitive graphics and gameplay
mare wo-dimensional than a piece ol
lissud paper that's been ren down by a
steam-roller. The road lurches around in a
completely implausible manner, and the old
allernating-stripes-to-creale-the-illusion-of
speed effect has rarely been so ineffectual,
naot 10 say nausaating. Don't waste your
time with il Stuart Campbell

THE BOTTOM LINE

Well, the sound's prelly good
throughout (though some actual
sound effects would be nice) and to

be honest it's not quite as bad as
Chase HQ, but then what

Is? Inexplicable disk-
swapping, no gameplay,

in a word, crap.

MOONSHINE RACERS, THE FAMOUS FIDE

A bizarre choice of licence gives their Famous Five their very
own adventure game. Lashings of ginger beer all round, we'd say.

THE FAMOUS FIVE

Five very famous characters indeed. The game actually gives you the opportunity to switch between the ones you're playing at any
time. (Except for Timmy the dog of course). Enid Blyton fans have never had it so good.

Here we are at Aunt Fanny's cottage. (Mice, isn't it?) Hotice the options bar below the
picture. This allows such things as loading and saving, character swapping and picture
onfoff selections to be made.

Publisher Enigma
Variations
Price £24.99
Programmer(s) Nick Byron
(design) Colin Jordon
(graphics) Michael
Hanrahan
Release Dale Out now

or those reared on "Commando’
Fcnmits and Action Men the

antics of Noddy, the Secret
Seven and the Famous Five will

probably mean little. But those who,
like mysell, modelled their

Vou go Up

You stepd bensath heavy osken begn
attic, The twans are v 1 i |
crouch uncosfortab|y. [T
nirrow windos which |ooks d

You can also ase

Having collected The Five at the train station, Aunt Fanny
takes them to her cottage. Checking out the attic reveals a
dusty old trunk. Mmmm. Wonder what's in there? (Etc)

childhoods and, indeed,
philosophical outlook on the
wholesome world of Enid Blyton's
characters, will no doubt feel their
hearts palpitate when they catch a
glimpse of Five On A Treasure
Island, the Famous Five's first
computer outing.

The Five themsives consist of
Julian (the tough, mature one), Anne
(a bit of a girlie), Dick (rather weedy),
George (reputedly a girl) and Timmy
(the dog). The packaging shows
them all kitted out in 501s, Nikes and
sleeveless t-shirls, but there's no
hiding the fact that, given the choice,
they'd go for
shorls, sensible
shoes and v-neck
jumpers every lime.
And roll hoops
along by hitting
them with sticks.

Now, as with
maost of these
types, they're
heavily into healthy
outdoor activities -
‘adventures’ as
they like to refer to
them. To this end
Julian, Dick and
Anne have gone to
spend their "hols’
with George's
mother, who's
called Aunt
Fanny. (Oh dear.)
She lives ina
‘gay’ cottage by
the seaina
village called

Kirrin where there are bound to be
heaps and heaps of mysteries for the
gang to solve,

What you've got to do is tell
them what to do, adventure game-
style. That means typing in things
like ‘N°, 'E", ‘GET ROPE’, and getting
back answers like 'l don't
understand’, “You can't do that’ or
‘Anne slaps you in the face’ - that
sort of thing. By making sure you've
got the right objects in the right
places at the right times and doing
the right things with them you
should have the mystery wrapped up
and everyone home in time for tea
(with plenty of bread and jam). You
can take control of any of the Five,
and swap between them at will, while
anyone you're nol controlling goes
off and does their own "thang'.

There are plenty of nice pictures
to look at, some fairly predictable but

The command parser in The Famous Five
really does feel very familair. Fans of the
old B-bit game The Hobbit will probabily
love this one.

very Blytonesque puzzies to solve
and everything proceeds at a
cracking pace. Unless you've got an
insurmountable aversion to Enid
Blyton or adventure games (which,
come to think of it, probably
accounts for quite a few people), |
strongly suggest you pack some
sandwiches into your satchel, cry
‘Tally Ho!" and jump right in there.l
Jonathan Davies

THE BOTTOM LINE

It's hard to imagine a less fashionable
subject for a computer game licence,

b0:

but the result is a jolly
enjoyable romp, in an
adveniure-gamish sort of
way.
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0 o NOW CONTAINS 1990 NFL TEAM/PLAYER DATA!*
Midnight

From my point of view, the game has kept me sitting up at nights and
through holidays and weekends for up to 12 hours at a stretch, ATARI
0" with miniscule breaks for food and other necessities........... USER

It 1s a game | have no hesitation in recommending to anyone REVIEW
with even the slightest interest in American Football."

OUR PRIORITY: GAMEPLAY

HEADCOACH V.3

THE GAME TRAINING CAMP  COLLEGE DRAFT

STATISTICS
e BMPC A 95 N Wi encapsitale your tean
re T J ;Z. pla Atari ST : All ST/STEs, all monitors 95
f oy y - weaknesse Amiga : All Amiga‘/monitor combos 95
"":r';“ :....'.' : .::!I.'I'I. :I-'I'I:I:I!il‘i'“:..:."'-:'r;l. e s AVAILABLE DIRECT FROM: s a

AMIGA 500 MAMMOTH
‘- MEG UPGRADE

LATEST DESIGN INCORPORATES ‘C H.'PMEN ' OPTION AT NO EX TRA COST!

Increases computer memory from normal '/: megabyte
to 1 megabyte

Includes disable switch/incorporates high quality silver
coated pin connector

16 bit technology

Fit in minutes

Direct replacement of Commodore A501 expansion
Includes “CHIPMEM OPTION" - Phone for details
12 month warranty

In stock now!

Pr'ce includes VAT and post
and packing

>
Tel: 0582 491949 71&

BRITISH MADE

Send order with payment to:

WTS ELECTRONICS LTD, chaul End Lane, Luton, Beds l..'l.l4 BEZ
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CRYSTALS OF
ARBOREA

Publishar
Price
Programmer(s)

Silmarils

£24.98

Louismarie and Andre
Rocques, Michel Pernot,
(Graphic Artist) Jean-
Christophe Charter
Aeleasze Date  Late April 1991

There's one sort of person who's likely
10 get very exciled about this indeed -
the die-hard Lords Of Midnight fan. Hey
guys, this one's aimed directly at you
being nothing less (or more) than a French
interpretation of Mike Singleton’s B-bst
classic. Younger players may find it easier
1o liken it to Midwinfer, but without the

Publisher Virgin

Frice £24.99

Programmer(s) Synergistic
Software

Release Date April 1991

h dear. They certainly don't

seem o treat kings like they

used to. Take that Arthur, for
instance - ruler of all England, bearer
of Excalibur, loved by all...or so you
might think. ‘"Not so', say Virgin. In
fact, his power base was so0 lenuous

SPIRIT OF
EXCALIBUR

A medieval tale of chivalry (and slow disk access)

that on his death everything
fell apart quite rapidly. Lord
Constantine was next in line
for the throne, but lacking the
muscle of Arthur, and without
Lancelot's help (who was too
busy serving penance for
getting a bit friendly with
Guenevere), the power of
Round Table all but
dissolved. And thal's where
you come in — armed with a
sword and your wits, you
play Lord
Constantine on
a mission to
claim your
rightiul place at
Camelot.
Thankfully
avoiding the
temptation to
re-tell the story
of King Arthur

yet again, Spirt A visit to Stonehenge is vital. Seek out one
of the drulds here - they should be able 1o seconds simply to
provide you with handy clues to the quests. a1k 10 a character.

Of Excalibur
manages to
conjure the same atmosphere, use
many of the characters from the
legend, yet still be Iresh and original -
no mean feat. Splitting Constantine’s
slory into five sections gives realistic

solid 3D graphics, futuristic scenario, and
cenainly without the depth. They might
also find themsehes wondering what all
the fuss was about

S0 yes, it's a sort of stirateqgy role-
playing adventure, with you leading a team
of six characters {a mix of warriors,
wizards and rangers, of which you'd be
wise o lake two of each) around a
myslernous island in a mix of so-called 3D
and overhead view map modes. The
search is on fior four crystals which have lo
ba recoverad and restared to their rightiul
places in lowers dotted about the island -
baoth crystals and fowers are placed
randomly each new game, so if you're so
taken with Arborea that you'd ke fo play it
again and again it'll be a diferent

goals 1o achieve, which range from
taking the throne and recruiting
knights to tracking down Lancelot and
finally defeating Morgan Le Fey (King
Arthur's evil hall-sister). At the same
time everything is presented very
nicely indeed.

In fact, with its 16 screen map of
Arthurian Britain and numerous
graphical interludes, it looks like the
sort of thing Cinemaware might come
up with if they produced a role-playing
kind of game. Unfortunately the

similarities don't
end there, for the
mast striking thing
about Excalibur is
its speed. There
isn't any. It's no
good trying to
produce a
sprawling tale of
heroism and
chivalry if it takes
nearly twenty

The disk-swapping is bad enough, but
the access-lime is truly appalling.

It's a shame thal the whole thing
moves so slowly, because in many
ways it really is quite enchanting.

Say cheese! Your party
of characters - rangers,
warriors and wizands -
line up for a team
photo before they go
their seperate ways.

expenance gach time
Maost of your time
is spent searching of
course — not just for the
crysials and the towers,
but for various magical
abilsbes (ke healing
potions, the ability to
tebeport and so on) which have to be found
or earned (often by entering the house of a
local warmior or wizard and answering a
simple quastion) lo give you any chance of

THOSE
ICONS

Sir Constantine [and
friend) compiete the
trek to Camelot. Saxon
hordes defeated and the
loyalty of knights
gained, the throne
wwaits. (Hurrah!)

Suitably medieval
music parps away to
itself, while screen
backgrounds are
lavish affairs, with
elegant abbeys and
. towering castles
providing eye-
pleasing backdrops to the
action. Even the fight scenes
are handled competently, with
both one-on-one combat and
larger scale conflicts between
armies allowing an agreeable amount
of player interaction,

Spirit Of Excalibur has 50 many
things gaing for it. The strategy and
role-playing bits work well, and close
up action compares with games such
as Defender Of The Crown, albeit with
greater depth. It's just that the whole
thing comes across as badly bodged
together, the sum not being equal to
the parts. A shame. B Mark
Ramshaw

THE BOTTOM LINE

Pretty, bul unless you are

prepared 1o make several
cups of coffes while sach
sequence loads, forged it.

b

completing the game. It's not all walking
about though (but there is a lol of it - the
French programmers claim there are
16,000 ditferent locations in the game!) as
every 50 often things are broken up by the
odd scrap with groups of baddies you'll
encounter. And | do mean ‘odd’ too -
these are sirange, grid-based strategic
affairs, not unlike chess. This certainly isn'l
a game you could accuse of being packed
with gratuitous violen! action

And thera we have it really. Crystals
Of Arborea can cerainly be quite pratty
(especially at night) if not outstandingly so,
but while it has a lot of screens it doasn
seem 10 be blessed with a great deal of
variety. Add to that a distinctly slug-like
pace and rules that seem 1o have been
picked at random (you can only enfer a
wizard's house when you have another
wizard with you - why?) and it all seems
rather pointiess. | found it one big smooze
B Mait Bielby

THE BOTTOM LINE

Some nicely drawn graphics, but it just
asks you o do the same sor

of thing for hours on end. Dull,
repetitive and ullimately
prefty pointiess

DEMONIAK

Publishar Palace Software

Price £29.99

Programmaer(s) Chris Stangroom,
(Graphics) Jo Walker,
(Stary and Text) Alan Grant

Release Date  April 1991

Erm, yes, | suppose we'd batier admit
1o first things first. This is a text adventure
Mot a sexy Delphine-style adventure with
lots of graphics, the occasional arcade
saquence and a fnendly pull-down menu
parser, but your standard old fashioned
text adventure with the occasional still
scraen, lots of writing and, erm, that's
about it.

Almost ludicrous to expect amyone 1o
pay this sor of pramium price for it then,
isn't i? Well, yes. And then again no. You
se8, Demoniak, in it's own quiet little way,
Is actually rather innovative. It's been
written by a proper writer for a start - Alan
Grant, a mainstay of 2000AD who's
handled Judge Dradd, Strontium Dog and
othars, as well as achieved considerable
success in the States with his version of
Batman. Granl has thrown in the sort of
grotesque, darkly humorous sci-
fsuperhero plot readers of his comics
would expect, had a good deal of fun with
his grossly exaggeraled characters and -
yes! - actually written some text thal's fun
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Clicking on a gem will transform
it into a gem two lower down in

Arcade quality puzzling, Japanese style. (And it's cute too!)

The left hand side is your playing area.

This is Kiki, your hostess  would cause the colour of any gem

with the mostest. lo go beyond the last colour in the sequence. Adjacent
sequence, that gem will disappear m B i ts ::'
and the others in the pile will fall dawn the sequence. Dnce past
down lo 1ill the gap (Klax-style). You the yellow gem, they will
have only a certain number of disintegrate.

moves in which to complete a il ]
scroen, and you must do it inside a
time limit too. And really that's all
there is o it.

Rather than go into a deep and
involved analysis of the game and
then coming up with a conclusion,
I'll give you the conclusion now,
Gem-X is utterly, utterly wonderful,
and here’s why. From the start, the
game absolutely oozes class.
Presentation-wise it looks like an
arcade game, and il's structured like
one too, with very easy initial levels
gently drawing you in, building in
ditficulty until you're really hooked,
then hitting you with screens that
will make your jaw drop to the floor
in horror and your brain beg for
mercy. You won't be able to leave it
alone, though, because it's all
wrapped up with luscious graphics and impossibly lovely
sound, including sampled speech that'll steal your heart
away and refuse to give it back. You'll find yoursell
actually talking back to Gem-X, bul no-one will think
you're weird because everyone else will be doing exaclly
the same, completely transfixed by the angelic voice of
Kiki, the game's Japanese hostess. Kiki's Iriends also
make the odd appearance in the game, as every time you
complete a few screens you get a codeword that lets you
start on the higher levels, each one delivered by a

FOR EX.AMPLE.
Clicking on the
gem in the
centre of this
grid...

we TEsults in the

i

Te complete the screen the playfield on the left must be
manipulated to match the one on the right.

GEM-X

Publisher Demonware

Price £24.99
Programmer(s)T.Lampyun, (music) C Hyslic
Release Date Mid-April 1991

late entry in the abstracl-puzzle-game slakes,

Gem-X immediately inviles comparisons with

both Ocean’s Puzznic and the Sega arcade
game Columns. Yes, it's sort of similar to both, though
lock beneath the cosmetics and you'll see that in

gameplay terms Gem-X has a style all its own.

Briefly, the game presents you with a split screen,
one half of which contains a pile of variously-coloured

beautitul Japanese girl with no clothes on (but tastefully
obscured by a flufty bunny rabbit or some other such
icon of cuteness). You probably wouldn't be all that

gems, the other half of which contains...er, a pile of surprised if | was to tell you this makes for some pretly

variously-coloured gems. The major-league addictiveness, so | won't waste my breath
idea is to make the pileonthe B, [ {e=e] L3  and we'll all just take it as read, okay?
left match exactly with the pile When this game came into the office, we all had a ]
on the right by means of a look and went ‘Oh yes, that looks nice, might have a go --and we've done t. The key to Gem-X s
simple transformation on that in a while if I've got nothing else to do.’ Some forethought (and & lot of guesswork).
principle. Clicking the mouse i t time later, the security guard was enquiring whether we
{or joystick) on a particular in fact had any homes to go to, as it was the middle of THE BOTTOM LINE
gem will cause it to change the night and he'd sor of like to lock up the building. We 0 SRESIRRIS 'l ever have having
colour by two steps In  given * threw him out of a third floor window and had another s elsbvpeosmtontn Ll
sequence. The four gems game. And another game. And one last game. And ‘Okay, [FHFNCRISFASIRTI
around it will also change, but just one more game and then I'm definitely going home.' in which case it's a bit of &
only by one step in the And then...well, you gel the picture. Gem-X. Why haven'l
sequence. Il a transformation you bought it yet? B Stuart Campbell
-7
Demoniak offers another will be more concerned with h 2
the best of both btight, oh so p suit. It's :I'!-."'!'Z"'. 5
worlds - lavish } differen -
pictures and pat s actually have some bearing -
intelligent text. av the ga ralons nl
s : & .-I.-,i g me davelops EL 1a o
sequence pletured = s i =
here sets a v : e m
suitably ominous = i .I-I *
tone for the dark }'3"’ ;" par 1" l 855 Inte n nelping
:D:::._H‘ Backed up by intro sequences and the THE BDTTDH L'"E g
OCCasio 1\'I'—.’s=|“"'r' mprassivaly Interesting
1o read. Witty, surprising, it's almost an allows you to switch batween the mair comic book style (new artist Jo '—'-"I ki mm'ﬁ gl P
adveniure game first rs (a son of constantly bickering cc-k* like a nama to watch) Demoniak fowards reinventing the text ;
Grant's only partly the star of mutually suspicious superhero group desarves to do weall. It has lo hp. said adventure. 1 meg only though. @
Demoniak though. The other is Palace's of the future) and see things from slightly though that it's still saddied with lots of text =
new Pura Fiction adventure system, which  diferent perspectives - one character w anly adventure type problems - the fact You've read our opinion of Demonidak, but just
features whai appears to be a very clever  take particular nole of a hunky, half alier thal you can find yourself stuck trying lo what does Alan Grant think of it? Find out in a O

parser indeed. As the adventure unfolds it suparhero’s laser gun, for instance, wh 'H open a certain door for ages, the problems

special interview in this month's Tree Storkes.
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PREMIER MAIL ORDER

Titles marked * are not yet available and will be sent on day of release.
Please send cheque/PO/Access/Visa No. and expiry date to:

Dept AMPS5, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. $513 1BJ

Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and

Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail Order only.
Telephone orders: Mon-Fri 9am-7pm. Saturday 10am-4pm. Fax orders: 0268 590076. Tel orders: 0268 590766

SPECIAL OFFERS

AMIGA A500
SCREEN GEMS PACK

Mightbreed, Days of Thunder,

19 99 Reach lfor the Skiay * .Y i .
o |Bock to the Future 2, Deluxe Paint

2, Shadow of the Beast 2

6.99 ONLY £369.99

99 UPGRADE YOUR
AMIGA TO 1 MEG
. o0 z Meg Upgrade - £39.99
e 2 Meg Upgrode + clock - £44.99

i it Bosok 26 90
) E | &
o K ¥, Wea| | hadaw Warriors 14 95
P99 K wod * 599  Silanl Servics o oo
1699 Kin o Al %% | DRAGONS BREATH
16.99  Kir 22.99 Sim City Terro 3.9¢ NOW ONLY
15 & K 77 00 5} ST R a4 3 L
.99 Kin Meg| 2699 Sl Soy 499 £12.99
o9 Kr . 19.99 . Soccer Manio & 99
@99 KU aee 5 o9
1& K i f =+ T~ - % 10
K.C 0  Srallbound i
K Q00 il 140
A 999 Spidermon._... % [ E.A. SPECIAL OFFERS
599 Lot n S e Hendryd 16.99 ONLY £7.99 EACH!
& 0% & 5 00 . -
& GO 7' 00 Zany Golf, Bards Tale 2,
.9 o] :_:.. - | & 5 I i Ba ;_._ww.,,””.’_‘ ;_"””:,,I
o599 3 |1 M 264 00 LR bl « PEITU
16 99 esu 6 . Hang s Formula 1, Interceplor
g] * 19.99 F 4.99 Supremocy 5 0g Hounds of Shadow Keef the
14 Rirs A00 B S Thief, Swords of Twilight
19 ds haas * .99 S + 7 OO
14 OF B 1699 S i i 5 OO
&P 0 k ";’ (=1=] : & 00
5% 09 1999 o
1 & 96 1499 & o0
70 59 19 60 1400 JOYSTICKS
Lol 1699 " o 00
\ : “ ; Cheetah 125 + - £46.99
26,99 16.99 Cheetah Mach 1 - £9.99
; 44 s Quickjoy 2 Turbo - £9.99
26.99 26,95 | '
: o9 399 19,99 Guickshol 3 Turbo - £9.99
14,99 [ & e -
16.99 14 9% & OO CQuickjoy Jetfighter - £10.99
&P A9 00 e x
16,99
15 ¢ 14 00
2 699 BLANK DISKS
t 1694 o o0
¢ i 14 90 4 00 Unbranded
099 Of it 16,99 10 x 3.5" DSDD - £5.99
Sl S 4 1499 |  20x3.5"DSDD- £10.99
aln C .l L=l o - P 4
799 O bl o 19 99 S0x3.5"DsDD-£23.99
&9 O GO 15 6% ER X .
1699 O 898 laoe | 100 x3.5" DSDD - £49.99
&5 L8 & o0 14 GG
P99 O O O
.: ;:: Z_,, - 1--.- Bl’ﬂﬂdEd - TDK
13199 PG 009 3.5" DSDD - £1.25 Eoch
e Pl T 14 99 o0
5 oo 44
y 209 >
> 1é4 99
> 19.99
2699 4 TRIAD VOL 3
16.99 1999
| :':; LG MNow Only
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THE POWER

Publisher Demonware
Price £24.99
Programmeris) Johannes
Lipp
Release Date  Out now
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Take a pinch of Atomix, mix with a nifty
rockin® soundtrack, and that's The Power.

In which Demonware continue with
their theme of releasing games with litles
which are simply excuses 10 use remixes
of songs by Number One pop stars Snap
as soundtracks (and which also bear
uncanny resemblances to other games)
First came Ooops Up, a shameless Pang
clone, now there's The Power, an arcade
puzzle game owsng more than a litile 1o
Thalion's Afomix. Maughty old
Demonware, but nobody's going to mind
that much if they've managed 1o turn out a
good game, 50 let's see il they have

Firstly, let's deal with that sowndtrack
IY's very excellant indeed. Right, thal's that
out of the way. Secondly, let's deal with
the: plagiansm aspect. Thera's no denying
that thas is a very similar game 10 ANomix
but it's just diflerent enough to avoid
accusahons of a np-off, largely because
I's much more of a collect-'em-up than the
earler gamea, which had distnctly Boulder
Dash-like elements to it. Thirdly and lastly
el's deal with whether it's a good game or
nol. And yes, you have 1o say that it is,
really. s certainly been superbly
programmed, although the control method
could have been a little better thowght out
and the scroling backdrops are
parbcularly nice

There are fons of oplions too, 50 you
can play the gama the way thal suls you
best, and if that's not enough there's a
level editor 5o you can make it as easy or
as hard as you like, Passwords also make
frequent appearances, so you shouldn’l
have o0 much of a problem getting stuck
on a screen and hawing to trek through the
previous ones 1o gelt to it all the time
espedially considanng you also gel I?ll;;lf:!
continues 1o play with, Generally The
Power is very well put together, but for
s0me reason it aan really grab me, and |
didn’t find | had any pressing desire o get
1o the next level (and | ked Alomix). |
can'l really put my finger on anything, it's
technically very good, but The Power
didn’t do very much lor me at alll
Stuan Campbell

THE BOTTOM LINE

Beautifully done, but a 7 “

tad awkward to play, and
seriously derivative.

Heavy on the politics, light on the shooting.

One third of the way into the war, and it's all quiet on the far
eastern front. Clicking on the reports icon will reveal all.

Domark
£24.95

Colin Boswell
Matthew

Publisher
Price
Programmer(s)
(design)

Stibbe

Release Date Qut now

ietnam is a small, quiet,

banana-shaped country on

the bottom right-hand corner
of South East Asia that's largely
covered in trees. Or at least it was
until the Americans dropped defoliant
all over it - just part of their strategy
in the 1965-1975 Vietnam War, when
they went to the aid of South Vietnam
which was in danger of being overrun
by communists from Marth Vietnam,
As historians or regular movie-goers
will probably know, the war turned
into a bit of a fiasco, with the
Americans getting a sound thrashing
for the first time in history from the
supposedly inferior commies. This
was largely due to the American
strategies being unable to cope with

- bR

The key to winning is 1o know just what
is happening in Vietnam, which is where
the Mew York Times comes in handy.

jungle warfare, which meant the reds
ran rings around them using guerilla
tactics to slowly eat away at the
Americans’ morale. It was also a war
tull of tragedies and atrocities which
rapidly turned the American public
against it, leaving their politicians to
try to extract themselves from it
without losing too much face.
[Something they didn't manage.)

All these aspects have been
incorporated into a game called
‘Nam, which has been designed by
a history student at Oxford

University and is
also (spookily
enough] the
subject of this
review. it's
basically a
wargame at
heart, where
you've got to
guide units of
American and
‘Free World”
forces around the
map against the
North Vietnamese
Army and Viet
Cong troops.
Your soldiers are divided into four
corps which each patrol a section of
the country, beating up baddies
whenever they bump into any.
However there's also quite a complex
‘political’ aspect where you can chose
to play the part of the president and
dacide expenditure and things while
watching your popularity go up and
down and reading newspaper reports
[which seemingly bear little relation to

[mh (¥

This fetching picture of Mixon acts as the
central controd screen. All other
command screens are accessed by
clicking on sheets of paper and 30 on.

what's happening on the battlefield - |
was getting reports of drug abuse
among the chaps on the battlefield
when | knew there weren't actually
any troops out there).

Apart from a few glitches
here and there, which mainly seem
to be as a result of dodgy
programming and which allowed me
to win the war on one occasion
without actually sending in any troops
at all, ‘Nam seems to be a complex
and accurate simulation, effectively
capturing the hopelessness of the
war. | doubt you'll be plagued by
flashbacks for the rest of your life,
though.m Jonathan Davies

THE BOTTOM LINE

A well thought out and potentially

challenging wargame

that's let down a bit on the
technical side of things.

GAME REVIEWS

QUADREL

Publisher Loriciel
Price £24.99
Programmer(s) Najib Chelly
Release Date  Out now

FFEF:"I-:IL-!.’:E"'QJI'!'IES Where-you-
have-to-fill-in-vanous-grds-with-a-Emit-of-
four-different-colours-and-where-two-touch
ing-shapes-cannot-be-of-the-same-colour
eh? Who needs 'em? Nobody | know
that's for sure

FCCE'{]I"‘LI 1o the instructions, ‘The
greates! games are usually the ones with
rules easy to understand'(sic), which is a
fair point, but doesn't actually apply 1o this
one as the rules aren’l parlicularly easy
and it's pretty crap too. The main problam
5 that the whole concept just isn fun
enough - it's more ke the sort of game
your Auntie Molly insists the entire family
D!ﬂj' when you go round to her house lor
Christmas than something on a par with
the likes of Tetrs and Kilax

The idea revolves around ihe theory
that you can colour in any type of map with
only lour colours withoul any two counines
of the same colour touching each other. A
tair idea for a puzzle game as these things
go, | suppose, but a bit marred by the
imited appeal of the horrible block-like
graphecs they ve presented us with here
(wouldn't a few wibbly country-like shapes
have been better?). Another problem is
the lack of challenge - you can fiddle
around with 50 much of the game,
inCluding chosing which screen you slar
on = that there's no real excitement left to

Bright colours, dull game. Quadrel is
actually one big snooze.

the thing. Thera's not evan any quessing
what the next screen is going to be like as
thare isn'l one (each new screen is treated
ndependently as a brand new game). And
you can effectively ‘cheat’ as wall by
turning off the lime limit, going back on
your moves and asking lor help

As you may have gathered, this game
didn't really appeal o me, although this
may simply be a matter of opinon
Perhaps the die-hard puzzle addict (and a
friend) will find that the two player game
offers more enterfainment whera (instead
of you taking on the compuler) each
player starts with a different amount of
paint, and then takes it i tums to fill in t
he grid — the loser being the player who's
first unabile to fill in an area. Overall, I'd
say that Quadrel is a bil of a try-betore-
you-buyer. B Rich Pelley

THE BOTTOM LINE

Dull to look at, dull to play —Quadre/
is one of the least appealing puzzie
games about. For the same effect get

a friend, some graph paper and four

coloured pens - then see
whether you get £25 5 2

worth of fun out of it.
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Player One attempis to make a comeback, while
Player Two is nowhere to be seen. (Oh dear).

Publisher Gremlin

Frice £24.95
Frogrammer(s) Magnetic Fields
Release Dale Qut now

his is a game with an
I impeccable pedigree. Its
predecessor, Supercars,
(pretty obvious really) was one of the
mast popular overhead-view racing
games ever on the Amiga, and also
one of the bast (as its placing in our
own All-Time Top 100 shows). The
programming team, Magnetic Fields,
have been responsible for some other
major successes of late 1oo, notably
Lotus Esprit TurboChallenge. Add to
that Gremlin generally developing
something of a knack for driving
games, and expectations for this one
were understandably high.
Sad to report, then, that it doesn't
really live up to them. Not that it's a

bad game by any stretch of the
imagination, but it hasn't really got
what it takes to make the major
leagues. Why? Well firstly, there's
been very little advance made on the
original Supercars. The game is the
same Super-Sprint-with-add-on-
weaponry mix as before, with only the

New power-ups and a
two-player mode sadly fail
to improve upon the original.
(In fact, they make it worse!)

INTERNATIONAL ICE HOCKEY + THE BARD'S TALE !

two-player option adding any
new gameplay features to
speak of. Graphically there's
been an improvement, with
some variation in the
background types, but again
there isn't really anything
remarkable happening.

The conversation
sequences of the original have
been kept, but this time you
have to contend with The Dept
of Transport, an Environmental
Health Officer, the police,
journalists, sponsors and
solicitors. The formula however
is the same. Choose (or in some
Instances, guess) from three replies to
given questions - get it right and you
win cash or championship points, get
it wrong and you lose them. More
significant are the changes to the add-
ons you can buy. Turbo boost and
mines have replaced power
steering and retro-thrust,
which might not seem that
impertant, but wait!

In both games your car's
road-holding isn't up to
much, coupling poor
cornering with over-
sensitive steering fo the
extent that it's very hard to
keep in a straight line, so
the power steering and other handling
improvements available in the first
game were aclually rather crucial.
They've taken them out for the sequel
and | can't for the lite of me see why.
Add to this the narrow, twisting
courses and the large number of
opposing cars, and what you have is a

(gl I H)

Selecting one player mode gives a decidedly
different outlook on life. Those hairpin bends
aren't quite 50 unexpected anymore.

game that never really gets going to
the degree it should.

This is accentuated in the two-
player game, where the split screen
(impressive though it may be) cuts
down visibility and gives very little
time to react to the unpredictable
bends in the course, It gets really
ridiculous when long tunnels crop up,
forcing you to drive blind, hitting
walls and cars with monotonous
regularity. It all makes for a very high
level of frustration indeed.

Although it's all very efficiently
done and nicely presented, the
changes they’'ve made have actually
emphasised the weak points of the
game without adding very much. Ch
dear. B Stuart Campbell

THE BOTTOM LINE
Simply 100 frustrating to be

-
-
+

INT'NATIONAL
ICE HOCKEY

Impulze
Price £24.95
Programmear(s) Gareth Briggs
Release Date  Oul now
Developed over tw
ol awve

o years, this is one
nall number of ice hoCkey

GAMES av

noping o C

thraa 1
on the relatve Sxils

l:' onal sides

riable len .-...-ns.-.

vanao game

rom several ways of decdsng w

-
The tension rises as your goal comes under
attack. Hote the spotlight trained on the
player currently under your control,

rather crap

at goal, messing, chasing the puck as il
ds all the way back i

firk then dain

Campbell

THE BOTTOM LINE

Cheap and cheerful. Except, er, it's not
cheap). You can buy

Speedball 2 for the same price,
and that makes it ook like a
very bad deal indeed.
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IMARLOCK - THE AVENGER

The Bard is back in Thief Of Fate, but it's still the same old song.

THE BARD’S

TALE I

Publisher Electronic Arts
Price £24.99
Programmer(s) Interplay

Productions
Release Date  April

aving cul my role-playing

teeth on the original C64

version of The Bard's Tale a
few years ago, | was pretty keen to see
how things had changed two games
and one computer on, The short
answer is ‘they haven't much’, but
we'll get onto that later in the review.

For the uninitiated, the Bard's

Tale series offer a computerised
version of the fantasy role-playing

Lol b i 1 v
recamen L

Lo

Toumed &

Mercilessly killing every bad ﬂlﬂlﬂ.
has its rewards - in fact, here they are!

SUPER
MONACO GP

Pub¥sher US Gold
Price £24.99
Programmars] ZZKJ
Aslease Date  Out Now

Audacious’ is the word many people
use o describe US Gold's attempt to
convert the monster Sega coin-op Super
Monaco GP to the home micros. They said
it just coutdn’t be done, they said such a
huge mass of detailed graphics couldn't be
shunted around the screen of the humbla
Amiga al anything like the required speed
And you know, in a funny kind of way, they
wirg absolulely night

And in another funny way they were
wrong. What USG have released here is a
very groovy racing game that bears
practically no resemblance 1o the arcade
machine whose name it shares. The most
glanngly obvious difference is the addition
of three new tracks (France, Brazil and
Spain) which you have lo successfully race
on before you can be let loose on the
famous Monaco circuit, a very dublous
concepl indeed. Il you're used io the
Monaco track from the arcades, you're
Qoing 1o expect to get the Monaco track,
and preferably without having 1o traipse

"

games so
beloved of sixth-
formers
everywhere. The
player controls
one or more alter-
egos, and guides
them through a
make-believe
world, collecting
treasure, fighting
nasties and
generally having
an adventurous
old time.

This window shows your The dialogue box
surroundings, or the gives a running
monster you are commentry on all
currenitly facing. the action.

Assuming you
don’t rabidly loathe role-playing on
sight (and plenty of people do) it all
sounds like it'd make a pretty
effective formula for a computer
game, doesn't it? And it does - the
only problem being that lots of people
seem to have realised this, meaning
we've gol fantasy role playing-style
games coming out of our ears.

To really make its mark then, a
new one has to be something pretty
special, which is where The Bard's
Tale Il falls down. It really is business

the first real race. Monaco GP here we come.

hakfway round the world first. You can see
'ﬁ"l',' I"I"."'.'E!‘ done it — one track mng"ul 4]
okay in the arcades, bul would look
suspiciously thin on a £25 game = but US
Gold's SMGP doesn't give you the option of
simply playing ihe arcade game, and this
has to be seen as a major flaw

S{l nota t‘;féi!'. conversion, but 5
SMGP a good game in its own right?
Yes', is the short answer to that
Programmer ZZK.J was préviously
responsible for Super Hang-On, the
fastest and probably the best Amiga racing
game available nght up until the release of
Lotus Esprit Turbo Chalienge. So who
befter to program a race game where

The qualifying round completed, it's onto France for

as usual, I'm alraid.
From the character
creation sequences
(where you choose
fighters, bards,
magic users elc
and modify their attributes) to the
Dungeons & Dragons-style combat
sequences, the whole thing gives a
curious feeling of deja-vu. Yes, we've
seen it all before, and yet...and yet, |
have to admit it still makes for a damn
satistying game. You're certainly not

Your character's
statistics - health,
armour class and

magic points are
all shown here.

speed was of the utmost
importance? SMGP moves just
as fast as the arcade game,
even with lots of scenery on the
screen, which is quite an
achigvamant on the Amiga for a
starl. It also plays very well

with sensible and adjustable
mouse control 50 you can find
thié sleanng sensitivily leval that
suils you best. The compuler
cars are pratty mtelligent
without being completely
impossible 1o gel pasl, giving
you a real sense ol
achsevement if you do manage
to haul yourself up a few places. The
gama’s maod irmtant is thal ona sanous
crash puls you complelely out of the race
something which tends to happen with
dispinting regularty. In fact it's so tough
thal many players may naver make il o
the Monaco track at all! Still, if you're
naturally persistent, this one's well worth a
play or three. B Stuart Campbell

THE BOTTOM LINE

Fast and playable, but 7 2

maddeningly difficult, and
nothing like the coin-op. Nice,
bul a bit dufl as a conversion.

GAME REVIEWS

short changed as far
as places to go and
things to do are
concerned - there are
potentially months of
playing time in here -
especially as new
areas of the game
open up to you as you
go on. Unfortunately,
lack of innovation
aside, The Bard's Tale
il falls down in a
couple of areas. The
first is presentation -
simply put, it looks
and plays like a C64

game, and you really  Just three of
5 should be able to the bad quys
expect a bit more for  Waiting to shake

this sort of money. The You warmly by
other problem is the  the throat.
disappainting lack of almosphere.
One of the most important aspects of
successful fantasy role-playing is the
feeling of ‘being there’ and the
creation of a sense of wonder, all too
often forgotten in computer versions.
A bit less of the fighling and a bit
more of the old character interaction
would be nice.

Overall then no disgrace to the
genre, but (as they say in all the best
school reports) they really must try
harder. B Mark Ramshaw

THE BOTTOM LINE

A competent and highly playable role-
player in the clagsic tradition. What was

b/

WARLOCK -
THE AVENGER

Publisher
Price
Programmei|s)

excellent five years ago,
however, Is in serious need of
an overhaul in 1991,

Millenium

£24.99

John Gibbons,

{music) Eldritch The Cat
April

Release Dale

Warlock is the third game in a senes
which has untl now only appeared on 8-bi
machines. The first, Druid, was one of a
long line of Gauntet clones which came
out around the time of the official Gauntial
icance, and was ganerally the basi-
received. Although the Amiga wasn'l beg
news al the time, Druid has since baen
convarted and is included in Warlock as an
opbonal miroductory level. Warock isell s
argely more of the same, leatunng 8
ncreasingly tough mazes populated by all
tha usual social meshils with attitude
problems, And, er, that's about i

The first thing you notice about
Warlock is how very similar it is (o the
original game. The graphics follow axactly
the same style, and the gameplay is
dentical, consisting simply of trudging
rather skowly around the scrolling mazes,
zapping baddies, collecting uselul ilems,
and looking for the way out. In fact,
Warlock appears 1o be less of a sequel =

J
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I3 the earher -.]a"'F'_, ‘_I'ar' an EIFHT'EIU'1 sel
adding tougher levels and ditfarent
baddias but nothing that you could aclually
describe as ‘'new’. As such, it's 8 success,
proving tricky and pretty angrossing, bul is
able 1o be a bil of a disappointment if
you're expecting a genuinely new game
Somecne's made a bit of a cock-up
on the presantation front too, as starting a
new game enfails waiting some 35
secands for a long picture to panstakingly
scroll across the screen and then for the
game 1o think about loading again. Not oo

There's just time to check out that treasure
chest, then make a sharp exit before those
two green meanies close in.
terrible in itsell, but with only one lile
(which won't last you very long at all in
your firs! few games) you'll see a lot of this
pécture, and grow fo hate it as | did

What Warlock does, it does pratlty
well. If you wani a slightly slower paced
version of Gauntet then fine, here it is
and it'll provede planty of short-term fun. At
the and of the day though it amounts to
nothing more than a marginal re-spray of a
frve year-old game, and as such it's very
hard to justify the £25 price tag. B
Stuart Campbell

THE BOTTOM LINE

Easy 1o play but difficult to get very lar into,
with re-loading sequences that are actually

bo:

CHUCK YEAGAR’'S
ADVANCED
FLIGHT
TRAINER 2.0

longer than the game which
precedes them. A blast from
the past that doesn't really cut
it in today's marked.

Publisher Elecironic Arts
Price £24.99
Frogrammerjs]  Eldritch The Cat
Releasa Data Out now

A word of warneng: step carefully it
you come across a flight sim thal wams
you ‘The program will continually access
the disk duning play'. From my exparience
of this ane, thay carainly aren’t kidding

Still, | suppose you're asking for it
when you try 1o cram in as many oplions
as this does, There's the sebaction of
planes for instance - old Chuck cerainly
doesn't shorichange you here, offering a
choice of 18, from Stealth bombers to the
Space Shuttle. The accuracy of the flight
models seems a little dubious - flying a
Stealth seems suspiciously similar to
flying a biplane - but the choice is
admittedly impressive

IMARLOCEK - THE ADENGER +~ M1 2 + CY¥'S ADUVANCED FLIGHT TRAINER 2.0

Fnaar, fnaar! Right, that’s got
the gratuitous VIZ references
out of the way - now is
it any good? !

Publisher Virgin
Price £24.99
Programmer(s) Probe

Release Date Out now

yped as ‘The biggest rip ofl of them all” and
H coming complete with the promise that ‘You'll

never play a bigger load of crap’, Viz - The Game
clearly has a lot to live up to. Programmers Probe have
got off to a good start by setting out to produce a game
that's unashamedly Mot For Sale To Children - it's
packed to bursting with steaming great lumps of rude
language and toilet humour. Thus we gel some highly
impressive graphic renditions of many of the comic's

most popular characters and some deeply crap music,
slapped into a horizontally scrolling race game featuring

Johnny Faripants doing what comes

Johnny Fartpants, Buster Gonad and Biffa Bacon.

Your task, as one of the three, is to race through five
areas of Fulchester (the beach, the park, the disco and so
on), hindered by the entire Viz collection of characters
(with the extrordinary exception of Billy The Fish). To
improve your chances, you can
utilise your own special "gifts’
(Johnny farts, Biffa fights, and
Buster bounces on his unfeasibly
large testicles) to clear obstacles or
avoid a particularly "sticky” patch
= but only a limited number of
times per level, the number
determined by how well you do in
a couple of sub-games. These are

The options don't end there though

Slaloms, take-offs, landings, races, stunis
formation fiying - the decisions you have
1o make before you take off go on and on
And on. Even when you're into the game

Guiding a Spitfire through a canyon at just over
6001t is hard enough, but using an external view
makes it nigh on impossible.

Biffa and Buster make a frantic (and oh
naturally, in an effort to inflate balloons. %0 wacky) sprint across a handy log.

THE BOTTOM LINE

Good fun, and succeeds in capturing the
Fr,  comic's feel 1o a large degree, but thal 5™
doesn’l stop it being undemanding and
e overpriced. You'll enjoy it
loads (1 did anyway), but youll
probably end up leeling
cheated in the long-term.

proper there'ra internal and extermnal
camera views 1o p ik betwaen :=c'.arr',-
backdrops (') to add or remove, and all
sorts. It has lo be said though, all this
flexibility doas add to the game's appeal

wiich is just as wall consigar ng whal
the fiying is like. You'll be amazed that
d _E'--E'F"gl"iﬂd plang can move this
S|':h'-'|'3' Yep, once again speed has
been sacrificed for 30 detail and
raalism, and it mucks things up a
treal. Jerky frame updates simply
negale al ihe hard work put into the
program. The strange cursod-style
yoke control and shightly dodgy 30
don'l help matters either. And then
- there's all thal accessing

| don't wish 10 sound 100 negative
though. Iif you can put up with the
snooze-o-load (&) disk access and

nearly all of the
joystick waggler
variety (well, what
did you expect),
and feature events
like Biffa drinking
or Buster
bouncing. But
what's that | hear
you cry? ('Never
mind all the nobby ©Oh dear, we seem to have missed Roger's
waffle, is it any enlightening (but unprintable) dialogue.
good?', it sounded meanwhile, Biffa picks a fight with a log.
a bit like). Ahem.

Well now. Viz - The Game is a funny old kettle of
hatstands. It's very, very simple indeed, but - well,
actually there isn't a “but’, It's probably one of the
shallowesl games ever seen on a 16-bit computer. You
run from left to right, you avoid baddies, and, um, you
fart occasionally. The game compensates for this lack of
depth with a very high difficulty setting (which would be
fine if it wasn't for the long wait between games) and of
course the irreverent (to understate things just a touch)
humour, This is generally well in keeping with the Viz
style (especially the Top Tips), but you get a couple of
problems transferring them to a computer game. One is
that after you've seen all the jokes once (which doesn't
take long) they aren't funny anymore, but the other is that
what works on scrappy, throwaway, fanzine-style bog
paper looks too calculating and out of
place in this high-tech setting. All this
probably makes the game sound
completely crap, but Vizis actually
the kind of thing that you'll find
yourself coming back to, simply
because it's fun to play. It's an
irritating kind of fun, because how
you do in the race can depend on
which lane you get put in at the start,
but fun it nonetheless is. And frankly
that's about all there is to say about
it. Viz - The Game is as two-dimensional as ils paper
counterpart, and if £25 seems to you like a lot of money
to pay for a simple game featuring much the same jokes
every time you play it, well yes, you're probably right. B
Stuart Campbell

30

once-in-a-lifetime screen update (e it
updates once in a lifetime), this can
actually get quite engrossing. Taking par
n a 1940s slalom race is excallent fun
and the chance to land the Space Shuttie
isn't 1o be sniffed at. The problem is, thene
are 50 many axcellant flsght sims on tha
market a new cne has 1o be really specia
to make its mark, and this one isn't it. Now
it only the whole thing moved two or three
times faster. B Mark Ramshaw

THE BOTTOM LINE

Arguably one of the most flexible flight
sims, packed with options and some fun

]|

scenarios. Unfortunately
though, the whole thing fails
to inspire due to the decidedly
uniriendty pace.

-
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Ring us now! 0636-79097 we're programmed to help

Action Stations £21.99
AMOS - Games Creator £34.59
Armour-Geddon £16.99
Atomic Robokid E17.98
Aweasoma (PLUS T-ghin) £24.90
Back To The Future 3 £16.99
Bards Tale lll £16.99
BAT £16.99
Battle Command E16.89
Batthe of Britain £19.99
Batraya £19.99
Billy Tha Kid £16.99
Cadaver E16.99
Captive £15.89
Car-vup £16.99
Chaos Sinkes Back [Mb) E16.99
Chase HO 2 £16.89
Chessmaster 2100 £19.99
Coilditz £19.99
Colonals Baquest £24.99
Conguest Of Camailol £24.99
Corporation £15.99
Crima Wave £16.99
Curse of the Azure Bonds £19.99
Dragon Bread £16.99
Dragonstrike £19.99
Dragons Lair Il £24.99
Dungeon Master £18.98
Elvira £19.99
Exterminalor £16.99
Famous Five £16.99
Feudal Lords E16.99

FREE - PUBLIC DOMAIN DISK!
with every game from this column!
Pick from list opposile

Timawan

E19.59
£19.99
PHONE
E22.09

Flames of Freedom (Mid 2)
Flight ol the Intruder
Gauntiat 3D
Ganghis Khan
GODS
Golden Axe
Hard Drivin' 2
Hargaon
Horor Zombiées

Hunt for Red October

(Mb)

16.99
16.99

e Mo i R L ]

X-COPY PROFESSIONAL [3 HI £34.99

plus CYCLONE & Hardware!

£17.98
£16.99
£19.98
£15.99
£16.99

indianapodis 500
James Pond

Jack Nichlaus Unlimited Golf
Kick OF 2 (MB)
Lemmings

Lotus Esprit Turbo
Merchant Colony
Machwrinviier

MIG 28

Mighty Bombjack
MNAM 1965 - 1975
Navy Seals

Night Shaft

M1 Tank Platoon
Obitus (+ T-Shirt)
Opearation Stealth
Pang

PGA Tour Golf
Pool Of Radiance
Powarmonger
Pro Tannis Towr 2
Rick Dangerous 2
Robacop 2
Raorkes Drit..

£19.99
£18.99
£16.99
£16.99
£16.99
£15.99

Rawvelation

Secrot of Monkay |stand
Shadow of the Beast 2 ....
Sim City

Ski or Die

Spoedball 2

Spandizzy Worlds
Suparcars 2

Super Monaco Grand Prix
Super Of Road Racing
Supramacy

SWILV

Team Suzuki

Teenage Mutant Hero Turtles
Turrican 2

UmMs 2

Utima v

Viz

Wargama Con .-‘r..al.. o ‘:LI
Warlords ..

W ngs 1T %)

Wrath of the Deman

Zork 1

Z-0ut £14.99

COMPILATIONS

TOP SHOTS...
Kick Off * PLUS" Ex

COIN OP HITS 2..
Ghouls & Ghosts, Hammeardist, i g- ante,
Ninja Spirit, Dynasty Wars.

MONSTER PACK .. .£19.99
Shadow of tha H-ud'ﬂ in Iamal cm Nl ro

LEISURE SUIT LARRY TRIPLE ..£34.99
Lelsure Sult Lamry 1, 2, 3

BIG BOX (10 Games!)..................224,.99

Teanage Cueen, Captain Blood, Krypton
Lg obo H%IJ?{“’ Jumgin Jackson,
tul an Gur l.- Purple Satumn, Kryplen Egg
Bubbla +, Tin Tin On Tha Moon

WINMNING TEAM ..
Cybarball, Klax Vindicalors
Robat Monsiorns, Kiax

POWER UP... £21.99
Rainbow Islands, Allered Beasi, Chase
HO, Turmcan, A PB

FISTS OF FURY .. ..£19.59
Double Dragon I, Shinabi, h-naW'lrr ars
Dynamite Dux

MASTER MIX... -
Thunder Blade, Turbo Cutrun, G
Down, Super Wonder Boy, Dynamite Dux

WHEELS OF FIRE... £19.99
Hard Drivin, Power Drift, Turbo Outrun,
Chasa HO

SPORTING GOLD ........cccevneea. £19.99
Games Winlar Eidtion, Gamas Summar
Edition, Califormia Gamas.

HOLLYWOQOD COLLECTION .......
Ghostbusters |l, Robocop, Balman
(Movie), Indiana Jonas

PLATINUM .. .£17.99
Ghouls and Ghosis, Strider, BIAck Tiger,
Faorgotten Worlds

POWER PACK ...
Xenon Il TV Sports
Lombard RAC Rally!

PREMIER COLLECTION IL...........E12.89
Archipelagos, Cuadralien, Cybemosd 2
Battheships

i Rard w Nl i Racl
D@D Do
EEERERER!

&
&

L£21.99
F dr{ 1 Of

£19.99

DELIVERY
SERVICE

..and the keenest prices

BUDGET

1 disk .

6 disks ......

10 disks + File Enx

20 disks + File Boxes .........

Mb = Menuh'rtur

Aler Burnar

Barbarian Il
Continantal Circus
Daley Thompson
Detender of the Crown
Gauntiat 2

Oparation Wall

Out Run

Road Blastars

Rocket Ranger
R-Type e
Reavenge of Doh
Sillkworm

Speedball

Super Hang On
Thunder Blade
Wizball £6.99
World Class Leaderboard £6.99

SALE * SALE x SALE

Archipalagos £4.59
Battle Squadron £9.99
Bloodwych ! £9.99
Colossus Chess X... £9.99
Daily Double Horsa Racing £8.99
Dragons Breath

'| ELITE: i

Galaxy Force...... :
HARD DRIVIN' + 10 DISKS
Mousea Trap £4.99

STORY SO FAR (Vol. 1)......£9.99
Buggy Boy, Ikari Warriors, Bayond
lce Palace, Battleships

Mebulus
Natharworkd

Rick Dangerous
Shadow of the Beast
Silent Service £8.99
X-0UT £9.99

JOYSTICKS

£4.99
£9.99
-E£11.99
£12.09
£18.99
£15.99

£6.99
E6.99
£5.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99
£6.99

£11.99

£4.99
£4.93
£8.99
E12.99

Joyslick & Mousa axiension
Quickshol Il Python
Quickjoy Il Supercharger
Quickjoy Jatfighler

Quickjoy TOPSTAR
Compaetition Pro Extra

Sting Ray Handhald £13.99
Zip Stick Professiona £15.99

DISKS 100% Guaranteed!

Bulk disks (10} £5.59
(50) E27.09

Plus
Labels

EXTRA MEMORY 5

500K AAM Expansion £34.99
500K RAM + DUNGEON MASTER .£49.99
500K RAM + KICK OFF 2 (Mb) £49.89
500K AAM +« DRAGONS LAIR £59. 89

All prices include VAT and FIRST CLASS POST!
GUARANTEED RETURN OF POST DELIVERY ON ALL STOCK ITEMS!

DEPT AMP, 6 MUMBY CLOSE, NEWARK, NOTTS NG24 1JE

Cheque, postal
orders or credit
card facilities
are available

{2D = 2nd Drive

AG.01 Star Trek: Superb game based on
TV series, Foaturing superd digitsed
graphics and sound! (2D - Mb - 3 disks)
AG.02 Varlous; Gravwars, Jackland
Pacman, Othello, Empire, Hanoi

AG.03 Star Trek (Agatron); Strategy
gamé by Tobias Richier, Germanys No. 1
Trakkar! English varsion (20 - 2 disks)
AG.04 Monopoly; full version of the clas
5ic property trading game!

AG.05 Pacman BT; Multi level version of
this addictive arcade classic

AG.06 Various; Cosmorolds; Amoaba,
Crazy Eights, Blackjack, Backgammon,
Dabeks, Yahtzee, Stone Age...elc

AG.0T Board and Card games; Cluedo,
Oihallo, Klondike and Cribbage

AG.08 Puzzie Maker; Jigsaw puzzles
from IFF files. Plus Puzzle Pro

AG.10 Space Invaders; Arcada Classic
varsion! Plus: Lander, Amoaba..

AG.11 Tennis; excallent sharewara
sports simulation (Mb)

AG.14 Flaschbler; Bouldardash style
game, Almost commercial quality!

AG.15 Paranoid game; Arkanoid style,
including a screan dessgner

AG.16 Castle of Doom; Adveniure game
with graphics - beginners leve

AG.1T 5T Bash; Superb Space Invaders
varsion, shoot Alar ST hardware!

AG.18 Golden Fleece; Superb Infocom
standard adventure, Train; design a rail-
way with trains! Tron; 2 player Light cyche
gama. Plus: Star Fleel, Kamikaze Chess
Tumbling Tols

AG.22 Relurn to Earth; Elie style space
trading game with excellant graphics and
digitised sound

AG.24 Drip; Arcade quality gama with
digitised sounds and smooth spritas!
Pius: China Challenga, Super Gridder,
Frogger, Alr Traffic Control Sim, Mutant
Ping Pong

AG. 26 Zerg; Litima style Role Play

Plus: World; Infocom typo adveniune
Daleks, Callisto, Puzz, Pantoon

AG.27 Star Trek (US); Space strategy
game. Captain the USS Enlerprise and
rapal Kiingons! (20-Mb-2 disks)

AG.28 Quattro; Tetris style. China
Challenge; Mah Jong type puzzle game
Breaker; Breakout style with screen
designer. Plus asteroids varsion

AG.29 Chess; superb Multi featured ver-
sion variable level of play. Tiles; unusual
Shanghai version. Battleships; great
implamentation of the classic pencil and
paper game. Telris Two; 2 player puzzia
game

AH.01 Adventure Game Solutions;
More than 100 including; Dungeon
Master, Future Wars, Ultima 110 5
Skerra, Infocom, Bards Tale, Zak
MacKracken, Maniac Mansion, Rainbird
Print Out or Read from screen! (2 disks)

Access
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BLAZING THUNDER, CARRIER COMMAND, CJ'% ELEPHANT ANTICS,

FORGODTTEN WORLDS

BLAZING
THUNDER

Puthlisfgr Hi-Tac
Prica £6.99
Ralpase Date  Out now

Unusually for Hi-Tec, this game isn't a
licence from a dodgy Hanna-Barbera
canoon s actual ¥ a I{':'fﬂ'l',' I:l'll; Ma
product, in 50 much as something that's
basically fkar Warnors can be called
anginal’, thowgh hera the player is in a
tank (or ‘piece ol miniature hardware’, as
the inlay would have it) instead of faffing
about on foot. This of course immediately
opens the door 1o lots of fun driving over
enemy soldiers and listening 1o thedr

Hardware, shooting and explosions galore
= it's got to be the frantic Blazing Thunder.

(diferently-pitched!) screams, free from
those 'bumping into things and dying
worries. Not thal you're invuinerable, of
coursa (bt of a silly game if you wera,
though it would probably stll be loads of
fun), as the enemy forces are armed to the
teeth with a lot of rather heavier weaponry
ncluding tanks, planes, halicopters,
mabile rocket launchers and huge
armoured personnel carriers

Hardly innovative stufl, you might be
thinking {and you'd be right), but that
doesn’t stop Blazing Thunder from being a
greal litthe game. Faster-paced than is the
morm for this kind of thing (and blessed with
some great sound ellects) il fairly cracks
akong throwgh some effectvely carioony
backdrops and heaps of action. It's as
playable as you'd expect something this
simple 1o be, and hard enough 10 be
addictive too. Especially fun are some ol
the later landscapes which are ofien quile
maginative (if not lo say decidedly odd) in
design = worth looking out for. One word of
waming - it's only hall as much fun il your
joystick doasn’t autolire - but essentially
we're in a moan-irée zone heré. A winner
B Stuart Campbell

THE BOTTOM LINE

A really dinky budget
game, and a must buy for
all lkari fans.

1o

COMMAND

CARRIER

Pubiishe Mirrar Image
Prica £9.99
Release Date  Qul now

Carrier Command was released in
1988, Last month it was rated number 15
in cur own list of the Top 100 Amiga
Games Of All Time. This should really tell
you all you need 1o know, but in case you

Another manta prepares for take-off, ready
for a reconnoitre of the nearby islands.
missed the Top 100, or sulfer from
terminal dimness, here's a quick recap

The first game of its type, and indeed
arguably the only game of its type, Carmer
Command defies pigeon-holing, but in
essence it's a strategy wargame shoot-
‘em-up with elements of flight sim. You
conirol a huge carrier, attack aircrafl, and
amphibious tanks in a batfle to win control
of a number of fictitious islands. The game
15 vast and tofally absorbing, and the filled-
veaclor l:_lr.:-l[l'w;ﬁ stand companson with a!'l',.'
mong recent games in similar vein, There's
enough flying and zapping 10 keep action
fans in seventh heaven, but enough
thinking 1o keep strateqists scralching their
heads lor weeks oo

Everything about Carrier Command is
fab, and now it'll only cost you a tenner. |
really shouldn't be having 1o tell you this
you know. Get out there and buy it. Il
Stuart Campbell

THE BOTTOM LINE

CJ'S ELEPHANT
ANTICS

Are you slill here? | said

GET OUT THERE AND
BUY IT!

Publisher Code Masters
Price £6.99
Relpase Date  Oul now

Code Masters have made something
of a name for themselves as purveyors of
cule, cartoony arcade games, so it comes
s a bit of a surprise 1o find that CS's
Elepharnt Antics is in fact...a cute, cartoony
arcade game, Okay, 5o it's nol much of a
surprse at all

This particular cute cartoony arcade
game concems, in a rathar ideologically
sound manner, a baby elephant (CJ) who
escapes from a plane while being
transporied 10 a 200 and has to travel
through Europe and Africa 1o retumn fo his
home and family, Europe and Alrica in this
case consists of four large scrolling levels
of maze-cum-platform action, with various
enamies and lraps conspiring 1o keep CJ
from his objective, including gendarmes in
France, lions i Alrica, and penguins in
Switzerland (?), as well as the ubiquitous
end-of-level guardians

The graphics in GJ's Elephant Antics
have a slightly crude ook to them, but CJ
himsell 15 a highly lovable little sprite
defending himsedf by spiting peanuts
down his trunk at his adversanes and
floating down leng drops with the aid of his
yellow-and-green umbrella. The screen
scrolls smoothly in all directions, but in

3D PODL,
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CJ (he's the one with the trunk) in ‘about to
get homribly duffed up® situation.

FEiEEER

%[

Pomrger &

general the game seems 10 lack a lite in
the way of visual sparkle. Musically it's
atrocious, with a hideous tune that we'll
mention no more lest | get all depressed
and there are no sound effects at all
which is a bt of a shame

The two-player mode is very strange
as both players play simultaneausly but the
screen only lollows player one, so close co-
operation is essenbial if you want to get
anywhere (allermatively, play the game
completely blnd for a real. not to mention
very silly, challenge). Control could be a
smidgen more sensitive oo, bul despite all
these faults the game is actually very
playable, With nine lives and only four
avels (although they are vary big levels) it
Wion | Lake 'EI-'EM’E' L[] COMIpx gte, but itll be
ong enough for you to get your money's
worth. [l Stuart Campbeall

THE BOTTOM LINE

Nothing special, sure, but
a long way short of being
tolally crap loo.

b3

3D POOL

Pubiishar
Price £9.99
Release Date  Oul now
30 Pool, It's a pool game. It's in 3D

What else 5 there 1o say about it? Well
how about: It's a straightforward poo
simulation, but instead of the traditional
overhead view only format, the action can
be viewad from anywhere around the table

from overhead or from cue level
zoomed in or out of, and ganarally mucked
around with. It plays a mean game of poo
100, with some sanously lough opponanis
though with brilliant, precise, instnclive
conirols that mean you've stll got a
chance. The graphics are lovely fast and
smooth and the sound s as good as you
coubkd possibly sxpact it 1o be, with clicks,
thuds, and apprecialnve applause for really
good shots. It's got loads of options 1o
ncrease |ES|ED:!I‘.',' o0, including one and
wo-player modes, lournament of practice
games, and even a hbrary of mindboggling
trick shots to show off with, along with the

Mirror Image

Erm, it's a pool table. With balls on it. Um...

BUDGET

GAME REVIEWS

CI;'_‘| on 10 Sel up your own ones fand rg-fne
that incredible shot you pulled off down tha
pub last week). The whole thing has a very
professional feel to it and proves ideal if
what you really want 1o do is play pool
without all that ledious faffing about buying
dnnks, bumping inlo peaple and getting
smoke in your eyes. A bit groovy, all things
considarad’. You could always try saying
somelhing like that, | suppose. B Sfuan
Campbell

THE BOTTOM LINE

I

FORGOTTEN
WORLDS

if you like the idea of

compuler pool, an
unmissable bargain. (Not
everyone will of course).

Pubiishar Kixx
Prica £7.99
Faolsase Date  Out now

Despite sounding ke a rather crap
prehistonic monster movie starring Doug
McClure, Forgotten Worlds is actually a
well-respected shool-'em-up from the
arcades of 1989. You play a bloke with an
aerosol can strapped onio his shoulders
fiying around the air pumpsng holes inlo
baddies who stream in al you from up,
down and all around. It all plays out against
a gently-rofling post-apocalyptic backdrop
of blasted cities, ‘dust worlds' and
underwaler seascapes, and as a
coméarsion you have to say it's still pretty
wall spot-on. The graphics make for an
appropnalely eene atmosphere, and the
pace is fast and furious. In fact, it's so fast
and lunous
Il take you
quite a while
to caich up
with it. The
main fauits
are really
those of the
arcade
particularly
the: tricky
control
system (for the first hour you'll find yoursed
spannang round in circles faster than
Michae! Bareshnikov with a firewaork stuck
up his bumy, though once you get the hang
of, say, pulling down left when you want
your bloke to aim up nght (ke a kind of
warped puppe! on a sinng) you'll be
blasting away fine and dandy

What irks me more is the way you die
Essentially you only have one life, with an
energy bar that ebbs down bit by bit. This
lakes away any real leeling of danger -
you tend 10 ignore the fact that you're
getting hit until you keel over for seemingly
no reason. Forgotten Worlds was never an
incredibly innovative game but what it did
It el weell. And il 5

Budget-priced horizontal blasters
have rarely looked 50 good.

HIMmOd VOIWNY

AVYIN

does. B Andy Ilde

THE BOTTOM LINE

A fairly enjoyable, though

LGEE L

slightly dated, arcade
romp which benefits
from a two-player mode.
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GAME REVIEWS

Facing ridiculous odds (and being

OPERATION
WOLF

Fublisher The Hit Squad
Prica £7.99
Release Date  Oul now

This i5 ideal budget fare really. A
famous name (one of the most famous, in
fact), limited gameplay but, it has to be
said, lois of action, This is the onginal alive
drab shooling gallery game, with ocodles of
enamy soldiers, tanks, jeaps, halicopters
and the like leaping up or Zooming out in
front of you, and only your quick reactions
saving you from being sent back to the title
scraen in an inglonous amount of tima. It's
the game the term ‘genocidal’ could have
been inverted for - admittedly the odd
nurse, pig and Vietnamese-like civilian
crops up who may not be such a brilliantly
good idea 1o aim al - but the basic

gameplay is very much of the shoot-
everything-in-sight variety

In a historical context Op Walf is mainly
noleabde for the fact that it used swuch big
arcade-like spnies and had so many on the
screen at one time

i looks a it scrappy
today
perhaps. but
you have lo
admit that
still works
Sufficiently
similar to the
Coan=-0p 10 00
1 justice, it's
really marred

only by a

shot to pieces), in Operation Wolf. 1adicus amauni

AMIGA POWER MAY 1981

(R

of disk
Swapping ~ surely it wouldn't have been 100
much efiort 1o squeeze it all oo one disk?
At this price it's a bit of a steal, and
suddenly makes all similar rivals (Line Of
Fire et al) still at 25 quid look stupidly priced
indeed. We'd perhaps wail for the superior
two-player sequel Operation Thunderboll to
make it onbo budget, but there's no way you
couldn't call this a good buy. B Matr Bielby

THE BOTTOM LINE

SPEEDBALL

You know exaclly what

you're getting here and,
within its limits, it doesn'
really put a fool wrong.

Publisher Mirror Image
Price £9.99
Reigase Date  Out now

Clearly Mirrorsoft are hoping to
capitalise on the massive success of
Speedball 2 with the re-release of this, its
predecessor. The game follows the same
basic prnciple but is simpler in most
respects, with a smaler pitch, lewer
players, and no management elements
Whereas Speedball 2 was in essence a
future soccer game, 51 is more like five-a-
side, with the action zipping from end to
and with incredible regularity. The most
interesting aspect is probably the bribery
feature, where, by collecting tokens on the
patch, you can gather togather anough
cash fo persuade the refleree 10 give you a
goal-lead at the star, or 1o extend the
previousty-finished game, giving you a

BUDGET

Speedball - it's not for the claustrophobic!

chance 10 recover from a losing positon
You can also use the tokens 1o increase
your team's skilis and stamina, or reduce
those of the opposition. The gameplay
itsefl is easy to pack up, and the graphscs
are the usual rather pratty metallic Bitmaps
fare, but the sound is rather out-ol-place
and would be much better suited 1o a
shoot-'em-up. Generally the feal is of
something nice, but a bit dated
Speedballis a fun game, but in one-
player mode it gets easy (and hence
boring) very quickly. If you play in two-
player mode it's brilliant, but then so are
mast wo-player spons games., Minror
Image also seem to have rather
misunderstood the concept of budget
software, and pricing this game at £10 puts
t rather 100 close to its vastly supenior big
brother for my liking. @ Stuart Campbell

THE BOTTOM LINE

A fine game, but (if you

can alford it), you'll find
Speedball 2 is well worth
the extra investmenl.

ROCKET
RANGER

Pubiisher Mirrar Image
Prica £9.99
Release Date  Oul now

On the box of this game thera's a
quote which says ‘Rockel Ranger is...a
real landmark in Amiga Software hislory’
and for once they're right. When it first
came out, Rocket Ranger leatured
probably the most stunning graphics ever
seen on any home computer, and digitised
music that gave the game a feel befitting
the name of the company that produced it
Cinemaware. This was a piece of software
that wasn't so much a game, more of an
inaractive mowvie (a term which has since
become 5o overused as o be
meaningless). But wait. Look back at that
sentence. "Wasn'l 5o much a game
Doesn't that sound a bit wrong 1o you, isnt
a game’ exactly whal if's supposed to be?
And therein bes the problem with Rocket
Ranger, On the surdface i's absolutely
gorgeous, but inside it's a gameplay-iree
zone. The sub-games which make it up are
all pratty dire in their own right, despite the

Is it a bird? Is it a plane? (etc)

lovely graphics, and any samiple fun that
might have been had from it goes out of the
window when you'reé confraonted with half-a-
dozen disk swaps every ten minules. Some
peopie love it - our own Gary Penn seems
to think it's the bee's knees, for example -
but | can't for the kife of me see why. IU's not
all bad, if you've got a monumental degree
of persistence you'll find a fair old strateqy
game in thera, but frankly this is best
bought as a piece of hislory, and of course
to rélain something's value as a relic, it's
best if you don't ever take it out of the box
B Stuart Campbel

THE BOTTOM LINE

Rocket Ranger is nice 1o

have, bul nol somelthing
you'd be in a hurry lo
spend a tenner on.

DALEY
THOMPSON'S
OLYMPIC
CHALLENGE

Publisher The Hit Squad
Price ET.99
Release Date  Out now

Way back since the days of Superfest
and the like on the Spectrum, Daley
Thompson has had us frantically waggling
our joysticks through many a sporting
event. Clympic Challenge was the tie in
with the last Olympics (50 it's a re-release
from 1988 then), and, despite all those
fancy digitised graphics, lraining sessons
and in between screens, undermeath it's
still just a plain old waggler

Things start off (rather annoyingly
every game) in the gym where the idea is to
prepare yoursell for the following events
There are three exercisas for you to iry (or
should that be hurt?) your hand at - weight
lifting, 53t ups and squats. Here, a nice
degitised piccy of the big D himself does all
the fifting, sitting up and squatting for you
whilst you (yep you guessed it) waggle
away levenshly, hopefully filkng wp that

itle of Lucozade at the top of the screen
(as it will apparently affect your
perlormance in the events)

The usual running, jumping and
throwing Decathbon evenls coma nauxt,
featuring nice graphics, but unfortunatety
rather one sided gameplay - you simply
wedd your joystick 1o the floor, supergiue
your hand 1o the shafi, make lots of
groaning noises and wagghe for your life.
Some of the events (if you get that far -
you have to quality in each one 1o get onto
tha next) im/olve swch complicated
manoeuvres as pressing fire 1o ump and
{shock horror) waggiing slowly, but all in
all there's not much to it and boredom sats

Hopelessly old fashioned and, um, that's it.

OPERATION WOLF, SPEEDBALL, ADCKET AANGER, DALEY THOMPSON'S OLYHMPIC
CHALLEMNGE, STRIKE FORCE HARKIER

n extremely quickly. Thera's no way of
practising each event either, 50 you're
bound 1o spend most of your time training
and very litile on the aciual competitions
thamsetves, What a downer, eh? Three
years on, Daley Thompson's Olympic
Challenge still has a bit of instant appaal,
but soon gets very repetitive and boring
There are a lof better ways to spend eight
quid. B Rich Pelley

THE BOTTOM LINE

Hopelessly old fashioned 55 —

STRIKE FORCE
HARRIER

waggling gameplay. Even
the great man's face on
the box won't help il sell.

Publisher Mirror Image
Price £9.99
Aplgase Date  Oul now

One of the Amiga’s very first flight
sims, Strike Force Harner was also one of
the best received. Combining realistic
simulaton with lots of fast blasting action
it remains one of the gense’s mast
playable games, and for outright speed
can give anything currently available a real
run for its money.

Obviously thera's going to be a
drawback. Flight sims have progressed
quite a way in the three or 50 years since

Pyramids? This isn't Egypt is it?

its original release, and Sinke Force
Harrier now appears pretty crude and
primitive graphically, lacking depth when
compared to mare recent games. But all
the same, il you treat it more as something
ike Rescue On Fractalus and play it like a
complicated shool-'em-up rather than a
simple fght sim, you'l probably find
yoursel having quite a lot of fun. Priced at
£10 though, it's unavoidably going to
atiract unfavourable comparisons with
FiA-18 Infarcepior, which is technically
miles ahead, and available for the same
price, The EA game is just as accessible,
and much more impressive technically (as
its placing in our All-Time Top 100 would
suggest) so in a straight head-to-head,
Stnke Force Harrier is always going to
come out second best. With that in mind, |
can’t really recommend it strongly, but my
gut feeling s that it's a really nice gama,
and one that's just a bit more enjoyable to
play than the usual flight sim. B Stuart
Campbell

THE BOTTOM LINE

b4

It's pretty fine, but at the
price it's been rather out-
evolved by F/A-18. Do
lake a look though.
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WE MUST BE MAD

Due to massive bulk buying and low cost advertising we
can offer you high quality European manufactured
disks at these extremely low prices

il DSDD INC VAT +
3.9" pisks 91 P LageLs
250 + @29p each; 500 + @ 28p each; 1000 + @ 27p each
ALL DISKS CERTIFIED 100% ERROR FREE

SONY 3.5" 38p :=

DSDD BULK

100 Capacity Disc Box ..........3.75 50 Capacity Disk Box ............ 3.25

Mouse Pockets.. 150 Mouse Mat.............cocernsnssnnc 1. 75
Printer Stand. ..3.75 Amiga Dust Cover. 2.50
Posso Box............ : i 2.50

Amiga 512K HAM Expansmn with clock
Amiga,/Atari External Drive... = 54 95

THIS MONTHS 200 3.5" DSDD DISKS
SPECIAL OFFER + 2 x 100 CAP BOXES 64 95

Please add £2.85 p&p/next day £6.50. Chequesﬂ'ﬂs to
PLC COMPUTER SUPPLIES (Dept AMP)

élla:::"":af::;z TELESALES HOTLINE
ST 0782 212970 @

AMIGA PD.

ONLY
89p per Disk

Our catalogue currently holds over 700 disks
and is rapidly expanding
Send for FREE Catalogue to:
BRENLEE P.D., Dept AMP, 8 Kings Road, Shcpshed.
Loughborough, Leicestershire LE12 9HT
'|'{'Ia-Phﬂmr (0509) 508286
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FREE PD?

RING FOR FREE INFO PACK!
WHAT HAVE 1"0L‘GOT TO LOSE?
FRFFPNE 0800 252 623

- Or (051-924 0200)

VISA (24 HOURYS)

Or Post Free To:

UNBEATABLE PRICES,
FREEPOST. LIVERPOOL, L23 OXH
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ALL-TIMFE

GAMES

LRI

Ralnbow isfands

oy Sawer

THE AMIGA POWER
ALL-TIME TOP 100
GAMES!

You read all about them in the Amiga Power
supplement, now here's your chance to play them!
Just think: 100 absolutely incredible games. At a
conservative estimate, that's two grand's worth of
kit, and a solid two years of playing time too - and
you still won't be bored! (Just check out the
screenshots dotted around the page for a brief
selection of the treats in store).

Now for the difficult bit. First check out the
questions below. Then answer them (pretty obvious
so far, isn't it?) on the back of an envelope or post
card, and send it off to Amiga Power Top 100
Competition, Amiga Power, 29 Monmouth Street,
Bath BA1 2BW. Don't forget to add your name and
address (print clearly please), and make sure you
get it to us by May 24th 1991.

Chrarts

LIEIfAAn

£
3
g

syngany

DEE 1 im0y I BNANTIG

SO WHAT DO |
RAVE QOINY" 53 et sk oo
them, but don't worry, if you don't know some of the answers they can be found

either inside this very copy of the magazine or in the Amiga Power All-Time Top
100 Games supplement (available with this month's Amiga Format).

safiury b0y

€

The music to Xenon 2 is based on the theme from what low
budget movie?

€ How is Leisure Suit Larry [l subtitied?
(3] Shanghai is loosely based on what ancient Chinese game? I
© Name two other games (not necessarily on the Amiga) by (B
Laser Squad creator Julian Gollop. »
© What industry ‘cult’ character wrote the introductory poem to . 5
Castle Master? - <
© Rainbow Islands is the sequel to what game? j:
€ Which flight sim might be hard to track down in your local ¢ ;é z
computer shop? %
@© What's the name of Warhead creator Glyn Williams' soon-to-be ®
completed new game? e ol i e e st e oy S 181 My e ot » 1
© What is the name of the programmer of Firebird's Quartz? T R 0 o1 e aryaam o o 150t 30 g ~
Q@ Captive is essentially amodern update of what game? R e s sl il



SCREEN PLAY
has 162 pages
packed with all
this and more...

®Reviews of over 100 games.
@Tips on over 100 games.
®Maps for 12 games

®Full solutions for 12 games
eComplete playing guides for
Damocles. Dungeon Master,
Corporation, Neuromancer,
Xenomorph and many maore.

Whether you're into shoot-em-ups,
simulabions, adventures or puzzle
our comareRhemiive (lled
games, Amiga Format always sl it sk .
brings you definitive coverage for warTTE o
MAF vVamN

games. Game Busters compiles

tips to ad the strugghng gamer

THE INDISPENSABLE
GUIDE TO GAMES ON

HE AMIGA

SCREEN PLAY
— THE BOOK

A FUTURE BOOK

came under the close scrutiny of
the Amiga Format reviewing team?
What happens when you can't beat
that classic old game aven after
months of trang? What can you do
if you've missed part two of that
essential solution to Shadow of the
Beast? And just what DID happen to
your issue with the Infestation
maps? Mow you can put all these
worries behind you, with the Amiga
Format Screen Play book

Screen Play, the book, con-
tains reviews of over 100 games,
with the most comprehensive col
lection of tips, maps and cheats
ever compiled in one place. The
book also includes exclusive hints
for top games specially put
together for this book. It's been loy-
ingly put together by Amiga
Format's dedicated staff writer Maff
Evans, who's got more experience
playing, cursing at and then beating
games than it's sane to have. All of

and Screen Play covers the big names and top releases to watch out for  his many years expertise has gone into creating this book, which costs

every month just £9.95

But what about the games that shpped through the net and never Iif you play games, how can you afford not to buy it?

PRIORITY ORDER FORM " otocK cAMais pekse)

Yes, | would ke to order copy/copses of SCREEN PLAY at the recom
T Address:
mended price of £8.95

[Please add £1.45 per copy to cover pp.) - -

! if paying by chegue, please enclose payment with this card i a sealed
I envelope addressed to
AMIGA FORMAT SCREEN PLAY Book Offer,
FREEPOST, Telephone:
i Future Publishing Ltd,
: The Old Barn, Somerton,
Somerset TALl 7BR. 1
(No stamp 15 needed if the letter is posted in the UK.) My credit card number is:
MNo maney will be debsted from your account and no cheques cashed until

| enclose a cheque for £

Expiry date:

— | |wish to pay by Access/Visa®

1
]
]
]
]
1
Postcode: ]
I
1
]
]
(*please delete as appropriate) |

SCREEN PLAY is pnnted and awaiting dispatch

Please allow 28 days for delivery. Signed




NEW AGE COMPUTING

AMIGA PUBLIC DOMAIN

A whole range of entertainment based software!
From just £1 a disk. Ask for a catalogue NOW!

Computer LYNX - Exclusive Amiga Disk Magazine

Featuring NEWS-REVIEWS-DEMOS-UTILS
INTERVIEWS AND MORE! All for only £1.50

Subscribe for 14 issues - JUST £20 including P&P!

Naksha mice...........c..coeene. . E22.00  Q-Tec mice ................£21.50
Vinyl mouse pads......................£1.89  Foam mouse mats.......£2.99
3.5" disk cleaners......................E1.99  3.5" labels (1000) ........£7.00
Universal printer stand (fits ANY printer) .......cccccceiicvniiienininnn...£6.99
AS00 dust covers (other models available)..........ccceveeieiieee....£3.99
0.5 Meg memory expansions (without clock)...........................£23.99
0.5 Meg memory expansions (with clock)......ccceieiniininen... £25.99
Mountain Breeze Computer lonisers (no stalic).........c..ceve.n....£29.95
A0 cap 3B o £3.99 80cap3.5"box...........£4.99
150 capacity POSSO0 disk drawers...........ccoooeecereniesneren. JUST £16.50

DS/DD bulk disks (& labels) 1-100: 33p 101+: 31p ea.
AS590 memory chips 1MByte ..£24.00 2MByte ......................E46.00

Add £1 to orders under £10 P&P, £1.50 on orders
above. Cheques/Postal Orders payable to

"NEW AGE COMPUTING"

DEPT AF, 187 PERRYSFIELD RD, CHESHUNT, HERTS, EN8 OTL

UK TEL: (0992) 465366.
INTERNATIONAL: +44 (0)992 465366

0495
371523
COMPUTERS

CWM

TRADEIN OFFER
AMIGA 500 ror onLY £329.99

TRADEIN YOUR OLD COMPUTER
AMND BUY AN

AMIGA 1500
PACK
WITH 2ND DISKDRIVE
MONITOR & 50FTWARE
FACK

AMIGA 500
"SCREEN GEMS"
PACK
£369.99

MONITORS 4979.99

Philips CM8833/11 ...
Commodore 1084S....%

£279.99 | Joystick from .......... £S5
209.99 | Disk Boxes from ...£5

DISK DRIVES HALFMEG UPGRADES

312" Drive............2069.99 | Without clock...........£34.99

514" Drive.......cooeid £80 .90 | With clock ...eeeannn.ni £44.99
Buy 100

SONY DISKS 60p each ormore
55p each

AMIGA SOFTWARE AT DISCOUNT PRICES

SEND CHEQUE/P.O. TO
CWM COMPUTERS,

We also sell Atari ST, Lynx,
Megadrive, etc.

37 MARINE STREET,
CWM, EBBW VALE,

We buy/sell/part exchange
computers etc.

GWENT, NP3 6SS |Send S.A.E. for price list.

TREASURE <5
ISLAN X

12345678910

AL ]

B| |& ]

C T 50 L
DL [ 1= . \ UsE Your
E = %] VOICE TO
F * o TE1 ALOCATE THE
cH; F TREASURE
| :

0898 313 578

infodiol PO Box 36 (51 4TN Cal Charges 33 Per min Cheap Rate 4P ol other fimes

PERFECT FOR AMIGA AND ST

10357 diSesToRlyRL... ... o 600
253 5% discs ORlir .t et S50
50:3:5" discs:only e Daissaibeanlin 7 IR ()
HOUI3.5" diSCS:0DNY i.oiiiiicn e 4000

ATARI ST PusLic Domain Cararocue £1.00

10 CHANDLERS COURT,
EATON, NORWICH,
NR4 6EY
Telephone: |[0603) 503382

mph

COMPUTER
SPECIALISTS LTD
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NEXT MONTH

I
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AMIGA POWER

O

NEXT MONTH!

The second fabulous issue of AMIGA POWER will be on e keys open hles
sale at a newsagent near you on Thursday May 23rd. you through.

Once more it’ll...

CARRY MORE
pages dedicated to
more Amiga game
reviews than any
other magazine!

COME IN FULL COLOUR 2

(ie apart from the odd advert KI D [ - spinny

it’ll not contain a single s

black and white page at all!) G Lov Es aw - avid

COME PACKED WITH THE COMPLETE GAME!

features, interviews and . Do
generally useful snippets of That’s right! Millennium’s i i
information giving the back- excellent cutsie platform game, as featured in

grounds to all the big games. rrerrrya Our All-Time Top 100 Games

FEATURE AN UPDATED m supplement, will be given away in its
Bottom Line with yet more entirety! Lovely graphics, near-perfect

entries added! sound, and literally heaps of play-
ability make it one of the sweetest games
AND TO CAP IT ALL... of 1990, and now it can be YOURS!

There are two ways you can

go about this really. You

can either a) camp outside
B your newsagent’s door to

make sure that you're
And get a game worth £24.99 free! Three of the best Amiga games ever made, and all amongst the first to get

essential additions to your collection. (The only problem is which one to chose!) your greedy mits on Amiga
Power No2 (after all, with

Kid Gloves stuck to the

front cover it's bound to |
sell out fast!), or b) you

could subscribe.

Just think about it for a
minute. Not only will you be
making sure you get each
<300 L eaide sent b new issue of the magazine
S 5 - hot off the presses, you'll
GODS SPEEDBALL 2 LEMMINGS also save yourself a bit of

Renegade Image Works Psygnosis money and get a brand




NEXT MONTH

And this is you!

Bouncing snakes Loadsamoney just lying
{they'll kill you on about the place - collect The shop - here you l
touch of course). this to buy lots of lovely can buy keys, magic,
things in the shops. smart bombs, weapons
and all sorts.

Flames - they'll kill you on
contact (unless you use
magic to tum them into
SCIUmmY oranges).

a B ;'!' a0y @ .ra-‘-lq. & o
Psycadelic backgrounds - 3
Collect the flowers and these this level is very 19467, all
Blocks will fall to the floor big Beatles symbols and
making nice platforms to climb. pulsing colours.

These little
rocks bounce
up and down
and act as
lifts. Hurrah!.

Ankh - collect four of

thescforateeke AMIGA POWER No2

PLUS! £2.95. Available from May 23rd. And with

A complete Gary Penn player's a complete copy of KID GLOVES!

guide comes with it too, making
St s e

(You can’t possibly afford to miss it!)

o e e—

new, spankingly good, full price

ha M
e absGIUtEEY L Yes, t t ﬂ-::r:ss o 12 issves of Amiga Power
sounds IikE a 3 ] 3 (Tick as appropriate)
Just look at these savings: I e L
Pl'l’-‘“! SPa“kY ) ~ Posicods 4,
12 issues of Amiga Power at Toltions Ecrops £56.48

£2.95 each equals £35.40 sort of a deal e

Rest 01 World E75.40

Add one copy of Gods, tn me. Heas.e To ensure you receive your magazine and disk quickly and undamaged, all
Lemmings or Speedball 2 overseas subscriptions are sent Alr Mail

at £24.99, enter my Total payment £

Put them together and you're suhscriptiﬂn to My method of payment Is:  Visa Access Expiry date

talking £60.34 worth of goodies

—and we're virtually giving M Card No
them away for £34.95! -

Cheque (make payable 1o Future Publishing Lid)

(That's a massive £25.44 saving!)
Enclose this coupon (together with your cheque if applicable) in an envelope and send to

DON’T MISS OUT - AMIGA POW