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Pussles, conundrumes Protions, a
caterpillar, mushrooms and avery
mad hatter tor vour 1BM PC, Amiga,
Atari ST and Archimedes.

o J
’ Lat's make no bones about it Gratteold's REALMS
¥ losirks Dk being the game to topple PowerMonger as

|
Y a0, the ereatest strateey waimie on home computers... it's
L2 -_N Lo by b a stunmer!” GENVG Released in Yulumn
A on IBM PC, Amiga and Atari ST.

I'he smash hit coin ap hacks and slashes its wan
onte the small screen, “Best 1n it coun up
VOV e T=10n o] Golden Jovstick Awards
\wailable on IBM PC, Amiga, Atari ST, Ced,
Spectrum and Amstrad.

Ronny's the coolest dude i town ||1'!|1 him =kl
throueh nine levels of bisarre creatures superh
animabion and weird power ups, Beleased in

Vutumm on IBM IPC, Amiga, Atari ST and Ced.

The most authenti sy
simulation ever, Keleased in
the avtumn on IBM PPC,
Amiga and Atan ST.

ENTEATAINMENT




A rich blend of fighting, fantasy
and strategy setin Arthurian

Available on 1IBM PC,
Amiga and Atari ST.

Britain

Corruption, Guild of Thieves and Fish - three classi
adventures enhanced to ron under Wonderland's

new Maenetic Windows system. Available on 1BM
PC, Amiga, Alari ST and Archimedes. w &

Battle vour way through four of the biggeest pEITER "’._f
selling games of all fimwe - Double Dragon 1 e
Shinobi, Ninga Warriors and Dvnamite Dux e b .U
Available on Amiga, Atari ST, Céd, £ \ _n_~'|:-.i-l ot
Spectrum and Amstrad. "ﬁ""' oo \'"‘j 194
- b |I'~ by N i

Play the part of Bitfa, Buster or Johnny in this romp
through Fulchester. Mot for sale to minors
Available on Amiga, Atari ST, Ce4, Spectrum and
Amstrad. Coming soon on the IBM PC.

r Ll 4
= e .t MERET
S WL W -

the ultimate in strategy
games. A classic” CL Amiga
Available on 1BM PC, Amiga,
Atari 5T and Cé4

2

- ADVENTURES, ARCADE, ARCADE ADVENTURES, BEAT ‘EM UPS, COIN-OP
CONVERSIONS, COMPILATIONS, FRP, PLATFORM, RPG, SHOOT ‘EM UPS, siMuLATION, (GAIMES
STRATEGY. WHATEVER YOUR TASTE, THERE IS A VIRGIN GAME FOR YOU..
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'l TRUE STORIES

Whatever happened to the
Amiga cartridge? What the devil are The
Blues Brothers doing in this magazine?
And what on earth are the Bitmaps
doing next? All the Amiga games news
worth reading — plus Crib Sheets, Oh
Dear..., Rock Hard Quiz, Essential
Games and - yes! - the chance to win
your own mini TV!

' THE CHARTS

What's going up, what's coming
down, and what's hanging about in the
middle somewhere - that Gallup Chart
rundown in full.

3 COMPLETE
CONTROL
111!) pages of hints and tips, make
Complete Control the biggest Amiga
tips section of al! This month; massive
Gods maps, a giant Prince Of Persia
guide, finding your way around Monkey
Island and more!

IF WE'D KNOWN
62 rien..

The Assembly Line have been
responsible for some of the strangest - HUNTER

and most ariginal - Amiga games ever  Activision's solid 3D multi-
written. But what do they think of their  vehicle runaround finally gets the
old games now? release it deserves... Page 28

GAMES OF THE

R-TYPE Il
Good coin-op, great conversion.
Activision show the way. Page 20

JIMMY WHITE'S WHIRLWIND
SNOOKER
Cue for a snooker pun... Page 24

NAVY SEALS

If we were to rate Ocean's film
licence, it would be well below
‘C' level... Page 34

THE ULTIMATE
AUTUMN GAME
GUIDE

Here's the cure to the summertime blues — 11 pages of

Q( SUBSCRIBE!

Get your copy of AMIGA POWER delivered straight to your door (and get to

chose between Exile, Switchblade Il and Armour Geddon FREE!!) Plus! Special
offers! Those elusive back issues! AMIGA POWER binders! And more!




w elcome to our fourth
OVER 300 AMIGA POWER Cover
GAMES RATED IN EVERY ISSUE! Disk, crammed with as varied a
selection of games as you're

ever likely to find. We've got a
fully playable demo of

disich
G AM E s Activision’s ultra-violent coin-

op conversion Beast Busters, then there're our two playable
H E v l E w E D sections from Hawk's Thrust-like The Executioner, plus an
TH Is lss U E inspired selection from the world of PD. The disk isn't our only

AUGUST covermount this month though. Full explanations below...

AND THIS IS DISK FOUR

BEAST BUSTERS

Activision's excellent conversion of SNK's
smash hit coin-op adds real horror to the
first person shoot-'em-up, putting you up
against zombies, werewolves and a host
of other fear movie refugees. It's a
bonkers gun-run through all manner of ghoulish bad guys - our
guide to the gore-fest starts over the page...

Afrika Korps -----seeses —=TH
Beast Busters

Brigade Commander-T2
Cardinal Of The

Kremlin

Challenge Golf ssseeaTH
Champion Of The Raj-74

REI TWO BASEBALL Chaos In Andromeda -75
Sports sims are back! We join
Domark at the plate... Page 26

Ghost Battle ---eccceeaaT5

QAT O ==orsesasesemes —78 THE EXECUTIONER
Halls Of Montezuma --76 .
LEAHN syl ™ Two complete sections of new label
Jimmy White's Hawk's fiendishly addictive arcade
TO FLY! Whirlwind Snooker ----24 adventure. The bits we have here are
5 st United pure Thrust-inspired shoot-"em-up, but
(Just don't blame aeit! fatand there’s a lot more to the finished game
us if you crash!) Moonbase - - than that - if you liked last month's
Page 89 playable section of Exile, you're in for
Proflight ----s-reesemmsamnns -T2

REI Two Baseball ----——26 a treat.
Renegade Legion PLUS! THE PICK OF PD!

Interceptor s--
ZEN AND THE ART L&l [ - MAZEMAN For many people PacMan is still the definitive ‘video
6 OF FILM Tangram game', With Mazeman you get 1o control a close relative of the pill
COHVEHSIDHS munching blob . I's more fun than you could possibly expect...
;:T;Lgﬂ;‘:;i:'iﬂ %ﬁeiﬁﬁ'}g;g:;ﬁg;nf ahn BUDGET PHAH#I.CIH'S CURSE Tnis original &-bit style platformer is a l:hg
AMIGA POWER investigates... Barbarian---ss=scesssaeeeB2 5l === favourite in PD circles. Brace yourself for a dose of non-stop cavem-
Bionic Commando -----82 jumping, mummy-mashing action!

Footballer Of The

§ DAD No, we don't know why it's called this either! It's just like one of
i those old plastic toys where you have to move the squares around to
§ get them in the right order - but 10 times as difficultl

Impossible
Almost 300 of last year's top Mission 2 -----

games rated to bring you a complete John Lowes' Ultimate

buyer's guide to what's worth splashing
out for, what's worth considering, and LED Storm weceeeeeeen82 TI Ps Po ST E R
what you should avoid like the plague. Premier Collection ----84

Rambo 1l---eere-

Run The Gauntlet FYYEEIT IA Mot content with giving you Bombuzal and Kid Gloves on our first
Sharkey's Moll -—-- two Issues, we're going to show you how to complete them too —
m and what way could be better than with a giant, double-sided
poster, showing you everything you could possibly need lo know
(X W N ¥A totake Complete Control of the two games? Simply mount it on
the wall near your computer and you need never be stuck again - the only problem

is deciding which side you're going to have staring down at you! (Why not buy two
coples and gel them both?)

9 THE BOTTOM LINE Impossamole

DO THE WRITE
I o THING

ELSPA explain all, you make your feeling
falt, and the plot thickens as we ask the
guestion: ‘Who killed Gary Penn?

SIDE A BOMBUZAL SIDE B KID GLOVES
Even with a poster this big, there are Our complete guide takes you through
Battle Pong-------- just too many levels in Bombuzal to every last screen of Kid Gloves, showing
I o SECOND OPINION [y take you through them all. That's why  you what you have to do (and where you
Yes another irregular back Gridrunner -«----- . we've done the first 60, then have to do if) to complete the game.
page series kicks into gear, this one Liamatron ss=ss=-= concentrated on the 17 coded ones Stuart Campbell, Kid's biggest fan,
‘ ; ! Pharaoh's Curse - thereafter, to lead you right through the  shows you how - you need never be
llow f 1als' the ' yourig 9 ¥ ¥
SNOME Lop MUYy PROTESStOf s Seven Tiles--- game. Gary Penn nearly killed himself  stuck on that-particularly-tricky-bit-in-
chance to make their real feelings felt on .
fasant waiias This month. Neil Your of TriX coemecocees nessses doing all this, so you'd betier appreciate the-psychedelic-section-where-all-the-
& ' s & the results! floors-are-deadly-to-the-touch again!

Probe Software.

J Not got either game, eh? Then quick! Flick to page 90...
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START ME UP
Loading any of the programs on this
AMIGA POWER disk should be an easy
and painless experience. Firstly, ensure
that you've got a mouse plugged into
Joystick Port One and a joystick
plugged into Joystick Port Two. Switch
your computer off, insert the disk into
the internal drive, and switch the
machine back on. After a short delay,
you should be greeted with a menu
screen. Choose which game or demao
you want to play, then either press the
appropriate Function Key, or move the
mouse pointer onto the appropriate
small box and click on it with the laft
mouse button. Your chosen game
should now load and run, but, just to be
on the safe side, don't remove the disk
from the internal drive during play.

BEAST
BUSTERS

Publisher: Activision
Authors: Henry Clarke, Ken
Jarvis, Matthew Simmons

WHAT'S IT ALL ABOUT?

To be perfectly frank, there's not a great
deal to explain about Beast Busters — you
should be able to figure most of it out
within half a second of starting play
Arcade goers will already be familiar with
this sideways-scralling, first person
perspeciive shool-'em-up, distinguished
from other machine gun-mounted coin-ops
by it's non-military setting and sense of
humour. Principle baddies in this, the first
section of Activision’s SNK conversion, are
our old friegnds the walking dead. Sat
inside a decaying city populated almost
entirely with animated corpsas, the game
is obviously another variation on the

]

e R --h! =
HlD ] ]

ITHO H
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The intro screen says it all...

shooting gallery theme populanised by
Operation Woll, but it does some
interesting things with the basic game
style — particularly in the visuals
depariment, where it gleefully reduces
hostile zombies to, well, to their
‘constituent parts.’

This AMIGA POWER praview is a
generous snatch of the first level, taking
place in and around a subway populated
by zoms and rather aggressive werawolf-
style dogs. Were this the full game and not
a demo it'd then mova into a vericalty
scralling ebevator scene, followed by a
‘walking ino the screen’ street scene. (But

EMOTIONAL
RESCUE

Don't get all upset and hysterical if you
have problems loading any of the
games on the disk. Simply follow these
three easy steps to banish duff-disk
misery forever.

1. First, try starting the whole loading
process over again from scratch,
ensuring that you don't have any extra
peripherals attached to your Amiga.

2. If the disk appears to be corrupt, you
may be able to correct it using the Disk
Doctor program from the Workbench
disk that came with your Amiga.
(Instructions for using Disk Doctor can
be found in your Amiga user's manual.)
3. If all else fails, just send the disk back
to us (including details of your
equipment configuration would be
handy). and we'll rush a new one off to
you as soon as possible. Please send
the disk ONLY, not the whole magazine,
to: AMIGA POWER Disk Four Relurns,
Future Publishing, 30 Monmouth Street
Bath, Avon. BAT 2BW.

You Are

PRESS!

Dead!

BUTTON

©h dear - we're just a tad too late to really ruin these fellas’ day with a couple of
accurately tossed grenades. Armed Corpses are hard to miss - after all, they're blooming
close to you, and there are an awful lot of the suckers. A bullet in the middle of the head
has much the same effect on the baddies as stuffing a mad cow full of Semtex... and then
feeding it match heads. (i you can imagine that).

JANE'S GUIDE TO ZOMBIE STREET SCUM AND OTHER HORRORS

ARMED CORPSE

The first and most dangerous bad guy, this rather revolting
character pops up right in front of you, flashing a huge revaolver.
Since he's so closa ha's an immediate danger — gat rid of him
right away!

DEVIL DOGS

Just as nasty, they do a great deal of snarling and jumping
around. While the dogs carry no weapons (being dogs), they are
ridiculously fast and can seriously shorten your life expectancy if
they get their tangs info you. Best o blast them before they get
up loo closa, that's what we say

SMNEAKY SCUMBAGS
Of less immediate imporiance are the Sneaky Scumbags who
creep up on you while you're wasting the big guys. Just keep an

eye out lor these and make sure you waste them before they get

too close - and don'l start to feel somy for the ones that look like
{suspiciously blue) little kids eithar! That sort of mistake can be
fatal. The best matto for players of Beast Busters is to

KILL EVERYTHING

PICKING UP TREATS
Once the action hots up you'll ses plenty of ammunition
magazines and grenades flying about the screen, Forgat about
the bad guys (for a split second, mind!) and shoot thess instead
— in doing so you'll collect them and add them to your (fast
depleting) weapan stock. For the purposes of this preview it's
merely a case of larget practice, as you've plenty of bullets to
play right through the demo from the olfsel. Having said that
though, a few extra grenades wouldn't go far amiss

Also worth watching out for is & First Aid box which whizzes
across the field of play. Collecting that will lateh a few more
grades onto your life-ometer.

lr-_m-nn-ntp—nw-p—p-w.-'-lp-m
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Down in the tube station at midnight:
child-like corpses change trains here.
Don't make the mistake of thinking these
are passing innocents - there ain't no such
thing in this game.

since it isn't, there seems like litthe reason
o dwall on them any further)

KEEPING YOURSELF
UNDER CONTROL

You can play in one or simultaneous two
playar mode using either two jovsticks or a
combination of mouse and 'stick. On the
intro screen you'll be faced with a self
explanatory options card, then it's into the
game where it's simply a case of moving
the control toal and pressing fire fo release
bullets. Grenades are available by

hitting the left or right Shift buttons on

the keyboard.

There's no need o worry about
running out of bullets in this demo, but you
would be well advised to save your
grenades for thosa special momenis
when large gangs of evil dead guys
attack together

Remember, keeping the angry
corpses away from your character is a
matter of absolute priority, bacausa for
each hit you take you'll losa enengy from
your life-omater, positionad at the top of
the screen.

AND IF YOU WANT SOME
MORE...

you'll be able to pick up the complete
game version of Beast Busters any time
now for the standard sor of price of
£25.99 from your local retailer

D tvil Dogs in abundance! These
ditliciously illustrated mutant mongrels
won't settle for a few Bonlo Munchy
Morsels, we're afraid.



Snipers are
always o be
found guarding
the turrel lops,
bt they always
shoot in the
same direction.
Heep well clear.

Float down into the cavern,
and open the gate by
shooting al its base. Watch
oul, it docsn't stay open for
long...

THE
EXECUTIONER

Publisher: Hawk
Authors: Andrew Prime, Stoo
Cambridge, Doug Boari (sound)

IN THE BEGINNING...

Beafore we move onto this demo of new
laba! Hawk's debut redease, one thing has
to be made clear, Although this playable
preview features litthe in the way of
strateqgy, ine fu | gamse i5 Oy nod meaans a
straight shoot-'em-up — there's a story
bahind tha action, and it invalves lots o
visiling psanals and, arm, I'I'.E!F".-'IEln"u'II";II the
nhabitants, The Executioneris actually an
unusual sor of arcade adventure, with
yvour Thrust-style space crafl skipping
through caverm syslems on Vanous
planets in search of the four keys that will
ly lead you 1o some av | wizard
guy, who (of course} has 1o be killed
There ara 120 planats 10 axplore built
up of six basic landscape types — Organic
Waorlds, Sandy Worlds, Mediaval Worlds,
cy Worlds, Rocky Worlds and Futuristic
Worlds, This demo featuras two Madieval
sectors for you to try oul. In the demo your

only task ks to fiy around and kill the hostile
soldiers and pick up a few of the goodies
you'll find scattered around - all that
taking-prisaners -and-pumping-them-for-
niormation-on-the-whereabouls-ol-the-
keys business (not to mention the
salling-them-at-trading-posts in order to
buy some fuel) has been held over for the
proper game

Just one major thing to
remember - easy does it,
all the time, When we first
received this demo we
started haring around like
idiots, and soon paid the
price. Remembser - if you

— CRAFT

l s0 much as lightly scrape

against anything, your
game is over and it's back
to the square one. Your
little Thrusi-like craft goes
much, much faster than it
needs 10, 50 please be dainty. Whether you're blasting around in free space or
edging your way though particularly perilous labyrinths, minimal joystick
action is a must. In general, you'll never need more than a hall-second burst of
thrust, followed by a quick reverse.

You'd also be well advised to keep the auto-fire off - if you go mad with
bullets they'll soon run out, and they don’t come back unless you quit out of
the game and starl again. However, if you take it easy, the arsenal will
replenish itself.

TRACTOR BEAM ON
AND REVERSE

Archers and snipers are
camped out in baskets antached o
cavern walls. It's far more profitable
to leave theie quys alone.

SO HOW DO | ACTUALLY
DO IT?

Killing ks but a simple matter of twiddling
your space ship about, aiming it in the
right direction and firing your gun - or
rathar, a simple sounding matier of eic eic
As those familiar with Thrust-style games
will know, it's actually rather difficult (and
very frustrating!) in a nice sort of way
Goodies like fusl pods and Iransporer
modules can be picked up by backing it
tha object and turning on your purple
tractor beam. There are also a few
gateways which can anly be opanad by

Objects (such as
thiz transporier
module) can be
picked up by
reversing your
ship ento the
object and
turning on the
tractor beam.

shooting at the control mechanism - these

aren't genarally difficult to find

The Executioner has been written by
new programming team Hawk, and
distributed by Impressions Impressions

boss David Lester explained: This isn't just

another version of Thrust, or a straight
shoot-'"am-up. I1's actually an adventura
played out in an arcade format.’

COLLECTABLES

POWER PODS
Little godden pots which add 1o your fuel
dumps. Well worth collecting

HOSTAGES

These guys jump up and down and
wave thair arms around like lunatics.
They are extremely useful in the full
game, but not much cop in this demo -
it's safe to ignore them if you want

KEYS

The whole point of the axercise is to pick
these up. There are only Tour in the
whole game though, and none in this
demo, so there’s not much point about
saying anything more about them really,
is thera?

TRANSPORTER MODULES

Gray boxes with fans at the top. Useful
in the full game = they would normally
help you to get from one planet to

Yep, thers are plenty of these 1o be
found about the place alright. Bear in
mind, most of thesa don't have 1o be
destroyed, and jus! passing by thosa
which don't form an immediala threat is
somelimes advisable. Remember that
certain objects are much more useful if
you don't blast them bul pick them up.

SNIPERS

Usually to be found guarding the castle
turrets or camped out in baskels
attached the sides of walls, these will
fire repeatedly in the same direckon,
which makes them sound fairly easily
avoidable, and they would be tog, if not
for the fact that they're usually placed in
stralegic positions. Our suggestion:
make it a prionty o gat rid of them.

ARCHERS

Again, these chaps are conditioned 10
fire the same way, and won't bather
you if you siear well clear. Howaver,
their arrows are pretty huge, and are
usually to be found zipping across the
anfrances to important locations, which
could cause some problams.

FIRING FLOWERS

Semi-concealed in the brush, most ol
these can simply be ignored. A good
job toa — they're small and difficult to
get closa to, so if you're going to
eliminate them, do it carefully

BLOBS

Once inside the cavemns if's worth
walching out for drips of goo falling
down from the roof. They drip regularly
50 it's just a matter of timing things right
1o avoid them

OBSTRUCTIONS

Just about everything you louch in this
gama will mean cerain death — 50
don't! Some innocent looking objects,
like shrubbery or woodwork, arg
especially difficult to negatiate

UPWARDS SPIKES

These are bong and pop out of the
ground at regular infervals — having
said that though, they're shouldn't
cause much trouble. The tipsre always
visible 50 it's easy o steer clear

SLINGSHOT

Waird little character wha hides in tha
cavems, slinging bullels across the
places where you're likely to be
hanging out. Best to efiminate these
guys on sight — i1l save you some
troubde later on

HIDDEM GUN

Fires downwards from the roof of
caverns and is extremedy difficult to
take out. Steer clear

HIMOd YOINY

lsnoany

LGEG 1
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THE BEST OF PD

AMIGA POWER'’S SELECTION FROM THE BEST OF THE
CURRENT CROP OF PUBLIC DOMAIN GAMES

VIC-20 Days are here again (for those of you too young to remember, the VIC-20 was
Commodore's big selling machine before the C64).

PHARAOH'S
CURSE

In this month's visit to Deja Vu Comer,
we're proud to bring you a real blast fram
the past in the shape of Pharaoh’s Curse
a conversion of an original VIC-20 game
from the same team who did last month's
Frantic Fradde

Pharaoh’s Curse is a platform arcade
game in the style of Jaf Sef Willy (the
Spectrum classic that's ona of the biggest-
salling computer games of all ima), and
nviolvies your un-named liltle character on
a quesl o ransack the tombs of the
Pharaohs for gold and treasure
Attempting to slop him are a mummy and
one of the Pharaoh's slaves, who run
around eithar iny ng 10 collice with our hano
or shoot him, and so deprive him of one of
his twa lives. He can, of course, shoot
back at tham, but killing them is only a

JOYSTICK CONTROL
FOR PHARAOH'S CURSE

JUMP/CLIME UP ROPLHOLD UP HANDS FOR BIRD

ey |

WALK LEFT

-.' —— WALK RIGHT

temporary solution, and they'll soon retum
The other inhabitant of the tombs is a
small bird — harmless to the touch, but he
can provide a helping hand for our litle
chap. If he holds his hands in the air when
the bird is naar, it will pick him up and
IZ'-EII”'!.-' nm awAg,.- ||1'-:|L,.g"| several SCraans,
hopefully depasiting him in a place of
relative safety '

Otherwisa the game is completely
straightforward - just run around the
screens (don't worry about big drops, you
can fall from any height without hurting
yourself), climb wp ropes, collect the
flashing treasures, grab keys to open
doors, avoid the little volcanoes, and
ganerally try not to get killed by tha
bad guys

BUT IS IT ANY GOOD?

Do write and let us know if you'd like to
sea this sor of thing on the cover disk, or
if you'd prefer to see original Amiga games
instead of B-bit ports. Batter still, wrile io
Bignonia (the programming team
responsible) at
the addrass on
the Pharaoh’s
Curse loading
screen and get
them to conven
some real CB4
classics — then
hopefully we'll ba
able 1o bring you
a few more trips
down Memary
Lane, (Or
alternatively,
you'll be able to
sea just what it
WaS you wearng
missing al

hose years.)

MAZEMAN

Following on from last month's Amoeba
Invaders, this month's plece of arcade
history is PacMan. One of the real legends
of video-gaming, this was the first game
that attracted significant numbars of
female players into the arcades. and one
of the first to have a serious spin-off effect
into other areas of the media

You should remember soma of these,
of course — there were PacMan carioons,
PacMan watches, PacMan records,
PacMan board games, PacMan
bubblegum, PacMan breakfast cereal, you
name it. All of which wasn't bad going for a
character who was little more than a
yellow circle with a wedge cut out of it

This version departs from the original
by having some different maze layouts
and a couple of minor exira features, but
the gameplay remains essantially the
same. Using the joystick, you guide the
PacMan (sorry, Mazeman) around the
maza, ealing the small whité dots and
avoiding the ghosts (or in this version,

The classic, and rather essential, Mazeman.

Atari, Apple and IBM logos) which
continuously chase you. If you eat any of
the larger yellow dots found in the fowr
comers or the centre of the maze, the
Mazeman will change colour to a
chequered pattemn for a time, during which
penod he can run over the ghosts for axtra
paoints, (Beware though - after you've
eaten a ghost, it will reappear from the
ghost pan at the centra of
the screen, and ba
restored to its usual
deadly self.)

When you've eaten
all the while dots (you
don’l have to eat the
yellow cnes), you'll have
complated the screen and
will move anta the next
ona, which will eithar
have a different maze or
be the same as the
previous one, but with al
thi walls made invisible,
The anly other thing you
need to know is that tha
ghosts slow down slightly
when thay go through the
tunnels (centre left and is =
centre right) and when =

they pass over the ghost pen - knowladge
which may prove useful in a tight spot. Oh,
and this version

doesn't have any sound, 5o you'll have to
make the ‘wocka wocka' noises yoursell
Get munching!

MAZEMAN CONTROLS

Simply push UP/ DOWN/ LEFT/ RIGHT
on the joystick to move the Mazeman
in the desired direction.

DAD

We'va got another mind-stratching puzzier
for you this month, in the shape of this
funny little game of block-shunting. The
idea i5 to mova the large blue block from
the top left comer of the screen 1o the top
right comer by shifting all the other blocks
around o make space beside it. Simply
click on the leading edge of a block and, if
possibla, it will move inta the
adjacent space. And thal's pretty
much it, really

HEY! IT'S A MINI-
COMPETITION!

Dad is incredibly simple to play. but
immensaly difficult to baat (none of
us have managed it yat), so if you
hawve a solution, write in and 18l us
The first person to find a solution will
be recelving five free games in the
post. Fuller game instructions (well
n very much fuller) can be found
an the disk in the file entitled ‘Dad
Documentation’. Good luck!

DAD CONTROLS

Use the mouse to click on the Icading
edge of the piece you want to mowe.

Infuriating, bizarre, totally addictive. That's Dad.

o .."' oy
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My head is thumpin® 1 and my heart us will experience our last, and final, biinding fash.
is pumping the adrenalin around every vessel ol my hyper- In the arena, the game becomes & struggle to win, a fight lor life. The noise

tense body - the ‘driving unit’, that will be shoe-horned, wedged like a Coll 45 Irom the screaming crowd is drowned by the incessant roar of the mighty
into it's holster, as | am placed into the command seat of my vehicle - ready o heart of this mechanoid beast, it's engine pushing out every ounce ol power 1o
enler the arena of play... and combat, keep me just ahead, and delivering a heavy, sickening blow into my back as it
“Wikd Wheels” they call us. Combatants who play a "game” - a pame where accelerates sl my command. Taking aim, | firm up every muscle ready for the
there are two ways to lose... down on points or down on foel - the foeel of litel preat burst, the dealening scream as | unleash my lethal messenger.. and s
Our “kit” for action are the finely honed masterpieces of engineering... message - "GAME OVERI™
machines that will pole-axe the opposition, meit them, crush them, detonate But that's just hall the game story. Naw YOU enter the arena...

them into a milllon white-hot, speeding grains
of shrapnel. The 'kit of death’ In which many of R ENJOY THE SHOW!

e O e e T .- b, L O T
OCEAN SOFTWARE LIMITED . TELEPHONE: 061 832 6633
6 CENTRAL STREET FAX: 061 834 0650

MANCHESTER M2 SNS -

B
=
12
B
T
o
z
m
b

LEEBEL LSNODNY




TRUE STORIES

I

1991

AMIGA POWER AUGUST

O

TAKE A TIP

Are we ever going to
see the Amiga
version of Anco's
Kick-Off like
basketball game
Tip-0ff? Qur spies
tell us that Anco
have the game
complete and ready
in their vaults, but
have still not
decided whethoer or
not to release it

because of console
commitments.
Anco's boss Anil

NEVER HAPPEN?

Gupta was not in a
chatty mood on the
subject when we
gave him a buzz. ‘1
haven't made my
mind up yet,” he said

: - . mysteriously.
miga owners looking forward to playing huge games
A stored on instantly loadable cartridges are in for a DIZZY BUSY
A compilation ol old

disappointment. System 3 - who were at the
forefront of this, with highly publicised plans to release
games on cartridge format — have now decided against

pushing ahead.

and new Dizzy games
is to be released by
Code Masters later
this year. The

The Pinner-based software house were working towards e, Wiio FeOkon

releasing an enormous cartridge version of their
forthcoming Silly Putty later this year, but found that the

full price games are
‘a rip oll®, are
rewriting some of the

costs were far too high. After doing their sums, System 3 early 8-bit Dizzy

estimated that Putty would have cost gamers a seriously

prohibitive £60. The normal sized version of the game is to

be launched on standard magnetic disk next month.
Supporters of the cartridge idea point out three main

advantages over floppy disks:

* Larger games can be stored on cartridge. That means not

just more levels or a greater playing area, but also the

games for the Amiga
with ‘some spoecial
extras’. There should
also be a brand new
Dizzy game included
in the five title pack.
Expect an arrival
some time in
November with a

opportunity to pull in bigger and better graphics and sound. price not unadjacent
* A cartridge would plug straight into the printer port at the R S

back of your Amiga, so there would be no waiting for games

to load, no messing around with multi-disk games and you

wouldn’t have to buy a cartridge drive. Also, with games involving many screens
there is a far faster rate of accessibility between different areas of the game.

* Of more importance to the software publishers than the rest of us is the

piracy question.
Cartridges are
exceptionally
difficult to copy,
thus knocking out
the perennial
piracy problem at
a stroke.

System 3's
Adrian Cale is still
optimistic though.
‘It's far too

Silly Putty would have been twice as big on
cartridge, and impossible to pirate. 5till,
the floppy version should be worth a look
when it armives next month...

~il's @ 50 level arcade fantasy affair
centred around an amorphous blob of jelly.
There's no hacking, slaying or kicking, it's
more stretching, bouncing and oozing.

expensive a project for one company to undertake,’ he said ‘but if a few of us get

together we could make it work’.

Programming outfit Vivid Image were working on the technical side on behalf of
System 3. Boss John Twiddy explained: ‘There weren't really any technical problems
but it was all a matter of cost. People were interested, but they didn’t like the amount

of money involved. Interest has seriously subsided.’

BIZARRE BOTTS

MicroProse are continuing their forays into the
high powered world of arcade machines with a
30 combat extravaganza called BOTTS. An
Amiga conversion has already been pencilled in
for next year. Battle of the Solar System
features lashings of implausibly large robots
throwing hell and fire at one another. The so-
called Warbots move around
first-person-perspective-30-land junking
anything they contact. Graphics verge on the
dazzling, and gameplay is even more accessible
than MicroProse's last (and highly
recommended) release, the excellent F-15
Strike Eagle Il (AP B7 per cent). Robot fans are
having it very easy at the moment - we've had
the recent Metal Masters from Infogrames,
Metal Mutant from Palace, and games like
Michael |Powerdrome) Powell's Cyberfight from
EA to look forward to. [We think we can safely
say it's become something of a trend).

CINEMAWARE
BACK FROM THE
DEAD =i

When a dodgy soltware

publisher responsibha

for nothing but dogs
and disasters shdes inlo
the graal abyss nobody

really caras a hool
but it's a diferant

matier when the same

thing happans to a

group of top-natch Double Double Bilk four

creatwe hypes from Cinemaware (who
TTE

TRarmang news nearly never made Fl:|.

then, that inno

developers Cinemaware have

n rescued rom disaster. Brt publsher Mirmorsolt
who've been handling Cinemaware's kit over here
pasi frve years, have splashed out on tha
owing waork on
forthcoming releases like Rolerbabes, TV Sports
Boxing and TV Sports Baseball 1o continue

Cinemaware - who made a name for
Amiliar games such as
Detender of the Crown, Rocke! Ranger and TV
Sports Football - were completely skint un
Mirrorsoft stepped in. Now a new company has beean
set up, called Acme Interactive, who will write games
for release on the Cinemaware label
Pater Billota boomed
pular affliate labal. I'm
ware lans will lea
extremaly salisfied that we will still be able 1o publish
ingir games
here’s lithe mystery about the nature of the two
up-and-coming TV Sports games, but you may not
know about Rallerbabes. It's a last, wolent and
futuristic team game (a la Speedball) for up 10
eight{!) players leaturing teams like the Eraser
Heads {a group of school leachers), the Buzzcuts (a
team of hairdressers) and, of course, the fabulous
all-lemale Rollerbabes. Teams compele on a circular
Rodlerball-style track in a game that combines
racing, fighting and trap avoiding

themselves with

Mirrorsoft’s bos
=
LAMSMaWArg wWas our mc

sure many entertainment s




WANTED: STOLEN
AMIGA GAMES

Top programmer and graphics artist Kevin
Bulmer is in a foul mood, and who can blame
him? The author of such memorables as
Gauntlet Il and Corporation has recently suffered
a burglary at his Wolverhampton home, the
thieves responsible making away with his pnzed
Amiga 3000, as well as disks containing tons of
games code

The machine is full of code, animation and
graphics from projects I'm working on,’ he wailed
‘But, to make things worse, the thieves also got
away with my back-up disks. There were hours
of work there, and I'm really not looskang forwand
to doing it all again. The inspiration has gone

Kevin's workang on Terminator I for Ocean
but luckily only a few bits of code for that game
has gone missing, and the Oclober release date
still stands, However, he's appealed for anyone
who comes across his goodies (o gel in towch

The burglars took everything of value, 50
fhey weren't just after the computer. Somebody
will buy that Amiga without knowing it's stolen. |
don't want them 1o trash the code, just 1o get the
games back to me. I'm prepared 1o pay oul a
small reward,” Anyone who can help should get
in touch with the AMIGA POWER office at the
usual address

With Ocean's upcoming Darkman
Here we have 21 prizes up for grabs
in angther excessively simple

competition.
This time all you have to do is answer
r‘ twa stupidly easy questions to have a
chance to get your hands on:
» One of ten ‘groovy’ Ocean polo
— shirts.
* One of ten copies of Darkman, the

WIN A MINI TV!
* A Casio hand-held TV set.
game of the movie,

Darkman goodies up for grabs.

Ocean scooped the Darkman games licence because they reckoned it was
stich a great movie, and who could disagree? Funny, horrific, action-
packed, it was packed with sequences that seemed tailor-made for
converting into sub-games - as we'll be able to see soon, when the game
hits the streets.

But enough guff, here are the questions:

1) Why did Darkman turn into a crime fighter?

2] What makes Darkman that much tougher than all the crooks?

Just jot some answers onto a bit of paper and pop it into an envelope
addressed to AMIGA POWER Darkman Competition, 29 Monmouth Street,
Bath, Avon, BA1 2BW. Don't delay!

TRUE STORIES

Continuing our series of quick guides 1o people,
publishers, and programmers in the news. This
manth it's....

r\.

No 4 MILLENNIUM

Conlact: 5. John's innovation Centre, Cowley
Fioard, Camibericige, Cambs.

History: Origrally the leisure wing of & langer
publishar calied Logolron. Top omplicyess Michasl
Hayward and kan Saurier bought th games soction
out in March 1990 and almos! mmaediabely sconed a
b il wath Mt Gloves. Since hen thery have released
tien gawmeies al diflenng quality

Poophe: Apan o thi e two MAanagerial pocpie,
have are four programimers’ games designess and two
praphic arisis. Ona of tho smallos! ndepandant
publshers in the country, thoy also rely on ieelanco
PHOgERETITIEIS

Greatest successes: Jver io marketng
developmani manager lan Saunler: ‘Last Chistimas
wit launched James Pond which was a buge hit. It had
ol 1 halimarks of a good game, ots of playability,
wiks graphacally amusing withoul besng gvery cube,
and had a great scundirack. It was a spool koence 1o
combal ol tho really big keences thal wede coming oul
al the ime. Wa wanded bo poke somda fun.'

Biggest cock-up: We releasad Yolanda af a tima
whin peaple wene asking for 16-bit versions of B-ba
games. It was an updaled version of a 064 game
called Hevcules. We warded b0 wrile 8 games player's
m_awmmw I i e il was
probabiy loo dificull - perhaps the most difcull game
everl = and it sunk withoul & trado

Typical Millennium game: |1's all boen a be
hapharand 5o lar. We've dond racing. Sports, arcade
purries, shool-'em-ups, we've played with vecior
graphics and heavy sprlo-based games. The only
thing we haven't roally tried s adveniunes, and hal's
coming rext.’

Typical industry commuent: Wel thay make the
manst of beniled resources. A roke moded for small
scbtware publshers. And do you spall their name wilh
one of bwo "nsT

Things t5 come: A 10 someinc advenure called
Rabin Hood | Septembar) which i gefng a lol ol
covarage af the moment, Robocod (Movember). the
lolow-up 10 James Pond (whisch is bound o be worlh
trying out) and Chinto's Revenge [Movember), a
caroony beal-'sm-up.

Robocod - the forthcoming sequel to
Millennium's smash spoofl James Pond.

Fimal word: Millonnium rebes on the much lasger
publisher LIS Gold o actually sell and destribube its
games, but it s nol merely a USG conlrolled labol. ‘We
wrile Ihe games, which is whal we enjoy. and wo koop
our own autonomy and identty. We pust ket US Gold do
all the hard sefing

HIMOd YOINY

L66L LSNODNY
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TRUE STORIES

ROCK-HARD QUIZ

Compiled by Gary Penn

JUST WHAT IS A
ENGINE?

Jean-Claude Van Damme? Jean-Shrimpton
Van Driver more like. Chuck Norris?
Chuck No-Wrist's more appropriate.
Steven Segal? Steven's A Gal | think you
might find. None of these so-called tuff

he Bitmap Brothers have broken cover with Euys is hard enough to have a go at this
:'e annou .--,_w,_,.-qcnm NEw D a quiz and win. But are you? There are no
Viciorian-style shoot prizes on offer. The acknowledgement of

called The ( Taking the famous
Gauntief overhea
and up to two chums info a
evel guast, with the surviv
pray tell, i5 a "Chaos E
nspiration for the Bitmaps cama fram Ch
Babbage's Analy Engine, a never-built
design for an ad

game version is a

being tougher than they come should be
reward enough, especially if you can
identify the link between the five answers.
1] The home computer-grown sequel to
the coin-operated racing simulation which
was almost used to test driving skills.

2] The Assembly Line's platform prank,
released twice at full price.

3) Peter Cooke’s Old Testament tribute.

Overhead-view multl-level questing time
in the first part of The Chaos Engine.

It's those tres arty and oh-
so-moody Bitmap people.

1IIZ":

er at the Science M

VILISEUM N

Fortesq
which threa you p

cross lorasls

gameplay var
three - conl
personalit

Wilcock
you'll be ¢
enemies disiract them, T

'-." ""CI an "l.': OCaus! I|

surse. and it hat

The

3 has gone h

¥ = prep

Elh".":'- WOrs

In tact, m { the fee

A ot o

ing about

lace is Victorian E""
Tty oLl
are 1o 5
NOLuStnal wor
Engine’s ch

exhibil a semblance of inle ‘IZ"'" D8

Kshops a

aotic emissions

Naviour much ke that seean in prev

n of Indusir

nice brass dials and rivet
pretty miech an
a 'h.' plution Englar
the thingy at the Scienc

ng we ke, 1

4) A Taito puzzier. One for Guy Fawkes?
5) A cartographer's dream from the coder
qualified to produce missile warheads,
would you believe?

" WE’LL SAY THIS
ONLY ONCE...

o
o
~  TOKI SPOT DEUTEROS F-15 STRIKE SWITCHBLADE Il THE SECRET
2 (Ocean (Leisure Genius)  (Activision) EAGLE Il (Gremlin) OF MONKEY
%] The closest thing yetto a  Looking nothing Something of a minority {Mitrﬂprﬂﬁﬂ This gorgeous game has lsu"n
= perfect arcade whatsoever like any interest, but for fans of been the subject of some l:us Guld]
< conversion (or is it? - see  other board game in the  Millennium 2.2, Very possibly the best debate in our mailbag,
R-Type Wl this issue), Toki  history of mankind, Spot  Supremacy and the like  Amiga flight sim so far with letters both for and  Still our highest-ever
. brings the Amiga some is such a cracker that it it's exactly what they've (Gary still prefers FA/18  against Stuart's glowing marked game, this gets
i of its loveliest graphics manages to transcend been waiting for. At first  Interceptor), and appraisal of it in Issue loaded up in the office
P ever, tied up with a some of terrible you don't really know certainly one of the most  Two. The fact of the whenever there's a spare
o game that's enormously  presentation , and the what you're supposed to  playable, F-15 Il matter is, though, that mament. Loved as much
o slick and playable in the maost obnoxious central be doing, but as the combines just the right this is just about the for the humour as for the
best coin-op traditions. character since Nathan game develops amount of realism and most enjoyable arcade adventure itself, there's
< It's a shame that there's the Brat. In true classic everything becomes blasting action with some - game to have appeared still a lot of game lurking
E &0 litthe of it, but even so  style, it's easy to learn, clear, and you get excellent 3D. The hefty in the office since AMIGA  underneath all the witty
= you're getting a big yet frighteningly difficult  sucked in further with £35 price tag may put a  POWER began, and that  barbs and bad puns, and
< chunk of game for your to become really good every passing minute, lot of people off, but alone makes it Guybrush Threepwood

O

money, and quality
rather than quantity is
the over-riding concern.

at, and a wide range of
options makes it suitable
for all the family.

until time begins to have
no meaning. One of the
games of the year.

those who lighten their
wallets for it will feel it
was warth every penny.

something that every
Amiga games player
should own.

looks set to be Amiga
owners' favourite hero
for quite some time.



ORION PICTURES CORP,
© COPYRIGHT 1990

AMERICA'S
TOP SECRET
WEAPON

SuEer-thurged super-fighters who
risk all defending America against
the world's deadliest forces.

A combat unit of indomitable
strength and courage.

A rescue team of unparalleled

skill and daring.
THE BEST OF THE BEST

A non-stop, action-packed
arcade style thriller based on
the heroic missions of the
world's most elite, superbly
trained commando wnit...

the U.S. NAVY SEALS.

You have a number of perilous
missions to complete. Out-
manoeuver the enemy destroy
hostile missile sites and rescue
the hostages.

You begin with the briefing
you may end with a victory..
it's the middle ground

that hurts!

OCEAN SOFTWARE LIMITED
6 CENTRAL STREET
MANCHESTER M2 5NS

TEL: 061 832 6633
FAX: 061 834 0650
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An extravaganza of the very best
Amiga action from the premig
producers of quality

entertainment software

Featuring;

TV Sports Football : Strap on your helmet and get ready for an American Football Simulation that looks
exactly like the real thing!

Lords of the Rising Sun : Welcome to twelth century Japan! Become Shogun in an epic quest to redeem
ynur Iamﬂy honour. o

exciteme_n't“ni a WW1 Allied ffw' pilo

TV Spart Basketball : I_are up your highfiep .. ,,Ft pﬁyﬂhgsl fur a fast breaking,
in your face, full court 5-on-5 pro haskethalls: tl:rn 1

-li.l-l.n i

drF IDGUN ND D

118 Southwark Street Lundon SE10SW.
Tel: 071-928 1454 Fax: 071 583 3494




‘ON A MISSION FROM GOD’: THE
BLUES BROTHERS HIT THE AMIGA

really as far as it

construction s

The neat cartoon look of the Blues Brothers
sprites bodes well for the finished game.

.even if you can't always tell what's happening|

ROCK-HARD QUIZ
THE ANSWERS

1) Hard Driwvin® ll; Drive
Harder

2) Helter Skelter

d) Tower Of Babel

4) Plotting

5) Spindizzy Worlds

And the missing link is
.. @ bit crap, really.
Each title features a
built-in construction kit.

RACE APACE

We hear that Storm’'s
big Christmas release
Big Run is coming on
apace. Based on a fairly
obscure Jaleco racing
coin-op, it's an into-the
screen OutAun style
driving game tied
loosely into the
Paris/Dakar rally. The
maps are the same as
in the original game and
many of the graphics
have bean ported over
directly - only one
player, but the game is
looking fast and fun.
Iindeed, Storm seem so
keen on it they're
working on another
racing game for next
year, based on the coin-
op Indy Heat. Imagine
Ivan ‘lron Man’
Stewart's Super Off
Road Racer with little
Formula One style cars
instead of trucks and
you'll be more than hall
way there. Licensed

TRUE STORIES

Yes, we're afraid the game that
everyone is still talking about has no
intention of going away. You see, a
Lemmings Construction Kit is being
planned for release later this year
which will allow you to design and
build a series of fiendish labyrinths.
According to Psygnosis its going to
be ‘as big as 3D Construction Kif [ie
enormous).

Lemmings nuts can also look
forward to a Lemmings Data Disk
which will be making an appearance
in September, and then there's
Lemmings Il which we expect to see
early next year.

And if that's not enough, there's
also going to be a Lemmings coin-op.

Discussions are 'going ahead'
between Psygnosis and a number of
throbbish coin-op people, and
presuming an agreament is reached

the Lemmings should be all over your

local arcade by late autumn.

Lemmings: Deep breath.. Lemmings

Construction Kif, Lemmings Data Disk,
Lemmings ll, Lemmings coin-op...phew.

f

In which some truly awful games continue to get what's
been coming to them for a very long time.

HUMAN KILLING
MACHINE {us Gnld]

You'd think they'd learn, wouldn't you? After

WAR ZONE

Electronic Arts have scooped a bunch of
Three Sixty games from the US which are to
be launched here over the next few months
You may remember Three Sixty from
the likes of Harpoon and Das Boot and you've

from Leland/Trade West
({the Iron Man people]
it's out due some time
next year.

ALL TOGETHER NOW
Domark are launching a
couple of thematic

the unmitigated disaster that was Street
Fighter (see the budget section this issue for
mare info], USG brought out this pseudo-
sequel that was in several ways - incredibly
- sven worse than its completely appalling
predecessor.

Mind you, it's hard to put your finger
on just what it is that's so bad about it. It's
not the animation, certainly. Both frames of
it are very nice. It wasn't any lack of
lastability, having to knock out every single
opponent three times saw to that. Having
said that, it wasn't so difficult that it became
frustrating either - the fact that you could
kill everyone just by repeatedly kicking them
in the ankles ensured that this was a game
all the family could get rewarding enjoyment
from. And it can't have been any lack of
cuteness and character, the lovable fickle
doggie in Level Two that jumped up at you
and licked your face (well, that's what it
looked like, anyway) gave Rainbow Islands et
al a real run for their money and no mistake.
Even the music was useful - just leave the

]
I

("I BTN |l"|i
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Another highly-realistic computer
representation of a female from HKM.

windows open and turn the volume up and
you could scare the birds away from your
garden for days at a time.

MNope, on second thoughts, Human
Killing Machine is one of the great unsung
classics of our time, sadly under-rated by all
and sundry and due for a major critical
reappraisal any day now.

And the Poll Tax was a really good idea.

And I'm the Archbishop Of Canterbury.

compilations, based on

probably heard of the up and coming

sports and three Megafortress, all of which reach these ;
dimensionainess. shores courtesy of Mindscape. Now EA is =
Grandstand costs taking over their UK distribution and plans %
thirty quid and features  _ .io0t to bring us a World War Il North
the excellent Pro . T
o African tank simulation called Sands of Fire o
Class Leaderboard, and almost immediately, closely followed by 2 2
the not ab axoallent multi-player action strategy game called -';
Garza's Super Soccer Armaor (sic) Valley.
and Continental Circus. Also, keep your eyes peeled for a game
Virtual Worlds is a called Patriot, which will be a land based f':
compendium of four version of the frighteningly realistic World 0
Incentive games - War Three strategy epic Harpoon c
Castle Master, Driller, Plus, first signs of Olympics Fever are o
Folwl Rotieas sad thn showing themselves with Three Sixty's E
previously unreleased announcement of 1992 GI}'mp.'l:s ;
sequel to Castle Master, :
The Crypt. That slso Simulation (the release date of which is not -

costs £30, which the
mathematically gifted
will realise, works out
at £7.50 por game.

yet decided)

We expect quite a few developers to be

working on athletics types games over the
next year. Be ready for them

O



TRUE STORIES

EYE OF THE
BEHOLDER &

THE SECRET OF
MONKEY ISLAND
(Storming through)

Hg sooner had these two
clambered to the top of the chart
than publisher US Gold were
releasing details of sequels. From
851 comes Eye of the Beholder I,
which the San Francisco strategy
specialists reckon will be ready
bBalere the and ol this year. 551
have their work cul out for them =
we're waiting for two other major
projecis o be completed, namealy
Buck Rogers and Gateway to the
Savage Frontier.

According to US Gold,
Beholder has sold iwice as many
as had been predicted (figures of
20,000 have been louted although
that's for the PC as well as on
the Amiga).

Monkey Island, which last
month made an appearance at
number ten, is to be lollowed by
Le-Chuck’s Revenge (Le-Chuck
baing the ghostly adversary from
tha lirst game). That won't be
here unlil February at the sarliest
because, in lairmess, Lucasiilm
are up to their cars in the likes of
Indiana Jones IV (that's the game
of the movie that never was) and
somaething called Dark Horse,
which is apparently based on a
number of American comic
book heroes.

CYBERCON Il
(Surprisingly slow)

US Gold's bumper month was
spoiled slightly by Cybercon lils
absolute refusal e make it
anywhare near the top twenly. An
entry placing of 51 is pretty
dismal for a game that's scooped
just about every accolade
magazine reviowsrs can splash

Cybercon Il - poor performance

oul. The lact that il had anly been
oul for hall of the time covered by
the survey goes some way Lo
explaining it's poor perfarmance,
but you'd have sxpected more lile
trom this 3D exiravaganza (which
we gave B8 per cent). Maybe 3D
has fallen oul of vogue.
Meanwhile, programming
team The Assembly Line, are
busying themselves with & huge
project for Disney (no less). We
understand thal the game
Invalves asroplanes, bul bayond
thal it"s all a bit of a mystery...

3D CONSTRUCTION
KIT

(Dismal showing, but
why is it here?)

Domark's games creation program
iNustrates the danger of shoving a
plece ol software which lsn't
strictly; or even loosely, a game
into a games chart. Dealers report
sales far higher than the charl
position suggesis, and Domark
claim it is oulperforming even
their biggest selling game 1o date,
MiG 29. AMIGA POWER praised
the program with an 80 per cent
rating, and buyers seem lo agree.
Demark’s Claire Edgeley explains:
s not something that will be
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AMIGA POWER GALLUP CHARTS

AMIGA TOP 100

Exceplionsl «soe. Hoarly thars cous

'I II IJ-I DEFEEEDE“ OF THE CROWM
age £9. 99

12 |I-| LEMMINGS
Faygnos:s
'I:I [NE) XENON II

dsmor image £9.99
14 1 20) TREA'BU'H.! IELAND DIZZY
Code Mas
15 [NE) T’DKI l'_'lu an £24 09 =
16 [7) MIAMI CHASE Codo Masiers £7.09
17 [11) LITTLE PUFF IN DRAGONLAND
Code Masters £6.99
18 [ME) FULL CONTACT Team 17 £955
19 (1) AHHWH GEDDON
Psygnosis £25
20 [9) N|NJl RABBITS Micro Vah
21 137) Elﬂﬂllﬂ GQHHAHD

Mirmos image £9.99
22 INE) HAILHﬂln TYCOOMN

MicroProse £34
23 (18] EPEEDBALL 2 Image Works £3
24 (2) GODS Renegade £25 53 ="
28 (NE) SWITCH BLADE 2 Gremin £25 95 *****
28 (NE) CENTURION Electronc Ars £24 09 ***
27 (NE) CRICKET SIMULATOR
Soundware £24.99
28 (23) FINAL WHISTLE Anco £12 §9 =
o 422] STEVE DAVIS WORLD SN\\‘.II}KER

L

s £6.09

jﬂ] IHT!IH‘-'"'JH!L KARATE +
Hit Squad £7.90 ****

31 [16) SHIMAH M4 Action 16 £20.99 =

32 (40) CJ'S ELEPHANT ANTICS
Code Maslers £6.99

33 (33) KICK OFF + EXTRA TIME

34 [14) H‘WKET RANGER
BAirror Ima pe £9

35 [NE) LIFE I.Hﬂ DEATH
Mindscape £25 5

36 (25) KICK OFF 2 Anco £24.95 =

iT 1 B]- 'H'i‘.lﬂl.l'l CLASS LEADERBOARD
ux §

aa 133} ll.l ROPEAN SUPERLEAGUE
CDS £24.59 **

39 (24) BWIV Stomm £24.89
40 [5) CHUCK ROCK
Core Desagn £25 54 *****

41 (26) MEGA TRAVELLER 1
Empire 2% 99 *

42 {33} IFEED!ILL

BAIrrGH | T

41 (421 p Hu KICK BOXING
US Gold £24.69

44 (46) FORGOTTEN WORLDS
Wixx £7 94 ***

45 [(4T) FAST FOOD Code Masiers £6 95 =

:ﬂ- {2“} ﬂﬁ.I.IF'DFlHIA BAHES
xx £7.99

41‘ 5_2‘!} EI.IPEH MONACO GRAND PRIX

451"!} PFIEI:IA'I'CIFI The Hit Squad £7.09 *
49 (53] THE RUNNING MAN
Grandslam €799 *
F’pﬂﬂli} THI THIIEE STODGES
Airror Imagd

!“lﬂl WVIE Virgin £24 60 *

L E| GOLD OF THE AZTECS

old £20.99 °

53 !NEl CYBERCOM 3
)3 Gold £29.99 ****

54- [36) F19 STEALTH FIGHTER
MicroProse £29.99

Very good sss

Has s maments . Flawed « Dirs

1 (12) EYE OF THE BEHOLDER US Gold £30.99 *****
2 (10) THE SECRET OF MONKEY ISLAND US Gold £20.99 ===+
3 (4) FANTASY WORLD DIZZY Code Masters £6.99 ****
4 (NE) KICK OFF - WINNING TACTICS Anco £12.99
5 (6) PGA TOUR GOLF Electronic Arls £25.99 *****
6 (NE) LOMBARD RAC RALLY Hit Squad £7.99 ***
7 (NE) F15 STRIKE EAGLE 1l MicroProse £29.99 =****
8 (NE) 3D POOL Mirror Image £9.99 ****
9 (13) NORTH AND SOUTH Action Sixteen £7.99 ****
10 (21) HERO QUEST Gremlin """

55 (NE) SIH '.‘-I‘I"!'.I POPULOUS

Inograrmis

EB l43l !'-LII‘EH SCRAMBLE SIMULATOR
5'.!' l45| SUPER HAHB OH

1 Squad §
H-H |NE| HHDHK.‘H Electronic Arts £25 99 "=
3?I|IHLEj SI“IRIT OF EXCALIBUR
60 (57) CLASSIC FOUR E
61(50) GF‘EHHTIGN \‘IDLF
The He Squad
62 [35) R- T'""E The Hil Squad £7.99 =**
B3 [B7) Pﬂwlﬂ“ﬂﬂ'ﬂﬁﬂ
Elecironic Arts £20 99 *
54 IJ-II ﬂlli"f 'I'HQIIFSUH S OLYMPICS

na |HE| SUPEHL‘-MS n

Grerr

66 (ME) -l.'ll'.l T!NK KILLER

SHEITE -l b
6T (7T8) UIQILI.NTE Winx £7 .96 *

68 (T72) !UPEH ﬂH.I.ND Fﬂlﬂﬂ
Code Ma

69 [ME) P‘REDATUH I Mirrorsoft £25 ’-J’-'l
TO (ME) VIOLATOR Code Mas
T1 (63) SWITCHBLADE Fixx £7 0¢
T2 (44) GAUNTLET 0 R ©7 00 *

fgize £6.99 **

73 (90) AXEL'S MAGIC HAMMER Kixx £9 99 **

T4 EB!, !EENAGE MUTANT HERO TURTLES
mage Works £24

75 (27) H'IJHDEII LAND Vigan £30.64 *
{'{I {HEfr ENGLAND GHI.IIP SPECIAL

arm £25 55
7T (30) MODONWALKER -§ wx £7.99
T8 (29) BRAT image Works €25 '-'lﬂ
79 (56) AFTERBURNER Tha HY Squad £7 646 *
80 [(31) POWER UP Ocoan £26 55 =
81 [NE) STRIHE FﬂHCE HARRIER
Mirror Image £9. 9
82 (NE) .-I..UE II.I.K Mindscape 20 89 -
83 (NE) WAR ZONE Prism Leisuas £2 99
B4 [ME) WIZBALL The Hit Squaj £799"
B3 (58] TOP CAT H-Tec L6446
B6 (48) LAST NINJA 2 Tha Hs .'1-:;...|'1 £7.68 "
87 (86]) HOTSHOT Hux £7 55 *
af {B’} J-D 'I:I:IHBTHU'C-'I'IDH KIT
?‘Irir:g 'II] IILIACK SUIT MANAGER

90 (NE) ESWAY

aodd £24.00
81 {NE} STRIP POKER AMD DATA DISK
Anco £
92 (N E} CRICKE‘I‘ CAPTAIN
DAH Games £24 99
g_:l {a.a.} 'rgi! !AHD'_S_\ TALE 3

94 TN! INTEHCEPTDFI
lassic Colechion £10.9

E‘!_!B!] 'l'qv?lﬂl AND THE GREED MONSTER
-Tec L7.99 *

96 (79) OUT RUN Hiassix £7 64
97 (89) PRO TENNIS TOUR 2
Joi 50

98 (73) FC MANAGER

Enargira £5.6

99 (71) unousmut RACERS

ey

'IIJIJ l'DBl PD\'I“EFI PACK
Beau Jolby £ -]

ID Construction Kit - charable?

sxtremaly popular over & two
waek period, and then everyones
fargetls all about it. We sxpect
this to still b popular in a year's
time. You have te remember that
this is more of a utility than a
game.' She pointed out that it is
aften being bought in stores not
audited by Gallup.

Since the chart Is nol
representing the program in a lair
light, one wonders i Il should be
represented at all?

WHO'S WINNING?
You're probably getting real sick
ol hearing aboul how much ths
summer sucks lor gamas, but
when titles such as the top two
are cleaning up, the argument
doesn't really hold water. This
month's charl | split almost
sxactly 50/50 belween full price
and budgel games, with most af
the cheapos languishing in the
less fashionable regions at the
bottom. Gallup reckons the
budgeteers will be making more
ol an impression as the weather
improves and names like Code
Masters, Kinx and The Hil Squad
could leature even more
prominently next month,

THE AMIGA
POWER
CHARTS: HOW
THEY'RE
WORKED OUT

* The Amiga Power charts are put
together for us by Gallup (the folk
wha do the BEC pop charts among
many others) based on a continuing
survey of sales i & wide croas
soction of shops up and down the
country - both independent computer
stores and large chains like WH
Smith. As such they're the most
comprehensive charts it's possible to
biring you. Doing thing's so
comprehensively takes time, though
- the chart above relates to sales
during the May,/June period.
= There's no dividing the charts imbo
‘Budget’ and ‘Full Price’ soctions for
us - we're sure you're perfectly
capable of deing that for yoursehoes i
you want to = g0 the list you see here
ncludes games at every price point
This way, you can son just how
mporiant bisdget sales are to the
overall market = at this tme of year,
with few big name titles being
redeased, wery important indeed
Each game is rated out of five slars
[five red stars for the really, really
excellont ones| using the same system
as in The Boftom Line, to give you
some idea of how good the things that
are selling realty are. Games which
don't get any stars aren’t necessarily
total rubbish - they just happen to be
the ones we've never really played, so
can’t properly comment on. Having
said that though, there has to be a
reason why nobody in the affice has
ever found it within themsebves to it
down with them, hasnt there..?

»




('ERE PAL, DID YER KNOW THERE'S A BRAND NEW
COMIC COMIN' OUT SOON?....WELL THERE IS,
"N' IT AINT LIKE YER ORDINARY PONCY
{ CHILDRENS RAGS!
(IT'S GONNA BE THE FIRST ALTERNATIVE COMIC

FER KIDS!....UP TER DATE, WIV IT, HIP, COOL,
WICKED ETC....'N' IT'S MEGA FUNNY, WELL IT'S
BOUND TER BE COZ IT'S GOT ME INNIT!

SO YER BETTER BUY IT....OR ELSE I'LL COME
ROUND 'N' PUNCH YER LIGHTS OUT....RIGHT!

r
1.11.'_!1. !_. ! {'"‘*ih'

I,.-"I ;( .

UK DISTRIBUTOR: COMAG - 0895-444055
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A2000 VER

VAILABLE.

#.

ATHEENACTION REPLAY SIMPLY Jgl

/EN BETTE|

.S INTO THE EXPATESIONPORIE

YOu THF PD'-.”FFI T FREEZE HD"“::[ ALY F‘HOGH.&H TH

i Q_mm-mm”_““-m

mﬂ-“-ﬂn—dmnmm
soltware investment. Works with all presently known viruses.

o unmn--rew_u

Plctures and sound samples can bo saved to disk. Files are saved
directly IFF lormal suitable for use with all the major graphic and music
pachages. Samples are displayed as screen wavelorm.

r SLOW MOTION MODE

Now you can slow down the action te your own pace. Easily adjustable
from full speed to 20% speed. Ideal to help you through the tricky parts!
© RESTART THE PROGRAM

Simply press a key and the program will continue where you lelt ofi.

r FULL STATUS REPORTING

At the press of a key now you can view the Machine Status, including Fast
Ram, Chip Ram, RamDisk, Drive Status, slc.

r POWERFUL PICTURE EDITOR

Now you can manipulate and search for screens throughout memary,
Over 50 commands to edit the picture plus unigue on screen status

100%. Just imagine continuous fire power? Joystick 1 and 2 are
ﬂrhmm

“hmwmhwmmwmh-ﬂ-ﬂ"
code that will prevent the disk from being loaded by anyone slse. Tagged”
disks will only reload when you enter the code. Very uselul for security.
~ PREFERENCES

Action Replay Il now has screen colour preferences with menu setup.
Customise your screens Lo suit your taste. Very simple to use,

7 DISK MONITOR

Invaluable dish monitor - displays disk information in easy te underatand
format., Full modity/save options.

DOS COMMANDS

How you have a selection of DOS commands svailable at all timas - DIR,
FORMAT, COPY, DEVICE, etc.

© DISK COPY

Disk Copy at the press of a button - faster than Dos Copy. Mo need to load
Workbench - available at all times.

© B0OT SELECTOR

Eithar DFD or DF1 can be selected as the boot drive when working with
Amiga Dos disks, Muﬂdinhﬂ-hhﬂm'mmmldﬂu

PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE POWER!!

RYELACRE FEATHRES e OIHG AR e E LR O e o AT A st e e = e e e

© Full MEB000 AssamblerDisassembler ©  Full screen sditor ©  LoadSave M  Wirite Siring to memory © Jump lo specilic address © Show Fam as lext © Show
frozen plcture © Play resideni sample ©  Show and adil all CPU registers and flag © Calculator ©  Help command ©~  Full search feature ~  Unique Custon Chip Editor
mllows you o see and modity all chip regisiens - even wrilte only registers ©~ Molepad ~ Disk handling -

show actusl irack, Disk Sync. patiern slc. © Dynamic Breskpoint handling © Show memory as HEX,
ASCIH, Assambler, Decimal ~ Copper AssembleDisassemble - now with suffiz names
EEUTRERR AT A TEE MO TR R GG AT THERRGRR AL [T TS "FRGAR

WATH AL MERGRY AT BEHSTERE NI GT -
WRVELATE LGRS HE REETGRER G T THEI TG

WARNING 1088 COPYRIGHT ACT WARNING

ETATE

HOW 70O GEY YOUR ORDER FASTE!

TELEPHONE [24Hrs] | 0782 744707 CREDIT CARD ORDERS
DRDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUESPOSTAL ORDERS MADE PAYABLETO..

(| DATEL FLECTRONICS LT E "

GOVAN ROAD, FEHTDH INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, $T4m. :

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324




JUST IVHO DO WE THINK WWE ARE?

JUST WHO DO WE THINK WE ARE?

MATT BIELBY

g most of th ih in & senes of .-""::Il,'
3 road visi r"'l] ame developers, leavir

: wvever, lound space -\.lgl.|' L
things we'va necer w.li
can cope with at the mo W, he cond

His fawes are platiormars

and ‘unusual off-The-wall th "'-i"'

Matt's been playing: ‘R-Type If, and Exile from last issue.’
GAFIY PENN

Gary's nod had much lime (or :||
anything eis

wes this month — or

r --.||||-:_;|_J ng avway with gvery screen of
i bicody nate the bloody thing!” he told us
g litthe room for angumsent

: “Jimmy White's Whirlwind Snooker.”
t‘.‘:'DLIH CAMPBELL

- desputy edilor and Jean-Claude Van Damme

True Stones and compiling the disk rom

ar

i L tasks everybody else haled whach seem idaally
suiled 10 his 5. Dwtside work he's bean walk g his Miw
dog and ia hits vely' Vespa soobier, Ha s Spons
games, plathormens and Bvarytheng-must-tie games

Colin's been playing: ‘Manchester United Europe and Toki.'’
MAHK HAMSHLW

AMIGA POWER's
iN't seem 1o stop S
amies. His parents run a Sundariand
his games knowledge goes wiay back
rcade things, usad-fnendly FRPS and
1% COoin-0pS that mainly (aham) light hes ling

Mark's been playing: ‘Llamatron and Monkey Island.’
STUAHT CAMPBELL

1 the soltwa

wlra-violant W

pstny's lanvouribe (hem hem) reviewer
2 rather odd ‘Betwaen
spare time he's taken over the weakly Gany

siat in Mew Compular
5 are "ones whare you batt

T

i@ in lanzines .-la-l.a ~uilar B

r:_x':l.-n,,- 1]

aannes] [
gl i s of iy

onirol Sysiam of incomg AMIMErS |Is mEy!)

Stuart’'s been playing: R—Type H'— it's sennusl-,r em:eilent
JONATHAN DAVIES

uggling away al an axtremaly uniriandty

Mok = Qamis

. 5 ArTywsidE Mpare

wen, when a decenl, big name product (n
through our Anti-Jonathan Hate

ourite games are really good 30 ones

Jonathan's been playing: 'Hunter, which is really good.’
RICH PELLEY

eenage haatth reak and cuts
disappes £

e game lan R
this month, and for 1-;-.'-

ich Pelley

Wi Wl gone. Had he lound a new girie?
Cou il from somebody b owes money 107 Or
il § O armved, and with # a message: Tve gona
nier-raling - see you nexd mondh.” The mysieny was solved!

Rich has been playing: ‘Exile (| remember the BBC version).’
PAUL LYONS

Thrilled at Fulure Pub
4 -r|.Kt>r'an a
hi D |_'||'-| e

recent acquisition of Mountam
leading mountain ke mag), Paul
) every spam momeni nding anound on £3000
er-framed Mann (a very posh bike

i Agmiga Formal s Asssstant Edior
look al the odd stralegy product fof us

‘Eye Of Beholder (still), and Atomino.’
SEAN MASTERSON

on the rally side thes mondh, and
e wiy. Up and down ke a Dioomeng yo-yo he is
CHTliMas Sna, Bt st ofien an thal odd
il Sund what ha's Thin
ty's sake, then, we've steared well claar of him fo
ew weeks, which is why we've gol nothing bo wrile [Sonmy)

HP lan Sean's boen & bi

in-batween mood whara you'ne
Far
past

Sean’'s been playing: Dunno - none of us have seen him.

Welcome to the AMIGA POWER game reviews, twenty

five pages packed to bursting with, erm, game reviews.

Summer's still with us, and the number of releases
really deserving of the AMIGA
POWER in-depth treatment
remains fairly limited - thus
we've got just five of those,
starting over the page.

Then, on page 72, come the
rest of the full prices - some
Munier - pushing the boundaries of g4, some bad and some

3D graphics even further.
a true AMIGA POWER once-over - with the budget and
compilation coverage following on behind at page 80.
Our Public Domain reviews get boosted to two pages
this issue, starting on 85, and then last (but by no
means etc) there’'s The Bottom Line - almost 300 mini
reviews of every major full
price Amiga release from
the last year. The complete
character assassination of
the year's worst - and praise
of its best, of course -
begins on page 95.

And there we have it -
simply the most
comprehensive, most flexible, most comprehensible
and downright sexiest games review system ever
devised. (Unless you think different of course, in which

Coin-op conversions just keep getting
better. B-Type Il shows the way.

case you really should be writing in and telling us why).

IN A NUTSHELL: THE AMIGA POWER
SCORING SYSTEM (AND HOW IT WORKS)

Our reviewing ‘philosophy” (for want of a better word) is fairly simple and
self explanatory. Here's a brief breakdown on how it works:

1) We never forget you're being asked to fork out £25 or more for a full price game -
it's a lot of money, and we believe a product has to be really good to be worth it. Half
baked ideas, cynical tie-ins and plain sloppiness just don't cut it, which ks why you'll
find our reviews quite possibly the toughest around. Compare the marks we give out to
those of just about any other magazine - we think you'll find our wider spread of
opinion tells you a lot more about the games.

2] We believe a rating system should be simple, logical and understandable - to the
extent that a sentence like this is one, which is setting out to try and explain it, should
prove totally redundant. 50 we'll stop right hare

3] We'll nearly always broadly agree about whether a game is good or bad, but
sometimes - just sometimes - opinions differ quite strongly. That's when we run an 'On
the other hand..." box, allowing a second reviewer to voice his or her (not that we have
any girlle reviewers as yet) opinions as appropriate.

4) Predictable we know, but there simply isn't a point number four.

simply indifferent, but all given
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GAME REVIEWS

-TYPE 11

After the perfection of last month’s Toki, Activision make their bid for the title of

R-

The first level of R-Type Il
isn't too taxing. Beware
s L el ST T
Milm _ ey |

level two though!
These Spring up ot of | _ L Wilg_m thi
dhe péol al the bottom _.ﬁ_bd-l.lh.ll power
annf the sereen. Eventually __ i " Beam weapo
\ Ihﬂgﬂbnrcdand _I'E‘ hdﬂugﬂ'
shoot al you, bui they thien wall unil ¥
should really be sactions are WocE * 8
splattered all cugEibe- 1425 #n line anflizig :|' ¥
wall before th:u._ il w-nglﬂ “rn% -,
- - | #

\ oway

e
ekl This snake” — P oy
“Torches o pt you . i)
and swirls around Y - R
menacingly, but a

+ baam to heatd will

| “tilte are ol M in ne
tirne ol all.

this section. 3
choc-a-blac with=
aliens, butits their day
“oif today 5o they haven't

Appeared, When you're . o
plating, be ready ~Gecys
T for 1ome sopping. © y

Game: R-Type |
Publisher: Activision
Price: £25 99

Author: Arc Developments
Release: Late August /
Early September

here was a bit of a scare when
Activision UK packed their
bags recently and disappeared  The R-9 speeds through a tunnel on its
inta the realms of history — way to level one. This is enly an intro
yas, it was sad to see such a famous and sequence. Don't worry about shooting.

Al the end of level three, you have to take
oul motherships. Space is at a premium, so
be ready for some spot on manoeuvering.

Here's one of the third-level motherships
im full. It's not quite as big as the original
one, but it's every bit as mean.
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long established name go down, but more
1o thi point what would happen to the
vanous projects they'd commissioned? For
a while it looked like many eagerly awaited
games wouldn't see the light of day at all,
but slowly they started to crop up with
various other publishers — Exile at
Audiogenic, the upcoming Realms and 30
Snooker at Virgin — and the Activision
name itself resurfaced under the protective
wing of Paris-based The Disk Company

And now the first redeases from the
new Activision are starting to come out -
Beast Busters (see elsewhere this issue)
and this ene, A-Type I It be coming
your way in the fate summer, and if | were
you I'd start saving my pennies up right
now, because this is simply the best
arcade game I've seen on the Amiga in my
life. Mot only that, it's just about the best
one | ever expect to see, because | can't
imagine how a coin-0p could be converled
better than this, But back fo the stan

A-Type Il was the arcade sequel to
one of the most popular scrolling shoot-
em-ups in the history of video-gaming,
and on first appearance was the subject of
some disappointment. The look and feel of
the game was very much that of the
original with a few largely cosmetic tweaks
- It seemed more like axira levels to the
first game than anything else — but an
playing it it became clear that this was a
superb game in itself, It was nonethelass
only a minor success, and you won't see
toa many in arcades these days

ARC WELDING

using together all the disparate elements

that go to make up a successful coin-op
conversion isn't a job for faint hearts.
Programmers Arc Developments have a fairly
low-profile history in the Amiga games world
(they certainly aren't one of the big names like
the Bitmaps or Bullfrog or Core or even Probe),
despite a record which already includes some
pretty impressive arcade ports (Forgotten
Worlds, Crack Down and Dragon Breed, to
name three). Nonetheless, Activision handed
them this tough job, so | had a word with Paul
Walker (graphics and general direction) about
how they coped with it.

AP: S0, just how did you go about tackling the conversion?
Did you have any help from Irem (the coin-op people) at all?
AD: What we got from Irem was laser-printed sheets of all
the game's backdrops and single sprites of every character.
This meant that we had to do all the character animations
for curselves (we'd have one basic sprite to work from, but
it might have 64 further frames of animation and we'd know
nothing about tham). We also had a coin-op from which we
taped the tunes and FX [via a built-in sound test facility),
and then sent it to Martin (Walker, sound and music) to turn
into Amiga sounds,

AND MAKING HIT CONVERSIONS

AP: Did you fit everything in? We haven't spotted anything
much missing - it must have been a tight squeeze.

AD: You haven't and you won't! Absolutely everything from
the arcade machine is in there, we didn't skip a single bit.
Part of the reason the job took us so long (8 months just for
the Amiga version] was that we kept thinking about cheating
on bits, missing out certain parallax sections and so on, but
then we'd come up with a way of doing it properly and we'd
have to scrap whole sections of code and start over again.

AP: Did you make any changes? [For example, Ocean
France actually improved on the parallax scrolling of the
arcade version of Toki in their Amiga conversion).

AD: No. We tock our job as being to replicate the coin-op as
perfectly as we could, and that's what we've done.

AP: Is there anything about the finished article that you're
unhappy with?
AD: Honestly, no.

AP: And do you think this is the best arcade-to-Amiga
translation thera's ever been?

AD: Well, yes and no. | think our earlier conversion of Crack
Down for US Gold was just as good, but it didn’t get a very
good reception because of complaints people made about
the actual arcade game. The original might have been
flawed, but cur conversion of it was absolutely perfect, and
the same goes for R-Type Il. | don't think you'll ever find a
copy more true to an original coin-op than either of those
two - they just can't be bettered.



R-TYPE 11

‘best arcade conversion’, with the most single-minded blast-’em-up of them all.

Just like in R-Type, you start off in
space with a lew squadrons of cannon

todder aliens specding towards you. If
these give you any trbublg, give up.
-

il

.L-Fl "H"‘w#'“l will anly ||

'mujmi time it you allew loads gnye e
feraen at Bhcd; nm- 1udr-m=d lrn-quu:
“fwa pods at e end of the scrgen,; w0 blow

,1#

What could be more foriunate, then
than the news that Activision wera
producing an Amiga version for you to play
in the comtort of your own home? Wall,

plenty of things if it
furned out like s0 many
Coin-op conversions - a

half-hearted attempt at a

quick cash-in from the
legions of arcade
devoleas who'll buy the
name first and worry
about the quality of the

o ﬁ’n"“ -rnlﬂhﬂ.Fﬂ'l' m'lr )

‘1 can’t think
of a single
thing that’s
wrong with
R-Type IF

And here's your chance 1o be re-unitfed
with the R-Type (thg remote device that futy
attaches to your ship) itsel. Lap the pod
carrying ship, pick it up, and you're away.

1

'.Iurd W“Bﬂ!- One T o =
mulmumm

game later. It hasn't of course, but why?
S0 just whal is it that's so damn good
about this ona?

Ooh, pretty much everything, really

This might sound
gilly but | cant
think of a single
thing that's wrang
with A-Type N, at
least not if you
take it for what it
i, & coin-op
cOnversion

What you need is some extra speed. %
And wouldn't you know it, that's 5
enactly what this friendly chap's going

o give you

Wy

after you've shot him.

. PR R
b e e i g

= ; By now you should
5 have the three way
{ reflecting laser, 30

< just fire it off into

7 the narrow twnnel

ki and watch it bﬂung
iE

b

9 85

(Rather than moaning, say, about a lack of
depth or new kdeas or any of that old gufi
And anyway, Rainbow [slands was a coin-
op convarsion, and it's the best Amiga
game ever — official — so there just isn't a
problem there,) Purely on those terms
you'd have to give it 100% because as far
as | can sea it's Nawless

4 course, since this is AMIGA
POWER (and also seeing as this is the
real world}, it's not going to get 100%, so
let's have a go at seeing whera it does
lose some marks

i

s BT =

gy Thgse ggiling and floor-

e €y

"*,‘ {arge numthl nln.u‘lc ships, but

you's tdﬂ-ﬁblldotm

mrll#:nll ipdw oul

pied on the front

ol
It's the end-of
lewel boss. He's

= .ij:ulu.lltf 1 o

pretty ¥
harmless. First ]

&' "9 "g just blow away ,)‘

his metallic face -‘

.

maishk, then
hey! m'l
we met before?

“—— .
L) ﬂ'- T gy S A

Sp ["‘""E Okay, well first off there’s
the ditficulty. A-Type Ifis
undeniably a tough old bast of a game,
and it's a level of toughness thal may well
deter 50% of Amiga game players straight
away. Level one isn't too bad, but 1o get
very far through level two you're going 10
have 1o be very good, very persistent, and
very lucky, all al the same time. Personally
| think the ditficulty is judged just right (I'm
sick of games that you can finishina =»

R-TYPE MEETS R-TYPE Il — THOSE GAME SIMILARITIES IN FULL

hat's immediately obvious about R-Type Il is that nearly all the levels are basically variations on the themes of the ones in
the original R-Type. Not too sure what we're on about? Then take a look below and you'll see exactly what we mean...

LEFT: R-TYPE

Level two is probably the
least similar, but does
feature a long tunnel with
bad guys coming at you
strongly from the top and
bottom walls, not unlike R-
Type's second level.

Whereas level three is the
maost strongly reminiscent
of the original, containing
dirty great mother ships
which you have to fly
around and blow bits off,
corresponding to same
level in the first game.

R-Type If's fourth level will
strike a chord in anyone
familiar with level six of R-
Type. The big mazes with
moving blocks and narrow
manoceuvering spaces
make timing of the
essence in both games.

RIGHT: R-TYPE N

LEFT: R-TYPE

We get back into
sequence now, with the
fifth level of R-Type Il and
the fourth level of R-Type
also tying broadly
together. Monster aliens
shoot across the screen,

RIGHT: R-TYPE Il

leaving obstacles behind.

Wait a minute, what's
happened to R-Type level
57 Reach the final level of
R-Type ll and you'll find it,
complete with those
armoured snakes that
shatter into half-a-dozen
pieces when you hit them.

A little further into the
sixth level, though, and
you may begin to think
you're back in the
original's level five, with
that big wall built of little
blecks for you to cut a
swathe through.

GAME REVIEWS
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day, or ones that give you infinite or
ridiculously high numbers of credits, so
that completing it is a test of endurance
rather than skill}, bul some people won't
liker it, 50 a couple of marks off there,

MNext comes the equally undeniable
famifiarity with the first 5-Type. Again |
parsonally like it, | think it gives a feel of
continuity, but there are people who will
feel it's simply unimaginative. One mark
off for that

‘“This is
simply the
best arcade
game Pve
seen on the
Amiga in my
life’
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There's also the fact that — close as it
I8 =it izn’l an exact physical
reprasantation of arcade A-Type Il The
screen isn'l quite as deep, Bmiting the play
ared (most noticeable on level three) and
coupled with the fact that everything's
shghtly slower it actually makes cerain
sections of the game noticeably harder to
complete. Two marks off thare,

More worryingly, there seem to be a
couple of minor bugs, When playing the

And here's the R-9 itsell, looking polished-

up and ready for battle.

The fifth end-of-level boss is protected by
this incredibly sneaky and devious set-up.
When you shoot the girders they rotate

arcund and put a whole new complexion
on your movement space. Lasy on the fire

game with a hard drive plegged in, soma
of the aliens can be caught right in the
middle of a full-force explosion, yet when
the dust clears thay're still alive. This
caused a bit of a problem once with the
end-ol-level two boss, and (although it
happenad only once) it would still be
incredibly annoying if it happened to you,
especially considering what a bitch level
two s 1o get through anyway. On the very
rare occasions when it does crops up,
this is a serious flaw, so five marks down
far that .

Lastly, there's, um... Well, there's
bound to be something | haven't thought of
yel, 50 let’s take a couple of exira percent
off just to be on the sale side, And where
does all that leave us? It looks 1o me Eke it
leaves us at the bottom of the review... »
STUART CAMPBELL

UPPERS Perlect conversion
@ ol a game thal was pretty damn

fab in the first place, and one of
a fairty rare breed, a shoot-'em-up with

read lastability.

DOWNERS Very minor bug
@ problem, and for soma peopls the

overall leeling of déja vu.

THE BOTTOM LINE

Magnificent etfort from Activision and Arc,
thal puts olher horizontally-
scrolling blasters (and most

other arcade games) well and

truly in the shade.

button!

R-TYPE AND R-TYPE Il — THOSE GAME DIFFERENCES IN FULL

here's no denying it, R-Type Il is a very similar game to its
predecessor, but - hey! - it's not a crime to look like R-

T

Type, is it? The question is, is R-Tll just a lazy rehash of the first
game (now available for £7.99 from The Hit Squad, bargain
fans), or does it add and improve on it to the extent that it's
worthy of consideration on its own merits? To find out, we ran the
two games on a couple of Amigas side-by-side and put a series
of comparisons into operation.

NUMBER OF LEVELS

R-Type-8 R-Typell-&6

So the original wing out on sheer quantity, and Indeed nearly all the levels in R-
Type Il are based to a greater or lesser extent on levels from R-Type. All the
same, the sequel packs more action into its smaller space, there's barely an inch
of scanery that isn't bristling with offensive enemy weaponry.

AUTHENTICITY

R-Type -5 R-Typall-10

The eriginal game made a few concessions when it was ported across to the 16-
bits - as well as losing the arcade's lovely parallax backdrops, several of the
aliens were significantly less formidable than their coln-op counterparts
(particularly on level 6], and the programmers fiddled around a bit with some of
the movemnent patterns (particularly on level 3). R-Type Il, by comparison, is
simply a flawless conversion. As far as | know there isn't a single thing missing
from it, right down to the attract sequence.

WEAPONRY

R-Type-B R-Typell-9

The first R-Type had one of the most impressive arrays of bolt-on armaments
ever seen in an arcade game, and the sequel doesn't mess around too much with
the winning formula. The only additions are a couple of different types of
missiles, and an extra double-powered-up beam weapon, but the original system
was g0 good [a weapon for every occasion, and sometimes having the right
device - which might have been next to useless two screens earlier - could make

all the difference between a glorious triumph and a horrible disaster) that to
muck about with too much new stuff would have simply detracted from the classic
simplicity and flexibility of what was already there.

CHALLENGE

R-Type -8 R-Typeli- 10

This mark refers not just to how hard the games are, but to how things are made
difficult for you (ie is successfully playing the game totally a function of skill, or is
there a significant degree of luck involved?). R-Type does pratty well here, it's
only real drawback being that if you lost your power-ups at certain stages of the
game, you really didn't stand a snowball's chance of progressing any further
armed only with your bog-standard laser. In R-Type I, though, the game Is
excruciatingly tough without ever making you feel that you've been cheated.
Restart points after losing a life are nearly always situated very close to power-up
opportunities, and if you're good enough you should never be hopelessly stuck.
The level of challenge is just about the best-judged and most compulsive I've ever
cOme across.

AESTHETICS

R-Typa-5 R-Typell- 10

As previcusly mentioned, R-Type sacrificed the backdrops in a quest for speed,
but in doing so lost a lot of the feel of the coin-op. Also, sound was a choice
between music and effects, which is always a disadvantage. R-Type I, on the
other hand, manages to pull both off simultanecusly, and also holds onto the
background graphics for a truly realistic arcade experience.

TRAIN COUNT
R-Type-0 R-Typell-0
Meither game has any trains in it whatsosver.

So, adding up those marks in time-honoured fashion, we find the scores coming
out at:

R-Type - 34 R-Typell - 45

Or, if you prefer, 68% against 90%, which is in anyone's book a pretty damn
significant improvement. R-Type Il isn't just some extra levels tacked onto the
first game, it's a monster arcade blasterama in a league all by itself.



Amiga
Repairs

It something is wrong with your Amiga
500 or C64, who better to turn to than
The Mational Repair Centre

For all repairs to your computer, one low
payment covers diagnosis, repair
(including parts and labour) and delivery
back 1o you

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

To schedule a repair, simply call Michelle
or Audrey on 0733 391234

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

The cost is £57.45 for an Amiga 500
and £47 .45 for a C64. Payment can be
made by cheque, postal order or credil
card.

THE
NATIONAL
REPAIR CENTRE

Viada3 391234 £57.45

FMG House COVERS
Newcombe Way, Orton Southgate ANY
Peterborough PE2 0SF REPAIRS
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Most people will have a much better
time playing their pals, but there are
four computer opponents to practice
on. Jimmy (as in Whirlwind White) is
one of the hardest, and it's hardly
worth taking him on until you've got
this game sewn up. Tom is the monkey
of the crew, but even he's quite a nifty

ball player.

The white line indicates the By holding onto the left
travel path of the MIDDLE of  mouse button when taking
the ball, but the edges the shot the game camera

could clip that red, and cost
a four point penalty. It's
always wise to look at the
situation from as many

follows the cueball. It looks
like 'm quite safe with that
brown after all.

JIMMY IWHITE'S WWHIRLIDIND SNOOKER

Tom breaks off and nudges
the pack aside. The
computer camera has
swooped over the pack in
order to show how it has
been disturbed, although
you can pick just about any
angle you fancy.

With only one red on the
table it's ime to get nasty,
and play some snookers.
Thizs can be enormous fun
against your “friends’ who'll
soon be howling with rage.
Cue ball contrel has always

Behind and above view of
the carly situation. Looks
like I'll have to clip the
pack, and play safe. Plenty
of top and & touch of right
is required (by clicking on
the cue-ball control icons),
and lashings of pace.

Tom has left the white on

the cushion (I'm playing the
yellow). The cueball control
icon will only ket you play

the top of the ball so0 whack
on loads of chalk, and hit it
firmly (but not toe hard, or

Oh dear, I've got mixed up
in the pack, and allowed
Tem to run amok among
those reds. Like watching
snooker on TV, this is not as
casy as it looks. i you can
make breaks of about ten
within the first hour of play
you're doing well.

I'm still chating the blasted
yellow, and now I've been
{unluckily) snookered. By
clicking on the white line
icon, and pressing the right
hand mouse button, you can
sex the projected path of a

Tom has edecd the red into
the top right pocket, and is
meving onto the low-remt
colours. He's using the bar
along the top icon, but |
prefer the other option of
icons bunched up at the
side.

I'm being beaten soundly,
so it's time to get horrible.
The general idea here is to
clip the yellow into that
pack of colours, and leave
the white at the bottom of
the table.

angles as possible. This also
helps to plan for the next
shot.

been pretty dismal in
computer snooker. Here it's
exactly as you would expect
- bloody difficult.

it be a miscue).

ball afver it has bounced.

However, this won't show
you the eMects of giving the

ball side spin.

From the creator of IK+ comes a simply astounding 3D snooker game. Could this

Game: Jimmy White's
Whirlwind Snooker
Publisher: Virgin
Price: £24.95

Author: Archer Maclean
Release: September

t four o'clock in the morning,
having played ten frames
{and about 12 solid hours
warth) of this game against a
mate of ming | finally came to the
conclusion that this was by far the most
impressiva spons simulation | had ever
seen. In fact, t's something that had been
pretty obvious from the word go - I'd just
retused to allow mysalf to really believe it
up 'till then, scared that I'd turn out to
be wrong
Snooker, ah? We've all enjoyed a
few frames of snooker in the past, I'l bed,
and we've all cabbaged in front of the telly
watching some gangly youth make millions
fram potting balls, so we all know pretty
what to expect from a snooker simulation.
There've baen plenty of them, on just
about any machine you could mention,
over the years too — the troubla is, we've

never seen anything yet which even
approached adequacy.

Until now that is. It really is hard 1o
see how this could get much better. For
snooker fans, it's about as close as you'll
ever get 1o actually owning a 12 foot table
of lead and baize and having it installed in
your living room
That's not all it can do
though = Nmimy
White's Whirtwind
Snoaker has many
mare tricks up its
sleave too, though
we'll get to them in a
moment

But first, the real acid

test of a snooker game View the table any way you please, but
putting balls in pockets is no breeze.

— ball movement.
Often you'll see compuler poal, billiards
and snooker games in which balls seem o
fly around a silly speeds before eventually
slowing down in uncomfiortable jutters,
Here the balls slow down languidly, and
naturally. Unlike a few early computer
snooker attempts, they don’t quiver as
they sit there without being touched aither.

The control method is equally
impressive with a subllety of angle
calculation and sirike that is impassible 10
fault. You could play this for ever and
never be able to claim that the program
was [0 blame for a dodgy shot

Players work from a set of on-screen
icons, o they can
use the keyboard
Lining up a shotis a
simple matier of
hitting the cueball
icon (and therefore
being transported fo
behind the white),
and swinging the
cue around in order
to line up. Here, you
can use the swing
ican, or the arow
keys on your machine, Exactitude is
achieved with the help of a white guiding
line indicating the ball's expected path,

Then you can confrol the speed of
cus action (fo a remarkabdy fine degres),
before adding side spin, top or stun. Then
just press the central ball icon, and watch
the results of your calculations.

JIMIMY WHI
WHIRLWIND

S0 what's new? Well, yes, these
controls are to be found in just about any
snooker game you could care fo mention,
but the difference here is that this timea it's
actually worth taking your time over shats,
with the confidence that your actions will
result in a something which, as far as the
laws of physics go, is without faul

That's not all thera is to it though, as
we louched upon before — the game
actually contains a whole host of other
features too complex 1o go into here (and
anyway, | don't want to spoil your fun -
half the joy is in finding out just what you
can do with this baby). Fiddling around
with the Trick Shol screen is especially
enlightening - you can (af least Iry) 1o get
away with all manner of manoeuvres.,

Another wildly impressive feature is
the game-view option, which aliows you to
zoom angund the table at will. You can do
this simply by moving the mouse about on
screen, or by using the icons. or even the
keyboard. Movement is, just possibly, the
fastest thing yet seen in a 30 Amiga game
- aspecially remarkable when you
consider just how much hardcore number-
crunching is going on.



JIMMY IDHITE'S WWHIRBLIDIND SNODKER
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This is the standard shooting Hmmm, I've muddied Lining up another ambitious  I's worth getting a close up  Tom s going to cut that blue  Slight angle shots are real
screen style. The line through, and luckily, the shot, this pot could pave of the ball just to check on  into the right hand pocket nasty, mostly because they
Iindicates the projected path brown is hovering over an the way 1o a tasty break... your angles. Those funny That shot would cause you look relatively simple. At

of the middle of the cucball, inviting pocket. If you want laces appear randomly. problems because you can't  first even good snooker

3o tight angles and clips are  to win with long shots you set the pochet while you're  players will find their angles
a matter of judgement. This  have to take your time. | got lining up the shot. A lot of all over the place, but after a
middie shot is simplicity cocky with this one and swapping between view few frames you get used to
itseH, but following through missed completely. screens is required. the table...

is always a danger...

Oh fiddlesticks (or Mow he's played onto the And the brown. But he's blown it. Here's my  Adjusting the view height There must have been
something). That so-called  green chance to play a skilled can give you a good idea of something wrong with my
snooker attempt has set up double into the middle how best to strike tricky cue! Tom's sixty points

the computer opponent for
an zasy pol. This is turning
inte a bit of a nightmare.

pocket [otherwise known as  balls.
a hit and hope shot).

ahead and on the black. I've
been well and truly stuffed.
Al the end of the game
there's a roar from the
crowd and applause a-
plenty. It's nice when you've
beaten a friend, but
extremely irritating when he
has whipped you.

be the best sports sim ever? You betcha!

ARCHER MACLEAN SEEMS PRETTY PLEASED...

Mo, but the good sides of this are so good
that it seems a bit finickity to stan going on
about the faults. But, what the hefl — this is
a review atter all. For a stan. the sound
quality isn't quite there, Balls dropping into
the pockets, for instance, scund far 100
clanky to be realistic

| also had a real problem with the
lack of statistics. If you're going to transter
4 game to computer you might just as well
make usa of the machine. It would have
bean splendid to see, say, a percentage-
of-shots-potted’ or average ‘get-out-of-a-
snooker rale or, well, anything really. The
stats they've actually provided are really
quite inadequate.

There, that did sound finicky, didn't
it? To be honest, | don't really want to
knock the game at all. For having a great

knock-about on at home this can hardly be B
B i =
1 who can lame Him? W asked the  sscoun. v nmare ok o s spo e 2o\ S L2 ot 2
more mathematically minded than mysel. That's such a ) P prog g S
man behind Whirlwind Snooker (and, SRR O I Ese. Sl RS0k ia Boo i & Bl it's also one of those games that makes B
incidentally, the excellent IK+ amongst others)  nonths to perfect, But 1t was worth it Vol idek a shet ok the Amiga worth buying in its own right. A z
how he put the game together: a snooker table, and then the exact same shot on this gem. + COLIN CAMPBELL 0
game, the balls would react in the W
‘It took me about two and a half years, on and off. The story 5 e sstetas s o ﬁ
behind it is pretty weird. When | first bought an Atari back  What pleases you especially about the game? @ remarkable piece of games i
in 1981 or so | was really impressed after playing this e e ——
space shoot-'em-up game. That night | had a vivid dream  The speed of it. | don't think there is another game that B e e .
about flying around a snooker table. | think it was a mixture moves so fast. Also, you'll find there's so much you can do : 3 p
of the excitement of this new computer and there beinga  the more you play. Swerving the ball, for instance, is DOWNERS Obviously, 2 .
lot of snooker on the telly at the time. possible although not easy.’ waste of time if you hate snooker
‘Anyway, the way the game i now so auch Iike the Could have been enhanced with S
dream, it's uncanny. | always tell that story. Ha ha.’ So what's next on the agenda? the addition of some engrossing statistics. g
How did you manage to get the ball movement to be so ‘'m going to transfer this to the PC first, which will be a bit THE BOTTOM LINE ;
accurate? of a headache. And I'm also working on a pool version for An essential purchase lor anyone who @

‘It was a nightmare. The mathematics involved in getting
balls to hit each other, with angles and so on taken into

the Amiga. That should include a number of different
versions of the game - American, English and all sorts. With
luck it'll be something really special.’

enjoys snooker - or simply

good games. In pounds per
entertainment hour, it can’l be
beaten. Not to be missad.

O



REBI TWO BASEBALL

ﬁ Spearheading a bit of a revival in computer sports, Domark’s
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Going for that elusive home
run in RBI Two Baseball.

Whenever a batman reaches a base,
a little screen pops up, showing his
lecation. Here we s a runner
getting ready to go for home.

This minature representation of the
scoreboard not only gives scores but
also provides valuable information
including the number of strikes, balls
and men out. (The animated displays
are thankfully not present).

In addition to the statistics of the
pitcher, this handy little information
box alse lets you know the velocity of
the approaching ball.

Game: RElI Two Baseball
Publisher:
Tengen/Domark

Price: £29.99

Author: The Kremlin
Release: Out now

noe upon a me, Atan (or
Tengen as they like to be
known these days) produced
a baseball game exclusively
for the Nintenda console, and as is the
wont of software people, they
subsequently gol rownd to producing a
sequel, Now their friends at Domark have
preduced a version of said sequed for the
Amiga. Thus we have something a little
strange - a saquel withou! a predecessor
{on this format anyway). Mind you,
considenng the limited scope of baseball, |
don't expect we've missed cut on much - |
mean, just how diffarent could they
have bean?

RBI TW

These aren't dodgy Irinkets designed
to disguise a dismal game - they healp the
game shine even more, From the ‘Back To
The Future’ ingpired theme music and the
presenter, with his cheesy grin fixed for
the camera, to the in-game seguences
with gruft speech samples, BB/ Two
Baseball oozes class. The game offers the
usual one player against computer option
but it really comes inla its own when there
are two players, making it much more of a
social affair

The standard 30 view fram behind
thie caichar 15 used for the mamn

pitching/batting
sequence (with

Cnce upon a time (part twa), | ‘Dkay, ] some prafty nifty
loathed spons al school, but al least admit it - Aanimation}, but
when the summer came round, and - once the ball is
the old baseball equipment was it’s very aciually whacked,
dragged out it, | could savour a gﬂnd-, the view changes

welcome respite from football and
bloady rugby. Ah, happy days.

But enough of this = you wani to
know about the game. It's not exactly
gimple, but I'l give it my best shot

l[lﬁ“[ Leafing through the bits and
pieces bunged inta the REY
Two box, the first thing to hit me was the
amount of background stufi included. Mot
only i5 there a baseball cap (though it did
actually look more like a cycling cap, but
it's cool amyway) 1o get you in the mood,
but the manual goes so far as to give
fourteen pages of player statistics (that's
the actual player rosters on twenty eight
teams!) and even includes a lowdown an
what task each guy (the batier, the pitcher,
the baseman elc) actually performs in the
favourite sport of our American friends.
Very handy for heathens like me.

to an aerial one
|:I&I'I!1Ir'|g over the
pitch to fallow its progress

Shouwld this leave the main diamond
pitch thing (or whatever the tachnical term
i5) out of view, the game helpfully super-
imposes a liftle scanner which charls the
progress of the runners as they head for
that home run. Although the characters

S B, I, 0 o

The scoreboard. The scores are displayed
at the bottom, while above tithits such as
stadium attendance are shown.

Oh no. Another computer batsman knocks
it for miles. It's all geing horribly wrong.
are small in this view, they're still move in
a surprisingly fluid manner, sliding into
hame base and such like

For practically every occufrence
(home runs, being caught out, reaching a
base safely, and 5o on), there's a cute
scoreboard display, just to give that
stadium feel. Thankiully these can be
skipped by a swilt press of the fire button
(handy after you've witnessed them for the
zilliomih time) or lumed off completely
{much mare preferabla)

In play, the success or failure of R8I
Two Baseball kind of hangs on the various
control systems used (as indeed mosi of
these leam control simulations da). Batting

The ficlder throws the ball back to first
base, but the batsman manages to slide to
safety just in time. Edge of the seat stulf.

And this cute little box shows the
runner currently kicking the sand at
first base. He's just itching to make a
run for it.

The guy in black is the umpire. Yeah,
like the computer is really going to
let me cheat. (Stll, | guess it's nice to
know he's there).

When batting, wait until the ball
reaches this point before swinging
the club. With a bit of practice (and a
lot of luck) you'll be hitting home
runs in no time (hem hem).

This is the current batsman. He's not
what you'd call brilliant, with only
one home run to his eredit.

A 'quiet’ game. First strike , two batters
out, and no home runs for gither team.

is simply & matter of moving the guy, then
pressing the fire button when the ball is
thrown. This leaves it all down to timing,
which works quite effectively (after about
fifteen minutes practce). Still, the chance
of some extra directional control would
have been nice, and the hit rate is
unrealistically low (for human players
anyway). Pitching is a little more
imeractive, allowing for curve balls, fast
balls, slow balls, and combination pitches,
Then there's the fislding and running
(which is where | really begin 1o have
problems) but more of that in a minute, All
fielders run cormesponding to joystick
mgvement, 5o ihe trick is to work out just
which figlder you should be directing, If it
furms out that he's not going 1o reach the
ball in time, then chances are you've
maoved any other figlders several miles
away, So, until a kind of lalent instinct
surfaces, actually getting hold of the ball in
a reasonable amount of ime proves a
maddeningly tricky lask,

Running between bases is another
fairly automated affair {rather inevitably
really). Other than getting the chance to
force runners back to the previous base,
of onwards 1o the next, things pretty much
take care of themselves



baseball sim hits hard and almost makes

It's a hit! As the ball goes onwards and upwards, the fielders stand around helplessly,

& e

while the batsman and runners go hell for leather.

Say cheese! Options abound in RE/ Two
Bascball.

LET'S CALL A TIME 0UT,

BI" Time in fact for some gripes, the
biggest of which has to ba the
lack of imuitiveness in the contral system
particularly the fielding. Working out whera
the bleedin’ ball is going to land is bad
enough, but it's once you've actually got
the thing in your mitts and try passing it 1o
a basa that the real nightmare begins
Frustrating? The concept of playing
baseball with the disk was very tempting

Cops. This guy doesn't seem to pleased
that | forfeited the game.

for a few fiseting moments, This may be
down to parsonal 1aste, but a choice
between this and a more normal {to my
mind anyway) paint-in-the-general-
direction-of-the-base and throw system
would have been a boon

My sacond gripe concerms the actual
game time (thowgh | admit defeat on
finding a better alternative which adheres
1o ihe proper rules). With each game
lasting a marathon nine innings each, and
an even more daund Nng SEven games per

REBI TWO BASEBALL

it a home run.

Contact! Ball hits wood with a
satistying thud. Hey, maybe this
baseball lark isn't really 20 hard
after all!

series, it would probably be lass
exhausting and time consuming 1o find a
field and play the damn game for real,
Seasons come and go, but the series still
goes on (yeah, I'm exaggerating just a
little bit). Now to me, these gripas seam
fairty important, and they've coloured my
overall opinion of the game somewhat, but
[l be the: first to admit that they are things
which aren't simply defined in terms of
good or bad, but are pernaps more down
ta the tastes of the individual

PITCHED AT THE SPORTS

[AH Much as | like the idea of playing
out sporis on a computer, there
seem 1o be precious few which nat only
capiura he flavour and underlying
concepls behind a sport, bul which are
also very playable. Sura, RBI Two is slick
and it has that baseball feel 101, but as a
game in itself it just didn't quite click with
me, particulary in one player mode. That's
nod to say | didn't enjoy it. And that's not 1o

WHEN THE CHIPS ARE DOWN — LIGHTEN UP

Let’s take a closer look at some of those scoreboard sequences. Cute, slick but just that little bit
repetitive, at least they can be skipped or disabled completely when you get bored. It's just as well.

The sad
little ball
maans all
out.

Foul [or
‘fowl’] ball
(yes, it's
that cormy).

‘it has
that
baseball
‘feel’ to it,
but as a
game in
itself it
just didn’t

say that i gu ite

doesnt elick with
really excel

n some me.’

areas, But it

comes

across as more of cne of thosa luoury
games (you know, the ones you ask your
Granny for at Christmas) than one on
which you'd be ecstahc about forking out
£20.949. | freely admit that it could well
down to me rather than RBI Two (| know
several people who think that it achieves
what it sets out 1o do perfectly), but for
£29.949 | expect to get a game which will
nod only be fun to play for an hour or two
but one which I'll come back to for waeks,
maybe months to come. One which 11 run
around telling my friends about, You knaw
thie kind | maan

It's good. Okay | admit it = it's very
good. But it could never be mistaken for a
classic. Me, | think | find mysell a nice
shoot-"em-up to while away those hot
summer mghts, » MARK RAMSHAW

UPPERS A nicely balanced
learning curve, near perfect
presentation, and fairly successful

interpretation of the mechanics of baseball
make RBI Two Basebal a winner

DOWNERS The conirols (the
@ heart of any sporls simulation)

jusl aren 't intuitive enough. And
that’s what lets the side down (lor me

anyway). I'm also slightly dublous about
the longevily of the game

THE BOTTOM LINE

Only you know if this is your parti
thang. I! you need something
nicely frivolous 1o play

between multi-disk epscs, then
RBI Two fits the bill nicely

HIMOd YOINY

LEEL LSNODNY



GAME REVIEWS

HUNTER

Game: Hunter
Publisher: Activision
Price: £25.99
Authors: Paul Holmes,
Martin Walker (sound)
Release: September

ve always kept myself 1o mysed

Hardly any chums al school (no-one

seemed particularly interested in my

colkection of washing machine
bearings 1955-75) and my bast friend's a
gerbil. They even abolished telephone
chathnas shorly after | started ringing
them wp. That made me an ideal
candidate fo join the secrel service. I'd be
able o sneak behind enemy lines

HUNTER

The excellent titles just keep on coming from the resurrected Activision, this time

Somebody seems to have left this nice, shiny
helicopter all alone. | better take care of i

Hurrah! Another enemy installation bites the dusi. Back to the
copter for another spot of island-hopping.

AMIGA POWER AUGUST 1881

©

‘There’s
masses to

do and heaps
of things to
discover’

completely unchallenged, and | wouldn't
be missed al home for menths on end

My first mission was a bit of a failure,
though, The beautiful blonde spy | was
supposed lo be seducing didn't take 100
kindly 1o meeting Conan (my gerbil, wha'd
gone along lor the nde) and did a runner
Thay didn't ask me back

HE'S A MAN WITH A
Hlssm Hunter gives you the

chance to slip into the
shoes of a man with a mission, And that
mission 5 10 make life as lough as
passible for the enemy who, for
unspecified reasons, have taken control
of mest of the map

A quick perusal of the screen shots
will reveal that the chap in quastion (he's
the one in green) 15 a blocky, 30 sort of
character. As well as walking about he
can also swim, although his talents as an
all-round, secret agent sort of guy aren't
realised until he comes across some
‘wheels’ (or, indead, “rolors’) (or a hull’)
The place is litered with cars, lories,
tanks, boats, helicopters and all sorts of
other forms of transport, all of which he's
periecily capable of driving. Handy, that,
whan you consider the distances

THINGS TO DO

Once you've explored Hunter's possibilities a
little, and found out what's what, it's time to
start earning your keep. There are three
broad categories of job to be done, each with
its own map:

1. Missions

You're given an objective and a deadline. You've got to
reach the objective, take i out and make it back to base
within the allotted time. You're then given a new target,
slightly harder to reach, and a new deadline, slightly
tighter. Off you go again - with the clock still running from
last time! i's ke an eplsode of Treasure Hunt, only
without Annabel Croft (more's the pity).

2. Action

Pretty much the same sort of thing, only you're given a long
list of targets, scattered around the map, and a couple of
hours to wipe them all out. You'll need to get a route
planned, and it might be worth playing a quick practice
game beforchand to work out where all the fuel dumps are
hidden and the vehicles parked.

3. Hunter

This is the game proper, and you've got a single objective:
‘Bring back one general’s head.’ That presumably means "Wl
the chief baddie’ and could also be taken to include ‘'Oh,
and blow up as many baddies a3 you can while you're at it
So off you go on a sori of adventure-style mizsslon, collecting
clues and trying to track down the general.

The gquestion on every gameplayer's lips is, of courie, can
you blow up your own headquarters? And the answer?
Indeed you can, but it takes loads of firepower. Several
caretully-aimed basooka shells would do the trick.

Entering buildings is likely to turn up a range of usetul bits
and pleces — equipment; vehicles and even the occasional
civillan who might well be able to impart a usethul tithit
of infermation.



HUNTER GAME REVIEWS

caoncarnad and thal fact thal the map
consists of lots of little islands with water
between them

So we've got some fairly corking 3D
graphics, a huge map and plenty of ways
of exploring it. What next? Well, there's a
selection of missions available to be
tackled, so the best thing to do is pick one
and go on it

The exact nature of tha mission
depends, really. There's the main one,
which is an all-singing, all-dancing action
adventure in which you'll have to apply
your brain cells as well as your trigger
finger, and then there are a series of
subsidiary ones (practice missions, if you
like} which will be of more appeal to
military minds

Whichever you choose, taking the
right equipment is 2 musi. Happily, all the
essentials, Bke a map, a radar unit, a
clock and a range of weaponry, can be
found fairly close to the HQ where you
starl, while your supply of ammao can be
topped up from the stores before you

It's about this time of day, that | like to go for a nice, refreshing swim. Today's shopping list: six fuel dumps, four radars, four forts
(It isn't easy being a one-man army). and one HQ to go (up in smoke).

Left: Oh look, a helicopter. Let's
dump those wheels and take to the
shies.

Right: On second thoughts, | think the
walk might do me good.

‘Hunter's a
‘game that’s
hard to fault’

in the form of an epic multi-vehicle arcade adventure.

leave, You've a formidable range of kit at
your disposal, including a hand gun
grenades, a bazooka and some timed
explosives (which you can fix to things

AND HERE'S A QUICK TIP (YES, ALREADY!) and run away). If al thal’s not enough

climbing aboard a tank or heficopter will
Well, | just thought I'd slip one in. If you're in a tank or something and you find yoursel getting chased by enemy tanks, the give you access lo even more
best thing to do is stop the engine, jump out and attack them with a bazooka or gun. They'll only attach you when you're k
actually in your tank, so the second you gt out they'll stop firing and drive off or start going round in circles.

[:ﬁus If you begin to run low on
anything you'd batter start
sticking your head round a few doorways.
The landscape is packed with buildings of
all descrplions: houses, power slations
lighthouses, hangers, you name it, It
you'ra lucky you might hit upon a stash of
anemy equipment, or parhaps someans
with something useful to tell you (although
you might have to brbe them firsl)
Oppaosition comes in the form of
i you're stranded in the middle of nowhere with the enemy  Why bother collecting weapons, ammo and equipment averything from foot-soldiers (who are
closing in from all sides, an acrial observation unit can be when you can just stroll in here tor them? Because there's best squashed) 1o 1anks and helicopters
launched to give a bird's eye view of your surreundings. only one Stores, and its right next to your base, backed up by anti-aircraft guns and
Various features can then be highlighted. somewhere you won't be visiting terribly often. missiles, Some pratty heated battles can
ensue with, for example, you taking cut a
fuel dump with a helicopter, getting shot
down, crash-landing, leaping into a
nearby armoured car and nipping off with
a couple of tlanks in hot pursuit
And then there's the puzzie

solving/strategy side of things. For
starters there are puzzies of the
information-collecting type. Then thera
are other things — wearing an enamy
unitorm will ket you sneak about much
The map's indigenous population tends to make its And H all else fails... more safely. And transport is always a
presence felt vultures hover expectantly overhead, concern. For example, your boat is
seagulls tend to get crushed undertrack, bulls are casily running low on fuel, and you haven't gol
provoked and rabbits and duchs make a tasty trest. any spara, Do you risk going in search of 0

HIMOd YOINY

LEEL LSNDNY

more, or abandon the boal in favour =
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Hunter's piecé de résistance is
the huge range of vehicles
available to be commandeered.
Forget walking - travel in style!

Eat up those miles in a helicopter
gunship. They're a bast to fiy, though,
There's a range of cars, truchs and 4WDs available. They're ohay for knocking about in, even worse to land, and tend to get shot
but don’t pack much of a punch. down a lot, 3o take a parachute.

MNow were're talking. Armoured cars are
fast and nippy, but tanks are a bit more
happening in the firepower department,
and better for running over people.

Should you find yoursell needing to take
to the water, there’s no shortage of boats
lying arcund, from slow, cumbersome
ships to fast, manocuvrable gunboats.

And, erm... oh dear. 5till, at least they The best of both worlds, and surely the ultimate in ground-based transport, the At the bottom of the scale is the humble
don't use much petrol, making them hovercraft is at home on land or water. i you can find one, that is. They don't exactly bike. Slow, crap, and best abandoned as
envirenmentally friendly (and handy if you  grow on trees, you know. quickly as possible. (Get yoursell a nice
haven't got any). mountain bike instead. And a copy of

Mountain Biking UK.)

of a halicopter? Tha trouble then is that £ re’ re Left: Wheels, wheels everywhere. And not
you might get shot down and stranded ThE‘ s a al a drop of petrol. Get me a bike!
somewhere, facing the very daunting sense of

Apart from that everything is just as it
appedrs, rendarad in fast, smooth 30
graphics. There's masses to do and heaps
of things to discover, Ba prepared for a
slight feeling of anti-climax when you've
explored everywhere and tried everything
oul, but things should pick up again once
you start tackling the puzzies. In case

oro t of ng and show sw Rame
Specl Of 8 Q and SIOwW SWiIm Nome urge“cy tn‘

And all this time the chock's ticking
away. There's a real sense of urgency to some of the
some of the missions, and they might take missions’
quite a few fries to complete within the
deadiing, possioly with only seconds to
spare. Anothar thing to watch out for is
nightfall, Once the sun's set it's a lot

harder to find your way around, unless you you're in any daoubt, then, it gets a thumbs
; gither launch flares, which provide a f up from me. Well worth buying. »
@  seconds respile, or tum the brightnes JONATHAN DAVIES
™  the telly up a bat UPPERS Quite good 30
= @ graphics. Lots o discover, lots of
0 challenging missions to go on,
= ["]IHE “'"H Es Hﬂp nlEnH lots of everything, really. & cunning blend
e ol shooting, adventuring and strategying.
= Sl][ | know this has been a bitof a And, when you think about it, most of it
o factual review, but Hunfer's a hasn't been done before.
P game that's hard to fault. (And, believe DOWHNERS The cccasional
w  me, I've tried.) If's not quite top notch, but ® graphical glitch, and things den't
2  has no serous failings. Tha only appear on the screen until they're
O  pinpointable thing | noticed (and even this pretty close to you. There's a slightly
-8 15 a bit vague) is thal it has a weaird sort of sirange R1rnus-ptll¢r_e o the whole thing, too

i : (or perhaps that's just me).

4 one ¥ feal o it l.'-:!-'\.|:-.'-"l'_:| Y CONSaern "II:'} tha
(3 battlefield conditions the action’s THE BOTTOM LINE
= supposed o be taking place under. You're 7 ;
E almost grateful to see a bull charging Hunier is a real all-rounder. There's

lowards you out of the distance at limes,
and verbal interaction with other

characlers 15 hmited io them saying
something and you, wall, just ksteni

something for everyone in
there, all wrapped up in a 85
believable 30 world you can

After taking out a recket launching a particularly menacing shed, it's time to park that get lost in for hours,

tank, and go back to HO. Mission complete, it's all in a day's work.

O



Win a GAME GEAR
The Sega Sensation!

The Sega Game Gear is the latest hand-held sensation

to come out of Japan, and you could be one of the first
in your neighbourhood to get your hands on it as we're
giving one away! We'll bung in a free game too! So...

Call 0898 299225

Win a SUPER ' Pocket { Pool Table!
FAMICOM!

If you fancy being the
aCe Pool p -"."-.-F:” on your
block, wha he ter way 1o do
B | £a It than Dy ning this T urston League ”-";t lable? W
EC . A
-
ah .. ™S
The Nintendo Super Famicom is - = e
probably the most eagerly awaited e nf?:i”ﬂ‘?n;agn
new console to hit the streets ever! ‘ P ; Amiga 500 with
We've got our hands on one, and as T a colour monitor
much as we'd like to keep it ourselves e R aicolbus pn‘ntarr
we'll be giving it away along with a 5 R i e L G and 12 fantastic
Commodore monitor and the brilliant et TEE g free game?!
game "Super MarioWorld"! So if you'd | R ! g Nobody L
like this lot heading in your direction ¥ @ W % Sowhat ara. you
sometime soon, give the number 2t SR waiting for?!

below a call right away!!

InERyaBraed (all 0898 299233 Now!

Calls cost 34p (cheap rate) and 45p (at all For details of winners please send a SAE marked "Winners List"
other times) per minute including VAT. to the address shown. If you do not pay the bill please ask permission
Populuxe, PO Box 2065, London, W12 9JH before you call as the average length of call is 5.5 minutes.




Free Catalogue

0279 600204

Over 50,000 people have joined Specra.f Reserve - the club

We only supply members but you can
order at the same time as joining

EE.Dﬂ membersﬁip includes:

NRG colour magazine, with Mews, Reviews &
Gr.u-hu:-s. nnd 1E.3:ur|n-; the adventures of the Neu-

CLASE OF THE ATURE BONDS  COARLIFTION WHEELS OF FuRE

6.99

Bam o .‘:q_nm v.mk-.uy- 0279 6002

Fasi despaich ol stock flems. Over 40,000 games in
slock. Game: individuaily wrapped

Written recelpl of order, and we issue refunds on
J'Equesr in the evenl ol any Gl:lﬂ_

e : % DUMGECN MASTER E.H.-.ww uf |m= BEAST GRA : CiRC IJT 5 . . KICK OFF
ANNUAL UK MEMBERSHIP

UK £6 E WORLD £10 AMIGA AND ATAHI ST SOFTWARE - HUGE | RANGE FROM £2.99

AMIG T QT WGl 5T "B.: M.I':G-'l 5T 1AT AWGA

i

costs £14.99 extra but

saves you up to £120

Annual subscription to X5 NAG is just £14.99 for
Special Reserva mambers ondy, The phice includes:

& demonsiralion disks of pre-release or [atest tilles

& sels of £20 money-off coupons, redeemable
agaknst top ems bought from Special Reserve

6 issues of X5 NARG colour review magazine for
Amiga, ST and PC wears. Each issue is packed with
reviews of new games (and some of tha bast older
ones) and ubities. Thera's mone about the NBG street
gang plus cheal modes, bulletin board and club letters.
You get mone from the club with X5 NRG

Thars 18 rea 1o buy XS NAG..... heres hwo mod

We'll give you X5 NAG PLUS. . all lor £29.99,
X5 NRG + oisks + coupons + Populous + Sim City

Enter XS NRAG and pay £14.99

Or anter X85 NRG PLUS at £28.90.
These offers apply 10 UK only.  Specia
Resens mambarshep (8 not nchaded

- Special Reserve : " | it .
PD Box 847, Harlow, CM21 9PH -3 : )¢ PEmmY

Special HESEWE €6 UK, E8 EEC, £10 World |
PLEASE ENTER MEMBERSHIP FEE £

¢

£
£
f

IES DOUBLE SIDED DISK DRIVE REQUIRED ON ATARI ST (ALL AMIGA/DRIVES ARE DOUBLE SIDED)




Free Catalogue

Ceresrve o600

which gives you more for your money with no obligation to b

69.09 Gameboy -+ Tetris + batteries
+ Slereo headphones + two player lead
+ FREE Special Reserve membership
+ FREE Shockware Gameboy holsters
L YRR A TN WO DU o

] O D o OXx Lyl
BUR A FGHTER DELUSE 100 DR i

Sega Gamegear 09.99 |
+ FREE Mains Adapter : .
+ FREE Special Reserve membership
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o o0 BOLAR STResER mw
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All items shown are official UK versions. We do not sell grey imports.
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CD's for COTV
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with tm., corv  Amiga DiskTitles L 4 o
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+ FREE Special Reserve membership
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when you buy an Amiga 500 at 399,991l
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SCREEN GEMS 399.99
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Game: Mavy Seals
Publisher: Ocean
Price: £25.39
Author: John Meegan,
Bobby Earl

Release: Out now

o, it can't be... Can it? After a
wait longer than Kylie
Minogue's for a decant song
we've linally got a complete
finished copy of Mavy Seals. The question
is, will it be worth the wait in the same
way as Kylie's ‘Better The Devil You
Know' or, um, not, (Predictable Opening
Gambit Follow-Ups Mo, 2)
MNope :

NAUY SEALS

Pretty (and pretty
dark) intro screens
pop up before - but
not after - the levels.

MNOETY
SEALS

The terrorists only shoot at you when
they actually see you. 5o I've no idea
what he's doing.

LEVEL ONE

Use your cunning and stealth to
set bombs on all missile crates,
then its on to the next level.

Watch out for terrorists though,
and that all-important time limit!

Here you are at the
start. | don't know
what you're standing
around for - the time
limit's a real bitch.

This is just about the nastiest
bit of the level. The only way
in is to drop down from
above, and that's likely 1o
cost you a chunk of energy.

After the high standard set by last month’s remarkable coin-op conversion of

THE SAME OLD SONG AND
ﬂhH[:E | don’t know, you'd think aties

taking such a long time over it,
Ccean would have made sure that this

was a damn good product, but it hasn't

happaned. Navy Se: he kind of game
that software house 2d 1o churn out by
the barrow-load a couple of years ago - a
runny-jumpy-shooly plathorm thaing wilth no
real innovations but lots of straightiorward

acton 1o keep the punters happy just long
enough for the next one 1o come out
{Cynical old sod. am | not?)

It was all very well at the time, but
most of us saw through this rather obvious
ploy a couple of years back, forcing
game's companies fo come up more
original releases every now and again.
Mow though, and rather worryingly, Ocean
seam io have decided that the market is
ready for an encore perfarmance, First

Often you'll find space at a premium so you'll have to crawl to reach your goal.

Lewel three is strongly reminiscent of the
venerable arcader Green Beret, but
without the subtiety.

came RoboCop 2, then Total Recall, and
now this, the latest in a disturbing line of
remarkably similar games, all movie
licenses with little resemblance 1o (or fesl
for) the respective films.

What really bothers me, though, is
that they seem to be getting slowly warse.
There was a time, very recently, when
Ocean was a company that could be relied
on for classy, polished products. Sadly, the
days of Fang, Puzznic, Ploting, Midmight
Resistance, Baffle Command, Batman and
(of coursa) Rainbow Istands — all excallent
games and, indeed, nearly all of them
fixtures in our All-Time Top 100 - seem
behind us now and the standard has
slipped alarmingly.

But belore | get off the subject entirely
what about Navy Seals?

Well, it's not that bad. Which is to say
that it's pretty bad, just not altogether

Being able to shin up the lamp-posts is a
nice touch - and can come in handy for
Toiling ambushes.

terrible. In its favour it's got some very nice
animation and a decent level of challenge
but drawbacks include a lack of depth and
some of the warst juddery scrolling seen
on an Amiga for years. And that's it
Except that I've got ancther page to fill up
vel, 50 | suppose I'd better expand on
things a bit

First of, all of you out there with
runaway testosterona levels will lap up the
scenario. The Mavy Seals are the US
equivalent of the SAS, so there’s plenty of
scopa for square-jawed, muscle-flexing
homo-arotic antics o thrll spolty
inadequales everywhere. The plol, such
as it is, involves massacring large
numbers of unspecified “terrorists’
\ahhough they all look suspiciously
Arabic), rescuing weak and helpless
hostages (a captured helicopter craw in
this case|, and then staughtering your way



NALUY SEALS

GAME REVIEWS

Crawling along this upper level isn't
the quickest way to progress, but as
the bullets zip over your head you'll
find it's definitely the safest.

Here's a prime spot for
those nasty energy-
sapping falis.

Those crates with ‘weapon’
stamped cryptically on them are
where you'll find those useful
power-up devices.

Don't try to make this jump from
the left-hand platform - it will all
end in tears.

This chap shouldnt give you any
difficulties - just give him a nasty
surprise from down below.

f

This section is a real bind to trek through (you
have to heep climbing the crates and crawling
along the top), but at least you get a power-up

Most of these peaceful-looking arcas are
actually choc-a-bloc with baddies for much of
the time, so don't get too cocky!

Watch out for bullets in the
face as you clamber across
this bit.

for your trouble.

Toki, Ocean surprisingly fail to deliver the goods with their Navy Seals licence.

subtly throwgh downtown Bairul to destroy
a stockpile of caplured Stinger rockets.
{Actually, that "subtly’ bit was a lie.)
Alternatively, of course, you could simply
prefend that Beirut was Baghdad, the
Stingers were Scuds, and the Arabs were
Iragis (no great leap of imagination called
for thare), and recreate Operation Desent
Storm in the comfort of your own homa. If
you're sad enough.

BIG, HARD, CLEVER AND

necessary. Your periorming
Seals can certainly leap
around with no Imle aplomb,
although for the hardest men
the US armed services have
o offer they're surprisingly
waedy when it comes lo
falling distances greater tham
about six feel. s not pardect
though — certain irritating bad guys shoot
al you before they have the nerve to show
their faces on screen, killing you nine
times out of ten {of course) and making it

‘Navy Seals is the
kind of game that
software houses
used to churn out
by the barrow-load’

something which usually feeks artificial
and intrusive, though in this casa it
aclually works quite well in keeping the
excitement going. (I'm nol sure why,

chmbing ladders, swinging up omo
plattorms), while the backdrops are fairly
atmospheric but maybe a litle on the
formulaic side.

When i1 all comes down to it though,
Mavy Seals’ biggest flaw is a lack of
varaty. The eight levels are all as near as
makes no difference to being completely
dentical. The difficulty only increases in
numerical tarms (@ither more baddies or
more rockets 10 destray) and, while
addictive in the short 1arm, this rapidly

leads to the onset of boredom. Technically

hl‘m‘" So that's enough scenario necessary 1o learn where they are so you possibly because it distances the thing the game looks like an 3T por (I thought B
How about the actual can be ready for them next time. As from its completely lame mavie fie-in we'd seen the last of those) and generally E
gamepiay T Well, as it happans, it's prefty requiar readers will know, this is one of my  aspect and makes it feel more like a the feeding is one of averwheiming [
much Navy Seals' strongest point. The laast tavaurite gameplay devices, and it's pure game) indifference. « STUART CAMPBELL -4
plattorms-and-ladders-and-shooting-things  particularly unfartunate and lazy in a fast Presentation? Well, yes, it's gol T
style isn't anything new, but I1ere_| 5 at ! reactions ar-:;gde game like this one some, Ahem, There's a slranl;.e kind of UPPERS Ne-nion R o
least baen fairly well executed, with lots o Also indicative of lazy design is the schizophremia displayed here (well, no platiorm zapper thal you can just =
acrobatc moves bath possible and axtremely tight time limit on every level - stranger '.r'ﬁr.! your evaryday run-of-the-mill pick up the joystick and dive m
schizophrenia, but you know what | mean) straight info. 3

- gach level is preceded by a ?'”-"-15“"“'? DOWNERS There's
camea screen, but on completing it there's practically nothing 1o it, and what -
nathing, nothing at all. You get a few there is looks like it's been c
bonus points and that's it, not even a ‘well cobbled together in a bit of a hurry. n]
done’ message. The ending is also utterly c
hﬂeﬂg;ﬂfb;ﬂ 5 . THE BOTTOM LINE

und? Ma it isnt. The music is

useless and the FX are perfunctory, to say A long-awraited game (presumably — -
rh'u'l"_'“ A ; hat'e alf | can bt T -'I it's been held over to tie in with the release o
W8 Jadel Ana that & 2| cam hiing Tmyses of the by-all-sccounts-awiul movie), bul ©
fo tell you aboul them -

'lust go straight down the street, take the
first left at the traffic lights, and shoot
everybody you can see.

You can't hang under platforms like this
fer too long, or your Scal will get tired
and drop olf.

And finally, the graphics are...alright
The animation is lovely in some parts
{climbing wup crates, swinging along under
platiorms) and dire in others (running

Playable , but extremely

now it's finally out you tend to
wander why they bothered. ﬁ ‘I
average in most respects.

O
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THE SECRET OF MONKEY

Complete Control is at its biggest ever this month - a
massive 11 pages — making it the largest tips section in
any Amiga mag. We need them this month too - not
only do we have a complete solution to the first half of
Prince Of Persia, there's the Bitmaps' massive guide to
Gods, a whole bundle of codes and hints for Logical,
and then this, the solution (and map!) to the first part of
the highest scoring AMIGA POWER game ever...

ISLAND

COMPLETE
CONTROL

COMPLETE CONTROL

THE SECRET OF MONKEY
ISLAND

Shiver me timbers and roll out the clichés, For your delight and
delectation, our resident rogue Mark Ramshaw has lashed
together the complete AMIGA POWER guide to piracy (not of

the software nature, of course). If The Secret Of Monkey Island

eludes you, then read on - contained within

Your adventure will begin at the lookout
point (1). Start a conversation with the
lookout man, as he will tell you where to
begin your quest. (Anyway, he's worth a
laugh or threaj,

Walk along the docks (2), and enter the
Scumm Bar (3). Once inside, walk to the
right of tha bar, to the long table with
three (important looking) pirates seated
there., Talk to them, explaining that you
want 1o be a pirate. Continuing talking
until they tell you about the three trials
which musi be passed in order to atiain
piratehood. Then go 1o the doar at the far
righ, and open it. The cook will shout at
you o go away. Wait for him fo walk off
the left of tha screen, then quickly walk
through the door. You will now be in the
kitchen. Pick up the pot and the hunk of
meat, then open the door 1o the right, and
walk through it. Walk to the end of the
jetty, causing the seagull to fly away, then
quickly pick up the fish before it comas
back again. Walk left into the kitchen, laft
again into the bar, then back onto the
docks,

Go back up the cliffside, past the lookout
and round the comear. This will take you to
the main island map. Then go o the
circus tent as indicated on the main map
(11). Once you are in the forest (23),
wilk left until you see the circws tent, then
go inside (22). Here the Fetuccini
Brothers will be busy arguing. Interrupt
them, and ask them how much they pay
you to do the human cannonball stunt.

is the complete guide to attaining
piratehood, gaining a crew, and
getting your hands on a ship. In other
words, the solution to Mélée Island,
the first section of Lucasfilm’'s Monkey
Island adventure romp. It's as easy as
falling off the plank.
(But try and use as little of the
guide as possible - you'll find the
game a lot more fun if you do it
on your own!)

Agree fo the offer, and tell them that you
do have a helmet, Lise the pot as a
helmet, the stunt will then take place, and
ywou will be paid in full. Exit the fent, go
back up the path (23}. You will refurn fo
the main map screan (11). Go back to the
Ipokout point (1), down 1o the docks (2)
and continue right, until you reach the
main sireet {5).

Here a citizen of Melea will attempt 1o sell
you a map, He will do this in code (as
tradition dictates of course). When he
asks you about Sven, tell him that you
know someong called Dominigque. Then
tedl him that youl take the map, and walk
left and up, to the Voodoo Shop (6). Walk
inside, go to the trunk, and get the
chicken. Then walk back out into the main
sireet (5).

Walk up the screan under the arch and
you will enter the second area of the
village (7). Enter the right-most building
(the store) (8). Once inside pick up the
sword and the shovel. Then talk to the
storekeeper. Buy the sward and the
shovel, then exit the shop. Wait for a
'Psssst’ message 10 appear, then walk to
the alley (9). Hera the sheriff will
introduce himsell (boo, hiss elc). Walk
laft, then back to the main street (5), leht
along the docks (2), past the lookout (1),
and onto the main map screen (11).

Haad for the house o the tar right of the
map. Betore you get there you will
encounter the bridge (4), and the troll

(shriek!). The troll will initially refuse 1o let
you past, Give him the fish though and he
will. Confinue along the road, to the
house.

Once at the house (12), attempt to open
the door. The swordfighter will answer.
Asl him to train you, insisting that you
have what it takes to become a
swordsman, Let the swordsman have 30
pieces of eight, and when show him your
sword when he asks 1o see it. The training
will then commence (13).

In order to gain enough experience o
fight the swordmaster, go near to the fork
in the raad (17) (don't actually aim
directly for it)jand wait for a pirate to cross
your path. You will then have to duel with
him, in both swordplay and wordplay. By
gatting pirates to insult you, you can leam
that insult and then use it yourself, Then,
if the: pirate is clever enough and knows
the reply, you can also leamn thal.
Continue to fight pirates here until you
build up as many of the twanty possible
insults (and associated replies) as
passible. To get an idea of just what you
need, check out the insults box. Listed are
the insults, and their counter replies
(though you can't use any until you
actually laarn them}.

Some replies are suitable for more than
ang insult. This technique is needed when
you actually face the swordmasler, who
will usa insukts which you haven't
previously encountered. If you've
collected enough insults (gained the
replies) already, you should have a
suitable reply 1o counter-insult her with.

Once on the main map screen (11), walk
to the fork in the road (17), then go back
into (ie up) the screen. Here you will see a
yellow plant. Pick up the yellow petals,
then go to the chasm with the signpost.
Push this sign, and a bridge will appear
You will then be frée to walk right, until
you reach the swordmasier's house,

Once at the swordmaster's house (24),
walk over to her and start talking to her {ie
tedl her that you've coma to kill her), The
fight will then start. Use your insulting
skills, as leamed from the various pirates
along the way, and you should have litile
trouble defeating her. She will then give
you a T-Shirt which should ensure that
everybody believes in your
swordsmanship.

The next step is 1o recover the freasura.
Go back to the entrance o the woods and
look at the map (which you purchased
from the ciizen of Malae in the main
street (5)). The dance steps are actually
directions. Back means move back into
the screen, and right and left simply mean
left and right off the current screen. Once
these moves have been carmed out, you
should find yourself at a clearing (25).
Walk to the right and use the shovel on
the bit of ground marked at X. The
treasure is actually a T-shirl. Read the
message on the T-shirt, then walk back
lefi..and out of the forest onto the main
map (11).

It's then time to pay a visit o the
governor's mansion, Go back 1o the
village, right along the docks (2], left
through village, until you reach the house
at the far left (18). Here you will
encounter the deadly piranha poodies
Use the yellow petals on the hunk of
meat, then give the meat 1o the poodies,
You will be able 1o open the main door
and enter ihe mansion (19). Onca inside
an ever-so-shghtly bizarre sequence of
events will take place (you won't be abile
fo controd any of this). Once this sequence
is over, go back out of ihe mansion, right
back along the path into the village (7)
and into the jail (10).

Onca inside, talk to the prisoner, go back
out and inta the store (8), Talk 1o the
storekeeper and ask him for a breath
mint. Then go back to the jail (10) and
give the breath mints fo the prisoner. Ask
him if he has a file, then give him the
gopher repellent. He will then give you a
cake. Open the cake, and inside you will
find a file.

Leave the jall, and go back to the
govemor's mansion (18), Onee inside
(19}, walk over to the gaping hole. Once
again a bizama sequence of events will
uniold, leaving you in possassion of the
fabulous idol. The sheriff will stop you
betore you get a chance to leave. The
governor will then appear and send the
sheritf away. Once you've finished talking
1o the governor, walk left to the front door,
and open the door. The sheriff will
appear, and whalever you say to him, he
will throw you off the dock. =

HaMmOd YVOINY
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THE SECRET OF MONKEY ISLAND

INSULTING YOUR WAY TO THE PINNACLE OF PIRACY

ve got a long, sharp lesson for
you fo bearn today

OR This is the END for you, you
gutter crawhing cur!

= And I've got a little TIP for
you. Get the POINT?

My tongue is sharper than any
sword

OR Soon you'll be wearing my
swiord kke a shish kebab.

= First you'd better stop
waving it like a feather
duster.

My name i5 feared i every dirty
cormer of this island

= 50 you got that job as
janitor, after all.

Mow | know what filth and
stupidety really are

OR I've spoken with apes more
impartant than you

= I'm glad to hear you
attended your family
reunion.

My wisest enemies run away at
the first sight of me!

OR People fall at my feet when
they se& me coming.

O/ EVEN | usually see people
Wk you passed oul on tavern
foars

- Even BEFORE they smell
your breath?

Only once have | met such a
coward!

- He must have taught you
everything you know.

If your brother's ke you, better
[ marry a (g

OR You make me want to puke
= You make me think
somebody already did.

My sword is famous all over the
bhean!

| # heard you are a
comtemptible sneak

- Too bad no one's heard of
YOU at all.

Mo one will ever catch ME
fighting as badly as you do

OR Mobody's drawn blood from
me and nobody ever will

= You run THAT fast?

| wll mélk every drop of Mood
fromm your body!

- How appropriate. You fight
like a cow.

My last fight ended with my
hands covered with blood

Of | got this scar on my face
during a mighty struggle

- | hope now you've learned
to stop picking your nose.

| hope you have a boat ready for
2 quick escape

DR Have you stopped wearmg
diapers yet

= Why, did you want to
borrow one?

I've got the courage and skill of
a master swordsman!

OR You're no match for my
brains you poor foal,

= I'd be in real trouble if you
over used them.

Every word you say to me is
stupid,

OR You have the manners of a
beggar.

= | wanted to make sure
you'd feel comfortable with
.

I'm not going to take your
insalence sitting down

OR You are a pain in the
backside, sir!

= Your hemorrhoids are
flaring up again, eh?

There are no clever moves that
can halp you now

OR There are no words for how
disgusting you are

- Yes there are. You just
never learned tham.

Mélée Island - from
The Secret Of Monkey Island

Once underwater (20, you must pick up
the idol. You will then collect your
belongings, and climb back onto the dock
The lookout will then arrive, telling you
that the Governor has been kidnapped
Ask him about it, and you will be given a
note from Le-Chuck

Go back to the dock (2) and info Scumm
bar (3). Collect all the mugs from tables,
then ask the cook what is wrong, and ask
him where you can get hold of a ship.
Then go right, into the kilchen, and walk
over 1o the barrel

Use a mug on the bamel, and maka your
way fo the jail (10] as quickly as possible
The grog from the barrel will eat its way
through the mug very quickly. By pouring
the grog from ong mug o another (use
melting mug on an ampty mug) as you
make your way 1o the jail it is possible to
keap it contained, Once inside, use the
mig on the lock. This will free the
prisoner. Talk to him, and try to get him to
join your crew. He will run away, whatever
you say.

The next step is 1o go back to the main
island screen (11), and head northwards
to Hook Island (15), Walk fo the cable,
and use the chicken to get across to the
other side. Once there, open the door,
and enter the housa




Here you will meet Meathook (16), who
will tell you that he doesn't like visilors.
Inform him of the kidnappéng, and your
intention to get a crew together. He will
then sef you a test. Once he has opened
all the doors to the unspeakable horror ha
will run away. Open the fittie door, and
fickie the murderous winged devil
Meathook will then agree 1o be in your
crew (who could refuse anybody so
brave?)

Go back onto the main island screen (11)
and refurn to the swordmaster's house
(24). Tell her that the governor has been
kidnapped, and she will offer o join your
crew. Walk back to the path, out onto the
main map screen, and go east to Stan's
Ship Emporium,

Once you've entered Stan's Ship
Emporium (21}, Stan will immediately
attemnpt 1o sell you everything. Tell him

THE SECRET OF MONKEY ISLAND

that you don't have much money to
spend, and that you want credit. Stan will
furn you down, so 12l him that you want fo
think about it some more, and leave
Before you go, Stan will give you his card
and a compass (which always points to
Stan’s Empovium — how useful).

Go back into the village (T) (via the usual
dock-side route) and go back into the
shop (@), Talk the shopkeeper and ask
him for a credit note. When he asks
whather you are employed, say yes, and
he will get the note from the safe. Make a
naote of the combination when he does
this! The storekeepar will then ask you
about your employment, and will decide
that you are lying. He will then put the
note back into the safe (double check the
combination), Ask him to go see the
swordmaster one more time. Once he's
out of the door, walk 1o the safe, then use

the PUSH and PULL commands to open
the safe. PLISH will turn the lever 1o the
right by 80 degrees. and PULL will turn it
left by S0 degrees. Once the safe is open,
get the credit note, then go back info the
main street (T), back to the main island
map (11) and back to the Ship Emporium
{21).

Stan will still be thera. Ask to see the
cheapest ship again, and tell him that you
have a credit note, Ask Stan to talk about
the axtras. Whenever he telis you about
ong, tell him that you can live without that
particular pieca ol junk, and go onlo the
naxt one. Onca you've discussed all the
exiras (there are quite a few, 50 be
patient) ask Stan just how much he thinks
that the ship is worth. Tell him that you
don’t want it, and siar 1o leave, He'll call
you back, then tell him that he's night, and
make him an offer of 5000 pieces of eight

COMPLETE CONTROL

for the cheap ship. He'll agree to this.
Walk left out of the yard, back onfo the
miain map screen (11), and back o the
docks (2) at the south-west of the island.
Here Stan will greet you, giving you some
literature, and after a tearful moment, your
crew will join you, ready for the adventure
ahead.

Okay, that’s the hard bit oul the way. All
that's left now is to set out on the high
seas, in a heroic bid to rescue the
governess and defeat the evil LeChuck.
Mo problem for an accomplished pirate.
(And no, we're ol gaing 1o tell you how to
do it — nol yel, anyway. You don’t want us
to spod all the fun, surely?)

Thanks to Maff Evans for his help (and
refusal to spoll things by giving direct
answers) when | was desperately stuck in
the mysteries of Monkey lsland,

HIMOd VYDIWY
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It's tha A small A pair of A small A guard
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POTIONS

SMALL BLUE POT
Removes one unit of energy.

LARGE RED POT
Restores energy to full and
adds one unit for good measure

; _ Here it is! Brought to you by
LEVE.L ONE our very own Gary Penn, the
first instalment of the Prince Of Perisa Playing Guide.
With full level maps, and helpful hints on key areas, you
can while away night after Arabian night on this absolute
corker of a game. Here we go...

SMALL RED POT
Restores ona unit of enargy

GREEN POT

Magic potions. These are faw
and far between. The effects
vary and are detailed in full whare

Appropnale.
The switch A guard A large A loose A small
tor the with rind small tile rad pot
exit three hit pat rodl
points pot
L P D 3 8 D D 0 L 2 R
a B Mty T
a !l?-.. I3
e -
(1]
e = -
: it
< B ) o Bt R 7 B
i | B
A loose 'r_
tile ] J T
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switch
for

b H Opens s corresponding gate

_.%:_.... axit
- Closas its corresponding gate

LOOSE TILES

Some tiles collapse on touch. To find out which tiles
will fall, jump straight up (ensure thal you won't push a loosa
tile above). Any loose tiles on the same level or that
immediately above will wobble. To safely remove loose files

; I

from below, without incurring an injury, simply use careful
steps to position yourself to face the nght-hand edge. Jump up
then hodd down the firebution, ready 1o take a careful slep 1o
the right when you land. Thesa loose tiles invariably lead to
secret passages, and more often than not to a lovety hidden

; polion or two.

A8 5 (A s 0

| o PR I O e el O e A Y o P O R s ) ) |
| R R D O N O ] A 9 AR [ 1D Y ) I |

THE GUARDS
- Yl The guards have acute hearing. They tum to face in
| R [ TR B (G | the direction of suspicious sounds - such as heroes

TAKE HEED

To perform a long jump you need a run-up of at
least three tiles. Beware that you cannot fall
mara than six blocks in depth without dying. To
halp you quage those tricky sieps and jumps,
herg are the distances invalved

STANDARD STEP
Approximately one-and-a-half tiles

CAREFUL STEPS
- Approximataly hall a lila

A guard
with
three
it
points

"

running. However, the guards cannot hear careful steps, 5o
put them 1o good usa when you'd rather not alert a guard on a
platform abowve or below you.

SPIKES
Simply careful step through them

0

; AAZOR GATES
] Take careful steps right up to the edge of the gate
: unid you can walk no more, As soon as the gate has

shut, take a careful step through it

SWORDPLAY

Most of the guards are aggressive
opponents who cant wail to skewer you, As
£00N a8 one moves lowards you, thrust. Practica pamying then
immediately thrusting with the first guard. You need fo master
this as some of the later guards don’t move until you do

STANDING JUMP
Approximately two-and-a-half tiles.

3 RUNNING JUMP
Approximately threa tiles,

JUMP UP
- Approximately one footstep.

A guard
with
thres
hit
- poinls
A
loose tile

AND FINALLY

Hera's a challenge of sorts from Prince Of Persia's author,
Jordan Mechner; Try completing Prince O Parsia without
actually killing any guards. It's difficult, but not impossibla to
parry their blows and pass them belore running away.
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Next month: Our giant

s

Prince Of Persia guide
continues, with levels five
to twelve - if we can fit

them all in, that is!

A guard with
four hit
points

A guard with
three hit points

The switch
lor the
ekt

Onoe the switch lor the sxit
has been tripped, & mirror
appoars here - lake &
running jump at it from the
adge ol the screen and
watch your alter ogo appaar
belors your vory oyos!
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COMPLETE CONTROL LOGICAL

LOGIC

If you're stuck in Rainbow Arts’ marble-shunting puzzler, or if you're just fed up with playing the same old screens, then
wave goodbye to snoozeaway misery with AMIGA POWER! Courtesy of Lesley and Andy Haywood of Selby, here are the
level codes for each of the game’s 100 levels, including the password which lets you access the screen editor, so you
can design your own levels to your heart's content. (NB Not all of these passwords worked on our pre-production version
of the game, but they should be okay for the real thing).

7 = REAL FUN 33 - CLASSIC ART

mre——
Jilitah il g‘gﬂ—;}jiﬂ? 34 - VENI VIDI VICI
9 - GREEN PATH | -ﬂﬁﬁﬂ "—a

10 - BAD DIRECTION EEEEErTr

11 - DONT PANIC RN B T

12 - COLORMANIA

2 - THE OTHER SIDE

3 - QUADRI QUADRA

4 - STONE ROAD
” '."-_.4 ] s
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15 - RUNNING BALLS
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16 - GREEN RIVER

17 - TWO [SLANDS
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18 - MORE ISLANDS
19 - TIMES CHANGE
20 - OTHER THINGS
21 - BE HONEST

22 - BLUE N VIOLET
23 - THREE PATHS

24 - DANGEROUS

25 - THE WANDERER

26 - SECRET CHAMBER

27 - FALCONS FLIGHT

28 - BLUE ANGEL

29 - FAR THUNDER

30 - A SIMPLE ONE

31 - BLUE VELVET

32 - FPARADISE |

35 - WE LIKE IT

36 - FOREVER HERE

37 - WONDERLAND

= -

38 - THE SNARE

LFIF

:
A
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:
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39-CUREIT

-

40 - SUN |5 SHINING

41 - A RAINBOW

Ln

2 - ARROW ROAD

43 - TURNING WHEELS



67 - HIGH SPEED
68 - ALEXANDRIA
64 - AUNNING TEARS

70 - HER RAINBOW

71 - WALK IN CREAM

72 - TOUCH HER 84 - CHILDREN GO

44 - ACCELERATION 73 - SHADOWLAND 85 - T IS ATLANTIS
56 - TREASURE ROOM .

45 - THE PRESIDENT 86 - ON THE ROAD

46 - HE IS MISSING 87 - BLUE IS FIRST
b N S
47 - PICKNICK TIME HTIE T TIETIP,

B8 - WOLFS MOON

74 - JACK IN BAG
57 - DONT WANT THAT

75 - VITAMIN C
58 - THE FREE FALL

76 - STUNT BALL

48 - WHO IS CALLING 89 - WILD CHINA
49 - ANCIENT ART a0 - ITS LOGICAL
"
Oy e R S o - SHE COMPAR
== o1 - SHE COMPARES
18— ) — 2 92 - BIG MOUNTAINS
1 2 Pa— Iﬁiﬂb "‘ 59 - CORRADO BEACH 93 - TOMORROW

60 - MORE POPCORN

o4 - TELEPORTER JAM

61 - WILD AT HEART

50 - SHE |15 GONE

51 - LOGISTIC

95 - LEVER SUNLIGHT

86 - NEW EXODUS

B
z
)
79 - BOA BOA BOA »
T
80 - DA DA DA o
63 - DIMLIGHTS 97 - THE PEACEPIPE £
81 - HAUNTED HOUSE m
64 - THE FIFTIES ot T e 98 - FINAL SURPRISE o
53 - PARAMOUNT v I 3 1
85 - PICTURE OF HER = F—EWEEE—: 99 - WHITE MLAMI B
okl 86 - GORDIAN KNOT *nﬂﬁgg;r&' ? 100 - THE FINAL CUT 5
2 o5 BN o P e o o7 rm (CONSTRUCTION KIT) c
i T 2
AT || i) y =
o : o 2
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83 - SMILING JOKE
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55 - BACK IN RED
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General Advice
Gods is split into four levels with each
evel containing three ‘worlds

Thera is more than one way 1o
complate each world and no world neads
to be fully completed to finish the game.
There are many hidden puzzlas and
sections which do nol nead o be solved
but which can provide rewards

Thie difficulty level should gradually
increase from level one to level four. If
YOU COME across a section in the game
which seems particularty difficult 1o
complete this may be an indication that
thira is no néed 10 complate the section
fo finish the game. Such difficult areas ara
generally ‘bonus’ sections which if
completed will reward you with treasure
Some worlds have ‘short cuts’ which
enabla the level to be completed quickly
but you may lose ouf on treasura and
other bonuses by taking tham. It is up to
you 1o experiment with the game fo find
out what is best to do

Monsters
In Gods, all monsters have aftributes that
define their strengths, weakness and
behaviour, The attribute which sets how
many timas a monster must be hit befora
it dies is called the aliens ‘hit point
attnbute. A weak (low hit point) monster
would have perhaps {en hit paints where
a stronger monster could have two
hundred and fifty or more

As you progress through the game
you will notice that the monsters bacome
maore intelligent, This means that they will
be more effectve al carrying out their
objectives, 1o aither kill you, avoid you or

DA

steal treasure. In general it is not wise to
attack thieves as they are usually helpful

Weapons
Weapons also have attributas which
define their behaviour and efectivensss
The weapons ‘hit point’ score delermines
how powarful it 1s. For example, to kill a
monster with twenty hit points would
require twenty throws of a one hit point
weapon (such as a knife) or four throws of
a five hit point weapon (such as a fireball).
Obviously, with weapons, the higher the
hit point’ rating the better.

A weapon can either stop when it hits
a manster or travel through it. Weapons
which can travel through monsters are
move effective as the weapon might do
even more damage to another manster
behind the first. Also weapons which go
through monsters cause mors damage to
each manster. This ability of weapons
should be taken into account when
choasing the nght weapaon. For example,
in & situation whera you ara firing at three
maonsters in a line, a throwing star (two hit
points] will be much more effective than a
mace (three hit points). This is because
the throwing star will do at least two hit
paints damage to each alian (a total of six
plus) where the mace will only achiave
three hit points damage in total

The third charactenstic which should
Da taken into accoun! when selecting
waapons is whether or not the weapon
collides with walls when it is thrown
Weapons which go past walls are more
effective. The value of the weapon
raflects its uselulness

Potions
Correct use of potions can be helpful in
completing many sections of the game.
Because you can usually only carry three
hems in the inventory it is not always wise
1o buy 1oo many potions in the shop as
there will then be no room for carmying
other objects that may be necessary for
solving the puzzles

If you are familiar with the section of
the game after the shop, try and think
ahead and plan which pations would be

mast useful and where you would be most

likely to use them. Then you can decide
how many potions it is safe fo buy without
risking hawving to drop a potion whan you
don't wanl o,

POTION GUIDE

Potion Type  Description Value

tores enengy

Who better to bring you the AMIGA
POWER guide to the Bitmaps’ Gods than
Bitmap Brother Eric Matthews? This
month, level one. Take it away, Eric...

ieppe=mgyrn
|

ayge

Power Potions

Power potions are used to increase the
effectiveness of weapons. Buying or
picking up a power pation increases the
damage done by ALL of your weapons.
A weapon that Is powered up once will
have ona exira hit point and fire in two
directions. A weaapan that is powered up
twice will have two extra hit points and fire
in three dirgctions. After being powered
up twice, weapons conlinue increasing in
hit points each time you get ancther
powar potion.

Small power pofions power up
weapons once. Large power polions
power up weapaons twice. The same effect
can be achieved by picking up or buying
multiples of the same weapon, For
example, buying an axe and a large
power polion is the equivalent of buying
three axes.

Considering thal power potions affect
all the weapans, they are a far mare
economical way of increasing weapon hit
paints than buying multiples of the same
weapon.(Ses separate polions panel)

In laved two, three and four the
power-ups Increase in vaktue to 17,500 for
asmall and 32,000 a large

Extra Lives

Extra fives are plentiful in Gods. They can
ba found in treasure rooms but they can
also be awarded for chever ptay and for
scofing paints. It's simply a matter of
experimentation. Extra lives can also be
given to help a player who happans to be
doing badly (they'l just show up if things
are getting real nasty). And there are
special tasks with extra lives as rewand



Exira lives are awarded for points at
the following mikestones: 50,000 points,
160,000 points, 300,000 points, 500,000
posnis, and than every 200,000 points,
Fire ﬂﬁ":.-s,‘.;d.lﬁ (sic) are also awarded lor
sconng paints. These are given al the
following scores: 100,000 points, 250,000
points, 400,000 points, 600,000 points
and then every 200,000 points, Thesa
bonuses only apply when playing from the
start of the game (level one)

If you use a password to stan from

nother leval then bonuses will be missed
equivalent to the number of levels
skipped. For instance, starting at level
three, your first exira life will be at
300,000 points and your first fire chrystal
will ba awarded at 400,000 points.

Treasure Value
Pile of coins 00002
Chrystal DOO7S
Jewal 00150
Small bag of gold 00200
Large bag of gold 00400
Gold plate 00400
MNecklace 00500
Diamond 00500
Gold mask DOBOO
Water chrystal 01,000
Fire chrystal 01,500
Iron ireasune chest 01,000
Stesal Ireasure chest 02,000
Gold treasure chest 03,000

World One

As is often the case, the first world of the
game is used fo enable the player to gel
used o the control method and to solve
some predty simple purzles nathing
ovenly challenging to worry about.

The first key the
player will need is the
treasure key to open the

key is in the the treasure

to the end of this
particular world.

Hidden puzzles
1. Shortcut

to move block (A). This
will reveal a water chrystal and power-up
and teleport the player o (B).
2. Special bonus
The second puzzle is progressive, in the
sense that the by finding one hidden
puzzle the player will then be able to find
the next. There are four pars to the
puzzle
a. Blow up the trap with lever (4) an
then pull lever (3) to reveal an iron
treasure chest.
b. Resat lever (4) and pull lever (5) 1o get
a fire chrystal
. Pull lever (7) within 2 mins. from game
giart to make platform (C) move
d. Press hidden switch (D) 1o get the
fire chirystal
g. Finding these four puzzles will mean
that you can find the final part of the
puzzle in World Two

World Two

Get the trap door key on the left of the
screen 1o open the trap door on the right
Make sure that you go over the lop
platforms as the botiom route is more
difficult but will give you bonus chrystal,
Collect the vase and take it to the stores
al the bottom of the map, making sure
that you collect the room key on the way.
Gal the world key from silores 1o exit on
the right

Hidden Puzzles

To get to the treasure room

1. Kili the monsters on the ledge to the
right of lever (3) to receive a trap door
key. This will let you close the trap door
above lever (9) by pulling lever (4). You
will then be able to jump down and opean

freasure room, The world

room and opens the door

Reset the levers (1) & (2)

Y
L]

the treasure room door.

2. Push all 4 hidden switches (E), (F). (G)
and (H) to open the (4) trap doors which
form the base of the treasure room. All
treasure will then fall through onto the
fleor beneath the room.

The Shop
Buy shurikens and normal anc

World Three

Pull switch (2) to close the trap doors and
blow up the spikea in the pit,

Gaet the giant jump and jump up the

trap doors (altematively you can wait for
two minutes and a teleport chrystal wall
appear to move you up, although you will
nat gat the special bonus),

Gel the trapdoor key on the top left
platiorm to open the trap door to the right
Go up the ladder which lead up 1o

tha towears.

Go up the ladders to the brdge and jump
across the platforms to the left fo collact
the trap door key.

Go right and collect the teleport key
Open the door by pulling lever (11) and
this will telepart you to the platform an the
far left of the map.

Collect the door key

Go right and pull lever (7) and drop down
through the trap door

Pull lever (8) to telepor you to the top
door on the right

Pull lever (9) to enter the treasure room
and collect the lightning bolt.

Pulling lever (10) will open the door and
take you back.

COMPLETE CONTROL

FTaTARaTe

Collect the world key and go down the
tadder and when you réach the bottom
platiorm you will receive a trap door key
Pull lever (12) and go down to defeal the
centurion protecting the temple.

Go up the ladder to the lemple and enter
the door 1o exit the level

Hidden Puzzles

1. To enter the treasure room.

Kill the wave of monsters which appear to
fhe left of lever (3). They will give you a
trap key. Resat lever (3) and which will
then give you a shield when you pull lever
(4) to protect you when you drop through
the trap door 1o the treasure room

2. To move block (1)

You have to get Lo this point with mare
than 2 lives, and mose than 80,000 points
and within 140 secs. from the start of this
world

3. Special bonus

Kill the Centurion without collecting the
[ightning bolt. You will then receive a gold
treasure chest

The Centurion Boss guy

Walch the Centurion as he throws out
fireballs and nole the point where they
bounce the highast. This ks the place you
shoukd stand o kill the Boss without
getting hit. Move backwards and forwards
al the same time as the Centurion

Shop

In the shop you should buy the Magic Axa
and spend the rest of your money on
Powar Potions.

WEAPONS GUIDE

Weapon Type Cost HP

Knife
Throw ng star
Maca

A

OO Be GO PO —

Stop on Stop on
Walls Aliens
YES YES
YES NO
YES YES
NO NQ
YES YES
NO YES
YES YES
MNO MO
NO MO
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AUTUMN
PREVIEWS

POWER PRESENTS

ULTIMATE

AUTUMN GAME

As everyone knows, summer's
a dead time for games. That's
why the big software houses
are releasing pitifully few A-
grade products over the June-

August period — games players are meant to be out playing football and chasing
girls rather than sitting hunched over their computers. No, the big, exciting
releases are all being saved for autumn, 1991’s peak release period. Come
September we'll have big name licences, original concepts and top creative teams
coming out of our ears, so what better time to settle back, put your feet up, and
dream about things to come? It all starts right here...

So how does the AMIGA POWER Ultimate Autumn Preview work? Well, quite simply, we'va
selected around 60 full-price litles that'll be making the news over the coming weeks. This little
lot represents the bulk of the major league games on offer during the months of September,
October and Movember, each one scrabbling for its slice of the market. All the big names are
here, plus a few unlikely selections (and a fair smattering of games originally intended for spring
release now held over for the autumn boom), so there should be something for every taste. If
you're thinking of splashing out for all the games on offer though, take a deep breath. Your total bil
for the software featured over the next 10 pages would be in the region of £1,800!

THE SIMPSONS

Publisher: Ocean
Programmers: Arc Developments, perhaps
best known for arcade and film conversions
like Predator If and Forgoften Worlds
ETA: Mid-September

Briefly: Mo surprise that caricon
phenomencn The Simpsons should appear
n their own computer game, Little shock
that it's Ocean who've got the licence either —
after all, much of their success is based on
similar clever deals. Make no mistake - lots of
cash and legal wrangling have gone towards
bringing you this game.

Plot-wise things are fairly vague. Top Simpson
Bart has come over all gueer and tumed himself into a
conscientious member of the Springfield community —
he's decided to protect his long suftering neighbours

from the perils of the modern world, the most obvious of
which are (uh-oh!) aliens who've dropped in for a spat of
human munching! The problem is, nobody else has the
faintest clue what's going on because (and here's the
special bit) Bart's the only one with a pair of X-Ray specs
allowing him to spot the aliens through their human
disguizes. Or al least, so he claims
QOcean have done encugh sideways scrolling
blasters (for that's what it all boils down to) o
know what they're doing here, and you can rely
on other members of the infamous Simpson
family to make suilable appearances There's even

a lopical environmental message - Bart says "Save the
world, man

On the upside: Cynics may lear The Simpsons will
turn out to be a load of okd hogwash slopped together in an
entirely unpleasant attermpt 1o extract dollars from dimbos
{remember the Tumes?), but there's something they've
forgotten. You see, Simpsons creator Matl Groening
designed the ongnal Nintendo console version, and has
insisted on a veto on the Ocean game himself - after all
he's not going o want public interest in Bart and Co 1o be
cheapened by shoddy merchandising

So, if Groaning likes it, there's a fair chance we will
And with Ocean's track recard in this fiegld, and the fact that
{he game designeds have actually thought of giving an
objective and a story to the thing (they've been forgatten
betore), hopes are currantly hedd quite high.

On the downside: Given the high profile of the
character, and the lact that this ks THE licence tie-in of tha
season, if's easy 10 be tempted into expecting too much
Remembaer, it'll be a sideways scroling romp, i1l be lots of
fun, but it won't ba winning any awards for oniginality

The other, more senous problem, is one of timing.
Ocean haven't had their nomally efficient act together this
year, and product after product has been inexcusably late
Tha question has to be asked, will we really see the
Simpsons this autumn - or even this year? — at all?

What're its chances? We are prepared fo take
bets al extremealy generous odds that - presuming
Groening is impressed — this baby is going straight to
MNumber One
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WIZKID

WORLD
WRESTLING Publisher: Ocear
FEDERATION

Programmers: Sens

Publisher: Ocean
Programmers: Twylight
(also doing 8-bit versions of
Darkman).

ETA: October

Eriefly: Anyone who has
recently found themselves
welded to a Sky receiving kit
will know all about the antics
of these American wrestling
chumps. Here's your chance
to become - if that's the right
word — Hulk Hogan, Ultimate
Warrior or British Bulldog.

On the upside: It
actually has a lot going for it
- it's a eult sport with a huge
following, it's packed with
colourful characters, and it ™
has the requisite violence Canirc
quotient fitted as standard.
All in all, ideal materal for a
compuler game. ;

On the downside: L
Some people find all that far &
grunting, groaning and
man-handling just a tiny ’
tad ridiculous. Sensible ca

What're its chances? COme
We're in real meat-head
territory here. A winner,

Wirkid: Totally surreal sequel to the huge
cult hit Wirbail

Briefly: 5

3 p wilh a few olf-thi
On the downside:
amplair

ces?

Noas on, bul who's co

What're its chan
SMASH TV matches that of its prex
Publisher: Ocean :
Programmers: Probe

BONANZA
BROS
Publisher: US Golg

Programmers: Tierles
ETA: November

SPORTS
ACTION
RUGBY

Publisher: Aud

Programmers: 0
udiagenic nroomim

Play for
laughs:
Bonanta

On the upside; There aren't many Bros |
rugby games abouwl (Seqa
On the downside: __but that's wersion)

Briefly: Sideways view arcade adventure

featunng twe dMLESInNG brothers from the

pecause the

CONYarsion school of absolute villainy, Our lads have
decided 1o break into { 5
nouses and ¢ Kil

that's been deposited over the
Naturally, this isn't 1o the
innumearable sec
owners. Prepare o be ct
big shicks

On the upside: Your ¢

every television sat in E

ng it'll be

ally worlh playsng, bu
World Class R

h. the firm

for Domark's

ki

which is always a bad gn
What're its chances? Any game
which doesn'l invohva saving th

resCuIng some fus

Hype and gory:
Rugger's World Cup
has kicked off an
Amiga games chase. gets our vola

fram palfulior

ETA: November

Briefly: Long awailed
coin-op conversion based on
vicious game show of the
future. Essentially, you're
stuck in close combat with
faney high-tech weaponry on
both sides. We're being told
that this makes “War of the
Worlds look like carnival day
in Notty Ash’ and are warned
to expect ‘total carnage’'.
Yeah, like we're really
quivering with fear...

On the upside: Prime
conversion material, with
grandiose intro sequences,
50 different arenas, loads of
guns, hunky graphics,
sampled arcade speech and
optional game-view variables
— basically, the whole
caboodle. This conversion is
actually being handled by
ZZKJ, previously responsible
Super Hang-On and Super
Monaco GP, which hopefully
eliminate any problems with
the fact that...

On the downside:
..there’s a hell of a lot
happening in the original, and
that's not going to be too
easy to duplicate.

What're its chances?
If Probe fouls up there really
will be trouble. Still, we
don't expect them to. -+ I

THE GODFATHER

THE ACTION GAME & THE ADVENTURE GAME




Publisher: Ocean

Programmers: Maxis, the creators of
Sim City, did the PC original, but the
Amiga version’s down 1o Proba,

ETA: November

Briefly: Remember controlling an
urban sprawl in Sim City? You certainky
should - the game’s an all-time Amiga
classic for its charm, its usability, it's
cleverness and — yes! — its onginality
MNow designers Maxis, with the help of
Probe, have gone one bigger — well,
actually a whole lot bigger — with an
evolution simulation of the world.

You control emerging lifeforms from
outragecusly witless amoebas 1o just
plain common-or-garden witless humans
It's a huge point and click journey
through cowntless problems and puzzles
festing both comman sense and higher

forms of intellectual prowess. If your
lifeforms are crap, they'll die of one of
dozens of causes (sall destruction,
disease, that kind of thing), and even i
they're happening onganisms, you're in
for a rough ride. Games certainly don't
get much begger than this.

On the upside: It's probably cne
of the most ambitious projects yet to ba
undertaken on the Amiga and we have to
take a lip-top programming job as read if
the game's 1o succeed. The PC version
has been around for six menths and has
enjoyved success among the sor of
games players who had hitherto been
satisfied with computer chess, war
strategy and flight sims. National
newspapers even gol their hooks into
Sim Earth, with many stories appearning
along the lines of games finally ‘growing
up'. It's mot the sort of thing Ocean

Publisher: US Gold

Programmers: Creative Matenals (action game) and Delphing

(adventure varsion)
ETA: Seplember

Briefly: Take 10 hours worlh of Godfather movies and you should've
copped plenty of opporunities for arcade-style action sequences (quite how
they can be linked together inlo a pleasing game is anclher matter,
however). Expect plenty of severed heads, gratuilous murder and massive
scale back-stree! slaughter. The adventure version is perhaps a more
cbvious bel = linking Mafia intrigue with Delphine's successiul Cinematique

system could De a winnar

On the upside: The rich, swirling and incident-filled Godfather

backdrop should add a good
deal of depih to the action
game, while the adveniure has
almost hmitless potential = it
just depends how on well they
I'I'IHI'I.:-I.I;JE'.I to tap it

On the downside:
They're big projects but we've
haeard very |iile aboul
progress. The adventura game
15 8 parbcular Ing,.'slery = |u5r
how will it make sense of such
a complex plat? It'll take some
clever game design work
that's far sure.

What're its chances?
The notion of Godiather
games is an excellent one, but
we'll reserve judgement until
Wi Know more

Flenty of scope for a cracking
game in The Godfather.

Sim Earth: Games don’t gel much bigger, bat will it
be fun?

specialise in publishing, and it has to be
sean as some sort of high-end flagship
for them.

On the downside: We've played
the PC version and, it must be said, it's
far from perfect. It's difficult to get into
and it has a tendency 10 come across
as a lot of dull environmental
sermonising. Fun is most certainly not
the keyword here —it's unlikely to be
anywhere near as accessible as the
excellent Sim City:

What're its chances? It looks
good simply 1o have on your shelves
even if you never quite get round 10
playing it. For that reason alone it will do
wedl, and while it's unlikely to reach the
top end of the charts, we're willing 1o bet
that coples of Sim Earth will s1ill be
passing aver the countar at your local
compuler store at the end of 92

FINAL FIGHT

Publisher: US Gold
Programmers: Creative Materials
ETA: Octobar

Final Fight Formularised fight scenes with
exira moves to your advantage

Briefly: Classic inner city CapCom
coin-op beat-'em-up starming a molley crew
of street gangs and psychopaths, Two
player simultaneous option, 32 colours
huge spriles, Japanese style graphics —
whal mare could you ask for?

On the upside: The arcade original
is probably one of the best in this still
popular genra

On the downside: But the whole
ultra-viclence martial ans thing has been
done zillions of times before

What're its chances? Creative
Materiaks seem to be doing good things
with the project = hopes have 1o be high
far an Autumn smash

'AUTUMN
PREVIEWS

SUPER SPACE
INVADERS

Publisher: Domark
Programmers: In-house
ETA: November

Eriefly: The nastiest
(and firstest) bad guys in the
galaxy are back, bleeping and
blooping their way
earthwards. Your job? Simply
enjoy the death-fest.

On the upside: Simple
unpretentious fun is always a
winner and this should
capture an appealing B-Movie
tongue-in-cheek feel. The
coin-op original featured all
sorts of weird stuff —
including invaders on a
mission to steal earth cows! -
50 expect more than a
straight and humouriess
waste-"em-all.

On the downside: A
nice idea as a one-off, but
let’s hope the release
schedules don't start getting
clogged up with nostalgic
updates of prehistoric game
styles. Hopefully the basic
gameplay won't simply feel
too thin to warrant serious
consideration in 1991.

What're its chances?
Super Space Invaders made a
respectable impression in the
arcades, and most expect a
similar performance on the
Amiga.

RACE DRIVIN’

Publisher: Domark
Programmers: Walking
Circles

ETA: November

Briefly: First there was
Hard Drivin® (which was sort
of OK), then there was Hard
Drivin® Il {which wasn't so
OK). Now there's Race
Drivin’, apparently the official
sequel to Hard Drivin'as
opposed to the unofficial
sequel. Oh dear, it's all very
confusing. Anyway, this one
features three different tracks
containing loads of loops,
hoops and corkscrews to
zoom around. One of the
tracks is the same as in Hard
Drivin', one's ridiculously
challenging, and the third is
just plain tough.

On the upside: Good
programmers in charge of
converting a good coin-op.

On the downside:
Meither previous home game
captured the thrills of the
coin-op sufficiently, mainly
due to shaky updates and a
lack of speed, and there's a
danger that the same will
apply here, The new game's

got to feel different to the
other two also - what's =»
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the point in buying the same
thing three times?

What're its chances?
The whole Hard Drivin®
concepl ran oul of steam
some while age - it's going to
take quite some game to
rekindle a decent-sized level
of interest.

MiG-29M SUPER
FULCRUM

Publisher: Domark
Programmers: Simis, last
responsible for (spook!) the
criginal MiG-29.

ETA: September

Briefly: Follow up to the
highly successful MIG
simulation of earlier this year
using much of the same code.
This is based on a completely
new piece of kit which is due
to be unveiled at the Paris
Air Show.

On the upside: Expect
plenty of variety in gameplay
—this isn’t just a list of
standard missions to
complete. You'll be playing in
a global scenario, so actions
over which you have no
control will drastically alter
battle plans. The plane's
different too — most
noticeably the full 360" view
bubble canopy.

On the downside:
Might be disappointing for
strict flight sim enthusiasts
who expect absolute parity
with the real aircraft.
MNobody's going to believe
Domark have full tech specs
on a Soviet fighter which has
yet to be launched = they'll
have had to take even more
artistic licence than is usual
with flight sims.

What're its chances?
Polished and professional
flight sims always do well,
and (judging by Simis’ past
performance) this should be
worth a look. Not likely to
chart top though, as the game
will be sold as both a mission
disk for existing MiG-29
owners and a stand-alone
product so sales will be split.

PIT FIGHTER

Publisher: Domark
Programmers: The London
branch of Teque, the
conversion specialists.
ETA: October

Briefly: Pure brutality
whisked this straight to the
pinnacle of coin-op coolness
last year (it was Atari's fastest
selling arcade machine ever).
Mo plot as such, just a rabid
scrap between chunky
characters who get down

to wrestling, kickboxing —»

CRUISE FOR A
CORPSE

Publisher: Delphine (US Gold)

Programmers: Delphineg’s adventure
games | d pre
5 with the similar Fulure Wars and

n Sfealth

sam, who ol course hi

QLS

Operat
ETA: September

Briefly: It's time to don silly

r_ mioustache
] and
ﬁ “ Implausibie
continenta
accant and

oo looking

murderer mn
this Sunday
night, Agatha
Christie TV
movie af an

Sharp detective work and
plenty of snooping is
required in Delphine's
Cruise For A Corpse.

adveniure, You, as a Hercule Poiral-type

I strul arcund a luxury cruiser
circa 1920) being charming ye! enigmatic
until your host {a Greek shipping magnate)

lakes a tnp o
Sy
that greal lax

'z not all plain sailing in
Cruwise For A Corpse.
fe-marked

lor its point and click

ng Sys
hical adventuras called Cmemaltque
ather good. Fufure Wars
1 Stealth were neat (and both
} PE@ promesas o

N improvemant on both, providing

v of characters yand a

1S inlEr

pyninthene plot 1o fll those lang, um
auturmn avenings
On the
downside:
Cinematique
might be
good, but
let's face it
nathing done
on it 5o far

comes chose

Character interaction may
be an inegral part of
Cruise For A Corpse, but
it's the graphics which
really impress.

to being as

current adventura

be undentabl
lobel
Lt

ean warning a long tme for this

showld h
Delphine

aul last year

have something of a reputation

lor baing

g late

What're its
chances?

5 thair
action thick
and fas1, but

ale ]

likes

Interviewing techniques
hawve been the downfall of

well with the

many a game. Will Cruise

Older gamer fare any better?

WILD
WHEELS

Wild Wheels: High hopes for something out of the ordinary.

Publisher: Ocean

Programmers: Red Ral, the Manchester-based team behind games like
Lombard RAC Rally and MicroProse Infernational Soccar Chalienge
ETA: October

Briefly: It's soccar on wheels in multidirectional 3D land. There are 10
diflerent vehicles to choose from and plenty of opportunity to bang them into one
anciher. Red Rat reckon they've come up with an onginal idea and are keen io
dispel any fears that this will come across as just another football game but
it the: legs. Some elements of strategy are baing thrown in, S0 leams are

made up of customised cars suited to diffenng tasks

On the upside: A smart combination of beat-'em-up. strategy, racing
sporis and standard shoot-"em up, Sprites are huge and move easity. Red Ral's
track record suggests they know exactly whare their strenglhs lie

On the downside: Foolball games with strange angles are mvarably
useless which s why Red Rat are desperale 1o play down this label, A spokesman
commenled nat just a foolball game with cars — it's a wild, crazy. fun game
which looks great

What're its chances? Red Rat have been around for eight years banging
oul bright, though not sparkling games. Hopes must ba high that this'll ba the ana
te réally put them on the map




ALIEN STORM

Publisher: US Gold
Programmers: Tiarlex
ETA: Saptember

You know what to expect from Alien Storm
[Seqa screenshot). Psuedo 1D Bantierone
at its best.

Briefly: Oops! Some chap has let
logse a milkon and one man eatng aken
shma suckers, and thayre taking the
overnight shuttle straight to their favourite
takeaway spat, Planet Earth! What's the
solution? Well, why not dus! down some
uncommonly large Ghostbusters-style
guns and give these fellas a good seeing
107 Alien Storm was an exceplional coin-
op which proved wirtually impossible to
eave alona

On the upside: Hormble abens and
ots and lols of shooting

On the downside: I's about as
nielligent as a Pit Bull that's just guzzied
fiftean pints of Special Brew, through a
straw

What're its chances? Said qualities
ansurg mMassive suCoess

TURTLES 2 -
THE ARCADE
GAME

Publisher: Image Works
Programmers: Probe, who did the
{actually rather good) B-bit versions of
Teenage Mutant Hero Turtfes

ETA: November

Briefly: It was a smash-hit as a coin-
op and lor good reason. There are plenty
of the tricks and effects which made the
Turtles popudar in the firs placa, Image
Works are already proclaiming thal the
Amiga version of this all-action beat-'em-
up will be ‘identical’ to the coin-op.

On the upside: A wanderiul coin-op.
Probe will be working flat out 10 tum thes
into the definitive conversion

On the downside: 16-bit versions of
the first Turtles game have left a bad taste
in the mouth. Youngsters around the
country think the Turtles are passe
already...

What's its chances? ._.although we
reckon quality of gameplay will be the
assential :
ingredient
this ime
around
Anathar
polantial
Mumber
One

Turtle power: Don" sniff at
thiz brutal beat-'em-up.

El: Hirvana's boltom-ofl-the-garden dobul has attracted enormous interest.

Publisher: Ccean
Programmers: Nirnvana Systems, a
new programming team making their
professional 16-bit debut

ETA: September

Briefly: A colourful and
gardenasque platform arcade
adventure with plenty of bad guys, a

cule modure of uselul objects 1o collect,

and an assoriment of harmiess
characters to make use of. Shades of
Ocean's hit coin-op convarsion
Rainbow Islands in the ook and feal,
with plenty of platforms and teasing
puzzies plus “a host of delightful
graphical tricks not yel exploited in
similar l:;li-]"'-‘:L".i

On the upside: Good arcade
adventures are always fun, and
ngenious, unusual ones (as this

promisas (o be) more welcome than
most. EN cerainly looks atiractive and
has gained much favourable
pra-publcity.

On the downside: Eifis
Mirvana Systems’ first effon (they're all
straight out of university) 5o while we
can expect something different, it's
highly likely that mistakes will be made
The game was to have been ready last
month bul has since been put back 1o
September, and the quality of ENf's
sound is said to be somewhat short
of ideal

What're its chances?
Remarkably good. The Nirnvana kids
are admittadly an unknown quantity,
but the fact that it's Ocean who have
signed these guys (and the fact thal EN
sl a licence tie-in of any sor) would
seam 1o bode wel

Ocean getl back to the cute end of the market with an original product. EN is
cartainly sasy on Uhe ayes. How il plays remains (o be ssen.

 AUTUMN
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and karate, not to mention
using shurikens, knives,
barstools and even
motorcycles as weapons!

On the upside:
Absolute royalty as far as
coin-ops go. Teque London
have been instructed to
recapture the fore and aft
dimension of the impressive
digitised coin-op fighters in
the Amiga version. Big
sprites, nice noises, and
there's a damn good buzz
about the project.

On the downside:
Gameplay in the arcade
version wouldn't have held up
well without the distraction of
the flashy visuals. Lacking
the coin-op's gorgeousness,
this could cause a serious
problem for the home
versions of the game.

What're its chances?
Should be one of the big coin-
op based hits of the second
half of the year.

OUTRUN EUROPA

Publisher: US Gold
Programmers: Probe, who
have more conversions than
we've room to mention under
their various belts, though
Turbe OutRun, Golden Axe
and (eek!) the surprisingly
good 8-hit versions of Turtles
spring to mind.

ETA: September

Briefly: Seven stage
race across Europe in
everything from jet skis to
lush Porsche 911s to 170 mph
Yamaha GP motorbikes. Not a
coin-op conversion, but US
Gold's own, slightly off-the-
wall, spin-off interpretation of
the original game, it offers
plenty of scrapes with such
lovelies as unfriendly
policemen, secret agents and
international terrorists.

On the upside: Lots of
potential for a more varied
race game than most. This
version of Outrun Europa is
very different to the one put
together by Probe in 1989,
featured in many magazines,
but never released.

On the downside: The
original OutRun coin-op was
s0 good it set itself as the de
facto standard in racing
games, but although home
versions hit number one
spots the conversions left a
great deal to be desired.
What're its chances? If
Probe gets this right it will be
a winner. It should at the very
least be amusing, at best lots
of fun and a big hit. (if no MP
decides it encourages racing
on public roads, that is). -

HIMmOd YOIWY
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ROBOCOD

Publisher: Millennium
Programmer: Chris Sorrell
(James Pond)

ETA: November

Briefly: Another cutesy
platform game with an
environmental message, and
the follow up to the surprise
hit James Pond. This time it's
out of the deep putrid sea and
onto the earth to chase a dirty
old scientist with designs on
world domination.

On the upside:

reasonable of
Millennium to milk some more
from the remarkable James
Pond success. Expect plenty
of new ideas superimposed
on an old 4

On the downside: Yes,
it's that age-old sequel
grumble again.

What're its chances?
Probably won't repeat James
Pond's advances.

FOOTBALL X
(Working Title)

Publisher: Krisalis
Programmers: In-house
ETA: October

Briefly: Standard
football management affair
featuring all four English
leagues and the Vauxhall
Conference. Some 1,300
players are packed in, plus
the likelihood of an
endorsement from a senior
football league manager.
Smart money is currently on
George Graham, Terry
Venables or Alex Ferguson.

On the upside: Krisalis
made a hugely impressive job
of its Manchester United
game, so we can hope for
something of quality. The firm
says this will be a
management game for ‘the
quality end’ of the market.

On the downside:
There are far too many of
these games as it is, and
most of them are dire.

What're its chances?
There are so many sports
management games out there
each new one will succeed or
fail on its own merits.
(Fingers crossed that this'll
be worth booting up...)

LOTUS TURBO
CHALLENGE 2

Publisher: Gremlin

Programmers: Magnetic
Fields, who seem to have
become real driving game
specialists following
Supercars and the first Lofus.
ETA: October

->

FLAG

Publisher: Gramiin

Programmers: lan Harling (the man
behind Ocean's Lost Patroly and
Simon Cook,

ETA: November

Briefly: If you imagine a rather
cartoonish distant nephew of Popuwous
you've got the genaral idea. We're looking
at another isametric 30 landscape here,

the main feature of which is a couple of
villages separated by a river and linked by
a single bridge. It all looks fairdy happy and
peaceful, but there's a calch — a wizard's
curse means that every 21 years the two
sefllements must take arms against one
another and try to capture the other's flag
The winning village wins peace and quiet
for a couple of decades, while the losers
are forced to serve a malicious wizard and
generally have a gnm time of it. Players
make use of vanous local charactars

Publisher: Mindscape
Programmer: Tony Crowther, the
man behind Bombuzal and Captive
ETA: October

Briefly: Anti-pollution is the big
message running through this season’s
line up of games, but none are as
blatantly optimistic as Capiain Planet
Based on the ecologically sound
superhero of the same name, the game
is being crafted by Tony "Captive’
Crowther, which seems to suggest that
it'll be really rather good, Mr Planet is
apparently a beg name in superhero
circles and is destined 1o take the place
of Turtles, Killer Tomafoes and Real
Ghaostbusters in the Saturday marming
canocn slot, Caplain Planat is
surrounded by sugary characters who
are dedicated to cleaning up Earh's act
- gach has his or her own special
powers (related to the basic elemants)

CAPTAIN PLANET

Captain Planet: Tony Crowther is hoping to repeat the success of Captive.

and the game allows you to utilise all
during different levels,

On the upside; Mindscape spen
a hell of a kot of money on this licence,
evin though the name has yet to really
make an impression outside computer
games magazines, The decision lo
draft in Crowther seems 1o virually
guarantee a game thal will appeal to all
ages. Plenty of atmosphere and colour,

On the downside: No problem if
you can stomach the psaudish
ecological sentiments,

What're its
chances? Certainly
one of the big releases
of the year, and a
healthy chart placing
seems pretty much
guaranieed. Possibly,
just possibly, a
Number One.

Planei awareness.

including magicians, Spies, warmors,
villaing, builders and even dragons,

On the upside: Movel twist on what
15 essentially an old story....

On the downside: __.but these 3D
iso-thingy power games are beginning fo
get just a tiny bit tiresome,

What're its chances? Fair - but 3D
isometnic things are flavour of the month at
the moment and Flag will have to be pretty
spacial o stand oul. The lan Harling
CONNEchion promises Some Gorgecus
visuals though.

UTOPIA

Publisher: Gremlin

Programmers: Graham Ing and Robert
Crack, the crew of the BSS Jane
Seymour,

ETA: September

Briefly: I's back into isometnic 30
land again for another bout of omnipotent
meddling in the alfairs of lesser beings
This time you're given a whole planet to
play with. The idea is to build the ideal
civilisation full of peace and flowers and
paople without all that many clothes on,
But we all know how attempts at building
utopia usually turn out — with @ nasty
kickback, this time in the form of attacks
by 10 greedy and aggressive alien races..,

On the upside: You contral the
social, economic and military development
of your colony, so there's plenty of jeggling
with menus to be done for those with a
sirategic bent. Add the invasion difficulties
and you'va got something that's
guaranteed o eat into your spare hours,
while the slightly caroony graphics
appeal, Pedigree programmers foo.

On the downside: Those crusty old
Populous/Sim Cily comparisons are sure
fo make an appearance.

What're its chances? The idea of
taking tolal control over a virgin planet has
plenty of appeal. It's going 1o be an
isomelnic autumn and winter, but Utopia
looks like it'll hold its own

3D war and peace in Nopia.

MYTH

Publisher: System 3
Programmers: In-house
ETA: Seplember

Briefly: It's taken two years but the
B-bat classic has finally made it to the place
it really belongs - on the Amiga. According
to System 3, this is “the most challenging
action adveniure ever created’, which
shows confidence at least,

On the upside: There are four huge
levels of full multidirectional scrolling
landscapes, sweelly animated characters
and a smattering of strategy to confuse all
you flesh fiends. Puzzles were neat in - =3
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Briefly: Less of the
extended racing track feel of
the first Lofus, and more of an
OutRun style road race across
America, this second game
has a very different feel. Up to
four players can compete
(linked computer capability is
planned for some spectacular
simultaneous action) but the
split screen effect has gone in
one player mode to allow a
bigger, more detailed play
area. You'll notice the word
‘Esprit’ missing from the title -
that's because certain stages
put you behind the wheel of
the Elan, a slower but better
handling sports car, instead.

On the upside: The first
Lotus was one of the best
Amiga into-the-screen drives,
and early word has that this
improves on it in various
significant ways.

On the downside:
Sequels aren't necessarily an
improvement — look at
Gremlin's own Supercars 2.
What're its chances?
Gremlin is expected to make a
big play of the extra
capabilities of the new Lofus -
things like the linked Amigas
trick — and that, backed by the
high reputation of the first
game, should see it do well.
Course editor disk to be
released later should prolong
its appeal too.

TURBO CHARGE

Publisher: System 3
Programmers: In-house
ETA: October

Briefly: It's another high
speed chase with you and
flash ltalian sports car pitted
against more of those crazy
drug dealers.

On the upside: It'll be
fast and violent...

On the downside: .. just
like hundreds of other
driving games.

What're its chances?
There's no reason to expect
anything special.

DIE HARD Il

Publisher: Grandslam Video
Programmers: Tiertex,
converters of hundreds of
arcade licences including
Strider and home-grown
sequel Strider Il

ETA: October

Briefly: Airport based
cat-and-mouse actioner based
on the high budget and the
ultra-violent movie of the
same name.

On the upside: Non-
stop, roller-coaster ride of a
plot and high body count
make it a natural for

Myth: Set to repeat the
success of the 8-bit original?
the B-bit versions and they've been
ained, though the ceniral character is
ne longer Mr Everyman but has turned into
a squal barbanan type
On the downside: This has taken a
ong time to come to fruition (it should
have been cut in May), but anyone who
ymembers the anginal will have

ultra-high hopes of an excellent arcade
style game. We're nat sure about the new
central characier efdher

What're its chances?: If it ives up
1o expectations, Myth could be one of the
best Amiga platiorm games yel, and if it's
nod, well, everyone will know about it
00N I:""II_:._II:J'!'I

SHANGHAI 11

Publisher: Acti
Programmers: In-houss
ETA: Seplember

Briefly: Catchy oriental memory
:-'\.'rHIEI:::r' game 'I'.'l:"|'.'lr':i the painng off of
identical tes until none ara lefl. IUs similar
in concegt 1o the orgingl o™ .?I’:ﬂl’:‘.i. burl
Activision has thrown in a bag full of new
lila layouls, dizzy animation and sound

Tiles a tale: Shanghai i,

Publisher: Accolade

Excellent Adveniure

ETA: November

HOME
ALONE

Programmers: Capsione, the people behind last issue’s ‘inferesting’ Bil & Ted's

Briefly: Frolicsome arcade fun
based on assored sequences from the
surprise hit mowvie, (You know, it's the one
about the litte kid wha has to defend his
family's house from a couple of
panicularly siupid burglars)

On the upside: Capsione are a
Miami-based gang who seem lo take
delight in translering, erm, 'odd’ choces
of movie to silicon. Bill & Ted (Ihe game)
isn't all that hat in its own nght, but fans of
the movie got a kick out of it. Home Alone
seems hkely 1o repeal that

On the downside: We don't hald
out much hope for the gameplay — it's
likely to be the sor of thing that wouldn't
get a look in withoul the movia licence

What're its chances? While the
vidao stomps its way 1o the lop of the
chars, the game is likely o put in a
mediocre parformance. Not a cynical
cence np-alf, but it's unlkely 1o be
regarded as a classic

Home Alone: Great movie, but that
doein't guaranies a good game. We'll
reserve judgement until we see the
finished version.

effects. You play with nine different layers
of tiles, and can on ¥ move certan ones al
any paricular tima, so it all gets jusl a wee
hit complcated

On the upside; Chinese puzzles are
mpossible 1o leave alone, and we expect
this to be clean and crisp. Litte extras | ke
allowing players to create their own tile
layouls make Shanghai Il special

On the downside: £35 949 (gulp)

What're its chances? Senously
balfling price which could harm a good
game 5 chances

3D GOLF

Publisher: MicroProse
Programmers: The Thought Train, a
new leam G‘i [ZH:{]HH1I"'I’.'!—Z i T
professional debut

ETA: September

Briefly: 30 Goifis, ahem, golf in
three dimensions

On the upside: Up to four players,
10 computer opponents, the graphics look
goeod and we're promised lots of highly
delailed gameplay

On the downside: We reckon no
one needs more than one goll game, and
since PGA Towr Golf (Electronic Arls) is 50
brilliant, this might be in trouble

What're its chances? It should put
in a solid perormance in Britain's bustiing
hart glory

software slores, allhough ¢

seems unkikety

SILENT
SERVICE 11

Publisher: MicroProse
Programmers: In-house
ETA: Seplember

Briefly: Comprehensive World War Il
submaring simulation which attempls to
supplemeant the commeandable successes
ol 15 predecessor, This time there are
better graphics, more scenanos and betler
sound. You can battle alongside the
Japanese in the Pacific, or attemptl 1o sink
Allied shippang in the Atlantic. Attention 1o
detail and all manner of missions add
depth to the gamea

On the upside; Bound to be
aimosphencally impressive and ‘deep’
The original game clocked up sales of
625,000 worldwede and won “Simulation of
the Year awarnds in 5ix countries

On the downside: Mo malier haw
accurale and painstakingly put together,
submaring games can be deadly boring

What's its chances? Excellent. Mot
a chan topper, but a suitably MicroProse
like attention 1o detail puts Silent Senace I
on a steady course for all-time-classic
and. It's the kind of game you'd stll be
happy 1o buy in a couple of years ime

Silent Service Ik in at the deep end.



CHINTO’S
REVENGE

Publisher:
Millenmium
Programmers:
In-housa

ETA: Seplember

S’

..IH,?_‘ \\ ¥

Briefly: Very
Japanease carioon
adventure sporting
slate af the ar
graphics and
animation. Guida tha
unfeasibly large sprila
of Chimo inta an ewil

castle, avoid all the

NS

traps, do away with al
the guards, and save
your sweetheart

On the upside: Pictonally spectacular (if cdd) journay featuring imaginative
quirks and high emolions, Just what you'd expect from a game heavily influenced
by Japanese comic cullure .

On the downside: There's still a question mark over how successiul they'll
be with gameaplay

What're its chances? Let's hope for something out of the ordinary
Thare's still more that could be done with the Amiga's graphics capabilities, and
this could be a step i the nght direction

The distinctive lapanese-looking graphics and over-
head view of Chinto's Revenge.

Story-line plays a strong part in Chinte's Revenge, with well drawn characters on
a linear adventure. But how well will it play?

Here we see the happy Chinto family, tucking into a tasy Oriental dish just before
ewerything goes horribly world.

NEBULUS 11

Publisher: 215t Century
Programmers: Infermal Bytes (debut)
ETA: September

Briefly: Remember the onginal
Netudus? It involved working a frog-like
character up and through a series of tower
complexes, picking up useful bonuses and
desposing of useless enemies., It was a
smash hit, This version differs in that you
have 1o climb down towers as well as up
Maturally, there are more bonuses, more
baddies and prettier graphics

On the upside: The original was
sensational and rales highly among many
pecple’s all-time favounte games. A
sequel is long overdue. 215t Century
(themsleves a sequel to the now defunct
Hewscn) badly need a hit,so hopatfully
they'll pull all the slops owl

On the downside: Thowgh osiginal
programmer John Philips is helping out, he
wasn't interested in re warking he gama
himsell - a real shame. The sequel will

It's all ups and downs with Nebwilus IFs
cight towers.

have to do intzrasting things with the basc
concept to ba warth the affort

What're its chances? No hiding
behind licences here — with a product like
this it all comes down 1o how well they've
done the game

MAGIC
POCKETS

Publisher: Renagade
Programmers: The Bitmap Brothers,
respanssble for... But, ah. You know the
rest

ETA: September

Briefly: Magic Pockels is the
Bitmaps' first attempt at writing a cute
platform game. True to form, they haven't
been able 10 resist the lemplation 1o give
the graphics the metallic look that's
become their trademark. Central character
The Bitmap Kid, who bears an unnerving
resemblance to Nathan, of Image Works
Brat fame (But we did of first!” shout the
Bitmaps), finds himseall on a quest to
retrieve some of his lost toys from the -3

Typically weird graphics from the Bitmaps
in this cute plattorm jump-a-long.

AUTUM
PREVIEWS

conversion. The strength of
the film s likely to earn it a
high profile.

On the downside: The
first Die Hard conversion was
PC and C64 only and didn't
make much of an impression.
Faith in this revitalised
Grandslam is low, particularly
in the light of the old
company's The Hunt For The
Red October effort,

What're its chances?
Don't hold your breath.

LAST NINJA Il

Publisher: System 3
Programmers: In-house
ETA: September

Briefly: According to
System 3, Ninja il ‘takes you
back to the very core of the
Ninja's spiritual power' with
battles taking place across
levels depicting the four
elements. All very interesting,
but just how viclent is it?

On the upside: The 8-
bit boys have already had
their versions, and response
has been close to orgasmic.
One magazine got itself into a
state of nirvana and handed
out a 100 per cent rating (!)
Fighting effects are said to be
state of the art — certainly
more has been made of them
in this game than previous
versions - while gameplay is
basically a souped-up version
of the same collect-object-to-
use-on-puzzie-in-a-later-
screen affair. Still, this
promises to be much more of
a console-style product than
previous Last Ninja games.

On the downside:
Despite healthy C64 roots,
System 3 have yet to make
any mark at all on the 16-bit
machines. Certainly, Amiga
versions of the previous Last
Ninjas have been
disappointing. The whole
thing'll be a complete turn-off
it fighting isn't your thing too.

What're its chances?
It all depends on whether a
16-bit audience can be
persuaded to go for it, really.
Still, System 3 deserve to
make their big 16-bit
breakthrough, and this could
be the game that will do it
for them.

REALMS

Publisher: Virgin
Programmers: Steve Turner,
Andrew Braybrook and the
Graftgold team.

ETA: September

Briefly: The look is
obviously Populous/
Powermonger based, but
Virgin are at pains to play
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that down. This is far more of
a straight strategy game they
say, in fact based on an
uncompleted idea Steve
Turner had five years ago for
a Spectrum game. You
control one realm - a network
of, say, five or six towns
linked by trade routes
sending taxes to the capital —
and have to build up its
strength (in terms of cash,
armies, health of the people),
defend it against attack and
eventually defeal your
opposing computer-
controlled realm. It's all to do
with controlling the lines of
communication, apparently.
One of the most exciting of
the various projects that
came up for grabs following
the collapse of Activision UK.

On the upside:
Programmers Graftgold rarely
put a foot wrong, and have
worked successfully with
Virgin before (on lvan ‘fron
Man' Stewart's Super Off
Road Racer). They have to be
seen as a major plus. The
fractal map, battle sequences
and general presentation are
spol on too, and, of course,
games using the Poepulous
style viewpaoint are hot at
the moment.

On the downside:
Though we've seen a number
of demos, the gameplay has
yet to be fully worked out yet
- and that'll make or break
the game. That the same
basic idea could have worked
on the Spectrum could prove
either a strength or a
weakness - a brief
description of the basic
cutting off of supply routes
routine sounds suspiciously
simple to us.

What're it's chances?
Could, and perhaps should,
be one of the big hits of the
autumn - the talent is
certainly there, and since the
game was actually started
before Powermonger there's
been time to iron out all the
glitches. It could get lost in
the flood of similar product
(Mega-Lo-Mania, Utopia, even
Populous Il itself when that
eventually comes out) due
towards the end of the year.

REACH FOR THE
SKIES

Publisher: Mirrorsoft
Programmers: PS5
ETA: September

Briefly: Another chance
to change the course of
history in this recreation of
the Battle of Britain. Reach
for the Skies could be
P5S5's most ambition -

ALCATRAZ

_ £
. a ‘
L P
F
“AESSALE 16 o is
Alcatrar Lots of action to come,
but first the briefing.

Publisher: Infogrames
Programmers: In-house
ETA: Seplember

Briefly: Mow here's a novel concepl — you have to break INTO Alcalraz, the
infamouws “hall-hale’ prison and part-ime aviary. The plol has it that the island
penitentiary has somehow bacome the off-shore base for a large and dangerous
drug ring. Wiitten in the style of
Infogrames’ previous hit Hostages, you
control a troop of SAS-lype commandos
on a mission to go in there and, well
kick some ass

On the upside: Mice graphics
loads I:1 gnemies | music, eciaclic
gameplay. Hoslages had its fans

On the downside: . bul we ’

don't know all that many of nem (24CepL gy these prison rooms look the !.Il'll.‘
for Gary, anyway). Whether it can make

any significant improvemeant an the onginal concept is a meot point. If not, expect

predictable, standardised thrills

What're its chances? Writlen for

the charts, and likely to be one of
Infogrames’ biggest hits 1o date

Explosive split-screen in Alcatras.

usial crew of hornd meanies, with the aid
of a whole variety of weapons plucked
from his Magic Pockets (hence the title)

On the upside; As you can see from
the screenshots, Magic Pockels looks
absolutely kovely (and this ism't even the
finished version), The Bitmaps are
conbinuing with the intelligant enemies
traditicn that featured so heavily i their
Gods, and generally the buzz about the
gama is excellent

On the downside: Well, it's not the
mosl radical depariure you could imagine
is it? There's the danger of over-
complicating matters — cule arcade
platform games usually rely on rather
simplistic gameplay for easy access and
instant appeal - and the graphic style
might prove Inapproprate in the linal
analysis too

What're its chances? Very good
indeed. The Bitmaps have yet 1o program
a lurkey, aither cnbcally or commerncially,
and the huge exposure this one’s already
achieved (including much plugging on a
Satlurday morning TV show) should
guaranise a monster success, The 50

percent compiatad version we've seen
already locks like a winnear

FINAL BLOW

Publisher: Storm

Programmers: Stephen Hooper and an
in-house team at The Sales Curve
Storm’s parent company

ETA: Septembear

Briefly: Final Blow is a fairly
straightforward arcade boxing game based
on a Tano cain-op. The Amiga version
offers ten oppanents — a lew more thamn in
the original — each of which has his own
particular charactenslics (a weak chin, a

owerful nght cross efc), varous fighting
moves, a league system and, that's about
1. Impressively big sprites though

On the upside: Boxing games are
popular in the arcades, and this one
perhaps mofe 50 1han most The large
graphics make the game Initially
impressive, and the programmers have
mada lasdable atliempts o widan he

Let's hope Final Blow is a better game
than some other boxing conversions
wa've suffered.

scope of the game and improve its long
term inlerest by adding 1o the gameplay
rather than taking bits oul

On the downside: Bul have they
added enough? By s very nature, boxing
doasn't offer all that muwch scope for
varety, and that could be its downfall

What're its chances? Likely to do
reasonably well, but it won't 581 the house
on fire = unless they manage fo pull off a
truly speclacular convaersion, thal is

RODLAND

Publisher: Storm

Programmers: Ronald Piekel Weesenk,
John Croudy and Med Langman (graphics)
at The Sales Curve

ETA: September

Briefly: A ridiculously cute - you
could say too cule - Jaleco coin-op in tha
style of, say, Bubble Bobble, converied 10
the Amiga. You play one of two candylloss
haired "My Little Pony-esque girls, on a
platiorm and laddars mission 1o rescue
their nubile kidnapped "Mom' from some
terrible unseen baddy, Each screen forms
a single level, and gameplay consists of
climbing ladders (both fixed and created
by yourself), collecting flowers and the like
for paints, and killing baddies by catching
them with your magic wands and
repeatedly beating them into the ground
It's limited but fun.

On the upside: Gorgeous graphics
ported from the coin-op, simulanaous hwo
player mode and a genarally polished feel,
Programmer Piekel Weesenk worked on
SWIV, which bodes well, and he's
managed to include extra animaied
sequences nat seen in the arcade version
The behavicur pattemns of the vanous flufiy
baddies has been made more
sophisticated too, which helps matters

On the downside: At a reported 40
screens long, there doesn't seem 10
be much ta it. The action, while funin =

= ol

Rodiand is no Bubble Bobble, but it's
ample fun anyway



INDIANA JONES

Publisher: Lucasfim (US Gold)
Programmers: Ron Gilbert and a Lucasfiim in-house team
ETA: November

Briefly: US Gold are releasing two new Indy games, the
first time they'we NOT been based on the hit flms. The action
game is being put together by Attention To Detail (the Aight
Shift peopla) in this country, features a 30 isomeltric viewpoint
and introduces a female sidekick to our hero, Meanwhile, the
potentially even more interesting adventure is being worked on
by Lucasfilm in the Stales. Plot detalls are currently vague -
Indy battles Nazis, goes to locations in Morth Africa and Monte
Carlo amongst others, and at some point visits (you guessed i)
Atlantis = but it is confirmed that the game uses an improved
version of the Monkey Island style point-and-click system and
draws heavily on the characters and situations fealured in the
three films

Perhaps the
most exciting
thing though is a
new ‘three ways
1o play’ iea -
the game adapts
itself to your
preferred style of
play, presanting
you with the

In search of the fabled city of Atlantis.

AND THE

same locations
and basic plat
but biasing
things lowards
fighting, talking
or puzziing your
way oul of
difficulties
depending on
which mathod
you initially use.

On the upside: Fans of Ron Gilbart's pravious excellent
Inciana Jones And The Last Crusade adventure (not 1o mention
his Monkey [stand) will be waiting with bated breath for this —
and it's unlikely to disappoint.

On the downside: We can'treally think of one

What're its chances? Absolutely excallent - if The
Secrat Of
Monkey Istand
can get to the
top end of the
chan, how can a
similar quality
adventure with
such a sirong
licence as this
attached 1o i
possibly fail?

Indy with his latest female sidekick.

m:mmmmrmm

Elvira -

The Jaws of Cerberus

Publisher: Accolade

Programmers: Horrorsoft, Birmingham- based programmers of the first Elvira.

ETA: October

Elvira: She
won't go away.

Briefly: Fantasy role-playing game located on the sets of three horror movies

thareby allowng for plenty of typical horror film type characters and lots of cheap
gags. Cerberus, the three-headed dog from Greek legend, appears at the end,

although we're nat quite sure why

On the upside: We thought the original Elvira was prefty poor - 100 much

disk access and not encugh game. However, Accolade says it was their biggest

seller in Europe thus far so they must be doing something right

On the downside: See above. Elvira's got potential as a licence,

bt if they can't get it right perhaps they'd be better pensioning
her ofl

What're its chances? Strong (if what Accolade say
about the first game is 1o be belisved)

AUTUMN
PREVIEWS

project to date with heavy
strategy content mixed with
splashes of action. We've
certainly come a long way
since Mirrorsoft brought out
Spitfire 40.

On the upside: It's
meticulously researched, and
there are options to play on
either side as a pilot oras a
controller. Absolutely
humming with summer of
1840 atmosphere, with most
of the aircraft involved in the
battle getting a look in. The
missions given to pilots are
the actual missions fought at
the time.

On the downside:
Don't expect a gel-in-and-fly
arcade game.

What're its chances?
We all harbour a soft spot for
Spitfires, tin legs and Sir
John Mills. The war game of
the autumn.

BARBARIAN 11

Publisher: Psygnosis
Programmers: In-house
ETA: October

- Briefly: You're bound to
be told a hundred and one
times that this has nothing
whatsoever to do with
Palace's head chopping
frenzy of the same name, so
we promise not to mention it
again. Anyway, this one's a
scrolling arcade adventure in
typical Psygnosis Style (with
a capital S). Check out the
2,000 frames of sprite
animation, 50 divergent
enemies, and six levels of
continuous action.

On the upside:
Anyone's who is familiar with
Psygnosis arcade-style
games will have a rough idea
of what to expect. Plenty of
atmosphere, nice sound
effects, and scrupulous
attention to detail.

On the downside:
Gameplay has suffered many
times before in the pursuit of
demo-like animation.

What're its chances?
It's competing against a lot of
coin-op conversions in the
action stakes, but will almost
certainly hold its own.

MERCENARY Il

Publisher: Novagen
Programmers: Paul Woakes
ETA: October

Briefly: No prizes for
figuring out that this is the
third in the Mercenary series
(which seems to have been
going on for almost as long
as Coronation Streef). Fans of
the previous two will be
expecting plenty of
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exploration through grim
three dimensional space
colonies. This time though
there are far more enemies
to tackle.

On the upside: Pretty
and involved with plenty of
character interaction and
battle sequences.

On the downside:
Some may feel that it falls
between the two stools of
action and adventure.

What're its chances?
A shoot-"em-up game for
brainy types.

JRR TOLKEIN'S
RIDERS OF ROHAN

Publisher: PS5 (Mirrorsoft)
Programmers: Beam
Software

ETA: November

Briefly: Best described
as a strategy war game with a
twist. Riders of Rohan
features all that you'd expect
from a Tolkein-esque
adventure with the welcome
addition of some arcade

sequences and sub-games.
Characters are a high priority.

On the upside: Will be
involved and engrossing for
Tolkein fans, and we're
promised more from the
Australian programmers.

On the downside: If
you despise Tolkein's stuff
(and there are a fair few of
us), then you're bound to
hate this.

What're its chances?
Beam Software have been
banging out Tolkein games
for donkey's years, and they
always find an audience.

ROBIN HOOD

Publisher: Millennium
Programmers: In-house
ETA: October

Briefly: The viewpoint is
that of a 3D isometric thingy
and features 36 familiar
characters milling around
Nottingham. It's up to you to
influence these characters;
your actions (and
subsequently theirs) will
define the outcome of this
classic medieval encounter.

On the upside: We hear
that Millennium have sunk
heart and soul into this
project, plus adventures are
getting better all the time.

On the downside:
Realtime character interaction
Is a pain to pull off.

What're its chances?
Tales of Sherwood are very
much in vogue, so perhaps
they can attract enough non-
adventure types.

Publisher: Accolade
Programmers: Accolade US
ETA: October

Briefly: It's a weird one this. A straight modem-day
pictorial adventure based on the ‘mean’ streets of New York
City, the story is told entirely through text and static digitised
pictures, Accolade are calling it the first fully digitised
adventure, giving us some 350 images to play with. As fits the
title, the plot-line sounds like something off a railway calé
bookrack - CIA agent is killed in posh hotel and you are the
prime suspect. Caught batween the real murderers and a
bunch of grey-suited agency boys, you've got 24 hours to pick
up seven files located around the Big Apple and get 1o the

CONSPIRACY

appealing project. Action sequences oo apparanily, though
we're not sure exactly how these'll work, An inleresting, brave
game bound 1o find an audience. .

On the downside: . though we couldn't say how
large. Accolade reckons there are 40 hours of gameplay here,
but thatll mean a good deal of going over old ground. The
digital pictures are a good idea, but they could also be slow
and hamper gameplay

What're its
chances? These
interactive noved things
rarely deliver as much
as they promise, but
we're happy to be

bottomn of it all

big city wrapped around an easy 10
play, icon drven
digital thriller makes
for quite an

Man about town: New
York City-based
digitised adventure
takes you around the
tamous sights.

surpised

On the upside: Some tasty images from the

the short term, gets repetitive too - and
feels rather too easy. (In fact, it all plays
nat unlike a baautiful but slowed down
varsion of last month's PD giveaway,
Frantic Freddie). Despile appearances,
this is no Bubble Bobble.

What're it's chances? Iis pretty and
appealing nature will see it through, but
the gamepliay is simply nowhere near as
deep or rewarding as that of the best
platiorm cuties. Strictly short term fun

FLOOR 13

Publisher: \Virgin

Programmers: David Eastman, Shahid
Ahmad and (graphics) Carl Cropley
ETA: Late October

In brief: A complicated, mulli-plot
strateqy game presented in a keyboard
conirolled, pull-down windows adveniure
game style. You are put in contral of a
secret police force in the UK of the near
future, serving the interests of the

Floor 13: A grim, amoral power control adventure

with plenty of conspiracy theory appeal.

unspecthed governmenlt of the day in any
way you see fit. Balancing use of your
surveillance, pursull, interrogation, search,
remaval, heavy assault, disinformation and
infiltration departmenis, you must go about
your business, remaving dangers 1o your
government in any way you see fit =
without being caught doing it

It's no good simply assassinating
everyone, as you'll be found out,
government connections will be made, and
theyll be booted out of office - the
opposite of what you're trying 1o achieve.
Various tasks have 1o be accomplished -
using whatever methods you see fit — o
keep you in the game, while a sub-plot
invalving your loyalty to another, more
shadowy, organisation complicates things,

On the upside: Conflict fans will
want 1o see what David Eastman’s been
doing since then, and the product helps
sell itsell. The conspiracy theones it puts
foreard are intriguirg, and the execution
looks sound. Without a doubt one of the
most interesting and onginal of this
SB3s0n's releases.

On the downside: Static,
rather grey looking graphics and
adveniure game approach will put
many off. Theres a strang chance
it'll be one of those products with
an exciting and interesting
premise which never really
manages lo make anything
interesting out of il

What're it's chances?
Providing it doesn’t get totally lost
beneath flashier titles, very good
indeed, Possibly something that'll
be more of a hit with PC game
players than their generally more
arcade-conscious Amiga cousins.

MEGA-LO-
MANIA

Publisher: Image Works
Programmers: Sensible Software
(MicroProse Soccer, International
30 Temnis)

ETA: Seplamber

Briefly: Similar to Popuwious but
smaller and polentially more of a giggle.
You are colonising an istand and nuriuring
it through different time phases
{Prehistonic, Roman, Medieval, Victonan
and so on) while staving off rival nations. If
they develop faster than you, you'll be
fighting fire with clubs,

On the upside: From what we've
seen this has exceplional pace, so there’s
no chance of getting stuck in some
deplorable time-zone. Digitised speach
{real actors were used) and humarous
asides are nice touches
On the downside: Neads 1Mb for the full
compliment of effects,

What're its chances? Appealing
ideas and quality programming will push
this straight info the big league, Defindely
worlh sampding

MEGA lo MANIA

The light-hearted approach to power-
maongering in Mega-Lo-Mania.

Don't make the mistake of thinking this the definitive list of Autumn releases - there's far too much planned
for this peak release period to possibly mention here, and we apologise in advance for any we've missed

out. (Just check out this little lot from Ocean alone - Hudson Hawk, Terminator Il, Space Gun, Billy the Kid, Epic
and Darkman.) Phew! Happy shopping!
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computer will be sent back by contract parcel post
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A FEW ODD LITTLE
BITS ON THE SIDE

Martin: In between all the Assembly Line stuff,
I've been doing guite a few bits on the side -
Ricardo doesn't wan! me 1o, but it helps to

pay the rent. There was Exterminator for

Audiogenic for one, a coin-0p Conversion i
that | think improved on the original — the H
: ; arcade game had some beautitul 30 init, Ly
...what we know now, we'd have done it all but the collision detection was way out. g
- . g Then there was Xenon 2, of course. This ¥
rathEl' dlﬂerﬁﬂﬂy‘. Dr Bﬂ'methlng |||(E that, was great — it was designed by the Bitmaps, Fﬂ:
: H and though | just did the coding, for a game
an}"'b':"a}f- Adrian S_tEPhens’i Andy EE'H"ETIE'QE, like that it's actually quite a major thing. &
Martin Day and Ricardo Pinto make u Pipe Mania was the other one. John came up &
h L)
with the game design for this, Its beauty was that o
THE ASSEM BLY LIN E: thE once you'd got the idea, the rest was very easy o da ®
i H i i People said it was very original, bul really it wasn't — it was o W
LISLIE"'F innova lWE, always Interestlng End inspired by a number of other games, though | couldn’t tell you ;,".-m!-ﬂ"

often qLIitE weird force behind games such what they were, Timing was perhaps ihe most important thing -
. it came oul after Tetris, bul before
as Interphase, E-Motion and recent SUCCESS e fiood of puzzle games,

nd Ui
Cybercon lil. Just why, we asked them, have 27 ™% auie
all your games been so, well, odd?

EARLY DAYS

Adrian: | did all s0rs of things — Killer
Gorilla, Mr Ea, Crazy Painler,
Flip, Ping Pong, lots of old
BBC games...

Martin: ...while | did an
Arkanaid clona called
Impact and somathing
called Halter Skelter
for Audiogenic, a bit of
programming an
Farnandez Must Dig,
and a rather nifty
assembler
program/development
system called ‘Snasm’,
which is used by the
Bitmaps, Realtime, Vektar
Grafix, The Sales Curve,
Peygnosis..

Ricardo: ...and | did Gyran on the Spectrum
the ZBO version of Elite, and a good deal of

Carriar: gonv™®

fa Fl
the early game design for Carrier Command " ‘-.-,""nh; gro™
back when | warked at Rainbird iy, ¥ Ay, ¥ Ling, clackwis® pa

o ry S'thun-. Martin

Andy: | was involved in that too — | used to
Mo, Andy Beveridd®

work for the programmers
Raalime and did some litle
bits for Carrier, as well
as the first version of
Battle Command.
It was nothing

INTERPHASE

Adrian: This one started back in 1988 when | went to Mirrorsoft

like the game with the ideas and 3D routines, knowing | wanled to write a
they came game but nat having the faintest idea about game design. For
out with in various reasens nobody there came up with a proper

the end framework for it either. 50 in the end | found mysall in the
though ridiculous situation of working on a project for one and a
Martin: half years with no clear idea about what it was | was
Basically actually working on! Eventually a chap called Dean
what we're Lester, now at Teque, thought semething up and there it
trying to was, we had Inlerphase

say is that Locking back at it now, I'd say the game is alnght, but it'd
all the stufi have been a lot better if I'd known what | was aiming at

we did before

we formed The
Assembly Ling
was crap — excepl
for my ones of coursa!

from the start. i was a bit absiract, perhaps = | know
Mirrarsofl are now a lot more wary of taking on games like this
It's & lot easier 1o sell something where anyone can easily grasp
whal's going on.

How to find out how you can get Inferphase cheap, flick to page 52!



E-MOTION

Andy: This was initially designed by a chap called John Dale who used 1o work with us. | think all that 'new
age’ stuff that surrounded it was basically due to the rather mellow graphics — we certainly didn't think of
it in those terms at all, It was a very minimalist game, and while all the reviews said, yes, here's
something that's complelely different, nobody seemed fo want 1o buy it
We tend io fit into that category a lot actually — of programmers who everybody talks about but
who never produce big hit games. | think it's because we've ohen tended to oul-weird even
ourselves — we're awara of it and we're trying nat 1o do it any mare. | think you'l find that all
our new stuff is much more accessible,

Adrian: The reason it looks ike it does is that | can't draw, and neither could John, so we
ray traced all the graphics. It really started off as a demo we did 1o impress people — things
like putting the bits of string in that tie the balls together we added because they looked
nice, not particularly because they contributed much to the game
Ricardo: | think the thing is thal these guys are technically brilliant programmers, but
having recently joined them | can see that they haven't always had the suppor in terms of
games development and style that they need - thal's hopefully samething | can bring fo the
leam. We have a great befief in 30 games and will continue daing them — perhaps because

the infinite number of views makes them so close to reality — but hopefully we'll be coming
up with maore accessible games using the same style

CYBERCON Il

Ricardo: Well, it's a very fast game, but that's not actually the
important thing. Too many 30 games are really liftle mare
than graphics demos with a plol tacked on - it's a trap
we've fallen imo ourselves - but here we've really
concenirated on the game side of things. Playing it is
actually a very infense exparience — atter a bit you
really gel to feeling you're in this place, and it can
get genuinely scary at times,
Andy: | think one thing we're proud of is that
we've not cheated at all in Cybercon, We've
made a conscious effort to get it all down to
earth and understandable, while at the same
time give people real value for money. We're
very aware of the fact that £25 is a Iot and we
really have to deliver at least £25 worth of
entariainment.
| think the only thing we're disappointed about is
that the front end is weak — we really wanied a
highly polished Psygnosis-style intro sequence, and
felt the game deserved it. Having said that though, we
haven't compromised at all with the actual gama.
This is the first product Ricarda has worked on with The
Aszembly Line, and he's brought a bot of role playing type
ideas to it which has been a real help. He's also really pushed
for us 1o Iry and create feelings of tension and atmosphese. Il's a
very emationally draining sor of a game - some Sequences can give
you a real feeling of vertigo, others, especially those featuring
tha Annihilator, our movie-style monster-that-just-
won'l-die — are ganuinely fightening.

VAXINE

Adrian: A lat of people had a lot of trouble with this — | think I'm the only
person I'va ever mel who can propery play it! What happened was |
wrote this ray traced thing, decided | wanted to generate sprites with it
and ended up with something that looked like Vaxine. | couldn't think
of what to do with it after that though, and it was only after John came

THE
FUTURE

Andy: We're doing a flight sim
with a big difference — which we

up with his idea for E-Mation that it began o turn into a game. We pul

to try and think of a purpose to the game play. | wouldn't really
racommend if a5 & way of working — to come up with something that
looks pretty and then add a game 1o it
Ricardo: | think it's somathing that did work as a shoot-'em-up, but
people don't seem 1o want to play it that way. It's ofien referred fo as a
puzzle game, but it's just Defender in 30 really. Once people get their
minds around that, they're often a lot happier with the game. Of course, it
doesn’t make getting to grips with the ‘slightly unusual' contrel movement
any gasier

How hurry to page 92 for the bargain of the century!

the strings in because they'd looked nice in E-Motion, but then we had

can't tell you about yet! - for
Disney Software, using Gouraud
shading, a very sophisticated
technigue for making objects appear
much maore solid and rounded which has
yat io appear in a game. You don't get sharp
linas between planes on a shape anymore, and
the resulis are just stunning.
Beyond that we've got ideas for, ooh, maybe 12 other projects. though we normally
only ke to have around three on the go al any one time. We've learmned a lot from
daing Cybercan as far as making the gameplay work, but that's really only the
beginning. And then, of course, Ricardo is threalening 1o take up programming again,
and show us all how it's really done, !
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Swift Microcomputers Ltd.

ﬁd 84 High Street North, Dunstable Bedfordshire, LU6 3HP. Tele: (0582) 476257/8

3.5 DS/DD AMIGA DEALS! PRINTERS

#1751 A 500 Computer with 1Mb Ram STAR
200 .o .£62.00 LE24 < 10,0 ciminnsirssinnsnsssnani 1 8000
200 . s 13200 2359 ! LC 200 COLOUR.................£215.00

5 25 DS!DD 0.5 Meg Ram £19.99 LG 24 = 200.....0 s ceiesininsii£285.00

50.... L.E11.50 {add £5 for CIOCk}
e Bl S External Drive £49.99 | ARCHIMEDES _
P00 i e SO FULL RANGE
HD DISKS CM8833 Mk2 CDTV
AMSTRAD
el £219 cacror e
INC LEAD LATEST DEALSI ALT 388 ........oooererrrrenennn £2030.00
DISK BOXES PC2086 HD/COL ................. £893.00
PC2086 SD/ICOL...................£599.00
TBGUCAP oo £4.10
OTHER TYPES &
FEBOCAP .....crvoroereeserenersrennns £4.50 SONY 3.5 DS/DD A e
52550 CAP......cceenreeninnireenen £5.00 BULK .40p 30MB H/CARD £159!
525 100 CAP ...oooovssorsssanssssensc £5.50
ATARI COMMODORE 3.5 DS/DD & BOXES
520ST - E DISCOVERY PK | Jamiga s00.. .£305.00| |25 disks + 40 CAP DOX ......vvvrrvveenee £13.75
£269
SCREEN GEMS 1MB...........£365.00
FAMILY CURRICULUM PK CLASS OF 90s....................£610.00 o EIIS-kS E L 000 90 e gl
£365 FIRST STEPS . es10.00] |100 disks + 80 cap box..................... £36.25
520ST - E TURBO PK A590 20MB H/DISK............£279.00| |150 disks + 80 cap box.................... £51.75
£315 1.5 MEG RAM .......................£85.00| |200 disks + 2 X 80 cap boxes......... £65.75
EXTERNAL DRIVE..........0.-£65.00| | 10848 MONITOR ool £245.00 P 4 i
- i::ngSTT. SRR Eitt CB4 N/MOVIES........... .£119.00 R ERCE N :
® Weaimiean ea30.00] |[AMIGA 1500;2[}00 500 disks + 5x80 cap boxes........... £155.25
- MEGAEILE ..o vornmiornnsonn SABO00]. AMIGA 2000 ..ooo. secssessonsaseenn GALL
= zg‘”j: MJSSH- cessmsss s i;g; Eg AMIGA 150.......ocovevrnreriener £650.00 NO QUIBBLE
1224 M o 4
U | e ) e e LIFETIME GUARANTEE
; P ORTROLG L i o SR OSMB HICARD =l 2 £499,00
w
. Call or send Cheques/Postal Orders to:
* -~ SWIFT MICROCOMPUTERS LTD
2 84 HIGH STREET NORTH, DUNSTABLE, BEDS. LU6 3HP -
o

Telephone (0582) 476257/8 Fax (0582) 476258
@ PRICES INCLUDE VAT AND DELIVERY. ADD £9.00 FOR NEXT DELIVERY




STAND-ALONE
500 COMPUTER

® 512K AMIGA £329.99
® TV MODULATOR FREE
® MOUSE CONTROLLER = FREE
PLUS! - FREE FROM SILICA

® ARCADE ACTION PACK . £229.78
® PHOTON PAINT 2.0 £89.95

AS01 RAM EXPANSION
SOFTWARE - ENTERTAINMENT
BART SIMPSON

CAPT PLANET & PLANETEERS
LEMMNIRGS

0999 ARCADE ACTION PACK
PHOTON PAINT 20
Hl.l!

PLUS! 16 NIGHTS FREE
I'NJ'I.!D-IL‘I' ACCOMMODATION

HEIF' CARTOON CLASSICS PACK |

HARDWARE: SOFTWARE - PRODUCTIVITY
S12K AMIGA 500 (32999 DELLXE PAMNT M
A520 TV MODULATOR FREE PLUS! FREE FROM SILICA

TOTAL RRP: C906.67
YOU SAVE: £50767

- £399

SILICA PRICE - INC VBT « FREE DELIVERY

fnm
ek

TOTAL RRP: 1649.72
YOU SAVE: £320.72

SILICA PRICE: £329
 PLUS! FREE HOLIDAY ACCOMMODATION )

£329

SILICA PRICE - IHCLI.II:FES WAT + FREE DELIVERY

FREE!

FHOM SILICA
WITH EVERY

AMIGA

(TOTAL FREE PACKAGE)

The new Arcade Action Games Pack is THE
software compendium for Amiga owners, featuri
ten lop litles with a E::hﬂhdmmll typas
gamas for you o enjoy, tithe is in
MMphﬂhmﬁmamﬂrmmwul
instructions. The Arcade Action Pack is FREE!

(FREET) . £219.78

(FREE! SHSaes sntace

FREE! &= 0w,

Every Amiga 500 from Silica Systems comes with a FREE
Photon Paint 2.0 (RRP £89.95), one of the most advanced
art packages avasable for the Amiga. With it, you will be
able 1o harness the extracrdinary graphics power of the
Amiga and produce inspirational

pictures in minutes. Wilth 4096
colours, your pectures will reach life-
like appearance. These can be
animated in real-time using & vast
range of graphical effects, including
blending colours and -:hlherm-g
stencils, shadowing,

W

conlour mapping and £89.95 ‘
surfate mapping

_ SILICA SYSTEMS OFFER YOU

EmmmmmwﬂhaFHEE?zpaRm
colour brochure with accommodation
1o stay up 1o 16 nights in one
huuhmmulnwu]m
accommodation FREE (you —

ARCADE ACTION PACK - £229.78:

Asterix - By Cokiel Vision £24.99
Chess Player 2150 - sy cP sotware . £24.95
Orivin' Force - &y Digiral Magic £24.95
Live & Let Die - sy Eiite £19.99
Onslaught - 8y Hewson £24.99
Pipe Mania - 8y Empire Software £2499
Rick Dangerous - 8y Firebira £2499
Rock ‘n' Roll - 8y Rainbow Ass £19.99
Skweek - By us Gaoi £19.99

Trivial Pursuit - 8y Domark

ART PACKAGE - £89.95:
Photon Paint 2.0 - By Microtiusions

£19.95

£89.95
TOTAL RRP: £319.73

$320

FREE!

WORTH
NEARLY:

MAIL I:IHIEH

® PAYMENT: By cash, chegue and all major credit cards

® FREE OVERNIGHT COURIEA DELIVERY: On all hardware orders shepped in ihe UK
® TECHNICAL SUPPORT MELPLINE: Team of Amiga techrical axperis af your service
® PRICE MATCH: We nosmally madch competilons on a "Same produect - Same price’’ basis
® ESTABLISHED 12 YEARS: Proven irack record in professionsl computer sales

® BUSINESS + EDUCATION + GOVERNMENT; Volume discounts avalabie for laige orders
® SHOWROOMS: Demonsiration and trasning faclties al our London & Sidcup branches

® THE FULL STOCK RANGE: All ol your Amigd requetements from ane supplier

® FREE CATALOGUES: Will be maded [0 you with olfers and software/peripheral details

[ | Betore you decice when 10 Buy your Aew Amigd COmpualer, we BUGQest yOu IRink very carehally about
WHERE you bay il Consider what it will be lile a few months alled Buying vouwt Amiga, when you may
mgaste additicnal pehpherads of soffwads, o hedp Bnd Bivice willi your new purchass. And, will s

Company you buy Inom contic! you with details of new products? Al Siica Sysiems, we andune that
you will hawn morheng b worty aboul. We Rave besn sstsblished ko over 12 yaafs and. wilh our unrvad
2 Snpa e ard EEDETIG, W CAR F0w CLEST I MabEl Gl CuEAITSE IBguinemeents with an uncersian-
deng which (s second 1o none. Bul Gon' just tike our word for it Complabe and netuen (e Coupan ntw
lev our Letesl Fres lSeralune and began 1o experience the “"Silkca Systems Service'

Oedee Lican Opan Mon-Sat 000w
LOMDON SHOP: 52
Opsning Fous UpsBa 1.304%-4

LONDON (SELFRIDGES):

Opsnsg Hours  Men-Sa 030

SII:EI.IP SHOP:

Cpmring Houry

l Mrkra M s netlials

| Agdress

I Posicods

Is1 Flmr 388 I:r-1u-'|: Elqul Londan, W1A 1AB

1-4 1h-t Mm, Harn:rlw P.u Sidcup ml DA
Bon- far §COam 5§ Sps Frafay wni
T e T—

Which computen(s), il any, do you own?
. - . . . . . . -
DEOH  Abearinad pruie. fosd inpei Sumiarsn Sy sharge s

e e — ﬁ
-4 fhe HM Halhg'lﬁl Rl:l Sl[kup mr Dana il:l:( 'ﬁ'l Him'l

Tutltnhirn Cu:lurt Fl-:-ad Lnnmr WIP 0Ba '[.I H?‘I-Slﬂ 4000
Oops Lutw Kght  Thmuiay unisl Bpe Far Moo OF-330 6730
Tel: 071-629 1234

Trsartatiry ustel e A tor watwenane W4

Surnamae

Tal

e T T

PLUS! FREE HOLIDAY ACCOMMODATION
d

.mx Ht m:m m'l'
1- X0 00

" Sibca Systems Ltd, Dept AMPOW-0891-60, 1-4 The Mews, Hatherley Rd, Sidcup, Kenf, DAT4 40X

| [PLEASE SEND FREE AMIGA COLOUR CATALOGUE ||

=)
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FILM CONVERSION SPECIAL

ZEN AND
THE ART
OF FILM

AUGUST 1991

AMIGA POWER

©

WHY CONVERT A FILM IN
THE FIRST PLACE?

The answer to this one's sasy. it's money,
ism't it? With a strong film licence to tackle,
not only do you get all the gigantic
publicity of the film = not to mention that
generated by the rest of the associated
merchandise — boosting your game in the
eyes of the punters, you also gel a
strongly identifiable image mums and
grannies are far more likely to pick up as
prasants than any coin-op basaed title (and
cartainly any onginal game). Provided the
film's a hit — and that's a big nsk — this
really can be a licence lo print money.
Movies have international appeal too -
perhaps mora than any other medium -
which {as they say) can't hur

HOW LONG DO YOU GET
TO DO IT?

It all depends on the film. If your software
company has picked up the licence to an
oldie — a movie thal's been around for a
few years — you've gol yourself a bt maore
flexibility. Domark tend to do one Bond
game a year — every other one it’s a tie-in
with the release of a new film (and so
simply has 1o be finished in fime fo hit the
shops when 007 fever is af its peak) but
for the other game there's less of a rush

This tends to be a back catalogue
product = The Spy Who Loved Me most
recantly — and because the release
deesn't really have 1o bie in with anything
in particular the programmers gel a lot
longer to concentrale on the actual game.
(Hurrahl}) Wel go into how much time you
get for a current film in a moment

HOW DO YOU DECIDE
WHICH BITS OF THE FILM
TO PUT IN THE GAME?

There are two basic schools of thought on
this. There's the let's-stick-together-a-
senes-of-sub-games-where-each-one-
llustrales-an-importani-scena-from-the-
movie idea - perhaps typified by Ocean’s
ultra-successful Batman - and then there's
the single-game-mechanic-adapted-10-iry-
and-fit-all-the-aspects-of-the-film

approach, as seen in, say, Licence To Kill
Baoth have their upsides and of course
thair downsides.

With the Qcean approach, you
certainly manage 1o give the imprassion
the game player is getting a lot for his
maoney = Look! It's almost the same as
buying four diffierent games! - and get a
good chance to remain faithful to the plot
of the movie, However, these games can
have a very disjointed feel, with none of
the individual sub-games providing a great
deal of challenge or satisfaction on fheir
own, Something like Ghostbusters [l falls
apart totally on this front

The Domark-style approach has its
problems foo. While you do get the chance
{0 properfy develop a single game style,
attempts 1o link it all in with what actually
happaned in the movie can look
increasingly desperate. Licence To Kil
went for a vertically scrolling ook which
was fine at represanting certain action
scenes, but had no chance at all of coping
with plenty of other impariant movie
moments thal just refused 1o fit into that
format. The solution? They were ignored

HOW IMPORTANT IS
CHARACTER?

Very important indeed, we'd say -
probably a lot more important than any of
the actual events in the film per sa. (If you
don't believe us, just think about the
upcaming Terminator Il game for &
moment —it's the idea of this big,
unstoppable robot Amie that sticks in
your mind, not any of the actual plot
twists, which you probably don’t know
anything about anyway)

US Gold's Moonwalker is the perfect
gxample of where trying to stick with
accurately rapresanting a film can cause
problems. Compare it = with its two
characterless puzzle game-style
overhead-view maze chase-arounds,
acceplable Op Wolf sequence and giant
robot ending — 1o the Sega arcade game
(and Megadrive conversion) of the same
name. The big problem - well, one big
prablem — with the US Gold gamea is that

Fergus McGovern of Probe - arcade and
film converters extraordinaire.

you hardly ever see the Michael Jackson
characler. In one scena he's in the form of
a giam rabbit on a motorbike, in another
he's a car, in a third he's got his back to us
and in the last he's a giant rebot.

(On the other hand, Sega's coin-op
puls a nicely represenied Michael Jackson
on screen the whole time, yelling and
whooping and kicking his way through
some Raling Thunder-style beat-'"em-up
action. The game may not be so closealy
tied to actual events in the film, but it says
Michael Jackson' much more successiully
- and incidentally creates a much more
coherent game foa

It's a problem Domark's Bond games
sutfer from lo perhaps an even greater
degree, the most recent of which have put
007 in cars and boats and things so we
can hardly see him at all! (Even in the bried
scenes in Licence To Kill where he does
appear in parson it's in a very distancing
overhead view). It's an unfortunate
situation whera a conversion of an
average coin-op like Sly Spy Secrel
Agenf can say ‘007 to us far more loudly

than the real Bond, simply by viriue of the 3 .

fact thal the character’s visible on screen
all the tima.

Domark's John Kavanagh conceeds
the point: “Yes, | noticad it when my litle
nephews were playing Ocean's Robocop —

because he's there in
the middle
of the

ONVERSION

As a whole new crop of big name film conversions limber up for the chance to
grab big wodges of your pocket money this Christmas, Matt Bielby asks some
pertinent questions. Like how do you go about converting a film? Why do people
bother? And why on earth do so many of them turn out to be completely crap?

screen all the time, you can shout at ham,
falk to him and it all becomes much mare
personal. It's something I've been very
awara of with a new (currently untitled)
Bond game we're warking on, initially for
the Sega Master System, though it might
come over 1o the Amiga. It's not based on
any particular film, but is more a ganeric
James Bond game - it's a sideways
viewed shoot-'em-up a bit like Raling
Thunder, animated in the Prnce Of Persia
style. In fact, imagine 007 meets Prince Of
Persia and you're hall way thera.'

Ah yes, thal sounds much more promising.

HOW DO YOU DO A FILM
CONVERSION IF THE
FILM YOU'RE TRYING TO
CONVERT DOESN'T EVEN
EXIST YET?

Well, you've got
problems, haven't
you? You've got
1 live with
them though -
this s exactly
the situation that
happens with
mos! of tha film-
based games.
Remember,



release dates for both film and game have
{0 be near-as-possible the same, and that
means bolh mediums have io be
developad side by side. For a brief
rundown of the processes you have 1o go
through, here's Fergus McGovern of
Probe - the example we're using is current
{op-secrel project Alfen Il

Step 1
Whial usually happens first — and this is
cartainly the way it's worked with the new

Aligr game = is that we get sent a film
script. That's all = no pictures, no
llustrations, nothing etse at all. This will
arrivee a minimum of six months and a
maximum of, say, a year before the game
15 meant o be released ~ il's gol to be
finished so it can be tied in with the big
pubdicity that surrounds the cinema
redease of a film, after all

Step 2

Wa take five photocopies of the basic
script, | keap one, and copies go to Jo
Bonar and Meil Young (the two producers

herg}, o '!r'l_-': F-J'.l-:'l'l.-li IZI”.'.IGI.-II"II'I'IF-.'T anaiar
graphic artist and — perhaps most
importantly — to an independent
sloryboard reader. The chap we use s
actually a local English teacher, and he
does a kot of the donkey work breaking
down the scrpl for us
First he produces a 1000 word

summary of the film, including all the key
alamenis, so we can all easily see whal
the movie's about at a glance - film scripls
are long things, you know, and 1ake some
wading through! Then hel da us a
separate sheet detailing all the characters

he'll describe them (in as much as he's
able 1o fram the scrpl], pick oul all their
visible character traits and personalities
He's very good at this —when we
evantually get 1o see the film (which may
nat be untl after the game comes outl)
you can tell that he's been gatting it right
ning times oul of 10

The third sheet he does for us

describes all the locations found in the film
5o we know what to aim for as far as
settings are concernad, and than last he

FILM CONVERSION SPECIAL

describes the technology used. Do people
use guns of knives? What's the transport
lie? This sart of thing — he may make
suggestions that we look al other iims or
comics or whalever to get an idea about
what he's on about, For this project wa've
been loaking at the two existing Alien films
and the Alens spin-olf comics for ideas
and simply a sense of atmosphera.’

Step 3

‘We'll then usa all this infarmation to come
up with a basic draft of the games design,
which we'll send to the publisher — in this
case Mirrorsoft. With Alien il the person
we're dealing with is Tony Beckwith, and
he'll add his awn ideas 1o the ones wa've
thaught of

Step 4

‘Because wa're doing two versions of Alfen
1il, things split prefty naturally here, Jois
mara into action games, 50 he seamed a
natural o take charge of that version,

while Meil is much more info adventures-
style products. The two of them come up =

12 FAMOUS FILM CONVERSIONS -

WHAT WENT RIGHT (AND WHERE THEY WENT WRONG)

The Spy Who Loved Me: you hardly ever
get to see this chap at all in the game!

ROBOCOP 2
Publisher: Ocaan
Programmers: Special FiX
Released: Chrisimas 1380

Robocop & relentiess horizontally scrolling action.

In 2 nutshell: You can't deny that this has better graphics
and rather more variety than Ocean's original smash hit
Robocop game, but it smacks uncomfortably of a
programming-by-numbers job all the same. Occasionally
twitchy controls and an offputting lack of restart points
make progress less of a joy than it should be - this is,
without a shadow of a doubt, a very tough game - and
though presentation is good and slick, the highly
relentless, samey nature gets wearing after a while. Certain
podnts in the game prove almost iImpossible (o pass
consistently and see most players teanng their hair out in a
nasty sort of frustration. Great sound though, and a very
professional polished look - Special FX normally do a
good programming job, and this is no exception

Looking backwards: Colin Gordon s project manager at
Ocean, and worked on Robo £ 'There were actually lots
of versions of this game. A chap called Andrew Deakin
here did the Speccy’Amstrad game design, Painting By
Numbers came up with a totally different platform game
style that made it onto the Nintendo and C64, while
Special FX came up with a more clunky, robotic feel for
thiz 16-bits. The Amiga version is the most violent ane, with
the shoot-"em-up aspect much more prominent - it's hard
to make arry hard and fast rules about it, but different
games desgns often tend to work better on different
machings. The sort of lighter, bouncy platform style that
looks s 9ood on the Nintendo doesn't seem quite
appropriate to the Amiga.’

PREDATOR 2
Publisher: Image Works
Programmers: Arc Developments
Released: May 1991

In a nutshell: Yery disappointingly, you can describe this
Tfilm conversion” in bwo words - Operation Wolf. Taking its
cue from the near future gang-war background to the film,
this four level shoot-"em-up sees you as a wire-frame
Danny Glover character blasting street gangs and drug
barons for much of the game. Lots of baddies alright, but
they all look and act much the same - and the Pred himself
doesn't turn up until very late in the game. Simpdy very
average, very seen-it-all-before, and sharing the movie's
disturbing tendency to make all the bad guys black (still,
the hero & too, 5o that's okay).

Looking backwards: Paul Walker & director at Arc
Developments: The Operation Wolfstyle game design was
suggested by Mirorsoft from the off, but we came up with
the detalls of the game design, The Predator himself

PFredator 2 intro: would you believe it's next stop Op Wolf?

doesn't appear in the early stages of the game because
that's the way it worked in the flm - we were trying ko
remain faithful to the source to some degree, but it turned
out we were the only ones! 20th Century Fox actually
started making some of their own suggestions for the game
which included stuff that just doesn't appear in the film! At
one stage they wanted fountains in the background which,
when shot, splashed water on the Predator revealing
wihere he was - goodness knows where they got that idea
fram, it certaindy wasn't in the movie! Thinking about it now
I'm not sure the Op Waoltstyle was such a good idea - it's
been done 50 many times before.”

BACK TO THE FUTURE

PART 3

Publisher: Image Works
Programmers: Probe Software
Released: Apnl 1991

In a nutshell: A bit limited and thin perhaps, but after the
utter disaster of the first two Back To The Future sames this
caused huge sighs of relief all round. Built up, in traditional
film conversion style, out of a series of sub-games based
on suitable action scenes from the movie, we get an Op
Wolf style shooting gallery, an isometric 3D pie-plate
throwing affair, two versions of a horse-back chase/shoot-
‘em-up at the beginning, and a running-along-the-top-of-a-
moving-train conclusion. This last bit is particularty
thrillingfrustrating, but things keep to a consistent skightly-
crap-but-good-fun-all-the-same standard throughout -
even the normally-tricky-to-animate horses from the first
bit look good. Lightweight but amusing, just like the movie.
Looking backwards: Jo Bonar of Probe was producer of
the project: "We hadn't seen the film at the time, but we
knew it was a western and had a copy of the script, 50 we
plcked scenes from the film that sounded good and
interpretated them with a good deal of artistic licence. We
added baddies to the apening sequence with the horses
for instance - they're not in the film - and turned a very
brief pie-plate throwing moment into an entire sub-d4ame
I'm particudarly pleased that our shooting gallery bit, which
ended up much like the film sequence
| think maybe why this game waorked better than the

other Back To The Futures is that it had a consistent theme

the Western one - which they lacked. BTTFE was all over
the place - like the film - and too confusing, while the first
ane just plain wasn't any good’

HIMOd YOINY
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Predator ¥ classic shoot-'em-up movie,
classic shoot-'em-up game.

with the core elements of their various
games, phone the programmers they
decide they want for the job, talk it throuwgh
with them and see if the basic idea is
feasibla, and then the two games will start
1o evolve in different directions. They'll
evolve a Il too — 1o be honest, it's very
rare that an ariginal spec for a game will
furn out anything like the finished product
at alll

Slep 5

‘The thing most people find really odd is
that we've often never sean the film we're
trying 1o reproduce the whole time we'ra
working on the game versions. With
something like Alten N it's nol quile as bad
as it can be, because we've got the first
two films to give us the general idea, and
will get still pholographs and perhaps a
faw skatches from the film company
during producticn

‘One nice thing that sometimes happens is
that you get to visit the film set and see
how things are doing. About half way
through Aligns I we went 1o Pinewood
whera they'ra filming it, saw the
technology and the settings and whal the
characters look hke — the Aliens
themselves are really scary, until you

touch them and discover they're made of
plastic! = and get a real feel for the film
We actually go1 to see a lol of the stuff
we'd up until then only been visualising in
our heads, and thal helped out a

great deal

Step 6

‘And then, of course, the game gels
finished and the film comes out, Of course,
with Alens I we're only half way through
the project, and while they've finished the
principle shooting an the film it's not been
edied or anything y&l, so we can't really
fell yet how they compara = both are due
around Easter next year, 50 it could be a
long time belore any of us can 1l

HOW DO YOU MAMNAGE
TO MAKE ONE GAME
APPEAL TO PEOPLE ALL
AROUND THE WORLD?

You don't = or rather, you have a ol of
trouble doing it. Quite often, different
computer formats end up with 1atally
different games, even though theyre all
packaged and sold as the same. Check
out Robocop I for instance (ses Robocop

I'box} and it's going 10 be a similar
situation with Rabocop I - while Probe
Software in Croydon are working on the B-
bit incamations, Ocean have a very
different (and by all accounts very
impressive) solid 30 version being put
together for the larger machines
Al this is a bit haphazard thowgh -
increasingly, software houses are aiming
to get at least two version of the same
licence ready to be sold side by side. i
worked for US Gold Lucasfilm with their
two versions of Indiana Jones Ang The
Last Crusade (see box), and a similar split
is being used for both The Godfather
games and Alen Il

Here's Fergus McGovern of Probe
again, commenting on his two versions of
Mirrorsolt's Alisn Il - *It used to ba tha
someone like Mirrorsoft would just get the
ficence to a film property in Europe, but
now they lend 10 acquire he warld wide
rights, 50 it's muwch maore important io them
that game design is right — there's even
more money al stake than before! Mare
specifically, they've got 1o make sure that
the property performs to the best of its
abilibes across all computer formats and
all territories, and it's fairly clear that that's
a pretty tough order for any one game.

BATMAN
Publishers: Ccean
Programmers: In-house
Released: Christmas 1989

In a nutshell: By common consent, the best arcade-style
maovie conversion yet, and as good a representation as any
of the (now perhaps over-familiar) Ocean way of doing
film licences. Batman starts and finishes with massive, eight.
wary scrolling platform shoot-"em-ups, the Blonie
Commando-like use of the bat-rope to swing around on
adding a degree of character. These form the meat of the
game, but the middie section isn't to be sniffed at either -
two into-the-screen driving sections separated by a brief
puzzie screen. Throwshout graphics are suitable dark and
moody, everything is executed well, and the timing was
perfect — Batman (the game) rode in on the crest of the
biggest buzz about a film in years

Looking backwards: Colin Gordon of Ocean: "At Ocean
the general feeling was that we couldn't 9o wrong with
this one - for & start, the film was such a hit, but | think we
knew we had a winner in the game too. | think the reason
It was s0 special is that people perceived the game as
being good value - it was like having fowr indivdual full
price games all in the one box. Though youw might think it
quite an easy film to convert, we still found there was
quite & kot of planning to do on it = there are all sorts of
sequences we toyed with but never included in the game
At one point we were even thinking about doing a
vertically scrolling shoot-"em-up in the Xenon £ mould - it
would have involved the Batwing attacking the Joker at
the parade - but I'm glad we dropped it. The into-the-
screen Batwing sequence we went with in the end was far
more distinctive.’

SwingalongaBats: distinctive platforming from Ocean hit.

INDIANA JONES AND THE
LAST CRUSADE

(ADVENTURE)

Publishers: Lucasfim (US Gold)
Programmers: Ron Gilbert and Lucasfilm Games
Released: Mid 1383

In a nutshell: There were two Indiana Jones And The Last
Crusade games - a perfectly decent arcade-style platform
ramp put together by Tiertex and well worth a look in its
own right, and then this, Lucasfilm's point-and-click
adventure extravaganza. ln many ways this points one way
to the future for film licences — with single companies now
starting to controld the world rights to big films, at least two
versions of the same film now look like being a Good Idea
There's the more sophisticated, cerebral approach for PC
and older 14-bit owners, and the B-bit'console’ arcade
style game for the rest of ws. It's a route a number of

pecple are taking at the moment, not least US Gold with
their forthcoming God¥ather action’ adventure
games.There's not much more to say here, really — ingy
And The Last Crusade remains not only one of the best
film-based games, but one of the best games of any type
A joy

Looking backwards: Mike Wilding is Project Manager at US
Gold: "Well, obviously this was put together by Lucasfilm in
the States, but unusually they'd send us demo versions and
Ak s to comment on it - particularly on the manual and
some of the interactive stuff. It was very good and open of
them really, and we were happy to help. Guite how much
it really helped the game I'm not sure - after all, Lucasfilm
kniow what they're doing - but it was nice 1o be asked.’

Hmm. llri:s aren't the high ml of Indy the adventure.

TOTAL RECALL
Publishers: Qcean
Programmers: In-house
Released: Early 1991

Odd cartoon-like sprites in the disappointing Total Recall.

In a nutshell: The point where the Ocean hit machine
suddenly starts to look a little bit shaky. The cartoony, big-
headed graphics are unusual, the horizontally scrolling
driving sequences are generally poor, and while it all hanas
together fairly well in a brainless platform shoot-'em-up
sort of a way, it represents the non-stop-pace and
constant pulling-the-rug-cut-from-under-your-feet plot
twists of the movie not at all. Unfriendly controls too, Not
so much poor as just very formulaic and very, very average
Looking backwards: Colin Gordon at Ocean: This one had
a bit of a troubled history. Active Minds, a Manchester-
based programming qroup, submitted a good game design
and they started work on the project, but as things
progressed it became clear that they were slipping quite a
lang way from the original concept, not to mention going
late. In the end the project was finished in-house, and
ended up rather more of a8 compromise than we would
have liked - it wasn't bad, but the game could have been
an awful lot better. Originally it was going to have rather
more depth than we ended up with — one nice idea we
never implemented was having the action freeze and then
retreat from you unti it was revealed that somecne was
watching the whole proceedings on a monitor, Then the
picture would expand again, un-freeze itself, and you'd be
back in the action - it helped create the feeling of
parancia and that nothing was what it seemed that
permeated the film.”



‘Because of that, we decided with this
new Alien that we needed to do two sors
of game — an arcade-style action game,
and a more sophisticated 30D arcade
adventure/strateqy product. The secand
one is kooking very exciting. While | can't
tell you much about it, but the atmosphere
i= much maoré like tha first film than the
second, so there's going 1o be lots of that
very tense walking around cormidors stuff,
never knowing quite whal you're going to
find around the naxt corner - or above you
or behind you for that matter! The idea that
you can come up with a 3D game of the
same sor of quality as, say, Cybercon Il -
but with Aliens in! = i5 very exciting
indeed!'

WHAT HAPPENS IF THE
FILM PEOPLE CHANGE

THE STORY AND DON'T
TELL YOou?

This can be a real problem when you're
frying to make a game out of a film that
doesn't even axist yel! One classic
axample i5 with Ocean’s Nightbread. Colin
Gardon of Ocean explains: Despite the
fact thal we had quite closa thies with the
director Clive Barker and the mavia in

general, this proved a difficult project. it
was quite a risk lor Ocean to take it on at
all = the whole idea sounded great on
paper, but it was never very clear how
much the finished product was meant 1o
be a horror film, how much it was an
action adventure, and how much weight all
this miystic and'or psychological stuff
should hawve

In many ways the ideas behind it
were a bit loo complicated and invalved to
transfer to the acfion game format at all - |
actually think the less well known
mteraciive movie Yersion was mode Cll a
success, since it could reflect events of the
film more clearly and put you right inta the
main character’s shoes

‘The real problem, though, was not
only did we have a very complicated story,
with a number of differant elements, we
also had a plot that kept changing. The
goalposis seemed 1o be moving all the
time. For instance, in the script the local
sheriff and his men were made oufto be a
bunch of neo-Nazis called The Sons Of
The Free or something — and thal's how
we depicted them — while in the film they
just come across as a bunch of rednecks
(sea MNighibreed box). Worse, we have
chief baddy Doctor Decker/The Mask die

FILM CONVERSION SPECIAL

at the end, but the film put in a son of twist
ending where he comes back 1o life again
right al the end which we knew nothing
about! Thus the game and the film have
totalty different endings, which isn't exactly
an ideal situation,

HOW MUCH ARTISTIC
LICENCE CAN YOU
TAKE?

Mow this is a tricky one - as a game
developer you're obviously caught
batween two stools. On the one hand
you're doing your best 1o make a good,
playable, satisfying game aof the thing,
while on the other you've got 10 represent
the film properly (nol o mention gat
everything approved by the powers that be
at the software house that's going to
publish the game, the film company wha
own the onginal property, and even
increasingly — the agents of the main
actors who star in the filmf)

When working on Back To The
Future Part Ill, Jo Bonar of Probe played
fast and loose with the actual plot of the
film. "W found we coubkd make all sorts of
minor changes fo the storyline in Back To
The Future Part Ill," he explained, "and

nobody would mind. They certainty helped
add to the game

‘On a subthe - well, fairly sublle! -
level we made the two train drivers Marty
and Doc encounter in
the speeding
loca
SeqUEnce
much mara
aggressive
than the two
rather passive
blokes who
appear n the
film, simply 1o
add drama
That was the
least of it
thaugh -
mare -3

THE UNTOUCHABLES
Publishers: Ocean

Programmers: In-house

Released: Christmas 1983

Warehouse shoot-"em-up from early in The Untouchables.

In & nutshell: The episadic nature of the film makes it less
of an obvious candidate for computerisation than some of
Ocean's efforts, resulting in a rather different style of same
Built up from six very different stages (though all could
broadly be described as shoot-"em-ups in one way of
another) and lacking distinctive comic book-style
characters (set in '30s Chicago, it's populated by lots of
men in raincoats and trilbies), it's perhaps not very well
focused, but it does make a brave attempt at representing
all the action scenes from the film, incorporating some
sicleways scrollers, some Operation Wolfstyle scenes, and
an interesting overhead viewed bit

Looking backwards: Colin Gordon of Ocean: 'This was all
done in house, with an awful lot of people working on it
In & very structured way. When you watch the film certain
sCenes stick in your mind, and we tried to recreate all of
those, which is why there are so many different sections.
One of the advantages of doing an older film like this is
that there's less of a risk that your game i 9oing to come
out nothing like the film - we had videos of the movie
around that everyoody could watch, | think we did a
successiul job on ths one, considenng the constraints - |
don't think voull ever get what you could really call
innavative software cut of film conversions, but you can
still get good, characterful action games, You've always 9ot
to have a good quy and a bad buy and stick to a pre-set
look and events, but within those constraints there's a lot
you Can do’

MOONWALKER

Publisher: US Goid

Programmers: Emerald Software, now defunct
Release: Chrisimas 1389

In a nutshell: Oh - as they say — dear. It's hard to know
where to begin with this one really - the dreadful fantasy
film-cum-Michael Jackson promotional vehicle that it's
based on doesn't do the programmers any favours, it's
trug, but they've decided to try and stay true to the movie,
rather than junk much of the plot and concentrate on
building a good game arcund the Michael lackson
character, and that has to be a mistake. Two very sparse
locking overhead scrolling chase things, an odd Op Wolf
lookalike and, erm, another thing don't a great game
make. In retrospect, they'd have been better junking
faithfulness to the film and going for a strakght action game
(a la the excellent Sega Megadrive Moonwalker version)

Early chase sequence from Moonwalker: where's Michael?

Looking backward: Mike Wilding of US Gold: °If you take
the songs away, the film breaks down into a number of
simple sequences, and we just took what we felt were the
strongest of these and converted them over. One problem
we encountered was that the film people were very keen
we didn't portray Michael Jackson in a more violent light
than he Is in the film, so he wasn't allowed to kill anyone in
the early levels - that’s why they took on that overhead
view puzzle aspect. Only when they got to the Club 30s
sequence - when he does kill one person in the film -
were we allowed to introduce a shoot-"em-up element. OF
course, by the end of the movie he's blasting pecple
down left, right and centre, 0 no problem.”

NIGHTBREED
Publishers: Ocean -
Programmers: Painting By Numbers
Released: Late 15390

In a nutshell: Despite Ocean's unusually close ties to the
film — & heavily made-up Gary Bracey actually appears in a
crowd scene as a monster! — the action game, lke the film,
tended towards the poor side of, erm, ‘poor’. Abandoning
Ocean's usual lots-of-different-levels approach, the odd
running-arcund-a-mag-and-trying-to-deal-with-the-
creatures-you-find design fails to work because a) as in the
film, you're not quite sure whether you're meant to think
of the monsters as good quys or bad quys, confusing
matters, and b} it's a bit intrinsically crap anmyway

Locking backwards: Colin Gordon of Ocean: ‘There were
originally meant to be three versions of this - the action
game, & sort of Cinemaware-style interactive movie and the
role playing game, though in the end anly the first two
came out. | think some of the flaws of the action game
certainly are the flaws of the movie - in the script, the
Chief Of Police and his men were described as a bunch of
nea-Maris, and that's how we portrayed them, but in the
film they just came across as a bunch of stupid rednecks
who had some mysterious supply of military-style quns, The
whole thing about whether the monsters were good quys
or bad guys sounds very Intriguing on paper, but when you
actually get down to making a same of the idea it doesn't
quite work — in the end, the monsters and the rednecks
both appeared as baddies for Boone, the hera, to get
past, and it all got rather confusing.

That's why | think many people prefer the interactive
mavie version — it's easier o portray a complicated movie,
or one that works on a number of levels, In this way.'

!
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Mm, nice haircut: Nightbreed - the interactive movie. 0
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@ Ghostbusters [k this scene hardly appears in the movie.

outragecusly we utterly made up a whole
host of baddies who atiack the Doc in the
firs1 part of the game! None of them
appear at all in iha film = goodness knows
where they came from! To be honast, that
runaway buckboard sequence sounded

very exciting in the film script when we first

planned the game, S0 we were a bil
surprised to see the movie and find it
hardly lasted any time at all

The nice thing was that the film
company were suggesting things we could
do with the game all the time - making
such a big deal of the pie-plate throwing
sequences was their idea, for instance,
and it worked
wedl, The
problem in

computer games terms with Marty McFly
is that he's a totally non-viclent character,
50 you canl have him shooting anybody.
The pée plates were ideal - violenl, yel nol
violent at the sama time. Nobody at
Lucasfilm seemed 1o mind all the jokes we
incarporated into the shooting gallery
sequence edther, though | was slightly
disappointed when Steven Spielberg
rejected one of my ideas. | wanted to have
a little ET ride past the moon on a bicycle
at one point, but | guess he thought it was
100 sillyF
On the other hand, you can't muck around
with something so much that you
lose tha integrity of the product.
‘People have 1o believe in it
shil;” explains John
Kavanagh of The
Kremiin. ‘In The Spy
Who Loved Me we
could get away with
quite a lot - we
added a speed boat
chasa that doasn't
really appear in the
film, for instance, and

Turties unrelated

tumed the underwater sequence info a
son of Xemon If = but that worked
because i's acceptable within the concept
of Band. Much as we might have liked to,
we coubdn't have had a giant squid or
something come down and attack 007°s
Lotus - people would have just thought it
was sillyl’

S0 WHERE DOES THAT
LEAVE US?

Well, 1o be honest, I'm not really sure. s
cartainly clear that there'll always be good
or bad film conversions, just as there will
always be good or bad of any sort of
game. What does seem increasingly
abvious though is that as more and more
LIK companies find they're competing on
the much less forgiving world stage (not
just in cosy old Europe) it becomes mare
impartant than ever that they get the game
exacily right

One thing that seems almost
Inevitabde is that having two versions of
the same licence will becoma much mare
common — and will result in some very
good games. The high-end versions are
parhaps the most exciting — the patential

adventure as good as Monkey Island, or
an Aliens Il game as good as Cybercon
. are incradible, which makes it well
worth publishers while to provide the right
programmers with the time and support to
da it — something which has o be good
news for the games player

As far as the action games are
concerned, il seams clear (or al least, it
seems clear to us) that a) you've really got
1o have the main character from the film in
the centre of the screen the whaole fime for
identification’s sake alone, not hide him in
cars of rabbit sunts and b} that one
consistent game mechanic provides a far
more pleasing and cohesive game, oneg
that'll work on its own terms without the
film link bedng necessary at all, (After all,
film makers play fast and loose with novels
when thay transter them to their medium,
and it makes sense for gamas creataors to
do exactly the same in furn).

The challenge - this making
something that's a success in one medium
really work in another business - is a ot
clder than computer games, and at kast it
seems ike publishers and developers are
tackling it head on. Let's seftla back and
see whal they come up with, gh?

game and film

profits to be made from an Indy Jones

GHOSTBUSTERS 11
Publishers: Activision

Programmers: Fourshield, who more recently
complated Brat for Image Warks

Released: Christmas 1983

In a nutshell: Absolutely dire, and as clear an example as
you coutd possibly hope for of the potential dangers
you're up against doing film conversions. Quite clearty, the
putting-together-a-senes-of-limited-sub-games approach
just doesn't work - or at least, it doesn't when the sub-
games are as thin and limited as they are here. Sadly, this
faits to work as either a representation of the film (despite
the nice digitised pics "explanation’ pics that appear
between leveks, If you hadn't seen the movie you woulkdn't
have had the faintest idea what was going on) or as a
game in its own right - the scene the first sub-game was
based on (swinging on a rope down into a ghost infested
sewer) was all but cut from the film, while the rampaging
Statue OF Liberty from later on is spectacular, but gives vou
too litthe to do. The kst bit — an all out assault on the chief
ghost - imvolves some tricky climbing slowly down ropes
stuff (your weedy little Ghostbusters are apparently killed
by any drop of more than about three feet), meaning nine
times out of ten you're never going to get to the climax at
all. Lots (and lots) of disk swapping too make it not only
dull experience, but a frustrating one too. The current
groundswell of opinion in the AMIGA POWER office has it
that the game in fact provides a perfect reflection of the
movie = that was utterly crap too!

Looking backwards: Activision no longer exists in the form
it did then, leaving only programming team Foursfield to
provide any insight into the development of this game.,
Unfortunately they refused to comment at all

THE SPY WHO LOVED ME
Publisher: Domark

Programmeers: The Kramlhin

Released: Chrisimas 1930

In & nutshell: Licence To Kill aside, the only halfway decent
Bond game. Taking the Lotus-cum-submarine that was the
star of the film, and building a 5oy Hunter style vertically
scrofling shoot-'em-up around it, this game gets away from
the combination-of-thin-sub-games-adding-up-to-nothing-
very-much-at-all problem that bugs so many film
conversions. Occasional puzzie and Op Woltstyle
sequences spoll the continuity a bit, and the far-away-
from-the-action viewpoint prevents the Bond character
really coming through, but generally a successful game — if
one that that doesn't really try and reflects the bulk of the
mawie at all

Looking backwards: John Kavanash heads up The Kremlin,
Domark's in-house programming team: This was a very
successful game — the Bond stuff abways does well, and

The Spy Whe Loved Me: Spy Numier comes full circle.

temds to translate well onto compilations too. | quite like
the fact we came full circle with this one. Everyone
commented that the game was influenced by the Spy
Hunter coin-op, and yes, it was — what they didn't say was
that Spy Hunter was loosely based on the film The Spy
Who Loved Me in the first place, so it was sort of
poetic justice

When doing a film licence we like to concentrate on
just the one game mechanic - in this case a vertically
scrofling driving game — and base the game around it. I'm
not convinced by this lots-of-totally-different-sub-games
approach at all - you tend to get lots of little crap
seqments as opposed to a proper game.’

LICENCE TO KILL
Publisher: Domark
Programmers: The Kremlin
Released: Autumn 1983

Licence To Kilk Meat game, but where's Bond?

In a nutshell: James Bond hasn't been treated well by
computer games. In fact, they've generally been crap,
failing to capture the character, the outrageous action
sequences and the general feel of what have to be the
mast eminently convertible series of films of all time. This
one, cut up into six distinct vertically-scrolling parts
reflecting sequences from the film, plays well in a limited
sort of a way, but the viewpoint allows little Bond
character to come across, and the general ‘down Lo earth’
feel of the film makes the whole proceedings seem very
ordinary. Mot bad by any stretch of the imagination, but
one that falls to really capture the spirit of Bond.

Looking backwards: John Kavanagh of The Kremlin: ‘The
Bond people are very security conscious - | was allowed to
read a copy of the script, but | wasn't allowed to take one
with me. | guess that’s so that if | decided to sell the story
to the papers I'd have no evidence to back it up! We did
get lots of still photos of all the scenes though, and we
studied them in some depth - | think we got the look of
the movie spot on, Again, we decided on a single game
mechanic - another overhead view scroller - which
seemed to work for all the scenes we wanted to use. At
one point we toved with doing a horizontal scroller
instead, but Ocean have done 5o many of those 'm a bit
sick of them, and anyway, at the time the Speccy and
Amstrad were a lot more important than they are now and
since they don't work too well at horizantal scrolling that
had to be a consideration. If we tackled the game again it
might be different’



AMIGA 500 MAMMOTH
2 MEG UPGRADE

LATEST DESIGN INCORPORATES ‘CHIPMEN' OPTION AT NO EXTRA COST!

Increases cnmpmer memory from normal '/2 megabyte
fo 1 megabyte

Includes disable switch/incorporates high quality silver
coated pin conneclor

16 bit technology

Fit in minutes

Direct replacement of Commodore A501 expansion
Includes "CHIPMEM OPTION" - Phone for details
12 month warranty

In stock now!

Price includes VAT and post

and packing -.
Tel: 0582 491949 %I Ilé

BRITISH MADE

Send order with payment to:
WTS ELECTRONICS LTD, chaul End Lane, Luton, Beds LU4 8EZ
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REVIEWS

CONTINUED

Welcome the AMIGA POWER games review
section (Part Two). Budget games reviews
start on page 80, and our PD coverage on
page 85, but first let’s get on with the rest
of this month’s full price releases...

BRIGADE
COMMANDER

Publisher: Electronic Zoo
Authors: TTR Development
Price: £25 .99
Release: Out now

Brigade Commander is billed as 'a
new concept in computer wargaming', with
the following justification; it's played in real
time. It alsa comes with a built-in editor, as
seems to be the fashion these days, and a
whole range of ditterent seenarios. Hall of
these are supplied on the accompanying
Operation Desert Stormt data disk and are
based on the events of earlier this year, in
which four of the game's authors
apparently saw service,
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So what's all this about ‘real tima™?
Well, tragitionally, wargames are more or
less direct franscriptions of their paper-
based countenparts, meaning that each
side has to take it in turms 1o move and
attack. While you're doing that the
computer sits back and lets you get on
with it, and once you've finished you do
the same for the computer

Brigade Commander does away with

such courtesies. It's every man for himsetf,

s0 while you'ra sitting there wondering
whether to hide your tank division in the
forest or make a break for the coast, the
computer's units have very likely
outflanked it and wiped it off the face of
the earth. (The basts.) It's a system that
works very well, and adds an elament of

Publisher: Lankhor

Price: £25.99

Authors: D Sablons, Sylvian
(script). A Bescond (sound)
Release: Oul now

h-oh, it's a graphical

adveniure from some people

who have absolutely nothing
to do with Lucasfilm! The temptation
is to kick off with lots of unfavourable
comparisons with a certain The
Secrel of Monkey Island, but I'll try
and resist it. Better not to get bogged
down in & compare and conftrast
syndrome, but give this French yarn a
fair hearing in its own right.

As with all point and click
‘thrillers’ the plot is nigh impossible
to avoid, so | may as well start with
that. You play a leisurely sealarer
skipping around the Indian Ocean in
the early 1950s. All's going
swimmingly until you stop off at
(surprise, surprise!) Maupiti Island for

locals don't take kindly to nosy beggars.

urgency 1o what is undoubledly the mast
baoring sor of game of all

In fact, the whole thrust (if vou will) of
this game is one of streamlining and
simplifying. Most of the game’s operations
have baen cut down 1o reduce the amount
of time you have o spend faffing about
with lists of numbers. Clicking on a hex -
the map is built up from these - brings up
a list of the friendly units on it, along with a
list of of the actions they can perorm. if
you want lo move some of them, for
exampha, click on the redevant unils, select
Mave and then trace oul the path you'd
like them to follow. Attacking is similarty
straightforward. Underneath this apparent
simplicity, however, are enough complex
stralegeas and options fo keep the mast
hardened of pros happy. All the usual
types of unit are catered for (and you can,
of course, design your own) aleng with
such obscurities as mine-laying and
cargo-canying

It's nice to see s0 much thought being
put info a wargame - they're usually just
endless rehashes of existing games. The
resull is something which deserves a

BRIGADE COMMANDER + MAUPITI ISLAND + PROFLIGHT

much wider audience than it's likely 1o get
Call it blasphemy, but | reckon if they put a
bit more work into the presentation they
might even sall a few copies.

{Mow please — don't make ma review
any mare of the blooming things.) =
JONATHAN DAVIES

THE BOTTOM LINE

On the surface just another wargame, but

PROFLIGHT

Publisher: Hi Scft
Author: Nick Brown
Price: £39.95
Release: Out now

As aven il's manual points out,
ProFlight is hardly the mos! innovative
game ever, i's a flight sim, and in all

for a refreshing change. One
meg only though, and the
graphics are (as ever) crap.

Unusual, atmospheric and just a little bit

a cool shandy and get yoursel!
embroiled (surprise, even-more-
surpriset) in all sorts of intrigue.

The first thing you discover is
that some poor girl's been kidnapped.
Naturally, being the adventurous type,
you get straight down to a spol of
detective work, exploring the locality
and interviewing the dozen or so
inhabitants of the island. You
discover the usual group of suspects
- mad communists, raving
homosexuals, gorgeous housemaids,

Mh*hmm.ﬂmmﬂ:hh’-ﬂ”-ﬁ

UPITI

disillusioned young men from Europe
and, of course, the obligatory
mysterious old fisherman,

There's not too much searching
te be done, since at least one of these
bonkers characters shows up at every
turn. Interaction is good though - you
can talk to them by picking any one of
about twenty questions, you can
follow them, you can bribe them, you
can even indulge yoursell and give
them a good old fashioned beating.
We wouldn't recommend it though -
the latter option might be a lot of fun,
but you're running & huge risk of
ending up with the contents of your
head plastered all over some bar-
room wall. As you might expect,
Maupiti Island falls short of a five star
rating in the hospitality stakes.

It all sounds suitably Intriguing,
doesn't it, but how well does it
aclually work as a game? Well, you
first thing you have to say is that it's
lllustrated deliciously, puncluated
with some charming sound effects
and music which give the whole affair
a leisurely, almost holiday-like feel. It
certainly rates highly in the
almosphere stakes.

Gameplay-wise il works quite well
too, | usually have a big problem with
graphical adventures - they rarely let
you do just what you want, and | tend
1o get frustrated. Here, however, if
you want to lock at something (even
the most humdrum object) you



Going in for a strafing run through a
(rather spacious) village. The church on
the left is a nice touch.

fairness there are fons of flight sims
already available for vinually every known
breed of home computer ever invented
{Even the BEC)

Aciually ‘tons’ of flight sims ks quite an
appropnale collective noun 1o use
because, as SOMEONa once said. you can
1&l how good a fight sim is by how much il
weighs. ProFiight comes in at a slightly
disappeinting 1 172 Ibs (700 grammes)
though, so {as the theary concludes), i
laks like it's little to get excited about

The author explains in the blurb that
his reason for wriling such a game was
that he wanted 1o create a fiight sim that
isn't stifled by the simgplicity of others. And
you must admit, he has succeeded. Here
you get 1o pretend that you're piloling a
Panavia Tornado, one of the fastest
aircraft in the world, and yes. | canl deny
it, it all seems extremely realistic. In fact,
far, far too realistic

Okay, lat's play the game. First you
salect your way through a lew menus
(tweaking absolutely everything
anvisageable), give your plane the once
gver and a number of one-key presses
later you're airborne, Now you can select
the map, st a destination, flick an the
auto-pilol, and sit back and relax. The
graphics are fast, but not outstandingly
stunning (you can have ditferent around-
plane views, though), 50 how about a
glance at the manual fo find out exactly
what can be accomplished?

Here you'll find over 160 pages of
niormation explaining everything from
how to pull off varous complicated
manoeuvres (barrel rolls or stall turns

French, this is not your run-of-the-mill game.

ISLAND

usually can. Just bumbling around
the locations in the game checking
everything out can be nearly as
much fun as unearthing deadly
secrets or whataver.

Of course, there is a downside to
all this. There's no way that Maupiti
Island Is going to give you more than
(maybe) a dozen hours
entertainment - il's simply too small.
Still, for mellow types wha get their
kicks watching Sunday aflernoon
movies or walking in parks, this

provides an excellent alternative to
rabld death rushes or sugary
platform games.

To sum up, here is a small and
almost perfectly formed game full of
lovely visuals, interesting
characters, and providing a limiled
smattering of action and suspense.
Yes, I'm afrald it can be summed up
by one of the blandest words in the
dictionary - it's nice. (And no, it's
nol as good as Monkey Island). -
COLIN CAMPBELL

Go about your business by selecting the menus at the top. Ignere the messages at the
bottom the screens — these are just window dressings.

DISCOVERY

anybody?] 1o to graphs ilustrating the
‘drag co-efficient” (whatever that is). The
snag is, you see, that as pointed at before
ProFlight is s0 accurate down 10 the very
last detail that it has become maore like a
senous simulator real fighter pilats would

usae, and far kess of an enjoyable computer

game, More evidence backing this up is
the combat option — it sounds pretty good
but, unless you've had considerable flying
practice, it's a joke.

For serious flight sim butts with
excessive amounts of patience, ProFlight
will o dowbt be fulfiling their wildest
draams. But for everyone else? A bit of a
nightmare, really, - RICH PELLEY

THE BOTTOM LINE

An overly complicated, visually
unimpressive and off-puttingly expensive
flight sim which is far mare of a sim than
a game. It has a reasonable amoun to

JE

offer, but only if you stick at
it. (And it's got horrible
business program-like
packaging too).

On our first mecting Bruce reveals that
he's never 'been with' a girl. Oh dear?

It's the mysterious fisherman. He's very
religious (and a more than a bit spooky).

THE BOTTOM LINE

Charmingly quirky French adventure but
foo tiny to be a classic. It's obviously been

13

crafted with care, attention
and a splash of love - worth
a look i you can afford a
lidthe luxury.

DISCOVERY

Publisher: Micro lllusions
Price: £25.99
Authers: Sylvan
Technical Arts
Release: Out now
‘An interactive, educational space
adventura.’ That's the only clue | was
given that this, the latest in AMIGA
POWER's hate campaign against me, is
(please, no) a game for the younger
player. How much younger isn’t specified,
and neither is the exact nature of the
education promised to the lucky infant

Al the heart of Discovery i5 a walk-
around-collecting-things game. The idea is
that you're aboard a spaceship which has
run into trauble, and you've got to salvage
it by collecting fuel crystals which are
scattered around its decks. And then
there's the 'education’. Every so often
you'll come up against a security door. To
get through it a question needs to be
answered, the type of which is selected
from a menu at the start of the game
There are questions on spelling and maths

Arcade adventuring rubs shoulders
with education in Discovery - and gets us
absolutely nowhere.

of varying degrees of difficulty, and, grm
flags. Get the answer right and the door
will epen. Get it wrong and you'll be given
the answer and the chance to try again.

There are three main problems, as |
zea it, Firstly, although the process of
walking fram laft o right and going up and
down ladders sounds simple enough, |
couldn’t get to grips with the cantraol
method and kepi falling down holes and
dropping off ladders. if | can't do it it"s hard
1o see how this ‘younges player is going to
fare much batter

Secondly, the program makes
gxlensive use of the Amiga’s built in
speech synthesiser. That's right, the one
supplied on your Workbench disk which
you probably loaded up briefly on Day One
and immediately wrote off as a useless
curiosity, The resulf is that our prospactive
student is likely to be asked such
guestions as ‘Speeell Wmphihstimph'

And thirdly, and perhaps mos!
fundamentally, this whole business of
asking questions and marking them right
or wrong hardly marks the latest advance
in educational techniques. There's more 10
educational software than quiz show-style
questions and answers,

JONATHAN DAVIES

THE BOTTOM LINE

An unimaginative crack at the tricky
educational markel.

Someone, somewhene musi
be coming up with better
Ideas than this,

HIMOd Y2INY
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TANGRAM

Publisher: Thalion
Price: £25.53
Author: Thomas Behrends
Release: Out now

Tangram is an Amiga version of an
ancient Chinese puzzie game of the same
name, one which mare tradihonally
invotvas wooden blocks and various
framas’. The idea is to fill various pattams
by plag your blocks in the frames (the
shapes of which are always the same
though their numbers can change), so that
all the framea is completely coverad without
overlapping. It's a very simple concept
and has been converiad for ¢ ler use
Ut expanding upon i, axcept for the
rathar crap addition of a time limat for each
of the 200 screens supplied

Contral is very easy - the pieces are
moved around with the mouse, rotated
with a m 3 button, and placed with the
ather bl and the Amega puts its
Spare processor ime 1o good use with
some pleasantly onantal-type tunes. The
question is, ara these enough to justity

with

buying the Amiga version instead of

spending a few quid on a wooden-block
original? And, let's be honest, it isn't. The
Amiga is incredibly picky about having the
block positoning pixel-parfect, but ather
than that gratuitous iritation it's practically
Invisible - you don't gain by playing it on a
computer at al

With most board game conversions
you at least get a computer oppanent, but
that isn't applicable here and it makes
buying the game n software form

Picking up the picces in Tangram - yet
another board game which the Chinese
have supposedly being playing for
hundreds of years.

something of a waste of ime and money
It's not that Tangram is a bad game - the
wooden onginal has a lot 1o be said for it -
but this computer variant is utterly
pontless, = STUART CAMPBELL

THE BOTTOM LINE

A perfectly competent programming job,

but the worst idea for a 4“

CHAMPION
OF THE RAJ

Publisher: Image Works
Price: £25.99
Authors: Level 9
Release: Oul now

A game set in my favourite Indian
restaurant? Apparently not, as soon
becamea clear when | studied the box more
closely. It's actually sel in India in 1800
when Queen Victoria was a mere twinkle

board-te-computer
tranglation yet. Tangram is
great, but get the real thing.

Mix hordes of the undead with Operation Wolf, and the result is...

BEAST BUSTERS

Publisher: Activision

Price: £25.99

Authors: Henry S. Clark, Ken
Jarvis, Matthew Symmons,
Andy Pang

Release: Out now
nd this month's Operation
Wolf clone is...

A I've never been a fan of

the arcade gun games, but Beast
Busters was one that | did pump a
good deal of cash into. The three-
player option, the touches of humour
(watch out for the birdmen on the
third level, that's all I'm saying) and
the zombie gore factor (bits of
bleodied corpses flying around like
snow in a blizzard) made it much
maore fun than the usual hormone-
substitute snoozerama, and a trip to
the seaside was never complete
without a quick slaughter of the
undead. (And then we used to go and
play some video games, bul that's
another story).

Minja zombies? Well, what did you
expect? Realism? (Even George Romero

0 never made things quite ke this).

Bullets, molotov
cocktails and

= zombie limbs fly.
=} Betier collect
A that bullet belt

ammo runs out!

Anyway, this long-awaited
conversion has been rescued from
the ashes of Activision UK, and
boasts all the features of the coin-op,
except for the three-player capability
(the maximum here is two). The
graphics have been very
authentically reproduced, and all the
original levels are included for that
authentic full-scale massacre
experience. This Is one conversion
that looks very like the criginal.
That's not normally the big problem
with coin-op conversions, though -
the real question is usually cver the
gameplay, so how well does Beast
Busters hold up?

Well, Amiga Beast Busters plays

Aim that green gunsight right in that
tombie’s mouth, and get ready for a
splattering of flying flesh. (Charming).

very much like arcade Beast Busters
- or, at least, like arcade Beast
Busters would if you used to bung
two quid into the arcade machine at a
time. In common with many Amiga
conversions, you get several ‘credits’
te play with (five in this case), and
with BB, by the time you've used
them all up you've completed half of
the game on your first go.

The ditficulty level is very badly-
judged, being extremely low until
certain points where a particular
enemy will leap out and kill you in
two seconds flat (no exaggeration). In
fact, it's not so much of a difficulty
curve, more like one of those lines
you get on heart monitaring
machines in TV hospital
programmes, where the little dot
moves along quite sedately, then
suddenly leaps up to a peak with a
high-pitched ‘ping’, and settles back
down to a straight line again, This
makes the game very short on
lastability, as most people will
complete it on the first day or get
bored trying. Beast Busters is
another competent conversion job,
and certainly looks very nice, but
even devolees of the original won't
really get their money’s worth out of
It. » STUART CAMPBELL

THE BOTTOM LINE

Technically flawed (It slows down when
there's a lot happening) but

basically sound translation
that's just too easy to be a
good way lo spend £26,

b2

TANGEAM + CHAMPION OF THE RAJ + BEAST BUSTERS

in her mother's eye and the couniry was
sphit inte several warnng kingdoms ruled
by people like the British East India
Company, the Marathas, the Sikhs and a
lew minor players like the French

So, we've got a country divided into
ots of territaries, and they're all fighting
each ather. What do you reckon you've
Qo1 to do? That's night, pick a side and try
te congquer everyone else. As a true
patriot, |, of course, plumped for the Brtish
{erm, actually they're the easiest 1o win
with}, and i1's possible to have up to five
chums playing the rest, The batile takes
place on the rather tilchy map in the
middle of the screen, which can be
scroted up (painfully slowly, and with
much disk accessing) 1o reveal a set of
i£ans undermeath, Attacking a
neighbouring kingdom is a case of clicking
on it and selectng the ‘attack’ icon. Unless
the computer decides otherwise you've
then gaot ta lead your army into batile
which means clicking on more icons as the
battle progresses 1o 1ell them when lo
charge, retreat and all the rest of i

Asg you might expect, there are the
inevitable "arcade sequences’ which crop
up every 5o often - sword fights, shoot-
em-ups, elephant races, I'm sure you
know the routine. And | hardly need tell
you that you'll need fo keep an eye an
your cashflow in order to finance your
operalions, buying mora roops when
necessary. The real question is: how is it
actually ditferant from Defendar of the
Crown, which it's obviously quite closely
related to? Well, it's set in India

With only three British flags pinned on the
map, things aren't looking toe hopeful.

{abwvicusly), the graphics are a lot mone
gansh {sorry, full of ‘rich native colours’)
and the animated sequences tend 1o be a
bit lumpen. Oh, and the music's crap. (It
even skows down whan a lol's happening
an-scraen. )

That said ihough, the similarities are
Strong, and sadly one of them is Defander
of the Crown's rather unforlunate
playability problem - neither game has a
great deal, The trouble is that buned
undemeath all the graphics and stuff (into
which a lot of effart has obviously gonel is
a very simpla siralegy game that doasn’t
really ment more than a few minutes play
(Well, cerainly not mare than an hour or
twa, anyway.) Shame, that, =
JONATHAN DAVIES

THE BOTTOM LINE

It has its moments, but falls headlong into
the old ‘not encuwgh to it’ trap.
The arcadey bits are okay,
but they're like a sitting room
without a settee.

ol



CHADOS IN ANDROMEDRA + GHOST BATTLE + MODONBRASE

CHAOS IN
ANDROMEDA

Publisher: On-Line
Entertainment
Price: £24.99
Authors: Kirk Marnno
Release: Out now

I{'d be pretty worrying if, whilst
m_.-r'-:'1|"||;, '\_\.'{,'III! way '.rr-:.uqh an aany
maming bowl of Honey Nut Loops, you
received a latter from the future informing
you that you are about to be transported
through time and space, on a lop-secret
mission o rescue the important Mr Yai
and save the planet of Andromeda

In 1he real -,-.-c-rlu::l as we know it this is
wary unlikely 1o happen, but in the made-
up fantasy world of computer games it

The less-than-impressive main scrolling
map screen of Chaos In Andromeda.

could well take place. In fact it just has
and in an icon-dnven role-playing
adventure sorl of way. Al first glance you
probably won't see much, as everything |s
extramaty small, inciuding your characlar
and objects which are so tiny that they're
not even shown, The scrolling really is an
gmbarrassment toa. But graphics aren't
what's important hare — it's gameaplay

And luckily the gameplay is far mare
complaint-free. The trick, you see, 15 10
busild up your powers, use objects and
Soive puzzias 1o negotiale your way
through the huge playing area - without
{maturally) doing something stupid, such
as falling from a bridge or getting yoursel
attacked by other characters. Partially you
10 avod Deang attacxed Decause the
fight sequences are so crap, and partially
because, since you don't have Tives' as
such, a lot of save-garming has 1o take
place as imsurance in case you get
hopelessly kifled

However, lat's nat be oo picky. When
all's said and done, | rather enjoyed
Chaas. Thera's far more ta it than I've go
roam fo mention here. Take the robols, for
example, which you move about as
saparate characters, | haven'i got room o
mention them. Nor can | squeazain a
word or two about the considerable
nteraction with other characters. I'd love
1o go an and on for ages (more monay,
you sea) bul | wan't, I'll stop there, and
think of someathing to put in the Battom
Line box. » RICH PELLEY

THE BOTTOM LINE

An enjoyable adveniure game, marred

rather heavily by the slightly ﬁa

crap graphics, the lack of
originality and the slightly
thoughtless programming

When even a whole city isn’t big enough, the sky’s the limit...

1 —. i1}
It looks lie the lapanese are going to
become leaders in colonisation tool

= T

Publisher: Mindscape
Price: £35.99
Authors: Wesson
International

Release: Out now
ou've built your own city in
Y Sim City. You've gone on
to run the world in Sim
Earth (well, you have if you've got a
PC) and countless other games,
There's only one place left
unoppressed. It's time to glance
warlly skywards, screw on your
helmet and head for... the moon.

It's cold, quiet and covered in
craters, but in no time at all you'll
have discovered the necessary
combination of menus and icons
you'll need to continue, started
smoothing things out and shoved up
buildings all over the place. These
can be picked from a wide range of
structures, from habitation modules
and laboratories to recreation
facilities and greenhouses (for
growing food). What you put where is
up to you, but there ought to be a
method to your madness -
everything'll grind to a halt unless
it's plumbed inlo a decent smattering

GHOST
BATTLE

Publisher: Thalion

Price: £25.53

Authors: Erwin Kloibhofer,

Henk Nieborg

Release: Cut now
Ghosts'n'Goblins has been the

insperateon for some temble crimes in the

world of computer software, and I'm airaid

this is another one. Lel’s gel right down 1o

Good Paints: nifty sound effects, a bit
differant from the usual bangs and zaps,
pretty graphics; three difficulty levels
reasonably slick presaniation

Bad Points: utlerly execrable animation,
featuring the worst jumping and ladder-
climbing I've seen in a very long time, slow
gameplay; baddées thal seem to appear

MOONBASE

YT o

It just goes to show, not all management
games need to be about football,

of power generators and heat
extractors. Manpower is important
oo, There needs to be encugh
people to run everything, and they've
all got to be accommodated and fed.
The other headache is finance. To
start of with you receive an annual
grant from MASA, but this soon dries
up so you'll need to become self-
sufficient as fast as poss. Cash has
to be generated by building mining
and manufacturing facilities, and
these in turn need to be staffed and
powered and... it's a complete
nightmare, it really is.

everything's been finely balanced so
you're constantly teetering on the
brink of disaster. |'ve only got two
major criticisms: a) as your creation
gets bigger, the monthly update
slows down horrendously, and b)
having built a fully self-sufficient
moonbase, and filled in the whole
playing area with bits and pleces
(which doesn’t actually take very
long), all the fun suddenly
evaporates and you're left with a very
basic trading game.

Moonbase is unfortunate in that
it slips so neatly into the Sim City
category of games, and therefore has
such high standards set for it before
it even begins, Not that it's in with
bad company or anything, it just isn't
anything new. I'd like to say 'it's out
of this world’, but that would be a
slight cverstatement (and a crap joke
1o finigh on). = JONATHAN DAVIES

THE BOTTOM LINE

A tairly run-gf-the-mill sim game with a
fruity lunar streak. Hardly even “one small
step’ for computer games (mone Hike

running on the spol), but it's
maddeningly addictive all the
sama (at ieast in the short
term),

69

Sounds a bit boring,
doesn’t it? But it's not! As
with all these "build a
world' games, Moonbase
is deceptively addictive.
Once you've worked out
what's going on (the
manual's not terribly
helptul here, mainly _
consisting of a dire novella
interspersed with tips and
a short summary at the
back) it's aimost
impossible to put It down.
There's an enormous

Bullding your Moonbase certainly isn't going to be

amount of depth to it, and  cheap. The prices tend to be (ahem) astronomical.

Taking on the deadly fauna in Ghost
Battle. Pretty graphics, pretty dire game.

out of the ether, aven from somewherng
that you've just visited which was quite
definitely a baddie-free zone; hundreds of
unavoidable ‘appearing-from-nowherng’
traps (my pet hate in arcade games), quite
spectacular lack of imagination in all areas
of plot and game design; huge amounts of
dull trekking around in what it iater (much
later) transpires was entirely the wrong

direction(s), not that there was any way of
guessing beforehand; enamies that need
o be shot a dozen timas balora they die
even the cannon-iodder ones; teeth-
grindingly infuriating smug message at
game-over ime; evarything else

Though superficially classy-looking,
Ghaost Bafile is an uttery tedious game,
and a real ind o :I|E|,:|,' mare 1han twice in
any given 24-hour period, The game's
cover blurb says it all, really - Thalion
Sometimes, s Irightening’, «
STUART CAMPBELL

THE BOTTOM LINE
Baring, boring, boring, boring, boring.
Everything that's wrong with full-price
Amiga software in one handy package.

(Except the sound). Thera
isn’t a parson alive who
coubdn't find a better use for
£25 than this
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HALLS OF
MONTEZUMA

Publisher: Elactronic Arls
Price: £25.99
Authors: Strategic
Simulations Group
Release: Out now

As AMIGA POWER's newly-appointed
Really Complicated Strategy Games That
Mo-one Else Wants To Review Because
They Take Ages To Work Out And Then

The rather off-putting window and icon
heavy display of Halls Of Monteruma.

Turn Out To Be Crap Editor, | was
delighted to be presented with SSG's Halls
of Montezuma. ‘This is all | need” were the
words furthest from my mind as | cast
aside my finals revision, cancalled all
appoiniments and settled down baside the
fire with the 824 page manual

At first glance it looks overwhelmingly
similar to every other wargame (lots of
flashing squares, movement phases eic),
the only major anomaly baing the eight
different scenarios 1o choosa between.
They all invalve the US Marines, following
their history throwgh action in Mexico,

Tom Clancy’s thriller comes in from the cold and onto the Amiga.

THE CARDINAL
OF THE KREMLIN

Publisher: Accolade
Price: £24.99
Author: Capstone
Release: Out now

hen a new game based on

one of Tom Clancy's

techno-thriller novels
landed on my desk | expected to be
thrown head first into a sea of three
letter abbreviations, military jargon
and worryingly plausible conspiracy
theorles. And — would you believe it?
- | was right.

Not that any of that's a bad thing,
however - it ceriainly helps build up
the Cold War almosphere a treal.
Here is a game which - the assumed
grovelling respect for all things
military aside - successfully and
excitingly allows us to (as Clancy
puts it in the manual) *participate in
avenls beyond our daily life'. In
particular, events surrounding the
development of a working SDI system
by the US military, with the help of
the CIA, under the protection of the
FBI, and in competition with the KGB,
{With me so far?) Of course, this is all
milk and honey to Clancy fans, who
love nothing better than to gorge
themselves on politics, corruption
and the secrets of the powerful.

As head of the Central
Intelligence Agency (there's no
messing about in this game!) and
chief of the so-called Star Wars

Sovmid wre kel ey resmarch
e ]

o E g

e o e Gk burver for mE been
The fadest e A ot ety Pl

R T T A

'Mr President, I'm alraid I've just
initiated World War Three.' ‘Good work,
son. Carry on.’'

I¥'s up to the CIA to dicate policy on
various matiers - telling lies is actually
positively encouraged in the game!

Launching the Star Wars kit. Note the
reminders at the bottom of the screen.

project, you must control the
development and defence of your
own missile-destroying satellite laser
system while undermining the
Soviets' project. At your disposal are
sclentists, soldiers, sples and
satellites which you must deploy
around the world.

Each area of your influence is
represented by a button on screen
(there are ten) which you use to hire,
fire and generally delegate. For
example, to starl with you'll need to
choose your most trustworthy
programmer to head your computer
depariment, checking how smart, and
how reliable, the candidates are on a
series of easy-lo-read meters. t's all
fairly simple click and select strategy
stuff, and though there are plenty of
tasks to undertake, it does have a
tendancy to become rather tedious
after a few hours - a bit like

attempting all your ironing in one go.

Of course, it's not as simple as
that. For a start, you'll have to watch
out for employees burning out (or
getting themselves kidnapped!) and
take steps to prevent it or correct
things once it's happened, while at
the same time keeping in touch with
your spies and events further afield.
Your main concern is to get some of
your own lasers into space before the
Soviels can complete their
development program - something
you achieve by a) getting your stuff
finished as fas! as possible and b)
doing your best to hamper the Soviet
project by sending a commando
operative against them.

Unfartunately, this potentially
most exciting bit turns out to be
something of a disaster - you're
thrust from a reasonably captivating
strategy game into a two dimensional
seek oul and destroy sequence of
masterful banality, and it mucks
things up a treat. It would not look
amiss in an infant school
programming class. (It's amazing
how much the programmers think
they can get away with...)

It's a shame, because as strategy
games go The Cardinal of the Kremiin
is busy and believable without being
overly complex. The manual is simple
and direct, and it takes no time at all
to get playing. For the most part it is
a graphically acceptable and smooth
(if rather uninspiring) ride, but
ultimately you're left with a feeling
that the various tasks don't seem to
connect awlully well,

Generally then, a weak attemp! to
transter Clancy’s slightly dublous
(but undeniably readable) works to
silicon. For fans the best bet must
still be Grandslam's The Hunt for Red
October, which succeeds where this
game fails - in mixing good strategy
with exciting action without hurting
either. - COLIN CAMPBELL

THE BOTTOM LINE

Believable and reasonably caplivating
strategy attair spoiled complelely by an
inane arcade sequence, positioned

d]

ludicrously al the centre of
the game. Clancy fans, like
the resi of us, should expect
a good deal mare,

HALLS OF MONTEZUMA + CARDINAL OF THE KREMLIN +
CHALLENGE GOLF

W |, WW I, Korea and Vietnam, which
some people will no doult find interesting
Closer examination of the manual reveals,
howewver, that what we've got here is really
more of a wargame designer. The Marines
scenarios are actually just sophisticated
demas, and you can alter them at will or
Even oesign your own wargames from
scralch. Nifty, eh? [Assuming you like this
sort of thing, of course, which, let's face it,
won't account for many people.)

Al the heart of the package is the
‘Battlefront’ system, which encompasses
just aboul everything a wargamer could
hope for. Linits can be ground-based,
airborne and amphibious. There are the
usual impenetrable lists of atiributes for
each one — more than | think I've ever
seen before, in fact - which can all be set
up from the editor. And you can even
design your awn maps with all sorts of
colourtul icons and things. It's yet another
case of the only limit being your
imagination. The Australian-based
company which has come up with all this
has apparently produced a range of
scenanas which you can purchase
{probably a good idea, as even a minor
skirmish would probably take years to set
up by yourself) and a magazine full of
hints and tips oo

So, um, it's up to you, reafly, As
wargames go this one’s been
prafessionally put 1ogether, and you can't
fault it on value for money. But it is
formidably complicated, as these things
always are, and it would lake a braver
man than most to stick al it for very long,
JONATHAN DAVIES

THE BOTTOM LINE

Quite possibly one of the best things to
happen to wargaming since
the invention of the flashing
square, bul a wargame
nonetheless.

bl:

CHALLENGE
GOLF

Publisher: On-Line
Entertainment
Authors: Jason Chown, Steey
Scott
Price: £24 99
Release: Out now

Releasing a new Amiga goll game so
soon alter Electronic Arlg” classic PGA
Tour Golf might be seen by some people
as rather unforiunate timing, but if the
game's good enough, there's always room
in e markal for one more, The problem
with Chalienge Golfis that, in a nutshell, it
simply isn't good enough. The graphics
may be a bt on the crude side, with lots of
right angles and sudden edges, and the
sound is minimalist even by golf sim
standards, bul neither are terrbla. 115 the
playability that's really lacking here, the
Teal’ is simply wrong. The ball never really
seams 1o get airbome half the tima, i
almost never goes anywhera remately
close to where you aim the cursar, and
when you reach the green you're
confronted by a putting sequence that's



Handicapped by a lack of gameplay -
challenge Golf,

nothing short of diabaolical. For a start
thera’s no indication of what distance the
strength bar represents (a fault found all
the way through the game), the supposed
slope on the green bears only a skght
resemblance 1o the one shown anscreen,
and (most bizarrely of all} the hole itself
appears o be made of rubber, jedging by
the way the ball has a habit of bouncing
straight off it and coming back at you.
The instructions are of no help
whatsoever when it comes o deciphering
all of these quirks, and the end result is
that you'll get very fed up of this game

very quickly. And it deesn't help, of course,

that there are plenty of really rather
stunningly good golf games out there
already.

STUART CAMPBELL

THE BOTTOM LINE

Packed with opticns, but none of them can
help Challenge Golf overcome a basic lack
of playability. Nowhere near
the level of PGA Tour (nol
even as good as Wonld
Class Leaderboard, in tact)

4

FRENETIC

Publisher: Core Design
Authors: Rob Toone,
Jason Gee

Price: £20.99
Release: Out now

Core seem 10 be sutfering from a spot
of creative block at the moment. After
some top-nofch product, first they release
a straight fkan Warriors clone | Warzone,
£5% from us in issue 2), and now they've
come up with this, a vertically-scrofling
shoot-"em-up taken direcily from the
Xanon 2 textbook. The problem for me is
Irying to find something new to say about
it, 50 here goes.

Mo, I'm sorry. It's gone. Frenefic is a
shoot-'em-up thal more or less completely
fails to stand out from the crowd in any
way. The levels (of which there are eight)
all have that ‘seen-it-before’ book 1o them
(for example, level one is from Bafile
Squadron, level two is from Xenon 2, and
level three's from Baftle Squadron again|,
and the gameplay doesn’t do anything fo
dispal tha feeling. The balt-on power-ups
are pure Xanon 2 once more, and the
mast ‘different’ thing about the aliens is
that you come across muliphe-hit baddies
rather earlier than you do in most games
(hardly a good point in my book). Action-
wise thera's plenty going on, though, and
the faster-than-usual scrolling

FRENETIC + MANCHESTER UNITED EURDPE m

Publisher: Krisalis

Price: £25.99

Authors: Shaun Hollingworth,
Peter Harrap, Mark Incley
Release: Out now

ithin five minutes of

beooting this up | had Lee

Sharpe emerging from an
untidy midfield melee, skipping
through the left wing and crossing
over for Mark Hughes to make a
subtle touch before rocketing the ball
into the goal.

The little Sparky character rolled
over towards the crowd and
performed his victory salute before
being mauled by tiny team mates.
Any student of the ways of Old
Tratford will happily admit that this is
glerious realism.

| have to confess to a love of
Manchester United football that
verges on the obsessive so please
forgive this review’s ridiculous
enthusiasm. But honestly, this really
is a marvellous foolball game.

Man Utd Europe is viewed in the
familiar sideways view three
dimensional fashion with the
computer choosing which player the
joystick dictates to al any time.
Unlike so many football games this is
done exceptionally intuitively, so
there's none of that frustrating
hanging around while the program
finally decides to nominate a
character to chase some rampaging
centre forward.

There are bagfuls of controls at
your disposal but you won't need to
wade through a manual to learn
them. Tackling, shooting, dribbling
and so on come naturally and
sweelly. Too many games are
obsessed with making you work to
attain skills which would be
elementary to any hall-decent
footballer - Manchester Uld lets you
gel on with trying to win games
straight away.

Having sald that though, we're
not talking about a simple stroll

‘I didn't touch him, ret.’

backgrounds create an effective illusion of
speed, although the game isn'l actually
any faster than the average. Oops, it's that
‘A ward again,

Freneficis a zappy enough little
blaster, and very nicely put together, but if
you compare il to something like R-Typea If
(also in this issue), it very quickly stars 0
look decidedly second-rale. You can see
what they've been aiming at, but none of
the promises made ta us by the
programmers when interviewed last issue
really seem to have come off, Even at the

Mid pitch action.

Seen the matches? Now play the game.

|

@ MANCHESTER
UNITED EUROPE

BRIAN-NCCLALR
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HATCH

Hurrah! United are in the lead, thanks 1o one in the corner of the net from McClair.

towards the European Cup Final in
your first campaign — Manchester
United Europe provides a learning
curve which is sensible while
challenging, and winning games is
no breeze, Still, at least when you're
beaten there's nobody al faull but
yourself — you can't blame the
game's controls, which makes for
such a refreshing change (I've
broken more joyslicks than | care to
count after grappling with certain
soccer simulations).

A nightmare moment.

Core's uninspiring kill-'em-all Frenetic

It won't appeal to everyone
though. Strict football strategists
should keep away because this is
first and foremaost an action game.
Strategy is (thankfully} limited to
picking the team and sorting out
formations, and even that is optional.

What else can | say? Well, the
game's fast, but not stupidly so, the
sound is good, it sticks to the rules
of the real game bul - hey! - enough
already. If soccer is your thing, just
go oul and buy this, okay? (Even if

you hate Man United). -
COLIN CAMPBELL
>
THE BOTTOM LINE =
Great, wonderful, superb (though not [}
without imperfections). P
Beats tha hell cut of all

those terrible foothall g
games you've tried belore. <
m
2
‘reduced’ £21 price point, you're not P
getting an awful lot for your money here, c
and | can't recommend it with any great o
sense of conviclion at all. - c
STUART CAMPBELL tln'
THE BOTTOM LINE g
-

| just couldn't get exciied
about playing this for the life
of me. A bit of a waste of
some slick programming.

-
-
-
-
=
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GUNBOAT + AFRIKA KORPS

Accolade get 'Nam flashbacks in this highly unusual simulation.

GUNBOAT

Publisher: Accolade

Price: £20.99

Authors:Tom Laughry, Roseann Mitchell
(graphics)

Release: Out now

F-18 Stealth Fighter or M1 Tank Platoon than it has

with, say, Operation Woll. It's a simulation of the
uses to which American River Patrol Boats (PBRs) have
been or could be used. Hence, in the scenario selection
you can run on missions in Vietnam, Colombia and the
Panama Canal. The scenarios form a loose plot. Your first
missions are in Vietnam because ‘that's where it all
began’. As you're promoted for successfully completing
missions, you can move into the Colombian operation
zone. The very best will be put on assignment along the
Panama Canal. Designer Tom Loughry claims there's an
earthquake-driven rockfall in one scenario which he put
in there because he was working on the game through
the aftershocks of a fat 7.1.

But you don't have to go on a mission immediately.
You can practise on either the bow or stern gun positions
or try your hand at the helm. There are are a number of
settings to take care of which fall into the category of
pregame miscellany. These include setting the detail level
to high or low (standard flight sim territory) and the slew
rate for steering or firing weapons and choosing the
firepower itself (.50 callbre Brownings and M129 grenade
launchers being
standard). PBRs
recently sent to
Panama mount
the GE M134
Minigun and
these too are
available from
the arsenal.
Once you're at
station you kick

F rom the outset, Gunboat has more in common with

power into the
That front spotlight takes another weapon system
beating. (Better take out that quy on the {or the boat
shore pretty damned quickly!) itself) and begin

your cruise

b e down one more
E“ Viet-sim creek. A
T, é gunner can send

instructions to
the pilot and
vice versa. You
can abdicate
responsibility for
the vessel as a
whole while
you're
familiarising
yourself with
any one
particular piece
of equipment but you'll soon feel confident encugh to
control every aspect of a mission. (Anyway, it makes
sense 1o tell the pilot to rotate the water jets left to avoid
an incoming missile).

One thing you have to cope with right from the start
however, is night combat. To this end both gun positions
are fitted with powerful searchlights, the trade off being
that they give away your PBR's position. Land your cone
of light on the enemy and you've as good as got them in

Gunboat's combination of 3D polygon
graphics with blocky detail added over
the top - it's a strange but effective mix.

I R R

Arvrow keys pick Map, F3 - Assignment

Selecting your next assignment on the map screen (e declding
exactly where it is you're going to get blown to bits).

Ho danage possible.

L4 & o
HETIE TE Thar

.JF ] -“ '11141

Using the spotlight may make things casier to shoot when it's
dark, but it equally gives the enemy something to aim for.

your sights. Another habit you should get into is that of
asking for target ID in order to aveold problems with
‘friendly fire’, though frankly there didn't seem much call
for it on the early missions. Perhaps it's something which
complicates more confined and difficult combat
situations later on.

My first mission, | confess, felt like something of a
turkey shoot. I'd had a few hours at the various stations
and the only thing | wasn't familiar with was the
program's time compression routine, | was soon hot
tailing it (well, trying to pull a 30mph turn in a river boat)
away from a jetty choc-a-bloc with the reunion party of an
NVA armaur unit. | actually got out of there with boat and
crew intact but wasn't in a position to do anything
constructive afterwards. You can meet the opposition in
almost any manner of its choosing. There are riverside
concrete bunkers, Hind helicopters, infantry, sampans,
PT-T6s - you name it, Gunboat has as much going for it
in terms of detail as many a tank or flight sim, but it's not
without its problems. The graphics are a busy mix of
filled palygons and what look like expanded sprites but
semi-animated is the best word for the sprites, which
sometimes look too large. What really lakes a bite out of
the playability is the response speed which is too slow to
be useful on many occasions. Much of the sluggishness
is deliberate

and probably THE BOTTOM LINE
conveys some (R :
AL LT ! you're into simulations, Gunboat

" I delivers the goods with originality and
oLovmeomng style. Il you haven't tried sims yet,
the inertia of however, you'd be better off with a flight
the PBR. Still, game - iUl have far more in
enjoyable and the way of immediate appeal. 7 ]
atmospheric One meg only too, which
fun = SEAN spoils it for a lot of you,
MASTERSON

AFRIKA
KORPS

Publisher: Impressions
Authors: Ken Wright/Andraw
Prime
Price: £20 99
Release: Oul now

With severe risk of sounding
suspiciously like every other person who
has ever ventured to review a war game, |
suppose ['d better get on with it, Afrika
Korps is, as | just mentioned, a war game
simulating the campaign fought in tha
western desert during World War I
between Erwin Rommel's Afrika Korps
(the baddies), and Montgomerny's Eighth
Army (the goodies). Traditionally, you
choose which side to play, and then
feverishly attempt to beat the other (taken
by the computer), the game ending when
one side 15 over-powearad, or either side
reaches a specific destination

That's the scenario set (always the
first thing 1o do when reviewing a war
game), so now onto the waffly opinion
parl. Afrika Korps is in fact the sequel to
the: inexplicably popular Blitzkrieg May
1840 - coded by the same author, but with
suitable improvements made over the
oniginal. Indeed, the instruction booklet
claims that it has taken years of
devetopment and testing to result in a
program with such a highly sophisticated
artificial inlelligence systam. However, this
isn't immediately obvious from the cute

Iooming in on the action we can see a
conflict is in the offing.

little squares, cuddly scrollable brown map
and lovable menus which greet you on
loading. As we all know, you can't review
a-16 bit wargame without menticning the
Spectrum, and then contemplating
whether the game in hand wouldn't seem
mare at home loaded imo Mr Rubber Keys
himself, so here goes - there’s actually
nothing 1o inittally distinguish this from, ah
| don't know, a Spectrum game

Onece you've got past the initial
mpressions and get 1o do a bat of carefu
analysis of the instructions things get even
maore geprassing — there seems 10 be
nothing new on offer here in gameaplay
terms edther. Yet again, ittle has been
gane lo explod the potential of the Amiga
{another customary wargame review
phrase, thara)

Of course, long term wargame
exiremsis beyond help will be up in arms
about my rather cynical view, shouting
things such as ‘They're not all the same’,
Who cares about the graphics?, ‘Well, |
like them', ‘Efc". And if this highly
sophisticated artificial imelligance system
is the one redeeming factor which actually




sets Korps aside from its counterparts
then they'll no doubt be shouting about
that too

And unfortunately, there’s no one who
can stop them, All but the meost fanatical
strategy nut should keep away from this
unimgpressive deser romp * AICH PELLEY

THE BOTTOM LINE

It's a war game, and it's on 40

the Amiga. A slightly dublous

combination, really. Dull,
Another one meg only game,

COHORT

Publisher: Impressions
Price: £25.99

Author: Edward Grabowski
Release date: Oul now

Anyone into battle sims will probably
remember Rorke's Oniff. Cohort uses an
impraved version of the same gaming
system, but 1akes a step back in time to
the days of Imperial Rome. Hera two
opposing armies face each other across
one of four Fields O Honour. There are

COHORT + RENEGADE LEGION INTERCEPTOR

seven unit types lor you 10 muck around
with = light, medium and heavy infantry,
light, medium and heavy cavalry and
archers — and you can choose to either
use a presel selaction or compose your
own army of up 1o 16 units,

What sets Cohort (and Rorke's Drff)
apart from the majorty of wangames is the
way that the game’s been designed.
Cohorfs characters are cute, fully
animated people who walk, run, charge
and fight at your command. The combat
arena is many times bigger than the
scraen and you can either scroll around
ursder mouse control or jump to a specific
pcation using the full-screen map,

While it was an interasting way of
daing things, Rourke’s Oniff had some
rough edges - it's nice 1o see that things
have been improved upan here. The icon
cantrol system is much batter for a start -
things are clearer, and you can now move
units as a single group and group them in
formations. However, it's stll too
complicated for it's own good = actions
such as allempling 10 regroup a unit in
battle cfien have hilarious rather than
strategsc effect, as the legionnaires jostle
with each other to get past. And although
the manual talks about the different tactics
that the Roman legions used against

The (relatively) outstanding graphics of Cobort. The way ahead for wargames?

enemies such as barbaran, Macedonan
and Carthaginian armies, you never get to
see them - your computer opponenis are
always just another bunch of Romans.

Although the game has its flaws,
Cohort has a lot of immediate appeal. |
was locked into it for a couple of days
before its aftraction started to fade, The
canirol system ks still not all its cracked up
to be and silly anomalies (such as the

cavalry sound effects still working when

there ara no horses on the hield) take their

fedls PAUL LYONS

THE BOTTOM LINE

A fine ofi-beat battle sim,
maore accessable than most.
Natl worth £29.59 though.
One meg only too

From the makers of the great Eye Of The Beholder comes this. Oh dear, it's useless...

Publisher: 55| (US Gold)
Authors: Scott Bayless,

Graeme Bayless, Todd Mitchell

Price: £24.99
Availability: Out now

F

detail of (made up, of course)
weapons or ships is deemed loo

or fans of space based
military hardware of the 63rd

trivial for this cuddle with a muddle of
intergalactic squadrons, weird aliens

and pompous planetary alliances -
it's ideal stuff for sci-fi train spotters

and the sort of people who buy those
manuals of blueprints to the Starship

Enterprise.

il

Selecting weapons systems can be
(ahem) really, really interesting (zzzzz).

Century this is a little gem. No

RENEGADE LEGION
INTERCEPTOR

For the rest of us, however, this is
a bit of a dog. The main problem is a
savers lack of action. What happens
is this: you are presented with an
‘empty’ squadron of space fighters
and given a mission. Your the first
task is obviously to ‘fill them up’ by
chosing pilots, picking ships (from a
list of 30!) and loading them up with
weapons. (It is possible to design
your own ships, but it soon becomes
clear that this is a waste of time).
Once all the fiddle faddling around
with hardware and pilots is over, the
game proper begins, much of which
involves getting yourself embroiled in
some epic space battle or other,

So how does this bit work then?

(e s

Old-fazhioned isn't always best, a point
highlighted by these dull combat sereens.

Getting techie with a
space fighter in RLL

Well, battle
commences on a
grid divided into
loads of hexaganal
shapes. Your guys are facing the
other guys, and the first thing to do is
move your ships into a good battle
order to get into good firing positions.
It's best described as the pencil and
paper game Battleships on the move,
and yes, it really is that simple. Just
pick an enemy, aim, and fire. He'll be
doing the same to you of course, but
hopefully not as well.

The trouble with this is that no
amount careful picking among the
vast selection of sophisticated kit is
going to make any real difference at
all = most of the time you're going to
win anyway. The action sequences
are ugly and easy, the bag guys are
amazingly stupid, and it's all over
very quickly.

If you manage to retain your
interest, things develop a bit as the
game goes on. Pilots gain experience,
building up credits which allow you to
buy bigger, better ships, and fit
nastier weapons, All very well, but it's

" abit vacant and pointless really when

the dodgy kit you started off with is

perfectly capable of doing exactly the
same job within minutes?

So what should we make of it?
Well, the programmers have clearly
had a whale of a time designing battle
cruisers, inventing alien races, and
dreaming up heavy duty sc-fi
scenarios, but in all their excitement
they forgot to do very much with the
actual game. If you're the sort of
person who enjoys leafing through
technical manuals of starships that
won't exist for another millennium or
two, then this is, just possibly, what
you've been looking for. Otherwise,
it's a terrible waste of time. It's hard
to believe that this is the same
publisher that came up with Eye of
the Beholder. » COLIN CAMPBELL

THE BOTTOM LINE

Lots of impressive sci-li hardware, but
precious litthe opportunity to
use any of it. One for the sci-
fi nuts, rather than those
after a game. One meg only.
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And here we go, straight into the budgies.
It's the normal selection of re-releases
and original games - GBH, by the way, is
the name of Gremlin's new cheapie label.

BARBARIAN

Publisher: Fixx
Price: £7.99
Release: Out now

I{'s good news for fans of one-on-ane
beat-'em-ups this manth, with Kixx
releasing both Strest Fighter and this
controversial game from 1988, It was
controversial because aj it had a mildly

- NilalaTalal] 2l |

Single screen swordfighting in the
distinctly 8-bit looking Barbarian

suggestive picture of the infamous Maria
Whittaker on the box (strangely missing
from this version) and b) because it was
thought by some peogle 1o be excessively
vicdent (the central scena involves a
decapitation sequence, with blood spurting
from the neck of the deleated warnar), It
all seems like a bit of a storm in a tea cup
thesa days, perhaps because the Ced-like
blobby graphics couldn't passibly upset
anyone anymore, or perhaps because it's
such an average game that it just isn't
worth getting worked up about, As these
kind of things go, it's quite geod fun, and
cartainly a lot better than Streef Fighter
(reviewed over an the right thera), with
good sound, S0me Nice NUMQUIoUS
touches and a fair degree of challenge
Any game in this field, though, is
always going 1o be compared to the mighty
IK+, and in that light Barbarian looks
distinctly second-rate. «
STUART CAMPBELL

THE BOTTOM LINE

About as much fun as these things gel.

Great in 2-player mode, but ﬁ ﬂ

only warth buying if you've
already got /K+ and wanl
somalhing a bil different.

BIONIC
COMMANDO

Publisher: Kixx
Price: £7.99
Release: Out now
In s day (1988 or thereabouts) this
was feled as one of the better examplas of

;
g
¥
)
i

fer.

-
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Still pics of Bionic Commando can't really
convey the scrolling effect (thankfully).

the coin-op converier's art. It sounds quite
exciting, but all that really proves is how
litthe people were prepared 1o settle for in
those early days (particularly when a game
carried the tag of coin-op conversion),
because this is absolutely dire.

The arcade onginal was novel and
great fum, with the telescopic arm adding a
naw dimension to the platform genre, but
in this conversion the all-importamt
smooth scrolling has been replaced by a
God-awiul push scrall system which
completely jand | really do mean
completaly) destrays the playability.

It's a shame, because the graphics
are very faithtul and the sound is fab, but
the game is quite unbearable 1o actually
play, and even E7.99 is too much to spend
on some pretty pictures (pretty by 1388
standards, anyway) and groovy lunes,
You'll give yourself a headache if you buy
Bianic Commando, 50, um, unkess you
want a headache, don't bother, «
STUART CAMPBELL

THE BOTTOM LINE

Terminally flawed conversion that isn't
worth considering unless
you're a real masochist. More

of a Chronic Commando than

2 Bionic Commando.

FOOTBALLER
OF THE YEAR 2

Publisher: GBEH
Price: £7.99
Release: Out now

Another average football game rises from
the grave at a budget price.

This game provides a differant slant
en an old lavourite, the football
management sim. Instead of being the
manager, you take the player's
perspective, trying to make a name for
yoursell as the country’s top goal-scorer by
means of a strange combination of arcade
sequences, tactical planning, and gambling
maney an your ability fo answer football
trivia questions (7). It's an interesting
concept, and initially makes for a prety
engrossing game, but repetitivenass soon
rears its ugly head, and you notice that it's
possible to simply keep gambling on trivia
(the same questions = many of which are
out of date now - repeat faidy frequently)
until you've got enough dosh to buy a
measure of success, There are also a
couple of annoying illogicalities (at one
point you're told that 1o win an international
cap you musl score twice in thal week's
mafch = but you don't have a match that
waek), but this is sl reasonable
enfertainmeant. You can do much better for
the money, though. « STUART CAMPEELL

THE BOTTOM LINE

o

Ditterant and reasonably

good fun, but don't expect o
come back to it much after
the first few goes.

BARBARIAN + BIONIC COMMANDDO + FOOTBALLER OF
THE YEAR 2 + LED STORM + IMPOSSIBLE MISSION 2

LED STORM

Publisher: Kixx
Price: £7.99
Release: Out now

This is yet another Kixx re-rebease of
an abscure (ie I've never seen it) CapCom
coin-op (see also Bianic Commando and
Streaf Fighter reviews), and, if | can get
straight 1o the paint. it's another dufier
LED Sterm is a vertically-scrolfing race
game, nol unlike the classic (ie incredibly
old) arcade machine Burnin® Rubberin
sevaral ways. Except it isn't

What it is is actually a memary-test
game, as the screen moves 1oo fast for
you to react to anything thal comes at you,
50 your only chance of success is 1o crash
a lot and remember where it happened for
the next time you happen 10 be whizzing
past that point in the game. It also suffers

And you wondered why LED Sform wasn't a
hit in the arcades? Mow you know.

from some very |juddery harizontal
scrolling and prefty usedess music, and as
a whole it's simply uninspéring.

You'll get a couple of hours
entertainment out of it if you're lecky (and
undemanding), but you should really be
Iooking 1o sel your standards rather
higher. Not good, not exactly crap, not
anything very much. -

STUART CAMPBELL

THE BOTTOM LINE
Spectacularly average driving-game-that-

Isn't with very little in the
way of playability to
recommend it. Eight quid is
still 100 much.

An early platform classic gets a new lease of

IMPOSSIBLE MISSION I




SHARKEY'S MOLL ~ SUPER CARS + STREET
FIGHTER + IMPOSSAMOLE

SHARKEY'S

MOLL

Publisher: Zeppelin
Price: £7.99
Release: Out now

RERRERY! b
The Op Wolf style main screen of Sharkey's
Mol - complete with bad grammar,

There seems 10 be something of a glut
of Operation Wall-type shooting games on
the markel at the mement. Recantly we've
seen Predalor 2. Beast Busters, Operation
Wollitself on budget re-release, and now
this cheape from Zeppelin sat in
Prohibition Chicago in the 1820s. All this
means is that the wsual aliens’ zombies
soldiers are replaced with sharp-suited
maobsters and the grenades become rather
waedy Molotov cocktails (or ‘Mololov's' as
the screen rather annoyingly insists on
calling them). Ciherwise it's the same okd
kill-everything gameplay. and IU's done
parfectly competently without any glanng
flaws or putstanding flair. It's tough encugh
to be challenging without ever really
strefching you. There's a nice louch at the
end of a level || won't spoal it for you), but
basically we're in lextbook terniory here
Op Wolf games are usually pretty short on
lasting appeal, so if you really want a new
one, at least this one will only set you back
gight quid, * STUART CAMPBELL

THE BOTTOM LINE

As good gameplay-wise as most games of
fhe type, and the unremarkable aessthetics
are only 1o be expected at the

price. Perfectly respectable if

Op Wolf'is your thing.

SUPER CARS

Publisher: GBEH
Price: £7.959
Releasea: Out now

Continuing what seems fo be shaping
into a trend in the softwarae biz al the mo
Gremlin have followed up the release of
this game’s sequel, Super Cars Il
(surprisingly enough), with a budget re-run
of the original, perhaps for fans of the later
games whose appetites have bean
whetled (or maybe just 1o make some
mare dosh without writing any new
games], Whatever, this is a great game,
considerably more playable in my opinion
than its much-feted offspring. Your car
handies better, the coursas test your
driving skill more than your powers of
memary or your weapon capability, the
fracks are shon enough 1o avoid

Arguably the best Super Sprint-style racer,
and now a bargain at £7.99.

repetitivenass and boredom (a problem
with SCIfy, and there're also fewer cars
crowding the wider roads, so you get a
chance 1o build up a bl of speed now and
again (SCIfwas a very stop-stant atfaer]). In
its own right though, Super Cars is an
excellent overhead-view racer in the Super
Sprint mould, and even if you own the
sequel, I'd strangly recommend you splash
out on this. « STUART CAMPBELL

THE BOTTOM LINE

The music is pretty appalling, but
= hey! = nothing's perfect. A -
superior game to i1s big -
brother, at a third of the -~
price. A seripus bargain. o

life, courtesy of a timely budget re-release.

Publisher: Kixx

Price: £7.99

Release: Out now

The original Impossible Mission on the
C64 is one of the legends of computer
gaming, and though it was never
converted to 16-bit, this sequel made
very few changes to the winning
formula, For the uninitiated, it's a
challenging platform game with some
fairly minor puzzle elements thrown in
mixed with a novel (well, it was novel in
its time) lives system which gives you
no set number of lives, but a tightish
time limit which decreases steadily
(except when you get killed,
whereupon you lose a big chunk at
once). That's about it for rules, really —
it's the immediate playability of
Impossible Mission Il which makes it
so great. It's also got atmosphere in

abundance, and a game task that's
tough not by sheer size (as is, rather
sadly, the case with many games these
days), but by dint of the care that's
been taken in welding together a
relatively small number of elements to
produce tricky and brain-teasing
situations on every screen. This is by
far the best of the recent clutch of Kixx
games, and will give you hours of fun
for your eight quid. Invest in a bit of
gaming history. «

STUART CAMPBELL

THE BOTTOM LINE

A corking litile game with an epic feel that
belies ils size. Forget all the
flash licences - it you're
going to buy a re-release this
month, get this one.

-
=
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=
-

STREET
FIGHTER

Publisher: Kixx
Price: £7.99
Release: Out now

Martial arts, minus the art, in the appalling-
beyond-belie! Street Fighter.

This conversion of the CapCom cain-
op was one of US Gold's flagship releases
back in 1989, The huge graphics of the
arcade game concealed some pralty basic
gameplay, but it was still reasonable fun
Sadly, thal's nol something you can say
about this version — it's utterly dreadful
The graphics come across pretty well, but
the actual ammation is disgraceful, i's
incredibly slow to play and unresponsive (o
control, and the level of challenge is simply
non-axistant -

On my very firs! go | won 19 of the
game's 20 bouts, and on forcing mysetf
(well, saveral | en with crowbars had
to force me -Z-',IZ.II.l.'*.II',.l bait that's a technical
point) 1o play it again, | compleled the
whole thing. When you consider that
also avallable at the same Dudge: pnice
you'd need 1o be particularly stupid 1o even
think about getting this game. Don't be
fooled by the pretty screen, this is patiful
trash of the very highest (or should that be
lowest?) order. « STUART CAMPEBELL

THE BOTTOM LINE

Even if you love beal-'am-
ups, you'll hate Street
Fighter. How USG can have
the brass neck to release it
fwice is fotally beyond me.

Ff FFFFFS FFFFFIF

I's quicker by lift in Mbo's classic Impossible Mizsion L The map at the bottom of
the screen is built up as our hero makes his way through the enemy complex.

IMPOSSAMOLE

Publisher: GEH
Price: £7.99
Release: Out now

Bafore going out on their own, Core
:h-'_'-su;l'l make: E.I:I'HEI'!I:"‘:J C-| a name ‘:I:}I
themsalves programming a number of
games in an immediately identifiable
platiorm style — games like Swifchblade,
Rick Dangerous, er, Rick Dangerous I,
and this. At first glance they can all be
mistaken for one anathear, bul
Impossamole stands cut from the crowd
thanks to tha fact thal it's crap

It's a classic mstake, but the gama
seams almost determined to fall
uncomforiably between the twin siools of
being a platform game and - of all things -
a beat-'em-up, The baddies all require
several good whacks from Monty Mole (the

Less ridiculous at £7.99 than it was at full
wack, but Impossamole is still a bad buy.

hero of the game) before they can be
persuaded to clear off, and this makes the
levels a real chore to progress through. My
pet hate, the invisible danger syndrome
makes a few unwelcome appearances 100,
and generally you'll see that a complete
lack of imagination has been employed at
almost every point, Impassamole is slow
and tedious and a bad buy at any price.
STUART CAMPEELL

THE BOTTOM LINE

If you're a Monty fan, don’t buy this game
= i1l rubn your happy =
memories. f you've never 3 u

heard of Monty, avoid it in its .
own right. =
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JOHN LOWE'S
ULTIMATE DARTS

Publisher: Kixx
Price: £7.09
Release: Oul now

This is Anothar Computer Darts
Game, distinguished by the fact that it's
packed with options allowing you 1o play
against 16 of the world's top players, play
alternative games including ‘darts soccer
and 'darts cricket’, play against a chum
using a real board and have iha compular
=8ap score -ﬂl EI:Z'“[_!E!!E.' N vanous

Never has such a daft idea for a computer
game been done so many times.

teurnaments or exhibition maiches, as well
as all the wsual computer darts stuff
Contraol is by the traditional ‘wobbly hand
mathod, and 5 no more or less
uselulaccurate/imitating than in other
games of the genre, The fociball and
crickel games add a degree of lasting
appeal, but there's nothing hera to seize
the imagination, = STUART CAMPBELL

THE BOTTOM LINE

It's computer darts time again. John
Lowe's Darts is probably
better than last month's 5 5
Codies effort, but still hardly

stunning. Buy it il you must. iz

JOHN LOWE'S ULTIMATE DARTS + VIOLATOR + RUN
THE GAUNTLET + RAMBO 3 + PREMIER COLLECTION

Far from being a Depeche Mode licence,
Violator is actually a top-notch blast.

VIOLATOR

Publisher: Code Masters
Price: £7.99
Release: Out now

If the Codies spant as much time on
the instructions of theair games as ‘.I“E.",' o0
writing the rediculous crap that they put on
the back of tham, the world would be a
happier place. Luckily, Violator isn't a
game that needs a lot of explaining, baing
anather Flying Shark/'SWiIVSidewinder
clone, similar to the Codies’ own recent
Kamikaze but considerably better. Violator
features polished graphics and scrolling
companng favourably with full-pnce games
in this figld. The gameplay is good 100, the
only drawback being the high number of
hits your helicopter can absorb, compared
with the instant destruction resulting from
collisicn with enemy vehicles. Ovaral
though, this i5 a very imprassive product
which will keep vertical zap fans cccupled
for many an hour, » STUART CAMPBELL

THE BOTTOM LINE

The crap sound is the only disappeinting
element of this really rather -
fab little game. (I'm not -
convinced about the slightly =
‘oo-er’ title though). =

RUN THE
GAUNTLET

Publisher: The Hit Squad
Price: £7 .99
Release: Oul now

'Hi, I'm Martin Shaw. This is Run Tha
Gauntiet If you wanna see action spors
{chortle chortle), this is the place to be

Doesn't sound all that funny to me, but the
sampled Martin clearly finds it enteraining,
0 fair enough. By a strange coincidence
enlertaining' is exacily what this game
isn't. It's a sort of sports sim with Super

“Hi, I'm Martin Shaw, if you wanna se¢ a
really crap game, this is the place 1o be.’

Sprint overtones, licensed from the TV
show. It's heavy on sampled sound and
digitised graphics, and you'll have as much
fun playing it as an asthma sufferer with a
didgendon, The game is terminally
uriplayable, it's got absurd controls, and is
L"1'-ZZIF:|I_',.'-|I|',' repetutu'.-e .-'I.!"::I thal's mara than
you need to know about this terrible
terrible game. « STUART CAMPBELL

THE BOTTOM LINE

All style, no content. A completely
intolerable lump of, 1o coin
a phrase, crap, and if you

were thinking about buying ] 5
it, get a lobolomy. Now.,

Publisher: The Hit Squad
Price: £7.99
Release: Out now

The title screen of this game credits
the programming 1o "Elmer Fudd'. If I'd had
anything 1o do with it, | wouldn't want my
real name made public either. This is a
1989 movie licence of the old schood -
Iit's a quick cash-in job where the
programmers took a couple of popular
game elements and bunged them together
adding a central sprite that looked a bit ke
the character from the film. They doubtiess
sold millons. The fact that all the people
who bought it wenl back to the shop the

next day and said 'Give me my money

back, this is disgracefully slow and tedious
crap with soma of the dullest gameplay I've
ever come across and music that |
wouldn't feed lo my cal’ is neither here nor
thare. I'm not going fo tell you any maore — |
don't want to get you interested in this
garbage. Enough. » STUART CAMPBELL

Rambe Il - the only film licence which
looks like it was written by the lead actor.

THE BOTTOM LINE

The graphical bit where Rambo loses
energy to gradually become =
a skull is quite funny, but -
it's not worth eight quid, -~

System 3 in ‘jolly good compilation with only one duff game’ shuck, hurrnr revelation!

PREMIER
COLLECTION

Publisher: System 3
Price: £24 99
Release: Out now

The first thing to note about this

compilation is that it contains not The

Last Ninja, as the box states (which

never came out on 16-bit anyway), but

Ninja Remix, the later, updated and

Improved version. Having got that out

of the way, let's take a look, in time-
honoured fashion, at each of the
games in the pack individually.
Starting at the top, IK+ has
already been well covered in AMIGA
POWER. No.60 in the All-Time Top
100, 85 percent as a
budget re-release, there
can't be anything left to
say about this utterly
wonderful beat-'em-up,
except that previously we
may not have mentioned
quite how fab the music
is. So, to put that right,

The very yellow Tusker.

1K+ has completely brilllant music to
go with all its other completely
brilliant features, and if you don't own
it by now there must be something
wrong with you, pal. (And by the way,
did you spill my pint?)

Next best is Flimbo's Quest,
which is a cute platform arcade thing
with gorgeous graphics and colour,
but which is prone to become a little

repetitive after a couple of hours play.

Even so, it's the kind of thing that
would be a real snip at budget price,
so as part of a compilation it certainly
doesn’t let the side down any. A
lovable game for those idle days
when you can't be bothered to think
too much.

Thirdly, the aforementioned Ninja
Remix. We've got something of a
love/ate relationship
:':-: s With this (as with the

other games in the
series) - some people
love them for the
undeniably lovely
graphics and mammoth
game task (which
ensures lots of

The classic 1N+

lastability), other pecple hate them for
the horrible control system which
makes the arcade fighting sequences
a real pain in the neck, and causes
frustration levels to reach unheard-of
levels when trying to pull off a
particularly tricky jump that neads
pixel-perfect precision. Personally |
tend more towards the latter camp,
but if you're prepared to invest some
time in learning the moves, this one
will keep you off the streets for quite
a while.

The pack’s closest thing to a real
duffer is the ageing arcade adventure
Tusker, which has nothing actually
wrong with it, but nothing very much
right with it either. A bit dull, but
again there's lots to keep you busy
and the graphics are good.

The 15° Ninjs Remix.

The cute Flimbo's Quest.

System 3 have put this out at the
respectable price of £24.99, and at €6
@ throw none of these games are a
bad deal. There's a fair mix of styles,
and the four games will entertain you
for at least as long as an above
average full-pricer, so if you're not
too desperate for high-octane thrills
(if you are, buy IK+ on its own) you
could do a lot worse, »

STUART CAMPBELL

THE BOTTOM LINE

A bit of a bargain at the price, and diverse
enough to keep you going
for ages. f you don't already
hawve any of the games in
this pack, then snap it up.
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Action Stations

.05 Se:.rr". of L‘:m-mg Island £19.99

Armour-Geddor 9 nadow of the Beast 2 £24.99
Alomin =] ‘-: nadow D 1"9 E17.99
Awe g (PLUS T-Shirt 4.99 Populous £19.99
Back 1o the Future 3 16.94 all 2 £16.99
Bards Tala NI 16.9¢ 1 ol Excalibur (Mb) £21.99
BAT 19.99 !:1.|_, rriball £17.99
Batthe Command 16.9¢ Supercars 2 £16.99
Batthe of Britain £19.949 Super Monaco Grand Prix E17.89
Captive £1599  Supremacy £19.99
Car-Vup £16.99 tchblade 1l £17.99
£1799 SWwWLY £16.99

£16.99 Team Suzuk £16.99

£16.99 Toki £17.99

£19.9¢ £16.99

i £19.94 £19.99
Conquest of Camalat £24 95 £22.99
Cricke £19.9¢ £19.99
Crystals of Arborea £17.9¢ £14.99
Curse of the Azure Bonds £19.94 £17.99
Cybercon Il E17.9% £18.99
Damaoniak £20.9 £19.99
Dish £1 £14.99
£8.99

FREE - PUBLIC DOMAIN DISK!
with any game from this column!
Pick from II!.I in culumn a.

COMPILATIONS

PHANTASIE - BONUS EDITION ...£19.99

Dragon Braed Phantasie, Phantasie Il and Cuastron I
Dragonstrike PREMIER COLLECTION........c0onns £18.99
Dragons Lair Il - Timewarp Last Ninja, Flimbos Cuest

Dungeon Master inl. Karate «, Tusher

Elvira TOP SHOTS. ...c.ooioimsosssssamsanismsensad £6.99
Exterminator Kick OH and Extra tima!

Eye of the Beholder MONSTER PACK ....oooooomreenieciassins £19.99
Feudal Lords Shadow of the Baas!, Intestation, Mitro

LEISUHESUIT LARRY TRIPLE ...£34.99

Leisuresuit Lary 1,2 & 3

3D Construction Kit....................

WINNING TEAM ........coorrnrramrnns £21.99

Flames of Freedom (Mid 2 Cyberball, Klax, Vindicators
Fiight of the Intruder Planat of Robot Monstars, Klax
Gauntiel 3D POWER UP
Gem X Rainbow Istands, Altered Beast
Geanghis Khan (Mb) Chasa HQ, Tumican, A.P.B
GODS FISTS OF FURY ..
Golden Axe Doubde Dragon |
. i Dynamite Dux
Y MASTER MIX....o.coomincim G
H|';_1['r|'.' E Thunder Bladae, Turbo Ou “*
Jahangir n Squash Down, Supar Wonderbay, Dy Dux

i WHEELS OF FIRE.......cueee )
Kick Off 2 .h'lr:_ Hard Drivin', Powar Drift, Turbo Outrun
Lemmings Chase HO
Life and Death (Mb) SPORTING GOLD .....coveeveriannecn £19.99
L Spail Turt Gamas Winter Edition, Games Summaer
Merchant Colomy 8 Edition, Calitornia Games
MIG 25 4.9¢ HOLLYWOOD COLLECTION ......£19.99
Mighty Bombjack ¥  Ghosibusters ||, Robocop
Moonbase 9  Batman (Movie), Indiana Jones
MNAM 1965 - 1975 g PLATINUM........... .£17.99
Mavy Seals £16.99 Ghouls and Ghosts der, Black Tiger
M1 Tank Platoon g19.09  Forgotien Worlds
PGA Tour Gal £1g9g POWERPACK... ~£16.98
Pool of Radiance piagg ~enon ll, TV Spons Football, Bioodwych
Powermanges f1pgg -ombard RAC Rally!
Pradator 2 £17.99 'I:HEHIEH CGIIELECTIDN l:ltm?ﬁ
Pro Tennis Tour 2 £16.99 Eatrl rl:::ll"-I;.:l'.fl'l:‘q PR S
Railroad Tycoon £23.99
Raenagade Legion - Interceptor..... .£22.99 EXTRA MEMORY
Rick Dangerous 2 £16.99 500K RAM Expanskoni £24.99
Rorkes Drit £15.99 500K AAM + DUNGEOM MASTER .£39.99
Revelation £14.99 500K RAM = KICK OFF 2 (Mb) £39.99

DEPT AMP, 6 MUMBY CLOSE, NEWARK, NOTTS NG24 1JE

DELIVERY
SERVICE

....and the keenest prices

FIND OUT WHY MOST AMIGA USERS PREFER BYTEBACK!

g AMOS_______JJBEST OF THE PUBLIC DOMAIN

AMOS - Games Crealor £34.99
AMOS - Compilor £159.99
AMOS Licenceware. Each £2.50

;P[' 01 Colouring Book; Fun for kids
LPD.02 Arc Angel Maths: Educational
LPD.04 Thingamagig; Jgsaw Puzzies

LPD.05 Jungle Bungle; Adventure (Mb)

LPD.06 Pukadu; gama. PLUS: Sprites

E00, use in your own AMOS
prggr.q-—gl

LPD.O7 4-Way Lynx; Puzzle game. (Mb)

LPD.08 Work & Play; 3 Educational games

for childran. Very good! (Mb)

LPD.09 AMOS Assembler; (needs AMOS)

LPD.10 Word Factory; Educational chil-
drens programs. (Mb prefermad)

1 Go-Getter; Original gamea (Mb)

LPD.12 Hypnotic Lands; Puzzie game

LPD.13 Jigmania; Jigsaw fun (Mb)

LPD.14 Play it Sale; Educational (Mb)

LPD.15 ALA. Shapes; fun for kids (Mb)

LPD.16 Raversi 2 f_;l assic game (Mb)

LPD.17 Doglight 2; Arcade game. (M)

LPD.18 Touchstones; Board gama. (Mb)
LPD.19 X-IT-50; Original gama. (Mb)

LPD.20 Wordy; Word Processor! Good!

LPD.21 Quingo; Trivia Quiz...(Mb)

LPD.22 LC10 Fonts; Plus Font design!

LPD.23 E.5.P.; Original Arcade gama

LPD.24 Shining Way of Kung Fu; with digi-

tised graphscs! (2 disks - Mb)

LPD.25 Mission; Text adventure game

LPD.26 C.Y.AD.; Puzzle game (Mb)

DISKS 100% GUARANTEED

LPD.1

Bulk disks 10) £4 .49
Plus (50) £20.99
Labals (100} £38.99
KAD or (500) £169.99
SONY {10:D0]) £329.99
SONY Boxed o) £8.99
Plus 50) £d2.99
Labeals {100) £79.99

SALE + SALE « SALE

Archipelagos £4.99
Battle Squadron £9.99
Colossus Chess X £9.99
Centrelold Squares £7.99
Daluxe Strip Poker £7.99
Dxe. 5t. Poker « Cent Saqs ......... £12.99

Diasly Doubde Horse Raci ing £8.99

Dragons Breath E9.89
ELITE £12.99
Galaxy ance £4.99
Mouse Trap £2.99
Netharworid £4.99
Rick Dangearous £8.99
Shadow of the Beast £12.99
Silent Service E£9.99
X-0UT £9.99

JOYSTICKS

Joystick & Mouse axténsion £4.99
Cusckshat 11l Python £9.99
CQusckjoy IIl Supercharger £11.98
Chusckjoy Jetfighter £12.99
Chuickpoy TOPSTAS £19.99
Compettion Pro Extra £15.99
Sting Ray Handhald £13.99
2ip Stick Professional £15.99

All prices include VAT and FIRST CLASS POST!
GUARANTEED RETURN OF POST DELIVERY ON ALL STOCK ITEMS!

BYTEBACK

Cheque, postal
orders or credit
card facilities
are available

aR

1 disk ..
10 disks + File Box ..

e 1.25
e £8.88

(2D = 2nd Drive Mb = Megabyte)

AG.01 Star Trek; Superb game based
on TV series. Featuring superb digitised
graphics and sound! (20-Mb-3 disks)
AG.03 Star Trek (Agalron). Strategy
game by Tobias Richter, Germany's MNo.1
Trakkar! English version (2D-2 dishs)
AG.04 Monopoly; full version of the
classic property trading game!

AG.05 Pacman 87; Multi level version of
this addictive arcade classic

AG.06 Varlous; Cosmoroids, Amoaba
Crazy Eights, Blackjack, Backgammon
Daleks, Yahzee, Stone Age...elc

AG.0T Board and Card games
Cluedo, Othallo, Klondike and Cribbage
AG.10 Space Invaders, Arcade Classic
varsion! Plus: Lander, Amoaba

AG.14 Flascheiber; Boulderdash styla
game. Almost Commarcial quabity!
AG.16 Castle of Doom; Adveniure
game with graphics b-l'.‘l_',]l":l'll,r'f; |
AG.18 Golden Fleece, Superb Infocom
standard adventure. Train; design a ra
way with trains! Tron; 2 P ayer L ight cycle
gama. Plus: Star Fleel, Kamikaze Chess
Tumbding Tots

AG.22 Relurn to Earth; Elta styla
Space trading gama with axcallani graph
15 and digirsed sound

AG.24 Drip; Arcade gualty game with
degitised sounds and smooth sprites!
Pius: China Challenge, Super Gridder
Frogger, Mutant, Ping Pong

AG.2T Star Trek (US); Space strategy
gama. Caplain the USS Enerprise and
repal Klingons! (20-Mb-2 dishs)

AG.29 Chess; Superb Multi Featured
varsion with variable leved of play. Plus
Tiles, Bartleships, Tatriz 2

AG.30 Twintris: Smooth scrolling
blocks, 2 player option, varialions

AG.31 Simpsons; shool-em-up style
with Bart Simpson on a skateboard!
AG.35 Cave Runner, Superb commaear
cual quality Boulderdash style game!
AG.36 Wizzys Quesi; High quality
arcade purzke game, very addictive!
AG.38 5tar Trek - The arcade game
Vertical scrol INg SHoot-am-up

AG.40 Metagalaclic Llamas; Classic
shool-em-up by Jaff Minter, ax CE41
AG.41 Wet Beaver; Onginal Pong game
with digitised speech & FX. Great!
AG.42 Games Galore, 8 Games
Mazeman, Trek Trivia, Pharoahs Curse
Roil On, Monopoly, Dad, Cat and Mouse
alc

AG.43 Games. 1; Gridrunner, Classic
Jait Minter game. Rebound; Viertical
Arkanoid style. Invaders. shool-up
AG.45 Seven Tiles: Speedball styble 1 or
2 players, degitised efacts, playable as
Kick Of 21 Brilliant!!!

AG.46 Megaball; Arkanoid style, but
batter! Shareware game with aditor!
AG.AT Super Amidash; version of the
Comm. 64 game: Boulderdash. Great!
AH.01 Adventure Game Solutions
Mare than 100.... Dungeon Master, Sierra
Ultirma 1 10 5, Infocom...(2 deshs)

ACCoss
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O

i Trokogy Megeckemo (7}

' AdCErar Megaceno 4 (3)

/ Mefrens Megaceno B (F)

i Anarchy Demcs

i Birrand (Commercia! cuably homnzontsl

¢ Chuse Raot (Sampies from (e Halioweeen

s ()
Powericanc Poresermnin (B bunes) (*)

| Depeche Mocke (Good sounds)
| Securtabe Mursks Dsk 1 (9 9o0d tunes)
{ Kachs & Mahoney (Great demo)

Viraels Demo (Good shulf) (*)

Degitnl Concent § (19 mims 40 secs of House)
I Fearie Frecicke (oo game)

Computer Conflect (i Duyng
o it Demao Pack

vt Do Reels 3 (very aood
Do) (T (")

| Golame Shoeshow (Buy i, brlkant)
[/ The Bun (Police chase anemabon) (*)

PUBLIC

DO MAILRN

Dvmviorty Mz 4 (4 Great macis ] () OFDOTY  Deriestar Utiity Dk 3 OPDITS 100 of the bt remembened (T demos «
m Degited Concert 3 (1% mirs phs of CPDOTS  Dearlestar Ukley Dk § T
aood House ) CROOTE  Bucttimin Megacema () (F) OPD3Y  Drco Fever 1 (Mone good music)
CPOOY  Degeal Conoert 4 (The best vet) CRO0R0 IS5 Megadema (One of the beit demos) (F) OPDATE  Sadiam Huster Demo (e v Kuwel
OPDO4D  HOC Umate Jame Docidands Demo (n grest  OPOOPW  Sounditracier §.5Moismecker &1 (4) 0P34 Oricital Ltiks 1 (The best in Bhe latest il
chermanci) ORDN 100 Armega Chart 5 (Touch Me & Eve of the War) e )
DPDOHE  Agmigs Charts 3 OO Madonng Soanky [ Good) OPDAIS  Bad Boys Peesert the Loncion Boys (Good
OPDY  Defsinee Gitson {Electne Youth) (7) CPONY PE Dermolsher Mega LESey Dk (509 wtilities) MR Sk )
OFDO  Space Btz (Space wecen » 3 mone games)  OPFD11S invaciers Ripeens (Small selection of Bippens) OPO34EY  OvDaal PO Desic Comp §f (Reels, Mamae LK,
DPD0MS  Breslont Corstnaction K0t (Game nchuding OPD I Ukt (Pl dorman wond Deooeiscd) (i}
PRFUCHONS ] DT Waleer Dema 1 (viery 900d aramaton] (") CRDI  Ortal PD. D Corng 3 (Bl Demo il
OeD0as’  Bac {Michasl baciatn of yOur Afega) OP09eY  ‘Wisher Demo 2 (Same s sbove but befter) Algten (AZ) e}
OPD0ME  Avenger Megademo (Very sood, donl OPOP00  Sake Sex Desmo (Briffard amples on M one Ol Robocop T Dems (B0l plsaibie demno of the
s 2] OPODO0  Saar Trek (Game 13 (T) AT
DED04%  Genesis (Land of cordusion sampile) QPO m Wikde Sholeshow OPOXETS Tumcan il Demo (rou munst buy thes one &
P05  Dvaoh Mumic 1 {vumsc Demal CPOPER!  Games Dk (Pac Man ac.) brll, playabile)
CeDis Y Vison Musc Masters (Good muss demno) OPDP%  Beonin T (Wery g00d shoot em up, very hard)  OFDASR Frog Demo (Grest anemation + Some 9000
OPDOSE  Bestmatters Cuby M B (Wil worh buying)  OPDESS  Dope intro 'Writey {inbro maser ) sourd)
ORD0SY  Cnsachery Bactena (The bt yet) OPOf  Buciwnin Mesaciermo § (Tha will De D ths OPOXSY  Timecode Total Recall Demo (This one s not
OR00S  Amega Musac 1 (Mone 9000 musc ) yESr 5E P B e Prmsery)
OPD0SS et Shop Boys (Adways on nmy mnd) ORDRGR'  Filket the Fah (Canoon demno ke Pugss) OPDS  Sample Ecitor W11, Sample Bippes V10,
OPDOSE!  Sorad House B (5 900 House incks) ORDETR  Batman the Movie Armaton (Good cafoon Ao Sample Bank
OPDOSE'  Crusadiers Audio X (Go0d music) dema) OPO34TY  Acdems Farmily Demo (Bnll cemao all rmound)
CPDOS%  Vieon Mesacerno IV (Dion'T miss the ORDETY  Barging Revees (Great music ) (") OPOITY  Talong Cotounng Book (Good for kds)
one ity great) CPDETS SAE Armazing Tune 8(31(*) OPOYTY Sad - The Ustirmatie CLI Uity
CR0064  Morthater Acid Demo (very go0d) ORDETS  Madonna Viogue (4 dei, § drives, the whole  OPDITS . RAF Megami § (Long pleying music ok,
CPO0GS  Sore House 3 (Beatrnastens Hip Hoo House ) sorg on (4] Bl (7}
CFDOGS!  Bestrmasters Bat Dance Remix (Very popul)  OPDETT  Vision House (Greast House tracis ) OP038Y  Sumwind By Accession Music Desk (st in the

CRDOT kA Megadeno [A very good megadema)) ()

Ciora anc Acxd Dernce (3 very 9000 aemen)

TSt FTEC)

WE NOW STOCK AMOS LICENCEWARE DISKS
Numbers in () = Number of disks, (*) = 1 Meg, (X) = 18 years only
All PD disks are 99 pence per disk + 60 pence p&p per order. Cheques/PD payable to Orbital P.D.

Tel/Fax (0273) 401286

Post orders to (Dept ACP), 5 Green Lane, South Chailey, East Sussex BN8 4BT England

Blank Disks: Printers: |
1-9........40pea.” | NEC P20 Pinwriter................ £269.95"
10=19. .. 35p ea.” | NEC P30 Pinwriter................ £349.95*
Public Domain Library & Mail Order Company ‘Please add £2.60 P & P *Including VAT & Delivery
Prices M. 808 State Remix's A, The Run Animation *
Single Disks ..............£1.75 S. Nik Williams Slideshow G. Drip
Ten Disks ................£15.00 A. Unicycle Animation * D. Simpsons Demo
S. Madonna Slideshow D. Crusaders Do Genesis
Free Catalogue with every D. Do the Bartman * S. Tobias Richter Slideshow (2) *
order. U. Hamlab 0.91 M. MC Mikki T Mix
U. PowerPacker 2.3b D. Porky Pig Demo
A. Puggs in space G. Star Trek (USA) (2) * A. Batman Animation
U. C-Light G. Blizzard M. Music Madness Disk
U. Dope Intromaker S. Perm-Tastic 5 D. Phenomena Interspace
D. Neutrons Music Box G. Return to Earth D. Phenomena Enigma
S. Tobias Richter A. Station at Khern (3) ** M. Bard in a Box
Slideshow # 12 U. Play it Safe * M. LSD Music II
A. Basketball Animation G. Dog Fight I1 * G. Tetrix
A. Applecus Animation A. Raiders of Lost Ark U. Iconmania
S. NASA Slideshow Anim * . Business Card Maker
U. Emulators A. Discovery and Holocost A. Mars Flight Animation
D. Mr Food D. Coma Demo M. Flash! - Queen (2)
Key:- A-Animation, D-Demo, G-Game, M-Music, S-Slideshow, U-Utility. (2)-2 Disks, (3)-3 Disks, *- 1 Meg, **- 2 Meg
Please make cheques/postal orders payable to:-
DemX
(Dept AP) 61 Derby Road, Hilton, Derbyshire, DE6G 5FP. Tel: 0283 734626
Please remember to add 60p per order for Post & Packing.




ZEUS + BLUE HOUSE +PHARAODOH'S CURSE ~ BATITLE PONG

The AMIGA POWER Public Domain section gets an extra boost
this month - up to two full pages in fact - simply so we can
cover more games. ‘But why?’ you may be asking. Well, it's
simply this - PD may be free, you see, but it most certainly ain't

crap, as your host Stuart Campbell explains.

RATINGS: # # % % Excellent # %% % Nearly there ++ %% Very good * % Has its moments + Flawed  Dire

e've had a few letters this month from people who're still not
sure exactly what Public Domain software is, so here's a quick
recap on all it's various forms.

True Public Demain (also known as Freeware) is software which
is released without copyright restrictions, which means you're free to do what
you want with it, any old time. You can copy it, give it to your friends, stick it
on the front of your magazine - anything at all as long as you don't change it
or charge money for it. Most people get theirs from PD libraries, who don't
charge for the software but do take a nominal fee for the cost of the actual
disk, postage and packaging etc — usually between one and three pounds.

Shareware, on the other hand, is software which is released in a very
similar manner, but if you do keep and use the software, you're asked to send
the author a small donation towards the cost of producing more games.
Usually, as an incentive to ‘register’ in this way, the author will then send you
full documentation, updates of the programs, and so on and so forth.
Obviously it's easy lo just keep the disks and not send any money, but this is
extremely poor form, and threatens the whele concept of Shareware - if
nobody pays, authors will simply stop writing the stuff. If you do partake of
any Shareware, do the decent thing.

Then there's Exclusiveware, which is simply PD which is only available
from cne PD library, usually as the result of a deal which invelves the PD
company paying the author a small royalty for every copy sold. This
sometimes makes il slightly more expensive than normal PD, but not to any
significant extent.

Licenceware (a fairly new idea) is an extension of Exclusiveware, and
isn't really PD in the true sense at all. It's software which is released by PD
companies, but the author retains the copyright, which means it's illegal to
copy it. The price is usually higher than ordinary PD {but still much cheaper
than most budget software), and the profits are split between the author and
the PD firm.

The addresses on these pages aren't the only places you can get the
games reviewed here from - most are available from most libraries at various
prices and on variously-compiled disks. The named companies are simply the
nice people who sent us our own copies. Any PD companies out there who'd
like a little plug, send us some stuff (games only, no demos thanks) to have a
look at and we'll see what we can do.

That's it for now, other than to say that if you've discovered some
particularly good (or, indeed, particularly bad) PD game that you think the
world should know about, drop us a line (or even a copy of the game, if you
can manage it) and we'll check it out (and credit you in the mag, of course).
So with that, on with this month's fabby freebies.

PHARAOH'S
CURSE

(SEVENTEEN BIT, disk
Games Galore 5)

This is a convarsion of the oid VIC-20
platfarm adventura by the same team who
brought you last menth's wonderful cover
disk game Frantic Freddie, (STOP PRESS
- Pharach’s Curse can now be found on
ihe cover disk of this very issue!) It's well
worth getting for this alone, but when the
disk also includes a sweet little PacMan
game (STOP PRESS AGAIN! - this is on
this issus’s cover disk as well!), a good
version of Pango, a Monopaly clone, a
couple of nice puzzlers and more besides
{1, then the asking price of just 89p begins
to lock pust a Ittle bt on the ndiculous side

ol-generous. Unless you're completely ga-

have, and it's still good value even when
you've already got twa of the best games
from us

VERDICT: Excellent, excellent, and
once more excellent. Hours of fun
for all the family. % %% %

Pharaoh's Curse - the VIC classic is back.

ga, this is anathar disk that you really must

LZEUS

(SEVENTEEN BIT, No. 1058)
Ulp. If you wan! to snap up this particular
PD classic, I'd sugges! you do it quickly
because when Ocean see whal a blatant
copy of their classic Tailo coin-op
conversion Puzznic it is, it may well
disappear from the market in a blaze of
writs before you can say "official. This is a
very classy job indeed, being identical in
evary way o the original, except that there
i5n't a lime limit and the screen layouts are
ditferant, Oh, and it uses mouse contral

et g et o et gt et et

Ieus - Looks familiar?

which is a bit crap, but since thara's no
time limit it's not actually much of a
problem. Puzzne itself was a highly
respectable No. 34 on cur All-Time Top
100, so for 89p this excellent copy
represents an absolutely stunning buy. It
might mod last long, though, so don't wasle
any tima

VERDICT: Unmissable version that
actually improves on the original in
some ways. (The lack of time limits
make it more of a puzzler than an
arcade game). Get it while you can.
e e e e

BATTLE PONG

(SEVENTEEN BIT, No
10586)

They cannot be serlous... It's 1991 and
someone's given the Arkanoid freatment
o Pang, the original arcade bat-and-bafl
gama. This updated version includes all
the features you remember and love (the
bats, ihe, er, ball, um...} but with NEW,
IMPROVED, EXCITING extras like a
pretty(ish) backdrop and (Lord have
mercy on thair souls) power-ups.

These are moslly pretty obvious,
including bat reducers, bat expanders,
freaze capsules, and the creation of a
moving obstacke on the centra line. In
fact, gameplay isn't dissimilar to an
overhead-view version of the classic
Franch oldie, Shufflepuck Café, except a
bit maore limited by the format. The main
drawback with Baftle Pong Is that the
computer opponent is almost unbeatable,

BLUE HOUSE

(NEW WAVE)

This is & bat of & strange fish, being a cross
between Thrust and, er, a jukebox, What
happens is you fiy around in the normal
manner, through smoathly-scrolling and
tricky landscapes, and attempt 1o land on
varnous stations and platforms scatterad
throughout the cavems, When you do
there's a short pause and the game loads
up a new piece of demo music, while
displaying the title and credits of it al the
bottiom of the screen until you land

that's the off-the-wall concept behind
strangely named Blue House.

somewhere else. It's a really novel way of
presenting demo tunes, and the game's
challenging and playable at the same time
Some of the music is lovely (and some of
it's by Manllson, but you can't have
everything), and you'll keep playing for
ages 1o hear mare new tunes
VERDICT: Different and refreshing,
and a really nice piece of PD that
wouldn't work any other way. Very
good indeed. &% %%

but with adjustable speed levels and a
two-player option you should still be able
1o wring considerably more than B3p's
worth of enlertainment out of this.
VERDICT: An extremely silly idea
which provides several hours of
absurd fun. Ideal material for PD,
I'd say. What the hell, why not?
ek

~ —

Pong - the ORIGINAL video game, gliven a
bit of spit and polish for the Amiga.

HaImOd VOINY

iLsnony

LEE 1

A
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LLAMATRON

(Available from various

PD suppliers)

We jumped the gun on this one a little bit
inissue two, but now Jeff's actually
finished the Amiga version and it's loaking
evary bit as good as the ST ane, and
sounding even better, For those of you
wha missed it, t's an update of Williams
lassic arcade shool-'em-up Robolron
ddled around with to add Jeif's inimitable
eel (you know the kind of thing — sheep,
goats, yaks eic) and provide an even
zappier expenance for aficionados of the

)

Robolron's unique double-joystick contro
system has bean claverly implemented
hara, and indead, thera’s also the option
to actually use two joysticks for complete
authenticity. Not that it's all improvements
- & couple of the new featuras are
distinctly irntating (particulary the laser
gun) and the graphics have a slightly
clutterad and unclear look (in Robotron
you could tell al a glance who the bad

TRIX

(SEVENTEEN BIT, No 841)
This is quite easily the best version of the
arcade’'s Eich-A-Skelch-with-enemies
gama Chx on the Amiga, and it's made al

the mare limely by the mpenting release

Mo, it's not computer art, it's Frix

of Volfied, Taite's coin-op follow-up. It's a
full-featured copy of the arginal, but it also
comes an a disk with 10 other games,
including a verson of the board game
5-:‘"'-’]-". a8 VIDeD poKer game, a crude bul
fast Missile Command, a good Othello, and
several other card and puzzle things. It's
worth the paliry B9p asking price for Trix
alone, and the fact that all of the other
games are worth having oo makes this a
oargain of the h gnest orger

VERDICT: A strange mix of games
to find on one disk, but an
entertaining one. *dxx

LLAMATRON + AMIGODIDS +~ TRIH +
SEUVEN TILES

'_:]L.‘:.':' ware, but in i..'.-h'.':‘u,'-."n'l'n'."i'. it's all a bat
less inst ctive) — bul all the sama this
5 a highly classy piece of freebie
software. Wait a minute, though
Liamairon ism't strictly free — if you
like the game and decide to keep it
Jetf asks that you send him a fiver
a5 a shareware fee. Then again, ir
returm for that you'll also get a big
llama poster, a newsletter, and a copy of
Jeffs orginal version of Grdrunner (first
released in 1983}, 50 you've got no cause
for complaint, Remember, with sharawara
you try before you buy, so if you don't like
the game it won't cost you a penny, (But if
you do like it, please play fair and do
send Jal some dosh - we'd like to see
this idea encouraged). Not that you'ra
very likely not 1o like it
zapping fan, thig'll be fght up your street
VERDICT: An excellent game that
deserves to be supported by
anyone who's ever paid out £25 for
crap and been cheesed off about
it ot

[ you're a

AIR ACE + GRIDRUNMNER +

UITERLY SCANDALOUSLY GOOD
BARGAIN OF THE MONTH

®: 180

o

Amigoids - an excellent Asteroids variant, and

Just one of many great games on this disk.

AMIGOIDS

(START PD, disk
No. 761)

The first thing o say about this
disk is that it isn’t just Amigoids.
It aksa contains Tanx, a brlliant
and incredibly shck version of
the old two-player game whera
you have two lanks shooting at
gach other across a mouniain
range; Rollerpede, a faidy pretty
and zappy Centipede game;
Avatris, a simultaneous threa-
player Telns clone, and Cave

Runner, a very classy Boulderdash game. Amigoids is probably the star of the disk,
though (if only because you need two players for Tanx), being far and away the best
Asleroids game on the Amiga so far. I's packed with options, (including the chance
to turn the graphics into a perect replica of the Atar VCS game of yesteryear!) and
plays a raally stylish version of the classic game. The whaole disk is beautifully
presented, and to be able to get it for less than two quid is living proof that miracles
can still happen. Restore your faith in humanity and get it now.

VERDICT: Every true games lover should have this in their collection,
If you love your Amiga, give it this. & &% &+

e nopouon et carssere i (GRIDRUNMNER ~— SEVEN TILES

Minter's rather spiffing Llamatron.

AIR ACE

(SEVENTEEN BIT, No 1062)
This game was programmed using
Palace’s Shool-"Em-Up Construction Kit
and it's given it a distinclly professional
edge. I1's a Flying Shark-style scralling

Air Ace - Slick, playable, and cheap.
blaster, and it's one of the Inckier games
I've come across this manth, There aren't
any greatl innovations on display, but the
gameplay (for one or two players at a time)
5 imeless and challenging, and the
attention to detail (nght « 4

N Lo R wiay
the screen keeps scrolling for a while after
you've lost your last e, just ke in the
arcade) Is lavish, If you're a Flying Shark
fan, you shoubdn't miss this one
VERDICT: Tough and pretty blaster
that'll pass a good few happy
zapping hours, at a price that belies
its commercial look. % %%

(SEVENTEEN BIT, No. 971)
:-_Wlf-.’:-..:'u; an fram last month's review of
Jelt Minter's Melagalactic Liamas, here's
ancther conversion of one of the man's
ancien! zappers, Gridrurmner, It's

ntially a Centipa ne with a few
added featuras, bul as a fast and violent
single-minded blaster, it was unbeatable in
its day and it's still pretty good fun now

Another Minter classic gets PD treatment.

The disk also contains a rather odd
Defender-like game called Invaders, which
5 cute and enjovable, and a Breakourt
clone called Rebound (which we couldn't
gel to load on the office Amiga, so it may
or may not be any good), and the
fthing is welded logether with probably
meast slick and professional presentation
evar seen in the Public Domain. (Courtesy
of programming team Mental Image
When you consider that each of
on this disk effectively costs less than
30p. you know what to do
VERDICT: Two goodies and a
‘might-be’ make this disk another
essential giveaway. %

Contact addresses for this month's games: SEVENTEEN BIT SOFTWARE, PO Box 97, Wakefiekd

HEW WAVE SOFTWARE, PO Box 189, Manchester M1 1JE = 061 B39 5378 » START COMPUTER SYSTEMS, 20 Holmside Sunde

WF1 1XX = 092
nd SA1

(START PD, disk No. 689)
This game is billed as a cross between
Speedball and Kick Off, and that's pratty
much a spo assessment. If's a frantic
future-sport game with tiny litle players
miing around on a metallic pitch, and
r from the slight problem of not really
knowing which of your players you're
canirolling at any parbcular given tima, it's

Eat your hearts out, Bitmap Brothers.
Sewven Tiles even sports a vaguely metallic
backdrop to the action.

|8 [#]

great fun. There isn't really a whole Ic
hat it's a lot

about it oth

i, It's easier lo get lo grips with
k CHT. Oh, and tha continuous

d noise can gel a bit grating on the
edrs after a while. Mot than I'm trying to
5'.':'|: '!.'C .L'ln:.' ng i, you understand
VERDICT: A corking little game
that holds its head up pretty
respectably against its major-
league counterparts.

"o

4 366982

2605

AJE = 091 56




Thinking about NOT
buying the next issue
of Amiga Format?

This picture of King Tut is known by more people in more nations than the pharach ever was. It's the
symbol of Deluxe Paint, probably the finest piece of graphics software ever written. Deluxe Paint is used by
nearly all Amiga games programmers to create the graphics for their games, simply because it's the best

MNow there is a new version of Deluxe Paint out — Deluxe Paint IV. It's probably the most important non-
games release on the Amiga in the last three years. It takes Deluxe Paint to the ultimate extreme of Amiga
graphics, allowing you to create 4,096-colour pictures using HAM mode

And where can you read the exclusive first review?
In Amiga Format, of course!

And what's that on the cover of the issue? Well, knock me down with a feather if it's not a Coverdiskl And
it contains an almost-complete copy of the new Deluxe Paint IV as a fully useable demo. You'll be
able to create your own 4,096-colour pictures and see for yourself how good it is!

Also on this extraordinary Coverdisk is a playable demo of Magic Pockets, the |atest platform extrava-
ganza from the Bitmap Brothers. You've laughed at the idiots who played it on TV's Motormouth: now
give the real thing a go for yourselfl

AND we bring you the full inside story of how the music is created for games, courtesy of Betty Boo,
John Foxx and those Bitmap experts.

PLUS the widest and best range of reviews anywhere: not just games, but also exciting stuff like the
newest drawing program, the new 3D game creation system and the latest in 16-million colour painting.

Don’t miss Amiga Format Issue 26, on sale August 8
Exclusive review and Coverdisk demo of Deluxe Paint IV
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NEW AGE COMPUTING

For all your Amiga & communication needs!

BULK DISKS - T E
BENCHMARE 3.5° SONY BULK WITH LABELS &
=% H ="'—""ES"‘E“ ! G'—':EE”TEE . 40 Capacity lockable box ................... £4.50
80 Capacity lockable box ................... ;
£16.00 | £28.00 | £40.00 | £162 pee, * kb0
PREF
All pr-*ces As above, but fully Amiga formatied mm
fnc!ude VAT 25 50 100 500 150 Canaﬁltf disk dfawar ................. £1 7.00
EVEI'}’FHJ:HQ sent 1st Class £17.25 | £30.50 | £45.00 £185 - lock for above POSS0.........ce e eeveeene £6.50
A500 0.5 MEG MEMORY UPGRADE SLIMLINE 3.5" AMIGA DRIVES MOUNTAIN BREEZE COMPUTER
Can be made ino 1 Meg CHIP RAM With throughpon & switch AIR ION lgﬁﬂ?
With Clock Just £26.99 £65.00 Frashen the air you breath! Only £25.00
REPLACEMENT MICE TURBO 68000 7/14 MHz SWITCHABLE CHIP | |COMPUTER LYNX - The Amiga disk magazine
280 dpl - mouse mal & hodder included Complete with board, manual and software This action packed magazing ON A DHSK! With demos, news,
Naksha MOUSBS ....ccommmnmnsssssssassssnes £23.00 Only £39.99 Inpnviews, nivviines and mose! We can explain i all hore - sand
Naksha + Operation Stealth........ccccv £26.00 NOTE: Ravision 5.2 Amigas above only for @ taster. Exclusive from NEW AGE only £1.50
VIMYL “qluﬁgg “F?}.I;i\ £2.99 T L L FREELANCE
msinne Star LC-10 200  Star LC24-10/24-200 £4.50
UNIVERSAL PH'"TE“ ST*H‘DS £0 a9 Epson NMXFXBOB0N0 £350 Epson LXAOES £3.00 BRITISH TELECOM CORDLESS
pu:.'r GQ‘I"IHE Panasonic KXP1124,.. €475  KXP 1080/1081/1180 _._£4.50 Incorporating NEW TECHNOLOGY
A500 €450 STAALC-10.......£550 Call for your printer NOW! Pager £89.95 Intercom £E119.95

POSTAGE AND PACKING: mmmmmmmmmmmwhnmmmm-umm '

ALL PRICES INCLUDE V.A.T. Payments payable to "NEW AGE COMPUTING"

Dept AMP, 187 Perrysfield Road, Cheshunt, Herts, EN8 OTL
Telephone (0992) 465366 / (0831) 820097. Fax: (0992) 450009

=Virgo=  Take it up to 2% megs

DEVELOPME?!?

Amiga A500 2 meg expansion

Here at last is the memory expansion board you have
been waiting for! The V2000 will give you up to
2 megabytes of additional fast RAM.

The V2000 can be expanded in Y2 meg stages, from
2 meg to 2 megs, and it represents the best value for
money available.

* Compatible with Kickstart 1.2 and 1.3

* Real-time clock/calendar

* Top-quality gold-plated connector

* Memory disable facility

* Plugs into slot under your AS00 E z
(no soldering required) ==

* Comes with full instructions TR

* Helpline available

£104 95 Introductory prma for

inc VAT P&p  full 2 meg expansion

V500 512K extension without clock £25.99
V501 512K extension with clock  £29.95
(chip RAM configurable with Fatter Agnus)

Also available (phone for full range):

V2000 board only £37.95
V2000 + 0.5 meg £53.96
V2000 + 1.0 meg £70.95
V2000 + 1.5 meg £87.95

RAM chips per 2 mug set £18.59

(compatible with A590)

Sound Demon £44 .96
(quality stereo from your Amiga)

Kickstart 1.3 £28.40

Disks (3.5" & 5.25") 35p each (+P&P)

Full range of software available.

Phone for details.

Yes. Prices include VAT & delivery

Virgo Developments Ltd, Sapphire House, Fishponds Road, Wokingham,

TR
Berkshire, RG112QJ.  Tel: 0734 890588  Fax: 0734 891646 &

credit card +3.5%

| Same day dispatch. 24-month guarantee. Commodore-registered Amiga developer

credit card +3.5%




WIN A FISTFUL OF
FLYING LESSONS!

COMPETITION

AMIGA POWER / MICROPROSE F-15 STRIKE EAGLE Il COMPETITION

RULES AND REGULATIONS

« The closing date for this
competition ks August 3181 1981,
Eniries received aftor thal will be
made into paper planes,

« On all matiers relating lo this

compelitign the editor's decision
g finl

+ As over, smployees of Fulure
Pubdishing and MicroProse ane
not eligibde to enter this
compatition,

+ You gel six one hour sessions with a fully trained
pilot teacher...

«..al & flying schooel near your home...

«..all worth something in the region of E750.

Mote that there is NO AGE RESTRICTION on flying
futonials, so this is open to absolutely everyone The
winnes will be skipping along 1o his or her local

OK, answer the following question {correctly). Pop
your answers on the back of a posicard, and post it
fo us al: Amiga Power's Up In The Air Competition,
29, Monmouth Street, Bath, Avon, BA1 2BW. Don't
forget to add your name and address, and be sure
your enlry gets here before August 315! (this year).

So how do these flying lessons work then?

aerodrome Laler in the summer, and clambering into one
of thosa little Cessna or Piper aeroplanes
(Unfortunately, if you want flying lessons in an F-15 you'l
just have lo go away and join the LIS Air Force)

Your trainer will teach you the proper way to fly one
of these beasts, so it's not our fault if you cock things up
and find yourself buying a fair-sized area of arable land

Get on with the question!

Al lasl, the question: It you want 1o fiy you'll need to
learmn how to use a map. So, hera's a lest of your
nawvigational abilsies. You are on a runway in Reykiavik
and you have 1o fly, in a straight line, to Nairobi. Simply
list all the countries you have to fly over. (Clue: get an
allas and a ruler.)

HIMmOd YOINY

LEGEL LSNENYV

O



" AMIGA POWER BACK ISSUES

Copies of the first three issues of AMIGA POWER are still available - though perhaps not for
long! Each one costs £3.50 including packing and postage within the UK. To order yours
simply fill out the form opposite and send it with a cheque or postal order. (Everything else
you need to know is explained on the form).

] :‘.-T ITHTD
ACTION}

1 (May 1991)

Who do Renegade think they are?; Work In Progress; Birds Of Prey;
The game | wish I'd written — veteran coders speak; Rainbow [slands
Players Guide; over 40 new games reviewed, including Exils, Gods,
Cybercon I, Eye Of The Behoider, Railroad Tycoon

Plus! On the disk: Bombuzal - the complete game!

2 (June 1950)

Craation, 'Bob’, Populous Il = Bullirog interviewed: 20 Amiga classics
for £10.99 or less; Erc Matthews; Rainbow Isfands conlinued; over 40
new games raviewed, including Monkey Island, Switchblade I, Hero
Quest, Wonderland,

Plus! On the disk: Kid Gloves - the complate game!

3 (July 1991)

Thunderhawk, Relro, Frenetic — Core interviewed; What's so special
about COTV?; If | wera not in this industry — game authors speak;
Powermonger in the style of Salvador Dali; 10 pages of tips; over 40
new games reviewed, including F-15 Sirke Eagle I, Deuteros, Toki.
Plus! On the disk: Exile special world, Prehistorik preview, three top
PD games!

Binders

Amiga Format
back issues with
complete gumes

18 (January 1991)
300 page Christmas
speciall Games of the yes
revealed; Top coders maks
thiar pradictions for games:

. of the future; All the big

Xmas gamas reviewad
Plus! Two disks! '
Interphase - the complets
gama! Total Recall -
playable dema! Lemmings
- playable demal And
mora! £5.00

23 (June 1991)

236 page giant' 3D

How 30D games are
created — The Assembly
Lina 1edl all; massive guide:
to 3D graphics, and monal
Plus! Two disks! Balance
Of Power - the complate
gama! Atoming - playabie
demao! 30 Consiruction
Kil = useable demo! And
more! £5.00

24 (July 1991)

220 pages! COTV special
= is this the future of home
enlertainment?; Graphics
special repor, and more!
Plus! Two disks!
Archipelagos — 1he
complate game! Vaxine -
the complate gamal And
mora!

£S.00

J
|

Subscriber

You not only receive an excellent free gift when

problems solved here

our exclusive subscriber offers!

Address change? An extra bonus or what? Just take a look!

you subscribe = you can also take advantage of

o, &
&Qﬁ¢b°
<

This month's special offer to
subscribers is...

The Secret of
Monkey Island

Subs Club Price £18.50
Save £7 on the RRP £25.53
Quite simply the highest rated game in the
(admittedly quite short) history of AMIGA POWER.
A brilliantly thought out, supremely user-friendly and quite

Duplicate or missing issue?

Question about a gift?

Amiga Power

Telephone: 0458 72011

hilarious graphic adventure, it's one of the best games ever seen.

THE SECRET OF




Tick as appropriate

Tick a5 appropriate

MEASE ALS0D SEMD ME:-

eceive one one of these

Don’t run the risk
of missing the lotest news, reviews
and hints ond tips on Amigo gomes.

Complete the toupon below or tall our
tredit word hotline

on 0453 74011

Just look at all the

We presented on excellent playoble demo on lost month's b en efi l.s y ou g af

cover disk, now here’s your chance fo get completely

embroiled in the foscinating world of Audiogenic’s incredible :

Exile, the future of arcode adventures. w hen yo Usu bS‘ T be
AP rated at B9 per cent.

» You save time
ARMOUR-GEDDON > You save trouble

Psygnosis’ massive multi-vehicle 3D strategy arcade > YOII glllll'tll'll'ee vour
adventure has topped the charts — and it's not hard to see <0

why. Beautiful 30, oodles of planes, tanks and the like fo Py

bomb about in, and tons of ultro-violence — it's the bee's » You ge' i' dﬂ“vered
knees. p

AP roted 87 per cent > You receive one of

these superb games

SWITCHBLADE |l :
- as a gift!

Gorgeous pseudo-Japanese graphics, wonderful scrolling and
ployability coming out of its ears — that's Gremlin's simply

stunning Switchblode I, perhaps the Amiga’s best ever AI I § h i 3 for I ess
arcade-style plotform game.
AP rated 87 per cent. thun you Puy “' u

R THE COUPON BELOW RIGHT AWAY 0R caLL ouR cReorT caRo Horumeonoass 74011 UK mewsagent!!

YES! Please enter my subscription to AMIGA POWER and send me the game of my choice...
EXILE ARMOUR-GEDDON SWITCHBLADE
UK £34.95 EUROPE £56.45 REST OF WORLD £75.40

M.B. To ensure you receive your magazine and disk quickly and undamaged, all overseas subscriptions are sent Alr Mail

PLEASE ALSD SEND ME:-

WIGA POWER BACK ISSUES AT £1.50 EACH ok (ssues requinad 1 2 3 AMIGA FORMAT ISSUES AT £5 EACH  tick issuas required 18 23 24
WBGA POWER BINDER AT £4.95 EACH indicale numbar requisd MONKEY ISLAND AT THE SUBS CLUB PRICE OF £18.50
Exighng subscribars plpase Quole your rilirance numbar on o acgress labal

FOTAL COST € DAaSE ri e il itgms: that A et ek
METHOD OF PAYMENT pieass ingicate

VISA/ACCESS cwdno Exps CHEQUE make payabile to Fulure Publishing Lid
AME TELEPHOME NO _ g =
WDDRESS i i Bl
E ) L POST CODE e el
facluse this coupon (1ogether with your cheque if applicable) in an envelope 1a: Amign Power Subscriptions, FREEPOST, Somerton TAT1 7BR. This coupon s volid uniil 315t August 1991 AP/MAG/ 0891

S ——————————————————pp e e e

S
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V)

Amiga for
Business

To advertise in the biggest selling Amiga
games magazine call Susanne Mansfield
on 0225 442244 (or fax her on 0225
480325) now!

A S
a,@ SEGA MEGADRIVE &
gé’ TO ENTER THE COMPETITION <]

' o

0898 313 341

COMPUTA FX, PO BOX 1444, WILTS, SP1 TYN
CALLS CHARGED AT 34p PER MIN CHEAP
45p PER MIN NORMAL RATE

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

3.5" Disks S1P Leets

250 + @29p each; 500 + @ 28p each; 1000 + @ 27p each
ALL DISKS CERTIFIED 100% ERROR FREE

Il 3.5"DSHD............65p
5.25" DSDD
i 5.25" DSHD

DSDD BULK

100 Capacity Disc Box ..........3.75 50 Capacity Disk Box ............3.25

Mouse Pockets...
Printer Stand. Y}
P0oss0 BoX......ooooveresnereree. 19,00  Atari Dust Cover..

Amiga 512K RAM Expansion with clock...................
Amiga,/Atari External Drive

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. Cheques/POs to

PLC COMPUTER SUPPLIES (Dept AMP)

éllax:k:i::s':; TELESALES HOTLINE
Staffs ST5 4EY. 0782 212970

TONY TAKOUSHI CONSOLE LINE
News gossip tips & tricks

NEWS TRICKS & TIPS, For the Amiga 0898
Get the ullimate oul of your Amiga 299 385
AMIGA GAMESTIPS 0898
Extend your gamesplay 299 386
ST GAMESTIPS 0898
Inside info on the hottest releases 299 387
MEGATIP GAMESLINE 0898
The holtest games secrels 299 388
CONSOLE GAMESTIPS 0898
The best games secrets 299 391
SAM COUPE HOT LINE 0898
Featuring Alan Miles & Bruce Gordon 299 380
MEL CROUCHER COMPUTER FUN LINE 0898
3 mins of mind blowing entertainment 299 399
ALL FORMATS COMPUTER FAIRS 0898
Newsline 299 389

NEW MESSAGES EVERY WEEK!

1/2 Meg Upgrades
without clock £19.95 with clock £24.95

1 1/2 Meg Upgrades
Fully populated only £69.95
Null modem leads £4.99
4 player lead £5.99

3.5" disks

1-4935p 50-99 30p 100+ 28p
3.5" 80 Cap. disk box locking £4.99
3.5" 40 Cap. disk box locking £3.99

All our products carry a 5 year unconditional
guarantee. All prices include VAT. P&P extra.
Please ask when ordering.

For credit card holders phone
0602 464188 between 9am-5pm
0509 674187 after 5.00pm

Cheques/postal orders send to:
Richards Developments, 14 Windmill Way,
Kegworth, Derby, DE7 4FA




DISKS DISKS DISKS

QUANTITY 25 50 100 500
3.5"DS/DD 135tpi 039 038 037 POA
3.5"DS/HD 1.44Mb 0.79 0.78 077 POA
525" DS/DD 48tpi 029 028 027 POA

All prices include VAT, label and P&P.

Cheques payable to Severn Software.
Allow 7 days for delivery.

Severn Software, 55A High Street, S T
Bridgnorth, Shropshire, WV16 4DX yuume

Telephone (0746) 767519

WANTED] TEEASURE

USE YOUR 123456
VOICE g'_u_
Tn D T : 1
OUTDRAW E——? )
G

THE
GUNFIGHTER ﬁ
CASH PRIZES ||

o e T

/4

Steve's Amiga P.D.

“LOADS OF TITLES" 1-10 disks £1,25 each. 11 or mere disks £1 cach,
Post & packing is only 50p per every 10 disks. (MIN 50p) UK. only

"WE SPECIALISE IN GAMES® But also stock utilities/demos/'music etc.
T-BAG disks 1o no. 49. "ALL DISKS VIRUS FREE & CHECKED BEFORE INSPATCHT
+ THIS IS JUST A SMALL SAMPLE OF OUR POPULAR GAMES ETC

GMI!ES
G165 Bart Simpson Game
fa'.ﬁ.;! Seven Tiles
l 1 Blizzard

135 Jeus

I'_:I. B Rud G206
Gl Quiz Masie G207
G150 Pswedo Cop
Gl24 Buon ulo3

G169 '-1-.n.1 LJ Marua
_.|.-'-| Ser

ng B
TJr 13 F's"e-

UT“II.JT“IES

a%e (databdie

Get our "cat/disk” lots of free PD. on it!. Just send us a £1 coin
All payments. Cheques / POrders. made payable to: Mr. S. Fitch.
and send to: 1, The Croft, Welwyn G City, Herts, ALT 4JY.
Our phone and fax no.'s are on our catalogue disk.

PCS INTERNATIONAL PD

THE NORTHWEST'S BIGGEST PD LIBRARY
33 CHAPEL GREEN ROAD, HINDLEY, WIGAN WN2 3LL
ISR
visa 0942 521577 S

SUPPLIERS OF AMOS, AMICUS, FISH, TBAG, SD-DISKS
SNAG, AMIGOS AND PCS PD

PUBLIC DOMAIN GAMES

WE HAVE OVER 100 GAMES AVAILABLE

PCG 1  Learn and Play (not Amaos) PCGE0 Lam V1.2
PCG2 Treasure Trap PCG&E2 Moria (RPG)
PCG 3 Pipeline PCGEY Track Record
PCG 4  Breaker Construction Set PCGG64 Paranoid

PCG 5  Seuk Games PCGES Pacman 87

PCG 6 The Computer Conflict PUGHE The Lost Decrest
PCG 7 Games Comperlation PCGET Cave Runner
PCG B  Star Trek Game PCGE8 The Holy Grail

PCGY9 Tenmis PCGED The Golden Fleece

PCG10 Tramn Construction Set PCGT0 Xenon 8

PCGLT Castle OF Doom PCGT1 Master OF The Town
PCG12 "Pseudo Cop PCGT2 Chess Ete

PCGL13  Mechfores PCGT3 Master Mind
PCG14 BoardGames PCGT4 Tanx

PCG15 The Golden Fleece PCGT5 Seven Tiles

PCGIE Marble Slide PCG rs Magaball
PCG17 PD Games PCGT77T Wheel Of Fortune
PCGIE Blizeard PCGTE Auto Bahn 3000+
PCG19 Drip PCG79 Wet Bever Tennis
PCG20 Card Games PCGRD Star Trek

Next Generation

UK ORDERS ONLY SEND TO

PCS INTERNATIONAL PD \BLE

FREEPOST WN5157F  _ \ opR AVAILS

HINDLEY g CAT ON

WIGAN o GAME

WN2 3BR

ALL CHEQUES MADE PAYABLE TO PCS INTERNATIONAL
WE ALSO TAKE CREDIT CARDS, EUROCHEQUES ETC

OVERSEAS ORDERS TO THE ADDRESS AT THE TOP

EUROPE ADD 25p REST OF THE WORLD ADD 50p.

J.SOd SSV1D LSHId ANV LVA ONI Og' l_

=

Intronic Software

The Midlands Premier Mail Order Software House

CABLES !!

“‘ﬁh PRINTER * MONITOR * TELLY *....EVEN A BIONIC WELLY *

Yo WE CAN SUPPLY IT !

“* AMIGA SPARES * AMIGA ADD-ONS * AMIGA HEPmR's
* FIXED PRICE REPAIRS e.g. AMIGA PSU - £20 *

RING US FOR A QUOTE! &t S SoMiRrsis

* BEC * SINCLAIR * NINTENDO./
COLLECTION AND DELIVERY SERVICE WEST MIDLANDS AND NORTH WALES

Some of our !IIIM tltles

FLIGHT OF THE FHTFIIJDEH N——

MIDWINTER Il

CRUISE FOR -H- CORPSE ..

SPEEDBALL . £8.50
Post and Pnhng 'FREE on orders over £10.00 UK HIIHI.-H-HI.‘.I OMNLY

SEND FOR OUR LATEST LIST

R/O 236-240 Stafford Street WALSALL West Midlands
Telephone (0922) 725832

ULTIMATE PD

VERY FAST
SERVICE

ONLY 99p
EACH

HIMOd YOINY

L6BL LSNODONY
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ATF.

Adidas Foolball
Alcatraz

Alpha Waves
Agquadvaniurer
Armageddon
Armalyte
Atoming
Automic Robokid
Back 1o th
Bards Tale Part 11l
Battle Command
Batlle Isle
Billy Boulder
Billy The Kid
Blade Warrior
Blitz Krieg May
Brail

Cadavear
Captive
Car-vup
Champian of the Raj
Chuck Rock
Creaalures

Cricketl Captain
Crime does not Pay
Crime Wave

Cruise for a Corpse
Cybarcom I

Dread

Epic

Epoch

Eswal

European Super Loagua
Flimbos Queas!

Flippit & Magnose
Flonk

Future Soccer
Gahangir Khan Squash
Gauntlet 111

Gods

Gold of the Aztecs
Golden Axe

Gun Boal

Hard Drivin 11
Haeroguesi

Hill Gtraetl Blues
Horror Zombies from
the Crypl

Hunl lar Red October
Hydra ...

1940

James Pond
Katakis

Killing Cloud
Killing Game Show
Lite and Death
Lotus Espril
Magic Garden
Manchester United

Metal Masters
Mightar Bombjack
Monly Python
Moonblaster
Moanshine Racer
Mud Sparts

& Fulura Part 111

International lce Hockay

Manchester United Europaan

Road,
1, Manchester M27 1UL

£13.4
E13 4'}
43
49
49
49
459
49
49
48
49
48
49
49
49
49
48
49
49
459
49
49
49
49
49
49
43
49
49
49
13.49
49
a8
49
49
49
45
49
49
49
&9
49
49
458
43
49
49

.-|
L

£ £ a0 £ £ £ £ 0 0 £ G 1L 0 3 L B L L I 6 ) i L D £ b I

3 09 PR P P R P I PR P 0 P T P P Y P P P P T P D P P P P

o £ G L £ 6 £ G 0 63 0 3 0 L £ 63 6
=
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Ll R Dl et b Rt T Rl l o N Tl o ]

D D D D D D 6D 4D oD

m(ﬁﬂmmﬁ
9am-7pm 7 days a week

* * * INTRODUCTORY OFFER * * *

Muds

N.Y. Warriors

Narc

Narco Police

Navy S EALS

Night Humnter

Might Shift

Ming Lives

Ninja Remix

Nuclear War

Dops Up

Opaeration Stealth
Operation Thundarbalt
Oriental Games
P.G.A. Tour Goll

Pang

Panic Stations
Panza Kick Boxing
Parisien Nights
Populous

FPradator Il
Prahistoric Tale

Q8 Team Ford
Redstar Rising
Rastricter

Rick Dangarous I
Riders of Roham
Robacop Il

Rogua Troopear
Rotalar

5.C.1. Chasa H.Q. Il
Secratl Agent Sly Spy
Secrel of Monkey Island
Shadow Dancer
Shutlla

Skate or Die

Ski or Die

Skull and Crossbonas
Speadbull 11

Spy Who Loved Ma
Stormball

Stuni Car Racer
Super Monaco GP
Super O Road Racer
Suparcars Il

Swiv

Team Suzuki
Teenage Mutant Haro Ti
Tanlacle

Tast Deive 1l (The Duel)
The Final Assault
Tha Immartal

Threa Muskeleors
Toki

Total Recall

Toyota Silica GT Rally
Trivial Pursuit
Turrican 11

Typhoon

Ultimate Ridae
Vaccine Tin

Viking Child 1i

Viz

Voodoo Mightmare
W.LF

Wirld Championship Socc

E13
£13
£13
£13
E13
E13
£13
£E13
E13
E13

E13

£13
£13

uriles .£13
£13
£13
£13
£13
£13
£E13
£13
£13
£13
£13
£13
£13
£13
E13
£13
E13
Bl £13

49
49
49
49
49
49
49
489
49
49
49
489
49
49
49
48
49
49
48
49

3.49
3.48

49

3.49

48
49

3.49

49
40
49

3.49
3.49

48
49
49
49

5 49
4 48

49
49
49
49
49
49
49
48
49
49

3.49

49
49
48
49
49
49
489
49
49
49
49
49
49
48
49
49
49

items to choose from

Telephone enquiries are welcome

These above prices are only available to our club members
Annual membership:- £6.00
Every member receives our monthly catalogue with over 3000

RIVERDENE PDL

with

COMPUTER VISIONS

present

IN READING
BERKSHIRE

__: B T

(cPTv

One of the first in the country with the new Commodore
CDTV. Call into our shop for a demonstration of this fabulous
new concept in excitement, entertainment and education for

only £599 inclusive of VAT. Infra red remote control and

ready to play CDTV discs are included in the price.
Full range of COTV software also available.

PUBLIC DOMAIN PACKS
ONLY £5.50

DEMO PACK: Hysteresis, Spaced Out & Bart Simpson
GAMES PACK: Pacman 87, Blizzard & Drip

MUSIC PACK: Med V3, Pro-Tracker & Samples
HOME UTILITIES: Wordwright, D-Copy & Bank N

FREE PD CATALOGUE ON DISK
{please state Atari ST or Amiga)

when you send a blank disk and SAE to RIVERDENE PDL
ACCESS AND VISA welcome

30a SCHOOL ROAD, TILEHURST,
READING, BERKSHIRE RG3 5AN

TEL: (0734) 452416 FAX: (0734) 451239 E

Add P+P where applicable

Cheques/postal orders payable to Games Galore

1 |
] I
i Name i
I AOOBS ....oinsinns sanssssisssussssssssssusiusmsnsss ssmssiinesessmsianssssmpiss ionass !
! !
E ................................................. Post Code i
1 —
{ MEMBERSHIP FEE:- PLEASE ENCLOSE £6.00 :
i £ ;
1 ITEM £ i
i_ITEM £ i
1 ITEM £ i
ITEM 3 i
P+P add £1.00 per item Total:- | € :

!

!

I

Amiga Mouse

PD

1400 catalogued disks

Utilities, Soundtracker modules/instruments
pictures, art etc etc.

Free updated catalogue disk sent with orders
Buy 10 PD disks and choose one free.
A small selection from our games list:

Games 029 7 Titles Amos 062 Arcadia
Games 031 Battleforce Amaos 097 Dynamite Dick
Games 032 Retumn to Earth | Amos 085 Reversi
Games 033 Megaball Amos 085 Snakes 'n

Fish 421 Zon Ladiders

Send 70p for Catalogue Disk. Fast Reliable Service
£1.00 per disk 50p Post & Packing
£2.50 Europe

Amiga Mouse
182a High Street, Margate, Kent.
Tel: 0843-228166

Credit cards accepted with orders over £10

¥isA




ALPHA WAVES
Infogrames £25.99

Uppers = Nce 30 bBouncing nemp
Birare, bt endaaning Downers —
It ks b Seel bE an aoboutve iy
and & very Expansive ong  that

The Botlom Line = A nowel
diveriach but i graal shakes. & &

THE AMAZING

SPIDERMAN

Empire £24.99

Uippers — Oid tashoned platiconm
still hoids up wall

let's tace it — it all kooks rathes
crap when you first see i The
Botiom Line = Fun, but o you
rpally wan to fork out 25 quid for
what's baskcally 8 crumbly oid 8
B game T &

AMIGA

ENCOUNTER
Novagen £20.42

Uppers = Very las! |
asmasphenc. Downers — IU's just
Bamarons yel agan. Inciedibly
gamaplay for a fall-price 16-bimer
The Boiftom Line - Good o
tasheonid I0omeng N Disting hun
but it really should Furve Deen &
Dudigst gamss. Wk W

ARMOUR-

GEDDON
Psygnosis £25.99

Lippers - Lots of lanks, lobs of
plarses_ iofs of i 10 Qo IS deep
and wade and tall [Snd Qood- Inoking
o boot). Downers - Takes a lol of
saeil-ciscipbras o play properdy. The
Bqnm J,m- A natutal SucoESAod
1 has o

ARNHEM
CCS £19.95

Uppers - A 8-t classic wargame
finally troughl 1o ATega owhisn
Downers = Bl nobody really
wanied & amyway. The Botlom
Ling — Prmative birpond balsd -
e wargamens should g i a
widd Dl W

A-10 TANK
KILLER
Dynamix (Sierra) £35.75

Lippars = A waaith of typical Sight

sem-shyls dotad, and & gEnurs
Tding of taking pan in @ -
Downers - Garsplry suSlprs dus
iz Thit sluggish frame rate and Lach of
My Teel. The Botfom Line - A
nigriting but flwed sMemet o

g th faght senulabon peree &
stacs furthar, o & &

ATF Il

Digital Integration £24.99
LUippars - Good old-tashioned 30
hy-and-shoot game. Downers —
Ir's no flghl sim. The Boftom
Line = Fun as tar as & goos. &

ATOMIC
ROBOKID

Activision £24.99

Uppers — Planty of vels, plenty
of acton. Dowmers = Mot
partculary last (ard cartainly nol
rirw) Tha Boltfom Line -
Heasonabie straightfonwand
shool-"em-up in the ‘son ol A
Typad wisin, o &

ATOMINO
Pasygnosis £25.99

Uippers - Easy 1o pick up, wih
Thousands of kevels 10 kiep ¥
going. Downers = Can covalent

THE LAST

bonding ba lunT We're nof sure
Rashar samiy; valy Iough, crap
The Bottom Line - Semidar
& Pipe Marnda in some ways - i you
llund Fhat, try this

o

BACK TO THE

FUTURE PART Il
Image Works £24.59

Music

s L,
Uppers = Y ariety, naal
AMWTAERON, Some decen! [okes

Downers = But film Bcences
nairty always feil 00 thin 1o be
worth 25 qued. . The Bothom
Lin# — _..and thes ona's no
difgrgnit. Fun but sght. sk

BADLANDS

Tengen (Domark) £19.88
Uppers = A close conversion
Downers = .ol a crap
ovarhoad-view arcade race
gama. The Bottom Line - 50
workmanki it jsans hang ovee
15 arse, « &

THE BALL GAME
Electronic Zoo £25.99
Uppers — Similar bg the axcelant
b un-rebpased infection purrls
game. Downers - The concepl =
spoled by senselass changes o
tha rulss. The Boffom Line -
Inbpresting, bul indptly Bxscuted

w

THE BARD'S
TALE 1ll - THIEF

OF FATE

Electronic Arls £24.99
Uppers - A satisfying bout of
miansier bashing 1o appeal 10 T
wiaal Bards Tale mob. Downers -
Waw ideis and LANCy pIDQrAMmINg
are aadly lackieg. The Botiom Line
= Monumsnlally UnspoCiatular, But
kincla nice all ™ same. Ora lor tha
hasdoned DAD frasi. i

B.A.T.
Ubi Soft £29.99

Uppers BARCHC nbngua

a novel interactive comic book
style, Downers = Perhaps a lithe
100 ok-of-conire lor soma. The
Botiom Line - Very different
and actualy vary Qood. Wi

BATTLE
COMMAND

Ocean £24.89
Uppers = Loads of mssions

YERAR'S

1Imus|:.\h|ﬂ'|: solid 30 graphics
ol pribn], phus a good mix
of sirategy and blastng
Downers — Takes a while 1o got
nbo; Bome odd |and mpoSSis
10 complsie] messons. The
Bottom Line = M you've gol tha
sl -disciphnge 10 parsaveng past
AN uninspining start, this is a
worthy iolow-up 10 the classic
Carnar Commang. i

BATTLEMASTER
PSS £20.99

Uppers — A& tirad tantasy strategy
plot given now lease of life by
sxcplont graphics and oodies of

playabibty. Downers — Arcade
urickes need not appdy., despile
ik abundance of genocidal
mayhem. The Botfom Line -
Try it = you may be suprised
L

BETRAYAL
Rainbird £29.99

Uppers = Fantagy blended with
sirategy and some nice graphical
touchas oflers an inriguing
nytirid. Downers = The game
raally noeds sewaral Fuman
players 1o make & axciting. The
Bottom Line - Once agan
Amnberd attampt somethang &
it o gl o oo

BILL & TED'S
EXCELLENT

ADVENTURE
Capsione {Accolade)
£24.99

Uppers - In cur humble opinion, &
mos! gxpedent subeact ior 3 Bopnoa

T gams sven Manages o caphurs
s0ma of e Ravour ol the bodacious

Garmagpiay In The WorkS d'ﬂa -
a0 wary, Wiy 100 easy 10 complile
#ven &l The higher levels. The
Botiom Line = Somathing of &
messed opponmundy. Lil's hope for
bafier things # thay mass a gams o
iha film soqual... W

GAMES

BLUE MAX
Mindscape £34.99

most
My thargs. Some rather spiffing
sourd complments the W teol

Uppers = Lots techs han

ricaly Downers = Mol & wrner in
e user-rendined slakes, and B
slow and SOpoY Main pETE NP
ahween) really takes off. The Botlom
Line = Dull Not e dafinive b
plane pame for Baggles buffs @
should Fave bean. #

BOTICS
Krisalis £19.99

Uipprs — Moo sound . futunat
graphics. Downers - -'-Dv_
dire Pong-Style gameplay Fhll
Botiom Line - Gt out of hera! &

BRAT
Image Works £24.59

Lippavrs — Viery profly, wfy Smooth
vary challenging. Downers - . ard

vy, iy IFTilaling indessd, aspecially
i you hate the ceniral character. The

Boitom Line = Oy i you play i
with Tha sourd off

-

BREACH 2
Impressions £24.99
Uppers = Stick wilh it and you'll

firsdl N immensaly rewarding
spacesiraiegy blast with iosds of
levals Downers = Scrappy
graphacs and some swkward
quirks will deter many. The
Boitom Line = Loved Laser
Souad? Than youll probably take
a shine 1o Braach 2. &k

CABAL

Ocean £24.99

Uppers — Surprisingly enjoyable
Cipavation Wolf vananl. Downers
= indenganen graphecs and no
gama depth. The Botlom Line -
Raasonabip fap-player blasting
for an hour o thnse. &k

CADAVER
Image Works £24.99
Uppers - Gorgeously

simosphadic graphics; a good

mix of puzziing and hacking
Downers = Ona or two iritating
mamants and it's 4l & bit ecking
i B SECIbETIEN dapartmant
The Bohom Line - A nice téand
of 30 graphics and adveriufing
(buA i's not & Clasgic). drirl

CADAVER - THE
PAYOFF
Renegade £16.99

Uppers - A woncertul add-on for
i vir. Downers =

you'vi gt The ongenal, s
B bad price 10 pary fof moes O
sama. Mnd you, seventeen qud
bl Sloep A whil i ofly &0 Bd-on
16 a0 ol g, ik

CAPTIVE

Mindscape £24.99

Uppers = Naat kon-conro

sy Shém WoBS AN EIMORpNenc
@ as: WA D
challgnge. Downers - The gama
SYSHOm i quite similar io
Dungeon Mashar, 5o jCystick
irgaks weon'T find much 1O engdy
hare. The Bolom Ling = A
ponuing AMmiga Classic. ik ¥

CARTHAGE
Psygnosis £24.99

Uppers = Excedant graphecs and
40N MMy arcaie Sequences
Downers - But undermaath ii's a
distnctly avernge salegy pama
The Boftom Line - Despite
Appearances, not ona for the
jorystick juniins out thisfe. i

CAR-VUP
Core Design £24.99

Uippers — As cute a ittle platiorm
pame a5 you ano aver lkoly 10
fnd, and with a perftectly
bakancid dificulty kevel oo
Downers - IUs prethy &

mmong ariety babwoen
wiould've been nice. The Balfom
Line = It might not push back the
boundanes ol Amiga leisure
software, but it's a damn fine
parma. i

Welcome to The Bottom Line. Every month AMIGA POWER lists the important full price games released over

the past year, complete with price, publisher, points for (or ‘Uppers’), points against (or ‘Downers’) and, of
course, the all important Bottom Line. Entries are updated every month, with around thirty new games added and a
similar number of older ones removed each time, while ratings are out of a simple five stars (or six, if you count the
especially super duper red ones as an extra star) and are explained below. And that's more or less it — your
complete guide to the last year's games. Now you've no excuse for buying a piece of crap software again!

THE BOTTOM LINE

RATINGS: # % %% Excellen %% MNearly there Jcd 4 Verygood %+ Hasits moments #+% Flawed ¥ Dire

THE BOTTOM LINE

HIMmOd VOINY

LEEL LSNODNY



THE BOTTOM LINE

1991

AUGUST

AMIGA POWER

CENTURION
Elll.‘tronll: Arts £24, 99

Uppers - Fary interesting
MARBgOmen] SBCHonS wilh Lome
nifty baftle sequences. Downers -
Two Bppaling arcade sectons biow
%5 charces. The Boftom Line =

CHAOS STRIKES

BACK

Mirrorsolt £24.99

U:F.PNI = |;.FIZI"“'|.- ax and

S Very uses
endly. great sound. Downers -

?\!q'-llg' ok tashioned looking

The Botiom Line - Engroasing

Folé playing advantung using tha

Dungeon Masier gamae sysiem

LA B &}

CHASE HaQ 1l

Qcean £24.99

Uppars — Wall, '8 nol as
GSasiOUS &5 Bl BT COMVESLION
Downers = But still lenminaly
averae. I drives e a brck
The Botiom Line - B logks as
tirgd as Meami Vice dd

CHUCK ROCK
Core Design £24.99

Uppers = Haaps of characier wih

S0 inngvation in T gameplay tof

anté. Downers = A fouch shalow
and & bouch easy. The Bottom Line
= Prafty briliant platiommes, one of
he Amiga’s very besl. i
CHUCK

YEAGER'S
ADVANCED
FLIGHT TRAINER
2.0

Electronic Arts £24.99

Uppers = A veritabla s force of
anes 10 By, we ples of colons

perspecive put the damperns on the
whoks afae. The Batom Line -
Liow fiying Mgt 1 — Taiks b Sty
Wi BP COMDEon e W

CHIP'S
CHALLENGE

US Gold £24.99

Uppers = Lots and kots of levals
Eypically wal thought ouf consale:
atyls gameplay. Downers —
Semplisthic graphacs; lack ol depth
The Botiom Line - Good, bt
mat the mos! chasachedul of
PUITRE QAT

CODENAME:
ICEMAN

Sherra £34.99

Uppers - Good if you've abways
tancied a submaning simulaios
bolted onto Sierra's usuad graphic
agveriune engine. Downers -
Five disks of siow-mation action
The Bofiom Line - Mot Slerra’s
bast, and & poor Introductan o
Iheir gamee Style. & w

THE COLONEL'S

BEQUEST
Sierra £34.99

Uippers - Mildy intriguing
whioduned, wit al aver 5o
Eamiliar Sierra style ol
prasentation Downers -

Termbla

graphecs, hours of tedium, The
Botiom Line - Dverpriced and
ovile haro. Yiou Know you dan
wint 1o buy il really, & &

COMBO RACER
Gremlin £19.99

Uppers = Uira-fast 30 and &
frack designar up the longevity of
tha game. Downers - Mafl sound
and a tolally naculous bed-player
The Boftom Line - Lacks
sparis, but i's far from besng a
disasier. &%

COMMANDO

Elite £19.99

Uppers - Lovingly recroaled
Coin-Or Dlast-'eem scrofer
Downers - As fashionable as an
o l.-'.ll- T.he Bottom Line -

. M, parhaps somwhal
e rrv 1’!.'!'] for something 80
pfimitive, o o

COUGAR FORCE
Tomahawk £18.99

hi boa 1 gute

LI.'erllrs-
renesling (achualy thai's a bi ol a
&) Downers = Everything The

sound, the graph

al dire in iy

i, P gameplay

# The Baftam
Line = A perect present fof
pyTomaniacs. W

CRIME WAVE
US Gold £24.95
Uppers — Gore gakone, the

AUMHI s i nbariudes spice
f up & bil. Downers - The aciual
pamse s dull in the axtremie, and

Bhip wiiling Detwedn liros s
monsirous. The Bottom Line = A
bog-standard blast- ‘em-up wah
Wnohs on. *

CYBERCON Il
US Gold £24.99

Upypers = Briliant sense of Doing
and batter Freescape than
Fresscaps . Downevs = Prockciably
nod 3 I SoCessibies 10 your
average pame player. The Boitom
Lire = Well worth the afion of
pESng no. ik

DAS BOOT
Mindscape £29.99
Uppers - The most access
wm b0 date. Downers -~ __bul its
il nol very. The Botfom Line -
Playabis, bul overpriced. The e i

t5 fald, i

DEATH TRAP
Anco £24.99
Uppers

ual mix of

g ancade

and mage. Downers -
scroliing and poor sound
miar the simosphens. The
Boitom Line - A refreshingly
playable gama. &

DEFENDER Il

ARC £24.99

Uppers - Detander, Dafander |
and Starpaie all in ond package
Downers = Cindy purisis wi
apprecaat the archaic graphcs
Gl OF WD @55 al features are
omifled |Delendes without
hyporepace, would you balaveT)
and the Defander I game = dult
The Bohlom Line = Far from
pariect, bul every home should
Mave e, i

THE LAST

DEUTEROS
Aclivision £25.99

Uppers - An inciedibly huge and
absorpeng pame, with chaflenges that
seem pedectly paced io be i fune
willh s dirvelopang Gaene- sh
average player. Downers = Visualy
% can ba & b ol & yawn. The
Bottom Line - Don't be kooked by
the siralegy extencr = this i & game
-

DIsSC
Loriciel £24.99

Uppers — A liw fce

Faphsca
touchis. Downers - App
Seelagrd gamaplay with vary T

oy

achudl acton The Botlom Line -
A crappy Descs OF Tron rip-olt
withoul most of the crgenals good

leatures. o

DISTANT ARMIES
Exocet £24.99

Uppers = Ten different varatons
of chiess, all in one package. Mice
graphics, tons of background
rformatan. Downers = Dilinitaly
lor chirss-heads ondy. The
Boftom Line = Tha ideal pressnt
for the carebeal Amiga owner

LA R}

DRAGON BREED
Activision £24.99

wiar pirtect arcade
conversicn, nftily ansmated main
dragon sprite. Downers - The
riliomih sideways scrofling shoof
BET-LaD yoar The Botfom
Ling = Ona ACtivisly ks
whan i comversion & nghi
o

DRAGONFLIGHT
Thalion £34.99

Uppers - Eleg ¥ Cosignad
partactly gxeculed tartasy APG
Downers = If only it wasn't such
a tred old genre. The Botlom
Line - Over-priced
unspectacular, but (kei's be Lair)
a8l raasonable fun, 4w

DRAGONS OF

FLAME

551{US Gold) £24.99
Uppers — Almost instan
playablity - ngt somabhing you'd
eEpact iroem o playing gams
Dowrwers — A bit &
real Dungeons & Dragons Lai
The Botom Ling = An ax rif
INErOOUCEDN B0 Thir few Braad of

tasy APGS. #ird

DRAGON'S LAIR
Readysofi £44.95

Uppers = Roally incredibly
QONgSOLS Cartoon graphics and
prefly stunmng aremation maks
this a perlect dema ol your
Amiga's graphic capablities
Downers = Mnimal player
Inderacton and a rdiculous price
tag make This & very sxpansve
wary o buy a demo. The Bohlam
Line = Undeniably terrible valss
lar money. &

YEAR'S GAMES

seees Eoslenl &6 @ 0w Neady Pars o & &8 Viry good ariw Han &5 momeeis && Flawsd o« [

ECO PHANTOMS
Electronic Zoo £25.99

Uppers = A nice bra in H.G Wels
50 theadnes and some unusual
Bub-sectons gve Eoo Phandoms a
highly original Navour. Downers -
The parts don't actually add o io

vEry Much, and B Copy prolacton
Fyileem Cousd duce Bouts of
viclerce. The Bottom Line - A
neasonable 30 motre masquerading
15 & garme.

EDD THE DUCK
Impulze £24.99

Uppers - Rainbow islamnds
NEpEed QRMERIY SNSUNS S0ma
a5l Downers - But
g jusi doasn't
irapane, and i ulty is placed
B0 high for @ young audiencs
The Bottom Line - ¥our granty
right by you one. &

ELVIRA - MISTRESS
OF THE DARK
Accolade £24.99

Uppars - Ebvira’s gorgeous; tha
graphics really deaw the player in
Downers = Pty ha gama
nigh on impossible - and it lakes
frem disks! The Bottom Line -
Falls apart due 1o gratuitous disk
SwapRng and infuniating
pamaplay. #

E-MOTION
US Gold £18.99
Uppers - Wesrd graphscs and
mindbogging gameplay
Mafion apart irom just sbout sy
cihar gama. Downers - The
whole concept may prove dificun
0 pet your mend around. The
Botiom Line = If you can handie
ihe basic idea E-UMotion offers
many poyous hours of seaaning
andg frustrafion. & e e

ESWAT
US Gold £24.99
Uppers - As ©
not @ comp
Downers = .. but lal's ba honast
the arcade onginal was dutf, dul
dull. The Bodiom Line = A
rasonable comversion of o
terminally average game. &

EUROPEAN
SUPERLEAGUE
CDS £24.99

U.PD!I’I: A surprisngly in

wiharg
abegy thing in the Foalta
'.r..-_w,u--.. n. Downers = Thayre
oo ST Making s th s ang
Sy T I would seem that they are
ull-price 100. The BUM
Line - A dabed idea ~ it sounds
Chadty l.'““.u'l‘ﬂ
—n-'n‘n, L E

EXILE

Audiogenic £24.99
Uppers - Real-word physics
NCOECabed N80 &N arcade A
s mone of a inse arcace adve
than maost gamses Baaring thal tag
Bags of fun. Downers - Fath
pAmithve graphecs, and perhaps. not
tha madt instansly playabde game
v, The Botfom Line = A greal
arcace adveniure - and a firm office
favourite = bul il might not be your
cup of 1a if you're an achon kan
Chack i oul though, i o

EXTERMINATOR
Audiogenic £24.99

Uppers - Vary orignal {read ey
very odd indeed’| Arcacs
wisll corvertisd B9 ratain the
orginal's lgsl. Downers =
Canbusing initially, but onoe you've
played it Ior a whils if's.  confus g
The Boitom Line = Great fun, but
t dossn't really make i in the
longurvity SERMES. W W

EYE OF THE

BEHOLDER
551 (US Gold) £29.99

Uppers = Takes Dungecn Masier a
slep furter Excellpnt atmosphars

ard graphics. Downers = Desple
beting Daritgr than DAL '8 mal achually
vy dfenesd irom @ at ol The
Boitom Line - The bast DAD pame
yol lor the Amiga. (O, indeed, for
anyihing else | &% & o

5TH GEAR

Hewson £19.99

Uppers = Erm, i's from Hewson
That's its redesming featune
Downaers - This game itsell 5 a
profty poinfiess scroling driving
thing (@ s a disaster]. The
Botrom Ling = Oh doar. &

F-15 STRIKE

EAGLE Il
MicroProse £34.99

Uppers - Geaphics 5o maks you
pasp, sound eflacts 1o get your
Mirenakn pumping and gameplay 1o
BV YOLI I & QuIvENing heap on the
fiooe, Downers — Despte the shoot
up Fatune """'l"' | can ail b
i BOUDh DG Much
ambiBous gamas pl

Enlr\umilm- e possibly e
et woed s (50 lae
Anyway| W

F-19 STEALTH

FIGHTER

MicroProse £29.99

Uppers - Strategy and accuracy
Combing 10 bring a b g o
an v -populated gen
Downers = I you're good it can
et dull, as no one knows you're
thera! The Boftom Line = Damn
fing simulaBon. &isw

FINAL BATTLE
PSS £24.99

Uppers - Mica 30 isam,
graphics. Downevs — T
i ranned un
impanairable con
Botom Ling - Flawed ww

FIGHTING

SOCCER

Activision £24.99

Uppers - The con-op was mildly
amusing|ish). Downers = You
are accused of producing an

by dull garme of 1he kowesi
cahbre. How do you plead? The
Boiftom Line - Gulty as hell &

THE FOOL'S
ERRAND

Miles Computing £24.95
Uppers - B0 problams 1o (et
your brain aching. Downers -
Underngath the gloss, it's really a
viry Everage ga The Bottom
Line = Not good, not really bad
st olay. &

FUTURE

BASKETBALL
Hewson £24.99

Uppers — Fast, viokert, axciting
ang wedl presanied mayhem
Downers = The poor man's
Spesatal 2 The Boltom Line -
Doesnl have the depth of the
Bitmaps® classic, bul enormous
fun all ther same. & &

GALAXY FORCE Il
Activision £24.99

Uppers - An ambitious aflempt
M a visually Shunmng com-op
Downers = Everylhing sise. The
Botiom Line - If you know you
can't do it why bother rying? =

GARFIELD - THE

WINTER'S TAIL
The Edge £24.99

Uppers - Briliant Jim Davis
graphics. Downers - Crappy
Steve Davis gameplay. The
Bottom Line - What & wasted
licence. For dig-hard lans only. &

GAZZA Il

Empire £24.89

Uppers = Gazza doasn actually
Appaar v e gams much
Downers - Juddering sprites
pood conirol (just ke the man
mimaal), tarrible souUng = taks
your peck. The Baflom Line -
i's enough o reduce you o
Rodrs. W

GEM'X
Demonware £24.99

Uppers - Gorgécus graphecs.
enquEsn S0und. Dedulfuly Lol
mantal iortune. Downers = Won1
your mand d you'ne not inlp
ers. The Boltom Ling - One
¥ Derid pUZZie gamas 1o die
o

GERM CRAZY
Electronic Zoo £25.99

Uppers - Mot quite &3 expensss a3
Mrdscape's Lde & Deam. Downars
= But with itle sise in its lavour

The Botiam Line = Angthes hal
baked clea, not iokowed & gt e ]
Whare co they all come

GHENGHIS KHAN
Infogrames £39.99

Uppers - Stylish and tairly deep
histoncal siralegy gama
Downers = Ridiculously
expansive though, and reguines a
fair dose of manual reading. The
Botiom Line = A bt ol 5 chchi
Buit ‘good @ you ik that som of
g o

GODS
Renegade £25.53

Lippavs - Lovely sesfhetics, guile
mvolved for a platiorm game
Downers - Not guie a2 good as ifs
made out bo be. The Botfom Line -
Dot balese the hype. but prafty
darm good all the same. & & &k &



THE

LAST YEAR™S

GAMES

THE BOTTOM LINE

GOLDEN AXE

Yirgin £24.99

Uppers - Pariac arcade

v Saan, with @very las! laadure
mplemented. Downers - Thore
nivver raady was a ol of vanation
in tha gameplay. The Botiom
Line = Veually stunmng. but nol
differand anough o separale A
from thie usual boal-'m-up. SaE

THE GOLD OF
THE AZTECS
US Gold £24.99

Uppers — Tha arsmaton gros
Bhiy haerg npd! CharsChar hor Gnoa
ahd EACH SCTEEN IS 3 Separale
challenge. Loads of nice touches
Dovwners = The conirol i & tad
awiowiaid until you et used o &
The Botfom Line = A simpler
gawmsn Shan it first appaans, bl
nondiheless & iolally absorbang
o W

GRAND PRIX

MASTER

Dinamic £19.95

Uippers - Endorsad by Jorge
Martnar (apparently lamous on
fthe Bicc modoroycla Cirnouit)
Dowrers = Handes bk a
Rekart Robten. The Boffom Line
= Mol o put 100 fing a point on i
USSBES &

GREMLINS Il

Elite £24.59

Uppers - Cube a5 hall, with
graphics and sound nigh on
periect. Downers = It really i far
oo difficult. The Boitam Line -
A good film Boanca, ik

HAMMERFIST

Vivid Image (Activision)
£24.99

Uppers - Graphecally adept
arcade atventurg with long of
playability and planty o keep you
poing. Downers = by scund
The Bottom Line - Thoroughly
anoyabla (# you ks that son of
mhing), dd &

HARD DRIVIN' I
Tengen (Domark) £24.99
Uppers - Ralined version of the
origingl = kass bugs, a irack
edior, a npat head-1o-haad
option i you link two machines.
Downers - buf sbll glichy and
not & paich on the acade
maching. The Botfom Line -
Souped up, but nol scupad up
anough. ¥

HEART OF THE
DRAGON
Avatar Computing £25.99

Uppers = Lots of colours, and an
Bimos] sanous) aflempl 1o do
somatheng new with e fantasy Deat
smup pene. Downers = Beyond
the almos! impredsom hechrmcal
irichsry g nof vy much o al
realy. The Botlom Line = If your
friend has boughl i, ghve it a go
Than laugh wery haartily af hem
Entigriaining in an embarrassing son
of @ way, W

HELTER SKELTER
Audiogenic £19.99

Uippers - Highly original
gameplay; password sysiam
preatly incroases addictiveness
grat canoon sound effects
Downers - Exiremaly Irciy
conbrod mathod which is difficult 1o
whl ven with practios. Gats
samiry aMes o while, The Boltom
Line — Dubeous lasbng appeal

But @ fun Etle garme if you lancy
somathing a bt different. b

HERO QUEST
Gremlin £25.99

Lippers - Easy 1o get oo, and
decaptively aociciive. You don'l Think
¥Ou've bespn playsng @ for long, but
t's Thursday and you'ne &

weisish, Ll fo e, Downers -
Hot 50 pood a5 A one-pldyer game
The Botlom Line - Petugs
suFpreungly, A highly entirtaining
gamae ang absoliely el whan
you v Qot game-playing irends
ound. W RE e

HILL STREET

BLUES
Krisalis £24.99

et b et

e

Uppers - A pood feel lor tha TV
saned, characiers (both plryer and
o) that you can identity with. s
coriainky &N iMenessng way o handie
a beence. Downers - Gets
repatitve prafty quickly, and if's not
e slickes! game armound. The
Bottom Line — A good naxd siep
lor someons who's played Sim City
10 death and tancees a niw
chalenga. Limied sppeal, though
LR

HORROR
ZOMBIES FROM

THE CRYPT
Millennium £24.99

Uppers = Unusual idéa; sultably
spooky graphics. Downers — But
lat doan by The dull platiorm
nature of tha gama. The Bollom
Line = Funny 1o walch, but taiky
avaragn 1o play. o

HYDRA
Domark £24.99

e e e S T

Uppevs = Lm, nios mosing- willes
affect Downers — Taribks conino
el cufl, unClear graphcs: feabin
pamepiay. The Bofiom Line - An
almos-oompetant comsarson of 4
ussleas garma, Why bother? &

THE IMMORTAL
Elecironic Arts £24.99
Uppers - A gama which makes
risal uSe of 1 mag memary
Downers — .. which maans that a
pood number of AMmiga caTers
will ngwar Q@ tha chance 10 see

it. The Baffom Line - Not the
best iantasy arcade adweniune by
any maans, bul ths gorpaous
graphics &R it well above

Bvermge. ik

INDIANA JONES
ADVENTURE

US Gold £18.99

Uppers = Mona fing-tuning ghwes
Ingdy ona of the Irendkes! condrol
Systems yal s prefty 1 ] ]
mivie 100! Downers - Wating for
o Wtk Incly sprde io ek aCross
o soteen all e lime can el
anngrying and some of the puEres
e jusl & wes bl 100 absiract. The
Botfom Line - Amiga adveniures
are gaming befler 8l B lime, but
indy is 530 ol the Dest avalabie
ww

INDIANAPOLIS

500

Electronic Arls £24.95
Uppers — An immansaly
plaryabla bland of trus racing sm
and quick track blast, with & nice
i in remole camena views (il
you've got & 1 meg maching)
Downers — Track repatifan
hinders lasting appeal. The
Boniom Line - Jus! tabukous
e

INTERNATIONAL
SOCCER

CHALLENGE
MicroProse £24.99
Uppers - Soccer in 307 A very
brave aflempl 10 0o SOMEEING
reiri with & S old game-styls
Downers — . which unforiunabply
falls Mat on its lace. The Bofom
Ling = Foul, &

| PLAY 3D

SOCCER
Simulmondo £25.99

Uippars — This mast dyrusmic and
visually comancing represeniation of
th sport yel. Downers = The
rpalesm is 50 high Bl you hardly
e it 10 lck the ball, and the 30
dsplay syshem Can be downrght
corfusng. The Bolom Line -
Brave, bl ulbmalely fawed. & &

IRON LORD

Ubi Soft £24.99

Uppers - Ciromaware-style
madiaval opic with plenty of sub
pames and atmosphedic
prasantation. Downers — s just
oo kough for most, and wih iie
real depth. The Bottom Line -
Usimately repoltiee, Bul Tun lof &
w

ISHIDO

Accolade £24.99

Uppers - Take Orhello, add
somae Go, then throw in & lew
Fhits and speces and haat until
brown. The resull is one piping
hot Chinesa board game called
Ishigo, Downers = Irrilating
diadogue boxes, and The huck
slemant can inturate. The
Boitom Line = An engaging
plece of Chinase culture, whith
should really ba played wih a
good sirong cup of lea. &

JAHANGIR
KHAN'S
CHAMPIONSHIP
SQUASH

Krisalis £25.53

Uppwers = Easy bo play, dosely
adherss 1o the naes of ™ neal theng
and ehe'ne phanty of oplons on
ohler. Downers = Trars's not raaly
a kot you can do with & squash (o
5 hare? The Boflom Line — The
best squash gams arcund lor the
Amiga. (Not that thene's much in e
wary ol CompaSSon), sk

JAMES POND
Millennium £24.99

Uppers - It's alcinr than a pot
of Brylcresm, with baautifully
simple pamaplay 10 iNStantly
hook the UNSuSpecting playes
Downers — Lacks ary real
adrenalin-pumping qualities. The
Botom Line = Loads of inftia

cule appaal, bul really a profty
run=of-tha-mill arcade runabdul
LA &

JUDGE DREDD
Virgin £24.99

Uppers - Two anciant sub
pames oftar @ real rave rom the
grave. Downers = Another Judge
Divodd gamy screvwed up botally
Mo humdur, RO graphics, no
pama. The Boflom Line = One
day somabody will do justics
{ahem) bo the legand of Dredd
Onis dary. o

JUPITER'S
MASTERDRIVE
Ubi Soft £24.99

Uppers - Surprisingly playabia
race gama. Mone fun than a
pack# ol Jammy Dodgars
Downers - Uinspectacular and
ovampriced. The Botiom Line -
ot siane wiy, but @ really & jolly
good fun. Wi

KEEF THE THIEF
Elecironic Arts £24.99
Lippers - Excellent hack, slash
and puzzie sobving with some
supart stylsed graphics
Downers = It 81l plays Mg your
average role-playng adveriung
The Boitom Line = Respaciable
Todkign-esgue fare. & v

THE KILLING
CLOUD
Image Works £24.99

Uippers = Fast-moving and prefty
graphics, bags ol depth, and a greal
creaton o aimospheng. Downers -
Flidad with ntohitiences and
bady-anecuted idoas. The Botiom
Line - Couid hinve besn 8
comendar, but Badly lets Ase® down
iy Tl MOQpC SlakES. o o ok

THE KILLING
GAME SHOW

Psygnosis £24.99

Uippers - StraighBorward fun
pame shating Some aspects of
pamaplay with Rainbow islands
Tha interactive replay leaiure =
InlErasing, inndvalve, and
usélul. Downers - Tha usual
Peygrosis motallic graphecs dont
roally Sut; R pots a b loo
comphcaled bor ks cen oo Later
on, detracting ingm Tha samplicity
that initially makes it 20 addctive
The Bonom Line - Despite
unusually poor graphiacs, 15 is
ona of Psygnosss” best and most
playable games 10 dake. & & &

LAST NINJA 2

System 3 £24.99

Uppers = Excellent 30 somaeiric
graphics and a genuing aftemgl
10 inpoct some Sirategy nlo the
martal ans genre. Downers =
The game jus! isn cohasive, and
it plays e a pag. The Botiom
Line = Mot really in ihe Bruce
Les laague (baraly scraping
Jackis Chan vl 10 B honest)
ww

LANCASTER

Actual Screenshots £24.95
Uppers = Fairly impresasse 30
polygon graphics. Downers =
Lack of varabon and any real
axciasmant maand i bansly gets
off tha ground. The Bottom Line
= Elovaies averagoness o an an
form, w &

LEISURE SUIT
LARRY 11l

Sierra £34.99
LUippers = Fidiculous, over-sexed

phal. Adveniuring lor consenting
aduits. Downers - Shghtly
obbusive command parss, and
as usual if's over-priced. The
Bottom Line - Chach i out = but
only il you &ne gver aighteen
o

LEMMINGS
Pasygnosis £24.99

Uppers - LUtarty baarms
pheasingly onginal and hotally
mddicive. Invants a totally niew
calmgory = tha save-'Bm-up
Downers — AS 5 the norm wiih
such sirikingly original concepts
s0ma may wonder just what all
tha fuss is aboul. The Boltom
Lire = Love it or laathe it you
can't ignore it Lovivings rubs
SR L L

LIFE AND DEATH
Mindscape £25.53

Uppers - Excolien packaging (T
srpical mash and gloves. ane wilkd
and somd fairy Amusing Qameplay
wiena things on the boll for a Couple
ol howrs. Downers = Fepatiton
SO0 Sats in - &5 & ng-hem
chabenge it ail 1aks apa puite
alarmrgly The Botfom Line -
Wihal's thees is quite good, but

IS st nol encugh of it dre

LINE OF FIRE

US Gold £24.99

Uppers - Imagira all tha Rambo
films Do -10-Dack on fas)
foremrd, and you have a good
idaa how much vislance this
pame comans. Downers = You
also have a prafty good idoa of
how intalligent it is. The Bottom
Line = An impossible acace
COMErSann proves iotally and
ufledly Empossible. & &

LOGICAL

Uppers = The sate of play makes
s & Raldy SOCRLADE DUITier
Dowrers — But the amoun] of Bme

sach mowg takes S50 Mmaed A A
senoualy hedkous ona. The Bofiom
Line - In a croweded world of puzzie
pamas, Logecal is vany biunt in e
st afed i

LOOM

Lucasfilm (U5 Gold)
£24.99

Uppers = Greal atmospheng
snhanced by 1Hhe ALOHMpDENYNQ
taps, booklats #ic. ITs ceranly a
lavesh package. Downers - An
advaniung without typng? It
corlasnly won'l Appedal 10 punsts
and 1he "Budio drama’ 5
aughable. The Boltom Line -
Once again Lucashlm sirive lor
somathing difleran]. The results
o irdenesting, ¥ not lolally
succenshul. & k¥

LOST PATROL
Ocean £24.99

Uppers = Graphics ane natfeng
shor ol shunning, and the Mg
& wondertul brocding and

tenga. . Downers - Lindortunaledy
the game isell i incredbly
iesdsire [If you can actually find
o in thiena) and tha play afaa is
onky two scresns wide! The
Bottowm Line — Atmosphadic but
lacking any playability. One lor
Vintnam obsetsnes only. dri

LORDS OF CHAOS
Blade £24.99

Uppers = Greal conirol Syshem
comprehansive and iogcal Lots ol

bervis, B groal lastabskty
Downers = Yary e acton, not
el Compulsinn 10 raach your
raihae absiract poal The Bottom
Ling = A desappoinsing game fram
Julian Gollop, nol up 8 his usu
standard. Wail for Laser Sguad 2
o

LOTUS ESPRIT
TURBO

CHALLENGE
Gremlin £24.99

LUppers — A waalh of control
opbons lets you make this gams
mode arcadey of Simulationy
according to preferance. Bags ol
teel . Downers - The othar can
arg A bit fal-lopking, and hall e
sCreen i wasied in one-playe
mode. [You donT aDDear b b
abia 10 fum tha BNNCYING MUSIC
off eshar). The Botfom Line -
An axirgmaly good diving gams
vl mone fum with tad players
Thare's even A iresbs bonus
GaAmE &

LUPO ALBERTO

Idea £25.53
.

Uppers = Chn;—r'ng charachens. &
tembly trarsiahed manual, shd goody
gameplay maka A odeal lor kcs of ol
ages. Downers - The animation is
tunny lor all the wiong reasans
Loweabie but really ralfed crag, and
shockingly unpolrhad lor A game al
this price. The Boiltom Line = A
pame sre 1o cause angument. A
dafinite case of try balors you buy

L& i

MAGIC FLY
Electronic Arts £24.99
Uppers = Very challenging
Downers = But nol too thriling
and wha wants wielrama 30 in
19917 The Botiom Line - You
mary ot find it worth all the
bother of getting ino i +&

MANIX

Millennium £24.99

Lippers - Charmingly surreal
Downers = But iU jus! an
updated O-Ber really, isn a7
The Bottom Ling = Meves really
ts RS Hooks o you. ¥

MASTERBLAZER
Rainbow Arts £24.99
Uippers = Excallent two player
micde, Last 3D acticn = all in af a
respectabia updating of 1he
onginal fubure-spor gama
Downers = Daspite e new
teatures, Mastertvarer looss and
leals dated. The BoNom Line -
Fun for a hew hours. but 100
simplishc 10 Fold any lstng
appadl. Wik

MEAN STREETS
US Gold £24.99

Uppers — Many diflerent styles
combina wed ior (ahem) a wide
FANQInG gamaplay SuparEnce
Downers = Of course, olhar
paople mghl just say "unioCused
Dragged down by disk swapping
The Bofiom Line - Good sold
entertainment. A bit ke Lenmy
Hanry, realy, & &

HIMOd YOINY

LEGEL LSNBNYV



THE BOTTOM LINE

1981

AUGUST

AMIGA POWER

MEGA
TRAVELLER 1
Empire £30.64

Uppers — Termilying depth, inendy
ang heiphy controds, graad
simosphars, excellen balance of
stratigy and acton Downers -
rrogil &l Sasem & bit 100 tamiar o
Eiite players. cccasional long disk
SCCRSE DAUSES Can imixie. The
Botiom Line - A wonderiul pecs
of rolg-playing sofware that
Waryona Ehould play al lbast once
Afee that, you're unliely b wart 1o
HOp

MERCS
US Gold £24.99

Uppers = Fashlul conversion of the
Coan-0n, Qood-inoking and tas)

moving... Downers - _bul st just
another Commancio cione. The
Baottom Line = Gras at what it
Qo Bl iU e Mty 10 Wt h
e from @& Qams i This day and
B W

MIDNIGHT

RESISTANCE

Ocean £24.99

Uppers - 'Wel-balanced
pameplay with a smooth difficulty
curve makes i stand out Irom a
Fundred similar coin-op
comvarsions, Achualy more
playabis than th acade orgng
Downers - Corirol i awkoavard at
first; could be a touch taster. The
Bottom Line - Best of s type
LS

MIGHTY

BOMB JACK

Elite £24.99

Uppers - Cl amaplay wit
added 16-bi lantures like, orm,
powor-ups. Downers -
Sprawing levels lose the
orginal's antic urgancy. The
Botiom Line - Dull, dull, and
than again dull, &

MIG-29

Domark £29.99

Uppers = 50 roeal you' ba ba
hanging pictures of Gorby on
your wall, Downers - Orily e
T 5, 'wih the in e way of
ax marl. The Bollom Line -
Brarve, bul uisimately too techis
lor mos! Amiga ownars. il

M1 TANK
PLATOON
MicroProse £24.99

Uppers - Chaapar than a real
tans. Downers = Noeds a ol of
porseverance. The Bohom Line
= N0t as much fun a8 actually
having & twnk platoon on the M1
ww

MONOPOLY
Laisure Genius £19.99

Uppers -
ciassic (10 say the least) boand-pame
= Who the hel wanis io

A fathil wersaon al the

play & board-game on the compuier

amyway? The Baffom Ling -
._-:--wlur".y done, bul anguably guils
pointiess. Wiy

MONTY PYTHON'S

FLYING CIRCUS
Virgin £19.99

Uppers - Soma genuinaly furiny
hismowr. Capiures tha styls of ihe
TV show without just rehashing i
Downers - Basic gameplay is
pramy, arm, basic. The Bollom
Line = Sl fun after you've saen
il th pokus. W&

MOONSHINE

RACERS

Millennium £24.99

Uppery: Erm, groaal hillslly music
Downers: Siow, graphicaly homble
wotaly cervalve The Boilom Line
Almcs! &8 Bad 03 Amiga Chase MO,
@hdl you'se got 1o admil thal's prefty
clamn bad. #

MUDSs

Rainbow Arts £24.99
Uppers — Quite lunny. Downers
= Do wa really nesd another
rugty basketball’ vipkenon-based
huture sport? The Boitom Line =
Giving evanything silly namas
doasn't maks this game different
1o the dozen ofhers i's just tha
SAME &5, W

MYSTICAL
Infogrames £24.99
Uppers = Fresh graphical
BPORoach 10 e The y
faniasy scenang. Downers =
Rially badhy -thoughit-out b
player mode. The Botiom Line -
An utinspered Gauntel cions

o

'NAM
Domark £24.95

Uppers - Hapaly resoarchod
cormvincing and (dirty word)
sducational stralegic war gams

Downers - Vary hard 1o win, the
whila serious ook 1o the 1hing
could ba a tum off. The Botiom
Linge = Pobtcal as well a5 tactcal
dRCIRon Making ghes 2 new
dimansson o Wil Qames. ik

NARC

Ocean £24.99

Uppers - Greal biood-spafiering
achon; very closa 1o tha ooin-op
Downers - Vary dodgy on the
playabity frond (nof 1o say
morally). The Boftom Line =
Limited goselest that's really oo
frusirating 10 b snpoysbes.

NARCO POLICE
Dinamic £24.99

Lppers - Looks axcallant = the
basc sesign would make fof an
excolan] Alans clons. Downers
- Compiuder (akis a ‘croat
BTOELCHE tCwaArns obaying control
cor nds. The Bottem Line -
Loud and action-packed biasier
for expsn commandos. #w

NEBULUS

Hewson £19.99

Lippers = Truly mnovative
gameplay and graphecs which
woultn'T lock out of place in an
arcade. The chmb uptal down
routine makes it almos oo
addicien for satety, Downers -
Mol lor solties — som could find
this just 1oo Irustrating. The
Bottom Ling - Classicaly
simple design makes for 8 game
thal won kel go once it gels is
Pkis. b you (whach will be
aboul hao minules aRer you peck
Hup) sddw

THE LAST

NEUROMANCER
Electronic Arts £24.99
Uppavs — Tha only cortandee n
its findd. Downers - That dossn
maki # any good, though. The
Benom Line = Nona of the
atmosphee of the book. Mol 50
miuch Chiba City as Average Ciy
L3

NIGHT SHIFT
Lucasfilm (US Gold) £24.99
Uppers - Graphically

nndvatve and full of characie:
Downers — Detad-packed
background can make § hasd 1o
w88 whore the actual platfarmas
are; mong B Spand loadng than
playng. The Boilom Line = A
bw insbruchons would work
wonders, bul the gama's
ovenatislmang charm pulls 8
shrough. Wik

NEW YORK
WARRIORS

Virgin £19.99

Uppers - Reasonably
armasphedic, undamanding
tlaster. Downers = Oh God, Sa
Warnors Parm 844 1 24365408354
The Bonom Line - You can Buy
misch Baflel, chaaper. &

NINE LIVES

ARC £24.99

Uppars — Culs and irmontsag
platipemn fun. Downers = Tougher
bk Tyson in a sult of
afmou. With a bazooka. The
Bohom Line = You've got as
much chance of finishing it as
Wila E. Coyobe has of calching
Road Aunnes. & & &

NINJA REMIX
System 3 £24.99

Uppers - Closer 1o whal Last
Mirya 2 should have bean
Exmemedy high-guality graphics
Downers — _ hiding a near
tevminal lack of gamaplay. The
Bottom Line - ideal for game
players with dicky hearts
olhenwise kesp the slectro-shock
equipmant handy for thode, o
Sadate momeants. & i

NINJA WARRIORS
Virgin £19.99
Uppers = Movel 'C "pr".ax.._ape
esgue scraen lyout. [
Loadng System i3 a :mu:fl I:||.1
domsn r_u--' rid of irritating
swapping. Downers = Extremaly
repatilive GCHON palls guickly
Thw Bonlom Line - Even for a
,.1--.; of this type, the gar
3 150 himdad 1o hold the aBenion
lor any kangth of ima. &%

NITRO

Psygnosis £24.99

Uppers = Grogwy graphics
smoath scroling, excollent car
handling. Downers - A
practicaly infinibe-credil Sy siam
mband the gama has iftle sense
of rpency. You have o Quess
the course on kater lovels. The
Boitom Line - Naeds more in
ther way of immadiate danger i
b SOCCtvE, bul (unllop marry
similar gamas) is as fun in one
plapdd mode a3 with g couple of
V6.

OBITUS

Psygnosis £34.99

Uppers = intro would make &
preal Amiga Deathchase gams
Downers - Obefus faell = a dul
Dungeon Masier rip-olf. The
Botiom Line = Boring and
ridiculpusly priced. & &

ONSLAUGHT
Hewson £24.99

Uppers - Lowvely sound and
music, lots of depth. Downers -
Vary confusing graphics and
gamaplay, and the main
SEQUONCES ane Iechnicaly balow
el vl o wour average budget

YEAR'S GAMES

@@ d s Excallert! oo ewn MNearly Pam & & 8w Vg pood ad ok b ds momanis & & Fawed @ D

gama. The Boitom Line -
Caught batwaen tha twa sioals ol
wargaming and plafcerm zap
gamed, this A1 a very good
axampia of gither. &k

000PS UP
Demonware £24.95
Uppers - Arcade fun in the
Pang, or, Tradtion’. Downers -
Colossally infenor io he nesl
thing. The Bottom Line -
excelant sampled music sn'
snough o =ave this bans-
rig-off. Chack out the neal
Madiad. W

OPERATION
STEALTH

Delphine (US Gold) £24.99
Lippers = More of & James Bond
lel Bran any oMicial James Bond
gama. Mol oo much disk laffing
about sithes [which makes a
change). Downers - Arcacs
saquanced will evitalo tha
AOWETIUNS punitl. 'S aksd tochous
hiving o axaming every picsl of
very locaton by hand. The
Bottom Line - The bast gama of
its type 5o far. A reasonably
Iriendly oparating system and an
immenss challangs. & & &%

OPERATION

THUNDERBOLT
Ocean £24.99
Uppers - ey
genociclal slaugh
best Op Wolf shyla garr

mindless

aving the Amga
arwhat Hal. The
Bnrrm Ling =Ev
could axpect & cor

i

ORIENTAL

GAMES
MicroStyle £24.99

Uppérs = Joystick odior makes

fighting usar-Iriendly. Downers =
50 out-of-date I's weanng flares
The Boftom Line - Malaatding
Ulle Gisguites a standand beat
U,

PANG

Ocean £24.89

Lippars - A parfect wrcade
COMABTRION, nowe bwd player
mode and haaps of addctivenass
maks i the last word in cule
pames. Downers = The long wad
betwaan games is a bit of a bind
The Boffom Line - You'l ba
blgwing bubbles forever

LE A B B}

PARADROID 20
Hewson £24.99

Lippers - Mothing compares 1o
Faradrod in terms. of original
pameplay and elegan bas-rebef
graphics. Downers — Old CE4
pames players may ba
dsappointed with tha ack of now
teatures. The Botiom Line - A
old gama idea, and i

y figor with maost

S L0

PGA TOUR GOLF
Electronic Arls £24.99

Uppers -

Excodently presented

compfehansie, and sasy &5 pie io
ol inip. Downers - Thare's a

mited amount of sCope 1o iy goll
pama, and PGA dossa’t sven Try io
ranscend . The Botiom Line =
The pinnachs of Amiga goll 50 faf
LR

PHOTON STORM
ARC £24.99

Uppers — Incresdibly frantic
blashng experence. Downers -
Mol one to buy if you want 1o
shaow oF your Shany new Amadga’s
sNAITy graphics. The Botfom
Line =M you're & Mintes tan you'l
ave it. A finely-tuned adranalin
ATl & W i &

PICK'N'PILE

Ubi Soft £19.99

Uppers = Fascinating mix of
Puzrnic and Bowder Dash
Downers - B-bit graphics dont
balp wvisual clanty any. The
Bettom Line = Not enough
VEnahan 1o sustain it for long. &%

PLOTTING

Ocean £24.99

Uppers - A naovelty = a puzzie

gama wilh cubte graprscs!

Downers = Gots samay after &

s rgadom than cihar

lers makes for o shorter life
The Bottom Line - A

ming litthe gama, but

ally dull wwww

POLICE QUEST 2

Slerra (Activision) £34.95

L Er, vary realistic sim ol
B Pl ' ol Downers = o

hall the game is borm-filing. The
Bottom Line - Too much ke a
tsthous day al the office. &«

POPULOUS
Eluclrnnlc Arts £24.99
Uppers — Totally unique
gameplay and smooath 30
sometric graphics add up to a
game with depih and spariie
Downers - Tha icon control
Sy she By is very confusing
The Bohom Line = An essentia
tor all ppan-manded Amiga
OWNES. W

THE POWER
Demonware £24.99

Fvenii

Uppers - Haaps of levels and &

Soreet Gusgner kaep AEHng anDeal
up, and the musc is o
Downers - A
acky thad mdeley

POWER DRIFT
Activision £19.99
Uﬂp!l'! - Al cade's tr
haraciers, and secrel fealy
anm-ﬂ = Tha graphics can gel
USirg. and Qamapiay
ly thal close 1o the
The B-OI‘TM U-r!e A
good siab al a
COMTYE=Dn, Dl Nl Quate
anough. ik

POWERMONGER
Electronic Arls £29.99
Uppers — The brave new lace of
WTgames, POwsnmonger & &
pama like ro o, Downers —

oespite ly kooking
suspiciously ke Popudous. The
Bonom Line - Daspita
simiarities to a certain ofher fife
Powermonge really is an
gacpllend game in it m right
as its Mo 32 placing in the Amiga
Power All-Time Top 100 clearty
Ehadwd. &k

arpnik

:_,-cm-d

PP HAMMER AND
HIS PNEUMATIC
WEAPON
Demonware £25.53

Uppers - MNcely old-tashoned
platiorm action. Plenty of scope o
double ertrercies 150 Downers =
Anhgying niggles. and & landdncy

[ g% over-Compicaton sposl B8
bt The Boittom Line - Good, bl
1 could saddy Furve bese a lof befes
-

PREHISTORIK
Titus £25.53

Uppers — Some sacelent canoon
praphics and humorous iouches
P i 2 ty kigabie Qams
Downers - 8% N COMparison
to Tkl and Chuck Rock. Meeds a
rumbar ol rouh oges poiinking up
The Enﬁnm Line = A nice snough
B8 CAVEMAN Fmp. but 15 not realy
an essental purchass. o i

PREDATOR 2
Image Works £25.99

Uppwers = Lots and lots of zapgng
B0 ba done and, of, that's about it
really. Downers — colour

chison, urimaganaine Jamegiyy, bid
control lesl. The Boitom Ling -
Mot as good a8 Opecadion Woll, and
now gome €18 more expansyve
Diani'y Dot o &

PRINCE OF
PERSIA

Broderbund £24.99
Uppers — Phenomenal
animation, loads of almosphers
and soms good old-lashaored
gameplay. Downers = Condrol i
nitially tricky, and geftng sent 1o
tha star of & kevel every time you
did is always annoying. The
Bottom Line - Technically
stunning and graat fun at the
sama Bma. Why can't all games
D il TS T o e o

PRO TENNIS
TOUR 2

Ubi Soft £24.99

Uppers - Possibly the most
roalistic sports sim 1o grace 1he
Amiga. with leatunes galors
Downers — 5o ¥ you haba the
faal thing, you wonT go lor Bhis
The Boftom Line = Nothing shon
of wondariul, direw

PURSUIT TO

EARTH

Exocet £19.95

Uppers - Remaniscent of Gynass
the classic arc TP
Downers - But complately crag
The Boffom Line = About &g
much lun as getting bl by a real
Expcat. &

PUZZNIC
Ocean £24.99

Uppers - Classically ssmple and
Wity addciive, not io mention




oripnal. Downers - infuriatingly
hough on later krvols. The
Boattom Ling = Dar b put of
by the usaless graphacs, this is &
wonderiul brain teaser. & ki &

QUEST FOR
GLORY Il - TRIAL
BY FIRE

Sierra £40.85

Lippers — Saorry, can think of any
O no, wadl, you oo gl lols of disks.
for your monay. Downers = Bul no
(RiTs 40 put of Theem. Incompstently
PROQTaMMed, SLBR)Qenr iy -CvBmrcid
rash. The Botiom Line = Possibly
B wOrst Amiga gams you will ever
s88. Avoid i kg &0 bad-lempated
Bgor with Ioofhache. &

RAILROAD

TYCOON

MicroProse £29.99

Uppers = Frightering amound of
depih. Downers = Very Sow 1o gt
00 (B vy Bt @ whe you
o get into ). The Bottom Line - ¥
youve god a ot of Bma 10 invest in &,
will WOt 3 o0k drdr iR

RALLY CROSS

CHALLENGE

Anco £19.95

Uppers - Well-programmed
Super Sprint cions thal's groat
fan with multiple players
Downers — Limied [astanibTy
The Botlom Line - 51ill one of
B st in s Badd, bul thail's
moed down 10 lack ol competition
Bhan armyiring alns. ok

RANX

Ubi Soft £24.99

Uppers - Totally ideologically
unsound. Downers = Totally
declogicaly unaound

The Bottom Line - Brilkantly
pressonted bul ulimabely Emited
COMIC Sinp baal-'em-up.
Ideclogically unsound. Wik

RED STORM

RISING

MicroProse £24.99
Uppers = Linbeliervably realistic
the st of i kind. Downers -
Almast iodal lack of maving
graphics. The Bottom Line - A
sirategest's droam, but # you
raally wam a submaning
Anperience this realstic, go join
ihe nawy. &

REVELATION
Krisalis £19.99
Uppers — Naal ded - a puzrle
game basad on sale Cracking
Downers = Too complex 1o just
pick up and play - bad news bor a
puzzier. The Bottom Line = Mot
bad, Bud could have Doen Dafed
presentid (and who thought up

that uttery maaningless nameT)
L

RICK
DANGEROUS 2

MicroStyle £24.99

Uppers - Cute, colourful, action
packed, immensely playable and
befler paced than Mok 1
Downers — .. buf really not all
that dissimilas, and still packed
with tar o0 much in the way of
urloresesable danger. The
Boitom Line - Loveable, e

ROBOCOP 2

Ocean £24.99

Uppers - Graead graphics,
penarally excelant presantaton
Dowrwers - Awkward controls
some nfuriating gameplay irads,
and it's all a touch oo formulaic
The Boffom Line = Could have
bean a pood deal betier. & & &

ROGUE TROOPER
Krisalis £24.59
Uppers - Fairly anfartaining

Arcads afvanture wih oemious

tut logical puzzies and an
excalion frge cOlSCION COMIC
Downers - Oni e — ona
rmistake and you're all the way
back b0 tha stan ol the first level
{faarrgh!] The Botfom Ling -
Good hun lor the parsistent, and a
good licence ior & changs. i

SATAN

Dinamic £18.89

Uppers = You won'l finish 2in a
hurry. Downers = Spodkily
similar o Black Tiger. The
Botiom Line - Tha gama that
put the “age’ in ‘average’. oW

SEARCH FOR THE
KING
Accolade £34.99

Uppers — Supert Ebvis gags and
afipnbon to detad |paroutary in the
graphacs ) maan graphic adveniune
tans will tuul 10 A Immedatedy
Downers - Accolads Bicw 1o a
el goleen weih e g M
parser system. Thwe Bofiom Line -
S1ll a long way 1o go belore it
xemipetes with the Mues of Monkey
Islana

SHADOW DANCER
US Gold £25.99

Uppers = Looks iovely, and the
Pl O5] Sedlock BOGS A% Al a
ifila 1o & i Gred game syl
Downers = ¥5 that sama old

J v Bl @0T-up GAMmeplly
again. The Bottom Line - A very
clasgy convarsion of a lotally genenic
shEsha o &

SHADOW OF THE
BEAST 2

Psygnosis £34.95

Uppers = Jaw-tropping graphics
mnd, 8¢, um.. thal's it Dowrers -
Wour first few gamas will ba
shorier than the accessing
pausas babween tham. The
Roge: Dean T-shirl is nauseous
The Bottom Line - £34 557
Howhens noar enough game fof
such a price tag! o

SHADOW
WARRIORS

Ocean £24.99

Uppers - Look, lsave me along
iT's cosa io the arcads game.
whal afse dO you wani ma 1o
sayT Downers = Very hough and
complately urrewarding. The
Botiom Line - Theta's about as
much gama in hare as thao is in
an empty crale with ‘“Tomatoas
trom Greanland” siamped on 1. &

SHANGHAI

Activision £19.99

Uppers - Based on an ancken
Chinesa tile game, 50 you know
1's going ho borure your mand
and it doas. Friendly presantation
100, and the muli-player against
the-chock games ans achon
packid endugh or the maost
frenzied biasting fan. Downers -
Saghtty fiddly graphics can play
hawoc with your oyes. Nothing a
Py -CeoneT MOnior won'T
cure, though. The Botfom Line -
Scanly gripping for a gamae with
no moving graphics. The first
Bl yoid do A you'l wani 10 lake
oul an adver! in The Times o el
overybody wkEEw

THE

SHOCKWAVE
Digital Magic £24.99
Uppers = Lighining fast arcade
quality Aferburnar’Siar Wars
praphics. Downers -

Tactical sections get in the way
The Bottom Line = A polertially
proat arcais monsier shool-'ém-
up ruined by trying to be brainy
as wall, ik

SIMULCRA
MicroStyle £24.99

Uppers — bad, frantic 30 blast
Downers = Mot much briin
sxpanding rvoheed. The Boflom
Lime - An amphataming classic
-

SIRIUS 7

CRL £24.59

Uippers - Technically adeguale
Downers - Mo thought, no
imagination, no gama, no fun
The Botfom Line = Almost as
action-packed as Xenon 2 in
pausa mode. &

SKI OR DIE
Electronic Arts £24.99
Uppers - Skate Or Dve but with
snow. Downers - Skate Or Die
but with gnow. The Boffom Line
= Fun (lor & wiia) with fends
bul basically an okd tashioned,
paichy collection of unimprassine
sub games. &

SKULL AND
CROSSBONES
Domark £24.99

Uppers - I's &) réasonably inue 1o
tha coin-op. Downers = Pity i was
80 crap then, [sn1 £T Appalingly
wiow, critically emibed and bug-
ricden. The Batiom Line -

You'd have more fun biing
kpalhaulad #

SPEEDBALL Il
Image Works £24.99
Uppers = Tha ultimate fulune
Spon game 1o dabe - tasd, brutal
ancimously playable. Tha
Bitmaps™ finest momant
Downers - Teams can becoma
hard 1o tell apan & tha heat of tha
action. The Boffom Line - Ona
of the ab-teme great Amiga
pames. Buy or die. & & & &

SPELLBOUND
Psyclapse £24.99

Uippers - Wel-drawn backinops,
and, arm, tha packaging is nice
Downers = Amast na in-gama
sound, practically nothing in the
wiary of action. The Boflom Line
= Hugely boring arcage
adventure hing Hal's owarphiced
by 20, &

THE SPY WHO

LOVED ME

Domark £24.99

Uppers — Lowaly tiny graphics
lough gamaplay that nonethaless
reewards a bl ol eMon. They've
spent & pood deal of afforl on this
ona. Downers = Only half-a
dozen levels — all compléteabils
after SOME Prachion — MBans i
wonl last all that lorg. The
Boitom Line - Easily the bast
Bond game so far, and a fun Spy
Hunter clon imo the bargain,
thaugh (ko be honest) not
somathing you 'l want o play for
months. %k

SPINDIZZY

WORLDS

Activision £24.99

Lippers - Anather exampia of an
B-bit classic brought bang up 1o
date with a sprawling play anea
&nd loads of new feabures
Downers - Bizare controls 1o
M 1o grips with and the graphscs
could be bafier. The Botfom
Lire - Superlative game design
and 1otal addiction. Frusiraing as
hed, but nonetheless &

LAST

masterpsace of 8-t updatng

without losing the original spir
i

SPIRIT OF
EXCALIBUR

Virgin £24.99
Uppars - Pienty o variasion, and i
certainly al looks iovely. Downers -
Pty siow, and the diflerent
seclord don 't feally Seem o gal
together. The Bottam Line = If
you've 9ol & few hours o kil whils
you're waitng for & train, this is 8
e Thal you can ioad up wihoul
he of it cauSIng you ho miss i (On
i othar hand, standing on e
platform might be moee fun ). o d

SPOT
Lelsure Genlus £25.99

15 Ol

anages 1o offer something new and
cifferent (and sven Suppons up 0
ot players). Downers - The
prasentation lacks poksh in places
The Botom Line - A class board
N sirplagy act. oW i ok

STARGLIDER Il
Rainbird £24.99

Uppers = instant 3D blasting
appaal, wilh exira depth for those
whao wand . Downers = Slightly
100 Pt in i Iong-binm
The Bofiom Line ~ Stll ana of
the best Star Wars-nspired
releases on the Amiga. s &%

STARBLADE
Palace £24.99

Uppers = Original conoept
Downers - Sod All sound-wise,
techracally notheng to shout
about. The Boniom Line - Fiun
of-Bg-mmill. o i

ST. DRAGON

Storm £24.99

Lippers - Lovely graphics, a
heiptul software audctive opticn
and a challenging difficylty cune
It this out of ths morass of
horizontal zappers. The Dynames
Loading Sysiem is an infnibaly
wonderful idea. Downers - A bl
o0 ough for most, and the
powar-ups e unexciting. The
Botiom Line - One of the law
siceways-scroling shool: em-ups
thal you really should own

LA b3

STELLAR 7
Dynamix (Sierra) £24.99

Uppers = Appealingly oid-lashioned
Bl Irom the DSt o Tha form of (el
anothar) up-cabed Balierons
Downers - Ever-so-shoiy
sluggish vector graphics and
OptsTESHC phong make i 3 bt of a
lunury. The Botfom Line -
Satstyingly menclass = bul thal's
both @ sirength and & weakness. &%

STORMBALL
Millennium £24.99

Upppers - Reascrably passabie
priphacs. Downers — Lmerdy dee
pame dasgn. no feplng ol speed of
axctement, highly conhusing and
lapely pointiess. The Botlom Line
= I you'ne icoking for & good way 10
washe £25. Buow & down 3 dran
Fathad than buy M. &

YEAR'S GAMES

STRIDER 2

US Gold £24.99

Uippers - Good animation and
planty of challonge. Downers -
Very intle advance on Sinder, and
shoddily presented. The Bothom
Line = IT's everything thal's bad
anout saquels, and baars al the
halimarks of a rush job.

STUN RUNNER
Tengen (Domark) £24.99

Uppers - Er._ the music isn
entiraly crap. Downers -
Hopelessly slow, graphically
primitive, a terminal lack of
accilement. The Botfom Line —
We'd rathes see a greal
comarsion of Galaxians than
SOMEOne Maks A pig's ear ol a
(s Hhivy bereinw thery couldn
corva in tha first place. &

SUPERCARS 2
Gremiin £24.99

Uppers = The two-player made
BRhardEd (hangs consaderabiy
Downers - Arguabdy bess playabie
than the original. The Bohlom Line
=l you onrly want o play i in one
player mode, buy Ta 16 B Hitr
compilation featuring e onginal
SLDaTCaTS indiade] Wk i

SUPER MONACO

Lippers - Wel programemed and
. Downers - Not much ke the
coin-op. The Boftlom Line = A good
raong game, but SoAT sapect M
wrade ik

SUPER OFF-ROAD
RACER

Virgin £19.99

Uppers - Flawiass arcade
cormmersion from Grafigold, the
Rainbow [signds pecgie
Downers - Tha irack sequsnce
though Kdenical to the original, is
silly and confrol iS just a tad cver-
sensitive. The Bonom Line -
Tha Amiga's bast Super Sprind
gama yol, but with some
annoying niggles thal siop i
being the tres classc i might
hiarvd Doen. &k i

SUPER SKWEEK
Loriclel £19.99

Uppers - Cute DedusionFanier
Dased gamss with power-Ups and
add-ons galone. Downers -
Perhage a Wthe 100 French lor most
of us, and pertaps @ bitle oo similar
o Skweak oo, The Bottom Line -
Could do with hawing andther freer
chopped ofl the price, but oferwiss
great hun. ki w

SUPER WONDER
BOY

Activision £19.99

Uppers = Parfect dfficulty curve
It you gt just a Fethe DNt further
evedy go. Cute graphics add 1o
e charm and the shops whene
you can spend your gold give it a
it axtra scopd. Downers -
Slghtly lacking in action, too siow
for some. Nol exactly modem
kocking. The Bottom Line -
Great game in the Mario vein, but
Wil 1245 @Nemies and more
geplh kww

SUPREMACY

Virgin £29.99

Uppers - Galactic smping
building with some Sman
praphics. Downers - Tha number
based gamapiay renders. it all
complstaly urinbenesting (10 us,
anyway. Scme peaphe think if's
s Bat thang since shced bread)
The Bonom Line - For
accountants and gullible peopla
only, &w

SWITCHELADE Il
Gremlin £25.99

Uppers - Gorgeous console- e
graphics, tried-and-lested gamepiay
packod il of detad and iovely
touches. Downers — Paaps ust &
it ioo simple. The Bottom Line
= Apsolutely supert Asguably e
best Amiga platfomm game ko date
o

SwWiv

Storm £24.99

Uppers - Looks good, Sounds
good, comes with @ neat hwo
player option - and all in one
[rraassive) bavel 00! Downers —
Thisre aren any (unkess you find
all those drab miltary-style
colours a bit depressing). The
Bonom Ling - Fraric - ong af
1he best Shool-"am-upd w've
Erm S 8 8 8 3

SWORDS AND

GALLEONS

Idea £25.99

Uppers - Uses the clatsas
rading gama style o great eMec
Downers — Easy ho complete
and tha stupkd omission of a save
game opion knodks & batleship-
sized hole in the gama's lasting
appoal. The Bohom Line = A
minofity inerest sor of aMa, but
strangely compaliing despite the
Raws. &k

TETRIS
Infogrames £19.99

Uppers - Wel, it is sl Tatris
Downers = Bul 15 probabily the
WO VNSION yiel S8 ON the Amiga,
ard that's saying somaihing. The
Botiom Line — Complately sty
| Stick with tha P versions). &

THEME PARK
MYSTERY

Image Works £24.99
Uppers - Great fesl; looks and
sounds lovely. Downers —
Arcace sections areYairty
poirtiess. The Boflom Line -
Games which min adveriures
wilh Arcade seQuences Bways
suffor for it, and Theme Park
Myztary s no axsephicn. bk

THE BOTTOM LINE

HaIMmOd VOINY

isnenv

LBEL

O



THE BOTTOM LINE

1991

AUGUST

AMIGA POWER

THE SECRET OF
MONKEY ISLAND
US Gold £25.99

Uppers - Tha closest thing yet 1o &
Rully interactive story. Encemous
playabiity, pleasing puzries and

preal oolops of - yes| - genunely
willy hurnour come logether 1o lorm
Somaiierg vy QRonous inded
Downers = Despie the fve disis
you'l st nesd a hull meg. and once
the game is completivd you'l
probably never come back 10 | agasn
The Bofiom Line = &n adventurs
That ooxs and plays befer Fuan
almos! any arcede game. Softwans
hadvEn W

TEAM SUZUKI
Gremlin £24.99

Uppers - Viry fasl, with soma
priafty hairy (rack viaws
Ubnirgenbainally Rilafious replay
teature Downers - Insansdy
sarsitive 1o comrol. The Botlom
Lime = Encugh hun 1o kesép you
Playing unfll you can af sasl sty
o ths road for five seconds at
BOmph, but & b 160 unrealistic io
compate Wt indy SO0 % w

TEAM YANKEE
Empire £29.99

Uppers = Tha action slant on the
standard tank sam makes 4 mofe
FMMmeikils and acoessbie
Downers — . but whal a pity i
Eachks gopth and azcibament

The Botiom Line - Doesn work
a5 & siralegy Sim of arcade blast
Try Sharman M4 il you must own
a tank semulation of some
GESCriphon, &

TEENAGE
MUTANT HERO
TURTLES

Mirrorsoft £24.99

Uppers = B doesnT have the
wond Mnja’ o the tite. Downers
= ..but @ven thal doasn save it
from baing uiSorly awiul in every
way. The Batfom Line = You'd
have mone fun playing with a read
turtie. Or & real muland &

THUNDERSTRIKE
Millennium £24.99

Uppers - Dafandgr for the 30
genarabon. Downers = An
absolule PC clasass 86 why 5
e Amiga conversion 5o
appaling? The Bottom Line - A
senoushy avedagpe game which
Coid hawve Debn &h absoluto
gem. Thundersinke? bore e
Chundarsinkg, & &

TIE BREAK

Ocean £24.99

Uppers - More of a smulaton
than a Pong gama. Downers -
Whioever thought up the ‘scroling
cour’ idea should be ahot. The
Boftom Line = Hidaous!y
complax control makes this one
mong hassle than s worth. & #

THE TIME

MACHINE
Activision £24.99

Uppers - R's nice to play a gama
that dosan't have 10,000 screens
for & change. Downers -
Evarything has io be done hen
wnas. The Bohtom Line - Too
cheved by hall. %

TOKI
Ocean £25.39

Uppers = Tha (latest) defritrve
COAN-00 correirtion. Baautiful
plation acton o Ml you o apn
Downers - Tha sound is slghtly
deappointrg, and the game is
simply 00 small. The Botiom Line

= Wital's thens is balliant, il only
el wild more of i W W o

TORVAK THE
WARRIOR

Core Design £24.99
Uppers = Baautiful, gloomy
praphics. Downers = Incradibly
slow and unremarkable Rastan
gama. The Boilom Line -
Unnesponiive control and a
Ealentiess haro cripdle (he
gamaplay. Check out Chuck
Flack 16 find out what Core can
raally ga whn thiy gut Mt
rminds 0 it &

TOTAL RECALL
Ocean £24.99

Uppers - A tair ba of gameplay
variafion. Downers — Linfriandly
controls, uninspired design

The Boftom Line = Solid but
ungxcng. Mo besl lor the
maovie. (And couldnt they afford
the righihs 10 use Armia's real
EacaT) bk

TOURNAMENT
GOLF

Elite £24.99

Uppers = Authantic a/cacs pan
Downers = Nobody aver played
tha arcade game. The Boffom
Line = Complately average
golfing yaswnerama, now well oul

volvid i respacts by PGA
Towr Golf, &k
TOWER FRA
Thallon £24.99
-
Bt Tt

O o

Uppers - Yes, you guessed it
it's an air raffic conirol iowed
simulation, Not as boring as i
sounds. Downers = it's st taely
boring though. The Boftom Line
= Go0d training lor the next
goneration of air traffic
COMMolers, Wi

TOYOTA CELICA
RALLY
Gremlin £24.99

Uppers - Vary impraasivaly
daotailed = a lot of eMort has Besn
taken 10 gt an authentic besl
here. Downers = Ba prepared 1o
g deap 1o fnd the aciual
gamepiay, though. The Boitom
Line = Partaps too good a
samulation 1o ba much fun 1o play
W

3D
CONSTRUCTION
KIT

DomarkIncentive £49,99

of simply designing ks worlds) s
preat fun. Downers - Wed, if's rot
raaly & game as such, 5 17 it's
prafty siow loo. and making anything
realy worrwhiie geld vify
complicated The Bottom Line -
Expandive and of imied aopeal but
| you've By iched 59 create a
Fioescaps game you can really
complain. & %%

TURRICAN 2

Rainbow Arts £24.99
LUippers = Ergoyable mindiass
blasting. Downiéers = Erm, has
thare bpen some mistake hene?
Someons appaars 1o fawe e
us a copy ol Turnican. The
Bottom Line - Befer than the
arginal, but thaf's the only way in
which it's differes

TUSKER

System 3 (Activision)
£24.99

Upppers = Nothing actually wiong
with il. Downers = Naothing new
Nothang inferesting. Just nothing
The Botlom Line - Depressingly
AVOrage, &

ULTIMA V

Origin (Mindscape) £29.99
Uppers - The scopé and deplh
of LiWma V¥ goes way beyond
ol role-playing acvenbures
@van phevious Liltima rilsasos
Downers - Mot a bit of joystick
action in sight; soma may find the
size of the game daunting. The
Bottem Line = Limma V offers
arguably the bast in graphic
fantasy & &k & &

ULTIMATE RIDE
Mindscape £24.99

Uppers - Raalstic handing
Downers - Draaciy

gameplay. The Boltom Line -
Angther Taled attempt al tha
BCCUracy/Tun gams Balsncs. &

UMs Il
Rainbird (MicroProsa)
£34.99

Uppers - Tha pennachs ol tach
head warjamed. Downers -
AtOCious documantasion could
mantaly 4cir baginners for e The
Botfom Line - 1 wont wn the
WargarEng Falsenify Any new
mambers, but I pul soms in

sEreeiih Padver oow

UNREAL

Ubi Soft £24.99

Uppers = Looks vary striking
nica vaniaton in gameplay too
Downers - Tha absurd “save
gama’ lealure spoils thangs & b
The Bottom Line - A cut above
FOUP Bvermgi Rack-'om-up. & &

VAXINE

US Gold £24.99

Uppers - Beautilul-locking
onginal and maganative shool-
m-up, Downers = Vary, very
viry (very) hard. The Boflom
Line - Be prepared 10 tear your
hair out, bul this = a great

THE LAST YEAR’S GAMES

seswe Exoallant 4o @ e s Meary Pare ddee Viery good & @ Han i momanis &b Flawsd & Do

challenge lor the supematurally
takanded. ik

VECTOR
CHAMPIONSHIP
RUN

Impulze £24.99

Uppers - Prafty spesdy
Downers = Unconirollable. The
Boniom Lime = What's tha point
N & game you can't play? (c.!
Rhatorical Cuestions Fos
Journalists, Vol 1) &

VENUS THE

FLYTRAP
Gremlin £24.99

-

Uppers - Pretty colour
gracisabed backgrounds and
excelion! anémation. The P47
ESguS BONuS round gRes
vanabon, &nd the aftention o
diotail makes it lesl ke an
wcade game. Downers -
Lacking i challangs lor tha

lirst foew lpvails, and afier thal
you'll be getting a hit bored wish
1. The Bottom Line = Good fun
but palis fairly guickly. idaal lor
younger players.

VIZ
Virgin £24.99

Uppers = Viry s o the

comic. Downers = Viry shalow
ard Imided The pkad only raaly
work the frst ima you See Bwem
The Botom Line = Fun whils &

lmsts, bt afes e couple of
howrs you've sesn all if's got to ofter
i

vooDoo
NIGHTMARE

Palace £24.99

Uppers = Claar, shamp graphics
Downers = Maddaningly

sanaitve conrols. The Bottom
Line = A rice charge — an
AVErage gama. W &

WARLOCK THE

AVENGER
Millennium £24.99

Uppers - Playable and guite
engioasing soroling arcade
acveniure romp. Downers = An B
bit gama in 16-biT's clothing. The
Bottom Line = Drusa sighty

updated for e 90%, and not by ary
siredch ol the imagination worth £25
"

WARZONE
Core Design £20.99

Lippers = Graphas have a

degres of charsches 1o Bem, and s
prefhy lough. Downers — Adds vy
iftia B0 the hackneyed kan Warmiors
tarmal The Bottom Ling -
Cormpartent but deadly dull shoot-'sm
up thad you've 388 3 doZen imes
balor, & &

WEB OF TERROR
Impressions £19.99
Uppers = Arimation s good

Downers = Tolaly frusirating
DuM graphics. The Bottom Line

= Almost unplayable; not
ImprEsag in any way. *

WELLTRIS
Infogrames £24.99
Uppers — The kind of gama
PO Spand decled Maping
Downers = If you didn'l bka
Tafriz, don't even think about &
The Bofiom Line - Mol as
simple as its predecessor, bul
rbrly a5 addictive, &

WHITE SHARKS
Demonware £24.99

Uppers - Excepionally good
graphics, novel "Chos- pour -G
DOVRI-UPS | WRAEON Syiem
Downers - Too Last 1o have any
decent tpal, and ncraditiy
unimaginase. The Bottom Line -
Tt g that put the Bog standard
FE0 D0g $andand hool- em-up
Duft o

WILDLIFE

MD Production £19.99
Uppers - ldeologicaly sound
Downers - Oparation Woll
withoul shooling is Bl swiemming
without waler, The Botom Ling -
Litterly despedaia. @

WINGS

Cinemaware £29.99
Uppers - Authantic W1 lee
Downiers — Ludcrous disk
Swilpping. Very ktle gameplay
The Botiom Line - Far too
simple for a ssm, and 100

sxpatsivg for whal it 5. &
WINGS OF DEATH
Thalion £24.99

Uppers = Range of power-ups is
good, #ven inchuding power
downs! Downers = Mot tha maost
nngvalive game ever. The
Boftom Line = Amos! as much
lun as Xenon 2, though not as
prefty *

WOLFPACK
Mirrorsoft £24.99

Uppers = Vary deap (ha ho
Downers = Sub sims never
scone highly on the thrilomader,
and this one i3 no axcaption. The
Bottom Line - Not as ovarly
wechio-biased as many in the
penre, but 538 nol one 1o
recommand 1o the hardoned
mchon punkles. o

WONDERLAND
Virgin £24.95

Uppers = An evocaive hellng of the
Classic Lewis Carmol tale utlisng a
prefty advanced uses-ripface

Downers = Unless you've got a
viry povaiiul Amega with & screen
that can handle interiaca, the whols
thing is wiry unwasicy, I's nof gol the
basl parser it Bhe wodld sithad, The
Bottom Lirne - Brave, but afe al
the hype the product s somathing ol
& lst-choramy. Mot a patch on Mornkey
g W

WORLD
CHAMPIONSHIP
SOCCER

Elite £24.59

Uppers - Vry good copy of the
coin-op [sob). Downers = Poor
playabity, you never gal two
seconds on the bal. The Boffom
Line = Knocked out in the first

round. A pltitul performanca
o

WRATH OF THE
DEMON
Readysofl £29.99

Uppers - Cheaper than Shadow

anactly tha sama in svery
olhes respact, even down 1o the
intro sequenca. The Bollom
Lirve = If you Nked 5.0 T.BIY
you W't fed this, Otherwise a
pood allemative o

WRECKERS
Audiogenic £24.99

ceas biid & Fire Sl

AN DVEITUN-S0ACH S1ASON" Shory
Downers = The whols theng lesl
B o much oy an B-bit game. The
Bonom Line = All the slema
A QoD pame i M
haren'T Doan Bed ingether propedy
L8

XIPHOS

Electronic Zoo £24.99
Uppars — Sy smooth and
sublie. Downers — Takes lar oo
long 1o g info the acton. The
Bentom Line = Only lof tha
codicaled space rader, &

YOLANDA
Millennium £24.99

LUppers - Racy soundirack
Downers - Poor graphics

kg thay plupl-periect
pasibonng requiied very hard 1o
pull off. The Bottom Line - Just
160 hard 1o b ary amounit of fus
1o piay.

Thary jusd

ZARATHRUSTA
Hewson £24.99

Uppers - The Thrus! gameplay
s lmaless, and iT's beon updated
wilh 19305 graphecs, resulting in
somathing very special indeed
Downers = Al haan though, T's
still & garme that wsed to sell kor
£1.99 going for £25, which sr1a
bargain in anyona's anguage
The Botiom Line - Good fun
but 1o be honest, not really very
pood valus, &k

ZIRIAX

The Software Business
£24.99

Uppers - Prefly Scramibie
visfiant. Downers — Sericusly
owirioaded n the difficulty
departmer. The Bofiom Ling =
Stupidly difficult, too much for
almost everyona, More sufsd o
A budget releass. &«

Z-0uT

Rainbow Arts £24.99
Uppers - A huge improvemant
on X-Oul. Downers - The
honzoraly scroling shool-'am
up wilh knobs on thing has
alraady bean done 10 death. The
Bottom Line - A good A-Typa
bt it Een't different enough o
maks i sland oul rom tha crowd
-




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 AMP8, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. S513 1BJ
Please state make and model of computer when ordering. P&EP 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 Sam-7pm. Saturday 10am-4pm. Fax orders: 0268 590076, Tel orders: 0268 590766

1/2 Mag Upgrade Ford 8 Rally * Pool of Rodiance |1 Meg]
1/2 meg Upgrade + Clock Forgothen 'Worlds Police Guest 2 [1 Meg) SPECIAL DFFERS
147 3D Snocker * 14.99  Fun School 2 (6-8) Populous
10 Construction Kil 32.99 Fun School 2 jover B) 1399 Populous Promised Lands 79
30 Pool 7.99 Fun School 2 (under &) 13.99 Powerdrome R
4D Baoxing * 14.99 Fun School 3 [5.7) 16,99 Powermonges 19.99 AMIGA A500
4D Driving * 14,99  Fun School 3 [over 7) 16.99 Powermonger Data Disk 1 * .99
688 Anack Sub 1699 Fun School 3 [undar 5) 14.99 Powerpack 14.99 SCREEN GEMS PACK
Alrican Roiders &.99  Fubure Wars 1699 Power Up 1999
Airtborne Ranger 999 Gountlet 2 £.99 PP Hammer * 1699 | Mightbreed, Days of Thunder,
Alr Duel * 2299 Gountlet 3 * 1499 Predolor & o9 :
Amas 2999 Gozra? 1499 Predalor 2 is9¢ |Back to the Future 2, Deluxe Paint
Amas 3D * 2499 Gods 16.99 Prohistorik * 4.9
Amos Compiler * 19.99 Golden Axe 1499  Prince of Pershia 1999 ?' Shadow of the Beast 2
APB 499  Gunboat 16,99  Projectyle B899 ONLY £359.99
Arochnophabia * 16.99 Gunship 14.99 Puzznic 1699
Arkanoid 2 699  Hord Drivin 499 Cuoro Advenbure Q99
Armour Geddon 16.99 Haord Dyrivin 2 1699 Qualtro Sf:»curr:. .99
Assault on Alcotroz *® 1699  Heroquest 16.99 Railrood Tycoon |1 Meg) 22.99
Aloming 16,99 !l:..'iy_\.on |1 Meg) 19 99 Rainbow klonds 14,99 UPGRADE IYDUR
Awasome 14,99 Hikchikers Guide 7.99 Rambo 3 4,99
BAT 19.99 Hollywood Collection 14.99 RBI 2 Boseboll * 19.99 AMIGA TO 1 MEG
Back to the Future 3 16499 Homor Zombies 146,99 Reoch for the Skies * 16.99 oy
Bodlands 13.99 Hunter * 19.99 Rick Dongerous 2 1699 | /2 Meg Upgrade - £24.99
Bards Tale 2 B.99 Hydro 1699 Rise of the Drogon * 26.99 177 M ar + chock - .99
Bards Tale 3 1699 IK+ 6.99 Robocop 2 eig04i] /3 Mag Uporocs + cock -£28
Batman Coped Crusader 699  Imperium 1499 Robozone " 14,99
Battle Chass 2 * 19.99  Indionapolis 500 16,99 Rocket Ranges 7.99
Bamtle Command 16.99 Inlercepior B.%% Rock Shar Ale My Homsher 4 90
Beasthushers ® 14,99 b Come From Desert [1 Meg] 14 9% Rolotor * 14,99 BATM.AN THE MﬂVlE
Batrayal 19.99 B Come From Desert Dolo 299 RTIype 499
Big Gome Fishing * 16,99 Jock Micklous Exira Courses 999 RTypel® 16.99 NOW ONLY
Billy the Kid * 16,99  Jock Micklous Goll 1599 Search for the KI""? G 26499 £7.99
Birds of Prey * 2499  Jock Micklous Unlimited Golf (1 Meg).19.99 Secret of Maonkey lsland |1 Meg] 1469 -
Blue Max 19.99  Jahangir Khan Squash 1499  Secrets of Lubtwaolfe * 1999
Brat 16,99  Jungle Book 4,99 Shodow Daoncer 14699
Buck Rogers |1 Meg) 19.99 Kool the Thief B8.99 Shodow of Beast 2 2699
Budokan B.99 Kick OH 7.99  Shodow Sorceror * 19 .94
Codaver 1699 Kick Of 2 1 Mag) 14.99 Shodow Warriors 1659
Codaver Dala Disk * 299 Killing Clowd 16,99 Shunle * 19.99 SPECIAL OFF ERS
Colifornia Games 699 Kings Guest 22.9%  Silent Service e
Coptive 146.99  Kings Quest 2 2299  Silkworm 4599 99
Caorrier Command 2.99 Kings Guest 3 22.99 Sim City + Populous 19.99 ONLY £q' EACH!
Cosiles * 19.99  Kings Guest 4 [1 Meg) 2699 Sim Earth * 19.99
Conburion 1699  Knights of the Sky * 1999  5kior Die 16.99
Choos Sirikes Bock |1 Meg) 16,99 K.O 2 - Final Whistle 899 Skull ond Crossbones 16,99 JEITT'IES PGI“ICL
Chase HG@ 2 699 K.O ?-Gionts of Evrope * 799 Sy Spy & 99 .
Chuck Rock 2.99 KO 2 -Retm o Europe * 7.99 Spoce Ace 26.99 Gremlins 2,
Chuck Yeoger 6.99 K.O 2 - Super League 999 Speedbal 799
CJ's Elephant Antics 4699 K.O 2 - Winning Toctics 5.99 Speedball 2 14,99 SWCIrd 0[ SDC'GI‘I
Codename kceman |1 Meg] 26,99  Krista ?.99 Spiderman 14,96
Colonels Bequest [1 Mag) 26,99 Lot Minja 2 4.99  Seven Hendry * 16,99
Commando War * 1699 Lost Minpg 3 * 1699 Shrowego * 1699
Conguest Camelot [1 Meg) 26.9%  Leather Goddess 799  Swider 2 14,99
Continenial Circus 499 legend * 16,99 Siip Poker 2 + Dato 699
Corparation 299 Leisuresuit Lorry 3 |1 Meg) 26,99 Skt Cor Rocer Q99 JOYSTICKS
Ec‘p&ruhon Data Disk 499  leisuresuit Lorry 2 26,99 Subbuteo 699

reqhures 16,99 Lemmings 1699 Super Cors 2 16.99
Cricket [1 Meg] 19.99  Licence to Kil 6.99 Super Hang On 8,99 Cheetah 125 + - £6.99
Crickat Cophain 16.99 Line of Fire 16,99 Super Monoco GP 1499 C fro Exh £14.09
Crime Doesn't Pay * 1699 Llombard Rally 599 Supremacy Qoo omp Fro Cxira - *
Crime YWave 14.9% Loom 19.99 Swikchblode &.99 ’
Cruise For A Corpse * 16.99 Loed ﬁ'r‘hwnga . 16,99 Swikchblode 2 16.99 Quickjoy 2 Turbo - £9.99
Curse of Azvre Bonds [1 Meg) 19.99  lords of Choos 1499 5SWN 16.99
Cybercon 3 16,99 Loyl Paro 16.99 Teom Suzuki 1699 Quickshot 3 Turbo - £9.99
Doley Thompson Challenge 699 M Tonk Plaloon 19.99 Teom Yankee 19.99 : ¥
Darkman * 6.99  Magic Fly 16.9%9  Teenoge Mutant Turtles 16.9% QUICMGY Jeﬁlgnrer £10.99
Das Boaol 999  Magnetic Scrolls Coll * .99  Test Drive 3 * 1699
Delender of the Crown 7.99 Maognum 4 19.99  The immorial [1 Meg) 14,99
Deutros * 1699 Megalo-Monio *® 16,99  Thair Finest Hour 19.99
Dick Tracy 1699  Mego Traveller |1 19.99  Thunderhawk * .99 B NK DIS
Disnay Animation 5099 Mercs 1699 Tip O * 14,99 I l
Double Drngnr- &899  Miomi Chose &99 Toki 16,59 Ks
Drogon Strike * 19.99  Midnight Resistance 14,99 Toobin 6.59 ur.hrﬂnded
Drogons Breath 12.99  Midwinber 1999 Tokal Recall 12.9¢ .
Dragons Lair |1 Meg) 2699 Muaml;l!cr i 19.99 Toyota Celica 1499 10 x 3.5 DSDD - £5.99
Dregons Lair 2 -Singes Costle 2699 MIG 2 2299  Trocksuit Monoger 2 146.99 "
Drexgons Lair - Time Warp 26.99  Monser Pock 1 * 19.99  Turbo Chollenge 16.99 20 x 3.5" DSDD - £10.99
Drogons Wors 16,99  Murder 16.99  Turbo Challenge 2 * 1699 S0 x3.5"DSDD - £23.99
Duck Tales 14,99  Myth * 14.99  Turrican 2 14.99 -
Dungeon Master [1 Meg) 16,99 MAM 1999 TV Sports Bosebal 19,99 100 x 3.5" DSDD - £44.99
EIf * 1699 Marc 16,99 TV Sports Footbal 7.99
Epic * 9.99 Mavy Seals 499 UMS 2 |1 Meg) 19.99
Escope from Colditz 19.99 Nightbreed 699 Wiz 14.99 Branded -
Excalibur * 6.99 Mightbreed RPG 6,99 ‘Walker * 184,99 i d - TDK
Eye of the Behaolder |1 Meg | 19.99  Migheshikt 6,99  Warlords |1 Meg| 19 99 3.5°DsSDD-£1.25 Each
F15 Sivike Er_:.ﬁ'o 2 (1 M:!:_.R 2299 Obits 24 .99 Wheel of Fire 19.99
Fl14 Combat Filot 1499 Of Rood Rocer 1699 Wings |1 Meg) 2.99
F19 Swealsh Fighier 1299 Operaton Shealth 14,99 Winning Teom * Q.99
Fantasy "4-‘\«"-:'|c1g Dizzy 6.99 Operation Th'Jl"lde'fbl}| 1699  Wizball 6.99
Ferrari Formula 1 B.99 Operation Wol 699 Wizkid * 14,99
Firs! Samuari * 14,99 Oulrun 699  Wolf Pock [1 Meg| 1999 TURRIC.AH
Fists of Fury 2 19.99 Pang 1499 Wonderland [1 Mag| 299
Flight of the Intruder * 19.99 PGA Tour Golf 16.99 ‘World Class leaderboard & o9 Mow Dﬂl'f
Flood B.99 Platinum 1699  Wiath of the Demon 19.99 £7.99
Football Directar 2 1.99 Ploloon 499  Nenomorph 2 * 164,99 3
Football Man Woarld Cup 2.99 Ployer Monoger 1299 20w 13.9%9
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Every Blimmin’ Thursdoy @ 88p

COMPUTER

EVERY

AMIGA

GARY PENN PSSR
Every Thursday
Amiga Power’s very s E N s TI I
A o N &

own Consultant Editor
) EXPRESS: it's Amiga Power’s weekly

writes on the fost-
moving games scene

~ PIEVIEWS, TEVEEWS,  companion - packed with Amiga s~
news, fips and more!

~_. every Thursday, all
_.mguméws, year round
‘previews, reviews—- @ I1's packed with juicy
and all the best pricest goodness! |

M Public Domain e You get quite a bit of
round-ups, techie change out of a quid [CERIESS




You want opinions? You want controversy? You want to hear from the

discontented, the maltreated and the plain pigged off? Then go no

further, for here we present a barrage of abuse, angst and outrage the
like of which you've never read before. Hold on tight, it's the one and

only AMIGA POWER letters page...
@ Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath, Avon, BA1 2BW

I

Dear Sir,

If | may, I'd like 1o make a few comments on
some of the letters you published in issues
ona and two, The subject is, of course, that
old complete-gameas-on-magazing-cover-
digks chesinut

1. The industry argument agains! cower-
mounted games seems to be that weaker
full-price products will suffer if there's a lot of
high quality stult available cheapar with
magazings. | can see the reasoning behind

that, but if in the long term it's average or
worse products that sutfer, would that be a
bad thing? Surely all it would mean is that
software companies would have fo produce
consistently higher quality products to justity
their high price 1ags, and that'd be good for
all of us? Or i it alrght for sub—standard,
‘let’s print some money’ games like Hero
Turties 1o occupy the chans for weeks while
classics sufler?

2. Will the ELSPA members who dont

publish cheap re-issues or budget software
wani that stopped as well, so ihat having
good quality games available around the
eight 1o 10 pound mark doesn't damage the
sakes of the dufl expensive softwara?

3, Will Public Domain software be removed
from cover dishks, as this must affect the
sales of PD ibranes?

4. | taka it that not every soffwane company
is a member of ELSPA. If this is the case
couldn't you put games from non-ELSPA

Who killed Gary Penn?

It's the question that’s been rocking the industry. Here are a handful of sample entries to our US Gold/ Cruise
For A Corpse compelition we ran last issue — the winner (who of course gets his‘her very own Commodore
CDTV!) will be announced next issue. The scenario we set up leading to the crime is too long to explain here —
you'll have to either go back to the last mag to refresh your memories or simply pick it up as we go along.
Anyway, here are some suggestions...

It's very simple. Matt Bielby did go to US Gold. He waited in an office for one of the US Geld reps when he noticed a
CDTV just lying around. No one knew he was there so he grabbed the machine and took it straight to Gary Penn,
because Gary was desperate for a COTV.

Gary had no games though, 5o going around the office he told everyone it was his birthday, and they all went out
shopping, looking for a CDTV game for him. Gary became bored in the office on his own, so he decided to borrow one
of the cleaner's audio compact discs. What he didn't know was that playing normal compact discs actually killed youll!
It kills people by blasting them to death with sound. Gary sadly died.

So. as Commodore were so secretive about the COTV | can now exclusively reveal that, wait for it, Commodore
Did This Vile murder!!!

PAUL MARSHMAMN, Warrington, Cheshire

So ‘playing normal compact discs actually kills you', eh? Sorry, neat (well, neatish) ending, but you rather
over-stretch credibility with that middle bit, I'm afraid.

4.15pm. Minutes after Mark Ramshaw leaves for the dentist, the ad sales girls (Alison and Susanne), having realised
that Penn was not only having affairs with both of them, but also with a purple spider-plant named Mildred, engage
Penn in conversation whilst injecting him just below the knee with nail varnish remover.

4.30pm. As Penn staggers around the office singing a selection of Kajagoogoo hits and threatening to buy an Oric, the
Yads’ of the team, beliaving him to be possessed by some evil spirit, force-feed him copies of games such as
Kwasimodo, Ghostbusters Il and Teenage Mutant Hero Turties. Penn, naturally, is dead within minutes.

4.45pm. The staff, overcome by guilt at their terrible deed, flee to a small Caribbean Island equipped with only their
favourite Amiga games and a signed photo of Lesley Judd.

Therafore, Penn was killed by the entire team (excluding Mark and the two Matts).

MARK WALLACE, East Finchley, London

Sorry, trying too hard to be funny gets you nowhere.

Afier Mark Ramshaw left for his dental appointment there was a phone call saying a bomb had been planted in the
office. It's Gary Penn's responsibility to make sure all the rest get out and to phone the authorities. While the staff are
clearing out onto the car park, Matt Bielby is sprinting from the phone box where he made the hoax call. He dives in
through the back way unnoticed.

Gary Penn is about to ring the bomb squad when Matt Bielby sneaks up behind him and smothers him with a three
foot cuddly toy replica of Kid Gloves, which just happens to be sitting on Alison’s desk. Now Matt thinks his worries are
over. Gary Penn will no longer be blackmailing him for selling AMIGA POWER secrets to US Gold.

NIA CONNELLY, Rhyl, Clwyd.

And so it goes on. Did Matt do it? Or Commodore? Or even the ad girls with help from ‘the lads’ (which seems
to mean just Colin and Stuart) or what? The winner, and perhaps a few more entries, will be revealed next
month. Meanwhile, get cracking on this month's extraordinary competition, and you could be flying high.

companies on your magazine? (Of coursa,
that might mean losing ad revenue from
marmbers, so forget that one, | suppase).

5. Aren'l you just as guilty? After all, you
computer mag companies pul 15p disks on
the covers of your magazines and then
charge us £2.95 for the privilege of owning a
free’ game! All that's happened is the
software publishers have spotted you doing

it and said enough's enough!
Yours,

JEFF DUELL, North Shields

To take your points in furn, Jeff:

1. | think what you say here is fair
enough, more or less, excepl you don't
point out the real way lo stop soffware
publishers putting out poor programs —
refusing to buy them! Every decent
magazine review made f clear that
Turtles was complete crap and an avwful
Iot of people still bought it.

2. Yes, it's a bit of a contradiction, isn’f
{17 Why doesn't someone from ELSPA
wrile [n and answer that one for us?
Betier silll, why don't we gel someone
from ELSPA to explain exactly what the
policy is on ail of this? In fact, how about
someone like Roger Bennet!, Genaral
Secretary of ELSPA? He should know
whai's going on, shouldn't he? And -
hey! - what's that over there on the next
page..?

3. This one is, as they say, stilf up in the
air, but with PD by definition owned by no
one, it's hard to see how anybody can
legisiate about it

4. Most, but not all, major soffware
houses are ELSPA members. What you
may not know is that we - Future
Publishing - are foo, which means we
have some (small) part to play In anything
that happens. It really is a case of the
industry working fogether on this one,
and certainly getting confrontational is fo
be avoided.

5. Ooh, pardon us! The cheek of charging
you a quid for a full price game! We don't
gel them for free, you know. And even
buying disks 100,000 at a ime you can't
gel them for 15p = or do you know
something we don't? (This has been
AMIGA POWER's Econemics For
Beginners, Part One, in a series of one.
Thank you.}

HIMmOd YOIWNY

Dear Amiga Power,
Wall | paver, | thought the days of the
fearless computer magazing had long gone,
the days when magazines such as Zzap! 64
would give a crap game a crap raling.

Then along comes AMIGA POWER,
and as | browse among the reviews what do
| sea? Toobin®39% — Bamey| Predator 2
53%, - Shocker! Hydra 37% — Aaah! | love it!
Three very crap games given exactly what
they deserve.

The paint | am trying 1o make is that
certain magazines seem almost scared fo
give a bad review. Jero is one of the worst
offenders — their Amiga reviews rarely go
below 75% For example, you gave =3

LEEL LSNDNYV
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Stormbaill 51% while Jero gave it 84%. |
kngw which one | believe, and it's jus! one of
an endless lest of comparisons | could make

This problem was emphasised by a
letter in AMIGA POWER Issue Two from
Cathy Campos, PR Manager of Image
Works. Are some magazines being bullied to
give good reviews or what? Anyway,
congratulations AMIGA POWER for standing
up to software houses, and pulting your

Thanks Jonathan. Mind you, not everyone
loves our reviews. Take, for example this
next leter...

Dear Amiga Power,

| am a person who hates inconsistency and
unclearness, espacially in reviews! | have
been a reader of Amiga Formar, your sister
magazing, since | bought my Amiga, and
have only just bought the second edition of

readers first.

AMIGA POWER. What throws me is the

JONATHAN DAY, Gosport

ELSPA TALKS! COVERMOUNTED GAMES

- RIGHT OR WRONG?

There's been a lot of talk lately — both in the industry and,
judging from your letters, on the 'streeis’ — about complete
games being given away on cover-mounted disks. The
whole controversy blew up around the launch of AMIGA
POWER and our early promise to give away a complete
game with each issue, so if's a subject that's affected
AMIGA POWER readers (and potential readers) more
than anyone else.

That being the case, we thought it a good idea to call
up Roger Bennett, General Secretary of trade body
ELSPA (the European Leisure Software Publishers
Association), to explain the situation. Here we go...

(Brrring brrring).

Hello, It's AMIGA POWER here. We'd like to ask you a
few questions about cover mounted disks and why
the industry’s so dead against magazines putting
complete games on them.

Well, first off I've got to stress that ELSPA itself doesn'l
have any mandate allowing us to tell anybady what to do,
we can merely act as a forum for discussion and give
advice. What happened with the cover mounted disk issue
was that a number of software publishers saw that with
AMIGA POWER offering complete 16-bit games you had
the possibility of a magazine cover-mount war starting
similar to that which has developed in the B-bit market,
and they saw the opportunity to put a halt to it before it got
going. Our argument is that covermounts have killed the
full price Spectrum software market, and it was for the
good of us all to prevent that happening with the Amiga.

But couldn't you equally argue that cover-mounted
games keep people interested in using their
computers, buying magazines about them, reading
about more games and makes them much more likely
to go out and buy something they really want?

Well, that's certainly not the view of the majority of our
members, The industry looks at games as having three
‘windows of sales opportunity’ as they say. First, there's
selling the game at full price, somewhere around the £25
or £40 mark. Then there's the second window of
oppartunity where a product becomes available as part of
a compilation, selling for a similar sort of price. Third
comes the budget games release, when it's felt that a
product has cutlived its useful life on other formats and it
then becomes reasonable to make it available for about a
tenner. We don't want to damage our chances of selling
games at any of these price paints.

And what's wrong with cover-mounts being a fourth
‘window of opportunity’?

The problem is that there would be pressure to
covermount games that haven't yet been on compilation
or budget release, thus denying software houses
secondary ways of eaming money from their products.

But it's the still the software house's choice - surely
nobody's forcing anyone to covermount a game they
think they've got another use for?

The other problem is one of perception. What's the point
of software publishers packaging games in nice boxes
with good manuals and trying to make software something
that's simply nice to own and worth £25 or whatever when
magazines are giving away loose disks? Covermounts are
undermining the perceived value of what a game is.

But no more so than compilations or budget releases,
which are equally ‘undermining’ the concept of a
game being worth £25. If Xenon 2 was worth £25 two
years ago and it's only worth a tenner now surely it's
logical that it'll be worth about, ooh, £2.95 a bit further
on down the line and be ripe for covermounting? After
all, you can buy stand-alone Amiga games for that
sort of price now anyway.

But at least they come in nice packaging so their
perceived value is higher. The software publisher isn't just
selling a few disks and bits of paper, he's selling what you
might call ‘a dream’ in a very real sense, and that dream is
tarnished when a game is put on a magazine.

What, even when a magazine devotes two or three
pages to really explaining a game they give away,
thus doing a much better job of presenting it than
most software packaging? Imagine a situation where
magazines put their disks in nice boxes, like the
Spectrum mags do with their compilation cassettes.
The ‘dream’ wouldn't be tarnished at all then.

ELSPA members are worried encugh that a single stand
alone game is being sold with a magazine and thus eating
dramatically into the time a purchaser would otherwise
spend with bought software. Ii they saw double disk
issues or compilation disks becoming the norm it would be
greal news for the consumer, but it would really damage
software sales and put some companies out of business.

Cutting back on covermounted games will actually be
good news for the games player in the long run, because
only through software houses being able to continue
making decent profits will there be the money about to
invest in new games.

So there you have it. Whatever you think about the ELSPA
arguments, Roger is undeniably right about one peint — no
magazine (AMIGA POWER included) can be forced 1o
stop putting software on the covers, they can meraly be
persuaded to stop in the interests of the software industry.
We've made the decision that, things being as they are,
no more complete commercial games will appear on our
coverdisks for the foreseeable future. Yes, (in the short
term at least) that's bad news for you, but it's what makes
sense at the moment, (Just don't expect this to be the last
word you see written on the subject, that's all).

differing views on the game Mega Traveder [
| know people can have slightly different
views, but you and your sister paper are
senously out of step.

MegaTraveler | in Amiga Formal
received a grudging 70%, with comments on
it like ‘having complated the game, | can
honestly say i wasn't worth the bother.” You
say it is "an absolutely superb game’ and
give i BB%. And look at your ‘Uppers’ and
‘Downers'! Amiga Format are orifical of the
‘wye-watering” scrolling, the ‘pathetic’ moving
graphics, call the Interlopar a ‘very nall
version of Asterovds” and claim that you get
very borad with the Irying-1o-accumulate-
maoney stulf. Then they finish off by
questioning whether it will run in 512§,

On the other hand, AMIGA POWER
mentions a kittle trouble with swapping disks
for flying arownd, and makes a small
comment on the graphics next 1o the
pictures. You say (or rather, Stuart Campbell
says) i is ‘completely and 1otally fantastic’,
And nobody, bul nobody, clearly states if the
game actually needs a megabyle or not

Please, please, please could you make
it policy to always tell us if a game requires a
megabyte or not? (A nice big sticker near the
fitle of the raview would be really nicel) If |
am going o spend 20 pounds on a game |
really want to buy a good one, and a
magazing like yours would be great for this if
only | could believe the reviews.

| 'am also sending a letter to Amiga
Format to ask them to get it together, so
don't feel slighted. The layout and simple
grading of games in your magazine is great
- bettar than Amiga Formar's four points” bit
= bart lets have it consistent and clear!

Yours sincerely,
BEN REES, Taunton

First off Ben, we may be ‘sisfer
magazines' and everything, but what
Amiga Format think about a game really
isn't any concern of ours. Most of the
time we'll broadly agree about a game,
but there are occasions — and this was
one of them - where we dont see quile
eye to,eye. And there's no real reason
why we should either - if two people on
the same magazine don't always agree
{and sometimes they don'l - that's whal
our ‘On The Other Hand...” boxes are for)
it’s going fo be difficull getting two whole
magazing feams fo come up with ong
consistent opinion. And, if you think
about it, we're pretly sure you wouldn't
really wani us fo aither - your enjoyment
of the two magazines would be spoiled if
you knew they were both going fo be
saying the same thing all the time.

And as for MegaTraveller |, they're wrong,
we're right, and that's that, (And yes, if
does need one meg - our copy has a
sticker on the fronf saying as much - and
yes again, we should have made that
clear in the review).

Dear Sir,
While visiting my local software shops the
other day, | noticed that they were all salling
mary of the newest games at knockdown
prices| White Death and Blitzkrieg were
labelled at £9.95 each, Breach 2was £7.93,
while The Killing Clowd, UMS I and Braf all
wiighed in at £14.95 each. The Corporation
mission disk, Nighibread and a sprnkling of
budget titles were on sale at under a fiver.
While a single Sheffield shop may
nofmally be lound having a sake of some
kind, i's rare to see all in a similar siate at
thi same time. | enguired at the counter.
The shop assistant claimed that these cheap
prices were due 1o the currenl recession, a
sales slump and the fact that the majority of
big’ releases are rushed out for Christmas.



Is Sheffiald merely an isolated case or
ig it the sama nationwide? These stores
mist be fealng the unemployment sting very
badly — afready, one local store has had to
start filling shebvas with various paints,
board-games and metal miniatures just 1o
draw in mane customers!

Even worse, the software companies
themsaives must ba in a bad way at ihe
moment. If the shops are reducing their
prices in desperation, the software housas
will probably sell more games, but at the
same time make very lttle profit, Already
Hewson have gone under and | wonder who
will b next. Add 1o this the continual threat
of piracy and we have big problems,
although this may be taking the issue just a
litile too far...

Any comments you may have on this
matter will be gratefully accepled. Do you
think I'm blowing it all out of proportion, or
am | just being realistic?

Yours sinceraly,
STUART HARDY, Shetfield

What tends to happen is this. Many shops
= and we're talking the specialist
independent computer stores hera, not
large multiples like WH Smith - will
reduce the price of a full price game by
around a fiver affer four or five months o
gel rid of the stock. They won't usually do
thiz with big selling, successiul games
like, oh, Eye O1 The Beholder or The
Secret Of Monkey Island, but with games
that are doing less well [choose your
own). The money off comes oul of the
dealer's share of the profits, not the
software company's, 5o it doesn'l really
alfect them at all (excepl, of course, that
if a certain company gels a repulation for
producing product that doesn't sell,
shops will stop ordering their games).
With the summer being traditionally a
fairly lean fime for software sales -
though with one as miserable and rainy
as this it's hard to see why - discounting
gels more commaon.

In the particular case you're
describing though, It seems ke an awful
lot of discounting's being dene — and on
games like Bral and UMS Il which you'd
expect fo be doing quite well. Since you
say it's happening in a lof of shops in
your area, perhaps a local price war's
going on, with each shop lrying to
undercut the others? (It's happened
before, after all).

Yeah!

I thought. Yeah, why not? New mag. New
broom (etc). New hair cut, Why don't | write
to tham? Il tell them how brilliant they are
and I'm guaranteed to get published

Although | will concede that AMIGA
POWER is good, | can't see any reason to
publish latters to that affect, Meither can |
sea any reason (o pant latters from PR
officers and software houses who feal
aggrieved al 'unfair’ reviews. It's like saying
to a school exam marker thal your 40% mark
was inaccurate ‘cos he didnt like your story
in composition. The fact is, these people are
happy enough when they get a 99.9% mark
{and let's face i, every other game does in
cerain mags). They don't ged thedir PR
officers to wrile in saying "I'm terribly sorry,
but we really do think thal review was wrong
In all honesty we think 22.2% would have
been a lot more accurate.’ | say no software
houses should be allowed in the latters
pages. Let them give their opinions to each
other inslead.

And c'mere, thera's more.What | really
want to know is, ara there any snooker
simulations on the Amiga? Being new to the
warld of Amigas | don't know these things.

Lastly {was that a sigh of reliei?), why

can’t AMIGA POWER be different in the way
it does its reviews? Why should we take the
word of reviewers — or anybody for that
matter? Why cant you pick, say, five of your
readers bo give a review of upcoming games
= I'm sure thay'd oblige, | would - then gat a
mark out of 20 from each? Add them up and
you've got a mark out of 100. Easy. Where
do | sign up?

Regards,

RON HEALY, Dagenham

Well Ran, the reason we published all
those 'You're Brilliant’ letters (all three of
them) was because they represenied an
overwhelmingly large proportion of our
mailbag, and the job of a lellers page is o
represent the views of ils readers, isn't
it? Simple as that. As for the soffware
house complaints, shouldn't we provide a
right of reply for them, just as we do fo
any other reader?

If you're after snocker games, why
not walt around for Virgin's forthcoming
Jimmy White lie-In, programmed by
Archer Maclean, due around Sepiember
and featured elsewheve in this mag?
There's no doubd about it, it really is the
bee’s knees.

And finally, apart from the
organisational nightmare your reviews
idea would present, why sheuld anyone
trust your opinions (or those of any other
Individual readers) any more than those
of an experienced game reviewer? And if
you den't want to ‘take anybody's word
for it’, whal's the difference between the
reviewer being a reader or a professional
journalist?

Dear Mr Bielby,

As a 32 year old MD of a beautitul glossy
magazine (enclosed) called Cotswold Life
(end of advertisement), | would like to add
my congrats on issues one to three of
AMIGA POWER. | was very impressed with
the cover disk on issue threa, with Exile in
particular being totally absorbing. The
standard of your cover desks far exceeds
anything else available (not that | read
anything elsa).

| have to confess 1o doing little on my
Amiga other than gaming, and at my age
desperately need some reassurance that
this s OK! | just cant get over the super
quality of soma (not alll) of the games
avadable today.

How do you see the budget (ie £2.99)
end of the market atfecting full price gamas,
if at ali? | assume you wouldn't find an Exile,
Gods or Xenon 2 quality game al thes low
(£2.99) prica?

Yours sinceraly
STEVEN NICHOLLS, Colswold Life
Swindon

And he did as well {enclose an Issue of
the mag, that is). To make a vague slab af
answering your other point, only Prism
are currently putting oul Amiga software
at £2.99, and their current range (see last
issue) goes from the lerminally average
to the dire. Most budge! stulf costs less
than a tenner and includes a lot of
excellent older games. The current £2.99
games are impulse stuff, and are
generally perceived of as very different lo
‘real” £24.99 games — we don'l think
they'li affect them in the siightest.

Ne room, no room! I'm sorry, but we're
out of space. There's jusl enough left to
suggest! that if you've gol semething to
say, jot it down, bung it in an envelope
and send It to us at the address printed
on the previous page. We'll certainly be
inferested to read if, and who knows — we
might even print the bloeming thing! B
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NEIL YOUNG OF PROBE

‘Why should we believe what you lot have to say?’
reads the odd letter. ‘Who else are you going to
believe?' comes back our standard, rather glib,
reply. Thinking about it though, we have to admit
that second opinions can actually be jolly nice -
which is why we're going to start giving them to
you. To be exact, we're going to get a ‘top industry
professional’ to sit here and say exactly what he or
she likes or dislikes about the most talked about
games of the moment...

Neil Young is one of two producers at Probe
Software, developers of many of the Amiga’s most
successful coin-op conversions and film tie-ins.
Games like Back To The Future Part lll and Super
Monacco GP, Turbo OutRun and Golden Axe spring
to mind, though things to come sound even more
interesting — Neil is currently embroiled in projects
ranging from the Amiga Sim Earth to Mirrorsoft's
ultra-secret Aliens ...

That's all by-the-by at the moment though — what
we're interested in here is what he thinks of other
people’s games...

F-15 STRIKE EAGLE
MicroProse

This is okay | suppose, but for
me it falls batween two stools -
it i=n'l the incredibly detailed,
absorbing sort of simulator that
really starts 10 take over your
life. and it's not the you-can-get
siraight-inte-it-and-have-fun son
of flight sim you've got in F-24
Despite the fact that they're all
very ‘good’, | find | never get
very excited about MicroProse
simulations, and this one’s no

a very carefully refined product.
I's obviously put together by
real professionals wha know
exactly what they're doing. It's
not really what | tend to think of
as an advanture game though -
it's more of a sorf of interactive
walking around movie thing.

SHADOW DANCER

US Gold

This wasn't a particularty
amazing cain-op, but it's a very
well done conversion. The stuff
Images are doing, like this and
Ninja Spirit, is generally very
good - in fact, they're getting 100
good! We're going 1o have 1o
break their legs, ha hal
Generally arcade conversions
are of a very high standard
these days - you can'f really get
away with bad work any more
The problems come when it's
the coin-op you're actually being

F-15 Il frem MicroProse

difterent, In fact, one of the

games we've played mast in the
office over the past few months
has been F-29 because it's
exactly the sort of arcadey plane
game you'd expect Ocean 1o do
- it's fas1, it's got lots of good
bleaps init, and it's great in
head-to-head maode with two
linked computers. It's much
maoare my cup of lea

THE SECRET OF
MONKEY ISLAND
Lucasfilm (US Gold)

Ah yas, now this I'm very
imprassed with. It's just the kind
of game that appeals to us hera,

asked lo convert that's a bil crap
- as a producer it can be
frustrating, because you'ra not
usually allowed to change the
game 1o improve it, so you can
do the best job in the world and
still get lots of crappy reviews

THE KILLING CLOUD
Image Works

| think Vektar Grafix do some
very lasty 3D stuff, and | liked
this game a lot. It was very
atmospheric certainly, and | liked
the whele idea bahind it, though
| thaught some of the still
graphics could have been done

better. 'm not sure how well the
game plays though = | havent
gol very far into it

HERO QUEST

Gremlin

| didn't like this much, mainly
because the combat was poo
Thia game cerainly looked really
nice, but they've tried to convert
the board game 100 closely — it
should have been mare like an
isometric 30 Gauntie son of

Hero Quest from Gremlin.

thing. Having said that though,
I've been very impressed with
the current crop of Gremiin
products — they've not really had
a duff one since Suparcars.

GODS

Renegade

I'm not thrilled I'm afraid - this
has very nice graphics, and the
Bitmaps are good chaps with the
right attitude, but they need fo
ba mare careful with the stuft
Ihey're releasing. | didn't like
Cadaver at all - | thought it was
really poorly done generally, and
the sprite didn't seem 1o relate 1o
the backgrounds properly — so if
Magic Pockets isn't good their
reputaton is going to slip a bit,
Gods certainly isn't the game it
should have been

ARMOUR GEDDON
Psygnosis

Wall, | laved the infro sequence,
but | don't care for the game that
much. | think it's boring — we've
saen it all befare, and for me it
had a very 'so what? fesling to
it. There's no intuitivenass to it
gither. We hadn'l read the
manual = | really don't think you
should have to, a game should
explain itsell, a1 least in some
shallow way — so | coukdn't get
off the factory screen for ages!
It's very nicely done, like all their
products, but it doesn’t seem to
have the gameplay. And daon’t
you think it's odd that when ihey
do somathing that REALLY is
playable, like Lammings, they
seom to compensate for it being
geod by throwing all thesr usual
nice presentation out the
window? Eh?

GERM CRAZY

Electronic Zoo

What a pile of crap! And wasn't
the advert awiul too? It looked
like they tried to save money on

an anist and got someone at the
company to draw it themsetves!
I'm not convinced the whole idea
for the game was any good in
the first place, and I'm certainly
nol sure about the execution, but
that advert will have scuppered
its chances from the off. People
will look: at the picture and who'll
be seriously tempted 1o give the
game a chance?

BRAT

Image Works

There was a very nice intro
sequence on the front of this, but
the game itself didn't really
appeal to me. There's an ancient
game called Fiip And Flop = or
somathing like that anyway -
from First Star, which was a
similar isometric 30 tile thing
and seems 10 have baen a big
influgnce for this. Ma, | liked the
first varsion battar.

Brat from Image Works.

CHUCK ROCK
Core

This was very, very pratty. Core
arg doing some excallent siuff at
the moment = I'm really looking
forward to Thungerhawk —
though they slghtly worry me
when they come up with
products like War Zone. IN's
probably better than Mercs, but
why do it? It looks like it's just a
litthe money spinner, but | bet the
cash they earn from it is nothing
compared to what they're
making in Japan from console
versions ol Corporation, 50 why
do they bother?

‘Gods...
isn’t the
game

it should
have
been’

CYBERCON 11l
US Gold

Cybercon I is very nicely done,
| didn't raally like the fact that
you wera walking about in this
big, clumpy metal suit — it was all
lo0 robatic for me — though
obwviously it was meant that
way. The bit where you
delach the camara and il
flies about the place was
excallent though, and

fhe 30 was generally superb, It
was just incredibly fast 100

It I had to chose a favourite
game developer it would have 1o
be The Assembly Line, just
because they're so very
conceptual, By that | mean that
they come up with interesting
ieas and they always seem o
have a great belief in what
they're doing.

RAILROAD TYCOON
MicroProse

This is poo I'm afraid. It's the
sort of product that simply
doesn't interest me at all
They've deliberately gone out
there and said they're going to
do a Sim Cify with trains, but the
whaole concepl's simply 100
limiting = and wha raally gives a
meonkeys about rains anyway? It
looked a bit sloppily
programmed {oo, but that wasn't
the real problem - unlike a game
like Sim Earth, which | find fun to
simply muck about with and see
what happens, this simply had
no posssbilities for
exparnimeniation, no appeal, no
real point,

WONDERLAND

Virgin

MNaw this is something | ike. The
new windows environmen is
good, and will presumably give
Magnetic Scrolls a system which
they Can now use on a number
of other projects, and | found it
all very friendly. This was one |
could just pick up and use
straight away. The graphics are
nice toa. I'm actually a big fan of
gocd adventures — | really miss
the old Infocom products and I'm
glad to sea them getting a re-
redease, The Hifch-hikers Guide
To The Galaxy is one of my
favourite ever games.

NEXT ISSUE: The September issue of AMIGA POWER will be on sale on August 22nd, and will
feature an excellent cover disk and the first crop of the big autumn reviews. Order yours now!
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"A HEAUI'IHJL PUZZLE EAMI;:“WTIH AET DNISE]NG HJDDEN DE.EP'I'I'IS"
"A good arcade adventure y...and ‘s no shortage of gamepla re.
If exploring and lhu'ohu:n'lg::rlhlng,ﬂlﬁ there's enough here to y
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The strangest things happen in fairy tales - but nothing so strange as the experiences you
will encounter on your travels as Cornelius the EIf. Your c ring can cast many ﬁ'e“.’
increasing in power as you tread deeper into the mystical lands of gooks and goblins.
Even the castle guards, low-life beings with the IQ of a cold-steel rivet, are on a get-smart
cam . They may seem a little backward to start with, but these rivet-headed, bover-

es will soon become cantakerous, tricky-dickies if you let them. Many wierd,
villainous creatures and devious puzzles test your game-play technique and your gnostic
powers. You can even control some of the bac d game features, you to get
to where you think you should be. Numerous secret areas lie deep within the forest
where vital clues can help you with your quest, but beware...

YOUR OWN GHOST MAY MATERIALISE TO HAUNT YOU!

TEL: 0561 832 6633 Lucasfilm ? Find
FAX: 061 834 D450 wul ne sl fusue
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