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Get out of your head with the
weirdest game of the year!




£ |ETER PAN has now grown up,

far away from NEVERLAND, but his old enemy
CAPTAIN HOOK has not forgotten and schemes
his revenge. Kidnapping Peter’s children, he
lures our hero back to the Island of PIRATES
and"LOST BOYS" for a final confrontation.

the faithful fairy, you take
on the role of PETER in
this magical adventure
fraught with danger
and excitement.
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But not now that they've been evicled!
Morticia, Lurch, Granny, Pugsley

and Wednesday have gone back Lo
their creepy abode Lo regain
possession,

Bul not now that they've disappearcd!
As Gomez you must find your loopy
loved ones in their spooky mansion
house.

But watch out for Tully Alford - he
plays mean. Tully is the treacherons
lawyer intent on stealing the family
fortune and who has many a dirty
trick up his sleeve,

And you'll be shakin', rattlin' and
rollin’' when the spikes, monsters
and ghosts save the last one for you!
Il you solve the puzzles and lfollow
the clues you might just save the
\ddams Family so that they can...
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Available on AMSTRAD - ATARI ST

CBM AMIGA

THE ADDAMS FAMILY TM & © 1991 PARAMOUNT PICTURES,
ALL RIGHTS RESERVED. THE ADDAMS FAMILY LOGO IS A TRADEMARE
OF PARAMOUNT PICTURES. OCEAN SOFTWARE LTD. AUTHORL Iil
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I TRUE STORIES
Vet GAMES OF THE |

this month — but don't worry, it's only to

make room for our giant Things To

Come section! And anyway, there's still

room for AMIGA POWER Recommends, & B ;

all the top game news and more! =

'I GALLUP CHART

Sponsored by Penguin, this is
the place to come if you want to know
what's selling — and why!

'I THINGS TO
COME

MNew! Qur first purpose-built previews
section arnves, complete with revealing
Work In Progress reports on System 3's
Silly Futty, Team 17's Assassin, Core's
Premiere, Loriciel's Entity and - yes! -
Origin's stunning Wing Cormmander on
the Amiga

6 COMPLETE
CONTROL

John Madden American Football,

Shadowlands, Parasol Stars, Apidya,

Moonstone, Space Crusade, Cover Girl

WIZKID
The most imaginative

Amiga game of this (or
any) year...

JAGUAR
Xi220

Core take on Lotus /I
Page 26 head on! Page 30

THE SECRET OF

Poker(!), Rome, even Mad Bomber; plus EPI€ SENSIBLE
your questions answered in The Last It's been a long wait, sc SOCCER MONKEY
Resort, If you're stuck on an Amiga it's a shame it wasn't The greatest football ISLAND 2

game, this 1s the place to come!

74 iIF I'D KNOWN
THEN...

It's back! And this time round we're
talking to one of the real characters of
computer gaming — Eugene Jarvis fan,
ST-lover, sheep fancier and Llamatron
creator, Mr Jeff Minter!

88 view'™® °F

really worth it... Page 34 game ever! Page 36 MNuff said? Page 38

&

—

ISHAR

No, we didn't learn our lesson the first  Perhaps the most BASEBALL Don't hold your breath,
time. Once again we all try to sum-up completely ill-timed It's good, but no home  but yet another FRP
what we think of the month’s games in  film game ever Page 44 run here Page 46 enters the fray! Page 48

four words or less. Impossible? Maybe,
but we'll give it a shot anyway...

9 3 DO THE WRITE
THING

It's the rudest, most opinionated letters

page in the business, and this month

that's mare true than ever!

97 THE BOTTOM
LINE
All new! You've never had it so good -

the allknew Bottom Line features mare
reviews in fewer pages! Don't miss it!

RISKY WOODS
It's risky, and it's got

HOSTILE
BREEED
Bizarre and perplexing
blasting fun  Page 52

LURE OF THE
TEMPTRESS
Monkey Island, British woods in it (copyright

style? Page 54 Matt Bielby '92) Page 56

Join us on the beach for your
essential AMIGA POWER guide to
the things you really should be doing

this summer. From the latest coin-
ops to the best in handhelds, it's all
here. After all, you can’t spend your
whole life inside with your Amiga,
now can you?




TWO
DISKS!?

Yes, once again it's double-disk
spectacular time at AMIGA
POWER this month, with a
selection of fine games and demos for your
delight and delectation. Like these...

OVER 300

AMES RATED IN EVERY ISSUE!

GAMES
REVIEWED
THIS ISSUE

JuLY GA mc'lc . T lﬂﬂlnﬂﬂ Al Rh li“ﬂlﬂr‘:lilﬂ' L
Old C64 programming ace A ;
Stavros Fasoulas (remember b N
NPASCIE S S Sanxion?) has broken cover at -

last — and with the weirdest
Amiga game this side of Wizkid!
Find out more in this exclusive -
and quite brilliant - eight level
playable demao!

Championship Manager ----—---81
Discovery
[ TIPS ' §

STRIKER
New software house,

perhaps, but it's a great
Page 32

o looty game

AMEGA RACE

Like Asteroids? Then you'll just love

el S8 S e = this brilliant inertia-filled blaster!

Jim Power

Number Fumbler

a 12 15
' 4 g |

NUMBER FUMBLER |

They don't come a lot trickier (or e

more frustrating) than this one!

Lure Of The Templross ——-—----5d4
Mille Miglia
Monkey Island 2« =38

HOOK
Meanwhile, over at
Ocean, something

; similar brews... Page 42

INVADERS I

Mental Image Game Disk 2 features
some of the best in shareware
arcade action ever! For a start
there's Invaders ll, which, despite
the name, is actually a horizontal
shoot-"em-up (and a half!}

MYTH

Monsters, gods and
ancient history -
they're all here Page 50

Battleships

Dogs Of War

Madshow TV oo =B
Manchester United -----—-cseeeeeec 83

SATU

In a completely different vein is Satu, an
oriental-style puzzler of fiendish difficulty
and a very strong hook.

HIMOd YOINY

WILLY
IN THE
COMPILATIONS CASTLE OF DREAMS
And last, but by no means least, there's
Stmap Brothers Vol 1 ———— az Willy - a poor little boy scout, lostin a
l I IBSnSEI.EE Fantasypak vast, platform-filled castle, on a quest to
Jrder the old AMIGA save an old man's sleeping patterns (or
OWER's you're missing here! PUEBLIC DOMAIN something). Whatever, it's fabulous!
%us! Don't miss our brilliant
subscription offer and more! Asterolds Deluxe _-_____55 GOT A FAULTY DI SK?
'I I AMIGA P P S ® This isn't the sort of thing we like to hear, and happily we don't hear it very
UNIVERSE e L 86 often, but if you do have disk problems, simply place it in an envelope, along

Every month this builds into a
comprehensive guide to
avery major character on the
&miga. Except this time it's
not one character but lots —
the Lemmings!

Galaxians--

Microbes

One Man And His Dog -
Smash TV: The Rip Off

with an SAE and a letter explaining what's wrong, and return it to this address
(NOT THE AMIGA POWER OFFICE): AMIGA POWER Disk Returns 15, Tib plc, 36-
50 Adelaide Street, Bradford BD5 0EA. There are more details over the page...

ZBEBL ANTC

©
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We're going to give you the disk
instructions here, so pay attention.
@ With the exception of Willy in The
Castle Of Dreams (which will only
work on 1 meg machines), this
month's coverdisks will work on all
Amiga A500s, AS00Ps, AGDOs, and
pretty much any other Amiga you
care 1o mention.

® To load the disks, first make sure
you've switched off your Amiga,
removed all peripherals and
plugged a joystick into Joystick
Port 2 and a mouse into Joystick
Port 1. Now insert the disk you wish
to load and it will autoboot.

@ Disk 15 (the one containing
Galactic, Amega Race and Number
Fumbier) actually contains a neal
little game to play while it loads.
Then there are two menus to worry
about - one for half meg owners
and one for one meg owners.

Prior 1o the main menu you will be
requested to type y" (return) for the
halt meg menu, or ‘'n’ (return) for the
one meg menu. Once the main
menu has loaded, simply select the
game or demo you wish 1o load by
pressing the correct function key on
the keyboard. Voila! Your game
should now boot up.

@ The Mental Image Gamedisk
works thus: From the main screen,
click on the mouse button. Then
once the main menu has appeared
(the one with the book) select the
game you wish lo load by pushing
the joystick left or right, then click
on fire to load. It's that easy.

@ As we said, Willy In The Castie Of
Dreams will only work with Amigas
of at least one meg memory.

® Please keep the disk you are
playing your game from in the drive
at all times, and remember - it's the
wise man who switches his machine
off for 20 seconds or so before
loading up a new program to keep
his disks free of any stray viruses.

IF YOUR DISK DOESN'T WORK
@ First, try the process again, once
again making sure you've removed
extra peripherals the program may
not ‘like’.

@ If it's only one of the programs on
your disk that doesn't work, not the
whole thing, try phoning our new
COVERDISK HELPLINE. Call 0274
736990 and ask for Sam Hiah.

@ If either of your disks fails to load,
then pop ‘em in a padded envelope
to this address:

AMIGA POWER Disk 15 Returns, Tib
Ple, 36-50 Adelaide Street, Bradford,
BDS5 OEA. Give Tib a couple of
weeks, and you ought to receive a
shiny, working new disk.

Avizs SHAREW

Authors: Mental Image

Continuing our quest o bring you the very
best in shareware PD, wa've got an entire
disk of the stuff to give you this manth,
You may remember Stuart’s glowing
words about Mental image Gamedisk 1 in
his PD column a while ago (AP4 to be
precisa). Well, now the Mental Image boys
are back again with not one, nat two (O,
get on with it = Ed), but three (threel)
fabulous shareware games for you,
the reader

Covering threa of the most popular
arcade genres — platiormers, puzzlers and
shool-'em-ups = we're sure you'll agree
that the Mental image Gamedisk 2 is
worth, ooh, at least £3.00. And by a
strange cosmic coincidence we'd ke you
(providing you feel that the disk is well
worth the expense, of course) 1o send the
bays a registration fee of £3.00 for the
delight of using it. You don'l have to do it
of course — you may think the disk is a bit
crap and not warth anything at all really
(thowgh we very much doubt it). Much
more likely, we feel, is that you'll feel it
within your heart to send a fee of £5.00 -
at which point the Mental Image team will
post you a copy of their Gamedisk 1 as a
thank you. (What a friendly industry this is,
eh?) Of course, as we say, you don't have
1o send any cash, but if you do want 1o
support your local PD team (and it's a
good thing to do, we think) send your
maoneay io:
MENTAL IMAGE
16 MILE END AVENUE
HATFIELD DONCASTER
SOUTH YORKSHIRE DM7T GAU

@ While you're at it, why nof drop us a line
here al the AMIGA POWER offices and let
us know what you think of having
Shareware on the cover disk? If you like
the idea we might just do it again

LOADING MENTAL IMAGE DISK 2
The loading instructions for this (and
indeed, this manth's other) disk you'll find
over on the left of the page there, but
before we start, just a quick ward about
the loader. You may think that your Amiga
is doing ST impressions hare, but don’t
worry — after a few momants the title
screen will appear. Click on the mouse
button, and an options screen wil
materialise, featuring a book in the centre
of the screen, By pushing the joystick lett
and night it's pessible 1o turn the pages,
thus highlighting one of the three games
Simply press the joystick fire button to
salect the required one, give it a few
maments 1o load, and away you go. (Easy,
eh?) Now on with the show... @

MENTAL IMA

INVADERS II

Taking on the might of Xargonian empire
in the cracking Invaders Il

@ Every 50 often, your base will send a
supply ship 1o you, camrying one of three
items: a new weapon, a power-up, or an
energy pod. There are three weapaons 1o
choose from, indicated by the colour of
the square above the pod which is
dropped. A power-up increases the
efficiency of the current weapon, and the
energy pods increase your energy level
by half,

You wanl simple scenarios? You gol
‘em! In [nvaders M, you have been given
the 1ask of stopping the Xargonian
motherships from reaching your base.
This is achieved by flying over a planet
surface in your craft and, erm, blasting
hell out of the motherships and smaller
alien escort crafl. The motherships have
strong shields which will take several
ghots 1o destroy — and thal's just at the
beginning! You actually gel progressively
stronger motherships on each level,
while Ihe game will continue until you run
out of energy, or until 2 mathership
reaches your base

And that's all there is 1o the game
really, except for a few quick hints, and,
of course, the controls;

IT'S THAT SIMPLE?

Yes, il's that simple, Just fly up, down
left, right and fire, P pauses the game
and ESQ quits. @

INVADERS Il HINTS'N'TIPS

& Ii ihe smaller Xargonian escort ships
reach your base then your long-range
scanner will be destroyed. This won't
end the game, but will make it very
difficult for you, so keep an eye out for
the little beggers.




lARE SPECIAL @ ]

GE GAME DISK 2

SATU

The second sweet and tasty treal we've
pot for you on the Mental Image disk is
Satu, a game of strateqgy featuring a play
area divided into nine blocks. The blocks
are placed in a 3x3 grid, with each block
gither ‘on’ or "off’. At the stant of each level
the computer will genarata a random
pattern of blocks, and it's your job to move
them around until they match the pattem
shown at the bottomn of the screen. To do
this, you must click on a block, which will
affect one or more of the others — luming
them on if they were off, or (indeed) off if
they were on

BLOCKING TACTICS

After each six levels, the rules goveming
how one block affects others will change
Here's a bit of a hanl to get you going
though: for the first six levels, dicking on
one block will only atfect the state of one
other black. That should be encugh of a
clue to keep you going, but if you find
you're in real trouble it's also possible 1o
select trainer mode, which lets you see
just how aach block will be affected. (it's
only for wimps though.)

SIX GO MAD IN THE ORIENT
That's nat all there is to the game though -
every six levels you'll find yoursell
presanted with a memaory-test bonus

stage. What happens here is a number of
symbols are shown on-screen, and after a

o b

SEV AN

short time coverad up. The computer then
reveal the symbaols one at a time,
challenging you io remember whene the
matching one is — the more pairs you
match up, the higher the bonus for the
next six levals.

Salu can be played via the mousa or
joystick. IV's also possible to loggle
between sound FX and music, start the
game at any stc-level point, and 1o alter
the number of Iives available. All of these
are defined from the main options screen

IS THERE ANYTHING ELSE WE
SHOULD KNOW?
Ma, not really. @

CONTROLS
>

Lefy —p—

[MENTAL THAGE]

Ancient philosopher, he say, “Bloody hell, that's tough. | think I'll try the trainer mode.”

WILLY IN THE
CASTLE OF DREAMS

1 L—1 1 1 1 1 1 1 1 1 1 1 | 1 1
3 1 & oy
F= o i I =t
3 ) @I [ o B
1 = =
E B = ) | _lﬁl ,.:.
- I I [| | . | 1 1 1 =1 1 1 1 1 | =1 -

Knee deep in viclent bodies - hey, wakt a minute! Wasn't that last month's caption?

This one's a platform game, and here's
the plot; Willy was walking home throwgh
the woods one day after a meeling of the
Sunny Willow Cub Scouts, when he took
a wrong turmning and ended up outside an
obd castle. Something strange happened
then, and Willy fell asieep

Time passed, and when he
aventually awoke, Willy realised that
ha'd been transported inside the
building. Seemed the castie was actually
owned by the wizard Ozzy, who'd been
hanging reund for quite some time
wailing for someane just ke Willy to
chance along and help him out with a
litthe task, Ozzy had been unabile o
sleep for over 100 years, you see, as
every night his dreams were plagued by
all manner of strange events.

WHERE IT GETS REALLY SILLY
So here's the game: you play the part of
Willy in his lask to help Ozzy by
surviving 20 dream levels. During each
dream you will have the opportunity to
collect dream prizes, but will also be
chased by dream baddies, who will wake
you if they touch you (and, of course,
you are only allowed to wake up a
limited number of limes). As progress is
made you will be awarded parts of a
space suit — collect all five pieces and
after the 20th dream you will enter the

reactor room, where the power source of
the dream baddies can be shul down.
Failure to collect all five pieces of the suit
befora going into the reactor room will
have falal consequences

Fram the main menu, thene are four
oplions 1o select. F1 will aller the numbar
of lives, F2 will let you enter your name,
F3 enables a password 10 be enlered
while F4 toggles the introduction screens
on and off. Give the pause mode a Iry —
there's another top game in there for you
to try your hand at {!) — while pressing
either mouse button will return you to the
main meny, @

HIMOd Y2INY

Z66L AN
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AMEGA
RACE

Authors: Ad Soft &
Leopold Soft.

This menth’s dose of top PD sees the
leng-awaited resurrection of anather ald
classic. Like Asteroids, this is a game of
inertia, biasting and the need lo stay calm,
Yep, once more we've dragged
another piece of black-and-white
excellence from the pits of coin-op history
from the days when men were men and
arcade games really had fo be bloody

fﬁ-i‘:}c ore

playable (not just dreamy looking) to
attract the puniers

DO THE RESURRECTION SHUFFLE
So what's it all about then, eh? Simple. On
each screen you'll gel the chance to jet
around in a groovy (ile fighter, blasting at
cogs (ves, cogs). Of course, these are
space cogs, and, as such, are damn Incky
fedlows. Interesting points to note about
them there space cogs are:

1, Some space cogs have dots in their
centra - these are worth mare paints

2. Some space cogs shoot back. Avoid

3. Some space cogs drop mines. These
mines are lethal to touch, but can be
blasted ouf of the way

4. Some space cogs spawn litthe spinning
nasties, These nasties will also drop mines
in your path

5. Some space cogs will move faster, and
some will chase the player

6. All space cogs must diel

A level is completed when all nasties are
destroyed. To controd the craft use the
joystick for lefi, right, thrust and fire. @

Sh f'ps

163
864

Score

—_——

*

N

NUMBER FUMBLER

Authors: David Alves.

Number Fumbler

12 2
10 |

3

Owr second piece of PD perfection is a
computerised version of these
maddeningly addictive sliding block
games. Yeah, so it sounds like a
ridiculously simple thing to transfer io your
all-powerful Amiga, but just try playing the
thing. We guarantee you'll be:

1. Hooked
2. Stumped.

SLIDE IT ON HOME
Once loaded, the game will display a x4
grid of numbsers, all in correct order fram
top left, 1o bottom right. As you can see
the spare space is after the number 15,
Remember this layout - this is what you've
got 1o get back 1o,

When you're ready, use the mouse
to place the on-screen hand over the mix
button (at the lower end of tha screen)

15
11
14

7

The numbered files will then begin to slide
around frantically. When they stop, they'll
all be jumbled. The task is then to get
them all back in order.

To move a tile, just click on it with the
hand. If it's next to the blank area, then it
will slide over to the space, thus leaving a
space behind it

MANIC, SOUND, PANIC!

If a screen looks impossible, then it may
wedl be. (Mot all of these things can
aclually be completed, yknow?) H it looks
insolvable, then we're afraid you'll just
have fo select the quit option, and reboot
Incidentally, if you fancy taking a peek at a
digitised pholo of Number Fumbler
programmer David Alves, then click on the
‘who’ bution with on-screen hand, Now
steady on, girls. Don't stare at thal
scrummy piccy for 100 long! @

Author: Stavros Fasoulas

Galachic comes to you direct from new
Finnish programming team Tamamargue,
headed up by one-time C64 hero Stavros
Fasoulas. (Remember him?) The anly
simple thing about Galactic is that it's the
béggest head-inip you're ever likely to find
on your Amiga. Expect to go more than a
liftle bit wibbly as you play it,

So how can we possibly describe
the game? Well, imagine, just for the

"";Iﬂiaiaialaiﬂ
S

&

Weird, wild and rather
wonderful - Galactic
ain't your average
shool-'em-up.

GALACTIC

Publisher: To be confirmed

sake of argument, a cross between
Raobotron and and Rainbow [siands
That's sort of what it's like, but it doesn't
tell the whole story — Galactic isn't that
easy 1o pin down, Which leaves us with a
bit of a problem - do we go on for hours
frying to make the gameplay really clear,
or do we let you dive siraight in and try fo
make head or tail of it on your own? We
theught about this for a while and then
decided the best thing o do would be to
give you some Iinstructions, which you're
free 1o use or ignore as you will
Here goes

The first thing to grasp is that you
control a king who can mave around a
wrap-around, scrolling play area at will

OO !n'a D5~
raay

The fact that it's wrap-around means that
the floer is also the ceiding

The next thing to grasp is that there
is aclually a purple king and an orange
king, each with his aown enargy level
(energy is continuously drained from the
currently controlled king, or lost if you
collide with a meanie, which we'll come o
in a moment). It's possible to swilch
between kings (when energy s running
low an the current king) by finding the
miriaiure king in the play area and
running into him.

Still know what we're talking about?
Okay, back 1o the meanies. These guys
run argund, colliding with the currently
controfled king (thus depleting valuabla
energy). The player can fight back with
playing cards however, which fly oul,
frapping the bad guys. Walking into a
trapped meanie will increase the energy
level of a king. Some bad guys ara
orange (and so increase the orange
king's energy level), while some ane
purple (and can be used 1o boost the
purple king's energy). Time is of the
essence, because the two leams ara
always warring with each other,

{Phew.) And there's yet mare, If
frapped meanies are nol collecied they
fall to the floor and turm into a toy
Shooting the floor or the ceiling (they are,
as we said, one and the same) will also
create toys, and collecting them will give
the player extended time on a level

Other items - things like bubble gum, ice
cream and coins = have other uses oo,
but no, we're not gaing o 1l you what
they are

Right, that's about it. There's no
room left 1o tell you the meanies also lob
missiles al the poor king (so keep
moving) and there's no space to tell you
1o walch out for the bonus platform level
(you'll know it when you get there) or the
legendary love chase.

This exclusive playable demao
comes complete with eight levels of
spaced-oul excellence, while the finished
viarsion is expecied to contain more than
the Empire State Building. We'll give you
mare delails as we get them, @

CONTROLS
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LURE OF THE

NOT INTO
TEMPTATION,
BUT DELIVER US
FROM EVIL...

Sick and tired of playing the
same old, sterile, graphic
adventure?

Then envisage a new playing
experience where each
character can go about his or
her own affairs independently
of your actions, where each
scenario is different every
time you return to it, where
you can experience “real
world” environments.

It's happened.

LURE OF THE TEMPTRESS has
been developed using the
‘Revolutionary’ Virtual
Theatre™ system.

virtual
theatre

[
P - %
Ll -. ":."'.‘* l-'
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Well, now forgel them again

beast (honest). Indeed, Crazy
could well be surp

Run, By com

Hey! Remamber Crazy Cars and I1?

each diision),
because
ately different a whole bunch o
Cars I as well as 20 p
risé hit of the Amiga Goodies to v

Crazy Cars Il is a compl

Though you can casily see from these screenshots just how wonderfully colourful
Crazy Cars Il s, you can’t tell how fast and fluid it moves. And the answer is ‘very'.

peting in four divisions of
|Hegal races across Amernca (14
the player pits his driving
skills and his Lamborghini Diab
f local amateur drivers trap, for
fessional rivals
tch out for

DISTANCE

best of the lot, & high degree of ar 11
.1|:- igence — it's amazing 1o

whode bunch of ¢
gainst  vehicles slow d

races in

ompuler-contralled

n just before a speed
then see one get
impatient and speed off, closely followed
by the irate cops

Due for completion any day now by programming team
Taque, Psygnosis’ Carl Lewis Challenge will be the first
ready of the two Olympics-related games due on the

Amiga this summer (read about Ocean's efforts on page

12). Built up of five events for between one to four
players, Carf Lewis is initially most striking for the fuid
animation of the athletes - they've apparently been
repainted from actual digitised foctage. :

Huwmﬂmumtummmtum
- it offers either strategy, arcade, or full simulation
modes of play as you lead 10 athletes through five
weeks of intensive training, attempting to get them in the
right state of fitness for each event. Then, once into the
actual Olympics, each athlete must qualify in five heats
before going through to the event finals.

The biggest innovation the game offers, though, is
the way it handles multi-player games. What happens is
it pits each player against computer simulations of the
others. The second player gets to race against a ;
recording of the first player's performance, as well as
computerised approximations of the other players, while
the third player competes against the two recordings,
and so on. With three different control options, it's
possible to opt for a joystick intensive game, or one that

racing wars the ever-present polica to dodge - You'll have to wait until the next
Why's that than? Wall, for a start road objects to smash into, loads of issua (fingers cr

it's gat more in common with Gremlin's upgrades for your car, the chance to bet  but from what we've played so far, it

Lolus games than its predecessors, and with other competitors, the fastest 30 easily be worth the wail. Now if only they

even marg in commoan with mowvias like ;raph C5 W'V ever seen on a racing could have managed a decent two-

The Gumball Rally and The Cannonbal game (it's possible to hit 400 km/h!} and player mode

mmmmmmnr-m = the 100m,
the hurdles, the long jump, the high jump and the javelin
= Carl Lewis is smaller than Ocean’s effort, but it looks
the stronger, visually. mmﬂlhmm -
Mﬂmmwtummmmm i

waiting why not check out the Car/

compoon
pqm-rmmmmiml 2y

CRAZY CARS 111 + CARL LEWIS CHALLENGE += CIDILIZATION
+ MICROPROSE BUY VEKTOR

EMPIRE AND
STATES BI.III.DIHG

; ﬁ\umn' Echav
MAL

Bdrbdridnﬁ rui]:!'ll.lrf-'
Sumer. 230
pPieces plundered.

Fans of all-action arcade-style games may
well be left cold, but there's a sizeable
community of more serious, quite
possibly older, Amiga games players who
live for things like this - Sid Meier's
celebrated PC game Civilization, which is
just about to arrive on the Amiga.

The storyline goes somaething like
this — we're in 4000 BC, and the biggest
groups of people around are small,
nomadic tribes. As you'd probably expect
by now - post Populous, Sim City and
Meler's own Railroad Tycoon - you're in
charge, with the task of building this tribe,
through trade, conquest and (ahem)
breeding, up into a civilization fit to rule
the world.

Don't balk at this, but the game also
has an educational element to it tao - not
only do you get to discover and
(hopefully) control new inventions (The
Wheel, Alphabet, Mapping and, if you get
that far, The Bomb), you also get to
compete with rival world leaders,
including such historical types as
Napoleon, Julius Caesar and Alexander
The Great. Look for it in the shops in early
July, and an in-depth review next issue.

MICROPROSE
BUY VEKTOR

Vektor Grafix, solid 3D specialists and creators of
Virgin's soon-to-arrive Shuttle, Image Work's The
Killing Cloud, Activision's Fight Bomber, Domark's
Star Wars and others, has been bought lock, stock
and barrel by MicroProse. By all accounts this isn't
the first time a large software house has
attempted to get control of the Leeds-based
development house - rumaur has it Activision tried
a few years ago - but this time it's happened, in a
maove which on the one hand gives MicroProse a
top-notch 30 development team based in this
country, and on the other allows Vektor a far
greater degree of financial security than before,
B-17 Flying Fortress, due for a late summer
release, will be the new partnership's first game,
but it certainly wan't be the last...
@ This isn't the only expansionist move from
MicroProse recently. The company has recently
opened another in house development, this time
based in Manchester, using local programming
talent. Manchester is, of course, one of the big
centres for
game creators
in this country.

B-17 - the
saxiest Might
sim planned
this year?



OUERDRIVE + SUPERFROG + ALIEN BREED 2 + MAHIS MOUE + COLUMBUS
+ CORISH’S COMPUTER GAMES GUIDE + AUDIOGENIC CRIB SHEET

- -

TEAM 17
GO INTO OVERDRIVE

We've gat a full Things To Come report on Assassin — one of the most exciling new
projects from Wakefield-based Team 17 - in a couple of pages, but here are some of the
ather things we can expect 1o see from the group wha are shaping up to be perhaps the
hottest new team of the year...

@ Overdrive, Team 17's new arcade racing game, is a project of their Croydon based
development team. Headed by Junior McMillan (code) and Steve Middiaton (graphics),
work began on the title at the end of March. Uip until then the same team had been
developing a new pinball game, but, to the frusiration of all concemed, the game was
rethought and then cancelled in the wake of the successful Pinball Oreams, a 2151 Century
Enteriainment game — Martyn Brown, the company’s director, felt that there was no place
in the market for another pinball game”, The good news was, however, that with the
scrapping of ‘Pinball’, development on Overdrive could commence. We asked Martyn
Brown what ha expects of the game

‘Overdrive i5 going 1o be an amalgam of a ot of styles that we've always wanted 1o
bring into our games” — Martyn at this point lists his favourite racing games, which include
Hat Rod and Super Sprinf — “the idea being to mix a lot of diferent driving styles, and allow
you to play in various ditferent modes. So in arcade mode, for example, you're given a sel
car and a se1 objective. We're still considenng a two player mode, but it'll probably need a
two compauter link,”

Martyn insists thal the game will “otfer a myriad of novel and exciting features.”
Indeed, special features Iisted so far include 10 different terrains and tracks, and a vaned
array of race track vehicles — including Formula 1 cars, stock cars, sireet cars, trucks and
mator bikes, which all sounds good to us.

& Sweden (s a long way from Croydon, or Wakefield for that matier, but that's where you'll
find the second of Team 17's new davelopment duos. Superfrog, as their game is known,
is being developed by Andreas Tadic and Rico Holmes, both of Alien Breed and Project X
fame. I1's very early days as far as this one's concemed — Andreas and Rico are stll
putting the basic game engine together - but we asked what's going to be different about
the game

Well, for & start it's going to have a very odd soundtrack — Team 17 onginally wanted
Vic Reaves and Bob Martimer 1o do sampled voices for the game, though the idea has
since fallen through — while the visuals will also be on the, erm, ‘unusual’ side Cher
details are pretty vague at the moment, but what we can tell you is that it’'s an arcade
platfarm game featuring two froggy pals called Spud and Dudley. The game features six
levels of enchanted lands for you to discover, each consisting of lour sub levels, and Team
17 believe it could be their biggest hit 1o date
® And then there’s the one that many of you will be waiting for - Alien Breed 2. The
sequel, known by Team 17 as ‘The Special Edition’, will be developed by the same leam
as it's predecessor - Sweden-based Andreas and Rico — once they've finished Superfrog.

Align Breed 2 doesn't pick up where the first game left off, however. but is instead set
quite a few years into the future. Martyn fells us that “the stary for Alien Breed 2 has
already been written. The game will be an enhanced version of its predecessor. with a lot
more free roaming and larger levels.” Expect 1o see mare variety 10 ihe enemies and a
greater range of missions too, Expect also a two player option, 32 colours used
thratghout, it 1o be 1 meg only, and a 1993 release - so don't hold your breath
® Mow turm 1o our new Shape Of Things To Come section for a full Work In Progress
report on perhaps the most impressive of the new games, Assassin...

Superfrog - erm, well, it looks a bit boring at the moment, but they haven't finished it yet.

MAXIS FOR
MINDSCAPE

The creators of Sim Cily,
SimEarth and SimAnt have
now split from Ocean in
this country, and will in the
future be releasing their
‘games' through Mindscape
instead. The next new
product is A Train-a
financial simulation based
on rail links between cities
- though when, or indeed if,
it will ever appear on the
Amiga is seriously in doubt.
More news to come...

STUMPED?

THEN YOU NEED...
Stuck on a computer
game? We'd normally
recommend The Last
Resort (with Jonathan
Davies), but here's another
option - Corish's Computer
Games Guide [3rd Edition),
which features T50 pages
of game hints across all
formats, all for a mere
£14.95. Worth thinking
about anyway...

RACE FOR THE

NEW WORLD

We keep hearing of battles
between the Columbus film
makers, but exactly the
same thing is happening in
the Amiga world too, and
that's even before anyone
steps into the fray with a
Columbus film license. This
vaery issue features one
Columbus game
[Piscovery), and Domark
are planning another for
September. Called simply
Columbus, it's a
strategy/adventure game
developed by 'Nam author
Matthew Stibbe, so a fairly
in-depth treatment of the
subject is more or loss
guaranteed.

O00O0PS! DEPARTMENT

Don't know how it
happened, but somehow
we got the Suncom phone
number wrong in last
issue's joystick feature. It's
actually 0453 T53565 -
apologies to the owner of
the number we printed last
month, who apparently got
bugged by oodles of calls
from people wanting to
know where they could buy
an Analogue Plus...

CRIB SHEETS

o Il was 8

Greales! Failure
finar

Product developmani
¥l

Final Word

Warld Class Soccer - comes complete with
side-on and overhead views (pictured).

HImMmOd YOINY
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ESPAGNIA OLYMPICS 92 + RAMPART + MEGATRAVELLER 1
+ AMIGA POWER RECOMMENDS

ANOTHER BRICK
IN THE WALL

I

MILLIONS
WILL DIE IF

NIAI
V' ‘.'_‘: L =

Left: So which

sport do you

vt i, s YOU ARE
There's boxing, GEG

judo and all sors | C n % eee

to chose from. \ § —3GE

Below: The «: "" “:;;' 'G" ‘f_ Remember Megatraveller 17 It was reviewed in an
training includes ;“-'fn'.";' 5,- early AMIGA POWER [quite positively actually - B8
this hozpital S50 1_—,_' percent in issue 4] but at the time we all assumed

the ‘1" was just wishful thinking. Not so, apparently

Domark's Rampart, the = here's 2, subtitlied Quest For The Anciants, and

Almost a decade after the ‘classic’ Daley
Thompson's Decathion, Ocean are limbering up for
anather shot at the multiple events style of Olympic

gama, the only one this year officially endorsed by
the Barcelona Olympics pecple, and trading under the provisional title ol Espagnia

Olympics 92,

So what difference does having the official licence really mean? Well, for a start, it
means Ocean have been able to include a realistic event diary for the entire competition
and include full (and, apparently, accurate) stats for the British Ofympic team, It also
means they get to use the inevitable cute animal mascot, though opinian is split as to
whather that's actually a good thing or not

The ather thing that an Olympic game traditionally means, of course, is lots of joystick

waggling, and never ones to let the side down, Ocean have included some here, Events

include discus, hammer, shet, long jump, triple jump, high jump, pole vault, vanous running

events, hurdles, steeplechase, and javelin — you can guess which ones are the wagglers
yourselt — while training team members for the individual events is also included

While the pictures you see here are actually taken from PC version, the Amiga one is
likely ta be very similar. Better get into training now — itll be out in fime for the Games

A2\ SRl o
—~ IS =0

game beloved of the
Bitmap Brothers (it's
rumoured), is due for
imminent release -

Tengen castle conquest

probably some time in
August. Make no mistake
though - this game has

looks set to be bigger and better than the first.

Space pirates, over 100 details worlds to
explore, a mysterious ancient civilization to
uncover, alien artifacts to unearth and a threat to
the lives of millions - it's all here, Fans of science
fiction role playing should be in their element -

very little at all in common

with EA/ Interplay’s similar
sounding Castles. Instead
it's a much faster three-
player action game, adding
a Tetris-like wall rebuilding
exercise (you have to
rotate various-sized bricks
to fit the gaps) between

boughts of offensive

cannon fire. Believe us, it's

look for a release any day now at £29.99 on the
Empire |abel, and a review in our next issue.

Megairaveller & bigger and better than the first
game, and packed with things to uncover.
Could it be the best space RPG yet?

. RECOMMENDS

Actually, this month we recommend nothing at all. We didn’t like any of last
month’s games. Not a single one. Well, nkay, except maybe for these...

e g g

(5]

>  LEGEND THE ADDAMS FIRE & ICE FLOOR 13 DIZZY'S EYE OF THE

- (Mindscape) FAMILY (Renegade) (Virgin) EXCELLENT BEHOLDER 2

> Every month we bung a (Ocean) You'd expect a game from  Disturbingly plausible ADVENTURES (SSI/US Gold)

5' load of RPGs in AMIGA Okay, if you're looking for ~  the man who brought you secret service simulator (Code Masters) Okay, so it comes on

- POWER Recommends, tell Nintenda's Super Maria Rainbow lslands to be which has you discrediting, several disks which access
you they're the most groovy ~ World on the Amiga you something pretty special, kidnapping, torturing and This one's excellent stuff interminably and it's almost
accessible fun around, and  won't find it in this super- and Andrew Braybrook assassinating all manner of  too - it tells us in the tite,  exactly the same as the

5 each month we then watch  slick, wildly addictive but doesn't disappoint with this  completely harmless and This five-game compilation  first game with different

z as thousands and simplistic platform romp, lushlly cute platform innocent civilians in the brings you addictive arcade  monsters but very little in

p thousands of you sit but if you crossed The adventure game. If's name of national security. ~ games and tricky puzzlers  the way of actual new stuff,

o resolutely at home and play ~ Addams Family with packed to bursting with Atmospherically rendered as well as a couple of fine but the original was so
Project X. This time, if you  Harlequin you wouldn't be nice touches and lovely in black and white with the ~ examples of the arcade much fun that more of the

4 don't go out and buy a'copy  far off at all. So, er, why gameplay, but the best minimum of frills, Floor adventure genre that made  same doesn't really feel ke

© of this fabulous game within  not buy a copy of both, get  thing about Fire And lceis ~ 13's realism is its strength,  Diz the huge success story  such a bad deal. Weeks of

= the next four weeks, we're  your assembly language that it's the game Magic but not at the expense of he is, and as such hasto be  fun then, but let’s just hope

< going to do a complete manual out and see if you  Pockets really should have  gripping gameplay. And seen as the best value-for-  they don't milk the formula
issue about nothing but can make yourself a been in the first place. yes, it really is all in played  money this side of, well, 3 for a third installment,
Rainbow Islands. You've fortune? Or something. Beautiful, playable, and in black and white. copy of AMIGA POWER. Twa's great fun, but three's

O been warned. Ahem, really rather lovable. Excellent stuff, Thank you. a bore (or something).



MEGAFORTRESS is
ready when you are . .

= W " P

“-. .' " multi- iiil ber
complete electronic countermeasures
> technology, terrain guidance radar, multiple
g BN missions, and a massive arsenal at your
disposal. Full colour VGA graphics and
Sound Blaster/Adlib sound boards
support brings the reality of
long-range strategic air
assaults into your home,

Available for Commodore
Amiga, I18M PC and
compatibles, and
CD ROM.

Based on ‘Flight of the |
Oid Dog’, Dale Brown's |}
best selling novel. "

Mindscape International Ltd M

Charles Avenioe, ‘1.1.|'I|-"n:'-. Park

Burcpess Hill MINDSCARPE
W. Sussex AH15 2P0

Tel: (D444) 246333
Fax: (D444) 248994

For information on all Mindscape products please phong

. i i 2 - (OE9R) 234214, (Please nole, calls charged at 36p per menute
Navig fati inplay Pl '
OVIGORON 3. ation-CRODar Daphy Pilot’s Station dunng cheap rate and at 4Bp per minute at other times)
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FOOTBALL
CRAZY!
Well, what did you expect? I's football
fewver in the charts this month, with the first
ol the European Champsonship tie-ins
pushing and jamring for the lop slois. It's
going 1o gel worst before il gets any betler
oo (for football haters, at least), with many
of the big guns yel to enter the Iray.

But who've we gol so far? Well, US
Gold make it 1o the number two with The
Manager, while the Codies are nol tar off
target with Firs! Division Manager, a game
that actually made it all the way to the lop

Barnesy: if only he could reproduce (etc).

a couple of months ago. Another budget
soccer release doing well at the moment is
Gremiin's Manchester Uinited, which is
keeping the terraces happy al number 10,
while Krisalis seem o be hitting the
woodwark a bit with John Barnes
European Foolball at 15

Some of this will comes as little real
surprise, of course, bul we're always
aslonished at how wedl footy management
games seem 1o do. So much 50, in fact,
that we thought a bit of investigation into
The Manager might prove useful

FOOTBALL
MAD!?

The Manager
MNew Entry, Number 2

Eye Of The Beholder 11
High Riser, Number 6

For US Gold's Danielle Woodyatt, this is a
fine result and “just shows that soccer
sells very well.” Indeed - but are bonng
old managemeni games always so
popular? “Hmm, that's a tricky one. To be
honest, | think we're surprised thatl 1's
been 50 successiul, but we're obviousty
very pleased that it has. It is, after all, a
quality product and a very good package
German company Software 2000 spent
over Iwo years researching and
developing the gamse, their first attempt at
a management game as far as we know

Of course, it's not all lootball games
- US Gold are also doing pretty well with a
representative of what's shaping up 1o be
the summer's other big game type, the
RPG. Many of you will have read our vary
positive review of Eye OF The Beholder Il
last month - this sequel to last year's
bigges! fantasy role playing success is a
game fans have been waiting well over
twelve months for, so it's no big surprise
that it's doing 50 wel

PENGUIN GALLUP CHARTS

1{2) JOHN MADDEN AMERICAN FOOTBALL
Electronic Ars £29.99 sseus
2 (NE) THE MANAGER US Gold £30.99 «
3 (NE) EPIC Ocean £29.99 «

4 (19) FIRST DIVISION MANAGER Code

asters £7.99 e

5(1) PROJECT X Team 17 £25.99 ses
6(27) EYE OF THE BEHOLDER 2 US Gold £35.99 sss
7 (6) RAINBOW ISLANDS Hil Sguad £7.99
B (4) FORMULA ONE GRAND PRIX MicroProse £34.99
9(24) F=16 COMBAT PILOT Action 16 £9.99 vas
10 {18) MANCHESTER UNITED GBH £9.99 us»

0 SCOOBY-DO0 AMD SCRAPPY.DOO0
Hi Tec Software £7.99
1) JAMES POND GBEH 753 **
13 (8] LOTUS TURBO CHALLENQE GEH
L7.e8
14 [1) SPACE CRAUSADE Gresnbn Graphecs

15 |NE| JOHM BARNES EUROPEAN FOOTBALL
Krisaks £29 95 =

16 (76) MEW ZEALAND STORY Hia Squad
E758 =

17 (5 GOLDEN AXE Tronix £5 59

18 (NE) FANTASY WORLD DIZIY GEH (3

18 (71) WACKY RACES H Tec Sofwars L7

20 (NE) NZZY'S EXCELLENT ADVENTURES
Cotie Marss -

1 (32) SIM ANT an C25.99

22 (54) JIMMY WHITE'S WHIRLWIND SNOOKER
Vingn L29.99

23 5) MNBALL DREAMS

24 (FE) WORLD CRICKET Jeppoebn
ROBOCOP Hil Squad C7

I |15) PACIFIC ISLAMDS Emge

n STRIDER Fixx £7.89

(T BLACK CRYPT Elecirons Arts

M 30 GRAEME SOUNESS SOCCER MANAGER
Zeppolin £7.59

35 (27) SPECIAL FORCES Mo

3 (14) SUPER OFF ROAD Trona €955 °

7 [TH) PAPERBOY E e

36 (41) BIRDS OF PREY E

4T TOYOTA CELICA RALL

& UNTOUCHABLES &

i BUBBLE BOBBLE H*

42 [RE) QUATTRO FIGHTERS C:
e

41173, ROBOCOD MWiwnnum &

44 (63) THE GUEST OF AGRAVAIN Code WL
Eree

A5 (17) POPULOUS 2 E

46 ‘HE) INTERMATIONAL NINJA RARBITS
Micra Valoe £7.99

4T (AE| SHADOW OF THE BEAS'

48 (50) ULTIMATE GOLF GBH

45 (RE) ALTERED BEAST H

50 (46) ITALIA "90 Tronis 09 99

51 (68) LOMBARD RAC RALLY e Squad C7 55"

52 (AE) PRAO BOXING Code

53 (3%) CHASE HQ H

W figure you

ey e it and

musl have some idea how 1he charts work By now, 50 Brisly: |

together, games are raled in stars, and now they're

54 (52) MIDRIGHT RESISTANCE He Souad
€799

8% (41) ANOTHER WORLD

56 |57) RICK DANGEROUS K

57 (70) AWARD WINHERS Erore

58 {97) VI Tiorx £9.99 "

55 (48) AX20 AIRBUS Thalion £ 95

6071 OH HO! MORE LEMMINGS
£19.99

61

B2

63

B4

|HE| MAGICLAND DIETY Code

£765

FE) BATMAM: THE MOVIE H: 5

HE) TRI STAR SPORTS 5o

M) AGONY P i

45 MEGA-LO-MANIAFIRST SAMURAI
L ik ]

55) ALVEM BREED Toam 17 £24 53 =

AE) COVERT ACTION M

28 POPULOUS 5

AE) SOCCER STARS (COMP) E

NE) YOGI'S BIG CLEAN UP Hi Tec Solvas

cree =
(RE) LEANDER Puygros

GIANTS OF EUROPE &
E| BOARD GEMIUS Baau Jolly £20 53
|HE| MICROPROSE SOCCER Hous £7 55 °
|RE| LOTUS TURBO CHALLEMGE 2

Germrmen. Gragphecs, £20 G5

1) LTIMA W1 Or

[HE| PAPERBOY 2 W

[HE| TERMINATOR 2 Ccsan. £25
45 CASTLES Elect

y're put I
Bl it !

Ehar by Gallup,

rovee TOP 100

BETTER

LATE THAN
NEVER...

Epic

New Entry, Number 3

Sim Ant
New Entry, Number 21

We've been promising reviews of it for
months, and at long last it's here — though
not without its problems. Ocean's initially
mpressive (bul see the review this issue)
Wing Commander-influenced 30 blaster
suffered from a deluge of retums in its first
days on sale — seems there was a gremiin
in gné of the duplcation machines used
for disk one, resulting in lots of failures -
though copies on sale now should be fine

Despite these 11th hour troubles,
however, the meod al Ocean remains
enthusiastic. Ocean’s Ken Lockley
confirms “the game was a long time
coming, but finalty it has arrived and
people aren’t disappoinied.”

Ocean's own enthusiasm for the
game has been maiched by huge sales
even on its first day. Northampton-based
distnibuter Leisuresoft, for instance, are
said to have staried selling at 9.00am on
the Monday, and had shifted 5,000 copies
by 11.30. One reason for this has to be the
length of time people have been kept
wailing - demand for the game staried
over two years ago when the first

Epic: brilliant 1o look at, less 5o to play.

magazing previews appeared!

Such success cerlainly makes up for
what might be seen as the disappointing
showing made by Sim Ant, which has
enlered the chars at number 21. Ken is
“initially disappointed with Sim Anf's
current position, but | think it's the type of
game thal will be a steady sell. 11l never
sal the charts on fire, but we expect il 1o
fitter through slowly, just like Sim Earth.”

TOUGH
TREATMENT

FOR TANKS
Pacific Islands
Number 31

This s an odd one - we rale this game
highly, and are surprised thal il didn't peak
a bit higher in the charts. Empire’s Marissa
Pauwells isn't worried though: “As a game
i's great —we've had briliant coverage in
the press, which is greal as this is the son
of product that re-emphasizes the
company’s new direction. Pacific Islands
really shows whal we can do.” @



From the darkest corner of
the Nth dimension, comes the
hippest cosmos dweller
ever o take cenlre screan.
£00L-Ninja alien and

righteous dude is on his way

Hedgehogs beware! ‘

& & Gremlin have produced
a masterplece. 99

Amiga action 96%

& & Fast, action-packed,
challenging

and highly addictive 99

COMING ON ON
AMIGA (1 MEG OHLY) AND ATARI 5T
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The oriental warrior
with fists of steel

Guide Dojo Dan, the oriental teen-warrior,
through a multitude of gruelling

challenges in his guest to liberate the
innocent people of Banzaari. Battle
with the mutant hordes of Valrog to
break his evil stranglehold on this
beautiful mystical land.

Push your game playing to the limits in
the smoothest, most colourful
multi-directional scrolling
game you've ever seen!

VOPRESS




TO COME

SILLY PUTTY

THE SHAPE OF

THINGS

And there came a time when the normal Work In Progress
stuff in the news pages just wasn’t enough. That time is now...

Game: Silly Putty
Publisher: System 3
Author: Phil Thornton
ETA: September

Briefly: In February 1531 System 3
announced it was looking to publish
canridges for the Amiga, but it was nal 1o
be. The cost of producing them was far foo
high o be wiorihwhile = cartridges would
cost over 10 timas as much 1o
manufacture as fhopoy disks, and the end
result would be a product selling at three
times the wsual retal price

The reason wa menticn this, of
courss, is that Silly Putty was 1o have
been the first cartridge release. Now
though, it's very much a floppy product -
and in every sanse of the word, The
eponymous star of the game is quite
[iterally the mast flexible character ever
seen. Putty bounces and bends and
strelches and can fransform himsel! into
all manner of different shapes — and it
makes far a very unusual feeling game

So what's the story? Well, an evil
wizard called Dazzledaze has sent Putty's
similarly squishy pals packing o Earth,
from their home on Pulty Moon, trapped in
the form of bubble gum. They need help
and fast. And so does Putty. To ba more
precise, he needs the help of the Bots, the
natives of the planet Caonstructo which is
orbited by Putly Moon.

The Bots can build a lower from
Earth 1o Putty Moon, you see, so Putty can
climb it to reach and defeat Dazziedaze
The thing is, the Bots anly work by day
by night, some of them recharge their
batteries, while the rest are a bit densea
and wander around the constructon
randomily, often faling off the edges 1o
their deaths. Il's Putty’s job 1o round them
up in order that the tower erecting can

ooner or later we had to admit it - the news pages just aren't big enough to take the sheer

amount of preview material we want to cram into every issue of AMIGA POWER. That being

the case, something radical had to be done — something like this new regular preview
section. Small previews will still appear in the news pages, but when we want to take a deeper look
behind the scenes of a big name — or simply interesting — new game, this is the place to be. Welcome
to The Shape Of Things To Come...

continue, which gives the game a cerlain
similarity to Lemmings. However, there's
mare to Sily Putfy than simply saving
lives. You see, you also have yoursel 1o
protect, as Dazzledaze has sent his cal,
Dweeazil, and his wicked servants down 10
the planet Construcio with the aim of
putting a stop 1o Putty. How will it all end?
The creators speak: Sily
Putty represents a new direction for
Syslem 3, a company recognised more for
its oriental arcade adventures. “We will s1ill
be doing beat-'em-ups bul there won't be
any more Ninja,” says System 3's Public
Relations Manager Adrian Cale. "We can't
take that character any lurther. Now we're
concenirating on crealing new characiers.”

Sitty Putty designer and arfist Phil
Tharntan is & big fan of Tex Avery
cartoons, Screwball Squirrel in particular.
With Sitly Puffy he's attempling to create a
cartoon quality arcade expenence. Music
isn't evident while playing Sitly Putfy -
instead there's a cacophony of sampled
sounds (over one megabyte’s worlh, in
fact) comprising cinematic spot affects,
such as slurping and squelching and other
Puity sounds, and plenty of talking (the
voices are provided by actors)
Verdict so far: Siy Pultyis
one of those busy, surreal, slightly mad
gxperiences perhaps best typified by the
likes of this issue’s Wizkid - it's certainly a
game with a lot of character built in. Take

el iy

This is Dweezil's fat. The cat himseH is to
the far right of the picture, below his
curious collection of pictures and a ghost.
(The man in the bath on the far left breaks
wind from time to time.) Dweezil makes
himself known throughout Putty's quest -
for instance, when he fails to collect
certain bonuses, Dweetil bursts through
the scenery to make a sarky comment.

the controls, for instance: not only is there
the odd streiching way our héro moves,
there's also Putty's remarkable repertoire
of other skills to be taken into account -
including the power to melt some
creatures and absorb others. Putty
actually moulds into the shape of up to
three specific enemies per zone, at which
point he can use their magic power or
firgarm features

Definitely an intriguing and unusual
game, then, with a number of strong
features. What isn't clear yet — and is likely
o remain 5o uniil we actually receive a
finished copy — is how good i1l be to play
That's somathing we'll have to wait for
@ GARY PENN
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Game: Codename
Assassin (working title — the
game will probably end up
simply called ‘Assassin’ on
ralease.)
Publisher: Team 17
Authors: Dave Broadhurst
and Haydn Dalton

ETA: November

Briefly: Roaders of issue 13 will
know we had our doubts about the long
term playab ity ol Team 1 sl release
Profect X (too hard and off-puttingly
ta keep the interast just about sums it up
but it's undoubtedly been a major success
= the lads from Wakelield are on a roll

This here's the follow up - after
producing an K+ slyle beat-'em-up, a
Gauntief lookalike and a scrolling blaster
the boys are now sefting their sights on
that other great arcade genre, the running
around-jumping-onta-platborms-and-killing
things game, perhaps bast typified by
Capcom's Strider. Thi plot has you, as a
criminal leader in soma future time whera
a gang war is fast brewing, setting out on
8 one man mission 1o destroy the rest of
the underwaorld, and, in particular, kil the
gangster Midan, the mast powarful mab
leader of them all

Don't, howaver, get the impression
that this is a Goafather-style game -
nstead it's spectacular arcade action all
thie way, partic

ASSASSIN

ASSA

cenfral ‘Assassin’ characler, who's one of
Iha best running, jumping, climbing and
somersaulting characters ever. To create
such an athletic chap used up a massive
200K, a lot of it going to accommodate his
200 animation frames — but that doasn't
mean ihere wasn't any room left for
anything else. Indeed no - not only do you
get a fine range of collectable weapons to
pick up along the way (including a
protective robasuit!). you also get five
scrolling levels (lotalling aver 800 scroens)
o gel thrawgh i

Most of your assassination mission
takes place underground, but it doesn't
slart that way. Indeed, in the very first leve
you fing yoursell in a forest = your job here
5 {0 find a cave, break into the dome
ihal s in there, Ien maka your way
through the construction site you'll find
nside. This constitutes the second level
and provides a lot of opportunities for you
1o use all your acrobatic skills, bouncing
off the cranes and machinery as you fight
your way through to the high-tech-
weaponry-filled third level. Next up is an
asylum, filled with a vast range of frapped

Looking rather like a scene from the beginning of Walfchild, this screen shows our
acrobatic hero using one of the sillier-looking of his 200 frames of animation.

Mow this bit really (really) is like Strider, our hero making his way up an angled wire
being very reminiscent of one of the most famous bits from Capcom's coin-op classic.

Sl e

s
|
RS

The bits of Assassin that aren't like Strider are not unreminiscent of Switchblade I,
tunnily enough. Here we are on a lift, various baddies, power-ups and so on all around.

alien creatures, followed by the very
futuristic fifth kevel where you'll go up
against Midan himselt

Throughout the game, an evil and
vaned cast will be oul fo stop you, ranging
from knife throwers to mad dog handlers,
armed with ferocious pit-bull terriers, From
whal we've seen of the game so far, and
taking into account the slick arcade look
Team 17 have managed o give all their
stuff so far, it's a pretty safe best that
Assassin will prove to be the best Strider
alike seen on the Amiga to date - big,
smooth and varied enough to leave all
other pretenders in ils wake
The
creators
spealk:
Everything is still at a
very early stage -
Team 17 have only
been working on the
game for two and a
half months so far, Ex-
Bubble Bobble
programmer Dave Broadhurst, who's
written the code, i5 s1ill developing how the
varigus enemy characters will move at the
time of writing, while graphic anlist Haydn
Dalton has only got as far as the
background for level two. Their style of
development is very much of the ‘make i
up as you go along’ school = naither
creator liking to stick to a sel game
Structure or storyboard. They told us

We very much prefer to do it as we
go along. The nearest we get to a
sloryboard is at the beginning of a leve
We'll sit down and design a map, 1o sor
out how each section relates to the rest
We're pretty loose atter thal though - we
produce something much better if we don't
have lo slick 1o a certain story

And, as if to prove their poinl. while
we were falking in their office the boys
noticed an inleresting looking bug-like
digger through the window. It was being
used on a consiruction site across the
road. “Hey, look at that,” Dave shouted

Wd be goed to have in level two for the
construction site.” Haydn enthusiastically
agreed, s0 ook out for it in the finished
game! And that really sums wp thair
enthusiastic use of improvisation

It can't all come as easily as that
though, so | asked where the guys got the
idea for Assassin

Dave: “We wanted an arcade-type
adveniure which would revalve around a
guy who could fiy and swing - a character
who was really flexible. For instance, he
can fire in all directions when ha's
swinging or climbing. That was the main
aim, for me anyway — 1o creale a character

WiNo Could &0 |ust
about anything we

“Spectacular ...
arcade

action all

the way”

graphics and style s
all down 1o Haydn
though. He decides
visually what's going
o bemnn )
Haydn: “We mea! half
way if | ke it and he
doasnt, bul usually | just sit down and
draw something - ke | did the second
level in five days. The graphic style I've
made very Mega Drive-ish, with the main
character drawn very much in a console
slyle 100"
Verdict do far: This promises
to be the best thing Team 17 have ever
done - but then, so did Project X bofore it
We know Team 17 can come up with
strong ideas, great visuals and a good
sohd game hook = they've come out of
nowhere 1o being one of the hotlest
development teams around, after all = but
they do have a tendency 1o fall down in the
game eshing aepartment

It Assassin manages to be as 5
as Project X, but without the odd flaws and
unfriendly difficulty curve that featured, it
could be a massive hil. Indeed. even i it
just manages o be sexy looking it
probably still be a massive hit = we just
won'l like it so much. Here's hoping

® MATTHEW SQUIRES

gy




Game: Premiere
Publisher: Core Design
Authors: Dan Scott (code)
and Jerr O'Carroll
(graphics).

ETA: July

Briefly: Fans of Core's canoon-like
FRP game Heimdall, one of the biggest
hits the Derby-based software house have
enjoyved yel, will be on familar ground with
Premiare = graphically at least. Though
the two share the same graphic arisl
one Jerr O'Carrall, an ex-animator, and
arguably one of the most talented crayon
wiglders currently working in computer
games = and ihus are drawn in a very
similar style, the game styles are quile
different, Heimdall was a 30 isometric
puzzle-based sort of game, whereas this is
a much more action packed side-
viewed platformer

The two plots are very different oo
The FRP and fantasy elements of
Heimdall have gone here, with the action
this time being refocated 1o a film studio
You play the hero, a young film editor
called Clutch Cable, desperate to find a
fitrn whaich has bean siolen from his cutting
room fleor on the eve of the maovie's
premiere. You've gol a pretty good idea
who did it too - the head of a rival film
studio, who will have hidden the film
canisters araund his various film sels. Cue
six levels, each with a ditferent setting, as
Clutch searches the locations of various
different movies being shot in the rival
studio = including a weslemn, an old-style
harror film, a sci-fi B-mowvie, a black-and-

Vaguely Heimdalktype graphics here,
for sure - this is Clutch trying to blast a
tiny space ship, by the way.

Clutch can walk, jump, kick, pick up things
use suitable weapons (custard pies in the
black-and-white bit, sticks of dynamite in

white the Weslemn
Keysione rr - level), throw
Kope-type Premiere looks ...«
thing, and a deactivale
fow more gorgeous, assorted
Being a r traps (okay,
mare action "IIEI'*E S no dﬂl.lbl' 50 some of
orienated oo oy that stuff is in
e, b about it hete), and
hero can do pick up extra

a lot more than the lead character in
Heimdall ever could — it not just walking
around throwing swilches here. Instead

'Zi?t:.*_' ["]'TSUI] 3

energy from pizzas, hot dogs and (if the
programmers have thought of this, and |
hope they have) buckets of popcam

Gangster action from the black-and-white film level - here Clutch seems to be trying an
interesting method for dodging bullets. (Or maybe he's just been shot.)

PREMIERE

Rounding the project off are some
neaat bits of infrg animation, as you maght
expect from someane with Jerr's
background, with the odd bit incorporated
into the game loo, such as animations
showing what happens when our hero falls
inta & trap. There's even a whole level sal
in @ cartoon film, a la Roger Rabbil, with
the already-quite-cartocny Clutch up
against much more broadly drawn
cartoon baddies
The creators speak:
Waorking alongside Jerr O'Carroll is
programmer Dan Scott, new o Caore
though he did turn his hand lo the
Walfchild intro sequence a few months

ago. The idea behind this game isn't 1o in
any way create a Heimdall 2, say Core -
that will probably coma later, though when
15t clear — but simiply 10 apply a similar
slick visual style to a plathorm arcade
adventure game

Verdict so far: Just take a look
al the screans — Premigre looks gorgeous,
lhera's no doulbl about 0. Howeawver, at the
time of writing it was still at quite an ¥
stage — things are going to have o really
start moving if the game's to make its
proposed July release date. Keep your
eyes peeled for more details in the next
issue of AMIGA F'CI WER

® MATT BIELEY

Yee hal It's ye olde Wild West level, with Clutch desperately trying to avoid being shot by
the guy in the barrel above him. (Maybe the worry is what's made his hair go all white...)
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Game: Entity
Publisher: Loriciel
Author: Noel Billy
ETA: MNovember

Briefly: Yep, it's the old ‘Earth is in
imminent danger. o average girl is given
super-human powers and must save the
planat and deleat the bad guy’ story once
again, this time presented as a mixture of
cinematic and action sequences not unlike
Delphine's excellent Another Word The
first obwvious difference, however, is that
the animaled sequences in Enfify blow
anything we've yet seen out of the waler
Don't get oo over excited though — they
only form the intro and framing sequences,
the bulk of the game being more standard
side-on viewed running and jumping stuff
albait with nifty graphics, and shockingly
defailed end-of-level creatures. It's a
shame that the movie-style clips don'l form
a more essential part of the gameplay, but
with graphics this stunning it would be
prefty much impassible 1o make them
interactive on a standard Amiga

Spiit into five distinct levels (100
screens in total) — the stone age, a forest,
some mountains, a network of caves, and
finally the apocalypse level = you guide
our hergine around a series of scrolling
landscapes, collecting power-ups
(inctuding a Night spefl) and fighting o the
death with end-of-level baddies. These
guys range from a Tyrannasaurus Rex
(pictured] 1o the Enfity himself, while each
evel also features an assortment of gross-

Ay

ENTITY

Hem hem. Abo

our heroine, while goodness know whar

that thing to the right symboli

(These French, ch?)

better built Tyrannosaur in a scene straight out of Ray Marryhausen.

While in this bizarre (but undeniably pretty) shot, she (sorry - it's not the cat's
she doesn't actually have a name yet) raps a tree. Mo doubt all will be explained (etc).

maother,

I's One Million Years BC all over again! Our well built heroine comes up against an ever

W

out creatures, including such wonderfully
named nasties as the Pfourt (a spore-
spitting plant = honest), the Flyopthere and
the Vilbros. Other details are still to be
sorted at the moment, though it's likely
that on top of all this fighting and exploring
malarkey, various traps and puzzles will
be includiad

The creators speak:
Putting puzzles and other details info the
game is still some into the future = al the
mament designer Noel Billy has his work
cul out gefting the suitably spectacular
graphics up and running. Having worked
on his own an the
project lor a year,
he's only now
recruited another
programmer 1o help
out with the main
game enging. It's an
ambitious project

and amazing fo think
that it's actually the
first game Moel's ever
warked on!

“Inspiration for
{he characters
monsiers, decor and 50 on was drawn
from myy imagination and dreams,” he told
us, “though heroic fantasy illustrations
from artists such as Boris Valejo and
Rowena Maorril were also an influence.

How do you think it compares 1o
Another Warld?

“Graphically, Entity will be very
ditferent from Another Word, Whila
Another Werld's graphics were based on
3D vectors, the graphics of Entily are hand
drawn and digitised.

“In play, Entity will leel a lot more ke

“’Inspiration
was drawn
from my
imagination
and
dreams”’

3

an arcade kind of game, although it will
have agveniure I'_iH”I‘.-' featuras, as In
Another World”

But just how much of a part will the
impressive cinematic effects play in the
finished game?

There will ba five to six minutes-
warth of cinematc stufl, used as an
Introduwction and between the playable
levels. These sequences will give things
continuity, and show the player what 1o do
next, However, they don'l form the bulk of
Ihe g.:-llm_—'

Verdict so far: Schwing! That
was the initial
response in the
AMIGA POWER
offices to early
demos of Entity -
there's no getting
around the fact that
the firsi things that
hit you about this
game are the rather
{aham| genarous
proportions of the
ceniral characier
Okay, so she's
slightly unfeasible, but this is a fantasy
game we're talking aboul, after all

However, al this stage judging the
game, nod just the character, is rather
mare difficult. Although the cinemal
sequences, graphics and basic game
concept are al an advanced stage, the
coding of the aclual interactive paris of the
game is only just underway. More news as
we gelit, of course, bul in the meantime
wi think it's fair to say that Enbify looks
likely 1o be Lonciel's biggest hil yet
® MARK RAMSHAW
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Game: Wing Commander
Publisher: Crigin
(Mindscape)

Authors: Nik Pelling,
Justin Garvanovich

ETA: September

Briefly: Shock nows of the month
has to ba that Wing Commander is back
on course for release. Yes, the game that
re-gefined the PC games market is finally
going to get the Amiga treatment. Our
version will not only feature all ihe
between-mission plol screens and brigfing
sequences, but the full texture-mapped 30
graphics system used in the main game
too! Currently running at 10-12 framas par
second = about the same speed as the
original did on a low end PC {ie fast
enough for a playable game, and with just
as much detail as the PC version) — Origin
promise that the graphics system will be
some 30 percent faster in the finished
game. Support for the minarity of Amiga
owners with accelerator boards is also
promised

Coding duties are being handled by
old hand Mik Pelling {aka Orlando, the
man responsible for ancient classics like
Frak), and from what we've seen so far
he's doing one hall of a job
Back to basics: Forihe 10
readers out there who are cumrently saying
“Wing what? Mever heard of it”, this is the
sort of giant space adventure Epic can
only dream of being. The game combines
an evolving storyline with a number of

IWiNG COMMANDER

WING

COMMANDER

An out-of-cockpit shot showing a solid, fully
coloured space ship spinning in space. The

finished graphics will be even more impressive.

S0 lets go get them!

Each mission is introduced by a Star Wars-style bricfing sequence. Here, the flight path,
objective, any known enemies and asteroid storms are described to you.

The briefing over with, it's time to climb into the cockpit, and get into the 3D part. I
your craft is In such a good state at the end of a mission, you probably deserve a medal!

T T

deep space missions for the player

these range from escorting friendly
transporters 1o hyperspace jump points, to
undenaking reconnaisance missions, to
launching search and desiroy operations.

The action is shown in an out-of-
cockpil view, as the player (with the aid of
a wingman) showly rids the universe of the
evil Kilrathi warriors, rising through the
ranks {and getting better space ships to
fty) in the process. In
short, Wing
Commandear
combines good old
fashioned blasting
with extraordinary
visuals
Verdict so
far: Origin/
Mindscape are keen
to stress that the
graphics in the
gcrean shols shown
hera will be vasthy
improved for the finished game. The
onginal PC visuals have been ported
directly onto the Amiga, hence the rough
and grainy look at the moment. An artist is
cumently touching up all the space ships
and other 30 object, which should ensure
are cleaner, more polished look.

One criticism levellad at the PC
version of the game was the lack of actual
depth behind the clever graphics routines
The Amiga version won'l alter this any,
and to be honest we don't think they have
to either, Here at AMIGA POWER we
reckon the original played like a mutha
anyway, deep or not.

One distinct advantage the Amiga
game should have over the PC version is

“No chance
of anybody
completing
all the
missions in a
few hours”

in the disk requirements. The original
came on rather a lot of disks and required
a sizeable chunk of hard drive space,
while the Amiga game is expected to only
consume two disks, with options available
for hard drive installation or the use of an
external dnve, I's looking lkely that one
meq of memory will be needed, but what
did you expect - this is Wing Commander,
after all.

What else is there to
say? Well, like we
said, the screen
ghots you see hare
may booked damned
impressive, bul they
aren't as good as
you'll get in the
finished game. And
of course, there's no
chance of anybody
completing all the
missions in a few
hours (as with soma
‘epic’ 30 space games we could mention —
ef, Ocean?)

For those readers who don't know
whal the fuss is about texture mapping,
and think filled polygons are fine, thank
you very much — we really can't stress
how much difference it makes. Imagine
the visual quality of sprites, bul with the
flexibility and 30 appeal of polygons. With
Wing Commander's routings the player is
given huge, detailed, complex (and multi
coloured) space-ships to blast. And there's
even a plot in there. This is space combat
the way It should look. Let's just hope they
can gel the whole thing together and bring
the 3D routines up 1o speed. ..

@ MARK RAMSHAW
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.I JUST WHO DO WE THINK WE ARE?

MATT
BIELBY

Cars have been the name
ol the game for Matt this
manth. His five year
mission 1o actually buy a
sel of wheels ended in
l@ars onca again, when he discoverad that Ford no
langer produced the Capri with the flufy dice and
go-laster stripes as standard

Matt's catchphrases of the month: ‘Erm...",
‘spooky’, and 'Gel out of the pool!’

MARK
RAMSHAW
Continuing his soul-
searching foray into
American culture, Mark
has been carefully
studying Wayne's World
The result is that the office now has 1o put up with
m shouting ‘net!” and ‘schwing!” along with the
usual round of ‘excellent’ and ‘dude’. Oh daar
Mark's catchphrases of the month: ‘That was a
jolly good computer game - Nol!'

STUART
CAMPBELL
Spare a thought for poor
Stuart this manth, While
the rest of the team wera
grooving on down af the
local beach, poor Stuart
was stuck in the office giving Sensible Soccer a
thorough going over. Then again, he just wouldn't
be the same Stuart with a suntan

Stuart’s calchphrases of the month: ‘Gooaaaal!’,
. 'And he heads it in the net’, elc, etc, elec.

GARY
PENN

Gary's been combining
reviewing with his passion
for musscals this month
“The Pirates Of Penzance
and Monkey Island 2,
whal a gorgeous, dreamy combination,” gushed our
Gaz. Mext month he hopes 1o combine the
pleasures of Me And My Girl with (Snip = Ed.)
Gary's catchprase of the month: ‘How much
wood could a woodchuck chuck...’ etc.

AMANDA
COOK
Amanda’s desperate to
book a haliday in the

| Dominican Repubilic - for
her wedding. Sorry
readers, but the old
crayon wieldder is tying the knot this summer (with
Amiga Format's crayon-maesiro, no less). Wedl, al
least it should put an end 1o Amanda’s fan mail
Amanda’s catchphrase of the month: ‘No
honesily, I'm not joking."

SALLY
MEDDINGS
This month it's been the
turm of Sally to jet off to
fareign chimes. So while
we slaved away in the
dark dingy AP offices, Sal
was soaking up that Mediterranean sun in Majorca
Of course we're not bitter or anything. Mot even
slightly. Mo really. We don't like holidays anyway
Sally's calchphrase of the month: ‘So, do you
like my lovely suntan?’

JUST IVHO DO WE THINK WWE ARE?

NEIL
WEST
Neil wants us to send oul a
message to one of our
readers this month. So if
\ you're reading this Carrie

\ \  Otis, Neil would love you 10
pop round some time for a nice hot cup of tea and a
sticky bun. (Honestly, we don’t know why he can't
use the phone like everyone alse...)
Neil's catchphrase of the month: ‘i she was
president she'd be Baberaham Lincoln.’

JONATHAN
DAVIES
Jonathan fell foul of the
Curse Of The Amiga this
month, Hey = a broken
power supply i5 no poke
when you've gol seven
thousand tips, hints and cheals to try out. After that
ordeal, we just didn’t have the hean to make him
play another wargama. We're not thal evil
Jonathan's catchphrase of the month: ‘Another
naval wargame - hurrah!'

MATTHEW
SQUIRES

We sent Matthew up 1o
visit Team 17 this maonth,
and, um, we haven't seen
him since. Somea
incriminating photos wera
posied to the office, but Mr Squires himsall is
nowhere 1o be seen. So, if anyone in Yorkshire
5p0is a rugby-playing type lying outside a pub
somewhera, please give us a call

Matthew’s catchphrase of the month: ‘Bleugh!'

KARL
FOSTER

In a desperate attempt to
prevent Karl from playing
Legend all the time, we
decided fo give him a
nice, zappy shool-'em-up

to review. Unlortunately, the packages got mixed
up, and he got landed with Epic instead, Threa
hours [ater he was back playing Legend again
Karl's calchphrase of the month: ‘I finished Epic
in three hours!’

DAVE
GOLDER
Ewver since raviewing
Dune for us, Francesca
Annis has been playing a
p major part in Dave's

¢ daydreams (sea pdd). it
seams Mark's undying kove of the “top” actress has
rubbed off on him, and now Dave suffers from
constant urges o walch tacky old fantasy movie
Krull, @érm, constantly. What a strange boy he is.
Dave's catchphrase of the month: ‘Sigh...”

RICH
PELLEY

With one hand tied
behind his back (so that's
whal he does with the
silk-lined handcufis) and
a clutch of A-level exams
to finish off, Joehn Travolta-esque night groover Rich
still found time to do some reviewing for us this
manth. What a dude, and what a nice moustache...!
Rich's calchphrase of the month: ‘Get that
stupid moustache off my picture right now!'

GAME REVIEWS

It's here! It's here!
Monkey Isfand 2 is
finally here. Find out
just how Gary Penn
got on with our old
friend Guybrush
Threepwood on
page 38. But don't
go away - there're
plenty more reviews this month, in a special bumper
-sized reviews section. We've got Mark totally losing
his marbles over the utterly hatstand Wizkid, Stuart
complaining about dodgy refs and wet pitches in
Sensible Soccer, and we've got the definitive
reviews of such long-awaited titles as Jaguar, Dune,
Myth, Hook, and - yes! - Epic. It's all here...

But before you going skipping joyfully into our
big reviews, spare a thought for the smaller, but
equally fab, little ones further on down the line
(page 78, to be exact). Here we've got the best (and
the worst) of the
rest, with such
memorable titles as
Ugh!, Discovery, and
Domark's Euro
Football Champ.
And - hey! - we
haven't even
mentioned the
budget games yet!
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Wirkid - spaced out and seriously hot.

n "-'EI'H

Eure Foory - will the crowd go wild?

THE AMIGA POWER
SCORING SYSTEM

HOW IT WORKS): A
TO-USE BEGIN

AND
EASY-
ERS GUIDE

The AMIGA POWER reviewing philesophy is an absolule
deddie to understand. No, really, it's simple. But if you're
reading this al all you must want to know al least a little bil
more, 50 here, in all its glory, is The Way We Do Things At
AMIGA POWER....

HIMmOd VOIWNY

1) We're all aware of how much software costs, which is why
we believe a game has to be really good lo be worth buying -
or worth giving a good mark. Happily, there's more than
enough top-notch stuf! around if you only look - we mark as
hard as we do to prevent you from wasting time (or money!) on
the bad ones. You'll thank us for it in the end...

Alnr

2) We believe rating systems should be simple and easy lo
understand. Thal's why we just give one mark out of 100, a few
summing up sentences, and that's it. What more is there?

ZBE 1L

3) This month we're actually going to have a third point - Not!

O
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WIZKID

| of

iona

| - Sensible’s latest is deeply dippy enough to turn even the most professi

icia

It’s off
game reviewers in

mwizZEin

then, what it could do to Mark Ramshaw...

to a space cadet. Imagi

-

Wizkid begins the game, and his
quest, on Sunset Wizovard. Notable
areas of interest are the well (try
mucking about with this) and the
tree-mounted bell. Above we see
‘Wizkid unable to get past a vicious
guard dog, while to the right and
below he explores the seedier side
of lfe under ground....

Game: Wizkid: The Story
Of Wizball 1l

Publisher: Ccean
Price: £25.99

Authors: Sensible
Software

Release: July

ellg, good evening, and welcome.
H Today, we'll be charting the

progress of young Wizkid, as he
undertakes perhaps the biggest challenge
of his life. Mark Ramshaw, our man on the
spol takes up the slory:
Mark Ramshaw: ...and then he said, “A&
round of applause for the donkey”
Hahaha... Er, what? Oh, we're on air
(Sormy.}

{Ahem). Hello, this is Mark Ramshaw
at Wizworld Boot Camp = current abode of
Wizkid, son of famous guy-on-the-rebound
and international playbay, Mr Wiz Ball
With me here is drill sergeant BD Snail
Can you tell me Mr Snail, just why has
Wizkid enrolled in Boot Camp? Isn't he still
a little 100 young?

BD Snail: To train himself for a special
mission, sirl Yes, he is younger than our

normal recruits, sir! But he's got a lol of
ahility for his age, sirl

Mark: And can you tell me about this
special mission?

BD Snail: | think you better ask young Wiz
about that, sirl Classified information and
all that, sir! Ah, here comes the young
rescruil mow, Sir!

Mark: Ah, Wiz, helflo, I'm Mark Ramshaw
from AMIGA POWER. Can you tell me
aboul your special mission? (That's right
son, just talk straight into the microphane. )
Wizkid: My parents - that's Wizball and
the wizard of course (! - Ed.) - have been
kidnapped (whimper).
It was the nasty
mouse Zark that did it.
He's really bogus, and
I'm gaing to make

““An Amiga
based mind-

LET'S GET WIZZY

Belore Wizkid can rescue his folks
from Zark's castle, he has to fight and
explore his way around the Wiz world.
While it is possible to complete each
individual round in arcade mode, vital
objects (needed for completing the
game proper) can only be found when
fully exploring each area.

S0, let's go for a brief tour of the
islands, taking snapshot views of
Wizkid's adventures along the way.
Obviously, we don't want to give loo
much away here, 50 we've decided not
to show you some of the more unusual
and bizarre screens.

By the way, the numbers on the
map show where you'll find the various
screens on this page. Now let's go...

onto thedr dumb heads (lee-hee), And if |
gel my special red nose | can bounce the
bricks on my head, 50 | can use the same
ones again and again. Or even better, |
can get some teah (giggle) and then calch
and carry the bricks. Thunderchoppers
(that's what we call them) are really skill,
‘cos then | can really aim the bricks al the
bad guys, y'know?

SOME TIME LATER...

Mark: Right Wiz, here you are on Sunset
Wizovard, What's your plan?

Wiz: It's a really
sound plan, that's
what it is. Y'see
there are ke ning
areas which I've gol

mysell big, clever and - fo fight through, using
strong (just like my “I'El‘l “9 all my really ace
dad), and go smash gy  Moves nswff Sol
his lace in substance”” coniibeatten

Mark: And can you

tell our readers just what your Boot Camp
training involves?

Wizkid: Well, I'm learning lo smash these
bricks, which is really fab. And when
baddies are near, | can knock the bricks

bad guys and collect
the nole bubbles which they drop (nah, |
don’t know why they do that either), then |
can make a fune and collect some axira
pocket monay
Mark: Pocket money?
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Wiz: Yeah, then | can buy some fab gear
1o go exploring, and find the cals (they're
pals of Mifta, who's a really fab'n'ace friend
al mire)

Mark: Cats?

Wiz: Don't you oldies know anything?
There's a cal in each area, and so if | can
find all those, then they can help me whan
| need to cross the sea to get lo Zark's
castle - that's where ha's got my father
ocked away (sob). Them cals row like
nobody's busingss, yRnow what | mean?
Mark: Er, quite

Wiz: Mow, a Wizkid's got to do what a
Wizkid's got to do. Wish me luck, mister

INTO THE WIZWORLD

Mark: And off he goes, as the sun dips
down over the mountainous horizon on
Sunset Wizovard - ducking, diving
weaving and perlorming headers even old
Joe Jordan would be proud of. For such a
young player, our Wiz is a remarkably
shillful little mower. He's not half as green
as you'd expect. (Except he is, il you see
what | mean.) Waitch as he round y whips
those evil (7) butterflies with those huge
yin-yang {??) symbols. What a pro. And in

no time at all, he's collected enough cash
1o pop to the shop and buy himsetl a cute
tie pair of legs and a newspaper, So
what now Wiz?
Wiz: Well... (snigger)
Mark: Well what?
Wiz: Mo, I'm mean I'm going o go down
the well. It1l be well sound, just you wait
and see, Il winch the bucket up like so,
and climb in, then down | go. Calch you
later, dude
Mark: Good luck, Wiz. And there he goes
'l wager iherere male and lemale toilets
down there (don’l ask me why, it's just a
vibe thing). Now, if he can somehow clear
the blockage in the volcanoes, and collect
any objects lying around, | think hell ba
ready to move on
While he doas that, thowgh, lel's take

time out here 1o marvel al the beauty of
this place. It may be menacing. but it sure
looks nice. And the acoustics are just
perfect for that rousing music we can hear
wafling across the Wizovard. And what's
this? Here's Wiz clambering out of the

well, even as we speak. In his hands we
can definitely see a can of coke, which I'm
surg will come in handy at somea paini, and
| looks like he's heading over >

wiZin

Wiz gets hits teeth into a sizeable pack of nuts. To perform this special trick, Wizkid first
has to collect a pair of ‘Thunderchoppers’, which allow him to carry objects around.
Once a series of arcade screens have been cleared, Wiz can then set about exploring the
place, and collecting vital objects. | wonder what's inside that blg old tree, for instance.

-~

Wizkid visits the circus on his travels with bizarre results. Here we see Wiz with fetching
red nose (which gives him the ability to bounce things on his head) just as he completes
a screen. Time for a quick rush for all the coins before moving onto the next screen.

Now here's a blast from the past! Wizkid finds himself playing a shoot-'em-up - complete
with power-ups and yucky end-of-level guardians. Note the presidents at the back, by
the way - just like in the original Wirball. Mice to see a game with a sense of history.

GAMES REVIEWS
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1 J never Kknow know when you'll need it, I've Tound thal
< Wiz: Yeah, fab idea. If | put the newspaper  unbess you wipe out all the baddies and
through this letter box, and try opening the  collect the manay, it takes ages to make

)—-} ; door again, Yuck! The dog is on the loilet, any progress. And it pays 1o explose,
I: a AND he's reading the newspaper. Gross yknow what | mean?
Still, it maght mean I'll be able to sneak Mark: Quile. So whal next? The battle
past the ravenous beastie now. Lel's try isn’t over = you still face terrible odds
again, shall wa? Wiz: | know, mister. But I've been getting
. Mark: And there he goes, where he'l all the cats, 50 when | gel the boal over to
b ; - appear nobody knows. I'm off 1o the next Zark's island, they can help me row
' island in Wizland. Join me, and Wizkid (if Somehow | think Il need their help, ‘cos
‘Wizhid fies between he makes i) after the news sometimes (sniff) | think Il never rescue
levels, prayiyg that my parents.
he'll fecling AFIEH ‘IHE HEws Mark: | see. Well Wiz, it just remains for
a little (N . me fo wish you good luck. | think we've
t). |:. Mark: So here we are al the Jail House taken enowgh pholos for our lealure
4 Wiz island. Tell me, Wizkid, just how tough  Thanks for latting us follow you on your
has il been so far? daring mission, Take care now
Wiz: | know, why dan’t | open that Wiz: It's been well "ard, mister. I've been Wiz: Just one maore thing, master
shed door? underwater, in volcanoes. I've been flying. Mark: What's that?
Mark: Sigh I've been killed and re-incarnated, I'va Wiz: This is for a photo feature in the next
Wiz: (Knock knock). Mobody's answering even been in space. fighting waves of issue of AMIGA POWER, yeah?
I'll just (snigger) apen the door and lake a nasties. | had a laser gun an’ everything - Wiz: Can you send me a copy? It's my
peek inside. Eek! I's a ravenous dog! 1 was wicked, y'know? And | learned so favourite
(Slams door. ) much, Like, it really pays to save up and (Ore maore review ke thal, Ramshaw, ang
Mark: Try the newspaper, Wiz. You buy everything possible. ‘cos you never gither | go or you go. — Ed.)

@ MARK RAMSHAW
Left: In the bowels of
one of the levels we

find this astetul fitthe UPPERS Wizkid's real
screen. This here clown genius lies in how all sorts
likes a bit of wheeling of game styles are blended
and dealing, and the seamlessly into one another to make
odd lucky dip. It's his a crazy, yet cohesive, whole, where
thirst for new objects you never know what's going to
which really maners happen next. it's got a wonderfully

though... thought out learning curve oo — one

of the best we've ever seen, with an
Below: Here we see excellent training section at the
Wizkid and his donkey beginning. Technically spot on, with
(don't ask) parting wild graphics, excellent and varied
company as he leaves sound, and an evil sense of humour,
the Wizovard. There's Wizkid really is as close as we're
CTETARL T RN going to get to the the first Amiga-
the sea, but Wiz can't based mind-altering substance.

breathe underwater.
Or can he...? DOWNERS Working
@ out where the smallish
Wizkid is on the screen
(particularly at the starl) is
sometimes a bit tough. Qur only real
gripe, though, is that it's possible to
play right through the levels, only o
be told that not enough kitlens were

collected 1o progress to the last
section. It's ‘Game Over’ at this point
and you have to start again - how
very annoying.

1992

THE BOTTOM LINE
Playing Wizkid can result in a
scrambling of your brain nodes. I'm
currently trying on straitjackets and
weaving baskets (And uiterly
incapable of writing &
comprehensible review — Ed), so
deeply has its bizarre, surreal sense
ol humour affected me. Wizkidis a
psychedelic mix of arcade
adventure, football, bad jokes, and
arcade games like Breakout and
Pengo - but with a perfect control
system. The most refreshing thing in
years, and so individual it's as much
fun to play as it obviously was to
write. I you don't buy

Wizkid, your life really will 9]

be a lot poorer.

JULY

AMIGA POWER
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JAGUAR HJ220

3“ Come on - you must know the story by
now. First there was Gremlin’s Lotus
Turbo Challenge, then there was Lotus
Il, and now there’s Lotus Il - oops!
Sorry, now there’s Jaguar, Core’s stab
at a sprite-based driving game, and it
just begs for Lotus comparisons...

1892

JUuLy

AMIGA POWER

O

Game: Jaguar XJ220
Publisher: Core Design
Price: £25.99
Authors: Mac Avory
(design & coding), Jason
Gee (graphics), Martin
Iveson (sound) & others
Release: Out now

something with their Lotus Turbo

Challange games — nat just the
resuscitation of the old Pole Position-style
racing game, buf the introduction of a
whole new genre of uncannily similar
looking split-screen, two-player racing
games. At least, that's what Core must be

I 1 seems thal Gremlin really staried

hoping has happened, because if no-ong
else does a Lotus-lookalike supercar
game they're going 1o look rather out-on-a-
limb. With Jaguar XJ220, you see, Core
have taken Gramlin's seminal Lofus I and
replaced the Esprit by
a Jaguar XJ220. And,
ar, that's il.

Okay, perhaps
that's not entirely fair
And to make up for i,
here's the ‘descriplive’
part of the review with
the emphasis firmly
placed on the
ditterences between the two games.

Um, (This isn't easy.)

-

“IJaguar
XJ200 is
really quite
fabulous”

Here we are, playing the first English track in two player mode. As you can se¢, the
AMIGA POWER team currently hold positions 19 and 20 - in a 20 car field. Oh dear...

Right, got one. Lotus Il featured eight
courses, which were played through in
order, To complete a course, and progress
to the next one, you had o reach all its
checkpoints within cerlain time limits. And
that's all there was to
it. It worked, but had a
rather linear feel,
Jaguar takes a rather
more flexible
approach, revolving
around cash, Il allows
you to play three
courses in each of 12
couniries (that’s 36
altogether, and they're racetracks rather
than conlinuous roads). and once you've
played through England's three courses
you can choose which couniry you mave
onio next. The only snag is that you've got
1o pay 1o get there, and the furiher away it
iz the mare it'll cost. It's just as well, then,
that winning races nets you cash in the
form of prize maney — the higher placed

LENGTH:Z.7? RMILES
TURM:=11 . 25+
GRADIERT: =2

you are the more you gel. So all you've
got 1o do is make sure you win enough
races to keep paylng the air fares,

The other thing that'll soak up money
is your car. If you don't treat it gently, bits
will start to need replacing, and if you can't
afford them you're out of the game. This
might all sound rather numerical and
boring, but it fits in seamlessly with the
driving sections and has the enormous
advantage that one disastrous
periormance doesn't always mean The
End - you've just gol to make good your
lesses in the next round.

Another ditference is the scenery,
although it's more of an improvement than
a ditference. Lofus Il looked nice, with its
trackside crnamentation and weather
conditions, but Jaguar really pulls out all
the stops. There are tunnels, bridges,
caves (complete with spooky stalactiles),
walerfalls, marshes, roadwarks, the lot.
Even Rolf Harris makes an appearance,
complete with Stylophone, if you get as far

The track editor: Using one of the England tracks as the basis for my new creation, I'm
currently putting together a nice little hairpin bend at the lip of this hill. Mmm, perhaps |
should stick some rocks over on the left there too - that should obscure the view nicely.



JAGUAR HJ220 GAME REVIEWS

— i £ P,
Into the fog, a la Lotus Il Jaguar uses neat hating effects and a lack of background In the desert levels drivers must be wary of sandstorms. Masses of dust flies over the
detail to great effect - Gremlin certainly started something with this fog stuff, alright. screen, making the task of negotiating those bends and obstacles that bit harder.
as Australia. The variely is dazzling, and a All this said, however, once you've hit
greal incentive to explore all 36 tracks the road the similarities fow thick and fast,
And Lotus Ifs weather conditions have all and it's easy o see how the two games
been faithfully transplanted - rain, snow, could be confused. Jaguar moves just as
night-time, fog — plus a shightly aver-the- tast as Lotus /I, the graphics are just as
top sandstorm tasty, the road undulates just as, um,

undulatingly and the way the car handles that I'm not even going 1o attempt to picka ~ more adventurous — and numerous —
"'IE [:GHPE"““H IAH" -IH[ is virlually identical {ie just as realistic) tavourite. What a theught. It would be like courses, and more varied opponents, is

Even Lotus Ifs dearih of crashes has been  Irying 1o choose between Macallan and prababily just (just) about the better buy.

EAT I'm struggling now, but hare's included - you just slow down when you Lagavullin, or Roseanne and Have | Gol But thera really isn't much in it

another: the cars you race against hit something, rather than exploding. The News For You?, or Sonia and Sabrina, Forgetting the comparisons for a
Lotus I put you up against other Lotuses. overall result is that Jaguar caplures that {ER?-Ed) maoment, this is a really quite fabulous
Jaguar has you racing against Ferraris, ‘driving feel’ perfectly, and is brilliant fun 1o So what do you do? Do you buy this?  product that utterly restored my faith in
Lamborghinis, Bugattis, Porsches and (oh  play and utterly addictive. Er, just like Do you buy Lotus !l (if you haven't computer games (I've been playing rather
dear) Corvetles, and they all behave Lotus Il And, just like Lotus I, Jaguar already)? Do you buy beth? Or do you too many wargames recently, through no
rather more intelligently than Lotus Ifs really comes into its own as a fiercely wail for Lolus IIf? (Or do you simply pack it fault of my own). It's been running
And each manutacturer has his own team  competitive two-player game, the only allin and take up a less mentally taxing uninterrupted on my Amiga for days, and
racing against you, so as well as working difficulty being in trying o reach an pastime, like brass rubbing?) | suppose see no reason why I'm likely fo switch it off
your way up the drivers’ rankings, itsupto  agreement as to when to turn it off, that if you really twisted my arm, really in the near future. (i do - here’s another
you and ‘Player 2' to do your bil for Jaguar In fact, the two games are so twisted i, I'd have said that Jaguar XJ220, wargame - Ed))
in the constructors championship, outrageously similar (and both so good) with ils as-yet-unmentioned track edior, @ JONATHAN DAVIES

WHEEL MEET AGAIN

nce the three English courses

have bean completed, the

world is your oyster -
provided you've got the dosh.

Left: In addition to UPPERS A top quality
travel money, cash is @ product, from the British
also needed to repair Racing Green packaging
the old Jaguar down to the noise road cones make
(particularty if you're when they fly over your bonnet. The
" exploring-the-world element adds a
welcome extra dimension, and the
actual driving itsell is above par.

DOWMNERS It depends on
how you feel about lookalike
games, of course, but it

could hardly be called original. Look
upon it as a 'tribute’, or an
‘elaboration’, and you should be
okay. Perhaps a little easy, though
I'd have to play it for another week or
two 1o be sure.

HIMOd YOINY

THE BOTTOM LINE

Arguably the best of the sprite-based
driving games, and the most fun two

people are likely to have
together short of, erm...

riding a tandem.

Z66L ANP

O
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Game: Striker
Publisher: Rage

Price: £25.99

Authors: George
Christophorou
(programming), Andy Rixon
& Karen Davies (graphics),
Daevid Peel & Phill Tootill
(sound)

Release: Out now

an we get someone else onto

the magazine team who likes

football soon - piease? | mean,

| fove the game and everything.
and footy games on computer are always
good fun (except when they're Gazza's
Super Soccer), it's just that I'm starting to
hear whistles in my sleep and | can't stop
dreaming about Jimmy
Greaves (but then, who
can?), and I've even
started walking down
the street in 4-3-3
formation. But | guess |
can survive for one
mare game, so let's
fake a look at the one
they're all calling That
funny 30-ish ane by the guys who did
Mignight Resistance’

Striker uses the previousky-
IH H.Il.l. unseen (on the Amiga)
second-person perspective viewpoint,
which means the action is viewed from
one end of the pitch and from a position
just behind and above the current location
of the ball. As usual you control what the
computer deems to be the player nearest
the ball, and controd itzelf is as simple as it
comes, just left, right, up, down and fire to
kick, with the same directions giving you a

E
4

1

PLAYER MO
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“The big
problem is
there’s not
a lot to it

STRIKER

bit of aftertouch for those Impressive
swening shols.

Immediate playability, then, is an
area where Siriker scores big poinis
straight away. Forget the manual, just pick
up the stick. click on a couple of menu
options and you're right in the middle of
the action, pulling off overhead kicks and
dramatic diving headers with the best of
‘am, Less happily, if you do read the
manual and study the available options
and attempt fo take things a Ittle more
serigusly, you find that, er, there isn't
actually very much more o it

DE[EHEE And that's the big problam
with Siriker— there's not an
awful bot to it. Rage
themselves said (in our
Footy Games Preview
Special last month) that
Sensible Soccer was the
game they were gaing to
have lo compele with,
and while Striker is
pretty good fun by itseff,
when you put it up
against the Sensible fitle it begins to look
like a praty poor second-best. Sorry about
this, Rage. but you kind of asked for it..
Ranged against Sensible's mullilude

of domestic and international competitions,

leagues and customisable tournaments for
up fo, er, lots of players, Siriker lets you
play either a single friendly game (one ar
twio players) or in a pre-set knockout
fournament (seven rounds) for one player
only, and that's all, Where Sensibie lets
you choose from dozens of teams, each
with individually-named and accurately-
rendered players, alter their formations at
will even in the middle of a game, make
substitutions, completely redesign their

HE SHOOTS, HE SCORES

New boys Rage promise top 3D foothall

strips or even changea the players’ namaes,
Striker gives you 11 anonymous, identical
playars and a choice of formations, and
that's all

Sensibla has a whole disk full of
sampled craowd sounds which react
imelligently to the play, Striker has the
occasional almest-inaudible beep when
the ball is kicked and a bit of a cheer when
a goal goes in, and that's all. While
Sensible is pixel-perfect in its accuracy
despite the tiny graphics, Strikers collision
detection is so inaccurate it can make the

q

game a real pain to play at times. The ball
can fly around almaost of it's own free will,
and players who (painstaking examination
of the slow-maotion action replay will
reveal) didn't come within three feet of it
can still nevertheless send it rocketing
unpredictably across the pitch or into the
net without any apparent player influence
being exerted.

And, maost annayingly of all, while
Sensible’s teams behave in ways
identifiably similar to the real-life ones on
which they'ra based (as far as general skill

_TORMATIONS

=k

FLAY DFTIONS DK

Top: H you're looking for the screen which
lets you change the parameters of the
game, it's hidden away on here.

Mot quite so near the top: Teams? You
want teams? We got "em!

Left: Mot anly ane of the most action-
packed momaents of the game, but also a
handy guide to some of the major
galaxies for budding footy astronomers
out there. (He he ho. Not! - Ed.)
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world-cla

points
straight

omd-round

natch, my suppo

arman players were
oggers from the B2nd-

"-F'HZIE'D {out of 64) Venezuelans, which is

s well as frustrating.
it goes on, While Strikeris a
neat little kickabout, Sensible
Soccer s pretty much a 1otal
football experience, and
wo head-1o-head

is like matching Brazil up with
the Faroe Islands under-16
squad — exiremely
one-sided

But anyway, for
those of you who haven't
been pu1 off co

STRIEER

e

avershadowed by it totally), what alse s
there to know about Striker?

Well, as | ¢, the main problem
is that there a lot. There ara still,

gh, many things fo admire in this
game, For a start, you can tailor the way
players behave with the ball, choosing
whether to have it sticking 1o their feet or
flying around all over the place in Kick Off
fyle (there are five different ‘stickiness’
seftings 1o chose from).

You get different types of weather
and wind conditions, and free kicks are
execuied with a neat “line-of-fiight'
indicator, although the ball doesn't always
seem to follow it very closely, and you can
choose whether tied games will be settled
by replays. exira time or penalty
shoot-outs.

The animated elecironic scoreboard
i5 neat, oo, and the toughness of maost of

and deliver. Now if only it wasn’t for pesky old Sensible...

S . ¥ 1 5
ETRIKER CEORGIn

-rnimr

Gilfotta

Above: Brazil prepare to sensationally miss yet another penalty kick!
Right: Um, & goal kick. Mote the interesting and informative electronic scoreboard.

Free kick technique: blast the ball straight
at the wall and flatien the swines...

the computer teams (although that's
negated a bit by a recurrence of the old
one-weakness-goalkeapers’ syndrome)
means that at least this won't be a game
you beat in a couple of days then never
play again ([ ¥, John Barnes
European Football), and the enormous
playability means that as a two-player
game i1l give you endiess enfertainment

THERE'S ONLY ONE GAME OF

sﬂ Striker is good fun, basically,
I:l: [H and if we'd been reviewing it
a month or two earlier it would have had a
much easier nde - without Sensible
Soccer's appearance on the scene, this
'-'-'Elulr;! have been, with the possible
ster United Eurape,
y effort available

However, when it omes down to it,

there's only going 10 be one Amiga fcotbal

titl this year, and it's not this one
® STUART CAMPBELL

UPPERS Fast-moving,
@ immediately playable, and

the 64 differently-skilled
compuler leams make for a wide-
ranging net of difficulty levels. It's
fun, quite simply, and nowhere near
as frustrating as Kick Off II.

DOWMNERS It's just a
@ bit too unsophisticated for

its own good, and proves
very frustrating to play unless you
take one of the top six sides. The
wildly inaccurate collision detection
is annoying, too.

THE BOTTOM LINE
It's got the right idea, but at the end
of the day Striker lacks the
necessary polish to make it

stand up to the sheer class

of the all-conquering 7 E

Sensible Soccer.
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EPIC

INTRO SEQUENCES A-GO-60 — THAT LENGTHY (INDEED ‘EPIC’) ANIMATED BIT IN FULL

etting the scene properly is an
important element in any game,
particularly if you need to really

JULY 1992

AMIGA POWER

O

create a sense of ‘being there’ in the
player. However, there are limits - lots of
atmospheric intro stuff is all very well, but
shoving it down the players’ throats at
over-long and utterly tedious length is
more than likely to set them screaming.
And that, as you may've guessed, is
the case here. | can only think that Epic 's
been named after the length of its intro...!

Here we arc bearing down on another
unfortunate victim in one of the deep-
space shool-outs. But this time it's my own
mothership! (Better not shoot it then.)

These "ere graphics are pretty damn
spammy. Enemy ships explode beautifully
and go carcening off in clouds of little
white pixels! Pop! (Or something.)

-~ o
e

4

gineli, our
A massive Tlnetery ¢

e Y
a Bark 6390wet200° ) o110 1,
ar sun; wal dying and & Supert

Another day, another supernova. Time to make tracks
tor pastures new. Unbolt that kitchen sink; would you?

phaar H Al

y .
_‘d-' “

The Eieel massed acoumd the moons of Payne
Eight thousand ships in o, escorted by the mighty

Well, we crammed the population into 8,000 spaceships.
{Breathe in folks, and move along at the back there.)

Why is it the games with the biggest amount of hype always

Game: Epic
Publisher: Ocean
Price: £25.99
Authors: Digital Image
Design

Release: Out now

h dear. And | was 50 looking
forward to this, Epic has taken
a lang time 1o arrve, and you'd
think that we'd be in for
something pretly special considenng the
manths of hype, Oh dear_ .

At first it looks good though, alang
similar lines to Origin's Wing Commander
(out on the Amiga soon - see Things To
Come this issue) in that it links a series of

hat you may not realise from just
playing the game is that Epic’s had a
troubled time reaching us at all. For a
slart, it's been around a very long time -
rumours of its release stretch back over a year, and
(indeed) we've been expecting to finally get a finished
review copy in for months now.

{Other reviews which you may have read in
other magazines — usually glowing, we might add -
which appeared up to six or seven months ago were

based on fairly early demo versions, and thus are
completely invalid. We'll say it now and we'll say it loud - reviewing unfinished
games does the reader no service at all, and if you suspect a magazine of doing
so, and there are a lot which are guilty in this instance, you should either make
their lives hell or simply stop buying their mag. End of preaching.)

On top of these problems, however, come those the game faced in its first
weeks of release. Many copies of the initial version, you see, crashed
consistently - apparently a ‘duplication error’ — and while that's now fixed, an
awful lot of keen purchasers had to return their copies lo the shops. All Epics
on sale now, however, should be okay - at least in thal they won't crash. They
will, however, feature the bugs, programming mistakes and downright stupidity

coverad in the main review...

space-bound shool-'@m-up outings
together with a fairly lingar galaxy
spanning plot. {Talking of which, | gel the
imprassion that the game’s designers
spent an awful lof of time walching
Battlestar Galactica. The ships, the
missions and all are suspiciously
reminiscent of thal brave body of aclors
harried across space by the nasty Cylans. |

The game hangs on a seres of
missions, each with a specific objactve
and each with a time mil = | can'l say I'm
a great fan of the latter idea, as it gives a
finite air 1o what is, after all, supposed to
be an epic adventure. To give you some
idea of what's in store if you chose to buy
the game, I'll go
through my first play of
it in some detail

After a sernies of
graphically impressive,
but tedious, intra
screens — lots ol
spaceships zipping
around Star Wars-style = I'm told to go
and clear a path throwgh the mine belt
surrounding the Rexxon planet of
Amragan Nine and destroy a tracking
slation that poses a threat ta the human
fleet. I've a starfighter to play with = and a
3D bunch of space mines 1o get
through/blow up

I's rather like a shoating gallery
hare. All you do is squirt laser fire at the
mines, dispaich the one enemy fighter that
has taken exception to your excursion
and walch the massion percentage figura
ol up as you go. Your spaceship 15 quite
easy lo control and the quality of
animation is impressive, which makes
suspension of disbelief quite easy = i1’s not
quite like "baing there', but quite
jolty nevertheless

Assuming that the first part of the
mission is there just so | can get to grips

with controlling the ship, it's straight then
off to the next objective — blowing up the
planel-bound fransmitter. As | mentioned
thera's a time limit an this = the pretect is
that the planet goes through an eclipse
during which it is incommunicada from tha
rest of the Reaxxons, and that's when
you've gol to make your strike. Hitling
[Help] gives you the co-ordinates of the
fracking dish, making it very easy to find,
and so | park the spaceship by it and
pump everything I've got inta the
damn thing
Shoot the generator,” says the on
screen message. “Er, what generator?
says |. There | am, blastng gigatons of
figry death into the target, and I'm 1old 10
shoot at somathing | can't even sea
Scratch one mission - the Rexxons know
where the human's fleet is and I'm in the
doghouse. (A colleague later todd me that
the generalor is some way off to the nght
of thi dish, and no, he couldn’t find
mention of it in the manual either.)
It's not “Game Over' time, however
this is an awlully forgiving program, in that
m I:_ll'.'E-I'I a bio-clone |_',‘|
myself with which to
attempt the next
mission; destroy some
space pons and a
mining complex. It's all
very well, this continua
self-regeneration, but it
does nathing 1o build up a relationship
between yourselt and your game
character

MISSION IMPLAUSABLE
M; MH Back 1o the mission. then. and

pnce again we've got a problem
with the navigation data. I'm given co
ordinates for the farget (some mines), it's
blown to smithereens and 20-0dd percent
of thé mission i5 complate, New co
ordinates please? No chance. It keeps
sending me back to the minehead I've just
destrayed. Afler a while it dawns that
someons hasn't been (oo clever at
programming Ihis b of the game, 501
whizz off willy-nilly and, sure enaugh
there are more ming heads scatierad
about the surlace of the planet — four in all
And na, that's not in the manual aither

issajasn jsow a3y} aq 0} Waas
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Oh dear, the Rexxons aren’t too keen on respassers.
(Someone write us a space shoot-'em-up, quick!)

And before you know it, someone whips out an Amiga
and programs a lethal-leoking ray-traced battle fleet!

Uh-oh, a vicious looking space mine. But no worries - my photon cannon will take it out
with a single blast. (This first mizsion is all a bit too easy really.)

After a string of impressive titles, here Ocean get it wrong in a spectacular way.

18 man

'I:'|r_.|..1|\|.| sl — a grotlily
writlen affair set in an eye-straining

typefaca, by the way - and thal's the
definition of an ion as Cle of
FILL IN LATER"' (sic
SeChon d

LATER". S0 why do |

I's: Ein
& Impression
unfin ='1r-d'-‘

I irgels are — aven
.~-:"-r out lo s

the enemy fig!
cause linle concern

feel I'm just about getting the hang
of things, havir '3 L
nikative a bal morg
when | hear that iF
word from a‘-.mr::r.a-
about, and the m:
lerabion's armada. s hara rll al
d, idiotic, mind-numbingly
sibly dumb feature of the
comes im = the cheat. I'm out there,
s 1 e slarhgnter
Rexxon ships fly in with weapons Diazing
ir best o destroy the Federation

v anly gat

op me

arned 1o usa my
['I.-_r | thought
2 Rexxons

would

far the Feg

el is dwindling and |

Garman

as sireams of

gar
tha

Wh

e will be rew

game over

I can be
but for heaven's saks
pilat

at

mirol C

Pla

e, | think it's fine for

na
edked oul in six m &
@, don't put it on the
card' If 'r“ I'r

obscure cheal

onths L

@ about to gat
'S |usl no way
aal button
ng 1o the

m a greal hero

ered thi
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¥ing time th

g action), my
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THE EPICENTRE OF A BEM

EP

ree r
fouled up, and
on? | r:-,.:,u._-JH this

arag
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I'_.'- DQramimers,

up the
that

i1 2asy or

‘-'.-.H went wrong?

@ fiutfing the
w of

are very s
'-rg- the folk who did

f 1'd hit that

ol on am

MISSIONS

NG

oiD

.:—Ltl

ICE you v

e misson defails amoun | 1o little more
i con af

i IhE

3 first

ing wino

was Epic, ‘a
exiravaganza featuring specta
s amd stur
the "|"-|pl| o5

Iracxmg

nnute there, bub
I,I.-._*I.:_-\._,J which
| Whats going

neplay.” Okay

—the

'-H”':u'l and a
figured out that

rough direc

station (hay ;

EPIC

You can stop programming now. (Mo, really - we've
quite encugh animations to be going on with thanks.)

A-ha! A vicious looking mining complex. But no worries - my photon cannon will make
mincemeat of the Rexxons. (This second mission is all a bit too casy really too.)

e front end of the
vould never have
2 on mission 3, thus

e r|| v
come aut in nln!l torc
dragqing the game into further missions
n the spirit of fair play, | did go back
1o the beginning and Iry out soma of the

gan

sions I'd missed through my pre
emptive, complete and wher destruction of
ihe Rexxon menace — bul S00000Ty guys
Mission 4 entails flying to a magma
cannon and blowing it up, a wo-minule
ob. Mission & entails flying 1o a command
centre and blowing it up, anather two-
minute job. And Mission 7 is o destroy the
entire anamy fleat - and we've bean hare
before, haven't we quys?

Summing up is simple. Sorry, but this
game is just not up to the mark. It sullers

[

Eat photon, Klingon scum! Oh, sorry Mr
Rexxon. (Could've sworn you were a
Klingon Bird of Prey there.)

that most typical of failings, great graphics
but crop gamepday. | feal disappointed and

chealed by a gam
but simply fails
Commander, or dust off your ¢
| never thought I'd use Wayn
as far as this game goes it's Epic
® KARL FOSTER

& thal promis
deliver. Wait lor #I..rnE.

3685 50

speak, but

nit!

UPPERS Very good 30

graphics, lots of big sound

effects and some pretty trick
weaponry make for a limited amount
of spectacular screen time. It's slick.

DOWMERS ...but slick

is one thing it isn't when

you look beneath the
surface. It's way too easy, its logic
saems to collapse if you fail the first

mission, and it wastes too much
computing power on Irralevant
between-mission sequences.

THE BOTTOM LINE
Put that wallet away. The only thing
that’s epic about this one is how
long we've had to wait for it. It
scores on the graphics,

and can be initially fun, but 34
really - it's no game.
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THE

Game: The Secret Of
Monkey Island 2: LeChuck's
Revenge

Publisher: US Gold
Price: £37.99

Authors: Ron Gilbert
(Design) & The Lucasfilm
Games Team

Release: Out now

UMmQUr In Computar games is a
rare and beaufiful thing, But
why's it 50 rare? Well, it has been

argued (guite a few times actually) that
comedy is such a subjective thing you'd
have problems making it appeal to a wide
audience, but | can't see it. (Comedy films
and TV shows wouldn't be big hits if that
was frua.} Mo, | reckon

SECRET OF MONKEY ISLAND 2

doczy as its predecessor.

Mankey Istand 25 story begins not
wheare the first episode laft off, but with
Guybrush Threepwood hanging around in
a pit where he's discoverad by the light of
his life, Elaine Marley. She wants to know
how he got into this predicament, so
Guybrush explaing and the adventure nself
begins... as a flashback!

BABY, BABY, BABY LITE MY

Fram the ward go, both the jokes
WH and the user-friendly nature of the
game makes themselves apparent -
somelimes intrinsically linked. For
instance, when you first start the game
you can choose between Monkey Istand
21" want it ALL! ALL

Famillar faces are found throughout Monkey Island 2. Guybrush meets the men of
low moral fiber (sic) and their tasty rat at the local Laundry, run by Mad Marty.
They have a tale to tell and, more importantly, are willing to share their fortune...

the real reason there T B an d the puzzles! ALL the i -

aren't man work!”), which is the full

Ical-heratﬂfl;r}1unn;.- Y nlnwn'ad-.-en:ure. or : ISLAND IN THE STHEA'_’_"'
computer games is that Iﬂl‘ge = | Mankey 2 Life (*I've _’ = [l B g e

most programmars and h never played an - eabb Island has a problem by the name
designers aren't very sneer adventure game belore. . of Largo LeGrande, former sidekdck to
funny peaple. Mast are - I'm scared.”) which has LeChuck, A Iitlle voodoo is needed,
far too serous for their dE‘ l o 'g h* fﬂ less puzzles. It's funny, %

own good — and yours r butit's also a

and mine for P‘l ay considerate touch

that matier Even if you go for the

Mot so the guys and gals at
Lucasfilm. They like a laugh as much as
the next man — as they have 50 ably
demonstrated with their range of graphic
adventures, particularly Maniac Mansion,
tha underrated Zak McKrakan, and, of
course, The Secret Of Mankey Isiand
These are games that were good anyway,
but made great — and 50 much more
playable = by not being sober.

ANDTHER GUYBRUSH W
SUCCESS And now here's this: the

eagerly awaited sequel to
the biggest and best of what we might cal
Lucasfilm's comedy adventures, Maonkey
Istand - a real AMIGA POWER favourite,
and arguably ona of the most significant
games of the last five years. The great
news is that, although this new game is a
dafinita improvement over the original in a
numbaer of significant ways, it retains its
soul and proves just as entertaining (see
THE SECRETS OF MONKEY ISLAND'S
SUCCESS). In short, it's just as much a

full-bdown adventure, however, it's far less
intimidating than many similar games -
you never worry that you might just get
stuck and unable to continue. One reasan
for this is that making Iife-thraatening
mistakes during play is impossible — you
know that you will win atl some poant, it just
might take a ot longer than is necessary
Thus a very welcoma confidence is
instillad in any player - in some ways it's
less of an adventure game, as such, than
an interactive ‘experience’, and you find
yourself coming back to it as you would a
good book,

Let’s look at it as if it wera a book
then. This particular novel isn't very deep
- i's maore a punchy, wacky-zany-crazy
short story concantrating on inoffensive
humour, An abundance of encounters
with, and referances to, characters and
exploits from the first advemure do well to
create a sense of belonging, and the non-
interactive ‘cut-scenes’ (where the action
momentanly shifts 1o the main baddie or
soma other character, where you sea
somathing significant happen, then flicks

.

Yeah, but thatidang|Pargo.eats’like

o Guybrush is back in the mMOoSt @AGEerlY . ony one room for rent in the local inn - and ifs Largo's! The sap behind the

= awaited adventure of MOUEIN tIMES... (o v v i s sverion o s ooten ooy 07 cocodle it
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THE SECRET OF MONEKEY ISLAND 2

p - B Sile
al]lllranyune'knoub r*sur‘e is that there was
=l a*l;.h :pwreck*.' T

Waily, the dreary monocle- mrins cartographer, does work which is useless - to
Guybrash, at any rate. 5till, there's something about him which catches the eye...
(He said, in a eryptic clue-ish kind of a way...)

Seeing as Large's stolen all Guybrush's dosh, he needs some more 1o aid his
escape from Scabb Island. A job would be handy, but the most recent vacancy,
being chef al the local pub, has been filled. Maybe i's time it was emptied...

DacK 10 your own pragicameant) sene i they 50 often do in adventures of t )<
enhancea the cnematic fesl but as just one part of a cohesi a8 -
.-'«5 n all good novels, the pace and solving them Is all the more arding

always for the best for thal

GORILLA IMZTI[:S HIT
PICKING .-

time release, s
carned away with praise (t r‘:'l.-g' t
deserves praise, make no mistake abaut
that) for a moment, and o slap back and

loox at soma of its faults. It does

you I'_‘Ef._JI" o Ia_r-;-. lost T"'H
l:_;l-'!"l.-'!'.-l W Complatety unb:
this is used to good effect = it's

lake a

removed from the real workd that you just have them, and | sincerely hope they can
can't help baing drawn into it, The puzzies be smoothed oul in time for another
don't seem like individual problems, as saquel — otherwisa | can't see how a third

Woody the Woodsmith lets Gaybrush look but not touch. He likes everything in its
place and goes to greal lengths to point out that it's all his stuff. There's a
chucklesome Wood Chuck ‘sketch’ to be had here, too.

The barman in Woodtich's pub won't sell Guybrush any grog. And he won't stand up

to Largo, ither. He runs an honest, clean house - or so he'd like to think... Here he

gives Guybrush a bit of advice on how to defeat Large.
".-'.‘:’.““;fl'-'" Istand wil oe practical on It taxas a l: 00d 1 I“- minutes a
halt a dozen disk swaps to
and that's skipping |"-"'||I“"‘|-\.~’II|'-_'.4|"':I
introductory sequencas, Loading a
praniously saved position from scratch
take a further five minutes and involve yet
another half a dozen or so disk swaps

As alwa 3ys, all this malarkey tains the
suspension of disbelief something cronic

nd does no |ustice at all 1o the carefully

crafled atmosphere. Herg's an example of
the s0m of thing | mean, and one of the
worst instances. Bad guy Largo walks into
bar and spits — and at this point the
creen goes blank, the music stops and
3 ingert Disk 3. The screen
ain and the music plays =

For a start, Monkey Island 2 lacks
some of the charm of the first instalment
8've sean something
ment of surprise is
o because expeciations are
me round. To be honest
ow this could have

can

Wit 50 easy 1o pardon the level of
disk swapp nd accessing involved
though. Inst tallation on hard disk is
recommended, but for the sake of the
magority of you out there, | also had a go
al playing Monkay siand 2 from good old

floppies. Quch = lan
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PART 1: THE LARGO EMBARGO ™—_

0%

As the song says, I'Iuhubciplrmu -
_  Scabb than a scab on a pirate...' Welcome
"y, to Scabb Island, which is where Guybrush's

also 'II‘I‘I-'I'IM alot. His hmu.lboll
ﬂu dolly Rasta, is used to take

Guybrush further aficld once the Large /

EmBarge is lifted. Well, provided he
'l—ﬂ'lgﬂhhluhnllhchnml
g T

or 8 few secends more before you have o
insert Disk 2. Eventually a close-up of
Largo's green glob of gob is show
across he rom! Now inis scene would
probably look fabulous in a more fluid
state, but from floppy disk it's shown up for
the stilted series of still frames it really is

Other quibbles? Well, I'm surprised
that the sensa of humour doasn’t extend 1o
the 'Please Insert Disk... messages, We
know it has io be done with this product
50 why not make light of the fact? Also,
tha game could do with baing slightly maore
consistent, or just plain clevarar, in tha
'r'.-'ﬂ'g.' IE d&ais with ihe vanous possibie
permutations thare ara on the order
of events

Let me explain: for example, | saw
Captain Dread before going back to the
baach for another chat with Bart ‘n” Fink
Thiewy suggested | want to see Captain
Dread and Guybrush spoke as though
he'd never been there. Surely the dialogue

n fiying

THE SECRET OF MONKEY ISLAND 2

could have been adapted accordinghy? (Of
coursa, nearly every adventure game

sufers from this sort of problem, it's just
that Mankay lsland 215 50 slick in other
areas, what weaknesses there are
Somenow DECome much maora

glaringly obvious.)

TREASURE BURIED IN THE
DISHS And last, but not least, on the

whinging front: Lucasfiim
Games are attampt ng 1o create a film-like
expanance here, and yet the AmigaDos
and Workbench screens are displayed in
all their blue and white wgliness during the
initial stages of loading Am | Daing
pedantic? Mo, I'd like 1o have exparienced
a cinematic event from start 1o finish

This all said, however, Monkey
Istand 2 is still a great game. You must

THE SECRETS OF MONKEY ISLAND’S SUCCESS

& you can see, the scenery

looks jolly pleasant. There's a

healthy attention to detail,

appropriate and atmospheric lighting
and a sense of depth (objects closest
to the viewer are blurred). There are a

few special effects, but most fall flat

due to lack of size and aural

accompaniment.
However, on the plus side, the

scrolling is smoother than that in the

first game (but still not as slick as it

should be}, though the way the
characters shrink or grow when they

move ‘in’ or ‘out’ of the screen, and
hmﬂu&hﬁﬂnﬂn‘mﬂum
htﬂiu:mnh.aﬂwmﬁ;ﬂmﬂ,m
- absence of close-up shols Isn't very
noticeable either.

..
Ther
mmmmmm
added user friendliness. For a start,

the text for the commands is
physically larger, and there are only
nine commands instead of Monkey
Island’s 12,

~ When you want Guybrush to walk
somewhere, you simply point and
click to the destination on the Action
Window. And when you want him to
talk to someone, you select Talk to'
and then point and click on the person

for a list of questions or replies, It's

that simple, albeit a little sluggish at
ﬂrmhrmlhmu-qn.

GUYBRUSH'S INVENTORY

Objects in Guybrush's inventory are
shown as pictures, not words, which
makes selecting them easier. Hoorah!

SOUNDING OFF ABOUT iMUSE
The IMUSE (interactive MUsic and
Sound Effects) system is theoretically
used to tailor the soundirack and spot

effects to sult the mood of the action.

But it doesn't work — not on
my one megabyte machine. I'd like to
have heard some spot effects as well

-as music throughout, but Monkey

Island 2 Is played mainly in silence.

‘Boo, hiss.

Before you get down to the nitty gritty you
see Guybrush on the beach, telling Bart 'n'
Fink about how he disposed of LeChuck.
These two jovial lads also have plenty to
say lor themselves - provided Guybruth
gives them the chance.

To make a voodoo doll you need
Guybruth's old mate the Voodoo Woman.
She lives in a hut on the swamp, an empty
coffin providing the transport.

The Cemetery. You can't enter the tombs,
but you can read the gravestones. ‘Here
Lies Mibbles the Dog. He was a bad dog.
We're glad he's dead,’ says one.
Interestingly enough, one of Large's
relatives is buried on the hillside yonder...

bear in mind that it's not been built for the
stamdard -"l"ﬁll_Z]EI - although
could have bean il a top coder had baen
allowed to get his hands on it = and that
you're going to sulter moments of
frustration if you try and run it off the
fleppies, but if you own a hard drive I'd
whole-heartedly recommend it

Monkey [stand 2is, by and large. a
shaear da gnt 1o play CEI’!H-"lI',.' compared
to a great many olher Amiga releases
similar adventures in parficular, Monkey
Island 2 is quite excellent - a batter game
than its illustrious predecessor even, Sure
it's mot a completely seamless experience,
not yed, and I'm disappointed by the vary
hagh prce tag, but few pamas will make
you smile like this ong wil
® GARY PENN

UPPERS Gorgeous
@ graphics - the lush scenery
doesn't look computery at
all, and is all the more atmospheric
for it — and with so many groansome
gags on offer there's a laugh and a
half of full cream fun for everyone.
That the user interface is superb, the
plat witty and suitably twisting, and
the tone perfect almost goes without
saying - these were the great plus
points of the first game, and little

has changed.

DOWNERS Unless you

have a hard disk drive you

can't ignore the fact that
there are 11 disks and plenty of

reckon it

swapping involved, which does mar
the proceedings to a greater or less
extent, depending on how easily
annoyed you are. It's a pity the
music system doesn't work as well
as it might, too,

THE BOTTOM LINE
A worthy sequel, as they say - and
to be a worthy sequel to the
excellent Monkey Island takes some
doing - despite a few flaws.
Essential if you enjoyed the first
game (and, lel's be honest, who
didn’t?), with enough in the way of
improvements and

changes to keep you on

your loes.




Experience the exotic world
of the bestselling science fiction

fantasy epic of all time
Available on PC and Amiga
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Across the top here we can se¢ that intro
animation in full. Peter comes home...

Game: Hook
Publisher: Ocean
Price: £25.99
Authors: Bob Earl
{programming},

Kevin Oxland (graphics),
Dean Evans (sound)
Release: Out now

ook, hook, hook-ability, that's
the beauty of this game, Or at
least, it is in theory, Ocean
seem 1o be gaing for a
completely ditferent game design evary
time they conver a film property these
days, and you've probably all heard the
Monkey Island comparisons about this one
several thousand limes already. |
won't say anything else an
the matter for the lime
besng, then, but
prepare youwrself for
a few Lucasfilm
reflerences later
on in this review
because they
really are valid.
Mot only that -
they give me a
good reference
paint for explaining
just where Hook is
coming from, and
where it's going
Background gufi out the
way first though — many of you will
have seen Hook the movie, and | guess
most of you would agree it was a fairly
typical piece of Spielberg schmaliz

WITHERING FLIGHTS
B recovering his children from
the clutches of Captain Hook,

he's got to solve problems of epic
proportions, find the Lost Boys,
remember that he really is Peter Pan
(and not some old yuppie called Peter
Banning), and learn to fly again. Quite
a lot to do, then, but your problems
start a lot easier. Task number one, for
instance, is simply to get accepted as a
dirty, rotten member of pirate society.

A pirate uniform is obviously
needed, but, of course, life, even in
fantasy lands, is never that simple.
Talk a walk with us, as Peter makes his
way through the scum-infested pirate
town, grabbing bits of choice clothing
as he goes. (In the movie Peter had no
problem getting hold of a pirate
uniform, so even player's who've seen
the film have to use their imagination
and ingenuity here.) Remember, just
think happy thoughts...

efore Peter slands a chance of

HOOK

Foindest
A S He

.and discovers his children have gone.
All that remains is this challenge...

Though undeniably rather fun, | found it a
Ittle shallow and unwilling to really strefch
sell, despite the presence of such class
acts as Robin Williams as Peter Pan and
Dustin Hoffman as the ubiquilous
Captain Hook himself, It was
also an all-action type of
film, which made it

quite a surprise interesting stufl comes

wihen wea heard itself staris,
that Ocean were drapping the player
intending to put into a Monkay
together a Island-style graphic
psaudo adventure,
adventure for complete with
their conversion, character
rather than some intaraction, multiple
sor of platform choice
leaparound. We had conversations and

our doubls about the
wisdom of this, but it
looks very much like they've
pulled it off — this is one game that
manages 1o follow the phol and, indeed,
the visual style of the original (but without
giving those who've seen the movie an

Mankey Isiand in hera!

(50 grown-up, grouchy
that he doesn't balave

0

The pub's a useful place to visit, but if you get no luck here, try
chatting to Tink, who flies around your head. She can be useful...

Occasionally the game gets very cartoony in style. Here Peter
snaps closed a roller blind, and it lcaves him in pirate mode.

..from Captain Hook! Tinkerbell arrives
and tries to remind Peter of who he is...

OOK

Ocean seem to be raiding a different style of game every

unfair advantage) while, at the same time,
warking exceplionally well as a game.
Load up the game then, and the first
thing that strikes you is one of those neal
animated intras which everybody loves
using to fill up disk space. It looks nice,
and it fills in the story for those who
haven't seen the movie, bul the really

a similar piratical theme. Hell, there are
even the underwaler scenes you got in

Anyway, back to the plol. The grown
up Peter Pan — now called Peter Banning

o o )

wHails, but uses some fairy dust to whisk
him off to Never Neverland anyway.

Pan} = stands bewildered in the
pirate village in Never Neverland. A
glowing, shimmering light flits
around overhead — this is the ever
present Tinkerbell, who's always
good for a laugh or a snog (in the
movie anyway). Mavement is
simply a matter of clicking the
mouse cursor on an area of the
screen = Peter will
find his own way
there—ala
Monkey [siand,
Using the icons
below the main
screen, Peter can
lalk to peopla, pick
up objects, use
objects (or
combinations of objects), and give them to
ofhers, Communication is simply a matter
of clicking on the 1alk icon, chosing a
character, then using the right mouse
button 1o cycle through a list of possible
phrases. These are all contexi-sensitive,
just as they are in Monkey Istand, Initially

op Aay} awny

when the game

““More svited
to the
younger
adventurer”’

and yuppie-fied
he really is Peter

[

= -
 — = S — . T

The main square, and Peter really gets into the ‘swing' of this
piracy lark. He's actually trying to get a pirate hat here.

Peter gets all uppity with Hook, but to no avail. The Captain
wants a fight with the real Pan, not this yuppie he sees instead.



HOOK, LINE (BUT NO STINKER)

HOOK

GAME REVIEWS

ather than opt for the sort of
R text-based menu system seen

inThe Secret Of Monkey Island,
Hook uses icon-based conirals. Here
we see Peler at the very start of his
adventure in Never Neverland. Let's
take a look at the icons which give us
control over our hero, shall we?

The Magnifying
Glass icon -
surprisingly

enough, this is

used to examine

objects.

The Talk icon -
simply click an
here, then click on
a character o
have a chat with
him (or her).

This semi-animated plecy of Hook will
shake his fist whenever Peter solves a
puzzie. Mote the pic of Peter over on the
other side — when he remembers his Pan
identity, his appearance will change.

The Object display. Peter (having hero-
sized pochets) can carry as many objects
as he wants. The arrows at either side of
the display enable the player 1o scroll
through this rather unwieldy list.

The Take icon - i
you can't work out
what this one's for,
you shouldn't
really be playing
adventures.

The Use icon -
used in
conjunction with
one of more
objects, Peter can
manipulate or
create things.

The Give icon -
used for passing
objects to other
characters. Very
*handy’. {Ahem.)

a movie licence these days - but they don’t stop having hits. Here’s more proof...

the player finds that nobody will stop for a
chal because Pater isnl a pirale, 50
mission number one is to get yoursel a
decant pirate’s outfit

“H[m.[ls Pater meets the Lost Boys,
re-discovers his old tree
hideaut, and... but wait a minute, | don't
want 1o spail the story for all you Hook
less types out there, Suffice to say that it
follows the film pretty well, without making
all the puzzles oo cbvious
Where Hook really scores, however

is in the atmosphere stakes. The sound is
parficularly is gorgeous. The spot FX - the

Mow you won't find this scene in the movie at all, but giving your
gold teeth to the dentist(!) is a handy way to make a fast buck.

Az with the movie, Hook features a gratuitous underwaler
sequence. Make sure Peter examines the huge conch shell...

Lost Boys ealing, the crickets cricketing —
are ace, and although the music used isn'l
fhe same as the soundtrack we heard in
the movie, it's damned effective, recalling
the epic, emotional, and lighthearted
moments of the movie surprisingly, and
equally, well. The way Hook shakes his
um, hook in anger whenever a puzzle is
successtully solved is also prefty cool
Puzzle-wisa, however, Hook is
occasionally a little predictable, sometimes
a bit on the obluse side, and just a lad too
limear. It's very rigidly structured, with the
solution of ane problem leading inta the
next all too surely. I1's just oo limiting and
organised, particularly given Hook's
diminuitive sizé = and no, I'm not making a

Dustin Hoffman joke there, just pointing
out that the game is rather small. What's
there is nice, if only there was more of i

And that just about rounds off what |
want 1o say about it all really ~ | think I'll et
the piciures do the rest of the talking. |
must confess to going to the movie Hook
deliberalely nof wanting to like it — quite
parverse, | know — and | wasn'l exactly
looking forward to the version game either
s nice 1o be proved wrong sometimes,
isn't it?

The conclusion, then. Where Hook
falls down, i's mainly though the subject
matter. As | said before, the mavie was
somewhal shallow and lacking in plol. and
the result 5 that Hoek the game is short

A few mugs of ‘cocoa’ later and one of the bar requlars is fast
asleep, but - hey! - he didn't suit those pirate trousers anyway.

Here's Peter before he turns back into Peter Pan. He still can't fly
at this stage, which means he's a long way to go to beat Hook.

on humour — and shart in length too
Although Ocean claim that their game has
almost exactly the same number of
locations as the first Monkey lsland, I'm
not convinced, And even if it has, It was
the comvoluled — and rib-achingly funmy —
storylines of the Monkey Island games
which maka them such winners.

In some ways it's not fair to compare
the game to Lucasfilm’s masterwork, |
know — even if, with the pirate locations
and very similar presentation, Ocean are
rather begging the comparison. Let us
instead treat it in its own right, in which
case it's fun, it's slick and it stays true to
if's subgect matter (as true as the film did
anyway), More suited 1o the younger
adventurer, maybe, but it’s another
success for Ocean. Keep it up, quys
® MARK RAMSHAW

UPPERS Beautitul
@ sound, relevant plot, nice

shiny-smooth graphics, and
lashings of creamy goodness. The
story of the film Hook - which is
Peter Pan, presented Spielberg style
- is caplured perfectly.

DOWMNERS Despite the
@ look, this is a much

HaImOd VOINY

shallower game than
Lucasfilm’s, There isn't really all that
much to it, and some of the trile
sentiments expressed (a carry over
from the film) might grate a bit.

THE BOTTOM LINE
Small, perhaps, but still jolly nicely
formed. | guess I'm just an old softie

at heart (that's what all the
other reviewers say, 34

Aanr
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anyway) but I'll give it...
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ou play FBI Agent Cooper, cherry ple-eating — oh, I'm
sorry, | mean Paul Arireides, son of the Duke Leto of the
House of Artreides (it's just that they're both played by
the same aclor, which explains my confusion.) Don't worry
about his long and complicated name though - this isn't Lord of
Rings, and “Hi, my name’s
Paul” will usually do fine.
Your mission Is to rid
Arakis of those nasty

Harkonnen types and make
the planet all green and
lavely while turning
yoursell into a demi-god at
the same time. (Hang on a
minute though - are you
sure it isn't David lcke
we're talking about here?)

Game: Dune

Publisher: Virgin

Price: £30.99

Authors: R Herbulot
(designer and programmer),
P Dublanchet (programmer),
JJ Chaubin, D Bouchon, S
Ty (graphics and animators)
and others, all at Cryo
Interactive Entertainment
Release: Out now

ne thing's for sure. You can't
really accuse Virgin of trying to
cash in on the success of the film

hare, and for twa very good reasons. For
one thing, the movie wasn't exacly
successiul (crtically or financially), and for
another thing it came out about eight years
ago. (Even by film conversion standards,
which hardly ever make it out in time 1o tie-
in with the movie, that's pretty late...)

No, you're best off thinking of Ihis
mose as a game of the phenomenally
successtul book, then — one which just
happens to make use of much of the look
of the film. Think of it also as being

DUNE ROAMIN': USING YOUR
CONTROL PANEL TO SPICE
THINGS UP AND MAKE THE

THE PLANET GREEN

Click on the globe to get a status report
on how your affairs on Arakis are going.

te mine Spice. He's a bit of an
old fogey who looks, and acts,
like bessica has starched his
uniferm using quick-drying
cement - his main role in life is
to whinge on about Harkonnens
and rush olf on futile battles all
over the place.

MLmmy.
Aren't
you lucky
to have

*‘-\\ L

J# that looks
¥o like
Francesca
Annls as yer mum? Jessica, for
that is her name, is one of the
Bene Gesserit - these are a
chapter of powerful psychic
nuns (or, ot least, they're
something like that). Her main
role in the game is to be as
irritatingly eryptic as possible.

him for
advice in the first part of the
game, otherwise you're not
going to get very far. He's a
military expert - he trained you
and will help forge the Fremen
(we 1l explain who they are in a
bit) inte a fighting force. Main
rede: to fill you in on the plot.

It’s the rare film licence that comes out at exactly the same

differant to most film tie-ins in that it's
actually rather good

Let's concentrate on the visual side
first though, as it's rather interesting. As
you can probably see from the
screenshots, the faces in the game ook
just like the characters from the film —
somehow programmers Cryo have
persuaded Kyle McLachlan (more famous
now far Twin Peaks) and Francesca Annis
(more famous now for, um... well, Mark
thinks she's pretty good) ta let them use
their fizogs. And a damned fine job the
artists have done 100

From the maps you can chack
to see how the Spice mining is
going, where your troops are
and, later on (when you gain
psychic powers) give them
orders from afar.

A lot of the look’ of the hardware in
the game also borrows heavily from
designs seen in the film, though they're
nat direct copies. Still, it gives the game a
very professional, designy look — and
when you think of how little a game like
Total Recall really looked like the film, this
has 1o be seen as a real achieveman
Other details of the visual side of things
will become clearer as we go through the
game — for now, let's just say it's very
good looking indeed

The game is, of course, basically an
graphic adventure, but one with liberal

daollops of strategy thrown in. I'd narmally
at this point say the plat’ll be familiar to
anyone whao's seen the film — except that
anyone wha's tamiliar with the film (or,
indead, read the book) will tell you there's
nathing the skghtest bit basic abaut i
Certainly, eight years ago most
audiences were leaving the cinema totally
bewildered, and things haven't become
any clearer on repeated TV viewings - 50
much so that the programmers hera have
actually done their best 1o simplity things
50 as not to lose their audience right away.
Having said that, while this new version of

Talking to characters is a bit limited. You
only usually have two or three options to
go for, and choosing the wrong one rarely
proves to be disastrous.
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Choose TANE AN ORNITHOPTER and you
can use these bug-like craft to fiy arcund
the planet. You set your destination by
clicking on a map.




He's Duncan ldaho, & family
triend of the Artreides who
keeps an eye on the Splce
stocks. A bit of a coward, but he
knows all there is to know about
Spice production, and can help
work out how many Fremen you
can spare for military training.

reason or
other, hangs around in the
communications room a lot
looking spooky (and not doing
much ehie). Chack out his advice
once you have started training
Fremen lor fighting though, as
he tends to drop useful hints
about their readiness.

the leader
of the
Framen.
Once you
make
contact
with him,
the
Fremen will follow you slavishly -
like you were promising them all
nights of passion with Jessica or
something. (In ftact, Stilgar does
seem keen on meeting your ma.)
Having said that, he's a bit of &
old woman, alwarys nagging you
about what you should be doing.

DUNE

asking for

Spice, 3o make sure you have
encugh of it - i you miss a
shipment you could find yourself
visited by his troops, the
Sapdaukar, and you dont want
that. Oh yes, and there's
something he's not telling you at
the beginning too...

GAME REVIEWS

onnen. Bit
i of & fat

- . bast, isn't

he? In fact
he needs anti-gravity plates lo
help keep him upright! The
Harkonnen clan are on Arakis
before you get there, but they're
a rotten bunch who can't offer
the Fremen Francesca Amnis, 5o
they need to be booted right off
the planet.

movie, but few are this late. Still, it looks like the game’s well worth the wait...

@  the plot at least has a linear
£ development (This is beginning to
= sound like The Late Show... - Ed.),
hnoy still doesn't make a massive
© amount of sense, Still, what the
@ heck eh? It's still better than the
E usual cliché-ridden Lord Of The
»mm  Rings rehash.
il

Here, than, is the basic story — or
the best | can do anyway. The
Emperor has sent the Arreides family (of
which you, Paul, are a member) to the
desart planet Arakis, also known as Dune,
to mine Spice - the mos! valuable thing in
the galaxy, as it prolongs life.
Unfartunately, the Harkonnens, your
family’s long-time enemies, are already on
Arakis and mining away merrily, This
causes problems for you obviously, as
does the fact that Dune's local inhabitants,
the Fremen, are on the lookout for an
outsider who they'll worship as their new
god and who'll make the planat lush with
vegetation — and the reckon il's you!

Your mum, a psychic nun, seems to
confirm this 100 — she's trained you in the
secret ways of her Bene Gesserit sect,
and believes that your being near 10 50
much Spice will awaken greal powers
within you. And thus the scene is sel
Thera's a lof to take on board, but as the
game develops, more and more of it stars
to make some sor of sense - and
anyway, 5o long as you know what your

Kynes, who will reveal the secrat of turning
Dune into a tropical paradise.

Throughout the game, your
character, Paul, gains in power. For
instance, he starts having visions and
begins o be able fo communicate with
the Fremen tetepathically; both are
pretty handy, not just for the
purposes of the plot, but also in
terms of making the game much
less hasshe than many other
adventures. Telepathy allows
you 1o issue orders without
having to zoom around
the planet to make
personal contact, for
instance, while the
visions neatly
save you from
missing out on
any vital plot
develcpments (although the umpteenth
reminder from the palace to send the
Emperor his Spice can get a mite tedious).

Partly because of the infroduction of
these handy dandy superpowers, the
game’s control system is wonderfully
intuitive. You hardly have to refer to the
manual at all, which is tha way things
should be. Just a few clicks on the icon
bar at the battomn of the screen are all you
need to issue orders, move around the
planet, talk to people and so on. There is
no typing; when you wani to indulge in

immediate game meaningful
nesarangre “Different #o i
vyt MMOSE Hie=ins o s |
wraromesoy  Em Hhak i#7S S o non
ree man sector. eather good”” U iy
When you first choosa the one you

arrive on Arakis you have 1o make contact
with the Fremen and get them mining for
you. (This is necessary to keep the
Emperor off your back — he keeps sending
messages demanding Spice.) Next up you
have to frain the Fremen inlo armies to
attack the Harkonnens. Finally you have to
make conlact with a fabled ecologist called

want. (This is bath good and bad, of
course: while you're unlikely to miss out on
imporiant facts because you don't know
the correct question to ask, equally it's
almost impossible not 1o ask the right
questions, and thus plowgh right through
the game.)

Don't worry though — Dune never

becomes simply an interactive storybook,
rather than a game, as tends to happan 10
graphic adveniures. The main reason is
that the stralegy elements inject an extra,
and much less black and white, dimension
to the thing. For one thing, you have 1o
daploy your Fremen sensibly - you
need to make sure that you always
have enough of them producing
Spice 1o send the Emperor
{otherwise you'll get a rathar
nasty visit frem his
Saudaukar starm troops)
while at the same time be
fraining planty of tham
to attack the
Harkonnens.
There's equipment
to find, varnous
way 10 speed
up Spice
production fo uncover, ways o improve
Fremen military training to suss out, giant
sandworms (who tend to chew up vital
equipment) to avoid and so on —there’s a
lot fo fry and sort out as best you can.
Inevitably, however, there are faults
with the game. Battles, for inslance, are
simply a case of indicating which troops
you want lo attack which area, then sitting
back and waiting for a vision to tell you
how things have gone - they could be
maore exciting.

SAND IN THE PLACE WHERE
"]u M‘E The maps could be a bit

more helpful 1oo, It would
be nice 1o have one which tells you how
things are going at each ‘seitch’ {the
Fremen's name for their setflements) at a
click too (though having said that, a
comparable ability does become available
when Paul gains his psychic powers)

The main problem, however, is that
the gama's all a bit leisurely, and you
rarely feel under any kind of prassura. The
plot developments are virtually handed to
you on a plate, and a lot of the characters
act as mare cyphers to push things along.
It would be much batter if there were a faw
mare options available to you. (Also, some

of the humour is pretty cringe-inducing —
baing told that ‘Jessica really does have
some amazing faculties,” is fairly typical -
but that's really a very minor point.)

When all's said and done though, |
enjoyed Dune a lot. As I've said, the
graphics are superb, with axcellantly
drawn characters, detailed backgrounds
and clearly laid-out control bars, The
animation sequences are also top notch —
some of the ormithopler flying sequences
could aimost be described as beautiful -
and the plot is fascinating. A very polished
game then, and one which should appeal
to fans of the book, graphic adventure
lowvers and general gamer's alike.

@& DAVE GOLDER

UPPERS It looks great,
@ the control system is

straightforward, the plot is
original (for an adventure game, thal
is — | know its been swiped from a
book, smart alec) and engrossing
and it features a digitised Francesca
Annis. (Are you sure that's really an
Iimportant plus peint? - Ed.)

DOWNERS Issuing

some of the commands

could be easier, while all the
seitches (‘towns’, remember?) you

visit look the same — which, besides
being confusing, is also downright

dull. Worst of all, though, thera's
never any real feeling of being
threatenad; it's all a bit too comfy
for, well, comfort.

THE BOTTOM LINE
Hot so much a simple adventure as a
sirategy game-cum-animated-book,
this should appeal to adventure fans
and gamers not usually into the
genre = and, indeed, non-game-
playing fans of the book - alike. |
enjoyed it — this is one of the few
games where you actually

find yourself caring about B ]
some of the characters!

HIaImod vOINY
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REVIEWS

T SPORTS BASEBALL

Cinemaware’s acclaimed TV Sports series returns, this time under the
Mindscape label. First up to bat (ahem) is this long-awaited baseball simulation.

Publisher: Mindscape
Price: £25.99
Authors: Cinemaware
Release: Out now

Imost a year ago, ABI Two
Baseball armived on the Amiga
scene 1o mixed reactions. It
wasn't that the game wasn'l up
to scrafch. Everyone agreed that it
covered the sport of baseball fairly
comprehensively and was on the whole
(ignoring a few gameplay niggles) a
thoroughly professional and well
produced package
The problem was with the sport itsalf.
Don't get me wrong, no one was of the
opinion that baseball was the pitiful C5 of
sports, but thera
was a sirong lide
of feeling that the
game simply isn'l
suited to a home
computer. The
people who felt
this most strongly
argued that the
thrill of baseball is in getting out in the
fresh air, having a slog with your males in
the summeartime and generally — well,
getting physical, Playing baseball on the
computer is like trying to fly a
computerised kite — a pale, shadow of the
real thing that totally misses the point of
daing it.

SWINGING SPORT OR BASE

HUHE? On the other hand though, there
« were those baseball
afficienados who waved two fingers at
such poncy theologists and tharoughly
enjoyed playing RBI Two Baseball on their
Amiga all the same. OK, so this is all
ancient history, but the anguments have
resurtaced with the emergence TV Sports
Baseball from Mindscape.

Mow it must be said at this point that
| find baseball great fun to play in the park,
but find the thowght of slugging out a long
season at home a lad daunting = and not
just & little boring. Sorry, bul there you go.

Having said thal, however, | was
pretty impressed with the range of options,
choices and decisions that you're given
harg, That they're o extensive isn't so
surprising, however, when you realise that
you're in fact lumbered with not only the
coach's job, but also those of batter,

“Only to be
recommended
fo the die
hard fan””’

The crowd are hushed
as the batter gives his
whole team a high
five, pats some chalk
dust on his hands,
swaps qum with the
stick boy, salutes his
mom, kisses the
sacred picture of
Abraham Lincoln,
jumps up, turns
around and then
discovers he's
wandered into a
mambe convention by
mistake. (Neil, you're
fired - £d.)

Hey, you don’t get rid
of me that casily. &
successful hit has
given the team a
chance to work their
way round the bases.
The batsman sprints
to first base, while the
previous guy starts to
make a desperate run
for the next one.

INN 1
oUT 1

auc HA
226 22

MILWAUKEE 00
MINNESDTA 00

%\g/

pitcher and fielder. In fact it would seem
that the only job you don't get to have a go
al is selling the hot dogs 1o the crowd at
halt time - sorry, in between each of the
nina innings.

So assuming all of us know roughly
whal baseball is all about, let's take a look
al what you aclually get 1o do under the
guises of your four different roles,

Well, firstly (as coach) you have to
decide what sort of game you're going fo
play. Set up a one-off tournament match

HOERREN

Thwack! Let's take a closer look at those
fluid batting graphics, why don’t we?

Greetings sports fans. You join us at the
Colosseum for some first rate baseball.



MINNESDTA
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He ran nimbly past first base and was just on his way to second when he realised that
he'd forgotten to Artex™ the shed. (What sort of caption is that, West? - £d.)

)

X

MITWODKEE (157
HMIMNNESDTA
RE TFWMERY

AULC
£ 14

- .
HA mElr N
10 44 X

One of the most obvious dangers inherent in a game of baseball is being hit by a hard
round object travelling at #0 mph. That, and this game's crap organ music, that is.
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heme run, and all their little men are legging i back to the team's dug out. Get me the
rule book right now! Oh yes, and a peanut butter and jelly sandwich while you're there.

or enter the league and win the
championships, it's up to you. Nothing too
taxing thera really

But as head coach it's also your job
to pick your team from the squad available
to you and then work out the batting and
pilching order, Each player has his own
stats evaluating skill, stamina and
particular abilities, and using these you
must select your ball-breaking team. Some
teams are beiter than others, but with 26
of them to chose from you should be able
ta pick a fairly uselul bunch of jocks.

Howewver good they are, though, players
tire quickly when playing, so the rigours of
tearm selection bodl down 1o striking &
balance between skill and stamina.

Into the game itself, and as soon as
play starts you skap on your cap and climb
the pitcher's mound with & hardball in your
hand. It's your aim to throw a fair ball past
the batter without him hitting it, and to do
that three times. There's only one fly in the
gintment - the computerised batsmen are
really quite good, dammit, Luckily, in two-
player mode the opposition is slightly less

T SPORTS

BASEBALL
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Clash of the titans? Mot! Minnesota might by the 1991 champions, but Milwaukee aren't
exactly going 1o oller a humungous challenge. Il you lose this, you're a real ‘chump'.

on the ball {my little joke there) and
pitching heroics are rather more likely. You
can throw fast balls, slow balls and bendy
balls - thay're all just a couple of button
faps away.

When (and | mean when, not if - at
least in the one player game) the batter
connects, you become the fielder nearest
the ball's estimated destination. A dot on
the pitch indicates where the ball will land,
and you must try and get thare belore the
ball does. If you're successiul, you'll make
the catch and the crowd will go wild. If the
ball hits the ground, howeaver, you must
pick it up and lob it to whichever base has
got a batler running to it. If the ball gets to
the basa bafore
the batter, he's out,

“Some think

Dear me, it's all gone horribly wrong.
Milwaukee are miles ahead and still that
old bag insists on playing duff Hammond
organ music. (Where's Val Deonican when

" you really need him?)

- superficial novelties maybe, but they
sure helped jolly
the game along. In

There's not much RBI Two Baseball
gkill involved, and the gameplay itsell
really everything's 'he g ame was also more
decided the - r - vaned, affering
sacond ball makes isn " S I.Ed 'ﬂ' meore hands-on
hits F7i excitement - it has
with bat. a com P“'E' to be sean as the
Eventually better of the pair.

{depending how good your pitching was) it
will be your tumn to bat. You swagger onlo
the diamond (in the guise of whoewver it
Was you chose 1o ba your opening
batsman) and attempt to slug each pitch
out of the ball park. You can bunt (tap) or
slug the ball, but getting used to the timing
Is difficult. The direction, height and
strength of the swipe is seemingly
complataly random, so really you've just
got 1o hope that your Amiga’s feeling
generous. Running between bases is
automaltic, but you can sneak bases.

And 50 it goas. After three batsmen
are out, it's time 10 pitch again. Then bat
again. Then pitch again. Then bat again,
Then — well, you get the piclura.

So what did | make of it all? Well, the
two player mode TV Sports Baseball is
lots of fun, in a beered-up, atter the pubs
shut, with your mates, kinda way.
However, the fact has to be faced that in
one player mode this game seroushy
drags. Monotonous is the word. Really.

So, back 1o the the argument at the
beginning of this review, and you could
quite: easily say that this duliness isn't
really the game's fault, more that of
computerised baseball as a whole. Or at
least, you could if it wasn't the case that
ABI Two Baseball offered slightly more
excitemeant, including comedy scoreboards
and natty jingles 1o accompany the action

Which all leaves TV Sports Basaball
a bit lost really. It's a competent but
ultimately tedious game that really can

only ba recommended 1o die hard baseball

nuts who fancy wallowing in a whole

season's worth of stats, player rosters and

limited action. In shor, baseball should be
confined to the park. There, I've said it.
® NEIL WEST

UPPERS Fairly competently
® put together, and, since

there really only are two
decent baseball games on the Amiga

(and this is one of them) you could
do a lot worse than buy this...

DOWMNERS However,
@ baseball can get very tedious

on the Amiga (especially in
one player mode) and, all told, chief

rival RBI Two Baseballis really the
batter game.

THE BOTTOM LINE
It's all very well put together — and all
very ledious after an hour or so. If
you're seriously into the sport and

have a like-minded huddy 52

Ba.sebdﬂ instead.
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Game: Ishar — Legend Of
The Fortress

Publisher: Silmarils
Price: £22.99

Authors: Michel Pernod &
Pascal Einsweiler
Release: Out now

T he forces of evil and darkness
never seem 1o sit shll for long
Last month we had a bunch of
merry adveniwrers slugging it out in 351's
Eye of the Beholder /I, while over in sunny
Trazere there was another ripping tussle
under way courtesy of Mindscape's
excellent Legend

Mow there's Ishar, which brings us
yet another chance 10 go a-wandering in a
land ridden with evil creatures, libarally
peppered with treasure and stufied to the
gunnels with RPG-style silly names, The
interface is in the EQTE mould; a first-
person perspective viewscreen, you have
1o click on arrows for movement, and sub-
screens are used for stats, inventories and
certain actions. It differs from EQTE in that
tha wilderness-based parts of the
adventura play a more significant role, and
ditfers from a good many other APGS in
that the firsl-person view is retained when
in the greal outdoors.

THE LOST GENERATION OF
HEHDES And so to the plol. A chap

called Krogh has built a
temple called Ishar in the land of Kendoria
and is intent on making life thoroughly
unpdeasant for all your Kendorian kinsiolk
It's your job to find the temple and have a
faw stiff words with Krogh — ar bash him
one if he's nol prepared to listen to reason,
There are several ways to win, mast of
which entail scooting about the country
trying to build your party up, equip them
with the huge variely of weaponry and
armour you'll find is available, and bump
up their magic-using capability wherever

ISHAR

The FRP bandwagnnfuﬂs:‘
inexorably-on, this néwest"
one offerifig Some laugh-a-

minute character

interaction...

piossible, more of which later

Character generation is very simple -
there isn't any. You start with a fighter
chappie and must recruit exira party
members as you go along. A tofal of 30
patential recruits -

labouring under the apprehension that all

good adventuring parfies come in fours,

It's a fairly fluid group of five too — you can

boot individual members out if you comea

across someona you fancy more (but see
‘Just one big

including rangers, i happy tamily’ box
paladins, monks, CHtIrlIl:i’El' below), and you
clerics, wizards and - can replace thosa
the like — are gE“E ration killed in action
dotted about the - Then we've got the
game world, so is VEI‘Y imeraction of party

there’s no shortage

ot choice, buee. SEMpPle = there
isn’t any”

are some added
complexities
For a start,
this RPG breaks with tradition and offers -
wait for it = five characters! Yes, five
Thal's four plus one for those of you

members o
consider. New
mambers must be
voted in, existing
members may
have arguments with each other, thera's
evan the potential for internecine
bloodietting if disagreements go oo far. As

JUST ONE BIG HAPPY FAMILY — NOT!

One of the most original things about Ishar is the way the party
members relate to each other. When recruiting, existing members
will vote on whether the newie should be allowed to join. Factors
such as race and alignment (good or evil) will sway them, so it's
not always a dead cert that your paladins will welcome the
psychotic orc you're keen to hang out with. You could find
yourself unable to recruit potentially useful characters.

hat's nol all though. Even if
I you do gel someone past the
eniry commities, often as nol
they'll behave like a schmuck.

One cantankerous dwarl, for
instance, will refuse peint blank 1o give
first aid to certain party members - if
this winds you up, you can always try
1o get him booted, though he may have
made other friends In the party who
will object.

Get him assassinated? You could
try that too, but his mates are unlikely
to take kindly 1o it, and you could

easily get embroiled in a lot of
pointless in-fighting. Similarly, other
new party members could easily prove
divisive in other ways - one female
you'll meet forms seemingly random
romantic attachmenis with members of
your party!

So what's the peint? Well, it's
kinda fun, and adds a dimension nol
normally seen in FRPs, but (more
impartantly) this is, | believe, the first
time a computer game has ever
managed to adequately capture the
sort of mindless hostility which so

SH1LLS

LUCKP1CHING
ORIENTATION
FIRBT AlD

1 HAND REAPUNE
Z HANDE KEAPONE
THROWING
SHOOT I NG
LANGURCGER

E
ARAMIR H HH‘H] AN

it you didn’t hawve engugh to do in getting
through the adveniure proper

Setting out, the first thing that hits
you i5 the graphics. The landscape is
glariously realistic, as is the effect of
distance - buildings show as hazy oullines
when thayre lan away, and are realised in
glorious detail clase up, Even the trees
grass and rivers look realistic, which all
adds to the game's atmosphare.
Unfortunately, the monsters leave a little 1o
be desired. They jerk towards you, a la
EOTE, and do the usual twa or threa
frame stutter-swipe swordplay that adds
50 little 1o combat encounters

Once you've hacked your way past
the inthal random monster encounter, and
picked up some gald to boot, it's fime to
pop inlo a few buildings at the first village
Here you can buy food and weapenry (if

Hew personalities bring new skills and personal foibles. It's called attitude, yhnow.

many paper-and-die role players
routinely engage in when there's a
dispute about the rules. (And il you've
ever played D&D, you'll know there

can be a lot of disputes about the
rules.) Anyway, if you think you might
enjoy that sort of bickering, you'll
probably quite like this.
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MAKING FRIENDS IS EASY...

T here are numerous encounters awaiting your
band of brave adventurers; some folk you'll
meet can be useful, while others lake an
immediate dislike to the concept of your continued
existence. It's usually fairly plain how an encounter
will turn ouwt - if a text box comes up, then you're
generally okay. , however, a red splodge with a
number in it appears over an adventurer’'s face, then
you're generally going to have to hack your way out.
Here're a few sights you'll come across in the game...

The first bod you'll encounter points you in the right
direction, but volunieers little else. You could try beating
information out of him, but that would be churlish.

Striding heroically across the weldt, we come upon a
village. Quick, let's hide behind that silver birch before
we're asked to register for the community charge....

Oh look, it's a dragon. And if I'm not very much mistaken,
he's taken to hanging out in a dungeon. There's
something very familiar about all this...

Here we see the natives engaged in a fascinating tribal
dance ritual. No, sorry, it's a bunch of orcs - and they
want to kill us! Some things never change, ¢h?

the strects intent on causing trouble, like this geezer
here, who'd sooner bop you one than stop for a chat.

you've got enowgh dosh), Qo o the tavern
to pick up useful gossip, recruit your first
party mamber, rain 10 up your strength

stop 1o chat, trada, fight or join your posse
Taking on a magic user (either cleric or
wizard) means gething to grips with spelis,

it doesn't quite draw youw in in
the same way. One
reason lor that is that

are usually done, though |
can't help thinking it'll
make as many

(rather expensive this one) and gat a hint and, as you'd expect, these increase in it's quite frustrating enemies as it earns
from a wise old man as to your next move powr and range as expenence points are  to begin with, as friends
Thera are many such encounters in accumulated and characters go upin the game gives

tha game, giving a certain linaarity to the
plot, but you could leasibly go meandearing
tor days in your own Sweel way

leved, There's also fhe facility to mix your
own potions, the ingredients for which

have 1o be bought at apothecaries along
the way. You can mix ingredients (eye of

you no clear ea
of your location
or how best fo
gel from Ao B. |

Briefly, then,
there’s enough
novelty and more
than enough daft
namas in hera fo

'ﬂ]“‘ll w.ﬁ w.ﬁ wﬂ wﬁ toad, brz!nn of rat and other delicacies) any  had to stari keep the RPG
& =t B old way if you're feeling particularly afresh several buff amused for a
WMI['EH Unfortunately, it's all loo adveniurous = they can have odd results | times after various fair while, and
easy 1o end up wandering you don't know whal you're doing — or, party-totalling some damn titanic

for days even if you do stick lo the
storyline — you've gol a map 1o refer to, but
it only shows coastlines, rivars and
bridges. It's at times like these you'll go to
the orientation function on the actions
méanu, but the
;'J.{I'-'ICE g Ven an
your whereabouts
here is pretty
vague. Also, the
concept of roads
seems to be lost on
the inhabitants of
Kendoria, so don't
be surprised to find
yoursel trudging

“Breals with
tradition and
offers - wait
for it - five
characters?!””

alternatively, you can look out for people
bearing specific recipes. Of course, you'll
need to find the magical mixing flask first
and there’s only ane in the game, so you'd
better keep your eyes peeled.

The way the magic
works is cerainky a
move in the right
dirgction,
combining the
standard rote of
pre-formulated
RPG spells with the
maore versatile
Legend-style ‘make
il up as you go

encounters, including
a run-in with an invisible
wood spirit = damn frustrating
getting killed by something you can

even see. (To be fair, there is a ‘halm of
clear seeing’ 10 help out with this particular
fo-co, but you've got to find it first.) Also, a
combination of the onentation-nobbling
first-person view, the lack of auto-mapping
and iha vagueness of the descriptions
gven of one’s location makes finding
anything in this game world some lask

VERILY THE EARTH SHALL
SHAKE What eise? Wel, the inciusion

encounters in the
temple of Ishar thal will
certainly slake the hack-'n'-
slash merchant's thirst for viflual
murder, but it's no world beater, Quite
framkly, thera've been an awful lot of
impessive RPGs this year, and while this
is a warthy addition, it's not an earth
shaking one.
® KARL FOSTER

UPPERS Great graphics
@ and neat sound effects make

this huge game world an
atmospheric experience. Many

about for ages along' approach, of character interaction is good thoughtful and original touches set B
whan looking for the elusive bridges tha thaugh it shill doesn't match the sheer = yOu can even visit a psychiatrist for an it apart from the rest of the RPG field =
pravide the only means of gelting on in spelicasting fun of Legend assessment of the party’s karma! - but it's =and it's certainly a long way from [.-'1
the warld. Im all, then, what we've got here is a tricky keeping members alive for long the same company’s earlier Crystals >
That said, however, there is a fair game that could probably run a close race enough to build up any kind of meaningful Of Arborea, which it In many ways

amount to do. As your parly progresses, it with EQTE - the graphics are betler and relationship. This is an interesting and closely resembles, 3
encounters vanous folk who will aither the party make-up is more malleable - bul  unexpected variation on the way things s
DOWMERS It's tough to m
get going and far too easy b

to get lost. You can end up
stumbling around for a long time .
before getting into the real meat of c
the action. r
<
THE BOTTOM LINE -
Good enough considering the o~
competition, but it could have E

Pop into the pub and you can catch up on gossip, have a kip, get
some trough in or find & new party member. Handy, ¢h?

Ah, ye olde shoppe. Here you can kit up with potion ingredients,
food, weapons and the like. Of course, it all costs money...

surged ahead with just a
little more user-
friendliness.
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MYTH

Game: Myth

Publisher: System 3
Price: £25 99

Authors: Dave Colclough
(code), Robin Levy
(visuals), Richard Joseph &
Phil Thornton (sound)
Other details: Three
disks, one meg only
Release: Out now

ystem 3 are a funny bunch, Mol in
a laughably defarm
Way yoL y
ar Mo themselves
madus operandi. The sad thing is that this
15 cbviously 8 publishar that cares about
providing value for monay and he
pood products oul thera, yel wl
having real rouble providing the
The sfory can be tokd fairly simply

Old C64 fans will remember when System
erg recognised as ona of the lop

5. with games like the original
ima and K+ scorng in the n
everywhere = a remarkable record, bul
Quile 50 surpnsing when you

1 banana-like

dl because

of their pec

125

lalent behind the games

ich luminanes as Me C (ol

rai fame) and Archer Maclean

At the very end of the Greek period you get to shoot it out with this dirty great fire-spitting Hydra. The head of Medusa, which you
should have picked up just a minute or two ago, comes in wery handy at this point. Indeed, it's the only way you're going to kil it

surprisingly tricky o

AUMEarous fase

MLAME PIOGrar since moved
o lo replace
perhaps the games they've done have
remained loo 8-bit in syl
Whatever the p
miga qar

this, System 3

pens, the company has scrapped three
versions 50 far, apparently due 1o thedr

poor gualty, and have decided 1o g
this fourth atternpt. It's not a bad game

ndeed tere’ oo b HEFE’s @ game that’s been under way almost as long as Epic,

ght

pul things right, ane spread acrass faur floating ledge to another and fighting and precision jumpéing
y've still 1o hit the fim an Ancient Greek different types and sizes of mythological Then there’s the fifth and final shoot-
« that's a shama, | a Lelc and an beasts ac ava-strewn, hell-style em-up saction. I1's action all the way here
each presenlad as part of a backdrop, Level Two, on the other hand, is a5 - sel against a backdrop of stars - you
sl the opposite o are no hawve 1o blast fixed attack patterns of

il you inon fhe game styles: run n’ jump remp, shoot-'em platiorms, and the emphasis is on o Dameron's creatures before taking him (or
Fans of the (quite spectacular) 8-  up, beat-'em-up and arcade adveniure sel in a spooky Celtic forest ity on directly '
sions of the game from a couple of Each mythalogical period, or | 5 split The third stage, in which you And that's it. One of the biggest
years ago will be familiar with the basics of  inlo three sections, while an extra fitth eventually get 1o fight the Norse gods Thor changes 1o the game since the B-bit
1. though a few things have changed since  stage forms the eventual two-part and Odin, consists mainly of leaping griginals - and one of the things that
than, As with 1 showdown with Dameron, sat somewhere argund and hacking, while the fourth one seems o have been modif E"d.;\'l'] aach
Damearg in e tim vaid selin Egypt (and ch (now scrapped) varsion System 3 have pul

nes, The
a Morse
yphian one

i, lels lake ths three-disk. five

mixture of four basic i

Gods from various ancient religions o So ho evels work? Well, labyrinthine pyra together — is in 1he main character
future of the human race |5 at slake [of first up 15 the Greek one, which amounis of mapping ving of logic Crriginally, he was a Michael J Fox
course), which forces you on a missian 10 concenfirales on your jumping from ong problems, and a 1 amount of combat nan, in jeans and frainers, some

e &

Here we are in Hades: the first section of level one, a To the far right of this section there's a giant death- The skeleton falls into the raging pit of fire below. By
multi-directional scrolling cavern full of hellish dealing Chimera to kill - but you need more than a decapitating another sheleton and ensuring that its head
creatures. Our hero takes on sword-wielding sheletons sword to do it. The first step is to cut down this hanging bounces into the pit, too, this huge devil figure rises
(collect a sword off one of them) amongst others. sheleton, like so... frem the flames and releases a flying demon.




MYTH GAME REVIEWS

THOSE WHO LIVE BY THE SWORD...

T he Status Panel al the top of the screen shows not only your score and
lives, but also which objects you currently hold, represented by the three
icons in the centre. Briefly then, this is the sort of thing you can expect. easties, nasties and monsters parade all over the ship in Myth. If it isn't
Bum legion of the undead trying to put paid lo your heroics, then it's a
winged dragon hurling balls of nastiness at you. Like these guys...

D00EE080

s

Ower to the

left here is the right

the icon 1o here you

punch and can see the
fircballs.

That's ane in the eye
of this spawn of helll

finally here. This is the fourth version of Myth - but have they at last got it right?

dragged into saving the warld daing 50 you'll probably find yourself dying  sound in Myth, and to be tar it shows.
Then he was a squat, rather avil- many, many times, and we all know how Almost every action or evenl has a UPPERS Novel - and
poking console game-type. MNow frustrating that can be., suitable sampled sound, and most of them occasionally playable -
he's mutated again. into a slimmer The problem is given further are a pleasure to hear. There's always blend of game styles: beat-

N
L
Ll
8
gy  taller barbarian warrior, modelied emphasis by the sizes of the levels - all some background noize for atmosphere — ‘em-up, shoot-"em-up, run'n'jump
L fosome extent, it would appear fairly small - 20 a good deal of your take the roaring flames and screams of and arcade adventure, presented
an 2000AD's character Slaine playing time is likely to be spent mucking tarmented souls in Hades (which grow with some sporadically beautiful
@ One thing that hasn't changed,  around with the three or so main puzzles louder as you get near) for instance, or the graphics. Control of the hero is
_-E though, is System 3's basic way of  you'll find per load. It all makes the game thunderstorm in the Celtic forest. There's intuitive and easy to handle - and
== structuring a game. Al first glance expenence a little too linear for my liking some speech too, and that works the limited edition version comes
=t uou'd probably say the company iz there's little of the flexibility needed to well enough with a free full-colour comic book!
g attempting to shake off its Last keap your on-going interest high. Once Then there are the visuals. The main
wmmy  Minja image with this game, and you've finished the game there seems iflle  character alone has 175 frames of DOWNERS The main
= cartainly — it looks quite different paint in playing it through again animation, used to show him running and @ character's many animation
; However, look beneath the surface jumping and fighting (often while carrying frames mean that his
©  and you'll see the structure is more an object al the same lime). It looks nice movement is sometimes too
£ orless the zame GM'IE '.um[: H“lHIHG |H though | can't help fealing we'd be batter sluggish for comfort. There's
e In all but the last load the So where does that leave us?  off without a few of the poses and with a actually not a great deal to do either
= action is punctuated by a series of ﬁcl‘lﬂ" Well, with a disappainting bit mare effort spent on making him move - the levels are fairly small, the
8B arcace adventure-style puzzles to game, and one whare the whole fends to faster, and in less of a stop-start fashion ‘puzzies’ sometimes annoying, and
solve. Hera's one: how do you be less than the sum of its parts. In many too. Seeing our hero's arms pull back in the game structure really rather old-
pass the big monster at the end of the first  ways Myth is 100 ambitious for its own preparation for a punch, or seeming 1o fashioned In feel.
evel Hades? Look at good, falling between make a real effort to jump and land, is all
the: picture caplions for "AII not two, not three, but very well, but gets frustrating when he THE BDTTDH LINE
some heavy clues as to [ - | four ditferent stools, In should simply be running faster System 3 certainly get an ‘A’ for

the answer, and while - shorl, Ihere are oo I's & nice looking game then, and effort. Myth is a well-researched and,
you're doing so ll"le 'oﬂ many different bits fo i, one which seems io have garmered rave by and large, lively project with high-
consider this - is this each oneis lop shortlo reviews elsewhere, but | can't help feeling spots of gloss and variety.

really a logic problem al li near 'nr really grab the interest, i's all a bit of a - and sormy about this - Unfortunately it lacks real depth.

all, or merely a question gy and the overly linear mylhed opportunity. We're not going to be Look out for the sequel, Dawn Of
oftrialand errar? The MY Iik i“g puzzle solving game looking back on this as a classic a year on Steel (System 3 isn’l sure when that
solutions are usually 50 style maans it's a game from now, and considening the high largets will happen, as it's still al the

unobvious = much ke those (eveniually) you'll anly want 1o play through once. W'sa  System 3 are (quite nghtly) setting storyboard stage) and
found in the Ninja series - that you're shame, considering how many good things  themselves, it has 1o be seen as some sor remember, you'll need one P
mare likely to stumble across them there are in Myth. Like these, for instance: o failure. An okay buy, but litle more megabyte or more of RAM. E
accidentalty than really wark them aut. In For a start, there's over 700K of ®GARY PENN o
B
o
o
=z
m
I
e
c
r
-
o
- a " " - L= - w
o o TR IEE, 24, 5
In this scene from the Egyptian era, our here has made Chopping off the soldiers heads isn't just terrific fun - This here fire-breathing dragon - name of Nidhog - who
his way into a pyramid to do battle with the living, the you also get more points than if you'd just stabbed them you find at the end of the Norse period initially seems to
undead and plenty of tricky traps (such as vicious spikes to death. This horizontally scrolling section is the second be invincible, but he does have a weak spot. The trick,
popping unexpectedly up from the floor). one you'll find in the Greek era. you see, is in finding out where it is...
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Game: Hostile Breed
Publisher: Palace

Price: £25.99

Authors: Rob Stevens
(programming & design), Jo
Walker (graphics & design)
Other details: One meg
recommended

Release: Out now

hi, the joys of bugs. Not those of
A the programming variety. Oh no,

I'm talking about the kind which
have mare than their fare share of legs,
eyes, and wings. The kind which flap
around, wait until you're asleep, crawl up
your nostrits, and lay eggs in your brain.
You know.

Hostile Breed certainly has bugs in,
lois of them, and they do some rather
nastier things than that too. The plot is
your usual Doclor Who scenarno — we've
got an eight-spoked research base located
on the mysterious planel Genario, we've
gat a team of scientisis happily ensconced
inside, and we've got several thousand
big-mechancid superbugs and horror-
weeds lounging arcund outside, cursing
their lack of welding equipment, and just
waiting for their big break

Said break comes with a handy
dandy earthquake which smashes the
research station's ouler defenses 1o
smitheraens. Soon all eight spokes are
owverrun, with only the central control room,
located at the hub, remaining bug-free. Bul
the crealures are advancing down all eight
cormidars, and time is running oul

If you were one of those stientists,
what would you do in this situation? That's
right, ane of you would get aboard the last
remaining spacecrat left in dock, cockily
anmounce to the rest of the crew that they
should “Smoke me a kipper, I'll be back for
breakfast’, and jet off anound the eight
spokes, blasting the scummy space bugs.
(Oheay, okay, so | made the kippers bit up,

HOSTILE BREED

Deep in the Genarlo system it's just
another day at the research lab...

~-until an carthquake cracks the lab
shell, that is. Your defences are down...

.and it's only a matter of time before the
hostile aliens infilirate the complex.

Is Palace’s bug-fest a new kind of blaster, or just too clever

but you get the gist.)
So that's the customary silly (though
for once, actually refavant) plot over with —
now onto game machanics. It's interesting
to nofe thal programmer Rob Stevens
original ingpiration for this was Defendar.
Armed with the idea of updating he
Williams classic, his first (and arguably
mast imporiant) task was to create the
hundreds of different
alien types needed
each af which follows
astoundingly realistic
behavioural patterns
Larvaa hatch, fiy off

“A do-
everythig-

Achieve this and a piece of cango
could be the prize, This could be some
sort of extra armanent (maybe napalm
bombs, missiles and the like) or upgrades
for the contrel centre (which I'll come back
to in a moment). While they may not be
lewvels exactly, each of the eight spokes
has its own individual look, and (just for
added fun) i's own breeds of aggressar
And of course,
because they're
spokes, if any
particular lot proves
foo tough to you, you
can always turn

and lay eggs, the eggs alt-once around and fly back
hatch, and so the cycle 7 dawn the cormdar
continues, inexcrably :n“EP' towards the control

(I bove that word)
getting choser and closer to the control
centre, Even the alien plants (incleding
hero — as opposed 1o fly - traps) follow a
logical growih and reproduction model,
and it all serves to complicate the game
beyond the cbvious shoot-"em-up basis.
Im play then, it operates on several
levels, First is tha blaster - it's possible to
venture dawn any of the eight space
station spokes, blasting all and sundry,
while stopping off at the landing pads
littered around the cormidors. Landing on
one of these brings up a sub-game
however = complication number one =
whera a security lock must be re-aligned,

centre again

It's here, back at base, we come across
complications number two to 259, You
sag, in addition o jefting around and
blasting stuff, the player must also control
the reactor, the remaining robot production
ling, and the weapons systems. There are
computer terminals ttered around the
place which can give you quite a lof of
heldplul information too, but that's already
quite encugh to warry about for the first
fime player.

I guess at thas point it's about time for
a few quick words on robot
manufacturing. The first {and most
assential) robots will palch up holes in the

cormidar walls (thus preventing any mode
aliens invading, thowgh the existing cnes
will, of course, continue lo breed), while

ather, hardly less essential types, repair

wiring, landing pads (and other structural
damage) and the rail system,

Thi weapons screen gives conirol of
all aulo-defences in each cormdor (which
unfortunately consume power faster than a
two bar eleciric fire) and access to the
cannon (heh heh). Requiring hal the
batiery charge (otherwise your reactor
goes critical), the cannon can be direcied
down any cormidor and will blast the front
line of aliens, giving you just that little: bit
extra fime 1o play with.

So what do | make of 17 Well, okay,
it sounds like an impossioly complax
hybrid of game styles, bul surprisingly
encugh, | found the constant 1o-ing and
fre-ing the most enjoyable aspect of the
game (once |'d worked out what the hell |
was doing). My main criticisms actually lie
with the shoot-'em-up side of things. The
player's craft is too large and sluggish, the
playing area oo small and the speed of
the bugs makes flying around a bit of a
pain. I's incredibly hard to avod crashing
into the bugs half the time, while far a
game based on Defender, Hostile Breed
lacks fluid craft control. An agile, slightly
inertia-prone litthe space-ship would have
worked a treal, but instead we get a
leviathan of a thing which trundles around

HOSTILE

A COMPLEX COMPLEX

aking a quick stroll round the

mast important bits of the

control centre, it's obvious
that there’s a lot to be taken care of
(usually all at the same time). On the
right there you can see the main
reactor. Dangerous stuff.

Naxt along, we come to the robot
production line. Provided with encugh
energy (courtesy of the main reactor), it
will churn out litthe drodds until the end
of time. Of course, it's not the fastest
production line in the world, and the
demand usually outstrips supply by
tenfold, but you can't have everything.

am. STARTIEn




HOSTILE BREED GAME REVIEWS
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for its own good?

(thank goodass they included the speed
raill) picking off the bad guys in a we find a droid
ponderous, unenthusiastic kind of way. patching up the

However, when | say that the wall. There's still a
complications make the game, that's not to huge tear over to the
imply that they're all a good thing. The right though.

terminals are uselul, for instance,
but | can't see 100 many people
bothering with them, while the
inclusion of landing pad and
electricity cable-eafing bugs (and
robats 1o repair them) is perhaps
taking things just a bit far. The fact
remains thowgh, i's the tight-and-
flight stuff which lets the side down,

RN s LT AdA A T AT T
o=l oy ]

In the end then, this is somathing of Lavae litter the floor of P Spohe Three (above) was obviously
a damn fine game — and a very addictive Spoke Sk, and nasties e ; o ence a hydroponics area, full of
one = if flawed. Cerlainly, the core of the are beginning to earth plants - but now it's
thing is fabulous (the do-everything-at- gather on the rail. ower-run by hostile alien

once concepl recalls the Spectrum Blast ‘em before trees and other viclous
classics Worse Things Happen Al Seaand  do amy \ nasties. Blast 'em —
Psytron), whale the graphecs are damage. all of "em.

wonderfully atmospheric (full marks oo lor
the intre and end seguences) and the
sound surprisingly effective. And it makes
such a refreshing change to play an action
game which actually requires a modicum
of intelligence. It's just that | lesl a litte
more attenton should have been given 48
to the arcade side of things. As it stands,
Hostile Breed is a ‘buy on the proviso that
you want an utterly complex hybrid kind Five - and our player about
of affair. Okay? to hit the ground in a great
® MARK RAMSHAW ) big ball of flame.

Owver o the right
there we can sec Spoke

UPPERS Luvverly
@ graphics, an entertaining

mix of game styles, unusual
do-everything-at-once concept, and
the most complex and fascinating
bad guys around. You tell me
another game where the nasties
breed and evolve...

DOWNERS The shool-
@ "em-up element doesn't

work as well as it should,
and there's no doubt that some will

be overwhelmed by the whole thing.
Half meg owners will find the disk
swapping a bind.

THE BOTTOM LINE
Brave, different, and mostly
successful altempt to add
intelligence to the shoot-"em-up.
Ironic, then, that it's the shoot-"em-
up bit that lets the side down,
preventing the game from

being a 90 percenter. 82
Which is why it gets...

The fish-likke object pictured

leht is actually the player's Reaching an active landing pad brings up this
craft. This screen gives acceses  wonderfully devious little sub-game. Two bars are
to all the various weapons and  highlighted, and as one is raised the other will
power-ups collected from lewer. The important thing is to get all the gaps
landing pads. [Quite why the lined up in the middie before the time limit runs
space ship looks completely out. A lock will then slide from left to right, and i it
different in the main arcade shides all the way, the cargo can be Laken.

bit, I've no idea.)
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The Brits hit back, with an adventure which promises to beat

Game: Lure Of The
Temptress

Publisher: Virgin Games
Price: £30.99

Author: Revolution
Release: July

ieam

Qasea

have come
L ane of the finest
adventure games yet, proving
that not all ‘g’ adventure relaases come
from the other side of tha A

aRKe

.l.- 2
dane

ressis a

15 Ameancan-
COMINg &cross as a sort
a's Ki ng's Questand

a Canral af Lk
g Secrel of Monkey

~asfilm'a Th
A 5 Th

LURE OF THE TEMPTRESS

can countarpan?
are Diermod
finds himself

2vil Selena, the

1-EL_|- '\Jr" i
Tamptrass fram which the game takas its
name. She's taken over
& with her hordes of creepy
meathead mutants, the Skord, and to star

her, You

with you're in no position o s

e "I tha ach

, you

Here's that lovely sequence with the
wasps, your first sight of the town.

who's been imprisoned by the
asty Skor

Tl‘s- essance of Templrass is
115 charactar interaction. Indeed
Temptress has & lol mare of this
than Monkey Island 2, and this is
the essantial difference betwaen
the two games, You'll find well over
25 different characters hare = al
acting individually. They go about
theer daily e in the quaint, cobbled
gets of the town, chatting
whenever they pleasa = you might
be in a pub having a word with the
blacksmith, when an old woaman
walks up io the bar and has a
conversation with the barmaid
about her noisy neighbours
for instance

Of course, all this talking

“A stylish
game that
shows
loads of
potential”

proves incredibly
succeed in this game you must
consult and chat with every
character possible, And when | say
every character, | mean every
character — right at the beginning
you'll come across a bloke called
Wulfe, anaother prisoner, hanging in
shackles from the dungeon wal
He's dy '1(_; But in E."I:C"a"lljt" fora
drink he tells you some imporant
nio o get you starled on your
quest. Here, too, you'll find the serf
joker, Ratpouch, who an release
from a torure rack becomes your
oyal and faithful servant

Okay, 50 now that you're at
east a little bit familiar with the
game’s scenario, let's talk about it's
mechanics. Much of the gameplay
sea, deap inside the (il:"ll'_;Ei'_,-!‘-.'-j and tarfure i5s based on quest 3"‘.|r':_i other characters,
chambears af tha avil lemme's pad. Your as | said, which 15 ach |.=-.--=~;_: by first finding
first 1ask, then, is obviously lo escape to someona 1o '; the mouse

the town, whare you can start to do soma o click on that character, This brings up 2

wsaiul. 1o

Lucasfilm at their own game, and leave Sierra games standing.

talk 1o, then us

= |r

good, the ultimate aim of the game being menu of passible lines to opan up the
o dethrone the evil temptress and rescue comversation. You can choose between

an innocent young gid called Goewin, Ask, Tell, Bribe, or Talk To calegories from

L
=

e >
L gg .

o
PP
N T RS

You can just feel that olde worlde charm, can’t you? Here's one of the pubs with our
hera, his sidekick and a stranger waiting around on the cobbles for opening time.



Wl
Find the Blkesnithe
Tall him § st o™

Give Wulfe a drink and he'll tell you where to go once
you're free. He also knows of a secrel escape passage...

u construct a

{ complicaled

. in many ways
woll wor

2 It-0f Ihe-ordinany
For example, you can ask

y in one of the bars

Iif you've got time, have a laugh watching the Skorl pacing up and
down, cursing you for locking him up in the cell. What a thicky!

"1 avs Luthern the
—— Blacksmith “What do
il wATET"

Fimally you find the blacksmith, who Wulle
told you about. Use the TalkTo option...

The dank cell where you begin the game. Hmm, don't
wanna stay here all the time, 30 how do we get out?

chee rasponse
you'll get is a fairky
standard one that
you'll haar a few
meas in he l':]i-'i""E
the fact that you're
allowed
the first place helps
build a sense of
reality bayond the sort of interactive
storybook effect you somelimes get from
Lucasfilm releases. The trade off is that
the jokas aren’t as sharp or as well
orchestraled as in Monkey 2 - you do gel
the odd bit of funny stuff, but it won't be
leng belore the same pun is repeated
Another feature
that makes
Tamptrass feal
mare varsatile
than aithar
Sierra's King's
Quesf or Monkey
Island 2 is the
command option
This is brought up
via the game
menus and not
anly proves very
usaful, it also
allows you to set
up a few laughs
Far instance
nerg was much
guffawing in the
AMIGA POWER
offica when | senl

“whtre WwAE Goewin
last sean?”

.and he'll tell you about Goewin and
where to find her and her herbs.

Easy, innit? Just set fire te your straw bed. Then run out
the cell door when the meathead Skorl guard walks in.

Free Ratpouch from the rack using the knife. You need
him to find the secret passage behind the prison wall.

“The essence
of Tempftress
is character
inferaction”

LURE OF THE TEMPTRESS

Ratpouch to the
par. He makes a
real twit of himsalf
ardering the beears
you S8e —walcn
him get lumead
down far looking
underage, then
evaentually get
sarved with a shandy

Itisn't all funny stufl, however = in
the later stages of the game the command
facility becomes very impartani, when
giving the correct order can be a matter of
ife or death. Your use of commands
provides the backbone of this game - it's
a very effective feature, one that Siera
and Lucasthilm would do well io pick up on

Lure OF The Templress doesn't fal
down in providing atmosphere either - it
shares with Monkey lsland 2 the fact that
it's got bags of the stuff. Indeed, with its
quaint olde worlde pubs, coitages and
cobbled streets all enclosed by a lowering
city wall, Templrass’ scenery is perhaps
more believable (at least 1o a UK
audience) than many we've seen - it
brings to mind the historical streets and
olde worlde feel of York. Might it be that
the Hull-based 1eam behind the game
were inspired by their neighbouring
minster city?

Thi great area where Templrass
scofe over most rivals, though — and
especially the otherwise-very-impressive
Monkey Island 2 = is in 15 user
fnendliness, The minimal disk swapping of
Tempiress comes as an incredible reliaf
after the 11 disk nightmare of Monkey 2
Though you'd ideally have a second disk
drive to get the most fun out of this -
Tempiress does test your patience with its
disk accessing on single drive Amigas -
this is by no means the nightmara it coubd
have been

This is & great game, then
Amazingly. |ve got this far inta the review
without really mentioning the graphics yet
- there was s0 much to say = s0 I'll make
amends now. Visually Templress is
gorgecus — in my book its animation and

Mow, close the cell door and lock it. You're sure to have
no more hassle from that ugly mutant guard. Ha!

You haven't got the energy to rémove those loose bricks
in the prison wall, so tell Ratpouch to do it.

graphics are just as good, if not batter
than, those in Mankay Island 2. (A good
example is the animated wasp sequence
when you reach town from the secret
passaga - it's lovely. )

So where does that leave us? Well,
with is a very big game, full of scope, and
packed with plenty 1o keap the avid
adventurer cantent. On their first attemnpt,
Rewvolution have come up with an
adventure game to knock the stuffing out

of recent Sierra efforts, and 1o go head-to-

nead with its Lucasfilm peers. It's a quite
remarkable achievamant.
& MATTHEW SQUIRES

UPPERS A stylish game
@ that shows loads of

potential. Mouthwatering
graphics and animation surround an
expertly written adventure. The great
attention to detail prevails
throughout the game, while the
character interaction and dialogue
system is a winner.

DOWMNERS There is very

little wrong with Tempiress

to put your finger on, to be
honest. If | had to find fault anywhere
it would be the loading, which can be
tedious tedious (with loading

between every location) when you're
running it from the one disk drive.

THE BOTTOM LINE

This game may not bé as big as
Monkey Isiand 2. but it's seven quid
cheaper and has a hell of lot fewer
disks. It doesn't contain as much
humour as Monkey [sfand 2, but if
you prefer the slightly more serious
approach lo adventures (as | do)
you'll love it. If you're serious about
adventure games — even if you're a
devoled Monkey-ite - do yourself a
favour and check

Tempiress oul. You won't Ba E
be disappointed. =

REVIEWS
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Game: Risky Woods
Publisher: Electronic Arts
Price: £25.99

Authors: Ricardo Puerto
{code) and Raul Lopez
(graphics) at Zeus Software
far Dinamic

Release: Out now

RISKY WooOoDs

WOODS

With Risky Woods, even Electronic Arts are muscling in on the console-style beat-

Stunning stuff: this monk whizzes into the
shky after you've released him from stone.

e
stage g2 I't'!’qiLI/'

o

In level three you meet the first of the
gquardian beasties: in this case it's Labrus.

- S Try-

Young Rohan finally makes it to one of the ‘eye tolls' on stage two - but, as you can see
al the bottom of the screen, there's still one stone-capsuled monk to release yel.

After buying a lab throwing ane at the
shop, watch the gore as it rips into the
various demons’ mutant flesh,

In stage nine you'll really need that axe to

slice up this beastly dragon - he suffers
from a very bad case of hell halitosis!

| HEHES

together. Somewhere in Europea in the
not too distant past, a Spanish
development team (for Zeus Software,
who originally developed this for Madrid
based Dinamic, are Spanish) decided o
sit down over a meal to discuss this brand
new game they were putting together. But
gh no! - they decided lo Iry this new
restaurant in town, a sushi bar, and
somehow the Japanese influence got
ledged in their minds, and grew and grew
They must have been back 1o that
old sushi bar quite a few times during
development oo, for the over-hard-yel -
graphically-impressive style of game that
Spanish developers used to specialise in
remember Dinamic's older stuff, Bke Army
Moves, Navy Moves and
After The War?) has
been all but dropped in
favour of one of those
wannabe Mega Drive
games that seem to be
all the rage af the
moment. Thera's lots of
vary similar competition
argund at the moment,
50 what chance does Risky Woods sland?
Well, for a start it's go just about all
the: standard features of the genre. I's got
pretty, big-eyed graphics, crowd pleasing
parallax scrofling, lots of collectables, and
bég end-of-level baddies, all wrapped up
behind a suitably odd (and rather silly)
name. Because it's such a typical consobe
style game, there are half a dozen olhes
recent releases we could legitimately
compare it too, bul I've picked Psygnosis
recen! Leander - the currant AMIGA
POWER benchmark for ‘this sort of thing”.

THAT GAME MAP IN FULL!

I can just imagine how this one came

look

Here is the Lost Land, but where are il
risky woods? Looks like our pint sizg
samurai, Rohan, has hiz work col oul: 4

i ]

“"Great to

On initial impressions thera's not
really much 1o chose between the two
games. Both of them have a very slick
feed, with smooth scralling and big sprites

at first it all comes down to which
graphics style you prefer. In the interests
of creating a bit of tension, I'm not gaing to
tell you if things change after you've
played both games for a while = nat just
yet anyway. Instead let's take a closer look
at the ins and outs of the game they're all
calling Risky Woods.

The story of Risky Woods (| keep
wanting to write ‘Wisky Woods') takes
place in a Japan-esque ‘Lost Land' ina
fime when an order of monks guarded the
place. Or, at least, they wsed to guard it -
until a wicked demaon character called
Draxos came along and
turned them all 1o stone
Evil has taken over
pretly much, then, with
ViCious crealures
everywhere, and rotting

“*---

gﬂﬂ'd Shﬂl"'- amimated skeletons
term fun”’

roaming the woods
making them rather
(ahem) ‘risky’. The
kingdom is not safe until you, in the guise
of a young warrior called Rehan, arrive on
the sceng.

Right, 50, as you may have guessed
by now, it's up 1o you 1o enter the Risky
Woods, free the monks from Draxos
sloney spells and send the evil tyrant back
1o hell (or wherever it was he came from).
It's the classic Japanesa fairvale, if you
like, where the young samurai-type comes
alang, helps out the wise men, and
banishes avil.

The game is built up of 12 stages -

AN

-2
' R

)’;{ BB e
Tw

PN T



SHOP'N'DROP

he toughest parts of
the game to deal with
are the guardian

maonsiers. Luckily, they all
get inroduced by the game,
s0 you know exactly what
you're facing....

First, spend all those coins
you've picked up from the
carcasses of dead demens on
groovy new weapons. Mow
check out your next guardian
monster. This is Labrus - he's
not that strong, as you can see

'em-up, with this lush looking epic - from Spain of all places!

!
:
!
F
i

iR § . Ta |

Use chains to pummal those flying demons
= and don't forget the treasure!

with a more or less continuous flow of avi
demons in all shapes and sizes out 1o stop
you, and a big end-of-zone guardian
cropping up every few levels. You're given
three lives to halp you out — but keep an
ey an the time limit for each level, and
the sel number of monks you must free on
each one, Throughout the game, enamy
demans drop coins when you kill them
these you can use 1o buy weapons,
strength and extra lives at the shop, which
you'll find at the end of each stage

Other important items to look out for
are the halves of ‘eye keys’ that
cccasionally crop up, guarded by jealous
guardian demans. Kill the guardians, then
put the two pieces logether to form the
completed eye key = you can now use
these at ‘eye 1ol gates’, which control
entry through each stage. You'd better
make sure you collect all the eye halves
you find as you come fo them 100 — theyre
the only way off a level, and (unlike in
Leander) there’s no going back more than
a couple of screans to collect stuff you
missed. Another thing to be an the look
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Finally, the most dastardly demon of them
all. He's tough, he's foul, he's Draxos.

oul for treasure chests. Open them wp
wheraver they appear — they throw out all
sons of goodies. but be careful not to pick
up cerlain ilems which can hinder as well
as help you!

As the game advances, the terrain
and obstacles in your way get mare
difficult to deal with, Take, for example, the
narrow stepping posts you must jump
across at ihe end of the first stage. A giant
blade rears up between them to make life
even more difficult for you, while demons
fly in from edther side. And individual
obstackes can get tougher than that tog...!

The only other major game elements
to deal with are the guardian monsters
which live in caves between sach zone
Their strength gets greater the further into
the game you gel, 50 make sure you
increase the power of your weapanry at
the: shop. (You're unlikely to get very far if
you don't.) You'll find the shop very easy
to use, simply by selecting the
appropriate icons

And that, in a nutshell, is the game.
50 how does it shape up against all tha

Rohan shows us just how those ‘eye tolls”
waork, throwing hiz ‘eye hey' up in the air,
while pulling a very odd face.

LT
Vb

RISKY WWooDS

from his strength bar, 50 a
boomerang will probably do
the job nicely.

Once you've selected the

contidering whether you're
going to need any extra
energy. You can buy that here
too, a must for later stages in
the game where the monsters
are a lot stronger.

Everything iz
marked out on the screen for
you. The sandglass represents
the time you've got to
complete zach stage. Rohan's
animated lace shows how well
you're dotng.

b=

other consola-inspired platiormers,
particularly (if you remember that far back)
Leander? Well, on its own teérms you cant
deny it's lats of fun — so much so that
you're likely ta bash through it in a few
days, not so much because i's particularty
small, but simply because you'll be going
at it so much

That said though, there are a few
specific and important niggles. The
controls, while okay, are still a fair way
from spot on — our hero is rather mare
pledding than | would like (though not as
bad as the bloke in Gods, thank
goodness) while his jumping ability
somehimes feels pathelically weedy. | wish
you were given a bit more freedom of
mavement too — the very best platform
games are less lingar than this, and
particularly when success depends so
much upon collecting the eye kays you'd
think being able to search behind you
would be essential

Still, it's not a bad buy at all, | found
the first seven levels absorbing and
entartaining, the hectic sound effects,
frenzied animation, and pretty graphics
making for an almospheric expenence
That said, the later stages — when you
realisa that really nothing changes from
level to level, save lor the graphics - begin
to get a bit dull (a problem alse suffered by
Leandar, if we're being fair), Great o look
at, then, and good short term fun, and
while it's probably an a par with Leander et
al, it's certainly no better than them, Our
favourite ol the type remains First Samuwral
(where you get a lot mare freedaom of
movement) but you could do a lot worse
than this
® MATTHEW SQUIRES

Owr victorious hero raises his fist in the
air. “"Phew!”, he says “I'm glad that's over.
Can | have a new pair of trousers now?"

appropriate weapon, it's worth

RISKY POWER-UPS

UPPERS Tasty elements
@ of the very best console-

esque platform action are
abundant in Risky Woods. The
graphics, animation and sound are
presented fairly expertly too, while a
couple of interesting touches (the
‘bad’ power ups, for instance) keep
you interested.

DOWNERS Restrictive
® one way scrolling, non-
perfect controllability, and

shallow game play do let the game
down. There are some novel graphic
innovations, but there's also a lot
we've seen before.

THE BOTTOM LINE
Lacking variation and depth, Risky
Woods does compensate with plenty
of frenzied, and almospheric
platform action. It's a good

buy for fans of the genre, ﬂ 2
but by no means a musL

GAME REVIEWS

]

HIMOd VOINRNY

Alnr

ZBE L

O



RAUGEY WORALD CuP
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9.99

8.99
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16.99

ELITE

9.99
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1
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MbGR LD MRS - FIRET BAMURA] LLE .
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MERCERARY 1 e
MCKEYTS CROSSWORD PUTTLE

MAKER (5-8 YRS} [(ESAET) 1798
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MWINTER 1.9
MONOPOLY L]
HONSTON PACK 2

[MALMG GAME SHOW, AWESOUE

BEAST 3 Ll
MONTY FYTFHONS FLYING CIRCUS L L
uaOnEHNE RACERE LRl
30N TOME AN
MTETICAL 1
NITRO T
NUCLEAR WAR i
OFTRATION WOLF T
onK 1498
CUTRUN ELURDEA [DF) e
FACMANIA i
PAPERBOY 2 o
FARASOL STARS v
PAWY [ECROLLE) T
PEN PAL WORD PROCESSOR L

POA TOUR GOLF + COURSES
POA TOUR GOLF COURSE DR
PINBALL DREAMS 1 WEG)
FRATES (NOP)

PTFOHTER

PLAN § FROMW CUTER SPACE
PLAYER MANAGTR

FOOLS OF DARKRESS (1 BED)
POPULOUS & Sibl CITY
POPULOUS 2

POPULOWS 2 (1 MED)

POWER P

{CHASE .0, TURFSCAN, K-DUT, ALTERED
BEAST, HANBOW IBLANDS) (NOF)
POWERDRFT [NO#)

POWERUONGETR

POWERMONGERN WORLD WAR | DATA .71 ¥
PREMIEA [
PRMCE OF PERSIA (1 MER) (1]
PRO TENNES TOUR 3 W
PROECT X (VRAED) AR
PROPHECTY L]
PROTEXT VERSeDN 4. 3 O
uUSH-OVER 7.
GUEST & GLORY (BLODOWYLH

METWINTER, CADAYER, BAT) 1249
DUESTROA T (56 i
ATYPE ]
RACE DRIVIN 1440
RAR BOAD TVCOON (1 MEG) .

RARBDW COLLECTON
BALE BOBBLE RAsSIw SLANDE

PDY JONES ADY

POWER UP COMPILATION

9.99
- - I- ¥ “

OGN MASTER « CHAGE

16.99

FISTS OF FURY COMPILATION

9.99

JIMNY WHITE

14.99

i -
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11.99 11.99 13.99 11.99

9.99
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PITMGHTER

9.99

CAPTIVE

6.99

WEIMDALL

11.99

HUNTER

9.99

11.99

SUPREMACY

9.99

SPIAIT OF EXCALIBUR

9.99

L THkLA LCF.T. DESERT

10.99 10.99

QUICKJOY QJ1 JOYSTICK
(MICROSWITCHED)

JACK NICKLALS

6.99

WW ITALAND STO
Pl BASEBALL 2 (MOP)

AL W -

RED BARDN (1 BED — COMPETITION PROD
WED TONE STAR EXTRA

ArLE OF THE DRAGDMN {1 WEGH

FrinE e wOOES 14,99
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COMPETITION PRO

- e EXTRA JOYSTICK
ROMKE § DRIFT T (CLEAR BASE) WITH
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SCHABBLE DE LUIE LR -
SCPBELE nQﬂLD PROCTES0R T 1 SLOW MOTION ]
BECRET OF MONKEY ISLAND (1 MG 9.499
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SHADOW DANCER 1 3'9‘9 x
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anciqT CIMES 1
PUTURE WOALDE 159 QUICKSHOTI11A
WO 1.
SMasH TV . e TURBOD 2
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B (NOP) T 9.99
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i
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mﬂi : TOP STAR

VAL TIEA B (1 WEG)
UMPEREAL MRTARY SRRLATOR [} MEG)
UG

19.99

T O#A NEW WOALDE DATA ISE 1148 QUICKSHOT
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VENLIS THE FLY TRAP Tan INTRUDER 1
WINGE - FITLD OF COMNOUEST T . 19.99
W 16
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WORLD CLASS BUGEY |AUDROGENS) 15 88 29.99
WWE WRESTLNG i i



Dv&r fﬂﬂ ﬂﬂﬂ penp.‘a have ;omen‘ Spat:iaf Heserve
The club with no obligation to buy
Tel. 0279 600204 for a free COLO R catalogue

CITIZEN SWIFT 9 PRINTER WiTH COLOUR KIT. § PIN, 80 COLUMS
MECPLAANLOL INLON DAAFT FONT, 24 MTH WARRANTY. & § PiW PRINTER
WITH COLOUR FACILITY AND FULL PAPER HANDLMNG FUNC TIONS
FREE SPECIAL MESEAVE MEMBERSHP, FREE MUNTIA LEAD
FREE COLOUR o™ 19558
CITIZEN 120D+ prRNTER. & PiN, B0 COLLKN, 144 CPEISNLO

INLOY) DRAFT FONT, 34 MTH WARBANTY. HIGH QUALITY MONGD PRINTER
FREL SPECLAL RESERVE WEMBERS-H® FAELE PRINTER LEAD 134 59
CITIZEN 224 24 PIN prawTER WiTw COLOUR KIT, 88 COLUMN
MIIOPLAALO, JLOYY DAAFT FOMT, 24 MTH WARBANTY, 34 PIN LETTER
QUALITY PRINTER WTITH EXCELLENT GRAPHICS (3880380 DY)

FREE SPECIAL RESEAVE MEMBERSHI® FRLL PRINTER LEAD

FREE COLOUR KIT FEIE ]
CITIZEN SWIFT 24E pRinNTER WiTe COLOUR KIT. 24 PIM, B0 COLUIMS,
TSCFATILO. SLON DAAFT FOMT, 34 MTH WARRAANTY, ADVANCED YERSION OF
I WITH HIGHER SPEED, MOAL FONTS AND SPECIAL LED CONTROL PAMEL
FEIL SPECIAL RESERYVE MEWBERLTHIP, FREE PRINTER LEAD
PREE COLOUR KIT ITRES
STAR LC20 prawTER. & PN, 80 COLLIMN, 180 CPSISMLA,
ENLOT DRAFT FONT, 17 MONTH WARRANTY

FREE SPECLAL RESEAVE MEMBERSHWP, FREE PRINTER LEAD

STAR LC200 COLOUR PRINTER. 8 PiN, 80 COLUMM, 180CPEASNLE
ANLON DAAFT FOMT, 12 MOMTH WARRANTY
FREE SPECIAL AESERVE M MBERSHIP, FAEE PRINTEM LEAD

144 99

I

e

LR ]

STAR LC24-20 24 PIN PRNTER. 82 COLUMN, 152CPSRILO
5L DRAFT FONT, 13 MTH WARRANTY 34 PiN QUALITY AT § PIN PRICE
MIRBON FOR STAR LCH 459 RIBBON FOR SWIFT % OR 1300.
RIBBOM FON STAR LC00 9 RIBBOMN FOR SWIFT 24 OR 234
MEBON (COLOUR) FOR LCID . 1089
PUST COVELR FOR 80 COLUIMN PRINTER (CLELAR PYC)
PRINTIR BTAMD (2 MECE. ITS ANY PRINTER)
PHILIPS CMBB33 MK 2
O ATARI BT ONE YEARS ON-SITE
MAINTEHAKCE BCLUDED
FREE F1% STEALTH
FRAEE MEMBERSHIE 219.99
BEONITOR ONLY [TURE Tl
BRONITOR INTO & TV)
TO PHILIPS CMaaly » LR
PHILIPS 3332 15" FST
AMIGA WITH REMOTE CONTROL
AUTO PROGRAMMING AND
[ALED FOR MECADRIVE OR SUPER NES]
FREE SCAAT LEAD (STATE AMBGA)
SCART LEAD - AMIGA TO TV WITH SCART
INPUT |GIVES MONTOR
GOLDSTAR 14"
TELEVISIONMONITOR WITH REMOTE
(ALSD FOR MEGADRIVE Of SUPER HES)
FREE SCART LEAD AMNGA TO GOLDSTAR
DUST COVER FOR BONITOR
CLEAR PVE) GG 168
AMIGA A500 P
LEMMINGS PACK
CAPTAN PLANET, 1 MED RAM
WBOUSE, TV MODULATOR

PRl SPECIAL RESERVE MEMBERSHIP. FAEE PRINTER LEAD
RIBBOM FOR STAR LC3-30 559 RIBBOM [COLOUN) FOR SWIFTS
FRINTER LEAD (PARALLEL) FOR AMIGA, 5T OR PC
COLODUR STERED MONITOR FOR AMIGA
OFFCIAL UK YERSION
TV TUNER FOR PHILIPS CMAA1Y MKS
WEONITOR LEAD - AMSGA
COLOUR TELEVISIDNMOMITOR FOR
TWO YEAR WARRANTY
FREE WEMBE RS
224.99
QUALITY FCTURE)
CONTROL AND SCART INPUT FOR ALnGA
FREE MEWDERASHP
159.99
AS00 PLUS While stocks last
WITH LEMMINGS, THE SadPSONS
314.99

FREE COMP PRO 5000 JOYSTICK

AMIGA A500 P
CARTOON PACK

WITH LEMMINGS. THE SaMPSONS
CAFTAIN PLANET, DELUNE PAMNT 3
T WG FAM (BURLT M), BOUSE, TV
EODULATOR

334.99

FREE SPECIAL RESTAYE MEMBERSHIP

Nmtenda Super NES

« CONTROLLER AND SUPER MARIO WORLD
FREE SECOND CONTROLLER. FREE STEREQ LEAD
FREE NINTENDO MARID GAME & WATCH

FREE SPECIAL RESERVE MEMBERSHIP

FREE £5.00 REPLAY VOUCHER

P-IERD

SLUPER B-TYPL
SUPER SDOCER
1799 SUPER TEMKES

EOAE GREAT GAMES EXPECTED IN ALIGLEST

GVP HD8+ 52 MEGABYTE
AMIGA HARD DAIVE (SERIES i)y
WITH EXPANSION SLOTS TO
UPORADE AMICA RAM TO B WEG

359.99

GYP 2a WEC AMIGA RAM £ XPAMSION
[SIMLES FTT 4 OVIP HARD DRIVE

TO EXPAMND AMWLA BY

3 MEG OR 4 MEG RAM)

B89.99

COMMODORE A590 20 MEG HARD DRIVE FOR AMIGA
(AUTOBOOT WITH KICKSTART, SOCKETS POR 7 MEG OF RAM

SCSI IWNTERFACE FOR PERIPHERAALS CONNECTION) b W
1 M GARYTE AMSGA RAM UPGRADE
T WEQ) FOR ASDD PLUS M99
AEDT (WITH BART) AMSGA 5175 RAL
EXPANSION GEWUSHE ITEM WITH CLOCK
FREE BART SiMPE0OM GAE 44 9
513 AMIGA RAM WITH CLOCK 2499
S12% AMIOA RAM NO CLOCK W
EXTERMAL 14 DeSK DRAIVE FOR AMIOA
WITH SONYCITIZEN DRIVE Ml CHAMISE
CARET, HIGH QUALITY, SLIM 5459
TECHOPLUS REPLACEMENT AMSGA POWER
SUPPLY (THE 4 5 AMP DUTPUT ALSD

EMABLES AMMIAS TO AUM
PERIFHERALS EFFICIENTLY)

TECHOFLUS AMIGA STARTER PACK
(AMDE, PRIMCE OF PERSIA, CUNCKSHOT
131 JOYETICK, DUST COVER, MOUSE PAD
FILE-&-D¢SK RECORD SYSTEM, DiSK
CLEAMER, 5 BLANK DISKS)

CLEAN®G WIT FOR
COMPUTERS
(INCLUDES VACUUM}
RLE )
HAKEHA AMIQAST
BOUSE WiTH
OPERATION STEALTH
1459

BOAUNK MDUSE FOR

AMIGA DR 5T

1299

SPECIAL RESERVE WOUSE MAT
am

BT PR -

[ LA A

AMIGE SO ENHANCER
(BOOSTS SOuUND)
LBl

Open to 8pm Weekdays
and to 5pm Weekends

ANNUAL MEMBERSHIP
UK £6.99 EEC £8.99 WORLD £10.99

We only supply members bul you can order as you join

The Special Reserve full
colour club magazine NAG is
sent to all members bi-
monthly. NRG features full
reviews of new games plus
mini-reviews, all the gen on new products, the
Special Reserve charls, Release Schedule of
naw games and hundreds of special olfers.
PLUS - EVERY ISSUE CONTAINS

£30 worth of money-off coupons

1o save even more money off our amaring prices.

We sell games and accessories, all at amazing
prices, lor Megadrive, Master System, Game
Gear, Super NES, Gameboy, NES, Lynx, Amiga,
Atarl 5T, IBM PC, COTV and IBM CD ROM.

Best Service, Best Prices, Biggest Selection

That's why over 100,000 people
have joined Special Reserve,

SCRALEMBEAT

STERED SPFLAKEIRS

FOR AMIGA OR PC, REQUIAE JAK BATTERSES OR
MAINS ADAPTOR. DESIONED SPICIFICALLY FOR
COMPUTERS INCLUDING MOUNTINGS FORt

ATTACHMENT TO MOMITOR (LE ]
MAINS ADAPTOR FOR
SCREEMBEAT SPEAKERS ree

TECHNO SOUND TURBD SOUND SAMPLER FOR
AWSGA INCLUDES LEAD FOR ATTACHMENT TO

FRLE SFECIAL RESERVE MEMBE R ap

WAL KMANTHECMAN M
TECHOPLUS MIDI CONMECTOR AND CABLES
FOR AMICA WTTH MUSIC X JUNIDR mem
DAATA SCAN PRD
MAND SCANNER
FOR AMIGA
11 .,
A
IVDEC TRACKBALL
FOR AMIGA OR ST
mee
HEFILEAD - AMIGA TO STANDARD PHOKD INPUT 199
POPULOUSFALCOM LEAD [MULL MOOEM CABLE] 7.99
AF LEAD - AMSGA. 5T OR COMNSOLE TO TELEVISION 198
AF SWITCH FOR AMIGA. 5T OR CONSOLE (SWITOH BETWEIN
TW ADRLAL AND COMPUTER WITHOUT DISCONNECTING) 4,99

DUST COVER FOR MOMITOR (CLEAR PYC)

DELUXE (vSK BOX
15 (8 LOCKABLE
DIVEDERS

1o

BANK DiSx BOX
35T (8] STACKABLE
AFE ]

CiSx BOX 1.8 (10 CAPACITY) 1.9%
DISX BOX 3.5 (40 CAPACITY)
LOCKABLE, IWVIDERS 198
Digx BOX 1.5 (80 CAPACITY)
LOCHABLE, ivIDERS e
DRSX DON 187 (100 CAPACITY
¥ LOCEABLE, DIVIDERS LR
15° e HEAD CLEANTR FEs ]
15" DSO0 GOLDSTAR DISK WITH LABEL #%a Each
PACK OF 50 QDLDSTAR 3.5° DSDD DISKS WITH LABELS Fr R ]

Goldstar
3.5" DS/DD
DISK with LABEL

69p each or

NEW AMIGA 600
KICK OFF 2 PACK

DELUXE PAINT 3, GAME DISK
BUILTAN TV MODULATOR,
U MEG RAM EXPANDABLE TO
2 MEG. IN-HOME SERVICE

399.99

FREE COMPETITION PRO JOYSTICK, FREE KICK OFF 2
FREE SPECIAL RESERYE MEMBERSHIP

AMIGA 600 HD ROGER RABBIT PACK

WITH INTERNAL 20 MEG HARD DRIVE. DELUXE PAINT 1, GAME DISK
BUILT-IN TV MODULATOR, 1 MEG RAM. IN-HOME SERVICE

FREE ROGER RABBIT DISHEY GAME
FREE COMPETITION PRO JOYSTICK 499 99
FREE SPECIAL RESERVE MEMBERSHIP [ ]

HARDWARE PAICES INCLUDE VAT AND DELIVERY TO UK MAMLAND

s payable SPECFAL RESERVE
F‘D BOX 347 HARLOW, CM21 9PH

Overseas Orders: EEC soltware orders - no extra charge
World software orders piease add £1.00 par item
Non-software Sems please add 10% EEC or 25% World
Overseas orders must be paid by wnur card.
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Extain X Fews B8 50
P15 Strike: Eag T A E24 99
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F19 Steakh Frghter ER1 50
PR Resbator E1TR
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Fire and ke e £
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e
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Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304

Call us on: 24 Hour Credit Card Hotline 0902 25304 Z= &2 E ERFN
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L1399

WSt MSEICRT
Thurder Mk
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Cregrimane ER150 Noumament Goll  Special Cffter [9.99
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P
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AonE
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At e
Mew Teaand Shory
Mo Grester Glory e £24.99
Horth and South ET.99
P 9 Hew £54 99

Crmar Shianks Bricige
FGA Tour Goif

PGA Courses Dota Dk L3 .‘.Ahh.r'-. o Leadh £5. 55
PGA, Golf + Ct Agmiegs 170 g Expanan with
Islandchs o waEhowE Chock 999
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Barch Tale 1or Por 3 3
[ :-_z--.-- Biuch Rogen
Pisyer Manager . Special Offer

TN P r. 75
nchana Jones The Ackenture. 459
Karw Gt

B OF Thee O

Resdooc o

Robooop 3

Rociancls

Rewriors Dnfy

Rubscon

Rusgtey Coach

gty Workd Cug Pocd of Rackance

Senoty Doo and Powwermonger .. 150
Scrapoy Doo £799 Duest For (siony § L7 9%

Secret of Moriey ldand (1Mo}, E1T7 99 Savege Empee o5 (

Secret of Moniory skand Secret of the Siver Blackes £7.59
(1) - Mew [35.99  Shadow Sorcenr Mew £199

Sermioie oo Hew 1790 Spece Qe 1o R ord ER0%

Shadiowiancs L9150 Stwfegrd 1or g £5.00
Siertt Serace 2 LR400  UmimaSor b £55%

( L. ﬁ‘”:-“ Bomi € Kick Off §, Gazza 2, Microprose Socoer &
Crystais of Arcones, Coloredo & Boston Bomi Clut
E13.99 [Erniyn Hurghes Int. Soccer
‘ £17.99
BITMAP m YOL 1
Speecihall §, Xenon & Cadever SUPER SECA
£17.99 Goiden Axe, E5WAT, Shinobi, Supss
Moracn G L crackoown
DIZZIY'S EXCELLENT ADVENTURE nlge
Spelinound Durry, Butile D Dizry Prince OF
The Yok Pone Dizry & Kevik Snem AIR AND SEA SUPREMACY
£17.99 Sdernt Serece, & Wings, Camer Command
TEN GREAT GAMES &L
Ferman Forrmula One, Xenon U, Satan, Rk Dangerces,
i CAPCOM COLLECTION

Stricher 1 anal § Ghouls "W Ghosis, Formoiben Wiorkss
UM, Sousacintn, Dyrasty Wars, Led Siorm & Last Duel

£21.50

AWARD WINNERS
Space Ace, Kk O § Pipemanis & Populous

BOARD GENIUS
Scrsioble Delue, Debune Monopely, Rk & Clueda
Mner Detectoe

£21.50
£21.50
Gesha, & Sres Poker
FINALE
£17.99 Paperiaty, (hosts and Golodrs, Owerlandier
& Space Hamer
£17.99

TWO HOT TWO HANDLE
Gobcden Axe. Totsl Recall Shaciow Wamor L
Sipeer OFF Road Racer

£21.50

Great Escape, Phooey, Rulf snd
s th:n

ADDICTED TO FUN
Buibizle: Bolbible, Resnbow islands &
Bew Testancd Shory

£13.99 (Not AGOO+)

Fhy's Sage &
P unber

Special Offer £9.99

CLASSIC 4 (RENAISSANCE)
Irrvaciers, Asterceohs, Galawon & Centipecie
£7.99

FOOTBALL CRAZY
ok Off § Worid Cup, Final 'Whestie & Playes Manager
£17.99

SPORTING GOLD

Califorma Games, The Games. 'Winter & Summer Ecitors.

£21.50
DIZZY COLLECTIO SPECIAL OFFER
Farst Food, Kwikt Snax. Magicland Dirr (P} Drive 9, Mousermat &

Fantasy Wortd Dizzy & Treas Fas E] Dk B

£17.99 £9.99
P m o e o o o]
- ORDER FORM AND INFORMATION
} All orders sent FIRST CLASS subsect 1o availability. Just fill in the
1 coupon and send A 1o:- Software Izy'
1 Unit 4, BDC, 21 Temple Streat, Wolverhampion WV2 4AN
| --e-e--z------ ORDER FORM (Block Capitals) ------nm--vn
I
1
:Addun. . A s e
1

1

[ et

i Mame of game Computer Value

i

|

I

]

i

I

i

(]

i

L Postage

! TOTAL

: POSTAGE AATES quuaddﬂ-h'urpﬁtELc wnqw'r:;ﬂlﬂundrﬂ EEC tounivies add T1 par Aem

] Payng By meﬂf#- :;ﬂ.'l;tﬂ (=] !

| CARD TYPE EXPIRY DATE ANE1E

i

r QQ0A0A0Aa0aagauau0aua0
ELRCIFEAN

| SIGNATURE DATE ACCEPTED




PARASOL STARS + INDIANAPOLIS S00 + ACTION REPLAY POKES

(Ocean)

Justin Jonas of Sheringham puls
farward the following suggestions

& When faced with a long line of fruit,
throw a bubble through the lol to collect
them quicky

@ Throughout the game you'll be
presented with icons that appear at the
top of the screen when collected. Collect
any three and all the bad guys will be
miraculously zapped, ready for popping.
Collect three identical icons and a major
miracke will happan = all the bad guys
will turm inlo giam piecas of food warth
100.000 points each, This has the added
bonus of opening a secret door an the
boss screen (just like in Bubble Bobbig)
where you can pick up exira bonuses

@ If you zap one of the larger bad guys,
leava him spinning, as any smaller bad
guys that hit him will also be zapped.

@ At the end of the game, when you
return to Rainbow Islands Land, make
sure you have three star icons, as when
you finish this land they will cause a
giant key to drop from the sky, Pick this
up and the final two secret worlds will
appear. Mow finish these to complele
the game

PARASOL STARS

Alexander Scott of Sheffield is a bit of a ‘star’ himself. He
reveals that typing ‘WHERE ARE MY CREDITS' will give you
infinite credits. Paul Leeming of Acomb, on the other hand,
advocates pressing F1 for infinite lives.

Gorgeous big graphics with Bubble
Bobble gameplay - that's Parasol Stars.

And L Rawlinson of Litileborough claims
1o have gone one better than us, finding
a third secret world that lies between
Ocean World, Casino World, Woodland
World and Machine World, To access it,
find your way 1o Ocean World level 4, In
the middle are some shrimps in a
rectangle, and the power-up is a pink
heart. Get the heart and kil all the
baddies, and then collect all the peppers
(which isn'l easy, as the fop row must be
shol with the lightning from culside). The
screen should then flash and the map of
the universe will appear, showing the
locaton of the new world

COMPLETE

control

COMPLETE CONTROL

Stuck on a game? Come on, you can
admit it - we won't laugh. Indeed,
whether by luck or judgement, you've
come to the right place - we’re here to
help out with all your gameplay probs.

INDIANAPOLIS 500

(Electronic Arts)

At the risk of turning the mag into a thinly disguised replica of the
Kwik-Fit training manual, Gideon Cresswell of Maidstone reckons
that H Jordan's lap time (AP 12) is pathetic. He thinks he can chop
a wacking 0.84 seconds off it, with a car that'll top 250 mph on the
straights and turn in a lap time of 37.41 seconds. Here are his Lola

Buick settings:

Fuel = 5 for a quick kap, 10 for qualifying
Wings — front 1 notch from top, the rear
ane on the lop nolch

Tyres - r. front medium, the rest soft
Stagger - +1.00 inch

Prassuras - r. front 25 psi, r. rear 25 psi, |.
rear 25 psi, |, front 27 psi

Shocks - all as stiff as possible

Indy 500, ch? What a
game - quite simply, the
mast impressive 3D racing
game ever {pre-Formula
One Grand Prix, of courze)
and still, at budget price
now, an excellent buy.

To really do well at the
game though, you'll be
wanting this help...

Cambers = r. front —0.5, r. rear +0.25, |.
rear +1.0, |. front +0.25
Gears — 4th gear 3.40

He also recommends pausing the game
afler the menu has appeared while making
pit slops. You can stil change the tyres
and things. but all in under a second,

ACTION
REPLAY

Action Fighter 19300C lives

Air Ace TFD 34AFC TFD 34AFA lives
Amegoids 1C327 lives

Apidya 7369 lives

Armalyle 4455 ves

Atamic Robokid TFD 2760 lives
Bombuzal 1C137 lives

Chase HQ ZETAB time 29FCE turbos
Crazy Cars Il 32F62 score

Crazy Sue 14CAF lives

Dan Dare (11 24503 lives 24E42 jets
24030 plasma rifle

Deathirap 2E3 player 1 lives

Dizzy Prince 160 lives

Downhill Challenge 324F9 warp drive
Dugger 4BDCE lives

Fed of Free Traders 4E2CT missiles
Fernandez Must Die 84B lives 84D
missiles

Frostbyte TFD 1E546 lives

Future Basketball 1E481 player 1 score
1E427 player 2 score 1E4D9 time
Gods 225 lives

Hawkeye ECIB lives

liyad 106D lives

Jim Power TFD 595 lives

Katakis 452E lves

Killing Game Show 2255 lives

Kwik Snax EASD lves

Leander TDO3B lives

Mad Bomber 12C3E lives

Magic Pockets 1794 credits

Mega lo Mania 1TEDT man

Mr Wobbly Leg 27FAF lives

Nebulus I CE4F timear

Mecranom 502E lves

Populous 2 C59855 money
Prahistorik C0OB311 energy COB30F lives
Project X CO1581 lves

Puggles 1G178B lives

Raid TFD 1BC7A TFD 1BC7C Ives
Raid 1 178E3 livas

POKES

Here're lots more pokes — gfeat if you've got an Action Replay
cartridge, of precious little use if you haven't. Now, let's go!

Rainbow Islands TFD 11C6 credits
Retum to Earth 2C90F cash
Robocop | TFD B034 lives

R-Type Il 1497F lives 149F 3 credits
Silkworm 235 lives

Soldier of Light C113B7 lives
Spelibound Dizzy EABS lives

Storm Master 1DD36 cash

Storm Master: Larn yourseH lots of
lovely cash without working for it!

Stnder FACS5 lives FFO1 healih
STUN Runner BDFD minutes
Turrican TAB1 lives TB1A mines TB1E
smari bombs

LN Squadron 6857 shields

Video Kid 3028E lives

Volfied C2CDAT lives C2CDBSE shield
Wicked TFD 5C8 lives

Wings of Fury TFD 2E154 lives
Wollchid TFD F36 smartbombs
Xenon | TFD CCA lves

X-Firg C26723 lives

A big 'thanks’ o Gareth Meney, Roland
Corbet, Murat Halil, Gary Cole, Brian
Michaolls, Andrew Gregary (aged 14) and
Paul Bagnarol
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JOHN MADDEN AMERICAN FOOTBALL

COMPLETE CONTROL

'JOHN MA
AMERICAN

American football’s still a bit of a minority sport, but it’s a
great one. There’s no better way to get into it than playing
EA’s brilliant Amiga version either, but to get you started
(and give you a fighting chance!) here’s a helping hand...

hat can we say about John Madden American

Football? Well, it's undoubtedly the best American

football game available for the Amiga. That's nothing
too tricky, you might be thinking - its only real rival is the ancient
TV Sports Football, after all - but if we were to tell you it's also
one of the best sports games around of any sort, and an essential
for any sport-loving game player, you might prick up your ears a
bit. Unfortunately John Madden himself, one of the greatest
coaches in grid iron history, proved unavailable to help us out
with the tips, but here's the next best thing - AMIGA POWER's
Matthew Squires and the boys from the EA offensive line up...

USING THE SCOUTING
REPORT

kick with maximum power when using an
average or noples kicker,

Then there's the huddle — the crcle
@ach team forms to discuss tactics befare
a play bagins. Once you've chosen a play
for your team, they'll face off against the
oppasition in the formation you've chosen

Cheosing a last minute audible could be
the best way to launch an attack - ‘cos
naw you know their defense formation!

arrange things, you can make one of two
last minute changes. You do this using
(you guessed it) an “audible’ - this is a
special pre-arranged play (it could ba a
frick offensive play or defensive rush) that
the ather team won't be expecting from
your formation. What happens is the
quarterback calls out a series of code
words or numbers before the ball is

your best players or expose the
waaknesses of the delense — and
preferably both. You've wasted an
opportunity if you don'l. (Hawving said that
it's often a lot easier to do this againsi the
computer than a human opponent.)

A good example would be fo select a
formation and set 1o fool the computer into

Hmrnklum;m-muuﬂnhmr
strengths or the defense’s weaknesses -
that's what the game’s all about.

along the line of scrimmage. There's a snapped which alerts the team that a T hough plenty of us spend our
narrow neutral zone (measuring the width special play will replace the previous call winter evenings stuck to
Channel Four’s Yankee
. football coverage, not everybody
You can see from your scouting report does. That being the case, we
that New York have a very strong offense. thought a quick (well, as quick as it's
Use this knowledge to prepare your possible o manage) explanation of
tactics against them in the game. ‘what it's all about” might be in order.
Here we go...
Don't forget. this is thera for a purpose - For a start, each team has 11
o 5@ mistake to ignore it. Through it you'll men on the field at any one time.
@ discover the strengths and weaknesses of During a game there is an attacking
@  your team and iis individual players, as Don't jump the gun and enter the neutral Choose HANDS and SHOTGUN to fake a team - called the ‘offense’ - and a
™  well as those of your opponant. For rone before the ball is brought back inte  'long bomb'. Then choose your best defending team, the ‘defense’(note
> @xample, your kickers are crucial for field play - it's a pretty serious mistake to give  running audible 1o surprise the bad guys. that dreadful American spelling!)
5' goaks, but some aren't as good as others away an offside penalty. while the pitch is divided into two 50
S Some may even siip when their foot As you may have guessed aboul yard halves. Al each end of this pitch
comes into contact with the ball! One way  of a footballl) between the two teams —an  such a useful tool, it's wise to call audibles  WER-UETLLILUETR GRS BRI
to try and make up for this is 1o always offside penalty (the offending team gets as much as possible. For instance, you as the end zone. The aim of the
T five yards deducted) will be called if either could select a deep passing play with a
i team enters this area before the ball is formation and set that will fool the
= brought into play. computer into thinking you are attempting
E a ‘long bomb' (example: HANDS and
WHAT ON EARTH'S AN  SHOTGLUN), then choose the team's bast
4 ‘AUDIBLE"? running audible before the snap - this
E' Okay, s0 you're both lined up facing each should leave the opposition completely
= 25 = other on either side of the scrimmage. wrong-footed.
= gf,:';_‘ﬁ : B Your next lask is 1o try and guess the

O

“Hey loe, you sure you ain't wearing my
jechstrap? Mine's awful small - | can
hardly mowe!” Ah, the joys of the huddie!

other team’s strateqy from how they've
placed their players — you may decide
your own men are sel up wrong as a result
of this, and while you can't totally re-

PLAY TO YOUR
STRENGTHS

Remember, your plays should always be
designed to either exploit the strengths of

Yea! Here's your guy strutting like a
peacock after scoring a touchdown.
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thinking you're going for & running play,
say BIG GOAL LINE, then, choasing the
team's passing audible instead when
you'ra at the line of scrimmage. Foals ‘em
(nearly) evary tima,

HOW TO HANDLE
PLAYING OFFENSE

When you're playing in offensive mode
and picked your play, your cantre will snap
the ball back to your quanerback. Your
team must now move it towards the
defense goal line, They have two ways in
which to do this — the ball can be carmed
towards the goal line, known as a running
play, or it can ba thrown forward o
another player. This is known as a passing
play. If you're on a fourth down — and too
far away to attemnpt a field goal -
remember to use your passing skills,
Passing is the key to winning a game
quickly, but can also be your downfall if

We turned HANDS, SHOTGUNM and
FLOODRIGHT into an effective running
play. Here our 4%ers quarterback runs the
length of the pitch for a touchdown.

your recaivers aren't up 1o scraich,

If you've got a team with good
passing skills you can go for a fake punt -
where your punter makes like he's going
1o kick, but at the last moment throws the
ball to an open receiver or hands it to a
fullback. Faking thal you're gaing to try for
a field goal and then getting a guy to run

A b
There are a lot of ways to win in this
game, but a simple fake hardly ever fails.
Try the fake punt (as here) to really upset
your opposition's defense!

with the ball inslead s also pretty useful i
you need the points, but only use them as
a last reson - they're risky.

One thing passing always requires is
concentration. Keep one eye on the
receivar windows, making sure you sefect
the appropriate guy (the receiver who is
free or ahead of the defense is not always

é‘_’m

To throw a successful pass, make sure you
select your best recelver. Always be
aware of the defense moving in on your
receivers - don't allow an interception.

the best option). Always watch the
distance maters.

When you're in a running péay, or
your receiver is running with the ball for a
touchdown, a defensive player may be
close to tackling you. To avoid the tackle,
run upwards at an angle (up left or up
right). As soon as the defense dives lo —*

MIGA POWER GUIDE TO
CAN FOOTBALL

offense is to score points by moving
the ball across the defense’s goal line
and inlo the end zone - this is known
as a louchdown, and eams the offense
six points - while the other team’s
defense will iry to stop them.

As you may have noticed from
watching American football, it's a very
stop/start sort of game. Each time the
ball is brought to rest on the pitch, the
two teams line up against each other

to get even further and maybe score, if
you don't (or if you actually manage to
score a louchdown) play passes to the
other team. That team then becomes
the offense, and they'll start to move
the ball in the opposite direction. Play
continues like this through four 15
minute quarters.

Let's describe a typlcal game to
give you some idea of how it all works
in practice.

on either side of an imaginary line - >
the line of scrimmage - drawn across ~ PLAYING A TYPICAL £
the pitch through the point where the — GAME o
ball hit the ground. An offense leam The game begins with the visiting team -]
has initially four attempts to move the  kicking the ball from their 35 yard line T
ball from the line of scrimmage len towards the players of the home team. o
yards up field. Each atlempt Is known The home team then calch the ball and =
as a ‘'down’, and will be called as the run with it towards their opponents’ War zone - the line of scrimmage, where they don't just wear those helmets for show! m
first down, second down, third down end zone. Al the same lime the kicking e
ar fourth down. Success in moving the  team go for the player who caughtthe  the end zone, the home leam can recover it on a fumble by the
ball ten yards up field will win another  ball and iry to tackle him - when he's touch the ball on the ground rather (hopetully hopeless) receiving team. ¢
series ol lour downs. Ultimately the tackled or runs ‘ocut of bounds’ than run lowards the centre line. So now you're ready for the big c
aim is o score a touchdown. (leaving the field) play stops. The Known as a louch back, this action game. Compose yourself, don't lal -
Those are the basics, but, of referee will then mark the spot at automatically sets the line of anything distracl your concentration — i
course, there's a lol more ta it than which this incident occurred - this is scrimmage on the 20 yard line. maybe even kit yoursell up in Dad's -
that. The game's struciure has it that known as spotting the ball, and play A touchdown is also followed by old crash helmet (with some cricket -
you've got four downs to move the ball  resumes from here. a kick off to restart the game. Practice  pads around your shoulders, an old 3

at least 10 yards nearer the defense
goal line - if you manage this you get
four more downs to give you a chance

The team that kicked the ball is
the defense, and the team that caught
it is the offense. If the kick is caught in

hard at achieving an onside kick
during kick off — that is, kicking the
ball & short distance in an attempt to

sweat shirt over the top and some coal
sireaks on your face, if you want to
really get in the moed!) and let's play...

©
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If the defense is close to lackling you, run
upwards atl an angle. When one of their
guys dives for your legs, change direction.

& & e =3 2
e

Having problems with your offense? Then
try HANDS for the set, SHOTGUN for your
formation and POSTUP as the play.

tackle you, change your run to the
opposite direction (example: if you're
running up and lefl for exampde, change 1o
up and right). For extra strength, hold
down fire on the joystick.

However, there'll be times when
you're about 1o be tackled and there'll be
nothing you can do about it. If this is the
case, try spinning. This will only work,
however, in a cne-on-one siluation —any

LY

Eﬁmw
SUEEN

e

"
=y

On a fourth down, with desperation
loaming, try driving the opposition deep
inte their own termitory with a punt.

more of the olher team about and you're
likety to be cannon fodder.

On a fourth down = when you'l
probably be quite desperate 1o get
somewhere, as it's unlikely you're going 1o
get the ten yards to earn a new first down
= tha ofiense can choose 1o punt the ball
towards the opponent’s goal line. if you
want to da this, the punier - instead of the
quarterback — will receive the ball from the
snap. He then kicks it inlo the defense’s
half as if you were actually starting the
whole thing with a kick off. The idea here
is to drive the opposition deep, deap
(deep) inta their own teritory, thus making
it incredibly difficult for them 1o gain
enough yardage 1o score when theay
eventually get their go at offensa.

To make it even towgher for them,
kick the ball as far as you can io the left or
right = never straight — as they'll find it
much harder fo collect that way,

Last but not least, always (always!
Always!) keep your eye on the game
clock. Timing that all important clever. play
can make or break a game.

JOHN MADDEN AMERICAN FODTEBALL

LEARNING TO
MANAGE YOUR
DEFENSE
As the defense team you will have two
things in mind. First is lo prevent the
offense from gaining territary, making first
downs, and scoring touchdowns. Your
second goal is o take possession of the
ball and become the offense yourself,
So how do you manage this? Wedl,
throwgh turnowvers. There are a few ways
to manage this. Ona, called a pass

If your defense ks going to get though and
sack the quarterback, you must force a
gap in the offensive line.

interception, is where, quite literally, you
intercept an offense pass, The other is the
fumible, where the offense accidentally
drops the ball and one of your guys gets to
pick it up first — if this happens he's
considered to have taken possession of
the ball and is free to run it toward the
opposing team's goal line.

Here's another neal tip when playing
delense: select a good strang formation,
then manoeuvre a player from the centre
zone to the line of scrimmage. Slip him
info a gap batwaen two men, which will
force all your guys along a bit. The
offensive team will then have to spread
their guys out to compensate, but — having
fewer in the line — there will be gaps
between them. This often upsets the
offensive line, giving you much more of &
chance to get through them to sack the
quarter back.

It may sound obvious, but whenever
there're more than two of your defensive
players near the ball, always use the
opportunity 1o try and strip it away from the
offensive team. If you're in defense playing
against the computer (it doesn't always
work with human oppanents!) and it
chooses a running play, do not tackle the
ball carrier. Instead run in front of him - he
will try to go around you, 5o block his
change of direction. He'll respond by
rumning backwards away from you — keep
this up and you can push his yardage nght
the way back.

When the ofense drop or fumble the ball,
defense can pick it up, and take
possession of the ball in a recovery.

And that's basically it. game fans.
For an all time favourite offensive play try
HANDS, SHOTGUNM and POSTUP.

AMIGA POWER
PROGRAMMER’S
CHALLENGE

he John Madden programmer

Gary Roberts has issued this

special challenge to all AMIGA
POWER reading John Madden
players. Can you score over 100
points against the computer, he asks,
when the computer has control of the
“All Madden’ team? You're allowed to
play any team yourself, but it's not
going to be easy - if you manage it
you'll get to be what Gary describes
as ‘an ace player, and good enough to

join the ‘elite team of Electronic Arts
John Madden playlesters.’

And as an additional challenge
he offers this tricky little number: take
Atlanta to the Super Sunday game -
and win! Manage this and Gary will
eat his hat!

Thanks for both the general John
Madden tips and the special AMIGA
POWER Challenge must go to Gary
Roberts and Simon Jefirey at EA -
grid iron superstars both.

Crunch, trnh{‘m,nlghdmmh’lumﬁﬂmh-n! )

HANDS is a set. |t will put the best
group of receivers on the field, including
two of your best running backs

The result of a good defense move. The
4%ers (in red) have burst through to
splatter the New York quarterback.

SHOTGUN is the formaticn. It is
basically a passing formation in which the
guarterback receives the snap about five
yards behind ihe lina. The advantage here
being that your quarterback is already in a

Don't tackle the ball carrier. Instead, run
in front of him, then block his change of
direction to push his yardage back.

position 1o throw the ball — so he doesn't
have to drop back after the snap.
POSTUP is the play - ideal for your
faster players. The recebver will run
downlield and then angle in lowards the
goal posi. Providing that your quarterback
doesn’t throw a lame duck pass, and your
recaiver runs like the wind, such a play will
score. We've found that both this and a
DEEPOUTS play are very effective.

Use the stats screen
what you've been doing right and where
your tactics have been going wrong.

- you can see exactly

Far an all time favourite defensive
play try 4-3 READ and WIDE ZONE 2, 4 -
3 is your formation. It is the standard four
down linamen with three linebackers. If is
the most effective tactic for short and
medium 2ona pass coverage or basic
defense against the run, READ is the set
and gives you balanced coverage. With
such a set your defense can react quickly
ta the pass or run, WIDE ZONE is the play
and refers to a particular area of the fisld
which must be covered. @



MOONSTONE + ROBOCOD + APIDYA + JIMMY WHITE + SPACE
CRUSADE + COVER GIRL POKER + ROME + MAD BOMBER

MOONSTONE

(Mindscape)

Stephen Brown of Warley has
discovered not one, not two,
but, er... two (oops) tips:

@ When you enter Stonghenge, and you
have to offer a magical item to Danu, click
on Strength (STR) for an extra life. Do this
as often as you like,

@ Select the manster which you find the
gasiest fo kill. Leave something in the
treasure chest in its lair (gold or a scroll,
for example) and keep on going back and
altacking the monsters that appear. You'll
get more experience points each time.
Uise these on your Constitution (CON) for
extra hit points.

Moonstone: It all boils down to just
picking the softest animal you can find,
then bashing its head in. (If only tips to all
games were this simple!)

SPACE CRUSADE

(Gremilin)

When you're being
attacked, press the
escape key repeatedly,
advises David Pilgrim
of Rochford.

This will reduce your aftacker’s

score, inflicting less damage on
your soldiers

Space Crusade: How to avoid
getting killed, the casy way.

(Millennium)

ROBOCOD

Never mind infinite lives, here's a game that seems to have
infinite cheats, and they’re still coming thick and fast.

Robocod - half fish, hall machine, all cute!

James Wall of Pavensey reveals
that, having typed in the LITTLE
MERMAID cheat (as detailed in AP
12, you can type LITTLE M 1o bring
up a level selector screen. Just lype
in a number betwean 1 and 50 and
you'll be whisked directly to the
redevant section of the game

Jonathan Ashiord of
Windermere says that if you press W
alter extending Robocod's body he'll
remain fixed af that height

COVER GIRL
POKER

{Emotional Pictures/The Sales Curve)

For titillation beyond your
wildest dreams (Not!) here's a
weird one.

You see, raincoal wearing Waquas
Naseem of Kilmamock suggests typing
'‘DANCEQOFTHESEVENVEILS' (without
spaces). Tha scamp!

Oh dear oh dear. Deare dearie dear. Etc.

APIDYA

{Play Byte)

Here are some codes to type
into the title screen:

SHOWCREDITS (plus Return)
for the end sequence and
MISSHONEYBEE
DEPUTYOFLOVE
SNEAKPREVIEW
for the vanious levels. Martin McGuire
{who sent them in) has also discovered
that typing HASTALAVISTA causes the
game to ask for disk 2 and iry 1o load

Apidya: I at first you can't do it, cheat!

something, but he's not quite sure what,
Anyone gol any clues?

Oh, and Justin Jonas of Sherngham
reckons thal holding the Help and Del
keys will show the game down by, ooh,
about 50 percent.

(Virgin)

2 lor yellow
5 for blua

3 for green
B for pink

JIMMY WHITE’S
WHIRLWIND
SNOOKER

Paul Slater of Rotherham makes the
following wild claim. After all the reds
have gone you can choose which
colour is potted next by pressing:

4 for brown
T for black

Jimmy White: I you thought
you couldnt have a smooker
game cheat, you were wrong.

ROME

= |[h g |1

(AP Disk 12) IDJIIT
The four level codes, B ! 5
reveals Simon Hawes
of Wokingham, are
as follows:

Leved 10 - Gemma

Level 20 - Carria

Level 30 - Sam

Level 40 - Rachel

Rome: You saw it here first, now get the cheat too!

MAD
BOMBER

(AP Disk 13)

Press F5 while on the Gile screen to jump
straight to level 13, says Dennis Wachiel
who lives in Holland.

It's mad and - yes! - it's g0t bombs in it!
(D Matt Biclby 1992).

DESPERATELY
SEEKING TIPS

If the size of our mailbag is anything to go by, we've got a very large mailbag.

e e ek e b L

But it needs filling up with tips, so get writing! C'mon - tips, maps, cheats and
compiete playing guides are what we're after, and the rewards are handsome.
Namely, piles of scintillating software for the very best stuff we print each
month. So, are you top of the tips? Find out by sending your outpourings to:
Complete Control, AMIGA POWER, 30 Monmouth Street, Bath BA1 2BW.
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SHADODIWWLANDS

SHADO\

THE COMPLETE PLAYER’S GUIDE PART 2

Welcome to the second half of our giant player’s guide to Shadowlands. It’s not a
complete solution as such - we don’t tell you exactly how to do everything - but
with a bit of inventive play added it should see you through with energy to spare.
Our very own Matthew Squires hosts, with help from the boys at Domark...

ou'll remember we left you at the end of level 5 last
month, hopefully with all your characters intact. Where
better to start this second instalment, then, than with...

LEVEL &6

In this section of the game you'll find there

are a number of keys and switches to ba
found which, when used, open doors
elsewhere in the level, The simpiified
diagram below should help make your
quest a little easier

Switch A opans door B

Key C, which can be found in the chast
opens door D

Once you are through door O, throw a
few fireballs down the corridor until

key E appears.
This one opens lock F
In arder 1o collect

the switch combsnation 2-4 -3 -11in
quick succession 10 gain access to the
room. Key G opens lock H.

MNow collact key J, which opens lock K,
You will need an emply chest 'l am 1, act
like B

Exit this level via teleporier T

Remember: as far as food, waler, potions,
equipment, or, indeed, any nasty creatures

are concenned, the same general rules as

defailed in last month's AMIGA POWER
apply. (And if you haven't got that

copy, where wana you7?)

LEVEL 8
THE EGYPTIAN LEVEL

Throw three coins at the fountain (or urn)
at the end of the long cormidor (past the
sarcophagi). Come back to the double
doars near the entrance and prass the
sacrat switch near them. Now press the
next secrat swilch in order 1o anter tha
Zodiac Room’,

In the diagram above, to gel the key
you'll need to place two men on each
pressure pad in the following order

1. CAPRICORN 4. AIRES
2. AQUARIUS 5. TAURUS
3. PISCES 6. GEMINI

Simply use the pressure pads in the same
order as in the Zodiac sequence.

Remember — your key collector can walk
one step further each time a switch is
activated without getting teleported.

Collect the key and go through the
double doors. To solve the ‘Sacrifice
Puzzle', stand one figure holding no items
at the end of the passage. Mow have a
sacond character throw a fireball at him.
The fireball will explode inside the altar and
the doors will open. Leave via this Exit,

Now fireball info the teleporter
created by the secret switch with the sign
Send an appropriate sacrifice’. But be
caraful = if you mistime the fireball, it will
reappear behind you

Next, walk the characters carefully

. |rEVEL 7
& THE MAZL
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EXIT =|]|1

Here your four blokes are, in the maze,
and they're lost. That's why you need this
here map, you see, to get out. (Ahem.)

So. what you have 1o do in this level first
time round is simple: collect keys A and
nen the wall with switch

exit 1

[ it
L and go

| )
12 1evel &

Hurrah! You've now completed the
as the game is only 13

t's all downhill from here

mdze, and -
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SHADOWLANDS

COMPLETE CONTROL

VLANDS

FRP, Egyptian style - send your quys
through the teleport in the middie there.

around the pits (the switches do nothing),
and push the secret switch in the alcove at
the end of the passage (wilh snake and
torch). Mow enter the shop. Do not buy the
third item, Exit the passage

When you reach the sign ‘Read the
heiroglyphics’, light all the decorated walls
by walking around them, Eventually the
keys you require will appear. All four keys

must be collected in order 1o open the next

sevies of rooms

At “Sand me your champion’, operate
the fhree switches and send your best
fighter through the door. Leave all his
items behind ("Traved light') and walk him
over fo the swilch. He will teleport beyond
the axe

MNow press the sacrat switch, enter
the room and kill the minotawr using the
torch. Collect the chest, which contains
two keys — ane will bet you out. Kill the
other minotaur also using the torch. Put
the two spare keys in the two locks by the
steps, This will create a teleporter back in
the ‘Send me your champion® room. Now
reunite your characters via the leleporter
and collect the chest in the secrat room
beyond the steps, Go down the steps into
lavel 9

LEVEL 9

Usa the cheeseboard to copy the swilch
pattern. Now lead your men in formation -
you'll need to in order 1o operale the four
switches simultanecusly. Throw a lit torch
down into the pits to open the next doors
{"Lightfalls’), then extinguish both torches
to open the next doors, Throw a fireball
Into the rightmast teleporier 1o close the pit

I !
and open he wall, then go around 0 ‘Fire  prys L4 \,

Straight’, Throw a fireball straight over the
pits = as it tells you — and eventually two

w.:-irp over Ihe pils

In the diagram to the night, read sign
X. It will tedeport you. Try and read all the
signs you encounter as they can move you
around. Read them in the following
sequence (the > sign indicates you ara
going 1o be teleported): X =Y >Z=A>B

teleponars will appear. Go inlo them and ;!rll:mlrr
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LEVEL 10

Here is an

tam

LEVEL 11
THE GATEWAY

There are steps down into the ground
hidden in the woods here.

| switches are conc
H q IE—| Cwl |wD K [] first task is to pu
o secrel swilch B, w
and D. Open up
B Stand in caormer E
¢ and G
M F f_'"-.. N L Mow, soive puzzie H: §
] L TELEPORTER » FIREBALL. This wi
G s doors at J. Go in and collect the
P
Q itams key K. Use key K
n 1
5
LEVEL 12
minataur. (You can trick him inlo THE CAVE

IAUncung a firaball when YOI re i _
r_u-"~|r':1 a treg, wihch wil
fireball explosion to ricochet back in his
face.) Obwviously you can use fireballs
and spells of your own too. Find the
sleps al the end ol the wood, whach wall

Go through this area in darkness o get o
the teleporter ai the end. However, it has
to be said, the odds are against you down
hare, with countless fire-breathing ghouls
and a herd of minotawrs roaming about. If
you do succead against the beasts, exit
via the teleparter and reappear on level
13. Unfortunately this was whera nearly al
of our boys got picked off by the fire
braathing ghouls, so only the warrior lived.

It's getting tougher now - in fact, only two
of our gquys have made it this far!

And by this stage there's only one guy left!
Now there's just the final teleport to go.

LEVEL 13

THE TEMPLE

This is it, you've naary completed the

quest. There's just one last job lefl for you

and your men. (Thal is, i you've got any

lefi!) You've got to find the Overlord, 2

shady looking bloke in a cloak, and kill him
He's dead, eh? Great, now collect his

key. use it to get into the temple room,

and that's it! You've dane it. it's a bit of an

ant-climax, you have o admit, but then by

this point you've probably got 50 few man

laft, i's probably no bad thing anyway... @
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Then you need...

THE LAST RESORT

THE LAST
RESORT

with Jonathan Davies

Spit out those aspirins! Don’t let that game get on top of you! Why kick the
bucket when you could be kicking ass? Let Jonathan Davies show you how...

Games, eh? One minute you're tripping along nicely, showing the
bad guys what for and saving kingdoms left, right and centre, and
the next you're completely thrown by some silly little problem that
you can't for the life of you seem to crack. But rather than heave
the whole lot out of the window and take up brass rubbing, why
not write to me? As one of the profession's most celebrated
games gurus (not!), it's my sincere hope that I'll be able help you
out, either by simply ‘knowing’ the answer, or by eliciting it from
our notoriously knowledgeable readership.

FANTASY WORLD
DIZIY

0 “‘Whare's the key to the lift controlier
that takes you bo the dragon with the
20a? How do you get over the spikes in
the guarded halkway? Whalt do you do with
the rusty okd pickaxe, the clump of leaves
and the piece of ropa? And are you
supposed to do anything with the emply
bottle afler drinking the whisky?

Stephen Prior, Spalding

Crikey. Well, | think the key you want

is in the church. Cover the spikes
with the rug. The pickaxe is for getiing
throwgh the rocks in the mine and tha rope
is for tackling the alligator. Oh, and forget
about the leaves and the bottle, | should

R-TYPE
“Please could you tell me the cheat
moda?

James Sampson, Weybridge

All ight. Type in your name as
“SUMITA." for infinite lives

OPERATION STEALTH

“I've bean stuck for months. I've
finished swimming and have bought

a bracelat from the man on the beach
MNow | can'l do anything. I've tried walking
through the holed, and talking to the
receplionist amd cleaning lady.”

Stephen McCetferty, Vienna, Austria

I's not really all that tricky. Prass the

litt button and go up to the second
figor. Then lake the stairs 1o the third floor
furn right and go through the last door
THEN it gets difficult

CRUISE FOR A CORPSE

I've interviewed Tom, Suzanne,
o Julio and Father Fab. I've got the key
io the rofl-lop desk and 1he diamond
necklace, the receipt, the thank-you nate
and the bishop's letier. Now what?*
Sam Jones, Bovingdon

A Have you opened the necklacae? And
have you checked out Suzanne's
cabin? Don't forget that s a good idea 1o
talk o everyone about everything. (Plus,
there's the complete solution in APS.}

THE SECRET OF
MONKEY ISLAND

How do you beal the
Swordmaster?
M Hammond, Maidenhead

You'll need plenty of experience, so

first get Captain Smirk 1o frain you
and then pick a few fights with any
wandering pirales

I've givan the monkey three
bananas but he still won't follow me.”
Mark Shipman, Leyton

Er. the thing is, you see, you've got
to give him all five.

LOOSE ENDS

Even Spariacus knew when he was beal
<0 I'll hang up my poncho and leave you lo
cas| your aye over the following list of
stranded readers. i you think you can
help, please wrile in

I'm in the part of EYE OF THE

BEHOLDER aher you've collected
the lour wind homs and blown them in
front of the wind coming from the entrance
of the temple. The plaque reads “Faith is
the key™ and there are four levers in a
square room, each of which opens a door
| can’t work out the comect combination
Rob

"I can’l get past World 1 Level 4 of

LEANDER. When | get info the cave,
| can get the silver bow but | can't gel out
D McCrory, Slealord

“In MAGICLAND DIZZY, how do you
Q kill the ral down the well, how do you
get the sword out of the rock, how do you
wake Dozy, where do you find Daisy and
Grandizzy and how do you get the jewsl
from behind the beast?
Mattie Whittle, Dunmore East, Eire

“On INDIANA JONES AND THE
LAST CRUSADE, we keep getting
killed at the start of the first trial. Are we

supposed to kneel, and if 5o, how?
Dave and Deb, Barrow-in-Furness

“And I'm stuck in the tunnels under
0 the library. There's a door in fronl of
me and a row of skulls on a banch belore
me. I've discovered that if | push the skulls
down five times the door will open shightly
but then closes again.”
K McKay, Tamworth

“How do you get past your reflection
o at the end of Leved 12 in PRINCE OF
PERSIAY
Jonathan Inns, Wirral

How do you get out of the museum
Q in THE SIMPSONS? After you've
jumped over the llower pols and spikes
there's something on the floor, but | don't
know whal to do next.”
Craig Lowe, Beccles

o “How do you busld a colony on
another planet in MILLEMNILIM 2.27
| know 5105 ships are something 1o do
with it, but | can't build one because the
moon doesn'l contain copper, The
instructions are beief 1o say the leastl®

MA Knoblett, Bedford

world in ELVIRA THE ARCADE
GAME. Please put me out of my misery.”
David Rowell, Paignton

Q | can't find the the trader on aither

Q ‘In POLICE QUEST Ill, I've found
the cocaine in the locker and fold the
caplain, and got 1o the Bain’s house, but
can't work oul whal to do next.”

James Milner-Walker, Petersfield

And that's as much as we've gol room
for. Remember the address - The Last
Resort, AMIGA POWER, 30 Monmouth
Streat, Bath BA1 2BWQ.



78 AMIGA REPAIRS _

JUST £44.95 inc. .

* Commodore registered

* Over 10 yvears experience with Commaodore computers

* 20 l.i1|.t|||lt'l|. technician engineers at youn |_1i\.|1u\..|]

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

* Some compulters can be repaired within 24 hours of booking in

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

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

* All repairs covered by a 90 day warranty

WTS ELECTRONICS LTD

STUDID MASTER HOUSE
CHAUL END LANE
LUTON, BEDS, LU4 B8EZ
Telephone (0582) 491949 - (4 lines)

WIN THIS AMIGA 5004
AND A PRILIPS COLOUR
STEREO MENITOR

PLUS

e Cartoon Classics e Lemmings e Captain Planet o
e Bart Simpson e Paint Il - with animation e Workbench 2

PLUS

M o Hollywood Collection e Robocop e Batman - The Movie »
| o Indiana Jones ¢ F19 Stealth Fighter ¢ Wicked 30 Game Pack o

I- F o .\_ 5
| 2R ereal Microswitch Fighter joystick

o o
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embar, though
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@ up with lots ol batl 185

oif, Just have yvoursell some fun

USE THE
WATER!

In summer the only sports worth
mentioning are watersports.
Make yoursell a promise - this year
you'll try a watersporl you've never
done before (even if it's only learning to
swim). You won't regret it...

There's little excuse for this
really. It's really got nothing to
do with Amigas. But - hey!

~ it's summer. It's too hot

to work in the office.

It's too hot to play
Amiga games.

So we all went

to the beach
instead, and

it made

us happy.

INVEST
IN A
HANDHELD!

You don't really want to be
playing games on your Amiga
when it's sunny outside.
Mo, you wani to be oul thare yoursell - but
I you can keep playing games, well, 50
much the betlar. With that in mind. we
recommend you get your hands on the nas
best thing to your Amiga — a handheld
There are threa of these mifty kttke
poriable video game consodas to chose
from - Ninlendo Game Boy, Sega Game
Gear and Atari Lynx = at prices from £70 i
£100, and games from £20. They all have
their fans — many of us hare praler the
Game Boy for it's small size, but this is our
Amanda, and she's a dyed-in-the-wool
Game Gear fan. “I's nicer to hold and it's in
colour,” she says. We don't care if you
agree with her or nat, but she's having fun
hare, and that's what counis



GO TO
THE FAIR!

Do you really need us to tell
you how much fun going to
the fair can be?

No, of course you don't - and giant
permanent sights like Blackpool
Pleasure Beach or Alton Towers are
even better than travelling fairs. Get a
few pals together and make a day of it
= we did (this ride is on the end of the
pier at Weslon Super Mare) and it was
truly excellent...

Wheeeee! (| think I'm going to be ill?)
[Hot while you're sitting next to me
pou're motl) Pass the sick bag! (E1c.)

BEST OF THE SUMMER COIN-OPS!

There's only way to play video games when it's hot, and that's down the arcade. With that in mind,
we sent Stuart Campbell off to check out the best of the summer coin-ops...

Here we are among ihe coin-ops. Things
are gelting bigger, brighter, flashier, fasier,
but when you really take a look at what's
baen happening with pay-as-you-play
video games, as has been oo often the
case over the last few years, the answer's
nothing new

But that doesn't mean there’s not
some lop entertainment to be had though
because many of the games thal are being
rehashed and brought up-to-date at the
moment just happen to be some of the all-
time classics, and at the fop of the heap
for us has to be Midway's Tolal Camage
The sequel to Smash TV (which was in
itsetf, of course, the sequel to the
magnificent Robotron 2084), Tolal
Carmage is a game 50 astoundingly
bioodthirsty and violent that it manages
the not-unimpressiva task of making its
predecessor look ke a quiet night out with
your grandmaother

Utterly over-the-lop genocide is tha
order of the day here, with the main
distinction between this and Smash TV
baing the fact that Tofal Camage scrolls
around Marcs-style, rather than being
resincted 1o singhe screens al a ime. This
i& also, as far as | can remembear, the first
arcade game ever 1o include level codes
to save you from having to play the same
areas ovar and over again - a highly
commaendabla innovation. Secret rooms,

AND IF YOU’RE
BORED OF THE
VIDEO GAMES...

.. you might just be lucky enough to find an

arcade that features this little beauty.
If you think Speedball Il is fast and furious in two player mode,

ﬁa.;

just try your hand at air hockey - the simplest yet the besl
indoor two player action game around. Every arcade should
have one. (Indeed, we'd probably go so far as to argue that
every home should teo...)

Gooaal! Matt chances his hand at Alr Hochey.

Yeecow! Lither the
hydraulics in this
Starblade cabinet are
wobbling it around so
fast it's tricky getling a
clear picture (But there
aren't any hydrawlics in
Starblade - £d.) or our
photographer got 30
excited watching Mark
be forgot to focus, or
this is an "arty’ shot
designed to show the
sheer encitement of the
arcade - whatever the
truth might be, the boy
Mark's having fun here,
and that's what counts.

sub-games, bonuses, kberal spashes of
humour and all sons of clever stutf
abound, making this a game which bears
more repeated playing than you might
imagine, as long as you can stand the all-
oul assault on your senses.

Ancther seminal Wilkams coin-op 10
get the "90s treatment is Defender. The
naw version of that one - again produced
by Midway - is known as Strkeforce, and
il takes the basic defend-the-humanoids
gameplay and really goes 1o town with it,
slapping n all the power-ups, horible
ahens and dramatic backdrops you could
wish for and turning what was already a
frenetic and hideously challenging game
into something truly awesome. Worth a
faw plays, for sure

A bit too much for you? Well, how
about something with a slightly more
leisurely pace? Star Wars, lor example?
Step right this way, sir

You see, Namco's Starblade plays in
aimost exactly the same way as the old
veclor-graphics movia game, with the
machine flying you around and you meraly
moving your gunsight to blast squadrons
of anemy spacecraft. Actually, thinking
about it, under all the flash that really only
makes it an Operation Woll derivative, but
don't worry about thal - this is a game you
really ought to see. Coming in a cockpit-
shaped cabinel with a huge curved

Meanwhile, Matthew gets
his thrills in World Grand
Prix, a ong-player
hydraulic motorbike
gama. Here's a lunny story
aboul Matthew and a
maotorbike actually (and
this is true): once when he
was riding a big bike in
France he came across an
arteulated lorry which
suddenly roomed out in
tront of him, blocking the
road. He braked, of
course, the wheels
shidded (maybe there
was oil on the road or
something) and he went
right under the back of
the truck and out the
other side. True!

screen, Slarblage boasts just about the
maost impressive coin-op graphics we've
evar seen - enormous 30 flled veciors
depicting alen cities, huge canyons, deep
space seclors bristling with gigantc enemy
cruisers and lois, lots mone. The
soundirack is neat loo, with crystal-clear
spaech telling you whal to attack now and
what's coming up nexi - listen to it, it's not
just window-dressing. To be honast, the
gameplay’s a litthe on the simplistic side
after a bit, but if you don't get a rush out of
this one you must be dead

And that's about it, really, as far as
video coin-op kicks go. If you're
completely tragically sad, you can always
throw your money down the slots of The
Uncanny X-Men (the latest identical-to-all-
the-ather-ones-since- Teenage-Mutan!-
Ninja- Turtles four-player beat-'em-up from
Konami) or the stil-amazingly-popular
Streaffighter 2 (now in a spacial ‘Hamplon
Edition’, whatever that means), but if you'd
rather NOT see the arcade game industry
nosadive into another five-year decline of
rewriting the same two games over and
over again (one tedious beat-'em-up and
one dull scrolling shoot-'em-up with big
monsters), then don't chuck any money
into those machines, It's simple

b
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And that's it - a pretty fair &
representation of how we're 4
planning to spend (and, indeed, -
have been spending) our [

summer. Remember, it's not hot
all year round, so make the
most of it.

O



JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

® SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK
Special compacting techniques enable up to 3 programs to fit on
one disk. Now saves directly to disk as Amiga Dos - reloads
independently of the cartridge - even transfer to hard drive! Works
with up to 2 Megs of Ram - even 1 Meg Chip Mem (Fatter Agnus).
SUPER POWERFUL TRAINER MODE -
now with DEEP trainer. Even better than before - allows
you to generate more or even infinite lives, fuel, ammo.
Perfect as a Trainer Mode to get you past that “impossible” level.
Easy to use.
® IMPROVED SPRITE EDITOR
The full Sprite Editor allows you to view/modify the whole sprite set
including any "attached” sprites. PLUS A RANGE OF IMPROVED
FEATURES.
® VIRUS DETECTION
Comprehensive virus detection and removal features to protect your
software investment. Works with all presently known viruses.
BURST NIBBELER.
Now this super disk copier program is built into Action
Replay Mk 1ll. Just imagine a superfast, eficient disk
copier program at the press of a key - no more waiting.
@ SAVE PICTURES AND MUSIC TO DISK
Bictures and sound samples can be saved to disk. Files are saved
[ in IFF format suitable for use with all the major graphic and
ages. Samples are displayed as screen waveform.
SC MODES SELECTABLE -
emoving ugly borders when using NTSC
gnly with newer Agnus chips).

ion to your own pace. Easily
' ldeal to help you through

T

THE WORL
CARTRIDGE

NOW WITH A MAS
IN ROM OFFERIN
MK

® POWERFUL PICTURE EDITOR
How you can-manipulate and search for screens throughout
memory. Over 50 commands to edit the picture plus unigue on
screen status "overlay” shows all the information you could ever
need to work on screens. Mo other product comes close to offering
such dynamic screen handling of frozen programs!!
JOYSTICK HANDLER -
allows the user to select Joystick instead of Keypresses -
vary usaful for many keyboard-programs.
® MUSIC SOUND TRACKER
With Sound Tracker you can find the complete music in programs,
demos,etc. and save them to disk. Saves in format suitable for
most track player programs. Works with loads of programs!!
& AUTOFIRE MANAGER
From the Action Replay Il preference screen you can now sef up
autofire from 0 to 100%. Just imagine continuous fire power? "
Joystick 1 and 2 are set separately for that extra advantage!
IMPROVED RAM EXPANSION SUPPORT.
Now many more external Ram Expansions will work with
all Action Replay Il commands.
® DOS COMMANDS
MHow you have a selection of DOS5 commands available at all times -
DIR, FORMAT, COPY, DEVICE, atc.
FILE REQUESTOR -
if you enter a command without a filename, then a file
requestor is displayed.
® DISK COPY
Disk Copy at the press of a bulton - faster than Dos Copy. No need
to load Workbench - available at all times.
@ BOOT SELECTOR
Either DFO or DF1 can be selected as the boot drive when working
with Amiga Dos disks. Very useful to be able to boot from your
external drive.
PLUS IMPROVED DEBUGGER COMMANDS -
including Mem Watch Points and Trace.
@ DISKCODER

‘"Tagged” disks will only reload when you enter the
glul Tor security.

0782 744707

e LIMITED




hoST POWERFUL FREE ILITY

ODW EVEN BETTERI!l sTiLr OonNLY

IE 256K OPERATING SYSTEM £59 -9

I = HANGE OF FOR 150012000 VERSION £69,99
FEATURES -

AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE
EXPANSION PORT OF YOUR AMIGA AND GIVES YOU THE
POWER TO FREEZE MOST ANY PROGRAM

1 SET MAP -
allows you to Load/Save/Edit a Keymap.
] ® PREFERENCES
Action Replay Ill now has screen colour preferences with menu setup. Customise your screens

to suit your taste. Very simple to use.

1 IMPROVED PRINTER SUPPORT -
including compressed/small character command.
@. DISK MONITOR

Invaluable disk monitor - displays disk information in easy to understand format. Full modify/save

options.

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

MORE FEATURES INCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING...

\\i Full MEB00D0O Assembler/Disassembler @ Full screen editor ® Load/Save block
#® “Write String to memory @ Jump to specific address ® Show Ram as text

® Show.frozen picture @ Play resident sample ® Show and edit all CPU registers and flag
@ Calculator. @ Help command @ Full search feature @ Unique Custom Chip Editor allows
you to see and miodify all chip registers - even write only registers! @ Notepad

#® Disk handling - show actual track, Disk Sync. pattern etc. ® Dynamic Breakpoint handling
@ Show memory as HEX, ASCIl, Assembler, Decimal @ Copper Assemble/Disassemble - now
with suffix names

REMEMEBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S
“FROZEN" STATE WITH ALL MEMORY AND REGISTERS INTACT
- INVALUABLE FOR DE-BUGGING OR JUST THE INQUISITIVE!

WARMNING 1988 COPYRIGHT ACT WARNING




1992

JULY

AMIGA POWER

O

JEFF MINTER. 1 Legendary

programmer, fierce supporter of the shareware
concept, and outspoken software individualist, he's
produced more Williams coin-op influenced blasters
than any sane man ought to, brought sheep and
similar ‘nice, big, furry, good-natured beasts’ to the
Amiga in more acceptable ways than Peter
Molyneux could dream of, and come up with some
of the most bizarre game control systems of all

TRIP-A-
TRON

This wasnt actually a game but
a hght synihesiser, so I'm not
sure if it should be in hera or
not. (0N, go on then = Ed )|
didn't actually do the Amiga
version of it myself - it was a
guy called Andy Fowler, and |
think he did an okay job. The
reason | dign't do i I'I'I',.'SE‘I' was
mainly because | just didn't have
the time. That's all there is fo say
real ¥, bul al least it provas | don't jusl
write shool-'em-ups!

LLAMATRON

This one's my ultimate homage to Williams - and
Eugene Jarvis, the creator of Defender and

Robolron, in particular. | haven't met him, but
apparently a copy of Liamatron gol sent aut fo
Williams in the States and they've been playing
it. | don't know if Eugene Jarvis saw a copy
but I'd love it if he could give some of his
opInions on my game

That's all there is to say about this one
really, | just wanted to take the idea of Robolron
and do something with it. Why llamas? Well, I've
been into them for years now, They're such nice,
beg. furry. good natured beasts, with nice big faces
Don't you like them?

time. We thought it was high time this software
legend spoke to AMIGA POWER about what he's
been doing all these years...

SUPER GRIDRUNNER

The Amiga version of Super Gridrunner is essentially the same as the ST one, but with a few modifications
s0 pecple didn't think I'd been completely lazy and just ported it across. The play area’s a bit bigger ~ |
thouwght I'd better use the bottom 56 lines of the Amiga screen - and | did the sprites with the blitter, |
always feel really guilty if | don’t think I'm giving good value for money, which is why | botherad with
the modifications. The only thing the game doesn't have which it really should is sampled sound
but at the time | didn't have a program writien to do that

Of course, Super Gridrunner is based on the oniginal Vic 20 and C&4 game from 1982, which
was intended to be (ke a harder version of the even earier Centipade. | wanted to get rid of all
the culeness and just make it tough, but a1 the same time | was keen to iry oul an unusual contro
method. One thing this did was make it possible to have things ke the detachable nose cone
which you couldn't do if youw were wsing a joyslick normally - there just aren't enough controls

Something that isn't in Super Gridrunmner but which | now put in all my games, and would like
lo have had in this one, is an ‘assist’ mode. That's when the computer 1akes over as an intelligent
second player - as in Liamatran and Revenge — which gives it a funny sort of half dema'hall game
Quality. It allows you to get into what can be quite intimidating looking games by holding your hand, if
you like - then, ence your confidence is up, you can just switch it ofl

Just about everybody was playing Liamatron last year, and | think the idea has rubbed off on a few
people too - centainly The Bitmap Brothers are talking about having something which sounds very similar in
The Chaas Engine, which I'm very happy about

PHOTON STORM

Like nearly all my recent stufl, this one was developed on the ST first, but eddly enough it was the
game'’s putlishers, Arc, [Alan’s own soffware label - Ed, ) who got me to write an Amiga version
A bat of irony there
Ag fans of old coin-ops will know, the game is loosely based on William's Sinistar
maching. Actually, it'd be more accurate to say it was ‘influenced’ by the arcade machine,
because there's nothing about it that's exactly the same. What | wanted 1o do was a multi-
directicnally scrolling game with a mause confrol - the sort of control the game needed
couldn’t really be done using a normal joystick. If you remeamber Sinistar, it had a special
greater-ihan-eight-way-moving joystick. and the mause was really the nearest | could get 10 it
When paople complain about the controls on some of my games, | think it's often
because they're just loo lazy to leam something new. They're used to simply maving the joystick
lett and right. and it can be hard to persuade people 1o give something else a proper try. With me
it's the opposite = many of my favourite games are ones that force me to master something new




Again done for Arc, and it's nat 1o hard to see where the influence for the game came from! What was
nice about it was it alowed me to do decent varsions of Defender and Stargare, two of my favourte
games, for the Amiga.

That said though, because this was developed for the ST first there are a few things about the
n"-‘l.l‘l'llga version which are less than ideal. The mimmalist graphic style is there because the first mng
a Defender game has fo be is fast and smooth, and the ST couldn’t cope with maving much more
around the screen and remakning 50 — for the Amiga version we could probably have put some mare
complicated graphics in. The other thing I'd do to this one now is make i1 a bit easier — as il stands

it’s oo hard for many people 1o see the later levels

Actually, having said that aboul the graphics, | think these are pretty good - the space ships are

small, sure, bul they've (__‘:]GII a lot of detail on them. They're carainly batter than the sort of thing | can do
- if you're doing a serous commearcial release these days you really need a good arfist, though | can still
get away with my stulf on the shareware games. | wouldn't mind warking with some of the Psygnasis graphic
artists, or the guy who did Project X. (For Team 17 = Ed.) | really liked the subtle parallax shading on thal cne

REVENGE OF THE
MUTANT CAMELS

It was about the and of ‘83 when | did the orniginal version, and the
new 16-bits anes were done more of less as a responsa to popular
pressure. People tend to write to me asking when there'll be a 16-bit
version of this or that game, and Mufan! Camels was one of the ones
they asked for most. People also seem 1o like Sheep In Space a Iot
toa, &0 it's possible | might update that one at scme point

With the new Mutant C: it took me about three months to
do the ST varsion and another manth on top of that to get the Amiga
one as | want it, The biggest ditfarence was with the Amiga scrolling
otherwise it's much the same game

THE FUTURE

You might see a few more shoot-'em-ups from me! That's naot 1o say they won't all be quite
different from each other though - as | said, | ike games which have an unusual control system
which takes a bit of ime 10 learn, | think you get mare fun cut of the game that way, and I1'5
certainly more satishying to really master it. | may also bring a few more of my mos! popular
old games to the Amiga as shareware
As far as commercial stufl is concerned, I'm doing a new sort of Super Liamatron job
for another big computer company = | guess they're the enemy as far as you're concemead
{1 thirk he means he's doing something for Arc fo appear on the 5T - Ed ) It's a great
game aclually — you control four guns around the edge of the screen, and you use them 19
shoot at a puck in the middie to make it move about. The puck kills things as it hits them
The problem with me doing what | call commercial games for “real’ software houses is
that | feel guilty at the idea of charging more money than | think one of my game's is really
worth, and as | think nearty all commarical games are really over-priced, that causes
problems. The other thing is that | hate games that feal like they've been designed by
committee, and that tends to happen all too often — | like 1o see an ndividual behind them
People like Andrew Braybrook, Geolt Crammond, Tony Crowther, Archer Maclean — they're all lop
guys, and produce the sort of games | like to play. And | also like Eugene Jarvis games, but you
might have guessed that by now.,
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GAME

2 Hot 2 Handle [Comgp
10 Great Games

3D Constructionin

4 Whasl Diive [Comp)
4D Sports Boxing

4D Spoete Drtvang

B0 Great Games [onby 30 on «
AJZD Adrbeas

Addams Family

AMOS ID

AMOS 13-Jrr-. 4-1

I Supremacy | Comg)
Alf-Land -Sea {Comp)| |E-\5-LI NOT=)
Alcairaz
Alien Bresd [ 1Mb)

Alien Storm

Amios

Ancaber Waorld
MBGTENTUIE

Arkancsd 0 - Revenge of Doh

Armoar-Geddon

Award Winsers (Comnp)

Barbarian 0 [Prygnoss)

Batmas - Capsd Crassdes

Batman - The Movie

Batile Creess

Bande Chesa [ (NOT +)

Batie lsls

Beasthisera

Better Maihs (12-16)

Betier S[’::-L.-In; {B-Adult)

Big Run

Birds Of Proy {1 BB

Biersag Brothess - Yal 1

Biack Crypt

Blues Hrotters (NOT )

Boasd Genbas {Comp)

Bonanza Arotheds

Borobxodur

Brides of Dyaculs

Bubble Bobbie (NOT+)

Capoom Collactaan

Cardinal Of The Kremlin

Cartoos Collection

Casieg

Castles

Calnic Legends

Chsllangers [ Camp|

Chaimgionabup Man.
Chiart Attschk - Vol 1 Tmﬂ

Chips Challange
Cowert Acuon
Cruise For A Corpas
Cylsateon [l
D.T. Ofympic Chalenge
Death Knights O Eryna (1Mb)
Deeliveiance
Detuxe Paing [V
Drutaros (NOT « |
Dizxy Colection
Dizzy's Excelient Adventares
foa e

T 1
E:rn M:TTM:!

1Mk (NOT*)

-
Eye Of The Baholdar | 1MB)}
Eve Of The Beholder [1 {1 M)
F-15 Strike Esgls 11 | 1ME)
F-18 Combat Filot

Faoe Off - lce Hockey [(NOT #)
Fantastic Yoy

Fantasy World Dixry (NOT+)
Fum Food (ROT+)

Final Eiow
Final Fight [(NO'Ts}
Fists Of Fury (NOT s

Flood {MNC
Football Crary (Comp)

Foothall Dipscior I (N0T+ )
Formala One Grand Prix

Fulll Contact (MOT+)

Fun Schood 4 (5-T)

Fum School 4 [Creer Ts)

Fun Schood 4 (Undes Sa)
Furzbali

G-Loc

Qateway To Tha Savage Froatier
Gamntiet [

Gauntlst 10

OB Rous Plus [1Mh)

Cierman Mastsy

God Fashet - Acticn Game

Gods

Hard Nows

Harlequin

Head Cwar Hasls

Haast Of Chisa | 1)
Hetmndadl | 1WE|
Hamriena's Bock Of Spalls
Heroes Of The Lanos

H t - Dt D
¥ et - Twin Pack
H i 0 the Qalaxy

HL‘LTW sod Collection {Comp) (NOT+)

Homa Acooasnts 7

Home Adons (MOT+)

Hool.

Hudson Hawk

Hunt Far Red Ociober

Hunter

K+

lepossamols

Incliama J b L. Crasada [Act)
[

Jack Micklsus Usl Codl [ 1MB)
Jagruas XIT20 {1 Mb)
Jamees Bomd Caollectson

Jimmy '.-'-In-'.-q. Snssinf

Jolun Barnes Football (1 Mb)
Johs Maddan's Football
Jupiter's Masterdrive

Kick Odf IF {1 ML)

Eid Qlowas 11

Kind Woeds 2

Kings Cranst V [1MD)
Enighimare

Knights Of Tha Skey | 1M
Laat Mings [0

L

Leattier Godidess Of Phobos
Ledmare Sust Larry V (1 ML) DF
Lemmings

Lemmangy Leweis [Dats Diak)
Lesnmangs Lavels (Sand Alons
Lide And Death

L
Mavis Beacon Teaches Typing (NOT+)
Mega-Lo-Mamia/First Samunal

Mg Mk

Mecs
Mico E

il RmLaos

7 0 [1MEb)

Supsr Fulonam [NOTs)
Mlasgrie: [T (1 M)

Nf-.ul.:m_ 1
"1"'"'\-' Lealand 5Ion-

ation Wall (NOT+

an Edrops (MOT+)
I’L-h Extza Coursss
POA Towar Goll =
Pacific Islands

Pug -rl"'uw 2

Placinam |Comp)

jon Cruest 3 (1M}
of Darkness

17 i'-l praloua 1 (1)

iy
Sacret OF Hl’lllhl“! \.nnl.'l (1M RO )
Secret Of Monkey lsland 2 (1M
Socyet Of Tha Suver Blades
Shadow Of The Deast
Shadow Of The Beast [
Shadowiands
Shadow Sarceros (NOT )
Lhoe Peopie
Shizifepisck Cal
Slent 5'4- wie 11|
Sillowoam

Simpecns
Sar Frod
Smash TV

Soocer Manager - Mul
Soocer SUAr (Comp)
Space 1889

Space Ao [1

Space Chaksds

Epace Cniest 4 | 1M}
Special Forces

Spods Best (Comp)
Epok

Sz Collectson

Steel Empuie

Stewe Davis Sronker

1 Mty

= i

Super Sega (Comp)

Supsr Sim P

Super Space [nvaders

Supser

Sogs et

Supeiui 2

Supremacy

Sanpicicis Cango

Switchblsd

Tarminato: 0

v [ Colection

Thee Linmker Collsction

Thes Menager [ 1Mb}

Thunclies hawit

Tin On Th Moo
Ol

s The Fox
Tk [N
Top IIJ.r.iu'd

Lieima V1 {1MB] DF

||g.:;..;.

oo Kid
Raalicy 1 (Comp!

al Workls [Comp)

Willy Beamial

Winter Supersports 52
Wiz

Wi

i Class Laaderboasd

4 Class Rugty

World Class Fusglry - & Naticns
Wreslematia WF

X-Chat

Z-Orat

Double Sided

Double Density
QUANTITY PRICE
TR e .E4.75
R L T L £9.25
R RN e e £11.30
T RN SR L £13.25
< R R A e S £15.10
T £16.90
45 £18.80

.£135.95
E£167.50

WITH LABEIS & WARRANTY

BOXES

(with keys and dividers)

10 Slimpack e Er ..0.94
A0 CAPACILY ....ooveeverrnissrsrinsnrsrmnnsee DD
50 capacity . SRR Y
BO CAPBCILY .........coociriannern £6.30
100 capacity .... i, £6.80
120 CADACILY ....ccrnriinsrrrrrnarens £8.75
150 Deluxe stackable ............. £21.95

JOYSTICI{S

Python 1 (QS130F).
Maverick 1 1OS‘JEEII-I

5+

The Bug

Star Probe...........ccccovennmnnne !
Competition Pro 5000 - black.. £13.75
Speedking AT .. £11.00
Navigator A/F E13.75
Topstar (SV127) ESSEES
Supercharger (SV123)..............£9.00
Sting-Ray A/F £12.50
Megastar A/F (SV133) £22.00

MISCELLANEOUS

Cartoon Classics Pack......... £359.95
Philips CMB8330 monitor ...£246.75
Deluxe Work Centre ...E46.95
Cumana Disk Drive weenn EDT. 96
SMDb Upgrade + clock
SMb Upgrade

IMb Upgrade [5W+]
Mouse

Mouse Mat
Disk Cleaner
Dustcover
Mouse House ..

071- 608 - 0624




If your interest in the Amiga goes beyond playing
games, you ought to take a look at the latest issue
of the world’s top-selling Amiga magazine.

Get the low-down on the death of the ASO0 and read the
full review of the new Amiga 600

Find out what happened when we took the A570 CD-ROM
drive for a test drive.

Discover how a cheap sampler or scanner could be your
way in to the Amiga’s amazing world of graphics and music.
Explore the complete CanDO! program, worth E100, and
see how it can help you become a multimedia master

And while you're there, if you still haven't had your fill of
games you can read the full review of Monkey Island 2, see
if you agree with our top ten of the classic games of all time
and discover some amazing facts about football...

AMIGA FORMAT ISSUE 36 - IT'S WAITING FOR YOU AT THE NEWSAGENT NOW!
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GAME
REVIEWS

CONTINUED

+ MILLE MIGLIA

Games-wise, this has been a most
spectacular month so far, and it’s not
over yet. Join us for the also-rans...

dea for a game...!
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I-service

A caveman tax

Publisher: Play Byte
Price: £25.99
Authors: Thomas
Klinger & Bjorn Roy
(programming), Rudolf
Stember (music)
Release: July

Dumber than dumb isn't
necessarily such a bad thing -
take Uigh!lor example. The
concept's incredibly simple,
and nol a little old fashioned -
it’s the sorl of game which
probably could've been
conceived over a good sirong
cup of tea, then knocked out
using AMOS in a week or two —
and yel it's got a certain
something.

Look, can | just get straight
to the point? | love games
which have simullaneous two-
player options. I'd much rather
play a computer game with, or
against, someone else than sit
around with only the Amiga for
company. And while Ugh!
makes Asteroids look like a
NASA mission simulation in
terms of complexity, it's go!
cute appeal, play-and-learn
controls (there's plenty of
inertia and gravity here - the
things which made the coin-op
Joust such a masterpiece), and
a simullaneous two-player
mode going for it.

The cute appeal mainly
comes from a Flintstones-
esque prehistoric man
scenario, based around that
age-old profession = the taxi
service. Added problems with
floods and various uniriendly

i

- ‘H

I"““\

dinosaur types complicate things a tad
= 1o the point where it all reaches
Pythonesque proportions of silliness,
in fact - but the basic game is very
simple indeed.

So how exactly does it work?
Well, each player (it is possible to play
solo, but that's not really what it's all
about) controls a little crale with a
rotor blade mountad on top. The
mission is simple - cavemen (and
cave-babes and cave-OAPS, come to
that) will walk out one of a number of
on-scréen caves, hail a taxi (you) with
a speech bubble, and tell you a
deslination. The player must then
swoop down and land (taking care to
miss the passenger!) nearby, he or
she’ll then climb aboard, and i's off to
the required cave. Each cave has a
handy little number posted on a sign
oulside, so there's no guesswork
about where anyone wants lo go.
Complete several taxi runs, and it's
onto a more complicated screen.

That's not quite it though. While
all this taxi palaver is going on there's
a grub meter slowly but surely
decreasing at the bottom of the
screen. If this gets to zero it's a life
lost, but the problem is easily
remedied by picking up a rock,
dropping it onto a palm tree, and
collecting the fruit it then desposits.
{Logical, huh?) Later screens offer
maore complex cave layouts, the

MILLE
MIGLIA

Publisher: Simulmondo
Price: £25.99

Authors: Gaetano
Dalboni, Mario Savoia and
others

Release: Out now

Cne glance at the rather nice 1930s-style
box artwork will tell you that this is
anything but your standard rolling road
driving game. Despite using the basics of
a game style thal's seen service in
everything from Oul Rur to Lofus 2 1o this
month’s Jaguar X220, it's not an arcade
game, nof really, Instead, it would seem to
be aimed at the more (ahem) mature
individual who enjoys magazines like
Classic & Sportscar and probably keeps a

'-ii Tazi work, prehistoric-
L style. As our hero flies
_f ".". around, the water level
i 4 begins to rise in the
. == world of Ugh! The small
Y 8N thing bobbing around in
- F the water is actually a
poor passenger who's
accidentally been
knocked over!

A

introduction of various dinosaurs (the
breathing of some Is enough to buffet
your crate!) and the added danger of a
rising water level. (it is possible to fly
the taxis underwater, bul, being light,
they pop to the surface very quickly).
This stuff is all just 50 much
fancy dressing, however - the rool of
the game lies in the inertia-overload
control system, as it does in games
like Thrust, Asteroids et al. Gravity
constantly conspires against the
alrborne laxis, any over compensation
with the joystick easily sending your
fragile crate hurtling into a nearby
rock. It's this that makes the game.
Good fun then, but if you suspect
it of being rather slight, well, you're
right. There's just not enough variation
from level to level to keep the interest
up for any greal length of time, and |
doubt the-fly-around-collecting-
passengers concepl is really the sort
of thing classic games are made of.
Fun, then, but a little too lightweight
for the price.
® MARK RAMSHAW

THE BOTTOM LINE
A laugh and a half, Ugh! offers

excellent (one or) two-player fun, for
a while at least. Not the -
sort of thing you'll still be 79 =
playing next year, though. =

©ld car lovers will be in their element, but
for the rest of us Mille Miglia just seems
slow, stilted, and very, very forcign.

wire-wheeled MGE in the garage for
summer weekend use only. The people
wha buy this won't care that it's far slower
than nearly any comparable driving game
(which it is} or thal it lacks such niceties as
varied road traffic. great scenery vanation
and s on (which is does), but will wosry
instead about its historical authenticity,
sense of atmosphere and fechnical
accuracy. So lel’s 1ake a look at thosa
areas, shall we?

Erm, this is going 10 be pretty tricky,
actually. Despite the lact that | do quite
like my old cars, | can't in all honesty tell
you whether an ‘Alfa Romeo RL Super
Sport ever really existed or not, and
cartainly not whather it was any faster than
an-OM 665 “Superba” 2000, Equally, |
don't know if drivers like ‘Tazio Nuvolar’
were really around either, which puts me
in a bil of a quandry. Lef's just assume
that it's all true = in which case the game
scores heavily for historical accuracy —
and move onto the rest of it, shall we?

Uinfortunately that means mentioning
a few of the game’s problems, and it has
some. Mol let me hasten 1o add, that I'm
going to have a go at Mille Miglia for its
lack of speed thrills (the manual stales that
‘the sensation you'll experience will not be
of pure speed alone’, and i's not wrang) -
I think it's fine 1o have a slow sor of
driving game, as long as you substitule the
lack of speed with somathing else. And
this, as far as | can tell, is somathing it
doasn'l do - as it is, you gel the feeling
that the game's alright, but very hard 1o
get excited about. There are also
problems with its logic. Let me explain:

The real Mille Miglia, you see, was a
1000 mile road race, taking place in
stages around Ialy (Mille Miglia means
1000 miles’), 5o the game is split into
slages (some are Halian country roads,
S0me snow-coverad mouniain paths and
50 on) with a nice digitised picture of the
comect Halian city 1o reward you as you
pull inta it, Before you set off you're given
a choice of spare items to take with you,
and these are apparently all-important =
there was no back up to speak of in the
Mille Miglia, no pit crews te change tyres,
and if you couldn't repair whatever
damage you might do to the car yourself,
chances are you were oul of the race.

This being the case, the game
punctuates the driving action at annoyingly
regular intervals with a Trouble Screen’,
which tells you what's gone wrang with the
car and how much time you've lost fixing
it. I's a reasonable idea in theory, but
once | started playing it soon became
incredibly annoying. Every 40 seconds or
0 the race would freeze, the game would



Ipad the message that I'd jammed the
wheel and that it'd take around 15 minules
to fix, then put me back into the action
where I'd left ol — all for no apparent
reason al all. Drive off the road, through a
house and two trees then back onto the
road again and sometimes he gamse
wouldn't mind at all — but pootle along
perfectly safely in the middle of the road
for a while and, uh oh, it's buckled wheel
time again.

Um, so what's the conclusion? Well,
It you lik driving games, don't apply
It you like adult race strategy type things
tread warily = | don't fully frust the stats
and logic in it, If, however, you're an
Amiga owning ‘30s car fan with a very low
frustration threshold, this could be the
game for you. Yes, both of you
@ MATT BIELBY

THE BOTTOM LINE
Slow, old fashioned driving game
dressed up in historical authenticity.
Great for fans of slow old =
cars, of dubious worth for 53 =

the rest of us.

DISCOVERY

Publisher: Impressions
Price: £29.99

Author: David Lester & co
Release: Out now

Discovery: if you're into old sailing ships
you'll be into this. For the rest of us,
however, it's hard to heep the interest up.

What is it with all these 'maritime.
exploration” games, | wondered as |
uniplded yet anoiher battered-looking
chart of the high seas. and why do | have
to review them all? Then | remembered:
this year's the 500th anniversary of
Columbus’s discovery of America, and
everybody hates me

S0, what better way to celebrate the

prn.udud for when the first une ge1-‘ loo
averrun with hamburger restaurants and

.1 This is done by sending ships

to the wnknown and waiting for them
o encountar land. Their crews then
disambark and start building setilements
Of course, you're not alons oul there -
four other powers are vying for the same
goal, and confiicts (both sea and land-
based) are ingvitable.

This could all have been hoeribly
boring, but (surprisingly) it isn't. The
graphics are a big help. While not exactly
breathtaking, they're extensively animated
and | particularly liked the 'ship sailing —

DISCOUVERY + JIM POLWER

IT'S A PLATFORMER JIM, BUT NOT AS WE KNOW IT

One of the neat things
about Jim Power is the

Jﬂ"‘i“.r . 'r“
r: “'.i. gahhu

THE BOTTOM LINE
No ground breaker, but a smoath
and silky (if slightly gaudy) platiorm
shool-'em-up effort — what it lacks
in eriginality it more than makes up
for in evidence of sheer

effort and good design. 73
Hot at all bad.
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over the horizon® effect. The other major
plus is that the game plays itself until you
intervene, 50 i1's not constantly hanging
around waiting for frivial input from you
{This is the same approach Dreadnoughts
used last month, and the only sensible
way to go about things if you ask me.)
The problem is the wser inferface
isn'l up to much. The cursor moves around
all jerkily, and the menu system leels
disjointed and cumbersome. And while the
icons are guite pretty, | had to look them
all up in the manual 1o work out what they
did (thus defeating their object). It's quite a
nice manual, though, with plenty of
background info on our man Columbus
So what's the verdict then? Well,
while Discovery cerainly isn’t up there
with Powermongeror Mega lo Mania,
compared to the sort of thing | usually
hawve to put up with it's a breath of fresh
air. A 'sea bregze’.
@ JONATHAN DAVIES

THE BOTTOM LINE
Quite a few numbers knocking
around, but it's playable enough to
compensate. Just the job if you're

13
TOUCHDOWN

planning some sort of
Amiga-based Columbus
anniversary celebration.

Publisher: Strike Force
Design

Price: £14.99

Author: In house
Release: Out now

LETE ¥

sl ‘ - Fivewr 4%ped

T wred - Tidiad MRiss
Towchdowm: Mice looking graphics, but the
underfying management stuff is fairly
waak. A shame - for Neil W, anyway.

What's this? Anather (mail order only)
american football coaching sim
swaggering onto the Amiga gridiron? Last
month's readers will remamber my review
of the essentially identical Amencan
Football Coach, a game that fumbled the
ball in its attempt to reproduce the ups and
downs of the NFL. This month's offering is
a slicker, more professional package
{complete with sampled speech and
digitised action stills), and — as there's
surely anly room for ane american looatball
management game in this country — looks
likely to eclipse the earbier offering totally
Or not?

Unfortunately things aren’t quite so
cul and dried. In 50me ways this package
offers more, in others less. To be concise
(tor some strange reason the rest of the
AP team have yel to be convinced ol
american footballs’ page worthiness -

Philistines! — so I'll have to be bried),
Touchdown offers very little hands-on,
real-time decision making. Your playbooks
are severely limited (14 offensive and 10
detensive plays), 50 the emphasis is
strongly placed on pre- and posl-game
analysis and backroom coaching.

The chance of each play's success is
calculated with ruthless siatistical
efliciency, based on a play's default
likelihcod of success (large gain plays are
obviously riskier than short rushes) and
then tallored (before the snap) by the
following criteria: your opponent team's
choice of play, the skill of the players in
your team that will be directly involved
in the play (you get marks cut of a
hundred here = yas!) and
{correspondingly), the skills of your
opponant’s relevant oppasile numbers,

S0, deciding which plays to base
your ofiensive and delensive strategies on
is best done before kick off, Train up your
players as besl you can, compare your
leam's strengths and weaknesses with the
scouting report from your cpponent’s
camp and see which plays place your
strongest jocks against their weediest. It's
as easy as that. Obviously you'll have to
break up the plays throughout the game
but you'll already know which anes you're
gaing to rely on

The resulls of all this planning and
tactical play calling is displayed
immediately (if a receiver catches a ball or
a running play is successtul then the gain
in yardage pleasingly clicks up, pinball
style) with the aid of pretty but ultimately
superficial (after your first game you'll
ignore them) digifised stills. Every now and
then a sampled voice shouls
‘Touchdawn!', but then it's heads down for
the next play

That's not quite all though. Between
matches there are other coaching
decisions 1o be made oo = including
scouting for new team talent. As seasons
come and go, players grow old and
college rookies come up tor grabs. You
can painstakingly tweak and tailor (or
completely replace!] your team as you see
fit by imroducing this new blood, thowgh an
easier way 1o victory s simply 10 elect to
coach ane of the better NFL teams to start
oft with. (This is a neal way the game gels
around the problem of difficulty funing
aciually, The potential for different
difficulties of game 15 sort of buslt in.)

S0 is the game any good? Well, yes
= il is in a inconsequential kind of way,
There's nothing here 1o gat really excited
about, but because the presantation is s0
shick, i's both easy and fun to play. What it
isn't is the delinitive amencan football
coaching sim = looks like we'ne siill waiting
for ihat, and (sad 1o say) | think it'll be a
fairly long wail 100
@ NEIL WEST

THE BOTTOM LINE
Slick presentation keeps up the pace
of a technically sound, if uninspired,
coaching sim. All the basic features

you expect are here, but gridiron

fans deserve more hands-
on action and a little more
to excite the imagination.
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TOUCHDOIUN + ININTER SUPERSPORTS 92
+ EUROPEAN FOOTBALL CHAMP

WINTER
gl;PERSPORTS

Publisher: Flair

Price: £25.99

Author: Chris Robson &
Peter Johnson (coding),
Kevin Preston & Paul
Drummaond (visuals), Phillip
Nixon (visuals & music)
Release: Out now

The bale jumping shater's movements are
believable, but it's all very zasy to play.

This is & collection of simulated sporting
events set in a chilly clime and very much

EURO

In a packed field of

Publisher: Domark
Price: £24.99
Author: Teque
Release: Out now

f the seven different footy

games clamouring for your

support this summer,
Domark's Euro Football Champ is the
chirpy, rather silly Gazza of the
bunch. A comedy referee, diving
headers, back heels and over-the-
head bicycle kicks give a good
indication of the game's rools - a
high-speed, ever-so-sightly tongue in
cheek Taito coin-op. Domark haven't
released a comedy single to
accompany their entrance into the
Amiga’s very own Summer Soccer
play-offs (yet), but with the standard
and number of computerised

in the mould of the Epyx "‘Games’ series, if
any of you remember that. Theres
Downhill Skiing. Bale Jumping, Bobsled,
Giam Slalom, Speed Skating, Pro Ski
Challenge and Skidoo Racing 1o try your
hand at, but if you think that makes eight
different events in lotal (and | can see how
you would) you'd be wrong. In fact there
are only four

Haow 507 Well, the Bale Jumping and
Speed Skating differ only because the
former has a single row of hay bales 1o
jump on its circular coursa, while the
Bobsled and Luge are pretly much one
and the same too, save for the modes of
transpori used o hurtle down the runs
Thera's more that these four events sharg
too = they're all buill as palygon block
constructions. And it's 10 good effect too,
though # must be sasd that in each case
the racing action isn’t racy enough

As for ihi2 remaining events, ihase
are prasented in a more fraditional
manner — that's 10 say, sprites and bilmap
backdrops are used. That doesn't make
the games any more individual, however
The three skiing evenls = reminiscent of
the one seen in Epyx's Winlfer Games in
mary ways - are basically variations on
the same thing, a selection of different
courses where (he player must dodge
flags, leaving the Skidoo as the lone
ndividual of the bunch, a real drop ouwt

PEAN

quality football

contestants at an all-time high,
they might just find they need one
to get noticed.

A quick glance at the
screenshots will tell you the
game’s layout: a horizontal-
scroller with big sprites. Thanks
to Kick Off, most people reckon a
vertically scrolling pitch is the
mos! reliable way to present a
good ooty game these days, but
there's no proof a horizontal one
can't work, and Domark are
determined to prove the point.

One of their tactics is to
make sure they include all three
gameplay options of the coin-op:
two players can play head to head
(the best way to do it - laking on
a buddy at any game s always good
for a laugh), on the same side (a
complicated affair in which all
intentions of cooperative teamwork
get thrown out in pursuit of individual
goalmouth heroics), or, more simply,
one guy can lake on the Amiga.

Whichever mode you play, the
action is at least fairly fast and
furious. The coin-op version featured
some prelty heavy-duty graphic
scaling as the game ‘camera’ zoomed
in and out of the action, highlighting
special moments like free kicks and

e aq o} j0b aAnok ‘saweb



from the Super Sprint'Supercars school of
racing, with its every-which-way scrolling
track, it ever | saw one

As is often the case with these
things, playing wintry events on your tod is
nod much fun, 5o it's nice to see that a
MaxumLum of six p'a"'&ﬁ can lake [.'}i-'!r'! ma
competition, with ug to two of them on-
screen simultaneously, {In the absence of
a chum, the computer controls the second
player and seems 1o take great debght in
thrashing your pants off = a bare, if ever
thare was ane.|

That's all there is to say really, The
music’s quite jolly and actually manages to
come across as tele-aural’, while the use
of sound is adequate, if a little
inappropriale at times, The presentaton’'s
no big deal aither, but it's better than
nothing — preceding each event there's
some big scrolly fransparent letlerng that
moves across a snowscape (that's not
bad) and a digitised animaled sequence,
usually involving a camera — though | can't
nelp feeling the designers and
programmers should have spent the effor
providing more interactive playability
instead. As | said, the multi-player elemeant
is Winter Supersports 925 saving grace
Otherwise, there's nothing much
warlh broadcasting

Still, if you go dedcide to pursue
Winter Supersports 82, here's a lip to

FOOTBALL

1

CHAMPIONSHIP MANAGER

mprove the atmosphere: take the lump of
polystyrena used 1o fill out the packaging
break it up into lithe pieces and vaila! Your
OWn SNaw

@ GARY PENN

THE BOTTOM LINE
A high price to pay for what boils
down to four different events. None
of them are particularly involving or

i

CHAMPIONSHIP
MANAGER

Publisher: Domark
Price: £24.99
Authors: Paul & Oliver
Collyer

Release: Out now

compelling, but there's fun
to be had when more than
one player is involved.

If you like football, you'll love this,”
promises the back of the box. Okay, well
el's say lor the sake of argument that 've
been a fanatical Bristol Rovers supporter
far as long as | can remember, and was
only prevented Irom pursuing a career in

The fat old red tries 10
ep pace with the of
; a-wholence - not likely.

bit special to stand out. But is this?

kick-offs. As was the case with
Pitfighter, the Amiga's interpretation of
these graphical gymnastics leaves a
lot to be desired, bul at least it tries. It
can't help but be an odd sensation,
however, when the couple of hugely
overgrown sprites who take the kick
off suddenly lurch into the middle
distance as the ‘camera’ relreats to
normal game mode, while the illusion
of reality is further shaken by the
generally jerky and over exaggerated
animation of the players.

Ah, yes. The players. Each guy

has two controllable moves at his
disposal - while he's got the ball, a
player (indicated by a big sign over his
head) can tap the fire button once to
strike the ball along the ground, or
twice to hoist it up and under - there's
no after touch, so the ball will
inevitably end up aboul ten yards away
in the direction you were facing when
you hoofed it. Similarly, the same one
of two tap trick is used when you
haven't got possession - a single tap
executes a bona fide legal attempt to
tackle, while two of them sends you

Tables/fsards
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The bale j‘lll.plu-:ll‘ll.ﬂ movements are
believable, but it's all very easy to play.

the sport by an unfortunate skateboarding
accident at the age of seven. | still can't
see what I'm supposed to be getting
excited about. For me, the joy of football
has always been found out there on the
field, not in the huge quantities of statistics
that are generaled as a by-product.

All the same, | have (son of) enjoyed
football management games in the pasl,
and it's inevitable that, whatewver | write in
this review, a certain percentage of the
population will consider this 1o be the
answer to all their dreams. It's certainly got
mose oplions, mare leagues, more lists of
numbers and mare evidence of a
concerted etfort to ‘get it nght’ than any
managemen! game I've played in ages

It's unfertunate, then, that Domark
have committed the fundamental error of
overlooking the only reason mosi people
ever bother loading up these things at all

into Vinnie Jones mode, punching or
kicking at your opponent. This illegal
stutf can get you sent off, but as the
comedy rel actually spends most of
the time rolling around on the ground
(he's fat and falls over a lot - it's really
hysterical for the first three seconds)
there's a good chance you could get
away with it. (That said, | still managed
to get five of my men sent off in my
very first match...)

If you think this all adds up to a
simple, but possibly quite fun, sort of
game then you're probably right. This
is simple, and stays that way. There
are trick shots, but they're executed
automatically (your player just
happens to be at the right place in
relation to the ball at the right time),
while fancy stuff like the zooming in
and out of close-up serves no useful
purpose, a comic referee can’t remain
funny forever, and there's very little
scope for developing an individual
style of play. Add to this the fact that
there’s no fancy shol targeting, no
leagues, no skill levels, no
subslitutions, no extra time, no set-
plece construction, no goalkeeping
duties to perform (except chosing to
dive left or right if facing a penalty), no
player analysis and no sign of any
championship to win, and you get a
game that goes on but never seems to
get anywhere. (It hardly seems
sporting at this point to mention that

there arenl any match highlghts! What
are they playing at? What's a football
management game if it hasn't got little
stick people running around scoring the
same goal over and over again? The only
real concessions 10 the 20th Cenfury we
have here are those two digitised
footballers you might be able to make out
im the background. Make no mistake -
we're looking at something marginally
more attractive than the announcemeant
boards at Victoria station

Mot only that, there's a ndiculous
amount of disk accessing and general
hanging around 1o be endured 1o, during
which you're lucky 10 be placated by a tiny
“Please wail” message in the comer of the
screen. You're often left wondering
whether the computer has perhaps found
something mare inferesting to do

You can write me all the lefters of
complaint you like, but thes is by far the
mast ledious game I've played this year
@ JONATHAN DAVIES

THE BOTTOM LINE
All the ingredients of a classic fooly
management game, and in many
ways that's exacly what it

is. That said, it bored me to 33
tears all the same.

two of the nine teams you get to chose
between - Brazil and Argentina —
weren't part of Europe last time |
looked.)

Here's the weird part, however.
Having said all that, Euro Football
Champ still isn't a gameplay disaster.
In two-player mode it can be a lot of
fun and Domark have managed to
make player-switching and passing
almost instinctive - you only tend to
notice these features if they're bad,
and | can't say I've spent any time
worrying about them at all. The real
problem is that there are 50 many
better titles around at the moment.
Everyone goes on about Sensible
Soccer, but my personal advice is to
check out Striker - now there's a footy
game that really kicks.
® NEIL WEST

THE BOTTOM LINE
A no-frills (though slightly off-beat)
bog standard footy game that's up
against some pretty classy
epposition. Forget the coin-op -
there was little chance of recreating

the fancy graphics here — 50 instead
Domark have concentrated on
keeping whal gameplay there is up

to scratch. A nice try, then
- let’s face it — unlikely to
win the cup.
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TOYOTA CELICA GT RALLY + THE BITMAP BROTHERS DOLUME 1
+ RAINBOLL

If you've ever complained about the price of
games - and we think that’s probably most of
you - take a look at these instead. Nearly
everything ends up at under £10 sooner or later,
including some rather fab stuff like this...

TOYOTA
CELICA GT
RALLY

Publisher: GEBH
Price: £7.99
Release: Out now

They say “You shouldn't judge a book by
its cover.” But then again, they also
camally allege that "You never get a
second chance to make a first
impression.” | must admit fo never being
quite sure who to believe, bul afier playing

Interesting ‘through-the-window” view adds
realism to Toyota, but in the recent "Car
Wars' this game's been rather left behind.

Toyola Celica GT Rally, | think I'll use
Head and Shoulders for life. (Eh? Ed.)

| mean, take the title Toyola Celica
GT Ratly, It hardly has the same ‘opomph

as something like Hard Orivin' or QuiRun,
does it? Which is uncanny, because
Toyola Celica GT Rally s a kind of cross
between those two games, and as such
has little of the alorementioned “ooomph’
in the gameplay depariment either.

To gel a proper idea of what | mean,
either a) look at the screenshol, or b)
imagine the in-car view and kind of 30
effect of Hard Drivin® (with cplional gears
and all that paviava), then add the jerky
sprites which increase in size as they
come towards you of an OuiRun-style
game, Grembin may be undisputed
masters of the driving game at the
mament, but this dates from the penod
when they were just starling fo get their
act together, and as such may disappoint

THE BITMAP BRO'I'HERS VOLUME 1

Publisher: Renegade
Price: £25.99
Release: Out now

t's been a long lay-off for

Renegade, as they relreated to lick

their wounds after the less-than-
ecstatic critical reaction to Magic
Pockets (in AMIGA POWER and one or
two other of the less sheep-like
magazines, at any rate), not thal it's
put them off - even as they prepare for
a busy summer with The Chaos
Engine, Sensible Soccer and Fire And
Ice, they're planning to mop up a few
mare paying customers with a couple
of compilations of back-catalogue
Bitmap Brothers games.

First up, and covering almaost the
entire published lifespan of the ever-
expanding programming team, The
Bitmap Brothers Volume 1 features
vertically-scrolling shool-'em-up
Xenon, Knight Lore-style arcade
adventure Cadaver, and lotally vielent
future sport sim Speedball 2 in what's
il nathing else a varied collection.

It's a varied collection in more
ways than one, though. The quality of
the games here swings wildly from the

Cadaver Mot the big hit many Bitmap
games have been, but rewarding stuft.

Specdball & Pre-Sensible Soccer, the best
two-player Amiga game ever. Fabulous.

sublime {Speedball 2) to the ridiculous
{ Xenon), with the ‘guite good’ Cadaver
somewhere in the middle. Speedball 2
has been Number Three in our All-
Time Top 100 for two years running,
and comes perilously close lo
justifying the price of this compilation
by itself. (H you couldn't buy it from
numerous discount outfils for about
seven quid these days, it'd do just
that.) In our very first issue we called it
‘a subtle blend of extreme violence
and really extrame violence', but that's
only hall the secrel of what makes this
such a great game. The other half

Xemom Great looking at the time (early
'88), but really very so-so with hindsight.

comes from the instinctive control and
the potential depth (ie it's there if you
want lo explore i1, but you can zap
straight through just for quick thrills if
you like), but mostly from the plain
and simple enormous playability. And
just as a bonus, the graphics and
sound are excellent loo,

Cadaver s an extremely pretly
game, bul an over-complicated control
system and some heavy disk
accessing drags il down a bit. Still,
there's a lot of life in it, a fact indicated
by the number of letiers we still get for
The Last Resort about it, and it's
pretty rewarding stufl if you stick at it.
Mot bad at all, and it you look at it as
an eight-and-a-bit-quid budget title, it's
a fair enough deal.

Xenon, unfortunately for a
compilation with only three games in
it, is the traditional turkey. Inexplicably
popular on first release (it was prettier
than other shoot-'em-ups &l the lime,
but not really any better o play), this
now comes across as a dull, tediously
ditficult, unexciting-looking and
unpleasant-to-control blaster that
you'll stick with for about as long as it
took you to read this review. I'm bored
with Xenon now. Can we just pretend
it didn't happen or something?
® STUART CAMPBELL

THE BOTTOM LINE
Mixed bag, fair value if you don't
have Speedball 2 or Cadaver, but
the price-to-number-ol-games ralio
is far too high considering

the age of the contents.

Think about it carefully.

those buyers hoping for a £7.99 version of
the great Lotus I

The other point of comparison is, of
course, Test Orive, which featured a
similar combination of 3D and sprites,
thowgh in Test Drive you weren't driving a
Toyota, you weren'l racing around a load
of tracks, and the computer didn't shriek
“Left”, “Right”, “Hard left” and “Hard right”
gvery time you neaded o furn lefi, right
and 50 on. Test Drive also didn't give you
the choice to enter the world rally
champignship, nor did it including different
weather conditions, both of which wesgh
things heavily in Toyata's favour

In short, this is still the best rally
game, If only because there aren't many
others, and fans are bound to be quite
keen on it. Me? | thought the graphics a ba
naff, the car handled badly and, all in all, |
found it a rather boring and unmaving
gxperence. But then, what did you expect
from a game that claims to have been
written by Fungus the Bogeyman?
@ RICH PELLEY

THE BOTTOM LINE
An average sorl of driving game
which, all things considered, is a

little too boring for comfiort.

Rally fans only hve this and 57
Lombard to choose from .

RAINBOW
ISLANDS

Publisher The Hit Squad
Price £7.99
Release Out now

What can you say about The Best Amiga
Game Of All Time? It's colourful? It's cute?
Or how about just ‘Buy it'?

You know when you get up in the micdle
of the night, go downstairs (o the kitlchen
and make yoursel a huge snack (oops, |
just typed ‘snake’ there, bit of a Freudian
ship, | think) with loads of cheese and

pasta and chocolate and toast and stuff,
then whan you get up in the moming you



FANTASYPAK + FULCHESTER UNITED (ER - ED) ~ D12

find a boad of oddly-colourad sticky mess
all over the table and tomalo kelchup in
the sugar bowl and you can't remeambser
for a minute how it all got there? Well
Rainbow fslands is a bit ke thal. (Er,
what? - Ed.)

You go for a quick game, you play
away quite happily for 10 minutes or 50
and you get up only 1o find that it's 45
years later and you're married with three
children. (Er... — Ed.) It's a bit like being
sent to jail for fife after murdering
someone, only more fun., (Nurse! - Ed) If
you imagine life as being like a mavie
Rainbow lsiands I5 the bat in JFK where
they show the Zapruder film of Kennedy's
assassinalion over and over again, plus
the bit in Misery where Kathy Bates
gmashes Jameas Caan's ankles with a
hammer, plus the bil in 1984 where
Richard O'Brien rips out John Hur's ooth
with his bare hands, plus the bit in
RoboCop where RoboCop looks straight
into the camera and says 'Stay oul of
frouble’, plus the bit in Star Trek || where
Spock dies tragically of radiation
peisoning, plus the bat in The Shining
where Jack Nicholson hacks through the
door with the axe, plus the whole of An
Amaerican Werewclf In Londen, plus the bit
in Ainplane where the tower says They're
on instruments up there', all rolled into
one. Finishing Rainbow Islands is like
scoring the winning geal in a cup final,
only more exclusive.

Rainbow Islands is the game
keyboards were buill for (only the truly sad
play it with joysticks), and the only game
that makes Super NES owners wish they
had an Amiga. It's beyond criticism, It's the
game thal separates the true lover of
video-game enteriainment as a conceplt,
and a part of a complete and fulfilling life
from tha pathetic no-hope trainspotter
loser too terminally screwed-up and
repressed 10 enjoy anything with primary
colours in it. If you don't like this game, |
hope you die hoeribly of something painful
before your breathing pollutes the air of
the planel for another single second. Your
sort makes me sick
@ STUART CAMPBELL

THE BOTTOM LINE
I this game was a tree, it'd be a 250-
foot Canadian Glant Redwood.
Which, if you haven't got it yet, is

exactly what you deserve to be hit
around the head with. Don’t -
be an idiot all your life, go gﬁ —

out and buy this now!

MANCHESTER
UNITED

Publisher GEBH Gold
Price: £92.99
Release: Out now

Anyone nol sick of foolball yet? Well, for
ihe four of you, here's a budget re-release
ol the predecessor 1o our old favourile
(pre-Sensible Soccer, thal is) Amiga footy
game, Mancheaster United Europe

Publisher: Siimarils
(Daze Marketing)
Price: £19.99
Release: Out Now

ere we have a curious

collection of wares from

maison de software Silmarils.
Fantasypak comprises the French
publisher’s three finest hours lo date,
namely Boston Bomb Club, Colorado
and Crystals Of Arborea.

Boston Bomb Club's the best of
the bunch. This one's a paculiar
puzzier which reminds me of Rainbow
Arts’ Logical, only BEBC has a olde
world flavour and scantily-clad, top-
heavy dolly birds. And bombs, of
course. The idea is to guide these
explosive devices, deposiled from a
dispenser, around tables of grooved
tiles to the target areas.

The tables are presented as
oddly-titled levels ('Baby's War'?) and
fealure gates lo open and close,
rotating grooves, dissolving tiles,
trampolines, and the occasional bonus
point tile to coliect. Each table is also
home to some strange characters
hanging around the edges. One old
boy fiddles with the tiles, while
another blocks your vision of the
bombs' route with a newspaper. On a
later level, a baby crawls across the
table and causes havoc. It's all a little
odd, but there are enough playable
benefils on offer to make the Bosfon
Bomb Club well worth joining.

The olde worlde theme continues
with Colorado, in which you play a
strapping western trapper. I'm not
going to bother relating Colorado’s
dreary storyline or even the tiresome
task in hand, but suffice it to say, the
arcade adventure action has a beat-
‘em-up bent and is slow-paced,
vacuous and boring.

And stupld. Should you stray loo
far from the path and fall to the water

o\ 3

Manchester United completely left behind
in the wake of a zillion great football
games. Still, at least it's cheap...

Manchester United is a game in much the
same style, mostly arcade-gnentated
sideways-on action, with a [ile bit of
management simulaton thrown in just 1o
make it interesting. Be the team, be the
manager, be both al the same time, or
switch around and join in at will = this is a
game where you only have 1o play the bis
you like. So far so good, but are there
aclually any bits you will like?

The conclusive answer fo that is
‘Well, sort of, ish’. As an arcade football
game Manchester Unifedis abitaf a

FANTASYPA

Boston Bomb Club: only out at full price
a few months back, and excellent fun.

below, you die instantly. This is all
very well in the Real World, but does
little for playability. The best bits in
Colorado are a) the indians blowing up
when you hit, stab, shoot or hack them
to death (1), and b) shooting the rapids
and using your oar to bash other
canoelsts against the rocks (slrangely,
you can hit obstacles without fear of
death). Other than that, though, the
game's largely fun-free. Colorado?
Col-BORE-ado more like.

The third and final part of the
pack is a Role Playing Adventure of
sorts called Crystals Of Arborea. In it |
you play Jarel, last prince of blah blah
elcetera and so on, and your quest is
to find the tour crystals of Arborea and
put them back from where they came.
Or something.

Crystals Of Arbores: close inspection
reveals it to be a close relative of Ishar!

dizasler — no flow at all, incomprehensible
kicking system, bnlliant goalies that give
you a beftar-than-even chance of getting a
ng-score draw even if you don't touch the
joystick — but it's a reasonably tolerabile, if
far from comprehensive, managemeant
game. Hawving 10 pick your antire (eam
individually before every game is a pain in
the backside, as is the pointlessly
confusing scon system — I've never
undersicod what was wrong with words
myself = but this way the game is at least
a bit entenaining, as long as you don't
mind only seeing a goal once in every
three games. Mot really 10 qusd’s worlh of
entertaining, mind you, bul you pays your
money and you fakes your choice, | guess
® STUART CAMPBELL

THE BOTTOM LINE
Pretty hopeless football game, better
as a management sim but still not

much cop. Five bonus
marks for having Jim
Leighton in it, though.

Lt
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Colorado: the French still love Westerns
long after everyone clse got bored...

With a team of six characterless
chaps by your side (you get a choice
of Magician, Ranger and Warrior) you
explore an Island by means of two
displays: a bland map and a (much
mare impressive) Jarel's-eye-view.
There's no smooth or fluid movement
(a la, say, a driving simulation) here -
just a step by step update which is
actually quite believable.

During your travels you meet
characters to fight and can sometimes
acquire itemns of interest by correctly
answering trivia questions. Sadly,
there's little sonic support (a few bird
noisas at best) and interesting events
are few and far batween (the fighting
takes place on a silly little grid-work
screen). Crystals Of Arborea? Crystals
Of Ar-BORE-a more like. And that's yer
lot. Not a great collection.
® GARY PENN

THE BOTTOM LINE
Well, it's not my idea of a ‘fantasy
pack’, that's for sure, but having

said that, 20 quid doesn't seem too
extortionate a price to pay

for a little cracker and two ﬁﬁ
pieces of pap.

VIZ

Publisher: Tronix
Price: £7.99
Release: Out now

Vir from out of nowhere this has been
wvoted Official Toilet Humour Computer
Game OFf The British Olympic Team - Hot!

As Virgin's refreshingly truthiul advertising
campagn vaguely hinted at the ime of
first release ("You'll never play a bigger
load of crap in your kife”). it may be
assumed that those programming people
at Probe weren't really in the business of
craating an earth-shakingly histong —
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Amiga product here. | mean, how do you
convert everybody's favourite lav-mag
onto the small screen? According 1o
Prabe, it's by doing away wilh such
frivolites as gameplay and concentrating
on the graphics, humouwr and (slightly
muled) bad language inslead

A wise moave ona may think, but
unforiunately there are a few flaws in the
plan. Firstly, the graphics. All your
favourite characiers are bowel-shatterngly
accurate o the comic, but once you'va
geen them all an your first go, the interast
level flags a bit

As for the game; this comes al you in
three stages. Firstly, pick a character oul
of Johnny Faripants, Buster Gonad and
Bitfa Bacon. Then enter an all-out joystick
waggling nice-graphiced bul phew-this
hurs-your-hand sub-game in grder (o build
up your lokens. Then star the race
against the other two characters, avoiding
hazards (else you fall and lose time) and
using lokens 1o clear your path or avoid
Iricky situations, each character boasting a
special feature - if you know the comic
you can probably guess who does what
Then you have to keep this up for five
levels (or you die and start again)
Unbelievably shallow, then, with frusiraling
and boring gameaplay, nol helped by long
disk accesses. It is, however, endeanngly
crap and very true to ils source

GETITH

ARTURA

LS

Artura - the dullest type of platformer.
And it's already been on a mag cover.

An ex-covergame from a certain rival
magazine that is best left unmentioned
(ZERO, of course), | don’t think it
would be too unfair to label Artura as,
well, a bit of a steaming great pile of an
arcade adveniure really. Once again
the problem is speed; your character
trundles along at an appallingly slow
pace which, as it always does, soon
puts any game where all you have to
do is to walk around a large map
shooling things in its place.

Come to think of it, how many of
these walky roundy mappy shooty
games have ever been any good on
the Amiga? Very, very few of them I'd
say - personally | always seem to think
that they seem much more at home
and are far more successful on the
&-bit machines. If you agree with me
on this one, you'll leave Arfura well,
well alone.

30 Parcent

STEG THE SLUG + ARTURRA
+ BATTLESHIPS

So what's the mark? Well, at this
point I'm going 1o tread in territory only
dreamt of by other reviewers and (gasp!
swoon!) out-Stuart Campbell Stuart
Campbell, who criginally gave this 58
percant (at full price) on the grounds that it
was quite funny 1o play. Funny, maybe
but surely you'd be belter off buying a
whole load of the comics instead?

@ RICH PELLEY

THE BOTTOM LINE
Hooray! for the graphics! Hurrah! for
the jokes! But Boo! Hiss! for the

crappy gameplay. Only
worth it for novelty value,
even here on budget.

STEG THE
SLUG

Publisher: Code Masters
Price: ©7.99
Release: Out now

§

After a casual fling after one too many
drinks al last year's office do, Steq The
Slug now has fo spent his days catching
food to feed the hungry mouths of a

ERE FOR

MADSHOW
TV

Mad TV it's mad and it's got TVs in it. And
it's nothing like Smash TV whatsoever.

If thera's one person | wouldn't like to
meet down a dark alleyway in the
middie of the night, it's the author of
Madshow TV. You see, he's mad - at
least if his game Madshow TVis
anything to go by. Load up the game
and you're introduced 1o the ‘Mad
Show' by a talking plant followed
closely by Miguello the Midget. You,
and up to five equally mad pals, are
then transported into the gameshow,
where you can take parl in four
separate (and far oo strange lo
explain here) sub-games, the only
physically playable part of what you're
paying for. None of them are worth
more than a couple of plays, but the
remaining presentation is just so weird
and wonderful that it might just be
worth the cash to see it for yourselves.
57 Percent

Cute, and decidedly un-slug-like, Steg
leohs all set to become Code Masters” next
big game star. Just you watch him...

number of newly acquired offspring, and
here’s where you come in, You are
separated from T'yungunz (as they're
known here = iry saying it out loud) by an
vertically inter-connacting senies of
passageways and rooms. Maggots appear
with you at the start of each level and by
blowing and trapping them in bubbles you
can send them floating up lowards your
nest of T'yungunz at the end

The bubbles are likely to pop on
spikes bul via various methods
introducing the puzzle element of the
game, hopefully when they do, thay'll pop
50 the maggots land nearer their goal than
where they started, putting them in an
ideal spot to be re-bubbled and then re
directed upwards

If it all sounds a little out of the

£2.99!

DOGS
OF WAR

|

Ikari Warriors gets cloned in Dogs Of
War: Dogs of BORE more like.

After ploughing my way through 11 of
these Prism games recently, it seems
to me thal most have very little going
for them, especially considering
what’s available on PD for much the
same price. Most of them originally
came out when the Amiga was new
and programmers inexperienced, so
they tended fo be crude versions of
games that were really better suited to
the lesser machines anyway.

Dogs of War is a classic example
of this. It is a straight lkarf Warriors
vertical shoot-"em-up, but with the
quality of every factor from graphics lo
sprite handling reduced by around
half. It ends up only fractionally as
enjoyable as lkari, a game which here
in 1992 seems chronically dated
anyway. So sea what | mean?

27 Percent

+ HMADSHOLW T - DOGS OF WWAR

ordinary {in facl, Masterironic's B-bit One
Man And His Droid is the only near
comparison | can come up with), this is
perhaps why | like it 50 much. The overal
originality (nof to mention the neat
password system) explains Steg's hook —
you want 1o get onlo the next level if only
to see what it looks like, The Codies’ usual
budgety cartoony graphics fit in well -
though these are a lot better than most -
whilst once again they've implemented
enough features (Steg can climb walls,
and gamn feel and jetpacks from bonuses)
to keep the interes! level high throughout
This is just frustratingly addsctive enough
{expect 1o run cut of time or bubble energy
just at the last minute) to keep you coming
back time after ime

All in all then, a great Codies game
very simple undemeath, but nicely
presemed, packed with litlle surprises, and
with a lovely friendly feel. For good clean
fun theugh, you canl go wrong - and
expect o see Steg again very soon
® RICH PELLEY

THE BOTTOM LINE
Obvious budget material, but great

stuff all the same. Top fun
for hermaphrodite lovers

everywhere,

19

Rich Pelley on the
latest Prism bargs.

BATTLESHIPS

e |

Battieships: what's there to say? (Except
that they're totally crap.)

Hmmm, well, it's Battleships, innit?
Three quid might seem quite a good
buy for an Amiga game, but surely it's
a little expensive for a pad of paper
and a pencil — which, face it, is all you
need for a decent game of Battleships,
should you ever feel inclined to
snuggle down into it. Obviously not
the most promising licence ever (my
mad Grandpa claims he invented it),
but (original publishers) Elite tried to
make it vaguely entertaining by adding
digitised speech and actual gun fire.
Of course, this didn't help at all -
the actual gameplay is no more
interesting than the original paper
version, although games are far
quicker as here you take multiple
shols al a time. On the Amiga it's a
non-starter though, and no where near
as good as the electronic board game
version either. Avoid.
13 Percent




e BRI €< Commodore AMIGA

RETURN THE COUPON BELOW
FREE. FROM SILICA LIMITED OFFER!
STANDALONE MODEL |

® 512K AMIGA 500 COMPUTER
| ® BUILT-IN 1Mb DRIVE
wwacive: | @ A520 TV MODULATOR

: £24.09

2 Ganw ronce - sis | @ MOUSE CONTROLLER
¥ LIVE AND LET DIE _ £15.98

ONSLAUGHT £24.09

PPE MANA £19.99 PlUS!

! RICK DANGEROUS _ £24.99

e vl Ga%| FREE FROM SILICA:

tren oy s A i = . J
HOTEL ACCOMMOBATION ;’;“L’;Lgifjﬂ “**| @ PHOTON PAINT 2.0

ST S s motou e 1o, | @ pARGADE ACTION GAMES PACK

'-' : ﬁ:'-'-li y Ar :a::-; varve tisars| ® GFA BASIC INTERPRETER V3.5

WORTH £360' J". 16 NIGHTS HOLIDAY

N E AH LY HOTEL ACEDMMDDA“DH INC VAT & DELIVERY REF: AMC 0550

[CARTOON CLASSICS NEW!/ AMIGA 600[ (VEWT/ cnw DRIVE

4

e,

)
é’
E

A

i;-; ;

Ty

L. &
* 1Mb AMIGA 500 PLUS £3549.95 T g u P e n._; g COmOuE '-Iin compact fan e AND, P Commodons hiit nebsased T rew COTV drives lor B A ol 500 mna B0
® BUILT-IN 1Mb DRIVE FREE . .__.': 3-:4-" :"'”:: Haorgrri F'""‘__"\_:.:"',,'L' Doastt | computers. Simply plug T drive oo your Amiga 8 you hive T powe 10
* AS20 TELEVISION MODULATOR FREE | came camn. saer b scoss mouseipysich posi fon P se) e modfes | @ USE THE SUCCESSFUL RANGE OF COTY SOFTWARE. A fhat aray of
* THE SIMPSONS - BART v SPACE MUTANTS E24.99 | sxpanor sior uroemess b sissons RAM wd batery Sacksd tiacs Hies are avaslabas row 3 MO aoF Baeng eeasd Al e b W e
® CAPTAIM PLANET AND THE PLANETEERS C25.00 | #» 1Mb AMIGA 800 (Mo Hard Dkl £399.99 CO'w misbty 1 retneve S40Mb of dala (ovi 610 Amiga Roppy deas), A &
* LEMMINGS E25.50 | * DELUNE PAINT I DA HD) wormacn onky) ] e deal mede lor software based wound BTSAnTESL  Mmusc
* DELUXE PAINT NI ET9.00 | * ‘WYSTERY' GAME |0Mp HD versos anly) VARUBLE ducabor refenence and much o
PLUS! - FREE FROM SILICA * 1 YEAR HOME SERVICE WARRANTY ® PLAY KORMAL AUDIO COs. Tre ngh usity COPiayer (8 1 over
* PHOTON PAINT V2.0 £86.55 | PLUS! - FREE FROM SILICA w‘:ir\;'muw cuaity hal 89l 1o T best 6 erad CO playe
* ARCADE ACTION GAMES PACK g219.78 | ® PHOTON PAINT V20 L8005 iviabie Yodey COTV crme geetd you e ity 1o program Pa D
* GFA BASIC INTERPRETER V18 £50.00 | ® ARCADE ACTION GAMES PACK £219.78 Puayee on-creen 1 seect o PAIY. pre-5et pldy crder i Much mon
A - ® GFA BASIC INTERPRETER V3.3 £50.00 | & PLAY AND SEE CO+G COw. Mot oy do you got hgh auiily Suds bt
TOTAL FACK VALUE: £018.88 PLUS! TOTAL PACK VALUE: TOIB.T1 |  CDf [Compact Disk + Gragfacs) peoraces praghcs om scrsen mtvie e
LESS PACK SAVING: £557.68 16 NIGHTS FREE HOLIDAY LESS PACK SAVING £440.71 rack i plapwg Thase grachics e usuady baled on the Feme of e
SILICA PRICE: £350.00 ACCOMMODATION SILICA PRICE: _£39%.00 Ik Or Can 1 W hyrics of et scing
PLUS! Pl e | T R s
16 NIGHTS FREE HOLIDAY £399 £499 £299 £349 £299
L HOTEL ﬂﬁﬂﬂ“muulﬂu" et A 000 WY CCD BT CiR---T"""] CO==T &

T —

ALL PRICES INCLUDE WAT - DELIVERY 5 FREE OF CHARGE M THE UK MAMNLAND

WAL (RDER: -4 The Mews, Hatheriey Rd, Sadcup. Kent, DAT4 40K Jel: 091-309 m'l"
e .. Ll '\.- k. } an

r[_SIL|CA S_YSTEM_S OFFEH ?OU ] mﬂmu.su};;‘ e ll.l-:'

TR X m unuuam
- St -4 0w Fus P

® FREE OVEAMIGHT DELIVERY: On gl haroas ders shpped n e UK maiand SIIJI’ T = a8

& TECHMICAL SUPPORT HELPLINE: Team of & cal eappris al your SeRAcE lm“]E! g [T -...._".F ._{',,-"y' i T" ﬂ"-ﬁ“ 12
& PRICE MATCH: We normally -—_1.| Ch Cioempas a “Same peoduc - Same phce” basis T P SH (] T il I

& ESTABLISHED 12 YEARS: Prowen \rack recs professaonal CoMOUtET dales suw-"-.-._- Hisws MonSa B 00ms .:_ . Fas .T' dﬂl'!_‘}l.'l? '!‘“J
® BUSINESS + EDUCATION » ﬁa‘VEﬂHHENT Wolume decourts avadabie O81-308 Gldd

& SHOWROOMS: Demonsiation and training faciities al cur London & Swdcup branches I— ——— — — — — — — — —

® THE FULL STOCK RANGE: Al of your requiemants from one suppler Toe Silica Elrsrnm-_., AMPOW-0T92-80. 1-4 The Mews |-|¢1r|gl‘gn' Rd. Sidc up Egrﬂ [|,!.|.. 40X '|

® FREE CATALOGUES: Wil pe maded io you with oflers and soltware/penpharal detals
® PAYMENT: 8y cash croque 403 3 e it car ([ PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE Jf
Hc"r\'(- W ]m.-h' -\.:f:'!' Bury your miw AMegl COMpUler, we Sugpest you Feni very canpfully aboud

or whad il will ba bk a low l"-.'fl"".1"f buyng you *—\-g: wihaen oLl Py
o softwace, of b chise J.r'.| wall fhe Mribdra e I
I Address I

ure that y1
atos! Free JL.|_-v.-:|::»-|:d-_| 'nn. ol | es.--.: Systerns Sorace’ I

ol |Homa

8 -, MAIL ORDER HOTLIME — I L = gy
VY 081-300 1111 s,g}‘.:;',ﬁg s '




1992

JULY

AMIGA POWER

MICROBES + GALAHIANS + DRAGON TILES +

ASTEROIDS DELUHE

Welcome, once again, to the wonderful world of Public
Domain, Shareware and Licenceware - basically,

games playing on the cheap. Your host, as ever, is The
Man In The Know, Mr Stuart Campbell, and this month
he’s got some truly excellent offerings to rave about...

MICROBES

(17 Bit) pay one wiucting

doubts, | ended up
BVan

y presented and

VERDICT: Very nicely done, but an
unutterably dull game beneath the

attractive facade. For the terminally
untalented only. *

GALAXIANS

(17 Bit)
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Galaxians: classic wisuals, pity about the
way everything moves - rather jerkily.

Attentive readers will remember my

savage disappaointmen

clone of 1op winlage arcade st

ASTEROIDS DELUXE

{Ken Kumar)

3
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Asteroids Deluxe: Classic white-on-black graphics (or lack of them), bags of inertia,
and brilliantly mindless gameplay - there are still few more playable games.

en, and | sl couldn’t ged

@, but this s stnctly for

Galaga wrned out 1o be a bit of a non-
working disaster. Imagine the thrill, then
of discovering this in the review pile. Wall
sort of

Despite the title, it is indeed a Galaga
game, and it does indeed work, and it
does have most of the coin-op features,
but style-wise it's just simply not thare
Character movement leaves a bit 1o be
desirad in the smoothness department
and the sound is particularly flat and drab
That's pretty much all that's wrong with it
but then there's so little 1o the game in the
first place that if you screw up the
character mavement and the sound
there's not really a heck of a lot keft. It's nol
awlul by any means — some of the akien
attack patterns are quite cute and there’s a
decent level of difficulty = but the feel for
the ariginal 5o evident in, say, Smash TV
The Rip-Offis sadly lacking

VERDICT: Pleasant enough but
ultimately tame and timid single-screen
zapper thatl you'll be bored of in an
hour. %%

DRAGON
TILES

(Virus Free, disk 2405)

Shanghai time again, folks. This lime
though, there’s a bit of a difference. While
Dragon Ties is the same old Mah Jong-

nd on and on it goes... Old

arcade games just don't want

to die, and Asteroids seems
more obstinate than most. To prove
the point, here's another cracking
variant on the game, to go alongside
Amigoids, Cabaret Asteroids and
Lemmingoids.

Making it that little bit ditferant to
most is the fact that this is, in fact, a
conversion of the little-known Atari
coin-op Asteroids Deluxe, a sequel lo
the first Asteroids game, which was
essentially the same thing as its parent
but a lot meaner and with a couple of
extra bits. What's happened here is
that Canadian programmer Ken Kumar
loved the game so much he went out
and bought up a load of spare parts,
used them to build an Asteroids
Deluxe machine in his kitchen, and
then did the closest conversion he
could manage for the Amiga.

Pretty damn close it is too, with
all the features of the arcade monster
(er, rocks, spaceships and funny
hexagon things that chase you all aver

Dragon Tiles: With Activision's Shanghai
unavailable, this could be a very sood bet.

ingpired tile-remaving game il always was,
this version of it gives you a choice of 15
different starting layouts, which all call for
slightly different strategic approaches. Oh
"yeah, and Ihe designs on tha tiles are
quite sweel too, especially the Miner Willy
one. There's no sound, though. And no
cheal mode of move-retract or anything
like thal. And, um, that's it, basically

While i’s the best Amiga PD
Shanghai game so far, probably, | can see
no reason why a version as good as this
with aptions shouldn't be in PD very soon
Stifl, if you want one now, and haven't got
a dozen already, this is the one 1o get

VERDICT: A five quid shareware fee is
probably a bit oplimistic, but this is
about as nice a Shanghal game as
you'll get. A little bare on the options
front, though. # %%

the screen when you shoot at them),
and a few extra ones besides.

Well, about three actually, in that
you can change your number of lives,
the point at which you get extra ones,
and you can fiddle around with the
colour scheme (by way of a serles of
sliders which allow for extremely fine
tuning), allowing you to play a game of
Bright Purple Asteroids Floaling
Through Pea Soup if you like. t's not
quite as slick as Cabaret Asteroids,
but it's still great stuff - the only flaw
being that there's no keyboard control
option (apparently Ken doasn't know
how 1o read the Amiga keyboard
properly, so if anyone can explain it to
him he'd love to hear from you). if you
think you've got the better of those
pesky space-rock blighters, here's
your next challenge.

VERDICT: Excellent conversion of
a classic game, and that's all
there is to it really. More top
entertainment for rock-haters.
ok ke ke ke



5MASH TU: THE RIP-0FF + DATACLAN GAMES DISK 2
+ ONE MAN AND HIS DOG

SMASH TV: THE RIP-OFF

{Mark Gallacher)

ell, it ol the best PD games we've
w shouldn't take d ever seen, basically.
you long to How the firing
work out what this 3 - system works is this -
one’s all about. The g "':. you simply fire in one
second PD tribute to i o LG «F  direction unless you
that grooviest of 3 g R =& haold down the fire
arcade genocidal - ’ button, which makes
blasters, Smash TV: P you fire in the direction
The Rip-0ff is tar and . of movement until you
away the belter of the two let go again, a system that
(see Smash Telly, issue 13), worked (albeit the other way
and not only that, it's better in round) in Liamatron and works
many ways than Ocean’s official here too. It really makes you wonder Budda! Budda! Budda! Phow! Phow! Phow! Blam! Blam! Blam! Etc. This is, perhaps,
conversion. I's faster, slicker, betler why the ‘real’ Smash TV conversion the most enjoyable Smash TV version we've seen (but don't tell Ocean we said that!)
to control (the firing mechanism is didn’t handle things this way in the
particularly inspired - more on that in first place. matter how many dozens of enemy VERDICT: Absolutely fabulous
a second), and much closer to the That's it really. This is gloriously sprites are knocking around, either. blasting romp - if you ever liked
spirit of the original game than the psychopathic action from start lo You don't really need to know any Liamatron, you'll love this. Three
lacklustre full-price port, and it's one finish, and with no slow-down no maore than that (well, except for the fact  quid shareware fees have never

that it's one meg only), do you? been better spent - get yourself a

E“E”'” Thought not. copy at once.

00118500 * i 00000000

s .

!!.I‘llm

00000000

Above and right: Brakka! Brakka! Brakka! Pow! Pow! Pow! Elc. More mindless mega-
death from Smash TV: The Rip OF. ('Mice' blood splat effects on the ground too.)

above), and if that hittle lot for the price of a
stamp sounds like a bargain to you, you're
not as daft as you look.

DATACLAN
GAMES
DISK 2

(Dataclan)

VERDICT: Some exceplionally good
games all conveniently bunged onto
two disks for your playing enjoyment. It
would be pointlessly stupid of you to
MISS if. drdede e

: " Get the sheep in the square. It's easy - Mot =
Afler the success of Dataclan Games Disk 1 d 4 E
1 {see last issue), our favounte PD people  'Well, yes, alright, 3o Mr Munk deesn't look ON E MA“ was a sheepdog simulalor. Basically, you [}
of the month (because they do it the way it like the most amazing thing ever, bt it's controllad a sheepdog, you had a sheep »
should be done - send a blank disk, or two  quite good fun te play, henest. And there's AN D H I s DOG pen somewhere on the screen, and a load -

in this case. and an SAE and they'll send lots of other great stuff on the disk too. = 2 of sheep flitting around which you had to
you the stuff, No £3,50 ‘Licenceware (Highland, disk 21) herd .nIF:r the p?%n by, essentially, standing ?"E
herg) have come up with a sequel painter game), Megaball (hugely popular Good grief, | haven't seen one of thesa in behind them. It was great fun. And now m
Whal we've gol here s a two-disk Arkanoid copy, although | don'l like it a long time, Way back in the days of the you ¢an do it on your Amiga m

package for one meg machines only, and myself), Rollerpede (groovy Centipede), Zx81 (sigh), every other type-in program

it features some more excellent titles Shoot Out (fabulously mindless blaster), in @ magazine (yes, you used to actually VERDICT: You don't often see a blast e
several of which we've already put on our X-Fire [tricky maze shoot-em-up). Wizzy's  get programs listed out on the page which  from quite this far back in the past. c
coverdisks. The full listing is Zaus (brilliam Quest (mindbending platiorm adventure you typed in yourself — no coverdisks in Totally ridiculous, but good for a laugh, r
Puzznic clone), Onp (all-ime PD classic puzzier) and Mr Munk (er, none of the those days, all you MTV-generation kids) especially for kiddies. # -
NEXT MONTH: CALVIN AND HOBBES! 3
=]

This month’s contact addresses: KEN KUMAR, PO Box 443, Darimauth Main, Darimouth, Nova Scotia, Canada, B2Y 3¥8; VIRUS FREE, 31 Faringdon Road, Swindon,
Wilishire, SN1 5AR Tel 0793 512321, 17 BIT, 151 Floor Offices, 2/8 Market Street, Wakefield, WF1 1DH Tel 0924 366082: DATACLAN, c/o 17 Saltford, Allerdene Est, Low Fell,
Gateshead, Tyne & Wear, NE9 6BG (send two blank disks and SAE); HIGHLAND PD 255 Drumossie Avenue, Invernass, IV2 35X Tel 0463 242431: MARK GALLAGHER, 116
Broomhill Drive, Glasgow, G11 7AS; and that's yer lot. See you next month

O
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D264

- Shark Animation ( 1Meg)

MOOT -

Senously Good Music |

- Sound Tracker Collection
(3 disks)

(T

- Diraw Map V3.1

far 75p or free with orders of 2 disks or

RO

European arders pleas:

the rest of the wordy

D278 - Madonna Hanky Panky (P) MO002 - Seriously Good Music 2 G001 - Star Trek 3 (2 disks)
D240 - At The Movies (2 Meg) MO03 - Seriously Good Music 3 U012 - Mega Utilities (175 utilities) G006 - Breakout Construction Kit
D279 - More Aerotoons (1 Meg) (P) MO11 - DMOB Music 2 U024 - Sid Cli Utility G003 - Board Games (Monopoly eic)
D280 - Amy V.5, Walker Anim MO012 - DMOB Music 4 (2 disks) U039 - Amibase V3.76 G014 - Buck Rogers
{1 Meg) MO14 - Rebel Megablast U042 - Front Disk G015 - Star Trek ( 3 disks, 1 Meg)
D294 - Life Of Brian (P) (2 disks) -“'-]‘1&" Micromix 2 U043 - Kim Database G016 - Tennis (1 Meg)
|| D297 - Anti Lemmin Demo ( 2 Meg) | M022 - Amiga Charts Mix 3 U059 - Clip Ant G020 - Train Set
: (2 disks) . .\10.3'-? . l]l-.“nhl Music 3 Uis2 - l_l.lll[1:'lllt‘ PD Copiers + G024 - Pipeline
|| D298 - Robocop Animation (1 Meg) ::m.‘_:‘ . T{:;:]11L-I-.!E?1-:|1 i s t‘]mh Ih.L;Irr.-l]_nwll‘_ G026 - Treasure Humt
| P 265 - Bi arts A 3 I - emodisher Hities G031l - ]')||p.'
D300 - Silents: lce Demo :}::%j 3 I,:L“':'}!‘j '\:1'1_"\3‘. 3 = I Ln_zli - D-Copy . G033 - Jeopard (1 Meg)
D254 - Virtual World (1 Meg) 34 - Arnie Swarzenaggar Total L.ﬂi' - Hard Disk Utilities . L G034 - Dragon Cave
D150 - Windsurfer A on (P) Remix (2 disks) U074 - Easy Back Up And View 80 | G037 - Seven Tiles
whdl= WV ‘“_‘ bl r‘f”"““"”' M035 - Digital Concert 2 U075 - Pascal C Compiler G038 - Pom Pom Gunner
D315 - Mr Potato Head ( 1 Meg) (P) 1% - Dicital Conce 078 - AS o T 4 ST LRI, S TR
J y J E M036 - Digital Concert 3 U078 - ASD0 + Utilities (For The G043 - Mental Image Cames Di
D316 - Creature Comforts Demo | M037 - Digital Concert 4 AS00 «only) G lJ;; ! .‘-51:!::“-"'.!(]1"[::'.- sames Disk
D318 - 3D Pinball Animation (1 Meg) | MD38 Digital Concert 5 U080 - Turbotitle (;u-’\‘- Sim ::.un'ft_"- |r:1"
:P_' MO39 - Digital Concert 6 UD81 - S-Movie L'[s'ﬁ-l; B |3| (1 :.1 -‘r'\-
DOO1 - Walker 1 (1 Meg) MO40 - RAF Megamix | U082 - Graphs G062 - Atic Atac (1 Mes)
D002 - Walker 2 ( 1 Meg) MO42 - Bat Dance Remix U083 - Drawmap V3.1 G065 - |]_.1|:.| , ;L,”‘ (1 Meg)
D003 - Walker 3 (1 Meg) M049 - Ben Elton (xxx) U08S - RBase I1 V5 G066 - Frantic Freddie =
D004 - Cool Cougar (1 Meg) MO57 - DMOB Music | U086 - Text Engine V3 GOS8 - Air Ace 1 i
D012 - Rebels .\1'.'i-'-1-’.11.‘r'|'|u MDEI - Flash 2 (disks) U025 - 5id V1 6 G089 - Down Hill Challenge
D014 - Space Ace Demo M102 - Debbie Gibson's Electric U091 - Opti Utilities 2 {:n‘-r:. - I:|:11: '|I> 1 LT
D023 - Stealthy 2 Anim (1 Meg) Youth (2 disks) U093 - PCQ Pascal GOT1 - Sk Flver
D028 - Budbrain Mega Demo M114 - Betty Boo - Doing The Do | U094 - MUUK V2.1 G074 - Reve g Niial Ciza
(2 disks) MI121 - Band Aid 11 (2 disks) U095 - Zerovirus + Bootx V4,30 {-.n-l.; J{:'!kll'r:lﬁ: Of Mutant Camels
D047 - RAF Megademo ( 2 disks) M122 - RAF Beat Thiz | U096 - ST Emulator 3077 - Asters
D045 - Arse \h':ﬁ: -’l.tdr:rn i M123 - RAF Beat Thiz 2 L0938 - Amibase V3 6.7 :’:2"; : %ﬂlﬁ:{:::i\
) et o Il s M124 - RAF Beat Thiz 3 U099 . M-CAD i .
59 - Sector Megac & 79 - Card Game
D033 E}f,{]]i:k_‘tlm Megademo MI125 - RAF Megamix 2 (2 disks) U101 - C Manual V2.00 Egb: ';J-_-']ILI!:L{'LLT:;
F. 4 I v3 Charis 3 1103 - Te arils - M ards
D062 - Red Sector Cebit 90 M126 - Amign Chiarts Mix 2 o 0 Lepomanin: GO81 - Mind Games 21
3077 - Good Morning Vietnam M134 - Miami Vice Theme (4 dicks) U105 - 1 R GO&3 - Sword Of The Warlock
- Sile wrade - e « SKS - Insanity Tools o T L
D s Magaceo M136 - Laurel And Hardy (2 disks) | U106 - Imploder V4.0 ol Sekar
3 - Outsiders Acid Demo M141 - M Jarre - Definitive U107 - N-Comm V1.921 Lo e
|] D115 - Vision Mega Demo 4 M143 - CD Plaver Dema (1 Meg) U108 - Amiga MCAD G087 - Dungeon On Nadroj
|| D127 - Chubby Brown M144 - Flash! Queen (2) : U109 - D Paint Cartoon Brushes G088 - Royal Boulder Dash
D134 - Garfield Demo M159 - Techotronic Remix Ul11 - D Paint Font Disks (4 disks) {f“?n Sub Attack
D147 - Neighbours Slideshow MIié&1 - Crusaders Bacteria U112 - Ham Radio Utilities (5 disks) G092 - 31-.-;:'.1_ Hall
[DHH - 'I.'Lzbﬂladc-chnl.lx M183 - ScooPex Beast Sonix U113 - Programming Disk (2 disks) (G:'::E ¥ Q“I “‘ES;I“[ Chall
2151 - Robocop 2 Slideshow M157 - Digital Concert 5 (V1) U117 - Sound Applications (2 disks) T PO, T B
D153 - Epic Game Demo (1 Meg) M151 - Crusaders: Genesis U119 - Video Applications (2 disks)
D158 - Operation Vark M132 - Depeche Mode Mix Disk U128 - The Comms Disk
D160 - Exodus Real 3D (1 Meg) M156 - Seal Crazy Remix (1 Meg) L'129 - D- Paint Clip Art ( 2 disks) * SPECIAL *
D163 - Probe Sequence -::”H-'“ =1 H"“]L "l'il"-' re Alone U130 - "rln]l.‘n{'-:.lp[]lluIJdlhiu.‘
D164 - Slycath Amazing Demo Comp | M186 - Evervbody Dance Now U132 - Genealogy (1 Meg)
D168 - ||"er,,n Mega |"_|‘,”:" e MI187 - Doing The Do (Remix) U066 - C-Light (1 Meg) OFFERS
D169 - Budbrain Mega Demo 2 M189 - Amazing Tunes (1 Meg) (3 disks) | U135 - New Super Killers
TE . o i MI190 - Move Any Mountain L1138 - Electrocad V1.4 Demo RANDE
g:‘\i ;]:Nrrc:nr;llll 1‘;I PT}T'I;:-- M192 - Charly Remix U139 H'F"l'ku'llil P:IIH[ Vi UL UNB NDED
DI85 1.".'1'|L|!1 of n Demon Demo M193 - What Can You Do For Me? U140 - Language Tutor BLANK DISKS
l‘.IE:-t"-' - Hiilrmr: 'IF:: ‘;‘::1&.“”‘_:-"1‘{"‘ .::IILH e e Bn? X S Uhte - D s o .'3
R R T M195 - Manic Raves (2 disks) U146 - Dynamite Brush Fonts 8p EACH
D;.‘\-l Dec n'-..jlg_ Paradise (1 Meg) M199 . Star Trek Theme U147 - Textplus Word Processar P
D;g‘_ - Hardwired | 1 Meg) M201 - Journey Into Sound U149 - Med V3.10
| D225 - Phenomena Enigma M203 - Looney Tunes U151 - Dice V2.06A
I p231 ;&‘g‘-\'ﬁ i G dia ::}.Eg" - \']rl:ltlt‘ CD Player U152 - Pagesetter Clip An ( 8 disks) DISK BOXES
<31 - KB Mega Demo (£ disks - M206 - Flashing Bvtes U154 - Night Flvers Utilities IV
1 Meg) M208 - R-.-mumh«-: The Time (Remix) | U156 - Vector ball Editor (1 Meg) o
D237 - S:i!'-'HH Global Trash : M209 - Enjov Live i U157 - r"l:'ll-r!:.'ﬂ'll'h".”'- 14“1 i i Cap 10........... i
|| D240 - Vic Reeves Demo ( 2 disks) M211 - Rave Around The Clock U158 - Kids Paint 35...Cap 40......... £4.00
D241 - Ray Of Hope ( 2 disks) M212 - Raver's Delight U159 - Text Engine 35" Cap 80 £6.50
D247 - DMob It's A Lame Demo M216 - Genesis U160 - Windows Bench 20 el O DD
D284 - Odyssey - Alcatraz (5 disks) M217 - Dirty Digit Songs U161 - PDS Urilities Nol Printing Utilities
D312 - Anarchy - Seeing Is Believing | M225 - Phil L'-_m]jlnn : U163 - NComme V1, 921 R e
D325 - Hynautic Hammer -t?l-‘--"-'g . ;IJ!:'L "-"-'IE:: By i'I]T‘-'IL Filﬂh'i (6 disks) | Uléd - Work Bench 2+ Work Station Mouse Mat...........£2.99
D327 - Greatest Demos Vol | M229 - Desire Lego Land U165 - Video Screens sk Labe 9 Og
D330 - Greatest Demos Vol 2 M230 - Manic Raves Remix U167 - Cursor Basic Compiler Eﬂﬂ'ﬂ Disk ldit'ﬂ-]?mhq' 2
D333 - Greatest Demos Vol 3 :::.::-Ill- . i‘]\n_'&l.'l"L ?I.l[cIRurnn E:H{ - JRComm V1.02 : 512K Memory Upgrades
1345 . ~ame Fr e M24 e Equiliser 71 - Super C. Commands ; : : =
e ][".I-E::nr.“ ity M246 - Music Dream 2 U172 - P. Suite V1.4 With Clock .........£32.50
46 - Har - ; et M247 - Four Seasons U173 - The Ripper Guide f ‘loc F38.5
E:_;t: : 5!][1':1'.17 ,hétt_ts:' : M, _{Eh;m M248 - Flash Team Music U174 - Jam Ripper V1.7 Jam Cracker V1 Altteny Clacks...£24 50
D‘.Si-ll ] '\;"L"{rl'l{";]'l"l&" h" I:'m"“l' o M249 - Move Any Mountain U175 - Beatnix Potter Clip Ant
D357 - KGB Mega Demo 2 RiL231 + Roger Famies U177 - Thief Sound Ripper V30 ||'We also stock Fred
D359 - Kefrens Guardian Dragon ::::’;D : l‘:JIILr'?: I'T'E{w' i }_: f:‘: : Fu:mlh}}mi ”ﬁ SaTples H 3
- b agt M260 - Old Soul Remix 79 - News Flash 2
D370 - Terminator 2 Slide Show M265 - Sml.'t:mlIL By f‘l&r.' 1 I{:?.il : H':;‘:L .\.nl-l.1 Fractals Fish disks 1-596 &
D379 - Navy Seals SlideShow M269 - My Girl U184 - Little Bench T-Bag 1-59
D388 - Track Ro Vectra M271 - Simply Red-Stars (2 disks) L'185 - Plotting + Graphics: Flot-X-Y g
Please make cheques and postal orders pavable 1o All disks are 99p each, some titles are on more
Lirierrare PD e | dlisk
The Ultimare PD Mag - Catalopue disk ix availahl Please add 50p




TOTAL! The only magazine dedicated
to Nintendo gamers, full of reviews

and tips for the NES, Game
Boy and Super NES! e

you should stick

Our logo. Proudly displayed on the with the bazooka!
shelves of all good Newsagents!

N

Oh now look!

Funny (EiurmEs. of

It's not my fault!
This flippin’ thing's
= got a life of it's own!
I nearly had my eye
out just now!

100% FOR PLAYERS OF =W Gam: Boy |8

It's classics month with
new Game Boy
versions of old gems
like Q*Bert, Pac Man,
Centipede and

Missile Command!

Masses of up-to-the-
minute NES reviews.
And we're telling you
everything you need to
know about all the
Castlevania games!

More Super NES
reviews than ever
before, including our
first reviews of
Japanese and
American imports!

12 stunning pages of tips with player’s guides for Super
Mario World (SNES), Star Wars (NES) and Duck Tales (GB)!

Got a Nintendo? Then get TOTAL!
Issue seven is on sale right NOW!



AMIGA POWER and PSYGNOSIS present
a CARL LEWIS CHALLENGE competition

A REFLEX

MOUNTAIN

RULES AND REGULATIONS
(GETTING IN MY WAY)

@ Sorry, but employees ol
Future and Psygnosis are
not (not!) eligible to enter.

® The editor's decision, no
matter how twisted, is final.

@ The closing date for your
entries is 31st July, 1992.

| ;'-'ﬂ;i. TR ¢
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e

‘I'hrillbd an excited, as you might expect, By the impending release of their

remarkable new Carl Lewis Challenge athletics game, our pals at Psygnosis

are offering a superb aluminium ALX Reflex mountain bike, fully equipped

with Shimano LX500 bits throughout - and worth a massive £900! - to one

lucky AMIGA POWER reader, with 10 copies of the game for the runners up.
It you want to enjoy the summer, this is the way to do it...

RIDE "EM COWBOY

It's a competition waorth winning, alright, so how exactly should you go about it? Well, it is, as ever
ludicously easy. Simply send us your answers these three untaxing guestions

1) Name the Lewis out of The Professionals?
2) Name the Lewis who wrote Alice In Wonderland?
J) Hame the Lewis-related island off Scotland?

Got that? Okay, now just write your answers down on a posicard — or, if you wish, the back of an envelope
- and send your entries in 10 God Helped Me Do It Competition Amiga Power, 29 Monmouth Streel,
Bath, Avon, BA1 2BW. Thal's it, now off you go 1o the next page. Go on, on your bike
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BUILD MUSCLES CrazY SuMMER OFFERS FROM BCS]
] s

FAST

YOU CAN BUILD

A FANTASTIC POWER
PACKED BODY IN ONLY
12 WEEKS!

NEW! Fastest and best way to build
muscles and strength without weights -
EVER! SCIENTIFICALLY PROVEMN.

Just 20 minutes daily in the privacy of your
home will develop an amazing physique.

MUSCLE DYNAMICS is a new bodybuilding system based on
principals developed cfter years of exhaustive research. It is o
total exercise programme involving the very latest scientific
breakthroughs in the field of muscular development. It is the
fastest, most effective way to build muscles in existence.

NOTICEAEBLE RESULTS IN 28 DAYS GUARANTEED
Send for exciting FREE information pack today

| MUSCLE DYNAMICS (AP), PO BOX 40, GATESHEAD, NEE 1PD |
I Yes! | want to build muscles fost. Please rush me my FREE information packl |
I

I
:Nnm.... e II
:Mdress o e o e e RS (g ey ek i ; :
I I
[ H44se RS RS RE R R S R S R R R R R R |

|
: s . Posicode S A Sy
I {.ﬁ. :.hc:mp f-:.-r reply apprecioted) JI

"1

AMAZING
DEALS

Bulk Buyers Lifetime Disk Guarantee cap stackabie box
SOAEDADD ...
100 3.5: DS/DD ..
200 2.5 030D - 5. S0cabox £5.10
400 3.5° DS/DD .. 1 100 cap box E£5.90
500 3.5" DSDD .....
Price includes VAT & P&P 3.5" DS/DD Disks & boxes
- -, | Lifetime Disk Guarantee
‘ME‘;“MD 5.95* DSD0D.. 21p 50 chsks + 100 cap box ... £95.50
i 100 disks + 100 cap bo . £40.50
inc. VAT & p&p 525" DSHD E%J 150 disks + 100 cap box ... £56.50
P00 diesks + 2 x 100 bowes £74 95
o 400 chisks + 4 x 100 bowes ... £149.00
HEW sy el 4| 500 chtsis + 5 x 100 bowes .. £174.50
3.5 DS/HD |\ [ BAMX BO + F19 Software + Price includes VAT & P&P
mm e e M e g w
6Dp CAP hcwey' i shock 7 =
4 cap e £4.10
Eg?s EQQB 3 't\c: :?p n.';n EA 30
L 10 cap 3.5" Bow £1.00
10 3.5" 14" Monitor T " o00 ¢ oy
= DK 3.5 Star LC-200 oolour printer
oiari ok ﬁ:-m HO box 10 £205
Printer standa Star LC-24-200 Colour Printer
£7.50 eeso ||£10-50 £265
AMIGAS Trade/Govermnment/School
AS00 Basic Pack £999  Amiga Daetascan Prof __£140
COTV E445 1M + clock £30
Cartoon Classic Pack . L3605  Mew ASOD £358
AS00 Plus 1'\-"_ Upgrade L57 Mew ASDD + POME HD E4ASD
Cumana drive £58 GwWitMbHDA £345
ATARIS
STE Descorvery Pack | E960  Famdly Cumiculum Peck ) 349 DHGH“I‘I‘
ACCESSORIES Road, Brighton,
£275 Naisha Mouse ] E- Sussex, BN1 6JJ
PR Tel: (0273) 506269
“a A RO o7 (0831) 279084
Prntier Lead fES) Mouse Port Bt Lead ISR Dur to disk shortages prices may
AmigalAian Duat Cover 500 PC Senal Moune £55.00 change without notice

Please tick the boxes below to mdrr:ate which
games you would like.

CHOOSE EITHER ]ﬂ_. 25 OR 50 GAMES

< ALL 50 GAMES1
Tick here if you would hie all 50 garses for anly 220!
-

G 14 FRANTIC FREDDY
Monstrously sddictive platform and ladders romp”

TCO1 WIZEY'S QUEST Amigz Praever

You could pay up (o 20 for & game of this quality® O TGIS CAR

Amiga Liser Internalional Hrilliant car racing gams” Public Deosmain
J TCOZ LLAMATRON J TGI16 DRIP

104 screens of absolule non-slop blasting”

"Would be well worth blowing a few quid on
Arriigat Fermidi

By it now™ Armiga Power,

J TGO3 MUTANT CAMELS 3 TG17 BACKGAMMON
o ;r&:lz%;;lau:;é::-%gn";p clamac A good game il you know how to play il
3 ) J TGS CLUEDD
d #GI:;I:!;F“:M an excellerd galusians game Full comeersion of the whodunnat board game
Arcade look-alike. Much better than Pacman 87 3 TG CHESS ’ : M e
d TGOT MOUTHMAN Everything you'd expect from a comsmsercial version
A damas fine: game” Aisip Formual 3 TGZ1 KAMAKAZE CHESS
J TGOS BALLY I LE-F.-. Chass but the _1|-l11- is bos bose
Nl s eawy i ik sounds
o !Inarsmtt‘:::z“ W0 ey populat e 3 TGC22 HLONDIKE
Very playable Frogger clone Pete Wisermran's version - th one sctuslly worth
o TGIO JUMPY playing

TC23 CHINA CHALLENGE
By far the best version of Mah-long in the Public

[

*Should keep you happy i
Sharaware Shopper.

o o beast & few hours

2 TGI1 MISSILE COMMAND Domain

"Reproduced wonderfully in this smart PD wrion® = TGZ4 CHECEERS

Armiga Prurer Mol Bad of you like this sort of Thing
J TGI12 MICROBES o TG25 CONCH

Temgpeat inspired germ warfare War gasna saimalar fo Haik
d TGI3 MEGABALL J TG26 LEMMINGOIDS

“Makes for a sphendidly enlertaining time”
Armiga Compatimg

Please make all cheques/POs payable to "Sidewinder Software"
Overseas orders add £2.00 (EC) £5.00 (Rest of world)

*Crest graphics, grest gameplay
damas” Pullic Dosrain

one heck of a

(S

ANY 10 GAMES
25 GAMES

ALL 50 GAMES -

LISTED HERE!!!

£8.00
£15.00

£20.00

TGEIT WET BEAVER GAMES J TG0 SUPER TWINTRIS

Hrill Fang-Pong games with grunt ‘'n’ groan "This verskon is prohably the best®
samples Amiga [ser Frfernationa

TGS DESTINATION MOONBASE d TGAD CARARET ASTEROIDS

"Sore playabibity than many more moderm gamaes
S0%" Prbfic Domin

Tricky hittle space landing game by lim Barber
TG NAKAMOTA

Frantic Freddy style platiorm gamse <4 TGAL AMIGOIDS

TGI0 SEA LANCE "Eacellent Shadl™ Amige Formaf

"Slick graphicy, good presentation.. | love it® < TGAZ FRUIT MACHINE

Amiga Foremal, It's & stupid idea but ence you get darted.

TG QUIEMASTER < TCA3I ORBIT 3D

A bit short on questions bt its eaty bo add your T mthr r.:_;.:JJ with ar without 3D-Specs

[ ot supplied)

SCEE DI OasACT 3 TGAA CAVE RUNNER

From the board gama of the same name Boulderdash game with scme Lemiming-like
cpr e e b i | o T pizzled

TG CASTLE ADVENTURE O TCAS TANX

A periect introduction to the world of advenkure
Faming
TCI4 WELLTRIS

“Greal graphics & sound effects...real fun®
Sharawary Shopper

J TGAS POOL
"Makes the official version practically redursdant” Very simpile pool game. Fun for a while
Arrigd F'I_Jrr_1:r o TGAT THE SIMPSONS
TG15 ZEUS SEUCK game featuning Bart
"Has a quality unseen in many commercial games’ J TCAR TRON

Amige Competing

Laght Cycles. Besl played wilh bwo or more playen
(1]

TGI6 DILEMA d TCGAS ROLLERPFEDE
The thinking man's Tetris - wol-em-up. 11's Bl fun and sddictive”
TGIT CONNECT 4 gl Cormpiting
Play against the compuler or a friend. Very slick J TCS0 STAR TREK (T Ritcher)
TGI8 WOHL I it were put in proper packaging with & manusl
Beid Mastermand game arcund - play if against the and 10 on it could be sold for well cver S0
chock Armiga Achion
s @

Sidewinder Software

PO Box 2354

London

E5 OUE




Are you lot mad or what? This month we have one
eminently sensible and well-reasoned letter (immediately
below), the usual number of complaints (including one from
A Famous Programmer), and lots of, erm, drivel. FRP freaks,
Gamesmaster-haters and Stuart Campbell-lovers, they’re all
here, and each one generally makes less sense than the
last. Enough already! The campaign for sane correspondence starts here...
@ Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath Avon, BA1 2BW

LONGEST LETTER

winner

‘1 CAN'T TAKE IT ANY
LONGER!’

Dear AP,

After reading your magazine since issue one, | can't take it
any longer! Not the magazine - that's fine - but the letiers
printed each month. Bit of background here: I've worked as
a games programmer for almost a decade now, since the
dawn of time it seems. I've seen magazines come and go,
and the same complaints on the letler pages. Someone
should put these people straight.

First, why complain about the price of games? £25,
£30 even £35, is a fair price. Computer games are a form of
entertainment, right? So how does the price of a game
compare to other entertainment prices? See a movie, for
example. £3.50 entrance fee, a couple of quid on popcorn,
nachos or coke, a few quid bus fare or pelrol money all for
90 minutes entertainment. Even without food, you can see
five movies maximum for £25.99. That's eight hours of
entertainment. ‘Stu’ from Manchester should perhaps
ponder that when complaining about completing Another
Worid in one day.

For the price of a budget game, you can buy a sell-
through video release. A couple of hours later you'll have
seen it and probably not watch it again for quite a while.
Rainbow Islands suddenly becomes a hell of a bargain
considering the many (enjoyable) weeks it takes to master.

You can buy almost three CDs for the price of Geolf
(Sir Geoffrey — Ed.) Crammond's Formula One Grand Prix.
But that game offers many months of entertainment - I'm
still playing it several months after buying it and will
probably still be in many months® time.

The usual follow-up arguments to these points are
as follows...

‘Most games are crap.’ Yes, | couldn’t agree more.
90% of games are crap. Just as crap as 90% of movies,
videos, music, television and so on. Most of everything is
crap - a fact of life. Read reviews or ask to play in a shop
and then you won't buy a crap game. Simple, really.

‘But | only have £x pocket money.” But you have £400
worth of computer, you can't expect lo pay peanuts for
stuff to run on it. Jusl as cars need petrol, tax and
insurance, computers need games. This should be
considered when buying the machine. I you wait 6-12
manths, the game will probably be re-released at a tenner
or less. And a few months later on a compilation at six or
seven quid a game. You don't have to pay full price, at
least not for the 98% of games that are handled this way.

‘| bet all you programmers are rich anyway.’ No. You
can make heaps of cash from a big hit, but there aren't
many of those. Most programmers earn fairly poor wages
compared to people with far less knowledge writing boring
business programs for people in suits. And the hours can
be long, there isn't much job security and you slave for

months trying to produce something decent and then the
punters queue up to buy WWF because it's got a picture of
Hulk Hogan on the box.

‘But why should | buy something when | can get it
ripped off for free?’ Because it's illegal. And it's killing
your machine.

Perhaps the final point is the most important. As |
said, | work in computers. (Blimey, doesn't it get a bit
cramped? - Ed.) Or used to. | am moving 1o the consoles,
as most of my contemporaries are. That's where the sales
are, that's where the money is. Ask anyone in the industry.
Piracy is the only reason for this. There are many fewer
Mega Drives in the UK than Amigas, but this Christmas will
probably see Mega Drive games outselling Amiga ones.
Why? There's only one reason - you can't rip off a console
game. Well, you can, but it costs £150 for a copier so that
puts most people off.

| think an Amiga console is a good idea. That, or
releasing all future games on cariridge. Maybe the AG00's
card slot will take off, but | can't see it. Why should a
software house support a very small card-slot market when
owners of AB00s can run ripped-off disk versions anyway?
Universal cariridge releases would save the day, but only if
they are genuinely impossible to pirate.

Then those who complain about the price of a game
could rent them from a video shop, just like growing
numbers of console owners already can. Then, if the game
is crap or they can finigh it in 10 minutes, it only costs a
few quid. A fair system of compensation for games rental
must be devised or the software companies, as well as
programmers like myself, won't have the financial
incentive to allow games to be rented.

| hope that someone somewhere stamps out piracy,
otherwise it's bye-bye Amiga. I'm fairly well resigned 1o the
fact I'll be reading complaints in *Console Power' or
whatever in a couple of years’ time about paying £45 for
Sonic 3 or Mario 6 (That's a bit optimistic, | think. Some 8-
bit Nintendo games already cost over £50/- Ed.)

The 8-bit markets are already dead, save for the odd
twitch here or there. The ST Is dying. Unless the punters
want the Amiga to be next, they should stop whining about
the price of games whilst copying everything they can lay
their hands on. Realising the price isn't that steep should
be the first step.

Yours feeling-betterfor-that-rant, Peter Scott,
Dylan Productions, Bedlington

Lots of interesting points there, Peter, and one of the most
coherently-argued letters we've had in quite a while. All the
same, | would fake issue with one poinf - computer games
are too expensive. | think we've pretty much reached a
point where the consensus of opinion is that yes, they
should be cheaper, not only fo siop piracy, bui also
because we can't see games being the mass-market
enfertainment they deserve fo be when they cost such a lot
mare than CDs and videos. Certainly, most of us here in
the office go out with the idea of maybe buying some
music, but we don't know what we'll get until we're in the
shop . We're willing to risk £10 on something we don't
know much about, you see, but we'd cerfainly never dare
risk £25 or £30 - and entertainmeni-per-pound, CDs are
arguably better value than even the biggest game loo.

‘MORAL VALUES'

Sir,

| wish lo complain most strongly about the
moral values which your publication, and
others like it, are instilling in young people
today. | am referring 1o your regular
reviews of that disgusting fantasy
role-play software.

Mow | am a peace-loving ogre as a
rule, but ever since games like Eya Of The
Beholder and Dungeon Master became
popaular, | am not even sale in my own
hovel. Only last week, a group of acne-
ridden teenage adventurers burst in with
an unlicensed spell book and a dodgy
theatrical sword, and siole all the food
from my fridge!

It used to be only the Black Satanic
Witness people who came knocking on my
door with leaflats just as my lea came 1o
the bail, but these adventure types just
won't go away. They'l stand on my
doorstep for hours spouting nonsense
about fame and vast wealth until | sign up
for their quest (len days free home trial
and no commitment).

MNow you may think this is all
amusing, but for me and thousands of
fantasy creatures like me, fantasy role play
is becoming a Knightmare (Arfl = Ed]. The
vamgpira family next door have been forced
1o move out by these people and yet you
still refer 1o these acts of viclence and
aggression as heroic!

How would you ke it if me and the
lads came to your town, slapghtered the
population and looted your houses? Not a
lot methinks. So please show a little
consideration for underworid dwellers in
future, you'll find that deep down under the
scales, we are jus! the same as youl
Yours, Boggit The Ogre,
13a Black Pit Street, The Dark Crypt,
Under-water Deep.

‘OFFENDING
ARTICLES”
Dear AMIGA POWER,
| am writing to compdain aboul two letters
that wera published in last month's mag
The offending articles were written by
Peter Whelerton and Pat Reeve, Both of
these letters had a bash at role playing. Mr
Whelerton seemed o believe that we are
‘introverted Dungeans & Dragons freaks
with acne’ while Ms Reeve called RPGs
ecculty. Lel's get a few things straight.
Firstly, | play role playing games and
I do not believe that | am an introveried
freak. Mr Whelerlon is moaning about a
biased and incorrect view of his hobby
while he harbours such a view about one
of mine. Let’s not descend into name
calling, I'l admit that there are peopla =¥

HIMOd YOINY

Alnr

CTBEEL

2



AMIGA POWER JULY 18992

V)

who live on role-playing and take it very
senously, but the computer workd has
these too. | know of quile a few adolescent
compufing freaks but | also know well
enough thal this is not the general case.

And as for Ms Reeves' comments
about the occult, | thowght thal role playing
had got over that years ago. | have been
playing them for years now and a lot of
people | know do too, and not one of my
fnends has ever dabbled in the occult, |
can clearly state that | am not a Satanist
ner do | go arcund worshipping some sort
of ‘demon’. | see no reason why a
Christian should objec! to these games. In
the rarest and most exireme case, the
character you controd might be a blood-
letting demon-worshipper, but the player
still isn't, a very clear distinclion.

Rounding off, | believe that
coemputers have a lot 1o offer role playing
and vice versa. | sinceraly hope 1o see the
two hobbies get closer together, not
further apart, and | also ke to think thal
the views in these letters are in no way an
indication of the general opénion of your
mag's readers but are the il-informed
ramblings of two ignorant people.

Yours sincerely, Mark Oliver,
Harnchurch

PS | can guess that you'll take a lot
of stick for making Rainbow Isiands the
Mo.1 game again, bul I'd ke to cast my kol
by saying that it IS the best game —
anyone can like it, sim addicts, arcade
game fans and even role players.

‘IN FRONT OF THE
ANT HOLE’
Deear Sir/Sirs,
In the 13th issue of AMIGA POWER | got
my two free disks, one of the games was
called Sim Brick. Inside the magazine you
said you would not bother us with the
instructions but | just CAN NOT get past
the stone in front of the ant hole. Please
could you fell me what | am doing wrong?
Thanks for reading, Miss C Littlewood,
Stockton

PS | am sure a ot of other people
are having the same probdem and | think
they would like it if you printed the

AND ANOTHER THING...

SENSIBLE SOCCER

winner

‘SCATHINGLY UNTRUE’
Dear AMIGA POWER,
| was deeply disgusted with your views on my excellent

game Kick Off 2. Having spent two long hard years writing

and researching the game, | was overcome with emotional
tearjerking turmoil when | was glancing through issue 13.

The reason for my turmoil was the comment, or
should | say the scathing criticism, that Kick Off 2 was an
‘Inexplicably-overrated pinball playalike that it really is"!
And then | read on and found another scathingly untrue
criticism, it's *Simply too frustrating by half’. Well, it's as
frustrating as Super Space Invaders is original.

I would also like to inform you that over 50,000 people
have bought my game, it was Tth in last year's Top 100,
and Final Whistle is still in the present Top 100, so by
slagging off this game you are simply slagging off the

people who bought it.

instructions in the next issue

‘IMPROVE YOUR
MAGAZINE'

Dear AP,

Here is a suggestion which would improve
your magazine. Get rid of Do The Right
Thing and replace it with something better
(such as an advert). Il may sound harsh,
bt it's the most dull and tedious letters
page I've ever read. It may not be your
fault but if it must stay, at least do
something to improve it. How abouwt
shorlening it or making up some of the
letters yourself, There must be some
readers who have something of interest
1o say.

Yours faithfully, Brian Jones,
Bridgwaler

Firstly, Brian, if ours is the dullest leffers
page you've ever read you obviously don't
ever read any other magazines. Secondly,
if you're so comvinced that some readers
have things of interes! fo say, why haven't
you? And lastly, we'l leave the inventing
letters’ bit fo others, thanks. Naming no
names, of coursa...

‘THANK GOODNESS
FOR AMIGA
ACTION’

Dear AMIGA POWER,

S0, my family and | had just finished an

none of them had anything more interesting or

However, as an avid computer football player, | would
be very interested in what all the fuss is about with this

new game, maybe it could give me some ideas about my
forthcoming games Player Manager 2 and Kick Off 3, so if
you are feeling generous | could see myself forgiving you
if you sent me a copy of the full game of Sensible Soccer,
50 | could review it.

Yours sincerely jerked off, Dino Dini, Bristol

Hmm - interesting football gameSuper Space Invaders

analogy there, Dino. To be serious for 8 moment, though,

we're extremaly concerned that you're upset about our
views on Kick Off 2 - it's notl a personal atfack, you know,
Just a view on a game.

Anyway, as any of you who were at the Amiga
Shopper Show will know, we did indeed suggest that Dino
and Sensible’s Jon Hare (who's himself a big Kick Off fan,
actually!) meet up, review each others games, and we'd
print the reswlts in the mag. Unfortunately however, when
it came down lo it Dino had to back out due to pressing
Kick Off 3 deadlines (or something) so it now looks like
this potentially fascinating meel will never happen. (He did
offer to send three of his playlesters along instead, but we
didn’t think that would be guite the same.) And, this time,
that really is the last correspondence we're going to print

about Kick O 2. s time is over.

excellent turkey dinner and wouldn't you
know it, | had 1o go and make a large
depaosit al the parcalain bank. Might as
well bring some reading material with me, |
figured, as this could take a while. 5ol
brought along the latest copies of AMIGA
POWER and Amiga Action. So I'm reading
away, and after a good hall-hour it's time
1o leave. But wait — there’s no toilet paper
left! What's a guy to do? Thank goodness
for Amiga Action.

Yours erm truly, Dallas James Parker,
Winnipeg, Canada

'STARTING WORLD
WAR -

Dear AP,

I'm afraid this is gaing to be one of those
long, discursive ‘state-of-the-indusiry'-type
letters, but bear with me, because | have a
Senous point 1o make.

If someone tells you that ane of their
favourite pastimes is playing compules
gamas, what do you think? Well, YOU
probably think it's a perfectly reasonable
way of spending your spare time, but to
the average man-on-ihe-streel it conjures
up one of two images. There is either the
socially-retarded acne-ridden D&D fanatic
{Hare we go again - Ed.) trainspotting
geek, or the moronic clinically-addicled 8-
year-old Nintendao brat,

These two images come straight
from the media coverage (or more

importantly the lack of it) which computer
gamesplayers are given. In TV shows and
films, anyone who can operale a compuler
is about 14, called something like Melvin
or Kevin, and can type insiructions al
about 800 words a minute into a computer
that's capable of everything from making a
cup of coffee 1o starting World War Il
{Yeah, Wargames was a greal movie,
wasn'l i? - Ed.) The only coverage
compuler games are given in the news is
when some American professor discovers
conclusive evidence’ 1o show that
compuler games are responsible for
underachievemenl, petty crime and/or
serial numbers. (7 - Ed.)

Up until recently, the only non-
magazine stuff aimed al gamesplayers
themselves were the rather half-hearted
attempis on Saturday moming kids’
shows, but as these were usually
sandwiched between Thundarcats and
some fiool pouring gunge over Timmy
Mallet's head it's not surpnsing that they
didn’t reach a very wide audience

And so | come, inevitably, 1o
Gamesmaster, What a catalogue of
wasted opportunities. What we gelis
about a minute-and-a-half of extremely
dodgy game reviews ("And on the
Nintendo it's Extremealy Dl And
Derivative Platform Gamea. Greal fun, the
best game |'ve played in ages; 96
percent”) surrounded by pointless

walking backwards at the wrong time, falling off

« Well done to Matthew Addyman and Mark Porter for
spoltting that if you press F5 on the menu screen of
our fab issue 13 coverdisk game Mad Bomber, the
game plays a quick snatch of "Holiday’ by Madonna
and skips you straight to level 13. It was certainly
news to us...

« John Shields of Bordesley Green says 'Please
could | have a signed photo of Stuart Campbell and
Matthew Squires ‘cos my sister fancies them'. John,
your sister is completely mad.

« And on the subject of completely mad, several
people wrote in predictably whinging aboul Rainbow
Islands still being our all-time Number One, but since

original to say that ‘It's crap’, we're not going to print
any of their names. Ha!

@ And finally...

OH NO! YET MORE LEMMINGS!

KYLIE LEMMING - Same as a Blocker but uses
bloody awful music to keep other Lemmings from
their doom. (The views of contributors do not
necessarily reflect elc. - Ed.)

ROBERT MAXWELL LEMMING - Throws itself into
the nearest river, thus creating a sturdy bridge for
the other Lemmings o use.

LAST NINJA LEMMING - Same as a normal Lemming
but refuses to respond to your mouse controls,

clifts ate.

KATE ADIE LEMMING - Looks for the nearest trap,
throws itself in headfirst, yet still comes out alive.
DAN QUAYLE LEMMING - Strangely finds itself at
the front of every Lemming group, testing new areas
for hidden traps.

MAGIC POCKETS LEMMING - Same as a normal
Lemming but moves at a quarter of the speed.
MAGGIE THATCHER LEMMING - Sends 98 percent
of the Lemmings o their death, then gets John Major
Lemming to help out and claims the glory for
rescuing the last 2 percent.

Thanks to Paul Bisson of S5t Helier for those. Gave us
a chuckle, anyway.




‘Celebrity Challenges’, a manic presentar
whose excrutiating style (*Nudge nudge,
wink wink, whip out your joystick, eh
lads?") could only possibly appeal 1o
socially-retarded teenage acne-nidden
D&D fanatic trainspotting geeks or
morenic clinically-addicted 8-year-old
Mintenda brats (ring any bells?) and an
audience composed ol... well, guess who?
Yes, it's our old friends the geeks and
brats. Far from showing the unbelieving
public that intelligant adults also play
computer games, it just reinforced all the
old stereotypes.

| read in AP13 that the BEC and ITV
are planning their own games shows, 50
perhaps we do have something 1o thank
Gamesmaster for: bringing the public
intarast in gamesplaying 1o the attention of
the TV companies. | just hope and pray
they don't follow the formula and dig up
maore geeks and brats,
Yours, Paul Hunter, Edinburgh

And there we'll leave the subject of
Gamesmasfer, | think. Lefters defending
Ihe show against the barrage of eriticism
aimed at it in the last couple of issuas
were conspicuous by their absence, but |
think what we said about it before stil
stands — yes, il's not the workd's best TV
show, you might aven think it’s a little
crap(ish), but it’s nat really for the likes of
us in the first place. The bes! news, as
Paul noticed, is that the show's success
with viewing figures might hopefully point
other TV companies in the video game
show direction, hopefully with slightly more
QrOWn-UD resulfs.

‘A SUCKY KISS”

Dear AMIGA POWER,

Hello AMIGA POWER. I've stuck the F-19
on autopilot and I'm not scheduled to
arrive at the primary targel for another 31
minutes (flying stealthy you see) so |
thought I'd take the time to write 1o you. |
seem 1o be fiying info the teeth of an SA-
13 but we'll forget that for a minute.

Thank you very much for the demo of
Pinball Dreams. It is utterly funky, the
witra-sexy cherry on lop of an insanely
erolic issue. Wizkid was only slightly less
good in being a teeny weeny bit too short,
but | don't like long demaos very much any
church so it kept me jammy dodger.

That Rainbow Islands must be a
sucky kiss of a game to rank higher than
Speedball I, eh? It's a sphacelating
ghame (No, we don't know what this ong
means either = Ed.) thal I'm an
impoverished student and can't atford it
but my thought was that being, as you
doubtless are, witly, creative, genarous,
un-ugly pecple, you could seduce Ocean
into giving you an extra review copy and
then send it to me cul of the chanty of your
hearts. Is that a rampant idea or what?
Anyway, you all love me. (II's frue, we do —
Ed.)

Yeah, and | was really interested to
read the Lifima VI review but not exactly
mashing in the rafters at what you said
about virlually needing a hard drive so is
there anything simitar | could play from
floppy you can recaommend? It's right
up my neighbowr's street, S0 if | can
persuade her to buy it | can use theirs
Cunning, what?

Anyway, toodlepip lovies, | really
must go. Thank you for reading thus far.

‘What man has crealed

Man can desiroy

Bring 1o light

That day of joy’
Philip Turner, Whitwell, York

PS You'll be glad to hear | was
awarded a Congressional Medal Of Honour.

Oh well, you can pawn it and buy a copy
of Rainbow lslands, then.

‘PLEASE GIVE HIM A
CHANCE’

Dear AP,

Being a greal fan of Kick Off 2, and not
100 percent in agreement with Rainbow
Islands being the best Amiga game ever
(not even one percent in fact), | was of the
opinion that Stuart Campbell was a total
{Wa can't print this ward — Ed). Then | mat
him &l the Amiga Shopper show. | would
liwe to say o all the people who fael the
way | did (and | know there's a lot of you),
that he isn't. In fact, he's a good bloke. He
has reasons for nol liking Kick Off 2, and
i's not as if he played it for five minutes
and said ‘This Is crap’. He has given it a
fair chance and still doesn’t ke il. So
please everybody give him a chanca and
the respact he deserves.

Yours now liking Stuart Campbell,

Paul Sheriffs, Northwood

Cheers, Gran — Stuart.

‘REALLY BAD
NIGHTMARE’

Dear AMIGA POWER,

| had this really bad nightmare the other
week. | was standing in WH Smiths
reading AP, and | dreaml that in the All-
Time Top 100 chart, Rainbow Islands was
still at the top. It was really termible,
everyone was laughing at AMIGA POWER
for being so unrealistic. Amiga owners, the
programmers, everyone stood there in
hysterics, It was all so embarrassing.
Thank God this could never actually
happen - | mean what with all the great
games that have come out since last time,
there is just no way il could be at the top
again. Phew, It's just thal dream was s0
vivid. Spocky, huh?

A Parily Toasted Cheese Sarnie, Kenl

"WIDE FAN BASE’

Dear AMIGA POWER,

Whal is this terrible aversion you seem to
have towards football management
gamas? | don'l see why you were s0
surprised that Code Masters’ First Division
Manager was the top-selling game in a
recent charl. To my knowledge football
management games have always been
popular and it is because they have such a
wide fan base among the gaming
fraternity. Let's face il (Snip/ - Ed.)

Yours, Jonathan Wren, [lford

And that's al folks! More next month.

A MILLION WAYS TO FLY
First up, here are the answers: 1) Chuck
Yeager was the first man to break the
speed of sound. 2) Caplain A Roy Brown
shot down the the Red Baron - nol some
Aussie geezer as some of you seemed
fo think. 3) Charles Lindbergh was the
first chap to fly the Atlantic. 4) Captain W
E Johns created the Biggles books. 5)
Algy and Ginger were Biggles’ two
wizard chums. And the winners were:
Peter Tucker of Ramsey on the Isle of
Man; Peter Harrison of Byfleet, Surrey; S
Hamilion from Stanley in County
Durham; J Featherstone of Handforth in
Cheshire and Martyn Reed from Kenley
In Surrey.
4 Andlhlﬁ%#ﬁdw

Surrey; Donnell
am.mmuma
Downham, Kent; Ryan Martin Elliot from
Cardeross in Dumbartonshire; Jo Dowley
from London; lan McCormick from

: Liam MacKenzie of Invemness;
James Plant of Manchester; James
Forington from Boston in Lincs; David
Gmmﬁﬂn‘;ﬂ'éwg:ﬂm
Challinor of Bibury
Chelmsford, Essex; Christopher Gibbs

from Sale, Cheshire; Paul Chapman from
Peterborough, Cambs and S Jones from
mmm

ISLANDS IN THE STREAM

The answer? South Ronaldsay is not a
Pacific lsland (it's off Scotland).

Hat and game winners: Richard Hood
from Doncaster; Lea Hinkins from
Huntingdon, Cambs; David Sayle of
Liverpool; Graham Lally of Kingston
Upon Thames, Surrey, and Derek Lioyd
of Neath, West Glamorgan.

Hat only: Danny Coates from Canvey
Island, Essex; J. Raa of Lincoln; D.J.
Steers from Ashiord, Kent; Daren Gray
of Newton Ayclifte, County Durham and
Jonathan Inns of Mesion, South Wirral.

A500 PLUS COMPATIBLE

lus owner or thin
ems? Buy your Pub
vﬁ'\uﬂ and compatibility.

Are you an AS00
Why risk software pro

PACK 1
ee (sub sim], Warrlor

(Might sim). Compilation

Diak (Bullman, Invaders & others)
Star Trek By T. Richter - 2 disks)]
g games on 5 disks £4.25

% PACK 2
Zeus [pussle game), Battle Cars

130 shoot'sm up), Return To
Earth (space tracding),

Truckin' [irading game-2 disks).
4 games on & disks £4.25

Mouse Mats £3.F

COMPO WINNERS

from us. All checked for

MARQUIS DE SADE
Answers: 1) 360 degrees. 2) Owl (we
also accepted 'Wol', which was how he
wrote it). 3) Mite Owl.

Winner: Chris Dunn from Edinburgh.
Runners up: Mike Bloor from Downham,
Kent; Anita Jones of Caemnation,
Gwynedd; WJ Collins of Willenhall, West
Midiands; Trish Collins, also from
Willenhall, West Midlands; Miss P A
Alldritt from Wolverhampton; Robin
Jones of Bangor, Gwynedd; A Brumgton
from Bridlinglan, E Yorks; Bill Collins
from Wolverhamplon; John Abbot from
Harrogate, N Yorkshire and Nicholas

Hillier from Trowbridge in Wiltshire.
I'VE GOT A GREEN CONSCIOUSNESS
AND IT'S NOT JUST THE DRINK

Winner of the (much desired) office bin
bag full of all our old rubbish — a truly

crap prize — was ‘lucky’ Morgan Bowen
from Milton Keynes.

NO SWEAT: THE JOHN MADDEN
ANAGRAM COMPO
Winners: Emma J Keen from Sheffield,
South Yorkshire, who came up with
EMMA J COLD AND ALOME, NO FAB
SHIRT.

Shirley Harrison, from Hull: OLD
HAT MADE FROM CANNIBAL JONES.

Alistair Sturrock from Stevension,
Ayrshire came up with STOLEN
FOODJAR CHINAMAN BLAMED.

Dale Gregory from Newquay,
Cornwall, whose answer was LAST
BOHEMIAN MANACLED ON FJORD.

And finally, the terminally crap
James Mountiord from Solihull, West
Midlands, who appears to have just
randomly the letters to gel
HJNO DSAEDNRAN MAIACE
TLOAFOBL. Complately useless, we
know, but he gets something because it
made us laugh.

Lots more winners next month|

of uﬂlﬁ

GAMES PACK 3

W e of The Mutant Camels ((he
latest from Jell Minter) Soccer

Management, Wastelands (30
adveniure], Wizzy's Quest
|‘|i1.|r..:h:-.i platform game], NU
[Shoot em up)

PRICES:-
Pick Any Individual Disk For Just 95p
Disk C dnlubm Listing Compatibility 75p
50 AS00 Dust Covers £3.99
POST & F‘#.CKING INCLUDED

PATHFINDER pp DPert AP, 41 Marion Street, Bingley,

* SPECIAL OFFER *
BUY ALL EﬂrgCKS FOR

Blank Disks 50p

West Yorkshire BD16 4NG

b
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Dept AMP10, Tryhrldge Ltd., 8 Buckwins
Please state make and mo

Evrope add £1.00 per item. Elsewhere please add £2.00

Telephone orders: Mon-Fri 9am-7pm. Saturday

2 Hat 2 Hondle
AD Construction Kit
4D Boxing (1 Meg)
4D E'-w"lﬁ |1 Meg)]
4 Wheel Drive
Abondoned ploces
Addoms Family
Agony
Air Bus
Alr Duel *
Air lond and Sea
Air Support *
Align g
Alien Skarm
Allered Beas
Amas
Amos 3D
Amas Compilar
Another World
APR
Arkanoid 2
Arsenal FC *
Ashes of Empire *
Armowr Geddon
Assoult on Alcatroz
Aoward Winners *
B17 fL-,--hr__; Fortress |1 Meg)®
Bards Tale Triple Pack *
Batman Coped Crusoder
Batman The Movia
Batthe Chess 2
Battle Command
Beach Volley
Baastbusters
Birds of Prey |1 Meg]
Blue Max | r Meg)
Blues Brothers
Board Genius
Bonanza Brothers *
Budokan
Cobal
Codaver
Codaver Diato Disk
Colifornia Gomes
Compaign *
Copcom Collection
Coplive
Castes (1
Centurion
Chart Athack 1
hoos Engine *
Choos 5"11.': Bock [1 Mag)
Chasa HG
Civilisalion * (1 Mag)
Conan the Cimmerion *
Covert Acticn |1 Mag|
Continantal Circus
Crozy Cors 3 *
Cricket [1 Meg)
Cruise For A Corpse
Curse of Azure Bonds [1 Meg
Cyberball
[:-’.‘:'E:r- Thompson Challenge
Deam Knights of Krynn [T Meg)
Disney Animaticn
Dizzy Collection
Double Dragon
Double Drogon 2

Double Drogon 3

Mag]|

Dreadnought
Cuna *

Elf

Ehvira 2 1Mb
Epic

Ewro S5occer *

Eye of the Beholder |1 Meg |
‘-"Tr: of the Beholder 2 |1 Meg)
F135 Strike Eogle 2 (1 Meg)
F1& Combat Filot

F19 Siealth Fighter

Fabcon 3°

Ferrari Formula |

Final Fight

Fire And lce

First Samuari + Mego Lo Mania
Flog *

P :E‘L.l of the Intruder

Flood

Football Crazy

Football Directar 2 |1 Mag|
Forgoten Worlds

Formula One (1 Meg)

Fun School 4 5.7

Fun School 4 7-11

Fun School 4 under 5

Gountle! 2

16.99

# Bl

Gountlet 3

Ghostbusters 2

Ghouls and Ghoats

Global Effect (1 Meg|

Gloc *

Godfather Action

Godfather Adventure [1 Meg) *
Gods

Grohom Gooch *

Gunship 2000 *

Guy Spy *

Hard Dirivin

Head Creer Haels
Heroquest

Hero Guest Data
Harlequin

Harpoon {1 Meg|
Harpoon Bamleset 3

Harpoon Bomleset 4
Harpoon Scenaric Editor
Heart of Ching

Hilchikers Guide

Hook *

Humans *

Hurber

1K+

Indy Heat

|1-:i',- Jones Alontis-Action
Indy Jones-Atlantis Adv |1 Meg)
Intercapbor

vanhos

Jock Micklous Clip Art

Jock Nicklous Extra Courses
Jock Micklous Golf

Jack Micklous Unlimited Golf [1 Meg)

,::c_;.l.::'ni(_l:":fﬁ |1 Meg|
James Pond

Jimmy Whites Snooker
John Bornes (1 Meg)*
John Madden

Kick O#

Kick Off 2 [1 Meg)
Kings Guest 5 [1 Meg)

Knighimare
Knights of the Sky [1 Maeg)
KO Final Whisile

e
.

K.O 2 - Giants of Europe

K.O 2 - Return to Europe

K.Q 2 - Super lm:]g..c *

E.Q 2 - Winning Toctics

Laser Squad 2 *

Last Minpa 2

Last Ninpa 3

leander

Leiswre Suil Larry 5

legend

Lammings

Lemmings Construction Kit *

Lemmings Data Disk

Licence o Kil

Lombard Ralky

Loed of the Rings

M1 Tank Plotoon

Magic Fly

Magic Pockets

Man Uid Evrope

Max

Mega Traveller | |1 Meg)
Maoga Traveller 2 (1 Meg) *
n’\.‘.eg-_'p Terinia

Microprose Golf (1 Meg)
Microprose Soccer
Midnight Resistance
Midwiniar

Midwinter 2 |1 Meg]
Moonstone |1 Meg|
Myth *

MNew Zeoland Story
Minja Collection
Operation Thunderboli
Oirk

Oparaticn Wolf

Chtrun

Ohdrun E;_-u;:-n

Paperboy 2

F‘n'molngic's

PGA Golf Courses

PGA Tour Golf

Pinball Dreams

Plan @ Form Outer Space *
Plotoon

Plc\_m' Manager

Pool of Radiance I Meg]
Pocls of Darkness [1 Meg)
Populous

Populous 2 (1 Meg)

Perwardrift
6.99 Powermonger
6,99 Powermonger Dato Disk |
19.99  Predator
16,99  Prince OF Persia
19.99 Projectyle
19.99 Race Drivin
Railrood Tycoon (1 Meg)
19.99 Roinbow Collection
Raoinbow klands
Ramba 3
6.99 RBI 2 Bossball

499 Reoch for the Skies *

699 Realms [1 Mag]

.99  Red Boron [1 Meg)
16,99 Red Heot :
2299 Renegode

.99  Rick Dongerous

¥ QE Rise of the Drogaon [1 Maeg)
13 Q: Robin Hood :
22.99 Robocop

7 '}f‘_:_ Robocop 3

b f‘ﬂ" Rock Stor Ate My Homsber
16,99 dlan
1999 p

,g ;3 Ruglby World Cup
000 ff" The Gaountlsd

Secred of Monkey lsland [1 Meg)
Secretsy of Luftwolfe *
Secret Monkey lslond 2 [1 Meg) *
Sensible Soccer *

Shadow Sorceror

.: gg Shadow Warriors

550 Shoot Em Up Con Kit
i9.9p Shule *

1690 oilent Service 2 |1 Maeg)
1499 Silkwarm

7 00 Sim Ant

11 00 =im City + Populous
2299 3im Earth *

19.99 Simpsons

a9 og ki Or Die

g.99 smashTV

7 0  Spoce Ace

g0 Spoce Ace 2

o9 Spoce Crusade

o9  Spoce Gun

99 Special Forces |1 Meg)
99 Strides

99 Siriker

29  Sirip Poker 2 + Dalo
Stuni Car Rocer

Super Hang On

Su -

ot [} i
O 00 S0 0D O L O B D D O O O e LR D

Team Yonkes

?% Teom Yonkes 2 *

%  Teenaoge Mutant Turfles 2
9 Terminasor 2

% The Immarial (I Mag|

16.99  The Manoger
& ';'E Thasir Fines! Haur
1'? 99 Their Finest Missions
1 2 '}"' Thunderhowk
1 o ---l '.:_'u -;_'..'f
_JE Y7 Titus The Fox
n 3; THT 2
¥ Toki
G f? Toabin
“:‘,’3 Turbo Chollenge
?2 __:.;, Turbo Chollenge 2
»: f,‘I; Turbe Outrun
2 44 Eu-":l.'l:I" 2 f
399 TV Sports Basaball *
509 TV Sports Foolbal
900 Uitima & [1 Meg)
500 Unite -.ch-:lzl'.'r‘i
500 UMS 21 Meg|
1659 Uopio
14 60 lf-r..-:--: Data Disk ®
Voyoger
I$ EE Warlords [1 Meg)
Wizball

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:

., Burnt Mills, Basildon, Essex. 5513 1BJ
el of computer when ordering. P&P inc. UK on orders over £5,00. Less than £5.00 and

per item for Airmail. These offers are available Mail Order only.
10am-d4pm. Fax orders: 0268 590076. Tel orders: 0268 590766
INEXT DAY SERVICE AVAILABLE - RING FOR DETAILS.
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FLIGHT OF
THE
INTRUDER
NOW ONLY
£14.99

UPGRADE YOUR

AMIGA TO 1 MEG
1/2 Meg Upgrade - £24.99
1/2 Meg Upgrode + clock - £26.99

LEMMINGS
NOW ONLY
£14.99

SPECIAL OFFERS
ONLY £12.99 EACH!
Captive,
Cadaver,

Jack Nicklaus

JOYSTICKS

Cheetah 125 + - £46.99
Comp Pro Extra - £14.99
Guickjoy 2 Turbo - £9.99
Gluickshot 3 Turbo - £9.99

Quickjoy Jetfighter - £10.99

BLANK DISKS
Unbranded
10x3.5"DSDD - £5.99
20x3.5"DSDD -£10.99
50 x3.5"DSDD - £23.99
100 x 3.5" DSDD - £44 .99

Branded - TDK
3.5" DSDD - £1.25 Each

PUBLIC DOMAIN
Please send SAE
for list




THE BOTTOM LIN

YOUR ESSENTIAL GAME GUIDE

Yes, it’s time to completely revamp The
Bottom Line - Britain’s most complete
guide to old games - from top to

bottom. In our new version
you get mini-reviews of every |:

major game reviewed in

AMIGA POWER over the last |-
10 months, plus more facts o
and figures than ever before.

REVIE'WER'S MDEX

Wty b

CC - Calin Campbell
OG- D Geoida!

0P« Qary Pann

40 - Josathan Davies
Harl Fouber

it Begsley

WA . e Ra=itiw
W5 . Maithew Squires

RF . Rich Puiey
SC - Sauan Camptsil

THE ALL NEW BOTTOM LINE

(AND HOW TO UNDERSTAND IT)
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ABANDOMED PLACES
Electronic Zoo £29.99

THE ADDAMS FAMILY
Ocwan £25.59
AP14 B3% MB
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ALIEN BREED
Team 17 £25.58
APR B2% AP

ALIEN 5TORM
US Gold [25 99
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il greadtul w

ALTERED DESTINY

Comp Software £14.95
AP1E 21% NW

S0 Fooibad wirdul Ir
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AMNIDS
Paygnosis [25.99
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a0 clasacs Delancer
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ANOTHER WORLD
US Gold £25.99

AP0 B MA TI00 No.20

Crowy. 50 youW lnigh i in @ couple of
cays, bul this is absolubely gorgecus
shuff, playabie and dfesent with an
abmosphans all its own. Every ninw
SCTEN i BN eupling dscovery, and
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Ao doubSing This ona's quality
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AJ20 AIRBUS
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AP12 5%
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BARBARIAN 2

Paygnosis £35 .99

I, Theg prasty iy

W i Cornpialaly

BATTLE CHESS Il -
CHINESE CHESS
Electronic Arts £25.79
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s owrl good. W
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BEAST BUSTERS
Activision [25.99

APE 5% 5C

One of e best arcade Op o
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SRA0N U BOMw Manages
e i coun-00's ABatunes
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BIG BUSINESS
Magic Bytes [25.99
AP 40% 20

B1G RUN
Storm £28.99
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of a second
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tharik 80 W

BILLIARDS Il SIMULATOR
Infogrames £25.99

APS 4T% 50
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BIRDS OF PREY
Electronic Ans £34.59
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BLADE WARRIOR

Image Works £25.99
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i I e
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@ ursnitialed. 'y nothing

THE BLUES BROTHERS
Titus £25.99
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YOUR ESSENTIAL GAME GUIDE

BONANZA BROS BUILDERLAND r wholg ooked uile rice.  APS 5% 5C
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FIRST SAMURAI
Ut Soft (with Maga lo Mania)
£30.59

APA 8% SC T100 M
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FLOOR 13
Wirgin £30.99

FORMULA ONE GRAND
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EFOQFAMITNG 10 dite, bul mons
mporianty, & Supartly ahd endessly
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4D SPORTS BOXING
Mindscape £25.99

PG 40% GP

Tha fourth demansion is, or, realy
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compigts boredom. &

4D SPORTS DRIVING
Mindscape C25.59
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GOLDEN EAGLE
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JIMMY WHITE'S
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JOHN BARNES
EUROPEAN FOOTBALL
Wrigaks £25 99
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A very senilar game i plary o

JOHN MADDEN
FOOTBALL
Electronic Arts £28.99

AP 00% NW T100 Mo 23
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Frotty mmpredsnse bivaniunng sh
aphacally autelent koo, bul

of hard drive
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sonies, but 5l a b of & nightmare in
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LEANDER
Paygnosis £25.59
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LEISURE SUIT LARRY 5
Sherra £34.99
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T d of Thing Mal makes buying a
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ple-up. Face i, s rubbish. &
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Miles Computing £24.99
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froem thaat mg

yois, i 5 85
% Buy
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LORD OF THE RINGS
Electronic Aris [20.99
APD 3% MA
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n @ hurry
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LOTUS TURBO
CHALLENGE Il
Girerniin £25.99
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MAGIC GARDEN
Electronic Zoo [25.99
AP 5 B

MAGIC POCKETS
Fienegade L35 08

Tideily 1o play, H's

f Was Cone = +
CkEAppCenEmBnt. Bafing, DasCally
LR &)

THE MANAGER

MANCHESTER UNITED
EUROPE

Krisalis L2599

B mEEE

THE MED CONFLICT -
BATTLESET 3
E'_le\_:'_mc h_rtl. E14.59

MEGA LO MANIA
Uil Sof [with Firsi Samursl)
(wiek ]

YOUR

W

MERCEMARY 111

Novagen £29.99
AP0 50% KF
[hsappounes

METAL MUTANT
Silmarils £25 99
Ay 2

MICROPROSE GOLF
MicroPross C34.99 :

APE B4% BC T10

MIG-29M SUPER
FULCRUM
Domark £30 69

MOONSTONE
Mindscape £30 99

MOONBASE
Mindscape £35.09

AP &7

MOMSTER BUSINESS
Eclipse £19.99

MHAVY SEALS
Dcean £25.99
AP B1% 5C

L

el it's not bad” was inve
T

NAPOLEON 1
Internecine (2599

AP 35

NEBULUS 2
= POGO A-GO-GO
Ijll C-Eﬂll.:ll:r Erdertainment £25 89

HECRONOM
Lined £25 58

THE NEVEREMDING
STORY I
Limel £25.99

OH NO! MORE LEMMINGS
Paygnosis £25 99 (data disk
version [19.99)

OUTRUN EUROPA
US Gold £25 99

PACIFIC ISLANDS
Empire L29.99

PANZER BATTLES
Stralegic Siudies Group £25.99
AP E [
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PGA GOLF COURSE DISK
El_ec1rnn i Arts £14.599

o Bt

PEGASUS
Gramiin £25.09

PINBALL DREAMS
st Comury Emertalinment £25.58

i ']

T LR

POPULOUS I
Electronic Arts [29.90

B QAT W

POPULOUS WORLD
EDITOR
Electronic Arts 1499

POWERMOMGER: WwW1
EDITION
El_ec1rnn-c Arts £14.99

PROFLIGHT
Hi Sof £39.95

PROJECT X
Team 17 £25.89

PSYBORG
Loviclel £25.99

PUSHOVER
Ocean £25.99

oW

RACE DRIVIN'
Domark {2999

LR &

RBI TWO BASEBALL
Domark (2999

REALMS
Virgin £29.99

U TTT

RED BARON
Dynamix £34.99

RISE OF THE DRAGON
S-_er"u 34 59

W

ROBOCOD
Millenrdum £25 99

ROBOCOP 3
Ocean £25.99

ROBIN HOOD
Milleninium £25 50

ROBOZOME
Image Works £25.99

L]

RODLAND
Storm [25 99

G TTE L]

ROLLING RONNY
'f'-_rgl-'l £2% 58

] Py
R-TYPE Il
Activision £25.99




YOUR ESSENTIAL GAME GUIDE THE BOTTOM LINE

RUBICON SHADOW SORCEROR SPACE GUN
2181 Cenlury Entertainment £25.99  US Gold £37.99 Ocean L3599

AP13 T4 RP APE T1% MA 2 B0% MF
Biand horizontally-scroding =
BE-UR. 500
R ——

TOP BANANA VOLFIED 1 “]
TEII:EHDQ_ Empirg £24 ’ '

APH B

Birame i

WRBDOS., T

RUGBY COACH
DAHE24.99

glsp, ww

SPOILS OF WAR

VROOM

Ui Sabt £25.69
AP12 8% 5C T100 ho.3

SILENT SERVICE 2
Ilu:mFrM_g EJ-I ‘iﬂ

THEIR FINEST MISSIONS
US Gold £15.99

STARUSH teieal
Ui Sof £25.90 riothir

WILD WHEELS
Ocean £25.99

THUNDER BURMNER APT 53% SC
Lorichel £15.99

AP0 30% AP

AUGBY - THE WORLD
cup
Domark £25.59

THE SIMPSONS nonthy. e E e are a i vort indpig. ¥4
Ocean £245.99 Franch & bad nama. +
UNDER PRESSURE WOLFCHILD
'I'HI.I HDERJAWS Emtrm.g Zpa (2599

Cone Design £25.99

APY BE% CC TH00 Mo
Ko-nonsanse no-Arils hedny-duty

STEEL EMPIRE
Mlillersnium £29.99
AP -

UTOPIA
TERMINATOR 2 Gremlin £29.99
Ccean £25.99

THE W
Imomumnl m o STEVE McQUEEN
AP14 55 WESTPHASER
Geood prassn gt Lowiclel £25.99
i The Game SLIDERS
mone lBcky Bhd uhinendly wangame Palace £35.99 oliha-mil &

One lor ninja fetshists. MB

s Speacha WORLD CLASS RUGBY
SARAKON rolayaie & Audsogenas £25.99
Wirgin £19.99

SMASH TV
Ocwan £25.59

homasl

TILT
Geenias £25.99 UTOPIA: THE NEW
A 0% JD WORLDS
I:‘n.mrnlnn 'l."ll 55
Er e ——— il
£ 3 --II -’- '-'|- .
LR
2899 VENGEAMNCE OF rEE%ﬁEL:ﬂ;‘%ﬂnHEN' :
x Anco
THE SECRET OF THE n EXCALIBUR Apdiogenic £29 99
SILVER BLADES STRATEGO Virgin £30.90 AP %, MS
SSUUS Gold £25.99 SPACE 1889 in:l:ul.ldu 13'25 49
APE 8% SC Empere £30.99 APT 52
Look at Eye Of The Beholder 2 Look AP wiesion ol a

ol s, Now GBSk pourss? w O
k] COnbfiul 10 fod o wl gt And ”
S SIACaTT Ortvel whish sngthar person
Qlrreliity Dbl 1030 S0 =
beiter. Fiad 3 find o Bnswes. & WWF WRESTLEMANIA b
STRIKER MANAGER Oeasn £36.95
7 COLOURS SPACE ACE I D.!.H £24.99 AP0 3% GP £
lﬂl'ourm'l'[“}?! Empire £34 99 1% CC There's & kmited amound of -
all Managomsnl, axcept o chrtplsanal stinsamda 0 "]
nsiead of the whole leam 1 10 S e h-1
MArEge o Cpniing for G §
E xcadant - P & b ]
STRIP POKER DELUXE Il TICPOVE O B LPHTOIBaSHve sy o
SHADOWLANDS COS £25.99 TITUS THE FOX PIOGECEEEOE 4 -3
Domark £29.99 APE T% CC Titus £25.99 ZOME WARRIOR m
’ nly s VIDEOKID Electronic Ans £25.99 o
Gremiin £25.99
=
c
STRIKE FLEET -
Electronic .Arl-l. £29.99 <
Therg's nothing else o & w APS B4%, |
" SPACE CRUSADE o
Viery oly APG w Grlmhn E25.88 o
ad ress otlact
the 1 dons have B -

s SUPER SPACE INVADERS
o Domark [25.99
APH 51% RP
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SUBSCRIBE!"

Receive one of these

three games when you

CHART ATTACK

HARLEQUIN

subscribe fo m

TIC LEGENDS

Ideal for the budget-minded gamer - you get four of the Robocod is a great game, there's no denying it, and an ‘Celtic’ like the Morthern European race, not "Celtic’ like the
meost individual and impressive Amiga games around in excellent way o prove to your friends that the Amiga can football team, this stunning strategy/action'role -playing
the same pack! Impressive is the only way to describe do the sort of things people buy 14-bit consoles for. game has proved a shock hit in the AMIGA POWER offices -
Lotus Esprit Turbo Challenge, the original and (some say) However — and make no mistake about this - Narfequin is fans of the Chaos-style of gameplay will love it! Especially
best Lotus driving game, and here it's joined by better. It's bigger, it's more pached with stull, it's just as fun in two-player mode, this unusual hex-based
hack'n‘slazh romp Ghowls'W'Ghosts, the bizarre Venus: The  imaginative, and things don't show down hall as much wargamelaction game proves once and for all that strategy

Fiytrap and lovable old James Poad. An excellent choice. when there's lots going on on screen. It's the bee's knees! doesn’t have 1o be boring. indeed, i's gorgeous stufl!

Iy

JUST LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBE!

A X
cand no

Liar et

METHOD OF PAYMENT piease indicate

»You save time PYou save trouble PYou guarantee your copy
>You get it delivered PYou receive one of these superb games

ALL THIS FOR JUST £34.95

RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0458 74011

and send me the game of my choice........

indicate as appropriate Indicate as appropriate Name
CHART ATTACK UK £34.95
HARLEQUIN EUROPE £56.10 Adaress
CELTIC LEGENDS REST OF THE WORLD C76.75

Post Code

Telephone No
CHEQUES payabie jo Fulure Publishing Lid -
Enclosa this coupon (logether with your chaque if applcable) in an amvealope 1o

AMIGA POWER SUBSCRIPTIONS, FREEPOST, SOMERTON TA11 TBR

THIS COUPON IS VALID UNTIL 31 AUGUST 1992

ES! Please enter my subscription to AMIGA POWER Signature

AP/MAGOTS2

-

HIMmOd VOINY

Alnr

Z66 1

2



11 March 1992 The new
Ocean - all the year's
big previews, Mega lo
Mania I - diary of &
game stans, buyer's
guida to platiorm

1 May 1991 Our vary
first issuel Big games
like Eye Of The
Beholder, Gods and
Cybercon W, the first
part of a gigantic
Rainbow Islands
player's guide, lots ol
chat from the

6 October 1991 Ingy
Atlantis, and more =
giant US Gold Work In AR
Progress leature, y [
Migwinter ll, Cruise For
A Corpse, Magic
Pockels reviewed

Bitmap/Renegade
crew and more|
On the disk:
Bombuzal - the
complete game|*

2 June 1991 And it just
gels better! If you
manage to get pasl the
{ahem) swoony picture
of Peter Molyneux on
the cover you'll get 1o
thrill to such treats as a
giant Bullfrog interview
and reviews of games
like = yes! = Monkeay
Island

On the disk: Kid
Gloves - the
complete game!

B

3 July 1991 You want o
know about Core

Ronny, Captain

and morel®
Plus! Five free

posicards!

7 Hovember 1291
Monkey Istand I,

Bob Jacob ol
Cinemaware

Grand Prix, Bluas

Brothers, Lotus I,

Robocod reviewed
On the disk:

plus PD games!™

On the disk: Rolling

AMIGA POWER

Young Indy Jones -
Lucashilm tefl all, Worild
Of Commaodore show

interviewed, Formula 1

Leander, Video Kid,

Planet, Bullfrogger o

John Madden,
Shadowlands,

Isiands exclusive
PD games!

12 April 1992 Gianl
Psygnosis preview
feature (all the new

reviewed — Parasol
Stars, Titus The Fox,
Vroom and more!
Double disk issue!
Great demos - Tifus
The Fox, Project X,
plus Rome complete
game and mora!

games, plus reviews of
Harlaquin, and more!
On the disk: Pacific

mission, plus three

games), massive beal-
em-up buyer's guide,
and some great games

B December 1991 Alll
wani for Xmas...
seasonal hardware

Design? COTV? F-15
Strike Eagle IF?
Deuteros? Toki? Then

13 May 1992 Bumper
Anniversary lssual

this issue is the place
to come! It's even got
our first ‘In The Style

4 August 1991 The
Ultimale Autumn

guide, giant Xmas
compilations feature,
reviews coming out of
our ears (Populous I,

iy )

Includes the new AP
Top 100, hidden games
Quide, plus reviews of
Apidya, Project X,

Uiitima VI and mare!
First Samurai, Double disk issue!
Ot in it Heimdall, MicroProse Special Sensibie Disk
On the disk: brilliant Golf, Knights Of including Soccer and
Exile special world, The Sky...) Wizikid. And! Playable
Prehistork preview, On the disk: Cisco demos of Campaign
three typically Heal, Elvira Arcade Pinball Dreams and
excellent PD games!* (1 meg), best of PDI*

the Hook slideshow!

9 January 1992 Giant
FRP game fealure,

14 June 1992 All the
Preview, film games,

naw footy games
Code Masters previewed! All the lop
The Assembly Line inferviewed, our joysticks tested! All the
interviewed, Jimmy Games Of The Year,
White's Snooker

big games reviewed!
reviews of Smash TV,
reviewed and morel

Barbarian |l demo,
= plus five (fival) grea
;_I'i* PD games!*

Plaase nofe: disks 1.3, 4, 5 8, 7, and § ave NOT AS00 Plus companbis

>3

On the disk: PD
Special - leaturing
Mr Wobbly Leg, Raid
and Squamble.

Issue 23: 2 disks inc
Balance Of Power - pure
strategy (an ex- Top 100
game!) £5.00.

Fire & ice, Addams,
Birds Of Prey, Eye Of The Behaoider Il
On the disk: Beast Knightmare and mora! Legend, Pushover,
Busters, The Double disk issue! SimAnt, and maral
o Executioner plus three Giant Knights Of The Double disk issue!
@ PD games! Plus! Sky entire training Greal playable levels
@ Giant tips poster - section (1 mag), of Legend and Aqua
b Kid Gloves and Puggles (great O Ventura, plus Mister 8
: Bombuzal solutions!™ Bert-style PD game) Missis and more!
> 5 Seplember 1991 10 February 1992 The
Giant Gremilin Work In Liimate Spring Game
Progress feature, all the Guide, If Graftgold had
: new god sims known then..., the bast
> compared, DMA [T o EFNWPERS T and worst of games on't forget these
o Design talk Lemmings, packaging, plus old Amiga
E plus Maga lo Mania, reviews of RoboCop 3, Formals! Both
The Simpsons, Another Worid, WWF, with complete games.
< Thundearhawk Leander and much,
E reviewed. much maora!
= On the disk:
L4

Issue 24: 2 disks, 2 games — Vaxine and Archipelagos!

.



Essential Amiga goodies - go

‘on, treat yourself!

seen without one!

£9.99

N ow you can keep your copies of

Britain's best-selling Amiga games
magazine pristine and perfect in these
gorgeous white binders,
finished witha smart | ,

royal blue logo. No need

mags again!

£4.95

ee?

ser

a
iy,
e

€.

i RAELPARE BT TR

T-SHIRT

I I's black, it's cotton, it's stylish - i's the

play

A

AMIGA POWER long-sleeved T-shirt,

featuring the AMIGA POWER logo on
the front and ‘ATTITUDE" down one arm.
One size, Exira Large, fits all! Don't be

AMIGA
s FORMAT’S
SCREENPLAY 2

uite simply, the best Amiga game lips book you'll

find anywhere. 180 pages of tips! Over 100 games

reviewed! 12 games mapped! 13 complete
solutions! 20 complete player's guides! There's more
games-help on offer here than you'll find assembled

together in one place anywhere else. You could live
without it, but ask yoursell the following question. Why?

£9.95

RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0458 74011

n__—-____—-———--—————-——-—_-—————-

ES! Please send me the following items of my choice...

Please indicale as appropriate

| i g3 s 8 8
AMIGA POWER BACK ISSUES £2.50 EACH

] 2 10 11 12 13

APIDYA c20.99 EACH
AMIGA POWER BINDER 455 EACH
AMIGA POWER T-SHIRT c9.99 EACH
SCREEN PLAY 2 BOOK co.95 EACH [ Please indicate the number you require
AMIGA FORMAT BACK ISSUES csoo EACH (123 (124

TOTAL COSTC

Piease indicate the number YOU FQLIre
Flease indicate the number you require

Pisase indicate the number you require

Remamber to inciude all tems indicaind in the cost

ow 28 days |

METHOD OF PAYMENT ploase indicate ﬂ
A X

card no

CHEQUES payabie Io Future Publishing Lid

QIRNTRS
Signature
Mama
Address
Post Code

Telephone No

Enclose this coupon (logether with your chaque il applicable) in an envelope 1o

AMIGA POWER SUBSCRIPTIONS, FREEPOST, SOMERTON TA11 TER
THIS COUPONM IS VALID UNTIL 30 AUGUST 1992 APMAGOTI2

HamOd YOINY
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AMIGA UNIVERSE LEMMINGS

[l
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JULY

AMIGA POWER

<

No 5

UNIVERSE

This month we don’t have one
hero, but thousands of ‘'em...!

LEMMINGS

FULL NAME Thera isn't ona Lemming, but lots = all idantical (with
the exception of the various abiities they temporarily recaive - see
Known Abdlities) and all conspicuously lacking in personal names,
OCCUPATION As small furry creatures the Lemmings don't have an
cccupation (apart from temporary ones, which they undertake with a
laudable single mindednass — see Known Abilities). They simply ‘are’,
LEGAL STATUS Unknown. As animals it is unlikely the Lemmings
enjoy any legal status. However, their human-like behaviour makes it
possible they could be citizens of some unrevealed ‘Lemming nation”
MARITAL STATUS Linknawn, though it is possible that some
Lemmings are related 1o others through marriage or similar
KNOWN RELATIVES AND ASSOCIATES Other Lammings,
ADVERSARIES The Lemmings have no known enemies as such,
but prove extremely vulnerable fo natural traps and pitfalls. Real
lemmings (Lemmus femmus) migrate in Late summer after a
population build up, the large numbers involved often causing mass
panic to sel in, resulting in reckless, undirectional movement and
many deaths. The game animals, however, don't so much panic as
walk blindly ahead no matier what's in front of them — differamt
behaviour, though the resulting mass deaths are the same.

AGE Real Lemmings only live a few years, though in the game they
tend not even to make it that far, such are the perils they face!
DISTINGUISHING FEATURES Unlike real lemmings, our heroes
stand erect upon their hind legs. Their colour scheme s also
unmissable - wearing blue jumpers(!), they have green hair and white
skin. The only fime this changes is in two player mode, when one set
of Lemmings get a green jumpers/blue hair colour scheme.

BASE OF OPERATIONS Unknown. Apparently migratory

FIRST APPEARANMNCE Lemmings (Psygnosis, Christmas 1990)
GAME APPEARANCES TO DATE Lemmings (see above), Of
No! More Lemmings (Psygnosis levels disk and stand-alone game,
Christmas 1981), Lemmingoids (FD), Operation Lemmings (FD).
assoried PD demos.

HISTORY The Lemmings first appeared on the Amiga in the game
Lemmings, whera they wera introduced as a fun loving, cuddly but
essentially dense race, seemingly hell bent on self destruction. The
data diskimmediate sequel Oh No! More Lemmings saw little real
change in their character, though assorted unofficial PD games and
demos have depicted them in a number new lights (see pictures),
HEIGHT Normally a handiul of inches in length, though putting a size
on the game creatures is hard — there's nothing to give them scale.
WEIGHT MNormally less than 100 grams, though see above.

EYES EBlack

HAIR Green (some are Blue in two player mode)

STRENGTH LEVEL Unknown

KNOWN ABILITIES The average Lemming is a Wakker — a
suscidally slupid creature who will simply walk into danger unless
forced in a different direction. Howewer, individual Lemmings can gain
addibonal abilities for short periods of time = Climbar Lemmings can
climb vartical surfaces, Floater Lemmings can jump from high ledges
without harm, Blockers prevent fellow Lemmings from passing, Bridge
Builders build bridges, Bashers dig horizontally, Miners dig straight
down, and Diggers burrow vertically .
PARAPHERNALIA The Lemmings use vanous foods 1o help tham
through thi game. Miner Lemmings use pick axes, Bridge Builders
carmy a sack of bricks which they use to build bridges, while Floater
Lemmings use an umbrella parachute to get safely to the ground
NEXT APPEARANCE Lemmings Il (“though it may not be called
that” say Psygnosis), due Christmas 1932

LEMMINGS

cﬁ) How do you
get across this
one then? A lone
Lemming ponders the
problem in this screen
from the original (and
best) Lemmings game.

hiz impressive military
style FD animations.
Here they are getting
shot at by a cartoon
fighter plane...

One of the "Wild'
screen from Oh No!
More Lemmings. Our
cuddly little heroes
hawve yet to drop out
through the trap door
at the top into the
screen - time, then, for
you to take a few
seconds out to think
up a plan aboul how to
complete the level.

Lemmingoids - an Asteroids-
style PD game with Lemmings in
it, the big difference being that
you get to shoot Lemmings
instead of, er, asteroids. Big
Lemmings split into little ones
when shot, pretty much as you'd
expect, while you control the
blue umbrella you see in the
centre of the screen. And that's

about it, really...



PORTS ClagLLENCE

“International Sports Challenge brings you all the
excitement of 6 different sporting events in the most
+ A masterpiece of 3D simulation! * Unique perspective, _
superb realism! + Different courses offering a

realistic multi-sports simulation ever produc.
multityde nhhullungﬂ

CYCLING

With stunning 3D
vectors and
unbelievable speed,
the eyeling event offers
the most exhilarating
and exciting race of
your life.

MARATHON

SHOOTING

* Sharp reflexes will be needed
to break records in the shooting
events,

The unique marathon is a test of strategy and technique * 4 totally different wenlsd

as you take your runner through "the wall". offering a wide spectrum

* The marathon, linking oll ather events together, allows challenges from pistols to double
barrel shotguns.

you fo backle the ulfimate chollenge. * 4 courses. * Choice
of six different runners. » Changes in terrain, weather and altitudes.

DIVING SWIMMING

+ Over 40 dives fo pick fromon 1, Jand  Test your skills in the 100m

5 metre boards, together with o mldl:jr Breaststroke, 200m Freestyle, 400m
option. *+ More than 140 frames of Butterfly or 4x100m Medley.
animation gives this -
event unsurpassed il
= lempire| &
gamep 'f. I M UL LI VIREDN

EMPIRE SOFTWARE, 4 THE STANNETTS, LAINDON NORTH TRADE CENTRE, BASILDON, ESSEX 5515 &DJ. TEL: 0248 541212
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GRAHAM TAYLOR SOCCER CHALLENGE - MAIN FEATURES
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OTHER RESULTS

AS LEAGUE MANAGER v vidual ploye fed graphic manch sequence. War

AS NATIONAL TEAM MANAGER, Megonore with League M pees fior e redese

© Krisalis Sofrware Lid., Teque House, Masons Yard, Downs Row, Moorgate, Rotherham. Tel 0709 372290
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