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Bullfrog shows you tomorrow.
It's not a pretty sight.
On the forbidding city streets, among the mazes of concret
and steel, armed cyborgs stalk their prey.
They are the servants of Syndicates — crime organisatior
which dominate through corruption and violence.
You are the Syndicate’s latest recruit.
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Tool up a team of cyborgs with hi-tech weaponry and super-
human physiques. Now take them into battle for control of future-
Earth’s 50 territories. Only when the world lies powerless at your
feet have you proved yourself worthy of the Syndicate.

It's a dark and mindless future.

But if you have the will, you can have the power.

":'r:i Haullfroe Pro Syndicare’ 5 at ydemark of Electronic A
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GAMES THEN AND NOW

1. THE ARCADE DAYS

What was the first Amiga game?

computer game, come to that? How have games

changed over the years, and wha

to come? Over the next ten pages, Damien Noonan
answers all these questions and many more, kicking
off with a look at the very first video games...
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The Real First
Computer Gamo

Whatever the US
might claim, 1 was
Manchester
Umnivarsity in the
Morth of England
that first ran both
an aélectronic com-
puter (1948) and &
transistor-bascd
compuler [1953).
By the mid-
Siztios many
universities had
mainframe comput-
ars and il Was on
these that the first
GamEs Wore Gre-
ated in tha Torm ol
huge texi-only sl
Advonture games.
Adventuros
didn't change
radically, apart ) e A
from statie colaur created whor
graphics to pretty
tham up, right up ta
the early days of neer called Molan Bushnell
the Amiga. firm called Atan to devels

Fong: nol so much a amell as a way of
wasting lime and money in US bars.
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“Legend has it that Pong was
my first video game, in fact it
was the second,” says Nolan
Bushnell. “The first was called
Computer 5pace, which we
licensed to another company.
Mot a great success, 1t had
spaceships and flying saucers all
over the screen and it didn't go
down so well with the public. |
then vowed that my next game
would be something simple.”

Ancient arcade games, swallowed 10p
A bits and led to crimowaves... mol!
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What was the first ever

t will we see in years
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mies and sell them 1o bip businesses
Mobody, but
take on A computerised
game, so Bushnell traipsed round bars in his
area of California asking then
The first design §
emerged = the machir
that the coin
silver dollars '.'-.'IIZIE'|||1 a couple of hours
In 1973, P n the UK and a
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It wasn't until a couple of » 1t
video games boomed in the ar 4, but the
idea wi |-| uilding up popular tl
horme, Thie e | black-and-whit h N
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CLASSICS FOR YOUR AMIGA

Lois of the real arcade classics are still
heaps of fun and can be tracked down in

bargain PD versions. To the near right we
have PacMan. To the lar right (upper) is the

classic Space Invaders. To tha far right
[lower) is the boulder-bashing Asteroids.

Al of these screenshots are from the Public

Damain of here and now. Thlﬁ' mll @xist
under olher names

Those other names are as lollows:
Amoeba Invaders, Hasmorrhoids, PacMan
87 and Girl Actions [Galaxians!) wore all
featured on Issue Z7T's Amiga Formal
Cowverdisk, while the excelilent Defendor
elone comes wilth Amiga Power issus 6.
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exoept that 1ts aliens

nd it was in full, glorous colour, Well, five

1% COdOUITS, ANY WY
thie Lsreal Leokden 'Il.'_jl_
A innovabions comune thick and fast
TUMerous o mention
| II: {the hirst real
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v of the best-remem

people think it was in colour

; changed colour as

swiooped down al you,

What followed next

if arcade sames

Eoare: 58

The Atar 400 and B0 consales went on sale
in Britain in 1981, but seddenly home com-
puters were here and cheap. The way
was led by twisted gentus Sir Clivi
sinclair’s infamous ‘computer for the
the ZX-80, and Commodore’s Yic-
H). By 1982 the market was Hooded with

BRN LS

rillions of blatant rip-off versions of all the

top arcade games. Whizz-kid program
mers crashed their tirst Ferraris betore they
were 185, businesspeople bought Porsches in

cash. The Software Indusiry was bormn

It never really ocourred to anyone that steal
ing someone else’s game was wrong. Every
Hime a new arcade machine appeared, rival
firms took the cabinets apart and ‘reverse
engineered” their own versions

| he same happened wilth home com
puter ‘conversions’ - blatant np-offs of the
arcade games, somictimes thinly disguised
wilh a |,|:_':||,-1|,-:|I_ name {Planstonds JINICE

Infriders. Killer Gorrlfla), Lo 1985 the
Copynight Act was amended to take com
puber |,|.'|',.| inkp account, but evien betore thal
the big bovs started to throw their weight
around. So it was that legal licensing started
in 1983, when Manchester-based arcade
manufacturers Century Electronics sold the
rights to their Hunchback game to Ocean for
the Spectrum version and Superior Software

for thie BBL and Commodore versions

Although in the early days all home com-
puter games were based on arcads
machines, betore long the whizz-kid talent
honed on arcade np-ofts came up with new
ideas and the Original Giame was bom

Uriginal games were almost exclusively
Britizsh, whoreas the arcade stutl came from
japan and Amenca. [hese games were dif
ferent = you could, indeed had to, sit down
and |_'-:.1'.' tor hours, which simply wasn’l
:."'l.l‘l-'\-'!hfl' in the arcade

David Braben's wireframe 3D space-
trading epi Elrte (1984) was far and away
the king, although Geoft Crammond’s filled-

D race=driving simulation Kers (1985)
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plaving, led by the cheap Amstrad CPC as

still conversions of the Iatest arcad,
that evervone wanbed bo buay, And then

along came the Amiga
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comes close, Bul by late 1955 the home con

puter market started to it a slump; many ol

the boom-tme software houses went s

The arcades stole the limelight again
Atter the troubles of the previous vea

1986 brought a slow pick-up in home gamu

viell as by the Commodore 64, but i wa

¥ o o
AT

As far as we can establish, the first official film licence
to make the video game screen was the Star Wars
arcade machine - from Atari.

This not only featured astonishing wire
frame graphics to lovingly recreate the
bombing of the Death Star, it was
also the first to use sampled sound,
with snatches of speech straight
from the film = “Use the force,
Luke!” - adding to the atmo-
sphere.

Ever since, licence themes
have been favourites - for
home games more than
for arcade machines -
partly because shops
could see the appeal and
o would stock them.
Films (first big hit on
home computers was
Ghostbusters, 1984),
books (first ever deal
was Tolkien's The
Hobbit, 1983) and even
TV programs (Bullseye,
from 1983, was still sell-
ing strongly five years
later!) sold loads




So, when did the first Amiga game
arrive, and what was it? What were
the first generation of Amiga games  There e rivl ciaims for this honour, with
like? Find out, as we explore the

Amiga’s glorious gaming history...

Whare it all started;
Defender of the
Crown, the lirst
Amiga game and
also, threo years
later, the first game
ever o be reloased
on Compaci Disc.

Formula 1 Grand
Prix and (right)
Virus: the 3D efect
is a winner on the
Amiga, It harks
back the Star Wars
and BattleZone
arcade games.

Commaodore created the very first ‘personal
computer” with the KIM1 in 1977, had one of
the first successful home game machines
with the Vie-20, then in 1982 unleashed the
64, which eventually became the world's

best-selling single model of computer, with
sales to date of over 13 million

What Commodore didn’t do, however,
was create the Amiga. The ¢ ompany bought
it wholesale in the summer of 1984 from its
designers Jay Miner, who designed the chips
for the Atari 800 console, and R] Mical, who
had created arcade machines for Williams

Ihe Amiga 1000 was launched in June
1956, It had 256K of RAM and when it went
on sale in the UK, it cost £1,256 with a single
disk-drive. Ty pically, Commodore wasn't
quite sure who to sell it to

[he IBM-I*C had vet to dominate busi-
ness, so the Amiga was pushed in that
direction, but most of the software was
graphics and music related, Mostly, it was
bought by "propeller-heads’, enthusiasts
with a fascination for desirable technology

AMIGA FORMAT SPECIAL .,_

some parties claiming that the first game
was Srafaceas, but we reckon that the first
Amiga game was Deferider of the Croun, by
Cinemaware in America. Like Electronic
Arts’ Deliixe Paint, it was created specifically
for the Amiga 1000 to show off its 32-colour
graphics and sampled stereo sound - hence
the credit on the box: ‘Computography by R|
Mical’, Awestruck punters, watching the
game run at the A1000 launch, asked where
the Laserdisc plaver was hidden

The game also had a couple of other
important ‘firsts’ = it was the first in the
adventure/strategy genre with animated
graphics, and the first with arcade-style
action sections. Sadly the gameplay was a bit
thin, but when beeted up for the Atari ST
two yvears on, it became an excellent game

A year after Atari's 16-bit, 512K 5T went on
sale, Commodore released its rival, which
would battle with the ST over the next three
years, The Amiga 500, with 512K of RAM,
the new Workbench 1.2 operating system

and a Kickstart ROM to get it going, not only

made the 256 h.. L‘ll*k-h‘ﬂirl,'d AN ook

I e R, [
B [’xrl* B 4D
e | = - ] ¥

puny, but also cost a fraction of the price at
£E499 (equivalent to about £620 today). A TV
modulator to attach it to vour telly cost £35.

With most A1000s selling to adult profes-
sionals in the Hales, the firsi generabion of
Amiga games followed the same E1,1|_]'| that
FL games were to tread- they were almost
entirely adventures. The second generation
armived with the A500 and brought many
more arcade-style action games

Surprisingly, there were a lot of Amiga
games about: if you were considening get-
ting an AS00 for Christmas 1987, vou
already had about 90 titles to ¢ hu:hu frovm
Let's have a look at the kind of things vou
would have been plaving back then

Naturally, there were those American
adventures, still text-based, but decorated
with lots of pretty pictures. Infocom already
had a massive 25 titles on sale, with the dun
!.",l.‘lH'l-‘-r"-'llt' Zork series and the I.ii_"'l_'E,"l'..' :-I”:;
Hitch Hiker s Guide o e Galary book-licence
standing out. The Liltima series from
MicroProse was later rivalled by the King's
Uuest senes from Sierra - all are still big
names in ‘adult’ games

British adventurers Level 9 and Magnetic
acrolls were making a name for themselves
as were increasingly-graphic adventures
such as [etoels of Darkness and Cuild of
Thieves, on British Telecom’s Rainbird label
And leom, via Mirrorsoft, broke !.:_r|1|_:|11._1
with Dija-Vi, the first icon-dnven adventure
el I A nﬂli‘l!' of nul-r.\ndm,; non-adven-
ture titles again showed a pattern that IBM

It's no coincidence that the two great classic computer originals, Efite and
Revs, both used 3D systems. Using the technique, David Braben and Geoff
Crammond were able to do what the coin-op machines never had: create a
believable fantasy world inside the computer.

Those games on the BBC and Incentive's Freescape series (Driller, Total
Eclipse and Dark Side) on the 8-bit machines proved that 3D worked on the
older models, but the Amiga made the solid 3D technigue its own.
Between 1987 and 1989 in particular, it seemed that every truly innova-

tive and original game to appear was in 3D.
Braben's Virus, Crammond’s The Sentinel, Argonaut’s Starglider _ :

2, Realtime's Carrier Command, Paul Carruthers’ Archipelagos - N T.'."

all were strange, original and in filled 3D. P
And that's before you start on the sims: classic flight ity

sims from Interceptor to Falcon MiG-29 Fulcrum, F-29 B ‘1-:';

Retaliator, F-16 Combat Pilot and F-19 Stealth Fighter, driv- L i

ing sims from the arcade style of Stunt Car Racer to the
ultra-realism of Indianapolis 500 and, finally,
back where we started - the 1992,
Amiga-ised Revs - Formula One Grand Prix. Soon
we'll have Elite 2 and we can all pretend it's
1984 again.

It's only in the last couple of years
that the 3D thing has died out a bit. Perhaps
we've all seen one flight sim too many? All

the same, 3D might be very important for the
next stage of game development. But I'll leave
that for the bit about the future of games...

st & e f‘-&f—ﬁ"ﬁ-ff'#

— =Pl I
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PC games would later follow - mature titles
for intelligent plavers, produced by large
American programming teams. Chessmaster
2000 and Flight Stnmulater 11 were both beau-
tifully constructed, both cost £45 on import,
and both were still critics’ favourites a year
later, as was Mirrorsoft's nuclear-age
political strategy game Balance of Power,

By contrast, the early arcade action
titles which arrived with the AS00 in
1987 were pretty crap. The big-name
publishers weren't committed to the
Amiga yet, so small irms dived in to
gain a head start. The games were exclu-
sively re-hashes of earlier arcade or 8-bit
games and relied on the sex appeal of 32-
colour graphics rather than any depth of
that essential quality, gameplay.

Germans Ariolasoft, with Marble
Madness and Archon among their releases,
and London-based Anco, with games such
as Karate King at a high-value £9.99, were
typical sources. Psygnosis, too, got in early
with Barbraan in September 1987 setting a
pattern for the sort of graphically strong
arcade adventure that made its name

In this context, the few half-way decent
arcade games available got more than their
share of praise. Rainbird's wireframe-3D
shoot-em-up Starglider and US Gold's first
foray into the Amiga market, the excellent
golf game Leaderboard, were both ‘must buy”’
names for the earliest Amiga owners

What is the ultimate Amiga
game? If you were allowed to
have only one, what would
it be? Well, it would prob-
ably be an arcade action
game, and for many a
long year you would
have picked a shoot-em-up.

Let's have no arguments at the back,
there, you would!

It all started in September
1987. In those days, the
Amiga wasn't just
good enough to do
good arcade conver-
sions, it was good
enough to actually be an
arcade machine!

Christmas 1987, and once more the all-
important games-buying season was
dominated by B-bit arcade conversions. US
Gold's Ot Run coin-op licence, a pretty
average driving game, sold in excess of
200,000 copies. It wasn't available on ST
until six months later and didn’t reach the
Amiga until 1988.

By March 1988, Commodore claimed to
have shifted 25-30,000 Amigas in the UK,
but it was way behind the Atari 5T and even
the ST wasn't popular enough for most
games publishers to support it. Big-name
licence releases like Bubble Bobble and Gary
Limeker's Foothall had no Amiga versions,
while Nigel Mansell's Grand Prix (yes, five
vears ago’) wasn't even on the 5T, never
mind the Amiga.

During the course of 1988, though, four
major developments were happening that
would change the face of gaming,

First of all, publishers started deciding
that Amiga versions of successful B-bit titles
would be worthwhile. In May 1988 Bubble
Bobble finally appeared for the Amiga and
was followed by Wizhall, Super Sprint, Tetris
and a BreakOul clone called Impact in June,
by the Super Mario rip-off Great Gaara Sisters
and Buggy Boy in July, Thundercats and
Scrabble in August, and Nebulus in

Mastertronic
signed a deal with Commodore
reputedly worth several million pounds
to put Amiga vitals into a cabinet with
games running from chip cartridge: it
was called the Arcadia system.

S0 it was that the first great shoot-
em-up for the Amiga arrived in
the arcades and on home
machines at the same time: The
Bitmap Brothers' Xenon, in
March 1988. From then on,
shoot-em-ups were considered
to be the ultimate in action
games.

There were horizontally-
scrolling shoot-em-ups,
vertically-scrolling shoot-
em-ups and shoot-em-ups
that scrolled in all direc-
tions at once. Ma and Pa of
them all was the R-Type coin-op which
hit the arcades for Christmas 1987. Top
Amiga programmers made their debut by
writing a shoot-em-up:

AMIGA FORMAT SPECIAL
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THE KIND OF GAME WE
ALL WANT TO PLAY?

Bullfrog arrived with Fusion in November
1988, and Dave Jones came up with Menace
the very same month.

Amiga R-Type and its superior German
clone, Denaris, arrived in early 1989. The lat-
ter was long considered to be the best Amiga
game there was, even though legal action
from Taito, makers of the former, made it a
little tricky to obtain.

Shoot-em-ups had trends, first massive
power-ups were de rigueur, then you had to
have a shop to buy them in. DMA Design
brought us Blood Money in April 1989, which
for several months was every would-be alien-
basher's fave rave, then The Bitmap Brothers
kept up with Dave Jones by releasing the
excellent Xenon 2 in September.

And, somehow, that sort of killed off the
trend for shoot-em-ups. Dave Jones went

away and invented Lemmings and

the next time a shoot-em-up came
out, everyone realised they'd seen it
all before. You could probably
think of a dozen released since
then, but nobody really cared.

Some still stick in the mind,
particularly Team 17's homage to
the genre, Mindless Alien
Blasting. But the Space Invaders
derivatives had run out of
steam, and the cute colourful
arcade licence was here instead.

Bubble Bobble had started it all, New
Zealand Story did a whole lot more damage.
But the one that broke the mould was
Rainbow Islands. Most people would still
argue that the conver-
sion by Graftgold is
the best game ever
on the Amiga.

Now, of course,
we have Zool AGA
and a revitalised
Robocod, waving
the banner of the
pure arcade game
A on the CD32.
Same stuff,
slightly more scrolly
wrapper. Fashions have moved games
slightly towards console role-models, the
hardware and programming

have got better, and
S I games have more
colours and more
speed. But underneath
all of this, you're left
with the all important
gameplay, or lack of it.
. Is there a future for
| this genre? Can anyone
= do any better? Well, all
. that CD storage won't
_« make much difference to
“== the arcade game. Who

cares? We love "em!




—--——-M
GAMES THEN AND NOW

November. All of
them were ready-
made classics, now
with the Amiga’s
added style.
Secondly most
of the major pro-
gramming talent
of 8-bit days
now tumed its
hand to the 16-
bits and came
up with some
.!.ﬁluuth;l:ing
stulff. David
Braben's Virus
appeared mid-way
through 1988, Geoff
Crammond’s The
Sentinel came in July and
\ Tony Crowther, John
L Ritman and |eff Minter co-
) —— Operated for Bombuzal in
November 1988
Thirdly, new talent
started appearing with,
__ seemingly, the shoot-
em-up as its training
ground. The Bitmap
Brothers, Dave
1ones's DMA
Design, and
Bullfrog arrived in
1988. All of them
programmed on
the Amiga.
Fourthly,
there was mas-
SIVE innovation.

On the techm-

larly in the 3D game. In

F L September 1988 both Argonaut’s Starghder 2
L and Realtime's Carrier Conrnund

arrived, both 3D clas-
sics. On the conceptual
side, it was mainly in
the increasingly ani-
mated adventure genre,
dominated then and now
by the Americans.
. . Cinemaware’s Rocket
"= Ramger in November 1988
S once more showed the way
ahead for the Amiga.

INTERCEPTOR

POPULOUS

SIM CITY

The first game out only on Amiga which everyone
else wanted, the first classic flight sim and the
representalive of the first generation of filled 3D.

One of anly two games thatl started a genre and
ware programmed on the Amiga.

Railroad Tycoon and Civilization are classics of
the strategy gonre, but this was there first,

Another advantage the Amiga had at the
time was a number of games you couldn’t
play on its rival, the 5T. In May 1988 a race
game from Electronic Arts called Ferrari
Formula One offered unrivalled realism, and
a top-notch arcade game called Bonecruncher
appeared, with gorgeous graphics but
packed with gameplay. Not on the ST.

Then in June 1988 came The Big One - a
flight simulator by Electronic Arts called
Intercepfor. Quite remarkable from start to
finish and totally unavailable on other for-
mats, this game sold more Amigas than
anything Commodore did.

The same month, the Amiga 500 was
dropped in price to compete equally with
the ST at £399 and a magazine called
ST/Antiga Format was launched. A happy
Christmas was in store..

For those gorgeous Christmas sales in (soft-
ware houses love Xams-tide) 1988, though, it
was back to big-name arcade coin-op
licences backed by big advertising budgets -
the ulimate shoot-em-up in R-Type, and
lesser eftorts in Thunderblade, Operation Wolf
and Afterburner.

It’s a sign of the times that since then,
very few coin-op conversions have been
competing lor the Christmas top slot. | can
think of only two: Hard Drrvin’ from Atari in
1991, which was rare in being a 3D coin-op
and turned out to be a pretty dire conver-
sion, and 1992°s Streetfighter 2.

The reason goes back to those 1987 and
1985 coin-ops. All the game ideas had been
done before and 16-bit computers were well
able to compete on graphics, so the arcade
machines turned to physical gadgetry -
Afterburner had the ‘rock and roll” hydraulic
cabinet, Operation Wolf featured its plastic
machine gun, and the original Strectfighter
was operated by air-filled rubber punch-
bags. Streetfighter 2 may have had about 14
fire buttons, but at least it was a standard
stick-and-buttons system.

Instead, the big-name Christmas games
have mostly been film or TV tie-ins: Batman
in 1989, Teemage Mutant Ninja Turtles in 1990,
WIWF Wrestling in 1991, Sadly, and with
Batman being a notable exception, they've
mostly stuck to the time-honoured tradition
of taking the money, in exchange for pretty
poOT games.

January 1989 finally brought us the Amiga
translation of Elite, February continued with
the arcade games in Super Hang-On and
Denaris, a blatant R-Type clone. Both the lat-
ter showed how Amiga programmers could
now do perfect coin-op clones.

The same month TV Sports Foothall, the
greatest of Cinemaware's sports releases,
armived. Cinemaware was trying to build a
system in which Amiga graphics could be
replaced with real video footage. It made a
great game, and it's a milestone for the
potential development of CD games nowa-
days. Similarly, that month saw the first
transiation of a Laserdisc-based coin-op in
Dragon’s Lair = more lessons for the future,
in how gameplay should not be sacrificed
tor graphic beauty.

March that year brought more mile-
stones tor game development, with two of
only a few totally original game concepts the
Amiga has ever seen - Populous and the
Amiga version of Dungeon Master. It also
saw the release of the first of Lucasfilm’'s
great arcade adventures in Zak McKracken,
with attractive animated graphics and using
the keyword system, where all the options
were there on the screen.

April showered on us Blood Money,
Dave Jones's perfectly formed shoot-em-up,
and Battlehawis 1942, a very accessible flight
sim (again from Lucasfilm). july 1989
brought the first ever issue of Amiga
Format (hurray!) and the amazing Kick Of,
along with the continued development of 3D
in Pewerdrome and the first stunning Amiga
arcade game, the cutesy New Zealand Story,

September saw the Bitmaps' Xenon 2,
with its amazing Bomb the Bass soundtrack,
s0 more or less rounding off the Age Of The
Shoot-em-up, and the most realistic flight
sim yet in F-16 Combat Pilot. By October,
Shadow of the Beast finally proved firstly, that
the Amiga’s graphics were now in a class of
their own, and secondly, that this is no
excuse for inadequate gameplay.

In November 1989 the 200,000th Amiga
500 was sold and Imferphase was released,
arguably bringing the Age Of The Original
3D Game to a close. It was accompanied by
the rather outstanding strategy game Laser
Squad, the best Amiga film licence ever in
Batwrian, the return of Geoff Crammond with
Stunt Car Racer and another genuinely inno-

THE TOP TEN MOST HISTORICALLY IMF

DEFENDER OF THE CROWRN

The first Amiga game: and the lirst in a series in
which Cinemaware prepared for the eventual
mrrival of CD = a massive seven yoars later!

FORMULA ONE GRAND PRIX

The marker for when original games came full circle,
as well as the finest plece of ID programming yet
achioved, The camera replays and views are stunning.

MAGMNETIC SCROLLS COLLECTION

This amusing litlle number packages an enormous
guantity of the criginal Amiga games - text-only adven-
tures, would you believe, as well as graphic

sdventures. Delightful stwl.

THE SECRET OF MONKEY ISLAND{s)

It wasn't the first, even, to be presented in this way by
Lucaslilm - Zak McKracken, Loam and Indiana Jones
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came before it - but it made thousands of people
realiae that adventures could be fun. Superb.



vative game, the strange strategy of Sim
City. The Batman pack which Commodore
put together for Christmas 1989 is widely
credited with finally making the Amiga the
UK’s ing computer. By November
1990, Commodore claimed a user base of
half a million machines in this country.

1990 will be remembered above all for the
release of Rainborw Islands, the perfect con-
version of the perfect arcade game, in April,
and the announcement of the CDTV in June.
It also brought us a few steady strides of
advancement: adventures Captive and Loom
in September, a 3D race-driving game that
set a modern standard called Indumapolis 500
in November and the first console-style
arcade game, James Pond, that same month.
If only we'd realised how important that
nod in the direction of consoles would prove
to be. Over the next couple of years, the
whole atmosphere of gaming was to be
changed by pressure from two directions:
the cutesy, colourful arcade influence of the
consoles and the depth and size of PC
games. Already, the Amiga had passed a
watershed. Developers were thinking of
what would sell on Sega, Nintendo and PC.
January 1991 arrived and with it
Spindizzy Worlds - the end of the era
for translating classic 8-bit ideas into a
16-bit environment. And, of course,
there was Lernmings - a rare, stunning,
genuinely original idea and yet another
great game to be actually programmed
on the Amiga.

Railroad Tycoon in February and PGA "(

Tour Golf in March both betrayed the influ-
ence of the growing PC (larger amounts of
RAM were called for!). Commodore had
decided that the 1Mb Amiga 500 was here to
stay - all A500s would be sold with a free
RAM expansion. And the last of the first era
of great shoot-em-ups was released - any-
on¢ remember SWIV?

The astonishing Secret of Monkey Island
appeared in May, perfectly blending all the
animated adventure ideas that Lucasfilm
had been workingon so hard. That same
month the Bitmaps® Gods proved that the
Amiga was now the system to have, while
Cybercon 3's failure to sell proved that origi-

JANT GAMES

DUNGEON MASTER

The firstl icon-driven adventure presented
entirely graphically and with JD views: an
important game for the luiure.

LEMMINGS

The only other (with Populous) 100 per
cent original Amiga idea. One of the mosi
stunningly successiul ideas ever!

RAINBOW ISLANDS

For so long, this was considered the best
game on the Amiga, that we could hardly
ignare it now. & milestone of achievement
anly in that it proved that anything the
arcades could do; the Amiga could do too!

nal 3D games had lost their following.

Christmas 1991 was probably the peak
of original Amiga games. Eye of the Beholder,
Jimmmy Wieite's Smooker, First Samurai and
Robocod vied for the place of top title.
Unfortunately, if you were buying an Amiga
you'd probably get given the new AS00
Plus, with Workbench 2 - and you couldn’t
be sure which of those would run on it!

Just missing the Christmas market, 1992
kicked off with Formula One Grand Prix -
Geoff Crammond doing what he does best,
producing a Revs for the Amiga. No 3D sim-
ulation before or since has equalled it for
technical excellence or quality of gameplay.
February brought another step on for the
arcade adventure with Delphine’s Another
World, March saw the Amiga 600. Now we
had an Amiga that wanted to be a console.
Since then, the Amiga’s position of
supremacy has been dubious. Of the five

outstanding games of last year, only one was

an Amiga game, Wizkid, and that was an 8-
bit throwback. Of the other four, two were
console games - Zool and Pulty - and two
were PC games = Monkey Island 2 and
Crvilization. What is going on? How can
the four top titles of
1992-3

I:n:- two console and

two PC games? Well, on the arcade
side it's a matter of presentation. Arcade
games haven't really changed a lot over the
years, but the way they look has, Fashions
change with circumstances.

In the early days of the Amiga, the
shoot-em-up was where it was at.
Eventually shoot-em-ups went about as far
as they could, and it was the colourful,
cutesy style that took over, with Raimbow
[slands remaining the archetypal game for
several years. Zool, Putly and Robocod aren‘t
a million miles away, but in the last couple
of years Sonic and Mano have had an undue
influence on fashions and soit's “console-
beating’ games that are in vogue rather than
the arcade-influenced style.

It's a similar story with the PC-style
games: neither adventures nor strategy
games are a new idea, but it’s the degree of
excellence in the presentation that has
opened them up to a wide market.
Developing for the PC, you can rely on hav-
ing a hard drive available and use
256-colour screens. But now the CD2 and
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the A1200 can use 256-colour screens =and ~ HONOURABLE
who needs a hard drive when vou've got a
CD...? Stutf that ought to
; I be in our Historical
That's seven vears of Amiga games, Y Fan Bt v

gone in a few pages. What have we learnt?

Well, firstly, that there’s been plenty of
unmemorable games. Over those seven
years, there’s probably been the best part of
2,000 games released for the Amiga. How
many do you recall?

Kick Off, for bring-
ing us a footy game
as fast, frantic and
wildly unpre-
dictable as the real
thing; PGA Tour

secondly, there's nothing new ﬁ; ﬁ'ﬁm
under the sun. Or very little, anyway. to be there (and
There's probably only two games that should be on CD
are genuinely ground-breaking; m‘w
Populous and Lemmings. Those apart, it Spindizzy Worlds,
had all been done before the Amiga h'r“"-" Mebulus
"', "" arrived. Dungeon Master and Monkey ““"mﬂ::_’.'
Island both stand out as milestones, plus.action
but both are the very oldest form of I-""l"-"l’;:' sven
i IIII EIH'IE‘, thi' m:lﬂ_’nl"l.ll-&', dﬂﬁ.ﬂE h'ﬂ:k o mmﬂ
the Sixties. They weren't even inno- an s
vators: DM dudn't invent icon — '
control (that was Deja-Vu, in 1987)  gactass sheotem
and Monkey Island just followed greatest once; and
s 2 ‘cos
the keyword m =

=) P a0 damn much...
#

and animated graphics sys-
tem Lucasfilm pionecred with Zak
McKracken,

In some ways, it's appropriate that
we're almost back where we started. Arcade
conversions for fun: then in 1984 and 1985,
original games, with Eltte creating a virtual
world and Revs simulating the real one.
Now we have console-style games that
knock the pants off arcade conversions, we
have F1GP instead of Revs and soon we'll
have David Braben's Elile 2. So now we can
make a new start. CD, here we come...
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As early as 1988 we had
real video digitised in to
Amiga games: this is
Psygnosis’ Carl Lewis
licence from 1992, but
it's based on the Daley
Thompson game of four
years previously. This is
an obvious direction for
CD games to take.
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Taking the technique
further is Links (right),
U5 Gold's golf sim in :
which real video footage ===
of the courses was digi-
tised and used as

scenery blocks in what is
essentially a 3D environ-
ment. The problems with
the original A500 Links -
lack of speed and vast
disk space needed -
would both be solved by
D32, with its faster pro-
cessor and CD storage.

SO HOW DO WE GET
REALISTIC GRAPHICS?

CD can offer us the chance to use very large amounts of digitised graphics,
but there is a problem. It can only store these graphics as frames of anima-
tion. That animation can be used for sprites if memory allows, or
backgrounds, but it has limitations. Imagine if you want to put digitised
e real graphics in a flight
sim, for example: you'd
need a lot of footage!
The solution is to
extend the idea of Links
) - using digitised or
drawn bitmaps to add
detail to a 3D world. The
best way is ‘texture map-
f ping’, a technigue that
| plasters flat images on
to the surfaces of 3D
objects. This technigue
needs lots of processor
power and is already
used in PC games: an
e @Xample is the fractal-3D
¥ method used in
= Commanche [above left).
8 An almost identical

& method was used to take
8 the Dungeon Master
N style of game a step

e ahead in the fabulous

B Ultima Underworld (left)

This pioneered the use of
texture-mapped 3D to
build the walls, giving a
& realistic view in which
& the walls of the dungeon
scroll past you as you
| explore.
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“3. INTO THE FUTURE

Now the seriously important bit:

what happens next?

We asked top game developers
Dave Jones (Lemmings), Peter
Molyneux (Populous), Andy
Braybrook (Rainbow Islands) and
Steve Kelly of the Bitmaps what
they think is in store for us...

So the question in all our minds is - games
what happens next? At the moment, with
the A1200 and the CD32, there's a huge
i'-"'“F' in kechnology that will P\]ﬁ!‘l games
torward, and everyone's talking about
what's on the way as a consequence.

In the studio tonight, | have with me
four of Britain's (and, indeed, the world's)
most respected game developers. Ina
moment, they'll be discussing where they
think games are heading. But first, let's pin-
point a few of the main areas of discussion

Everyone's talking about the immense
storage of CD bringing a new kind of epic
game with IIL'E‘Pﬁ of sound and graphics,
usually referred to as the interactive movie
style. There's much talk about Hollywood's
involvement, Schwarzenegger's latest, Last
Actionr Hero, being one of several recent big-
name movies for which extra sequences
have been shot so they can make an inlerac-
tive, computer game version.

Omne option is that games will be filmed
using real actors, the scenes digitised inand
constructed into a game. This has already
been done with a CD-based adventure out
last year, lcom’s Sherlock Holmes — Consulting
Detective. Similarly, Cinemaware’s whole
ethic for games such as TV Sports Foothall
and Defender of the Croun was that the
Amiga graphics could eventually be
replaced by digital video instead.

Naturally games would need the mil-
lions of dollars that movies cost, instead of a
few thousand. The idea is that extra popu-
larity leads to extra sales to cover this cost,
so games would have an equivalent audi-
ence to films. This is why big-name firms are
moving in on games developers, as in the
recent Sony buy-out of Psygnosis.
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Becausse anyones
can develop a
game for the Amiga
without paying &
licence fee, CD?2
has a hoad start.

COMMENT

Steve Kelly

Bitmap Bros

“Mast developers
will tell you that
the GE000 is &
dream to work on.
And the nice thing
aboul the Amiga is
that you don't have
to get approval
from a firm that
dosan’l necessarily
know how a good
game plays.”

COMMEMT

Dave Jones

DMA Design

“The Amiga‘s groat
as an opon market.
And il"s not really
so nice to work for
perople like Sega
and Nintendo...”

COMMEMNT

Andy Braybrook
Graftgold

“We're a bit
worried about
Commodore’s
financial situation.”

COMMENT

Pater Molyneux
Bullfrogs

“Oine major prob-
lem is the things
you use to play the
games, which are

possible would be

proper spoech
recognition.”
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COMMENT A mass-market level of popularity suggests F‘ml‘ VAT T
Peter Molyneux that you need a common platform - no sin- f| The less than sven hall-wondelul

x : Dragon's Lalr [main plciure] caused
“A game has to alter  B}e games system is currently popular ] many people to fully realise that good
to reflect the way enough to bring that kind of audience. This { gamaplay is the main (actor to look for,
the person plays. could be FTE'I-"-'Il.{l'.'ﬂ when. as is about to hap- The Case of the Caulious Condor [inset)
Mot QAMmEeS Feo s m- - = - went for mega graphics too.
days are simply too pen, digital video on CD arrives. The CDP= is 55

hard, like Zool - it supposed to have an MPEGI digital video
just puts people off 14 5, available for it by Christmas at £200.
eompletely il they T ; = i
SBN't gl anywhere he movie-style ethic suggests realistic
stralght away.” graphics and this is another major growth
area, particularly in sports games and in sim-
ulations such as flight and driving sims,
where digitised graphics have already made
a showing in the past.

COMMENT

Dave Jones

“I'm quite impre 4 '
by .:::%, i mm'},‘“ Une last comment. as you'll know if you've
Commodore now read the last four pages on the history of

"I;' :'l::‘ ":‘IL: w Amiga games, in the early days with its 32
could be well :: : colours and solid 3D, the Amiga was at the

there.” vanguard of games technology. For the last

We already have some excellent examples of how

NOT to do the interactive movie style of game. Ty ) "
Dragon'’s Lair (above, main picture) was originally a  ® il = . FANR I ;
Laserdisc coin-op in 1984, the idea being that enormous quanti- There is, however, cause for hope. It's no accident that
ties of cartoon animation by Disney rival Don Bluth would Lucasfilm (makers of Star Wars) got involved in games, and its
more or less mean you didn't have to bother with gameplay. It whole series of adventures, including the Indiana Jones film
and its sequels (Space Ace and... errm... the other forgettable licences and the amazing Monkey Island (below left), show
one) sold well in their many-disk Amiga versions, but the mini- clearly how film-making techniques could supply the visuals
mal gameplay - along the lines of ‘'when the scene switches to and the sound, while the interaction is handled by a system
the next screen, pull right on the joystick, but time it wrong carefully crafted over a good many years of experience.
and your dead’ - won it no friends. There's more cause for optimism from Cinemaware, whose
Similarly, The Case of the Cautious Condor (above, inset) arcade-adventure style was developed to fit movie themes and
was designed to show off the graphic wonders of the Japanese make it possible to do them as movie-style games at a later
CD-based FM Towns computer, it won lots of awards in 1991, date. Defender of the Crown, Rocket Ranger, It Came from the
but when it came out for CDTV we discovered that it had Desert and Wings all prove Cinemaware had the right ideas.
barely any gameplay worth the name. 5till, it had a 20-minute Sadly, the company had the plug pulled by its backers only a
cartoon intro. couple of years ago, just as their time was all set to come...

COULD INTERACTIVE MOVIES WORK?

e T @ 1 C J [ = {:."‘J‘;.'}:f-'hlfh{:'rfr__ha- AP
RS i‘tﬁa 3 | ! ._ "_ sl N N,

' ] .
.a Famous-pirates notifor =ale.

L8 B S

¥es, it's that time again when you read another caption about the greatl and wondeful Secret of Monkey Island (above left). We know, it's like
some boring football bulf yawning on about how great some 1970s aleoholic striker was, but (like that unnamed striker, who was the best in his

field] SOMI was groundbreaking in both looks, sound and gameplay. Rocket Ranger (above right) tried hard on the graphics front, but was quickly
forgottan.
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couple of vears it hasn't been, because PCs
with more colours (256 in VGA mode) and
faster processors (25MHz is now considered
a minimum) have stolen a march. This has
led 1o one very important technique appear-
ing in PC games - this is Texture-Mapping
in 3D games

What this does is fill in surface detail on
the blank polygons of a 3D game. In a flight
sim, for example, it means you can put
clouds in the sky and fields on to the
ground. The other important use has been to
give the Dungeon Master style of game a
view down a 3D corridor which yvou can
actually move along, the walls scrolling past
vou as you go. It's pretty cool

50, now, we're prepared for the debate
ahead. Over to the panel, to get their opin-
tons on what will happen next for games..

First of all, is the use of CD a good thing in
itself? Most developers see it as being a
good fAinancial choice for the publishers, bul
of less relevance to them. “For a delivery
medium it's ideal, but | don’t think it's
going to revolutionise games the way some
E"'I."‘ilj'.-']'..' hll!_:g1'a1,-' ofters [:'.‘l'.'r |4 wves of |1|"'h-l"!l.

The majpority opinion is that arcade-style

games will not change vastly, only adding a
few ‘extra value' enhancements. Steve Kelly
representing The Bitmap Brothers: "One of
the strains of opinion is that CL is a good
thing simply because it's like having a mas-
sive great hard drive. That makes it possible
to have lots more graphics and sound, big

intros, lots of music. That's the way we're
going with the CD Chaos Engine, Dan's
doing a lot of work on intro graphics, we're
doing a lot of work on sound. It all gives the
CD version plenty of extra value

“We can’t dive straight in to adding 50
extra levels, or anything like that. And we
won't be doing a 7th Guest (a massive PC CD
game from Virgin - it comes on two CDs!l)

Andv Brayvbrook, creator of the Amiga
Rambow Jslands and now known as The man
who killed pop music’, agrees. " | he possi-
bilities are good just for extending games: in
adventure EAMES, l:"ﬁ;'.",p."l" MAP S1EES, ITiire
locations; in arcade games, more levels,
more sounds, more graphics. But these are
what vou could call two-dimensional’ sorts
of things. | don’t see so much potential in
what you might call the third dimension, to
actually change gameplay much.”

Andv's also not totally convinged it's the
miracle medium evervone claims it is. He
explaing: “T'm a bit worried about CL from
the fragibity point of view. My CD at home
gets a bit of dust on a disc and it goes hay-
wire! Still, we've been using it and it seems
to work OK. Yeah, they must have plenty of
error-checking.”

But won't the amount of data CD uses
be hard work to deal with? “It makes the
librarian side of things a nightmare! If you
imagine, it's like having a stack of 600
:'Inpi'"_.' disks to ]-.L1-='],'h track of," says Andy

Hard work indeed. But usetul for cer-
tain types of game, as Steve Kelly points oul
“For PC-stvle stuff, Wing Commmander and so
on, that already comes on about 15 HD Hop-
pies it'll be ideal.” And an awlul lot cheaper
tor make than all those floppies

S0, no-one seems to want to rush out and
produce an interactive movie. What about
those, chaps!

Over to Boss Bullfrog, Pete Molyneux
He agrees on the need to move to a mass
market, but not on the way to do it. “If
games don't start appealing to a broader
range of people, the games industry is going
tor fall into the same category as tovs. New
machines should give us a
chance to start involy
ing the whole
family

“Lames must
start developing
awav from the
arcades, become
more complex and
more realistic. A lot of
things have to

! Andy Braybrook
change to stop
games being this trendy niche.

“If interactive movies really are the com-
ing thing, then God knows who's going to
write them. If it takes Hollywood that much
effort to come up with a film that we all
want to watch, something like furassic Park,
then a game we all want to play will take
hugely much more etfort. You've got to
script for all possible eventualities. It for

GAMES THEN AND NOW

instance, in Aliens the plaver decides that

Ripley will not to go to the planet where
everything's going to happen and chooses to
stay at home and feed the cat instead,
vou've got to account for that. And then
you've got to find some way of forang
Ripley to go

“Yet you don't want a level of complex-
ity where the plaver can choose to do
anything - being able to look at a glass that's
lving around on a table is pretty dull,
because it's just a glass

“Co the p:.,.l*lu_-m-. with it aren’t really to
do with programming, they re more to do
wilth confent. Interactive movies would
pn-l_‘,lhl'. be very boning or very contrivied

Andy Bravbrook recalls the only real
example we've had of this kind of thing
before, the highly attractive but only slightly
interactive cartoon on a Laserdisc, Don
Bluth's Dragon’s Lair. “You tend to lose the
interactivity. | don't think it's a step for-
wards for the person playing. But | think
there will be a new kind of game
essarily a game, even, perhaps an
‘entertainment” of some kind

50 we can see that the lincar plot of
movies would be tricky to adapt. If that's
not the direction, then, what is? Peter
Molvnenx has an idea. “More the direchion
will be the creation of worlds inside a com
puter, more like simulations, so that you can
interact with evervthing. To do that prop-
erly, you need a lot more power. In Symdiced
we've tried to do something a bit like that
but you can only process about 600 people
before the whole thing grinds to a halt. 5o to
do this kind of thing properly, you'll need
about a hundred times the kind of process-
Ing power w & v currently gol.”

N A=

An aspect of the interactive movie that does

impress the developers is that of more realis
tic graphics, To Peter Molyneux this s vital
if games are to widen their appeal

You and | switch on a game and we
think “Yeah, that's a computer game’, bul
someone who's never seen one before
switches on and the visual aspect puts them
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MULTI-PLAYER
GAMES

Dave Jones

“One other thing
that's going to be
wvery big is multi-
player gamas."

Potor Molyneux

“The other thing
that's definitely going
to happen, already is
in the US and Japan,
is thal you'll have
games where you can
play against anyons
else in the country.
In Japan, they've
built a housing estale
where all the houses
are linked on one
games system
| Sounds like the
Stoplord Gamers...
worried ed), so i you
gel home from waork
and lancy a game of
baseball you can log
on and lind somoeone
who wanis to play
against you. Playing
against a human is
much, much batior
than against a com-
puter [ah, right,
comforied ed).”

IN DEVELOPMENT

Dave Jones

“Currently masl
development is pro-
grammer-driven, but
that won't stay the
same. They'll be
much lower down tha
scale. Designers will
da all the work.
Games are always
going to be pretly
lengthy projecis.”

Patar Molyneux

“The way it's golng s
towards big compa-
nies developing
formula-type games
that they know will
work, like Hollywood,
whore they keop re-
making the sama
blockbuster movies.

“l ean say with
absolute conflidence
that every single
developer has had an
offer. And people like
Sony have an enor.
mous amount of
money."

Andy Braybrook

“We've got 16 or 17
working here now - in
the US thoy often
have 30 in a team
waorking on just one
project!™



GAMES THEN AND NOW

off immediately. You need to have realistic,
movie-quality, TV-quality graphics.”

To some extent, CD can achieve this.
With all that storage, vou have masses of
space for detailed graphics. But you are
forced, by the nature of the technology, to
rely on screen-by-screen animation. And
that's a technique that imposes restrictions.

Imagine, for instance, you want to do a
rally-car driving game, so you pop out and
film a special stage and digitise it in. Within
your game, you're going to be restricted to
views you have recorded with the camera.
S0 if the player puts the car into a spin or
piles it into a tree, you have to have anima-
tion available to cover that eventuality. That
wotlld need an infinite amount of data.

The Amiga CD32 and A1200 - two very excellent
machines indeed. As games expand to fit the new
technology, we have every right to expect constant
improvements. But will it happen that way? No! They'll
try to fob us off with dross like Microcosm!

So what are we going to do about it? Well, here’s
what: a list of demands that cannot be ignored! Ten
simple points that define the future of good gaming!

The AFS Manifesto

1. WE DEMAND... GAMEPLAY GETS PRIORITY!
It seems obvious to say, but it isn't. Whenever
new, advanced machinery appears, you tend
to get games that show off how great they
look, but forget you need a game in there
too. Microcosm is the perfect example - looks
bloody marvellous, but plays like a very aged
shoot-em-up.

Of particular concern is the interactive
movie game style. We've seen disastrous
attempts at this before, such as Dragon’s Lair.
We know that movie licences will sell even if
the game’s god-awful - just remember them
Turtles (Bluuurgh!). But it's not good enough.

All the hard work has already been done
on how te make games of this kind work -
simply look at Menkey Island or the
Cinemaware games for proof. We need to see
commitment to that kind of quality. All it
takes is a little respect from the software
houses for their customers. You!

L. WE DEMAND... FULL USE OF TECHNOLOG
We can have 256-colour graphics. We ¢
full, studio-recorded hi-fi soundtrack
know we can: it's been done alread
there any excuse for fobbing us of
Or, indeed, for boasting about games
these features when we ough
expect them as standard? N

We want to be able to s
games to envious console-ow
tances (or complete strangers!).

i. WE DEMAND..
With, potentiall
the developme
periods of ti
fairly be pa

over longer
e high. Can this
e customer? No!

r from 8-bits, the

e game trebled.
age piracy and reduce
production costs. ve been promised a
standard CD price of £25-ish, and we expect it
to be stuck to. Further, we expect it to fall to
£19.99 - for one thing, our CD325 will play
music and videos too, and price comparisons
might make games look poor value!

R R S R

4. WE DEMAND... CONTINUED INNOVATION!
You've heard from the developers - the
Amiga needs to compete with the PCs and

next-generation console he area of tex-
ture-mapped 3D especial ks needs more
processor power and apew, chip set -

Commodore must k o p them in.
We also need that# gn\Video add-on
this side of the Str :

2. WE DEMANT EVEREERMVIPILATIONS
The strength of t igatD3Z in a market-

place tha erflowing with

digital vid uter games systems is that
it has a long of excellent games. This
sho en antage of by releasing

uality back-catalogue
ce, a Bubble Bobble,
nds, Parasol Stars set on one CD.

INCREASED INTERACTIVITY
ed believable artificial worlds. The

e can interact with a game environ-

he better. Detail might not matter to
ameplay, but it can still be entertaining -
demand that you be able to switch on the
in a room in an adventure game and be

5!
ﬁ‘l‘fwed a choice of programmes!

/. WE DEMAND... SUPPORT THE AMIGA
There's going to be a lot of new formats out
there soon. Stick with the best!

B. WE DEMAND... DEATH TO DEAD-END STYLES!
Computer games are criticised for viclence,
and there is a move afoot to have them cer-
tificate-rated in the same way as videos. As
graphics get more realistic, the Op Wolf-style
shoot-em-up or the average beat-em-up will
become more and more stomach-turning.

Do we really need them?

10. WE DEMAND... MORE MULTI-PLAYING!
Until you've played Geoff Crammond’s Stunt
Car Racer on a two-machine hook-up, you
can't really call yourself an Amiga gamer. It's
stunning. More of this will help make Amiga
games stand out from the crowd and prepare
for the multi-player future.

AMIGA FORMAT SPECIAL

It seems everyone agrees that the better way
to do that is to use 3D - and not just the flat,
Lego-like blocks we've seen to date, but with
textures added to the surfaces. Dave Jones is
utterly adamant that in the future all games
will be 3D-based. "3D is going to make an
enormous difference. Any game can be done
that way, and done better.

“I've seen the latest Sega arcade games,
and they’re very impressive, with really fast
texture-mapped 3D and hundreds of thou-
sands of polvgons a second.”

Andy Braybrook thinks fractal back-
grounds could be important. “What you
need is an environment you can do anythifig
in, but also you need things to get more
detailed the closer you are to them.” Using
tractal techniques, that is possible.

All these fancy ideas tend to imply that
we're going to see lots of nasty new hard-
ware. “All the arcade games, for example,
have extra chips to zoom and rotate graph-
ics. They just bolt on another 68000, Andy
Braybrook explains. So does the Amiga have
the necessary welly?

“It's a question of whether you throw
raw processor power at it or you use the cus-
tom chips,” says Andy. "On the Amiga, the
Blitter is no help at all for this kind of thing -
it’s only really useful for 2D sprites.”

Steve Kelly also finds that the AGA
chips can be a touch limiting in terms of
speed. “The 020 gives you about twice the
speed, but if you're using 256 colours that
more or less halves it again. And you are
still limited by the custom chips, which
aren’t any faster vet, though | hear they are
working on that.”

-A “Triple A’ chip set, soon? Let's hope
s0. The bottom line is that the Amiga CD2
does need another advance in technology at
some stage in the future if it is to stay ahead
of the pack. Andy Braybrook can see the
Amiga keeping up:

“The PCs are going to get the 686 chip
soon, but we'll have the 68060 available
before too long, and then you're talking 100
MHz speeds,” he says. Luvverly 3D stuff,
then! Personally, | can't wait.. TG




regramming can be a lonely, time-
consuming business that requires vasi
amounts of concentration. When
Archer Maclean comes head to head wath a
particularly dithicult problem he sometimes
spends 18 hours a day working on it and
doesn’t step outside his front door tor days
at a bime
50 it's not surprising that when Archer
lets off steam he does 0 by driving go karts
around race circuils at very high specds and
umping out of acroplanes from 13,000 feet
In fact Archer has only been skv-diving
once, but he fully intends 1o take itup as a
new hobby. "1 get complaints from my
fmends that | am very ditficult to get to do
anything with, because of the hours | work,
s0 when an opportunity comes up to do

something like the skyv-diving, vou've got to
grabit,” he savs

Archer is probably best known tor fummny
Wiiite's Swooker and Archer Mactein's Pool but
he released Dropzone, a space shool-em-up
and his tirst commercial game, back in 19584
He followed that with the excellent beat-em-
up International Karate Plus (or [K+ as il 15
better known), and in 1989 started working
on Jintmy Whike's Snooker

But how did he get started in the pro-
gramming business?

“It was 1972 when | got interested in
electronics and started taking things apart to
find out how they work. Then | started
building radios in match boxes and wrist
watch calculators,”

Archer went on to work for an eleciron-

TRENTY
8
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ics company and did a degree in cybernetics
where he learnt the maths which are so
important to creating the 30D effects in [imey
Wiite's Smooker. The biggest problem he
came up against in programming that game
was working out the coding for what hap-
pens if you hit a pack of touching balls
A point came alter I'd been working on

Snooker for about a year and a half when |
really thought | wasn't going to be able to do
it. | didn’t wanl to produce a crap effect 5o |
tried dozens and dorens of different ways of
working out the touching balls problem
betore | eventually got there,” says Archer

Omne of the beauties of [rmmy White's
Snooker is that it seems such a simple game
Itisn't The game has something like 164 mil-
lion ditterent shot permutations, there are
23,000 possible angles at which you can hit
the balls, and once vou start multiplying that
by the different strengths at which you can
hit the ball and all the ditterent wavs in
which vou can strike the cue ball those fig-
ures just keep getting bigger and bigger. Yel
it takes about three seconds to line up a shot

When the cue 1s goang in and out on
[y Wiiite's Smooker, there's a lot of unbe-
lievably ._Ll!l1||_"||'l. maths going on in the
background, working out what is
going to happen for the next 12 sec-
onds that means that the game
doesn’t have to freeze to calculate
everything after you've played the
shot,” savs Archer

Archer Maclean s one of the few
remaining solo programmers, and for
the immediate future he 15 going to
conbinue working on his own, convert-
g his games for consoles. Once that's

MACLEAN

INTERVIEWED

Lefi: Archer
Maclcan goes
skydiving with his
instructor. Looks
like fun.

Archer Maclean is now one of the
few remaining big-name solo
programmers, but can he continue to

go it alone?

Archer Maclean

FAVOURITE PASTIMES:

BEST GAME:.

done he savs he'll b st a crossroads in his
Career as games are now so big that the days
of the one-man outhit could be numbered
On top of this he feels he has o choose
between console or CLY as the future formal
Let's hope that whatever he deaides

Archer keeps producing great games Sy

EROPLAY 0 e

2600000 i

Jumping out of planes,
driving go-karts

Jimmy White's Snooker

Archer has been
programming
gamaes for almost
ten years bul
Jimmy White's
Whirlwind Snooker
was his really big
break, other poople
were green with
envy at it.

~ =
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Take it home and cuddle it
on September 9
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JEFF MINTER INTERVIEWED

Left: Jof Minter is one
af the most influential
figures in gamas

programming, and has

done more to promote
the cause of share-

ware and llamas than

Jeff Minter is regarded by many as
an eccentric, but his Llamasoft
company has been going strong = &

since 1982, so what's the secret of - -
NIS sUCcess?

eff Minter wrote his first piece of code

an a Commodore PET when he was at
Lixth Form college. It was a bio-rhyvthm
program that he converted on paper from
HP-41 calculator language to generic BASI
with the aid of a hibrary

book on BASIH
on to form Llamasoft

Hi weni

whiech became one of thi
fop sottware houses

sfore Lhe davs of the
grant companies such as
LS Gold, Ocean and
Lucaskilm, bul decided
AZAINS! CYPANSION in
tavour of keeping the
operation small, fnendly
and leftteeld

| guess we could have started hinng

people, hcensing games and built ourselves
into something similar (to the big compa
TS}
small family ¢ ompany with all the games

savs et

Bul we preferred to stay a

being written and coded by one person, me

"We strove o !m H.‘ll:l{r
games that were good to
play and had a distinctive
stvle, usually involving
beasties. As a result we
developed a cult following
of loval customers rather
than a vast, but fickle mar-
ket of 14-year-olds

Jeff's main hobby is
skiing, but he also enjoys
hstening o music, and
plays anything from Pink
Flovd to rave techno
according to his mood. So does he agree with
thi often-heard argument that games are
destroving the music scene?

™o, | don'l think so. You can't listen (o
a game on the radio while vou're belting
down the M4
You can't put
thousands of
i‘t,’l.ll."lf' inko a
venue to watch
someone playing
Llarnatioi (well
you probably
could if you pro-
jected the game
on o large TV
scroens and
played loud rave
tunes all nightd. As computers and game
machines become powerful synths in their
own right, and CL-ROM becomes the stan-
dard game distribution medium, | expect o
se games and music combining, with well
known bands writing soundtracks
specifically for games.”

Llamas seem to play a very important
part in Jeft's lite (they feature in his games
and his company name) but just what is the
great attraction of this South American mem-
ber of the camel family?

Llamas are just gorgeous, lovely beast.
1es,” enthuses Jeff. “When [ went to Peru, |
saw one llama in particular {1 have a photo-
_.;r.1F1'|1 of 1) which was the most beautiiul
living organism | have ever seen in all my
bormn davs.”

anybody alse

- featured in this
! Games Spoecial,

They feel nice with all that fur. And
thiey also smell nice (that is if you like the
smell of llamal.”

Jett, who lives in a village near
Newcastle Emlyn deep in the wilds of West
Wales, is currently getting involved in
exploring the world of 3D programming,
something that he put off doing for a long
fume, bul 15 now O -::1p|u-t-.,>|',.' enthusiashc
about. “It’s a lot less daunting than | thought
it would be, vou can create excellent graph-
1es and 1t OPens up a w hile new arena of
games,” he savs

But tor Jeft Minter the really important
thing about programming is the constant
challenge of creating create new and innowva-
live games

“I don't think that there's enough free-
dom for programmers,” he says. “l don't
approve of software houses that just release
formula crap, and | don't think that people
will get away with it for much longer. I'd
like to see a lot more onginaliby in games
programming.” So say all of us! T

Far left: This Minter
creation is called
Revenge of the Mutant
Camels. Some poople
claim that & llama is in
fact a mutant camal,

Far left: Liamatron,
the shareware
gamea thal has
earned Joif Minter
his near legendary
slatlus. Str-aas-nge!

Jeff Minter

FAVOURITE ANIMAL:

FIRST PROGREAM:

Cow? Pig? Go on, giness!

Bio-rhytlm program

written al school

=

O
ll - 2 - ;I
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A GAME IS BORN
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nce upon a tume thie only -_'.,||'|'|F'|'.j||_':
games were writhen by enthusiasts
in their bedrooms. It wasn't long
before businessmen realised there was gold
in games, and the first software houses
appeared. This was way back in time when
the Vic 20 was Commodore’s flagship, and
the media was full of stories of millionaire
lé-year-old programmers.
In Amenca they were already doing
I|1I."-9.'_*~ ditferentiv ":H:Jri'u'-'._]rL' h|_'-|_|.:t.r-1 such as
Microlrose appeared and used teams of pro-
grammers rather than individuals. In the
UK, Geolt Brown saw the quality of
Amencan games, and he set up a company
called US Gold to import them
[his was the start of the ‘software house'
as we know 1t now. Companies now have
sway. Although there are notable exc eptions
Drino Dini, Archer Maclean, David Braben
| Jett Minter - it's programming squads such
| as the Bitmap Brothers, Sensible Software,
LCore, Eevolution, Bullfrog and DCD who
churn out games these days
But how does a game change from an
amorphous idea scribbled on the back of a
| Pot Noodle tub into a complete game on a
shop shelf? Over the next 11 pages we visit

tour leading producers of software in this
| country to find out just how they do it. Read
| on and change your views on games

|
I
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Sensibile
Soccern how
one salflware
house can
appeal to foot-
ball fans,
platform fans
and strategy
fans is a trick
that all of the
others want to
kmnow. (hint:
it's te do with
quality game-
play peoplel)

THE SENSIBLE
ATTITUDE

sible Software team
d a reputation for
hat offbeat bunch
sometimes grey and
d of the games
that just a front or
e team seriously shot
t to Cambridgeshire

b 4
w
-

-~
i,

hese days vou can’t innocently flip
open a computer magazine withoul
being presented with the winning
smilles of the Sensible Software team. So we

T

thought we'd get in on the act and talk to
pust about the hottest programming team al
work in this COuntry.

Sensible is a super-sharp contrast to the
MicroProse experience. Chris Chapman, the
programmer behind Mega-lo-Maia and
Sensible Soccer, explains his role: “1 work
trom a so-called design spec which never
really exists. | put all the graphics in, and get
evervthing animating. I'm not involved in
design at all, although there is some overlap
| generally leave the design of the game to
Jon and Stoo.”

Mega-lo-Manm took about 20 months to com-

plete working on Amigas, but wsing PCs for
the development

15 graphic artist Stoo, He <ha.r.
chores with lon, but did

Cannoit Fodder which he' = just finishir ff
r';h!ul F.L_'lﬁ h!p- 1|.i1.'.‘.|=-. fl_"f F.I .'.;'-:' Cs [PCET A
thae ].1-|.1|;1.1.

“If a game is set inarva- .
then you go down to the ibran and ¢
DOGE On that particularcountry,” Stoo

i»
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Also at the not-at-all-sen=iblc Sensible offices

"With
weirnd,
SPacey
ZAMEs you
pust sit there
and wrack vour
brains. | do most of that

stuff on screen. | prefer to work like that
The main problem is in utilising the limited
graphics palette.”

Which brings us to major media celeb
and pralitic abuser of the vermacular, Jon
Hare. We spoke to Jon downstairs in his
plush office where the noise of the trains
rumbling past the window wasn't quite so
loud. Jon was just checking a bill for the use
of a recording studio where he laid down
the Cannon Fodder theme tun

Canmon Fodder is the first game that Jon
has had no graphical involvement in at all
As he puts it: "There’s been more crap and
paperwork for me to do and graphics is
really ime consuming, so | do less now. ['ve
done virtually no graphics in the last four or
five months.”

sensible Software is best known for the
Fu'ull.ml'. of 1ts games. " Bul 1deas are two a
penny.,” says Jon. “You're driving along and
vou think ‘that's a good idea’. Then vou nar-
row it down, talk about things, build up an

tdea for a character and
Fheem ey (e




will give vou a vision for a game

A ot of games never get finished. We
slarted a pame called Touchstone which was
an adventure game. We spent about six
maonths om it and thad l.|i.'\-.L§'|.'-|.'.'|Tn| up its

AT s

lon docsn’t fancy travelling the MicroProse
route to corporate stability. He reckons
evervone has thetr own S cialiby and so
there isn't much to be gained from being
that corporate. Jon and Chnis Yates have
been partners for eight vears and they've
always run Sensible pretty much like it is
now. They worked with Dave Ko about
five years ago then Chris Chapman amived
on the scene and then a oo l'.]l_":l_' of yiears ago
Stoo and Jools pined

Sensible Software has quite a |_1|!; AV In
how its games are marketed. Virgin is cur-
rently looking at Cannen Fadder although,
aays fon: “Thev're not as casy o Convinee as
odher publishers

I hie usiial wayv i which a Sensible game
gels into the -|1-.I'|"=- is by ||.l:|'| anid {_hris Yates
touring the publishers and seeing how they

feact, The dua’s very first

rame, Perallar was sold

Ocean and they liked it immediately. They
gave us L1,000 up front tor it. We went back
on the train, bought some cigars and
smoked them on the train. It was quite a
funny time™

Jon soon found that he liked the feeling
of power, that being a popular program-
ming outhit gave him

We did a few more games and then we
wanted to feel we were getting somewhere,
a0 Ocean agreed to pay for us to go up there
We thought Tet’s see if they'll pay for us to
go up by plane’. They did, from London to
Manchester. It was about twice the price of
the train and by the time you get to London,
park in Heathrow, pay about a £100 to leave
vour car there, it worked out more CXpen-
sive. That was good fun.”

Sensible Software games go through

pretiv extraordinary changes before
thew bt the <helves, Mega-fo-Manig started
t-way scrolling shoot-em-up
+ith robots in them. The robots
vlves which is the reason, says
v the men breed from one person
[he wdea,” savs Jon, “was that
1 have these 16 towers from

A GAME

which you could arm your plane, and vou
also had to manage the towers and build the
extra weapons which you then bolt on to
vour "-E.'l.]'.'t"'\-!'l!l!_'l-

“We took it to Virgin and they said it
was too complex. They told us to concen-
irate on one area of the game Lo owe looked

at the game and worked out what the
strongest part of it was and we decided it
was the strategy element

“Then a decision was made to have
things battling against each other, so we
thought we could have four parties battling
for territories. In the end we decided to
humanise it and because we were talking
about evolving a society (although it was set
in the future) we thought people could
relate to it a bit better if we took it through
an evolution that people are aware of, which
5 why we took it from cavemen through to

Jon Hare and Chris ¥ales, Just look how old, cynical and the nuclear ARE
haggard running a major seftware development team
makes you look. Yup, cashing in en lleences, creating
quick soquels and hyping no-hopers is obviously the way
to stay happy. Poor old Jon and poor ald Chris. When will
they learn that guality and gameplay are not what really
counts in the big wide business world! [oh how very,
very sarcastic, very ironig. -ﬂ

“The little guys added a lot of character
and the last thing we put in was the speech.
Now everyone refers to it as ‘that game
with the speech in’. The thing is, you're

AMIGA FORMAT SPECIAL
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Mega-Lo-
Mania: the

name really
spoaks (or
itsell. Come

est, when
you play a
god game,
you want lo
bo, well, a
wod right?
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always coming up against things the
machine can’t handle.

Sensible has become very successiul by
releasing extremely onginal games. To date
ils st pn!vu.!.lr game is Sensible Soceer, hav-
ing sold 190,000 copies, 130,000 of which are
on the Amiga.

With a success like that, and with other
Sensi games performing extremely well, Jon
has a fixved vision of how to create a good
game. He reckons the key to good game
design is to turm a problem into a feature

He explains: “You know if you're decorating
a room and there's this homble bit of wet rot
and you're aware of it. Whenever you look
at that room you'll look at the wet rot bit and
see if it's showing through the paint. Anyone
who's just walked into the room won't

notice it because they're not looking for it
That's what game design is all about.” Er...
vis nght. 5o ta-ta then Sensible Software. We

will leave you to create playable games
-

that are =0 odd that even the Amiga
¥

Format Specials statf think they're
strange, and that are so playable
that the Amiga Format Speculs
stafi get perilously close to miss-
ing their deadlines. Sensible

—

Software? MNot! Yy

—

"'P lf:.l"*a ’-.1

IVIORE
FOOTIE
FUN TO
COME

Jon Hare and the Sensible i \
B

team are currently working on
a major upgrade to the classic
Senzible Soccer in the form of
Sensible World Of Soccer, which
should be released next year.
According to Jon, Sensible
World Of Soccer will have
a management option,
you will be able to buy
and sell players and be
either a player, a player-
manager or a manager. 5o
if you like playing a man-
agement game you won't
even notice the action side.
There will be more teams and
changes in the gameplay, and
different crowd chants
depending on whether you're
winning or losing, or playing at
home or away, there will be a ref-

eree and lines-men, player
[ 2
»

injuries and a physio .
Says Jon: “The star
players will stand out
more 50 you will play the
ball to them more. So if
you were playing England
and Gascoigne was fit,
you'd pass to him and if
Barnes was on the pitch
you'd never pass to him.”
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once a lonely solo
ght together a
o create the Bullfrog
nsiple for Syndicate, but
secret to picking a top
12We find out

GAMES

 BULLFROGS

A GAME IS BORN

e,

-,

here are few software developers as
influential as Peter Molyneux's
Bullfrog outfit. Ever since Bullfrog
released its first god-game, Populous, it
has been creating innovative titles
with a long shelf life, including
Powermonger and Flood, And
for the last three vears the
team has been working on a
cyberpunk game called
Syndioaide.

Like many developers,
Bullirog has changed from a
small team of general pro-
grammers to a large group of
specialists. Populous was pro-
grammed entirely by Molyneux,
and head programmer Sean Cooper
masterminded Flood, Bullfrog's only plat-
form game to dale. The company is now
made up of a large team of graphic artists,
sound engineers, conversion specialists,
play-testers and programmers

“I'd love Bullfrog to be like it was when
we did Papulous, with eight of us all together
in the same room,” says Molyneux, “but
you can't stay that way. You'd die

“It’s sad that you have to have this man-
agement structure, but it's either that or you
get gobbled up by a big company. The
dream of Eliu]]}mg 15 that m'url.'h:q,i_\' L5
employed for their creativity rather than
their particular skill.”

Molyneux's role has changed over the
vears from lone programmer to producer
He now co-ordinates all the resources of the
team, making sure that the artists and pro-
grammers are doing their bit. To keep track
on how a game is developing, Bullfrog has
Technical Design Reviews'. These pinpoint
any problems with the game and what the
current configuration of the memory is

Bullfrog also uses play-testers as it
develops games. Two schoolkids come into

T
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the office every week to plav and rate thi

game under production

Molyneux explains: “What we do first is
show them a crappy game. Not one of ours,
buit someone ¢lses! Then we !.;1,'| I:i1-|'|'|': I
mark it and ask them to justify the marks
they give it 50 hopetully, in the end you get
marks that are representative of how they
teel. The play-testers are the ones that really
balance the game

Bullfrog’s latest release, Syndicate, starts off
pleasantly with some undemanding intro-
ductory missions, and builds (o a bloodsy
climax on the Last mission, the Atlanb
Accelerator. [t takes about bwo WiEsERS 0
solid play to complete the game, taking in
all 50 missions. Originally there were going
fo b 150 mus=ions, but Hme ran ool

Ihe original idea for the game came out
of the team's expenences programming
Populous and Pewermoneer. Molyneux says
the first idea was to get ulnl;lln actions it

a character, but sull present them in a -~|::1PIL-

way, although he exclaims: “The actual end
result was completely different!”

Syndicate started out as an exercise in
artihicial intelligence. The programmers cre
aled a svstem of three bars which enable
you te decide how perceptive or intelligent
your team of four cvbores are. However, ag
||'-|.'_'| dirvi |I'P|'\-.E the idea, the use of the bars
changed

Molyneux explains how the emphasis of
the game changed in development: “We
realised that il was .I:,I'.|.I;'._1. far more fun to
pust take vour apents into the aty and Bllow
EVEeTY r!':!r::,'_'.lp Sow the bars are still there
but the actual strategy part of the game has

been bonied diown.’

a0, the game changed from a largely
siralegic fo an action orientated exercise, As
the programmers developed the artificial
II'.I:-:'||I',:|'l!|.1'.1--|"1~|_I thiev encounterad |'-r.-|'-
lems with the ovbores being too intelligent

“Yiou used (o be able to turn the intell:
gence up, the perception to middling and
the P g LS PR down, then cick on & car and
instead of the ovboreg using the car directls
he'd go and find the person who owned the
car and get them to driive lam around
However, it turned out to be bloody aggra
vating because you'd be running from
|‘|"I."I-‘-.1|"I'Ir.' 24
oh no - he's going 1o ask

somebody and vou'd say
car, let’s leap in it
somebody tor the kevs! | don't believe it So
we thought, hmmm, better take that intelli-

gence stull out.”

o ah e

Another problem in the game's develop-
ment was designing the nice’'n’easy
Ion-Dased control pane

It was the hardest thing to design
admits Molvoeux

To start with we had icons with stuff
ke pic k UP Weapon & hyinvl Weapon, .ir-.ll'
Weapon thiere were masses of different
omes, Then wie realised thiere was little point
i having all those icons = if vou click on a
weapon then the cyborg should pick it up, it
should be obvious. You're not clicking on it
to spray paint it in gold; you want to pick it
up LImany 8 e Wiornd -|,"| I R BB etlihd

S0 now 1t looks -:I'|'||"5|_'_ yiou vie just got

the scanmer, four icons and the WeAPONS
Easy to use. .. we like that

LS

Molyneux had a huge team of specialists
'|'|.'I.I|LII|L: on Symdicate Sean DOperT, |';=-.1:.".;._'._
Paul McGlocelen and Chris Hill, graphics
Russell Shaw, sound; Alex Travers, missions
and play-testing: and Michael Diskett, who

15 1N ..'._||'||r|1: O CONYErsinns
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Sean started work on Syndicafe three
Vears ago, 5o it's been a long time in devel-
opment The game is programmed on a PC
set-up with a central core which calls on a
library of modules. This meant that Sean
could concentrate on the actual game
making the process of programming
quicker and more compact

SEamn 1'\p'..'|||1=1 how the game
was put together: “Tt started off as
an action EAme i i"“-u-l_'".lql'l.l.l ISOmetnic
20 because the isometric view
appealed to me. We used to have really
big sprites for the cyborgs, then we had
small ones, and finally we plumped for the
medium height ones which are in the fin-
ished game.”

tut the programmer’s real nightmare
are pugs. " lhe worst kind is when you
haven't touched a piece of code for six
months and it goes wrong,” says Sean. “That
means you've got to go back to it and work
vour way through it, trying to remember
what you did with that piece of code. We
were lucky with Symdicalte - it only took two
weeks from being a Beta game to being a
final version.”

Much of Syndicale’s appeal lies in its
great cyberpunk graphics, created by
graphic designers Paul and Chris. Paul used
UPamt on an Amig: to produce most of the
work on the cities, and Chris worked on the
sprites

Faul says he works according to the

needs of the programmeer: “Generally yvou
work on the backgrounds first in combina-
tion with a rough set of sprites. You rarely
ump straight in and get something substan-
tial fimished early on.™

People come up and throw ideas at
you and gradually you start building up a
very specilic look,” adds Chris. "Even night
up to the last minute we were deciding
whether or nol to include certain sprites and
how guns should work.”

Russell, the sound effects man, started
work on Syndicale in Movember 1992 his
task was made much easier because the
game was mostly finished. His pob, says
Russell, “is very much a pruning process
after I've done tons of things. I'd rather
have fewer effects with better quality, than
thousands of effects that all sound rubbishy
Sound quality has to be your prionty.”

Alex Travers' job title is Head of Quality
Assurance. “When a projpect reaches a cer-
tain state it's my pob to play the game
thoroughly, look for any problems and
make suggestions for the game,” he says.

“The way this works is we fill in a bug
sheet which is divided into sections dealing
with program faults, crashes, glitches and

AMIGA FORMAT SPECIAL
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stutt, Al the end of the dav il gels handed on
to the programmer. And believe me, we are
the programmirs worst enemy because we
give them so much gried!”
However, an Symdicale, Alex spent most
of his time creating the different missions
“The tirst step in designing the levels was
fo take the blocks Hom t|1.-:._'|r.'|ph|¢ artist,” hi
explains. “We've got this custom City Editor
which enables you to place things where you
wiant, It's a good wlea to have a sketch belore
you start, though, so you've got a rough idea
what's going whepe
Unee the basics of the by were down, |
then used the |'-|H|_":|.' editor I|"'|"||'-Ilil-. P1=||1'|,‘-
men, cilizens, agents or criminals wherever |
wanted and | could tell them to do almost
anything - instruct a citizen o use a car, park
it, go into a house, wait, come out of the
!'l RSP, SRV Loy '.-..-rL_ .i!1-\.1 =0 N
In Syndicate the whole transport system
works as it should. You can use the cars and
the monorail and all the other characters use
it too. There's a lot of stuff in there that pec-
p:r will never see. A car will go past, but they
won't watch it, they'll just blow the thing up
You don’t have to aimlessly wander
around blowing things up, it's just that a lot
of people like doing that. Many of the levels
cafn b completed non-v ::-iu,-;'.:lj.- o
Thope people do realise that the vio
lence is tongue i cheek,” adds Alex, “the
AT Was a lot wonrse - W I,'.'H-l,':_i o '."|.1'.'||_- T

THE
FUNN
PANEI
AT THE
END

Well, not that funny at all
actually, but it is bloody
impressive. Did you know for
example, that Populous has
sold more than one million
(1,000,000) copies all over the
world? Just think about it - at
£24.99 that's... loads and
loads of money.

No wonder that
Bullfrogs supremo Peter
Molyneux [pictured below)
looks so chuffed!

...'1

civilians in the city. For instance there were
mothers and babies which vou could torch,
but the biggest objections came when dogs
wiere torched! |

Eventually, all the hard work has to stop
and thie game must be mastered and dupli
cated ready tor the shops and you

*There's a lot of pressure o release a
game carly,” savs Molyneux. "In Syndienie’s
case there was a lot of pressure on us from
distributors Electronic Arts to release it in
March “93, | said no

There's also a lot of pressure internally
i) Lt"l']" on H'I-JLIIHC'. I Provenenis bt
you've got to stop somewhere or you'd go

on forever.” T
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HOW DCD
DECIDES

has modelled his Almc-ugh the members of the DCD
. ; team have known each other for
reative Design team

quite a long time, they really came
together for the Legends of Valour project
Struau e USEd b}' d This texture-mapped Dungeon Master -style

on tE'a m. We' won- RPG game was released last year to critical
acclaim. Kevin Bulmer, the founder of DCD
> needed

used the opportunity to set up in offices in
Wolverhampton and get some full time

1S and ma kE'Up graphic artis-rt's. on the tra:ve

- The last year has seen the DCD team

t‘E’ games Such las pertecting their NSR graphics engine and

EIUUF, SO we UlSItEd converting LoV’ to various other formats. As
we spoke DCD was on the verge of signing

ﬂut .s deals with major software houses to develop

two original games.

Creating a game in the Ninetics is an
enormous task, and for programmers there
are often long lapses between projects. This
is where the DCD team are at the moment -
waiting for financial backing from one of the
big software houses before they start pro-
Eramming again.

Kevin Bulmer explains how DCD starts
putting a game together: “It's much like a
picture, a matter of sketching, preparing,
finding the elements that vou want to incor-
porate into it and then finding out how
they're all going to fall together. With Race
Wars, | wanted a lot of vaniety, and sci-fi
gives you that option, It also gives vou the
option of wrong-footing people.”

The sketching that Kevin talks of takes
the form of a 26-page proposal document for
the game which is presented to the various
software houses. This proposal includes
information on the scenario, the idea of the
game, examples of illustrations and graph-
ics, and details about controls, sound and
any specific version information.

IS BORN

AMIGA FORMAT SPECIA
AMES




A GAME IS BEORN

"Ideas for games come from all different
sources.” savs Kevin, “With L
it was because | used to play Dhingeons and

Fgt ! II. r
CETTLS 7 VR

[ragons a lot. Whatever you do is going o be
likee Duirgeon Master, s0 we wanbed some
thing extra. It evolved beyond that, bul Ehat
was the imitial inbention

"‘Within this office we want to produce
games which appeal to us. If we wanted to
make money we'd be working on the
Megadrive, but we're not, we're still work-
ing on the Amiga and the PC and 300, 50 the
houses feel a certain type
of game won't sell doesn’t bother us

Fact that software

Once Kevin has a rough feel for the game
it's time to allot tasks to the team members
The DCD approach is modelled on a film or
theatre production team

“From now on, the svstem we have for
savs Kevin
We will have a director, a L||'|-:11.1Ln;.;:.1p}'-rr

games 15 like the film industry,”

a design .E.-P.L:huunl_ a modelling depart-
ment and a special effects department.”

Kevin likes to get evervthing down on
paper and to consult with the team belore
any modelling is produced. Then the models
are rendered on the Amiga, and next the
effects department, headed by the cine
matographer, work on the pame

"It breaks down very much like the film
industry,” explains Kevin, “but being a
British ‘I"-h'l-.‘l'.h,,".l:l-IL it's on a shoestring, 50
there's going to be pob sharing and blends
between groups

b more soltware houses movie lowards

a film set style of approach to game develop

e

ment, they have to get more protessional.

[his inevitably means ong man program
mers such as Archer Maclean and David
Braben are becoming scarce

‘But there's always going to be a place
for them,” Kevin stresses. “It's like you get
musicians who put down all the tracks of the
individual instruments and do all the vocals
and write the music. There will always be
people who like working on their own. It
you have someone with such a strong vision
then they will carry on doing what they're
doing anyway.”

While there are undoubtedly advantages
to creating a game -||1!;|4,--h.|.|1dq-;E the DCD
approach seems far more flexible. How does
DCD actually set about coding a game?

Kevin explains: “Well, it's the utilities
necessary for creation that dictate time, We
have the existing 3D engine NSK1 which we
used for Legemds of Vinlour, That's now been
scrapped. We then produced NSR2 which
we've got rendening here now. IU's light
years ahead of previous stutf, but because

AMIGA FORMAT SPECIAL
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we were sitting around twiddling our
thumbs, we came up with a new idea which
is proving to be better. This means that
WSR2 will never see the light of day because
NSR3 will be so much better.”

What about the other parts of the game,
besides the rendening?

The 3D engine s the basis for the code
That then uses modules of code that it
around it to deal with the universal and spe-
cialist behaviour of the characters, so things
evolve and gradually build up from there

DCD employs far more graphic artists
than it does programmers. This may seem
odd, bt rrmim‘lng graphics is time con
suming. The graphics can even get in the
way of the actual game

“Lraphics are important because peopile
first see what a game is like In magazines, so
the screenshots must look good. U af thisy
e a good demo running in the shop then
that will encourage them to spend money

As games become increasingly sophisti-
cated, Kevin hopes to add emotion into
them so that they appeal across the gendis
and age spectrum

'Al the moment, sprites will walk, run,
fight and die and that's it,
“NYou don't know whether thev're walking
with a limp because they ve been injured or
if they're walking quickly to deliver some
important information. It's that subtlety that
15 important to the future of games.”

he explains




LLLYs in-house graphics team s Nigel
Bunegar and Steve Drysdale. They were
both trained in design and joined DCD with
hntle EXpenence o Cu l:1'||"'l:11'f- h-l."- IS a
firmily befieves that what makes a pood
designer is their design skills, not their com-
puter skills. The computer skills can be
learned but when il comes to desien, vou've
gither got the ability or vou haven't

All the sound for the games (and even
symphony orchestra conducting) 15 takien
care of by Hen Daglish, the veteran
Lommodore 64 and Amiga music coder
Ben gathers his sound effects from ‘all over
Ihn_' E"-l.'ln_l_" .|||._| I'i.||-- -:'1|||F_ '.||'\-

recorder and microphone

a large library of samples ,-' A\ r_.:j
which he carries around = :F
'.«1t.'llr.;l:nl-|.||‘.hu-l'.]m 7o ¥
N De eeds Grig . L E i

nal samples hae has a j'~ h‘_i Vo
different approach. Ben oy e
SYE *Unce when | was . -"_-‘ Ty 4
doing a motorbike gami ' '!"*.
for Gremlin | got a tape 1'};

| O
wenl to the local motor b ; i
bike shop and said "Can 4
you rev thes up tor 20 Lt

4

minutes please

uite offen vou do
that with musical samples ¥ 14
. For instance, once |
wanted a guitar that went '1-.?1:;':.:-. whicky,
whicky” =0 | went into a guitar '\.I'Il.ll"' and
said ‘Can | borrow this and a wah-wah
pedal tor a while® and | went off and whicky
whickied it

l|f 1
Fad

-.‘:JT %
; arl and have that sort of
3
i,

Much of what the DCD team can do in lerms
of creating new games 1s dictated by eco
nomics and the decision on when a game 5
finished depends very much on the size of
the produchon
1t you're working on an epic produc
tiom that takes vou two yvears then there are a
numbser of |i'|||'|_-_;- that I'.I|F|_1|_'11 Moniey is
invested in packaging and in advertising
You can't waste that money, so vou get pres
sured from all sides to maximise returns on
the product,” says Kevin
Because we are small
Iy we have bo COMpro
. mitse, But then | don’t
think anvone would pre-

tend that games are high

~.|£) value, We all have an

Opinion about our games

| !

r. " !
i [ leertainly think that my
b, e wiul lot
¥ | opimon isanawiul lot
o I ; =

- j i more vahd than a lot of

I "

B publishers who we've

dealt with

LY doesn't play an enormots part
when it comes o the marketing and adver
tisimg of their games

revin says: “We'ne involved in the pro
duction of the manual, the clue book and the
box art, but only to a deeree, Theoreticalls
we should have a lot of sav in what = done
bait in reality the schedule is so hechic that

sometimes we are not consulted or we don'l

A GAME

|15 BORN

chase to find out what 1s Eoine om. Buk it all
works out all right i the end.’

[he huge changes in the computer
mdusiry are also a deg '.-.|I:'-'_ [ACKOT as o
why DL doesn't market its own gamies

SINCE I'I-";-.'i Wik Vi il.lll. t!ll I"\II .'||I-\.| L

Amiga. Had things remained that wav then

Wi '.'!'|I_|'.||I have been able to market our
DWW EAIMiEsS 1'1-!"|.I:":- B i i1 |:-|_:‘ 110
vou've got 300, and new machines from
Nintendo, and Sega, so who knows what's
going to happen. You don’t want to back
Betamax if you can avoid it. We're not in a
position to publish across all those formats
we couldn't fund it So for the foreseeabls
tuture we'll be working with publishers

And that's just the way it is
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)se programming and
recently finished work

a conversion of

)0, their avowed inten-
make it the most

d flight sim for the

s how they went

that...

COMPANY:
MicroProse.

LOCATION:
idlml"p!k_‘ in Chipping Sodbury.

TYPICAL GAME:
S
more the better.
MOST NOTABLE GAMES:

F-19, F-15, Stealth Fighter,
MicroProse Golf and many more.

Conversion of Gunship 2000
to
Cor Gunship

TIME IN DEVELOPMENT:
About a year.

KEY PERSONNEL:
Mark (lead program-
mer),

I!IHHIHIIH,M
Hawkins (producer).

AMIGA FORMAT SPECIAL
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he MicroProse approach to game
development is very different to the

T

corporate, possibly because it's been around
a long time, or perhaps because it was
tounded in America, or even because it pub-
lishes games as well as gli.-'.'q.'lup:ng thiem. Bul
when you see the consistent high quality of
Microl'rose games you can't help thinking
that the company is gething it right

The latest MicrolProse
release is Gunship 2000 - a
conversion of the existing
PC game. Having
recently finished the
game, the British team
weere ready o tell us
all about it.

Gumship 20000r's
producer, James
Hawkins, says of his
ot “The producer is
responsible for What (the
quality of the finished game),
When (the schedule deadlines)
and How Much (what the product
costs). He also acts as the centrepoint for
communication within the company with
regard to his project. It's a busy role to say
the least, especially at the end of a project.
You need aboul six pairs of arms.”

James was put on bo the Gunship 2000

project in February this year. He reckons
that most of his time is spent co-ordinat-
ing quality assurance (QA) - deciding
which bugs get tackled in what
order. In all, the team found 150
bugs in Gunship 2000, all of which,
we presume, are now fixed.
Quality assurance normally
takes place over the last month of a
project, although on
Cunsiip the team
tound that the gameplay
was much too hard until
the last two weeks of the

Rt
i

=

other developers. The company is very

= u " SH I I dl.lll.lh- :..:'ll'”“"lj-'r _'_'f_" I’.ll I

project. Right at the end
there was an intense
period of testing of
about 10 days, for 24
hours a day, although
lames is quick to point
oul that he wouldn't usually work so inten-
sively: “But quality assurance does bring
forward a lot of ideas,” he says.

“On an onginal project | would have
ideas on how | want things to look. At
MicroProse we have producers working
entirely on their individual projects, and
function managers who are concerned with
the departmenis used to make up those pro-

pects, so they give you a lot of input
as well. We don't have overall
control because it makes
more sense Lo gel every-
one involved

wanted it to be the most
action-packed flight simula-
tor on the markel. That involves
making sure about things like not fly-
ing along without targets to shoot at, the
ability to tly low to the ground, a fast frame
rate and lots of things going on o that the
player feels involved in the whole mission,
not just parts of it,” savs James
Also on the Gunship 2000 team, Mark
Langerack is lead programmer. Starting in
March "92, the first thing he did was look at
the 'C orginal and at the PC source code




MicroProsa
is well known

one is Knights of the Sky

He then worked out a schedule for how long
it would all take. The first thing Mark
changed was the line-of-sight function

which checks if one object can see the other
obpect (to judge if there are any hills in the
way, lor example) because he thought that
the PC version was much too slow.

Mark reckons that the Amiga and its
68000 15 easy to program, but he finds that
the Amiga is too slow, especally for 3D.
“You're constantly thinking about the slow
down that will occur if you add another fea-
ture,” he says. “This doesn't affect the
gameplay because that's not what takes the
processing power. The main thing is that the
objects are less detailed on the Amiga ver-
I, eSpec wally the la ml'-m[u.'-

“On the Amiga version we also had to
creale the three detail levels for each object
This means that you've got the high detail
object which pops in when you're really
close, and when that is a bit further away
you replace it with a slightly less detailed
object, and then when it's very far away it's
just a few polygons.”

B = e |
b 'E } .":__ A =

P ‘ A N =
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This is where graphic artist
Paul Ayliff comes in. He found
the trickiest element of producing
Gunstip 2000 for the Amiga was
to convert the 256-colour palette
down to a 32-colour palette so
that it would work on the Amiga and still
look like it does an the PC original.

Usually Paul works by importing the
graphics from the PC into DPaint on his
Amiga. However, on the title sequence he
completely redrew the helicopter, which
took about a week. But the biggest problem
was the office animation (the options screen)
because he had some problems fitting that in
with Mark Langerack’s code. In all Paul pro-
duced it three times

Programmer Mark James' role on the
team was to convert the C (the computer
language} based PC front-end to the Amiga
using Lattice C. That took him about eight
months. When tackling a conversion, the
first thing Mark does is to try to work out
the basic structure of the code and pr:'ui'un.r
flow charts and structure charts of what pro-
cedure is called where. To do that he
literally sits down with a pen and paper, and
the PC code, and
works his way
through it. Sounds
like fun! Despite the

fact that this can be
highly tedious work,
Mark hasn't let it
spoil his enjoyment
of playing Gunaship 2000, "1 come in in the
mormings and boot it up and have a play,”
he says. “The worst thing is looking for

things that are wmng!" i3

o
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THE TALE
OF SID
AND
BILL

When it comes to produc-

ing simulations Microprose

is generally regarded as being
the best in the business.

The company was formed 10
years ago by ‘Wild' Bill Stealey
and 5id Meier when they met at a
conference in Las Vegas.
They both played a
video game called Red
Baron and found it
severely lacking. Sid (an
experienced programmer)
reckoned he could write a
better game in a week,
and although it took him a
bit longer than that he came up
with the flight sim
Hellcat Ace. The game
was particularly realistic
because of Bill's experi-
ence as a USAF
pilot. In fact it
was rumoured
that Stealey
was a defence
consultant for
the Pentagon,
which would
explain why F-19
Stealth Fighter
came out before
the USAF admitted that the plane
existed. Bill has now left
MicroProse, but Sid went on to
write Civilization and
Railroad Tycoon.
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You're looking at one of the tracks for Vision
Software's storming new four-player racing
game, Skidmarks. The finished game will have 10

tracks, monster trucks (that bounce), dune buggies and all
sorts of other stuff.

And it was all written in Blitz Basic 2. Wait a minute, did we say BASIC?

We certainly did. Blitz is something really special. A fast, powerful BASIC programming
language that anyone can use. Read all about it on page
116 of this very issue of Amiga Format Special.

A working version of Blitz Basic 2 is on the Coverdisk of
Amiga Format 52, on sale September 23rd.

Inside, you'll find a competition to find the
best Blitz Basic games writer. The two
lucky, but talented, Winners will

- walk off with A4000s under
their arms. :

> Buy! Enter! Win?
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ASYLUM

INTERVIEWED

Bob Wade, Andy Wilton and Andy
Smith used to get paid for playing
games, now they want to make
money by creating them with their
new Asylum team...

Above: the Asylum
team, from left
Bob Wade, Andy
Smith, Andy Wiltan
and Jim Gardner.

Top right:
Asylum's first
game will be
Leowoll,

Bottom right:
Sfunt Car Racer is
ane of the best
Amiga gameos,
according to
Anyhum,

FAVOURITE AMIGA GAMES:

CURRENT PROJECT:
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ooy se0s a5 many games, good
bad and inditférent, as a games
review journalist, and so, vou codld
assume, nobody has a better idea of what
makes a game good, bad or indifferent
That's the logic that journalists Bob Wade
Andy Wilion and Andv Smith .|'|'P|,||'d whian
they deaded to stop writing about games
and start creating them

The three founders of the Bath-based
Ysvium software house have a long and dis
r”":“l""l'“'l.-: Lalee'T In |.|'-IF'.:|'IIr-;'r |:'-I|:".1.||rh||l_
behind them, and between them have
worked on titles including Amistrad Achon
\WCE, PC Plus, PC Formai, Amiga Format,
:|'.'.'I-,"i LT[ T and Fuifure Misn

Ther paths first crossed in the Late 1968(0s
an ACE (Advanced C omputer Entertainment)
magaring and it was then that the idea of et-

fing up a soltware house wias born over pints

Asylum

Elite, Kick Off, Virus,
Sentinel, Stunt Car Racer.

Zeewolf (‘a thinking man's
shoot-em-up’).

A%
W\

of beer in the local pub, However
it was earlier this vear that pub-
chal became reality, The bovs nol
only formed Asylum, they also
recrited a tourth eam member
im Gardner, who is a former
Microl'rose programmer
Asyvium’s fist game Zeemoolf,
1s now approaching the final
stages of development, but the
team 1s tight-lipped about pre
dicting a release dale
It's very important that we
. ™ don’t announce anything until
we actually know st when it s
going to be ready,” says Bob. “As
jouirmalists wie have seen so many
coOmpanies screw up by announc-
tng that a product would be ready by a given
date, and before vou know i it's two months
kate, then six months late then a vear late
and people lose interest

Lsivien that reluctance to divulge too
much information, what can we expect from
Leewol? Andy Srith describes it as: “a
thinking man’s shoot-em-up.”

Frogrammer Andy Wilton expands on
the subject: "It's a solid 3D style of game. I've
always been interested in 3D stuff, but a lot
of L) games look very sterile, vou get things
like helicopters flying through mountains
and stuff like that which makes it difficult to

believe in the game and interact with it.”

All of us like action games,” adds Bob
Wade. “But we are also all fans of strateqry
games and games that require a lot of tactics
There's a lot of fun in action games, bul we
want something that also means you have
ot o make intelligent choices

50 reading bebween the lines we can
expect a A0 game with a strong element of
strategy as well as a blast of shoot-em-up
achion. Whatever it's going to be, Zeenolf is
almost certunly going o be different

Chur experience of working on maga-
Zines 1% Lhat a Lot of the games should never
have been released, because if the program-
mers had any idea about the market they

Lol Wimary fsylus, 1395

Cralft selectsd:
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would have realised the games weren't
going to get anywhere,” sayvs Andy Smith
Another lesson that the Asylum team
have learned from therr pumalistic expen-
ence 1s that there's no long-term future in
irying fo cash in on the success of ofher
It 1 see one more cute and fulfy
platiorm game |'m going to puke,” says Bob
| like platform games, but there are so

EAmes

damn many of them and so many of them
have been done before. A Lot of i IP'|1,' PP
o have stopped looking for ways of doing
things difterently

b, thie Asvium team have seen hun-
dreds of games that are either mediocre or
st plain bad, but what, in their opinion are
the really groundbreaking Amiga games
whose ranks they want Jecioolf to )oin?

Bob Wade: “I'll still play the onginal
BBC version of Elile. That game just has so
many of the right elements in it Pogiilous
probably did more than any other gameto
populanse the Amiga

Andy Smith
games has to be Kick Off, simply because of
the effect it had at the tme. When we were
working at Future Publishing everybody
played it, we set up a league of four divi

| suppose one of the best

s10ns and 32 teams
Andy Willon
and Senthinel. They all made 3D exciting and
made vou think in terms of 3D ideas like
depth and heght. What that tells vou is that
it vou get the game physics right, 3D can be
mcredibly gnpping.’ i

tunt Car Racer, Virus

- INTERVIEWED
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You've seen them here, you've seen them
there, but just who are Special Reserve?

Special Reserve are the leading mail order computer games company in Europe. Over 180,000
people have joined the club since it's beginnings way back in 1988. We pride ourselves on giving
our customers the best prices, biggest selection and the best service. We have over 18 lines to
take your calls and qualified staff to handle your requests. We sell games and accessories all at
amazing prices for Megadrive, Master System, Game Gear, Super NES, Gameboy, NES, Lynx,
Amiga, Atari ST, PC, CD Rom and Apple Mac. And we sell T-Shirts and cuddly toys!

The excellent prices that you see advertised everywhere (in your regular copy of Amiga Format for instance) are
available only to members, BUT membership costs from just £4.99 and even if you add that cost to the price of the
item you want, it will still be cheaper that anywhere else! There is no obligation to buy anything from us and you

can be any age to join. Make sure that you phone us to check out our pric:es first!

Every member of Special Reserve receives regular issues of NRG

magazine. NRG is our 48 page colour club magazine sent bi-monthly only W

to Special Reserve members. ?

NRG contains:

1.The best selection of games, peripherals and hardware for all popular
formats. We are official Sega, Nintendo and Sony stockists.

2.Reviews in colour and latest information on new products.

3.Charts and Release Schedule, to help you choose and plan.

4.The best prices. Just one purchase will save you your joining fee.

5.Hundreds of Special Offers. Top games at prices you won't believe.

6.XS Super Savers. Money-off coupons worth over £180 a year.

7.£60,000 worth of prizes per year in our FREE-to-enter BIG TARGET

COMPETITIONS. That's £10,000 worth in every issue of NRG, exclusive to memhers

In the August/September 1993 issue of NRG the Top Prize is a Brand New Car - A Fiat Cinquecento!

CALL US NOW TO CHECK OUR PRICES FIRST BEFORE YOU BUY
ASK FOR A FREE CATALOGUE WITH OUR FULL LISTING

0279 600204

Lines open 9am to 8pm Weekdays, 9am to 5pm Saturday, 10am to 5pm Sunday
10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order.

Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG.






CDs are coming, ready or not. And if it
means ‘Bye bye, Sonic! Bye bye, Mario!’
then it could be worth it, even if prices of
£50 a game are already a reality. Damien

Noonan explains...

duction in Commodore’s Far East
factories and goes on sale in October.
If you want to know how to make your own,
liere's how you do it.

First take an A1200: the AGA chip set,
i2-bit architecture, EC68020 central proces-
sor, 2Mb of RAM. Remove every single
interface, then squash down the printed cir-
cuit board to make it a hell of a lot smaller.

Next put the stereo audio sockets and
composite video socket back on, and replace
the RGB with an 5-VHS video connector.
Add a couple of joystick ports and a key-
board connector.

Then let everything else hang off the
edge of the PCB in an edge connector which
will give hardware expansions, and espe-
clally the new MPEG] full-motion video
gadgetry, direct access to all the Central
Processing, Unit and video chip functions.
Then attach a CD-ROM drive. You may
encounter problems here, so design a new
gate array d‘iip o handle ir||:|-ul: and output.

Next, you'll need an operating system
that will run the CD drive, so design a
Workbench 3 variant and squirt it all into a
massive 2Mb Kickstart ROM chip. This baby
will never need a Workbench disk! Then do
something really radical: add in a special

T he new CD?2 is already in mass pro-

chip designed to convert PC graphics to
Amiga scréen display “on the fly”, in real
time. That should keep more than a few pro-
grammers happy!

Finally add the cosmetic touches: a nice,
compact case, a flip-top lid for the CDs, a
volume control and headphone socket. And
there you have it - the world's first 32-bit,
CD-driven console! And because it’s based
on.an A1200, it'll only cost £299!

Thame Park, a managemeni simigod game with a diference from
b
the Bulllrogs, is currently under development lor the CD32,

But wait! What's this? A £200 boxful of
chips that plugs into the edge connector and
makes it the world’s first digital video
player too for a sum total of £4997 Yes,
please! I'll have one..

For those of you with short attention
spans, here's Everything You Need to Know
About CDs in - what do you reckon? Three
paragraphs? OK.

Omne: you don't have a choice about
whether you want them or not. Compact

GAMES

discs will certainly take over from floppy
disks as the main format for games, just as
surely as they will take over from the car-
tridges used by Sega and Nintendo consoles.

Twa: CDs will mean a big change in
game technology simply because they can
hold 650 megabytes of data - about as much
as 750 Amiga floppies could store. We're
going to see a big shitt towards the mega-
epic interactive movie style of game.

Three: what will happen to prices is
anybody’s guess. Some people fear we're
facing a rip-off price rise, similar to what
happened when music moved from vinyl
albums to CDs. With the price of Psygnosis'
first mega-epic Microcosm set at about £50,
they could be right.

‘But,’ | hear you say. ‘But, why are CDs
going to take over? Dori’t we have a choice?’
Well, not really. Here's how CI has become
the only way for-
ward for games. The
software industry
has always ticked
along quite happily,
generally making
decent money and
occasionally coining
it in. But it has
always been riddled
by a paranoid sense,
based on two
unspoken beliefs,
that it was h‘ing
denied the enor-
mous profits it
deserved. Firstly,
there was the myth
of the Great
Popularity Breakthrough. This stated that
just around the corner was a time when
computer games would become really popu-
lar, that games machines would be as
commaon in households as video recorders
and software publishing would make heaps
of cash and gain the kind of media credibil-
ity accorded to music, films or books.

Second, there was the Piracy Problem
I I_'!.-'Fli}”'l'l;"ﬁ-ih. This stated, |:!|.1itt.1 unp:‘-m'.ﬂ.ht}r,
that if games weren't sold on copyable

et - =
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than the original.

LSy

i ]

media like floppy disks then the publishers
would shift about ten times as many copies
and make much, much more dosh.

About three years ago, a crucial phase of
change started. Sega and Nintendo were
gearing up for the vast marketing push
which would make Mario and Sonic house-
hold names, but to create a real “scene’ they
needed more good games. In Britain, there
lurked a vast, ready-made supply of games-
writing talent and top-quality titles.

The tight restrictions on who could pub-
lish games on Sega and Nintendo cartridges
were relaxed and more UK publishers got
involved. As numbers of console owners
increased, thanks to Sega’s and Nintendo's
aggressive marketing, games sales went up
and up. And since the games were on car-
tridges, casual piracy didn’t damage sales.

All would seem to be well in
console heaven - mass sales,
mostly unharmed by piracy. Yet
there were problems.

For starters, there was the
strategy of the console makers.
Essentially, Sega and Nintendo
sell their hardware at a loss.
then make all their profit from
the sales of games - originally by
publishing all the games them-
selves, then later by charging a
licence fee enforced by protection
code and control over cartridge
manufacture.

S0 if you're a publisher
wanting to get a Sega game pub-
lished, not only do you have to
send it to Sega for approval, you
also have to pay the company to
make the cartridges for you. This
tight control soon rankled with
publishers who were used to
open access systems such as the
Amiga. The second problem is
the high cost of production. Since each car-
tridge is hardware, centred around a chip, it
costs a lot to make - around £7 per unit,
including the licensing fee. Not only is that
massive compared to the cost of disk dupli-
cation, it's also a big risk.

If you make too many carts and even a
few don’t sell, the cost of the unsold units
could wipe out your profits. “A difference of
five per cent in how many you order could
make the difference between profit and loss
on a game,” an insider at Gremlin told us,

Equally, the production time is so long -
we're talking months - that if you have a
surprise hit and it sells out, you don't have
time to order more copies and ‘maximise’
your profit. And, worse still, the customers
were getting pretty peeved. Parents were
shocked at the E30-£40 cost of games when

GAMES
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four pleasant jazz-rock tunes
recorded by a Paris band, but it
also tweaked the gameplay a bit
with new scenarios and a clever
‘zoom in’ mode. 5till a good ver-

sion, if you don’t have the original.

Falcon, one of the best Amiga
flight sims, was supposed to be
out on a disc that also included
several of the add-on missions,
which made it pretty good value.
On the down side, it had to be
adapted to play from a joypad,
which took out a lot of the detail,
and when Robert Maxwell took his
dive its publishers, the Maxwell
=owned Mirrorsoft, did too.

Battlestorm, an Amiga shoot-
em-up, ii the only one carried to
the cD3 catalogue out of several
very average arcade-style games
| released for CDTV. It's not worth
buying. The only really promising
action release for CDTV was Xenon
2, complete with a real hi-fi ver-

sion of its
original Bomb
the Bass
soundtrack
(they were a
popular pop
band of the
time, junior)
but that too
vanished with
Mirrorsoft.

The Case of the Cautious
Condor came from the Japanese
FM Towns system and was proba-
bly the first game ever developed
especially for CD. It won awards,
but when we got our hands on it

we discovered this was mainly for
its cartoon graphics, especially the
excellent 20-minute scene-setting
intro, and not for the gameplay, of
which it had barely sufficient to
cover the back of a postage stamp.

T

the console had already set them back a hun-
dred quid, and they soon found out about
the makers’ price control methods.
Government inquiries are still underway, in
America and Britain.

It's against this background that CDs
begin to seem like the way forward for the
software industry. CDs can be made cheaply
(around £1.70 per unit, including all packag-
ing) and quickly, so orders can respond to
demand. They have attractions for the buyer
{you and me) in that they are a more robust,
tidier and more familiar format.

Another gain for the software publishers
might be in the shelf life of games. Sales of
games are curtailed by the short time they
stay on display in the shops - often as little
as two weeks. If retailers like WH Smith
were willing to stock CD games more like
they stocked music, shelf lives would
improve and so would sales.

50 CDs have obvious attractions for the
software publishers. Commodore recognised
this a long while ago, and has committed
itself to CD to keep the publishers happy.
This way, Commodore ensures that new
games continue to be brought out for the
Amiga - without new games, the Amiga
would soon lose its appeal to buyers.

But Commaodore also sees CD as giving
it other commercial advantages. Amiga CD
is an ‘open system’ - one for which anyone
can develop games without paying the hard-
ware makers a fee - and that puts pressure
on Sega and Nintendo to follow suit.

If Sega and Nintendo are forced to move
to open CD systems, they lose the income
from game licensing, meaning that they can
no longer afford to lose money on selling
hardware. This pushes up their prices mas-
sively, creating direct Amiga-versus-console
competibion.

Already you can see this tactic working,
Nintendo is going to be very late into the CD
market - early next year at best - but Sega
tried to get in first with the Mega CD. It
costs £269 in the high sireet just for the CD

GAMES

add-on, the Megalrive you plug it into
bringing the complete system up to E35).
This outdated, :Jverpriwcl botch-job looks
pretty sad alongside an Amiga D2 con-
sole, purpose-designed around new
technology, at £299.

And, finally, there's a whole lot more at
stake too. We're now Tacing the extinction of
the computer games systein As We Know It,
to be replaced by a new kind of home enter-
tainment system. Commaodore hasn't been
entirely successful as a computer company:

after unsuccessful attempts to make it in the
business world with its PC range, only sales
of the Amiga have saved the company from
going bust.

But Commaodore still has its sights set on
making it big. Dominating Sega and
Nintendo in the computer games market is a
tiny, tiny thing compared with what's up tor
grabs is the Home Entertainment System
competition which will dominate the second
half of the Nineties.

This long-term plan underlays the
whole CDTV idea, which Commodore
cocked up badly but which will now come
into its own. The key to it is digital video -

45

*This is the
most exciting
technology.
I'm quite sure
that with
Commodore's
track record
the new
machine will
be a tremen-
dous success in
Europe.”

Geoff Heath,

Managing
Director,

Mindscape
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Above: Dacar is
a 256-colour
platform game
for the
CD?< by Flair.

| Top inset: Andy
Braybrook's
Uridium is
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Bottom insel:
The classic Zool
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Below: The Case
of the Caulious
Condor was the
firat game to bo
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videos on CD - which are technologically
ready and will soon transform the video
market the way CD did music.

The only reason video on CD hasn't hap-
pened already is that you need oo much
data = 50 screens of picture have to be pulled
from the disc every second, in addition to the
audio soundtrack. CD drives just can't shift
data this quickly.

The r|,'.|:|'v|1|,jl_!£*rn is solved by data compres-
sion, and all the firms interested in digital
video co-operated on research to establish a
standard form of data compression. They set
up an organisation called the Motion Picture
Expert Group (MPEG), which last year
finally came to its conclusions and defined a
standard for video data COMPTession.

Ihe practical application of this is a stan-
dard set of silicon chips which perform the
data compression and decompression. This
15 known as the MPEG FMV chip set

By October, Commodore reckons it will
have an add-on available for the CD32 con-
sole that contains the FMV chips and
therefore can play videos from CD. The
plug-in box will cost about £200, but spend
that and in one machine, you'll have a video
p|;ljﬂ‘r -[dip,i.h'll video too - no more detenio-
rating tapes, but benefits like perfect freeze
frame) as well as a hi-fi audio player and a
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compuler games con-
sobe. Plus, if you buy a
keyboard and a floppy
or hard drive, you've
got a personal com-
puter as well. Zowee!

And this isn’t just pie in the sky.

Already, deals have been signed to release 50
popular movies on the MPEG] CD standard
by Christmas. And because the chips are
standard, even Commodore can’t mess it up
and miss the deadline.

50 now you know the hidden agenda.
You know why you're getting CD whether
you like it or not. Just to recap: one, the soft-
ware houses hope for improved sales and

wider profit margins; two, Commodore
thinks that in a fair hardware-versus-hard-
ware fight, it can beat Sega and Nintendo;
and three, Commodore can get a flying start
in the war of integrated, digital-video based
Home Entertainment Systems. So ina way
we, the customers, are innocent bystanders
caught up in a commercial war. We haven't
asked for CD games. Is there anything in it
for us?

Well, the thing you're supposed to find
sexy is the 650 Megabytes of storage. That
MuISSIVE amount l'li :"-Flﬂli.'l-.' !L'l.l".'l_"h F'III.:'n t_'!u ﬂ'f
room for gorgeous graphics in full AGA chip
technicolour. The Mega-epic, movie-style
game is meant to be the big attraction of CD,
the one thing that will make it stand out and
add the “Hey! | want one!” factor.

Personally, | reckon these games may
look great, but the gameplay is likely to be be
utter tripe tor the foreseeable future. This is
the conclusion you're likely to start hearing
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in the first reviews of Psygnosis’ Microcosm,
appearing in an Amiga magazine near you
soon. From what I've seen of Microcosm, it
looks great but is severely lacking on the
gameplay front. If this is the case with the
first batch of CD32 games, it's just as well
that the CD idea has other attractions.

For starters, some sort of common sense
is likely on pricing. We're promised a set
price of £29.99 for CDP2 games, but I've
heard a growing consensus that publishers
need to work towards a £20 price for games
As sales grow and the anti-piracy effect of
CD is felt, that target should become more
and more realistic.

Second, the large capacity of a CD has
other advantages besides mega-epics. Seven-
disk games such as Monkey Island will easily
fit on a CD, s0 you won't need a hard drive
to play the more mature, PC-style adven-
tures - and they should cost an awful less to
produce, because they don’t need all those
disks for data storage.

Similarly, we can expect some decent
compilations, particularly of games that
have extra bits: flight sims with added mis-
sions, for example, or golf games with loads
of ditterent courses. lus your average jum-
ble sale” compilation should see a bit of a
renaissance - I'd hope to see themed ones,
like all the Bub 'n’ Bob games (Bubble Bobble,
Rainbow fslamds, Parasol Stars) on one CD at
£29.99,

S0 in the short term, we're not losing
out. in the long term, we could be winners in
a very big way.

If lessons are learnt from the sheer qual-
ity of gameplay in games such as Monkey
Island, then the mega-epic movie-style game
will really come into its own. Imagine a
game of the quality of Monkey Island with
film footage of actors, or Walt Disney-style
animation, instead of graphics... with sam-

FI]L'I.'l- '.-irh."ﬂ.'h and miusic. .. can'l you imagine
a pretty stunning game? [t's not so very far
away, you know. . g



bout 10 years ago a voung program-
A mer called David Braben wrote a

space trading game called Elite. It is
still regarded by many as the finest ever
Amiga game. For the past five vears David
has been working on Fromtier (Elite 2), which
should be in the shops very shortly. David
has created Frontier virtually single-handed,
%0 how does it teel to spend five years of
your hife working on one game?

“Programming is very tedious and very
fiddly,” says David. “1 would hate to be just
a programmer. The bit that gets me going is
wotking on the design.”

It may seem a sirange admission from
the man responsible for programming one of
the best games ever, but many programmers
agree with David. At best programming is
bonng, at worsi it's a complete and utter
hasr-pulling-out, pain of a business.

Anyway, how does David feel about the uni-
versal pratse that was, and still is, heaped on
Elite? “1 am very proud of Elrte. | suppose
that omve oo Hhee reasons it has been such a
success 15 because | was in the right place at
the right time, but I'm particularly pleased
that it has stood the test of time.”

David wrote Eltte on a BBC Micro about
W years agoe “At the time people said that it
was impossible to do 3D on those machines.
It was a real breakthrough when [ realised i
could be done because the only thing | had
seen then was Battle Zone in the arcades ™

Right: Frontiar
{Elite 2): took
five Braben-

years o
develop.

Below: The man
who created
l’m.‘ll'l

David Braban

ik

For the last five
years David has
been working on
Frontier, it promises ko be a hugr game, but 15
it just a reworking of Elil¢ or is it an entirely
different game!?

"It's very different,” savs David. “I'd
certainly like to think that it’s as ditferent o
what 15 around now as Elite was whin it was
originally released ™

Fromtier is a 3D space adventure in which
vou have a huge number of gameplay
oplions because you can play difterent char-
acters, such as a pirate, MErcenary or
smuggler, each of which effects the games-
p]a yina difterent way The :qn[.n:r %
modelled on current astrologacal charts and
there are more than 80 basic missions, but
you can just ignore them and go wherever
Yo want bo,

Frontwer is, in the words of its creator: “a
very, very big game.”

So with the release imminent, is Braben
prepanng to take on another mammaoth solo
venture? I probably won't do such a major
project On my own again, most teams tor a
similar sort of project would have 10 or more
people involved "

Depending on the success of Fromtier,
David is considenng setling up such a team,
but one area of games design he has reserva-

)
T

BRAEBEN

INTERVIEWED

s Elite the best Amiga game ever?
We talk to the guy who created it,
and we find out even more...

FAVOURITE MACHINE: Programs on an A4000

LEAST FAVOURITE GAMES: Most film licences

tions about getting involved in is the film
licence business. "OUne of the things that is a
shame at the moment i the pressure for
short term projects suich as hicences. You
might only have six mouths to complete the
game, and if you only have such a short
time, you tend to be denvative.”

“I think that people will always judge
games for gameplay, and anvbody with any
sense should realise just how important the
gameplay is.” oy

Lett: Frontier is a
D space adven-
ture, which, in the
words of David
Braben is: “a very,
very big game.”

It should be in @
shop near you soon.
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WIN A cD32

WIN YOUR
VERY OWN
AMIGA CD

he picture you see beneath this piece of prose could be your What we're locking for here is a line of no more than 30 words
prmmﬂmnzz-lnmlmmﬂmhummm (that’s quite a long line if you think about it, | mean this is 23 words

give away. Yes, that one of Commodore UK's joint managing long and it's dragging already!) that sums up the picture’s feel, it's
director, David Pleasance, and the UK's own ‘Mr Breakfast' - The Big  ethos, it's atmosphere and timbre... oh hell! We want one that
Breakfast's Chris Evans at the Science Museum launch of the latest makes us laugh. And we want it by October 30th, in English, printed
Amiga to hit the streets. or type-written and sent to the following address: My Line Is It

This time there are no questions to answer, nothing to research,  Anyway Comp, Amiga Format Specials, 30 Monmouth 5t, Bath,
and no worrying that someone with less taste and less need than Avon BA1 2BW. You can have as many goes as you like, as long as
sn' you will win the wondeful prize simply because their poxy postcard  they’re all funny. Couldn’t be easier. And here are the clues:

showing a picture of “Nightime in Rhyl' came out of the editor's

huge hat first. This competition calls for an element of skill and rare 1) Chris Evans was squirting people with a water pistol at
wit. Failing that, it requires some silly words and the odd bit of the launch of the CD",

libellous content (see rule six for clarification on this). In fact we’ll 2) David Pleasance has just taken over from Kelly Sumner
even lob in some clues to guide you towards that very rarest of as Commodore UK's joint MD.

commeodities - the correct sense of humour for the prize. 3) His joint MD is called Colin Proudfoot.

4) Sega also has a CD-based console - the Mega CD -
and we don’t think it's much cop.

5) Oh come on, you don't really want any more clues
this is easy, it really is. So just get writing.

OH, AND GOOD LUCK.

FAIRPLAY NOW!
FAIRPLAY! |

THE STRICT AND STRINGENT RULES OF THE COMP' FOR THE
FABULOUS PAIR OF AMIGAS ARE AS FOLLOWS MUSH...

1) NO EMPLOYEES OF FUTURE PUBLISHING OR COMMODORE
OR COMMODORE'S PR COMPANIES CAN ENTER.

2) THE EDITOR'S(PROBABLY HUMOURLESS) DECISION IS FINAL!

3) ENTRIES WILL ONLY BE ACCEPTED ON POSTCARDS OR THE |
BACK OF SEALED ENVELOPES. ,

4) MULTIPLE ENTRIES WILL BE LAUGHED AT AND BINNED. .

5) ENTRIES MUST BE RECIEVED BY OCTOBER 30TH. !

6) ANYTHING LIBELLOUS REGARDING EITHER OF THE |
PICTURED PEOPLE WILL NOT BE PRINTED. NO WAY. NO HOW. |
NOPE! NEVER EVER. (that's okay then: happy lawyers).

GAMES
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This CD** could be yours... all
yours if you can create a
mouth-tearingly funny, yet

relevant, caption. No, not to
the picture below you fool -
to that one on the left!

GAMES
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Wanting to expand the
sum total of your
knowledge we talked to
every software house we
could find to build a list
of all the available Amiga
games, well probably all.

cattered across the land are dozens of soft-
ware houses beavering away adding to the
already vast range of games available for vour
Amiga - which alreadv boasts more and better
games than any comparable machine. What follows
15 2 massive six page listing of the currently commer-
cially available games from each software house for
you fo drool over and save up for.

The software house under which agame is listed
15 not necessarily the onginator of the'game and
there can be a confusing number of companies
involved in developing a game. For example there's
a development team (either in-house, , or an inde-
pendent group like Bullfrog), then you have the
publishers and the distributors, who are not always
the same people

When a game stops selling too well it is often
moved on to a budget range, repackaged and given a
drastic price cut, often with another publisher
Foreign games will often be distributed by a different
UK firm. Companies also get bought up by other
companies or sell games on. Tracking down a spe-
cific ttle isn't always easy

In addition to this two of the piggest publishers
Ccean and US Gold have large budget ranges culled
from the catalogues of other publishers while at the
bottom of the |'IE'|.‘|]Z" COme companies such as Prism
Its list, especially the Pocket Power range, is the last
resting place of many a game

Looking through the list vou'll find that a few
favourites are missing. These games have either been
deleted at full price and not released as budget, or
are from outfits no longer with us. Psygnosis, for
example, is notable for not having a budget label and
never selling on old games, while some classic games
from now defunct companies might take a while to
resurface again.

Lo give you the maximum information we have
included the vear, issue number and score of games
reviewed in Amiga Format where possible. With
s0 many games released and limited space, not all
got a look in, and some date from before Amiga
Format's time. You'll find some games are re-
reviewed when released on budget

We can't promise to have included eve ry game
currently as .1I|-!|."-:I.' OF eVEry sottware hi IS Wi Lll'!-'.
on the Amiga, a small label or two might have
escaped our beady eve, but we think what follows is
the most up to date and complete list of currently
available Amiga games you'll find, phew

E Price Year AF Rating

Z1st Century Entertainmant
Wesl Brook Street
Blawbury

Oxfordshire OX11 908

o 0235 851852

Deliverancd £29099 92 35 80%
Moanfal E2089 91 22 T1%
Nebuilus 2 £29.99 91 7 B63%
Pinbal Draarms £2090 82 33 B4%
Pinball Faniasias £E2090 92 41 B0%
Flubicon 29 50

Accolade

Bowling House

Point Pleasant

London SW18 1PE

= 081 BT 70680

Besl selling game: Elvira 2

Elvira 2 2489 92 34 BI%
Jick Wckiaus Uniimiled Golf 2089 A9 3 TH®
Waxworks 3409 93 43 7T2%
2 yconix £1999 82 41 75%
Alternative Software

Units 3-6

Baileygate Estate

Pontelract

Waest Yorkshire WFE 2LN
o Q8FF TATTTT

Best selling game: Dr. Who Dalek Aftack

Allg Al Carfoon Fun £19.99

Bully's Sporting Darts £9.99 83 46 T2%
L-ounit Duckuia 1 £E7.89

Covnt Duckuila 2 £7 a9

Crosshow - Wiliam Teli £7.99

O, Who Dalek Aftack £1699 93 43 508%
Faien Angel £7.949

Galactic Warmor Rats £5 99

AMIGA FORMAT SPECIAL

Price Yeoar AF Raling
Gibaer £7.99
High Steal EF88 B9 2 39%
Hucklgbgrry Hound £4.499
Hulk Hogan's Commando £19.99
Jaws £7.89
Aunsiors E£7.99
Pixig + Dinle £5.99
Fopaye 2 £7.95 §2 36 /A%
Postman Paj g£7.59
Pastman Pal 3 £7.99
Sooly and Sweep E7.08 G2 39 B80%
Thomas the Tank Engine £7.99
Thomas the Tank Engine 2 £5.59
Trackswil Manager £ET.99
Audiogenic
Umnit 27
Christchurch Industrial Centre
Wealdstone
Harrow HA3 BNT
o 081 4242244

Best selling game: Graham Gooch's World Class
Cricke!

Emiyn Huges Arcade Ouwiz E18988 91 21 38%
Emiyn Huges Int. Soccer E2599 80 14 78%
Exila E2589 91 23 E8%
Exterminaior E2595 91 20 Bd%
Fiva Nations Rugby E28.89 82 35.60%
Graham Gooch's Crickal EX09 93 47 "78%
Halter Skelter £E1889 90 16 8™
Loopz £19.499

Wearid Class Rugby E25.88 82 31 B8%
Wreckers £2400 91 22 82%
Beau Jolly

294 Bell Streot

Reigate

Surry AHZ TAD

= 0737 222003

Bast selling game: The Greatest =

Hig Box 2 - £28.59

(R-Type, Back o the Fulure 3, IK+, TV Sports Football,
Shanghal, Rockel Ranger, Real Ghostbusiers, Sinbad,
Defenders of the Earth, Bombuzal)

The Groales! 208 83 46 81%
{Dune, Lure of the Templress, Jimmy While's Snookar)
Fower Pack 2 £20 040

{Wings, If Came from the Desert, Battiemasier, Pragalor

21

Codemasiers

Lower Farm House
Stonaythorpe
Southam

Warickshire OV33 0DL
= 0926 814132

Best selling game: First Division Manager

Hignose the Caveman Ef99 93 43 B5%
Bubble Dizzy £7.99
Captain Dynameo E789 92 40 B7%

Cartoon Collection £2499 82 237
{Seymour goes o Hollywood, Spike in Transylvania,
Slightly Magée, Dizzy, CJ's Elephan! Antics)

Ba%;

Lo in the LISA EFG98 82 40 79%
CJ's Elephant Antics £7.99
Crystal Kingdom Dizzy E18.99 “83 45 65%

Dxzzy Colection F2499 93 30 TB%
(Fas! Food, Kwik Snax, Fantasy World Dizzy, Treastife
island Dizzy, Magiciand Dizzy)

Dizzy Panic E7.99
Cvrry Prince of the Yoikiolk £7.5949 92 41 Bi%
Lhzzy's Excellerd Adveniurss E2499..82 35 77%

(Dizzy Panic, Bubbie Dizzy, Dizzy Prince of the Yoikfolk,
Spelbound Dizzy, Kwik Snax)

Fanfasy World Dirzy L 7.0
Firahawk £19.99 893 48 6B5%
First Division Manaoer £7.89 92 34 B66%
Hovarsprnl £709 82 '35 &7
Kamikaze £7.99
Kwix Snax fro99 82 33 55%
Liftke Puff £E7 89
Magicland Dizzy £7.489
Mean Machine E7.89
Maami Chase £7.a9
Hro E{lnrrg Er.89
Quattro Fightors £7.99
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ame Price Year AF Rating Game Price Year AF Rating Price Year AF Rating

[SAS Combal, Mig-29, Kamikare, Guardian Angel) Actlon Shateen (labal) Empire

Cuaitro Power Machines E799 893 48 68%  Flght of the intruder £14.86 83 42 B2% The Spires

{Winlator, Grand Prix, Pro Powerboal, Mitro Boost F-16 Combat Piloi £999 92 M 8% 677 High Road

Chailenpe) Faleon £1499 82 38 90 Morth Finchley

Ouest of Aggravain £7 99 Operation Counferstrike €999 62 3% B0% London N12 0DA

Robin Hpod Legend Oues! L5489 B4 45 6B5% (Falcon Data Disk) = 081 3437337

SeymouT Jods fo Holywood  ETS3 82 38 T Operation Firefight 000 82 30 TE%h I

Skyhigh Stuntman £7.99 (Faicon Data Disk) Best selling game: Campaign

Shghily Magic E7.93 MNorlth and South £7099 92 3T Bd%

Soccer Pinbal ETSs 82 40 48%  Acvanced Destroyer Stmulafion £999 92 35 6/  Award Winners 2589 52 34 B5%

Spike in Transylvamna E7.99 {Popwlous, Space Ace, Kick O 2, Pipemania)

Steyg the Slug ET83 82 35 83%  Coktel Vision (label) Campaign El3a58 82 41 T9%

Supar Al Sfars £2599 83 43 ThH% Wi £29.99 92 42 5% Campaign £15889 83 50 82%

[Steg the Slug, Magicland Dizzy, Captain Dynamo, Glin ~ Gobiling £2099 82 38 81% (Data Disk)

tha UI5A, Robin Hood Legend Oueast) Gobins £E25.09 93 42 BZ% Combal Clagsics £2088 92 42 88%

SlpeT Seymour E799 Fascination 2080 92 38 B5% (F-15 Strike Eagle Il Team Yankss, 888 Altack Sub)

Treasure [siand Dizzy £4 89 : Cool Croc Twing £2599 92 37 B8%

Violader E7.99 Domark Deathbringer E2500 82 30 Ti%
Ferry Housa International Sports Challange E29.99 892 37T 68%

Core Design 51-57 Lacy Road Leeds Uniled E25.99

Tradewinds House Putney Megatravelies £2099 91 24 T0% |

6371 Ashborne Road London SW15 1PR Megairavelier 2 £E2008 92 3@ B2% :

Derby DEZ2 3F5 = 081 TBOZZ224 Mittarmium £20.99 '

= 0332 29TTET ' Facific Islanas £29.98 82 35 3%
Best selling game: Champlonship Manager 33 Soccer Stars £25.99

Producars of tha bilian! Thunderfiawh and the outhit thal Epace 1883 £29.98 92 311 58%

brought Chunk Rock info the worid AVBB Harrier Assault £3009 93 43 60%  Space Legends £2000 93 46 9%
Championship Manager 93 E2589 93 48 BZ% {Wing Commangar, Mogairaveier, Elte Plus)

Best selling game: Chuck Rock European Football Manager  £25 99 Sports Masters £2099 03 44 90%
Head to Head £34.99 (PGA Tour, indy 500, Advantage Tennis, European i

Biob E2590 93 51 B3% . iniemabional Rugby Challenge E2593 93 47, 168%  Championship 1992) |

Car-Vup £2554 891 19 B3% _ Rampar E2588 92 41 75%  Team Yankee £2999 890 16 B1%

Chuck Rock E25.54 91 22 80% Super Space Invaders 2489 81 29 B)% Valhed 2588 91 28 T2%

Cruck Rock I £2590 93 46 B1% War in the Guif £2599 93 46 TE%

Comporahon £25.54 80 Electronlc Arts

Corporation Mission Disk £1536 90 20 Heron Drive Touchdown (Budget Label)

Curse of Enchantia £34.80 852 41 82% Langley Let Sieeping Gods Lie £9.99 82 38 6&60%

£2588 92 41 72% Berks 5L3 BXP Gazza's Super Soccer £9.99

Frantc 2580 51 = 0753 548442 Emiyn Huges £900 02 3B TT%

Hermgal EHES 21 28 BA% Pipamani £9.98 890 8 81%

Sagquar X220 €2508 92 37 B3%  Besiselling game: Populous

Pramigry £30.808 92 389 B9% Flair

Thae Adveniurars £25.80 Alr, Land and Saa £E3499 82 30 T3I%  The Smithy Side

Thunderhawk £3089 91 26 80% Agualbc Gameas E2599 92 40 B6% 7 Belle Villas

mﬂhe Warrior £2554 90 17 69%  Binds of Fray £3498 92 30 88% Ponteland

e E2059 91 24 TI% Black Crypl E2500 092 4 TA% Morthumberland NE20 98D

Wodietu E2589 92 33 V6% Casties £2808 92 35 T2% = D661 BE0260
Casties - Data Disk £14.99

Cyberdreams Casties 2 E3480 93 51 73%  Best selling game: Trolls

Ba Canfisld Ploce Desart Strika £2999 93 46 BAM™:

London NW65 3BT Giobal Effect £20.09 92 36 &Mn 1865 £2899 83 456 9%

= {71 32832687 Gold of the Americas £25.549 Tirodls £25099 893 44 64%
Halls of Montezuma £2599 91 25 43% Trofs A1200 E2508 83 4T B5%

Darksepd E3405 93 44 T72% | Harpoon £34.99 Whales Voyage E2009 93 47 B80%
Harpoon Bafteseat 2 £14.99

Daze Marketing Harpoon Batteset 3 £1498 92 34 78%  Grandslam

2 Canfield Place Harpoon Scenario Editor £19.94 3 Rathbone Square

London NWE 3BT indy SO0 £2599 90 17 9% 28 Tanfield Road

= 071 3282762 John Madden Football £2599 82 33 4% Croydon
Lord of the Rings £258h B2 30 7% Surry CROD 1AL

Dare Markeling spocialises in distnbuting UK versions of Panzar Balties £2599 82 A7 6% = 081 6BOT044

games from abroad including juicy French RPGs, yummy.  PGA Golf £2999 91 22 90%
PGA GoW Couwrses - Dafa Disk £1499 82 33 72%  Best selling game: Nick Faldo's Champlonship Goilf

Best selling game: Ishar: Legend of the Fortress Populous If Challenge £14.99 92 41 B80%
(Data Disk) Baastiond £19.94

Basion Bomb Club ER89 83 48 T Populous I Plus £34.29 Beavers £25.99 93 47 TH%

Bunny Bricks £989 92 41 TA%  Powamonger £2999 91 18 94%  Chambers of Shaokin

Crystals of Arborea £S89 93 45 52% _ PowermongeriData Disk £14.99 o

hipr EP909 82 .37 TE% Reach lor the Stars £25.99 o -y

ishar AT200 £2999 83 48 7%  Risky Woods £2599 92 37 B5% ™

ishar 2 £29.99 793 B0 T9% Road Rash E2589 82 41 Bd4%

Magw Worlds £25.99 Rome ADS2 ELU99 92 40 7%

(Dragon’s Breath, Storm Master, Crystals of Aborea) Syndicate £34989 983 49 91%

Matal Mutani £9.949 The Bards Tala £20089 93 45 BE%

Micky Boom 2 £2599 93 81 72% (Construchon Sef)

Stnbiace £994 893 48 51% Warlords £2599 91 22 B85%

Storm Master £1286 03 46 BY% Wing Commandar £29099 93 44 #3%

Superskl 2 £999 83 49 BE%

Super Sports Challenge £2580 83 51 53%  Star Performers (Budget Label)

Tha Patncian 3259 83 51 BS% Batlechess 10849

Transarchca £29.99 Bards Tale i £1099 91 23 B9%

Transarchca A 1200 £3288 893 48 B80%  Ceniunon E1089 91 24 T9%

Digital Integration Elite Systems

Walchmoor Trade Centre Anchor House

Walchmoor Road Anchor Road

Camberioy Aldridge

Surry GU1S5 A Walsall WS90 aPw

= (276 684959 o 0922 55852

Best selling game: F-18 Combat Pilof Joe and Mac PR408 83 43 T4Y BAT 2 action-packed = ] ]

Ili‘lﬂ-nlurll from UBI Soft. = § ()3 45y

AMIGA FORMAT SPECIAL
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Prico

Chubby G [] A
Die Hard 2 -'.,1!99 L
' Engiand Foalb - § 500w

Esplonage E15.99 =
Grandsiam Coldction ™  £2009
and Greavsie, T s Big
Tmu Engtmd Foatball, Peter Burmug.—sF
Terramex)

Carver House
2-4 Carver Strowl

Sheffield 51 4FS T
™ 0742 753423 .

83 42
83 47
93 43
93 45
g2 34
83 45
g2 39
Q3 47
GBH | Labal)
Fioothallar of the Year 2 £7949
Hero Quest £889 83 45
Jameas Fond £789 82 33
Janangir Khan Sguash £7.89 &2 41
Lotus 2 fO99 93 49
Lotus Espril £999 92 235
Man, Uiniteg gg g2 38
Supercars : 2 8
Supercars 2 99 o2 M4
Swilchbiade 2 ﬁﬂ &2

B3
83
888w

Yaar AF Rating

55%
55%

Ta%
T2%

5%

93 42 3%
[

83 4% 50%

93 T6%

T::Eﬂ“. Garden Market

B The Final Confict

[=

H.Jﬂm:‘ruﬂ

mﬁn Road "
ieid - Best selling g
Oxon OX13 5LN -
= 0865 390029 Anclent Art B War in the Skies
B17 Fiying wel B
Bes! selling game: Battlechess (now on Electronic Arts  Chilization E34.9
budget label) F1 Grand 34 E'EI
Gunship £34.99

I
AF Rating :

L armid Price Yamr AF Raling Game Price Year

Unit 2112 e

€2999 93 49 To9%

Harbour

Lo
10 OXE

N |

[ ] + ]

8 £2590 02 35, '90%
£25 99 i
£25.99 "#a 4%
£25.90 03s :
£25.99

£25 99 ]

£3499 93 8

Ezssmﬁ

Kenny Dalglish Soccer Match,
Merchant Colony ~ B_ :
Palgdin 2 = 88
Power Lip

rEEance
&' Dirilfy
Lira

Univarsa 3
Warriors of Redayne

Energlse (Budget Label)
Ancien! Games

Classic 4
Cap'n Camage
Cybercop
Emparor of iha Mings
FC Manager
Hyperaction "
Int.Championship Alfvenics
Jungle Jim
Legend of the Lost
Ringside

| |
Soccer Mateh a
Stakar No.g
Super Leag
Tea -
Trivia G

AMIGA FORMAT SPECIAL



Price Year AF Ralting

Pricae

Yoar AF Rating

s

Year AF Rating

Kmights of the Sky £3499 91 29 BE%
Microprose Golf £34588 82 30 90%
Radroad Tycoon 3499 91 22 92%
Sdent Senvice | E3488 81 28 B82%
Spocial Forces £34.99
Supar Teirs £29.989 92 38 68%
Mindscape
Pricrity House
Charles Avenue
Maitings Park

Hill
West Sussex RH15 9P0
= (444 245333

Mindscaps ves in & large designar slab budl from an
almas! unnmagrnabde number of Bifle plastic bricks.
Rumour has if thal the inside is ke 51 Marks in Rome

Best selling game: Captive

40 Sports Drving E1488 52 33 33%

40 Sports Boxing £1499 92 30 79%

Aces of the Greal War £1499 91 23 B5%

mﬂ £1459 80 16 91%

o E1459 892 37 66%

Das Boat £148% 91 23 T9%

Knightrmare £1499 93 46 B85%

tzuni £1499 93 46 BE%
and Death £1489 91 25 7%

Megafortress 1453 952 38 TI'%

Moanshonae £1499 893 46 T2%

Sim Life £34.99

Sim Life AGA £34588 853 50 B6%

TV Sports Baseball £14909 93 43 65%

TV Sports Boxing £1499 93 43 46%

Farids of Legend £24598 893 48 BE%

Wirage

Ho.12 Moody Street

Congleton

Cheshire CW12 4YR

= 0260 299909

Best selling game: Humans

Ashes of Empire £3099 92 37 BE%
Hurmans £2999 93 47 T2%
Humans - the Jurrasic Levels £28989 493 47 78%
Humans - the Jurrasic Levels E1999 393 47 T72%
(Data Disk)

Ragnarok £3499 93 45 B0%
Ocean

2 Castle Streat

Castlefield

Manchester M3 4LZ

= 061 B326633

Ccean is known for the big Wm licences such as Batman,
Terminalor and the forthcoming Jurassic Park

Best selling game: Robocop

2-Hot 2-Handle £29.99
(Shadow Warnors, Tolal Recall, Golden Axe, Super O
Road)
A-Train £3499 93 45 Bd%
A-Train Construction Sef £14.69
Cooal World £2599 03 42 62%
Epic £2999 82 3T %
F-22 Retafiator E2553 90 11 92%
Games Espana 32 2999 92 39 43%
Hollywood Collection E3064 91 18 B0%
(Ghostbuslers 2, Ingiana Jones, Robocop, Baiman the
Movie)
Hook £2599 92 38 48%
inlsrnational Golf Chalienge £2599 83 51 B80%
Lathal Weapon E2580 893 43 64%
Ninja Collection £19.99
Parasol Stars £2509 92 36 8%
Fower Lip £30.64
mpmﬁup:&nwﬂ EEE.QQ 92 38 B6%
19589 83 51 TA%
Rainbow Colfecton £19.99

{New Zealand Story, Bubbie Bobble, Rainbow Islands)

Robocop 3 E2588 82 32 91%

Robaspor 2999 92 40 90%
Sim Anl E3459 852 38 Ti%
Sim Earth £3409 62 39 TO%
Sleepwalkar E2599 93 44 91%
Slpopwalker A 1200 E2589 83 47 89%%

Sports Collachion
(Fro Tennis Tour, Aun the Gauntie!, World Cup Socecar,

ftaka "90)
Superfighter

£18.89

£25.99

(Pitfighter, Final Fighl, WWF Wrastiemania)
E2500 93 43 TO%
(Bar Vs, Space Mutanis, Terminator 2, WWF Ewropean

The Dream Team

Rampage)
Wirkid' £25.099
WWF European Rampage Tour E25.89
Hit Squad (Budgel)
&88 Antack Suby £12.99
Bart v the Space Monsiers £1299
Budlokan £12.89
Chase HO N £0.499
Farth and fnches £12.99
Gunboat £1299
Hard Nova £9.99
Harabhal a9
Hudson Hawk £7.99
Maan 18 £e.59
Mig-29 Fulcrum £12.949
Pictionary £7.99
Pitfigilar £7.499
Populous + Promised Lands  E12.99
Prince of Parsia £7.49
RBI 2 Basaball £7.99
2 £7.499
Hun the Gauntel £7.99
Shadow Warmors £7.48
Sly Spy £7.99
Smash TV £7.89
Strike Fiee! £12.99
Super Hang On £7.99
Terminator 2 E7.99
Tesi Drive 2 £7.99
The Addams Family £9.99
The Cycles £9.99
The immortal £12.99
The Simpsons £999
Tioki £9.93
Total Racal 780
Trivial Pursouf £7.99
Untouchables £7.89
Vioyager £E7.499
Wirbal £ra9
WWF Wrestlemania £9.499
Oxford Softworks
Stonelield House
188 The Hill
Burford
Oxford OX18 4HX
= 099 3823463
Chess Champian 2175 £15.99
Inlalligani Sirategqy Games 5  £25.549
Omar Sharif's Bridge £34 99

Prism

Unit 1

Baird Road

Enfield

Middiesex EN1 15.
& 081 BO4B100

!
83

23
23
83
a1
23
83
23

93

93
83
91
823
93
83
81

80

83
93

83
3
83
23
83
=1
23
g2
B3
g2
23

=1

37
43

48
&7
48
18
47
50
a0

a5

4G
48
28
ar
432
45
18

14

45
a7

46
46
46
49
49
26
50
40
46
34
43

48

3%
18%

Ta%
B3%
B0%
76%
4 2%
5%
447

6%

1%
A%
605
B9%
T4%
a2%
0%

4 2%

Ba%,
B8%

HO%
62%
B88%
B0%
B2%
BE%%
TE%,
62%
A8%
9%

43

T

5B

Flight Path 737 £290 91 25 10%
Fiy Fighter £2.09
Football Manager £2.99
Frost Byte £2.89 Bl 25 69%
Goldranner £2.09
Goldrunner i £2.99
HATE £2 89
Highway Patrol If €299 90 10 48%
Hatsho! £2 o9
Ice Hockey £2 599
Inderraional Socomr £2.99
Iron Trackers £2.949
J UG £2.90
Jump Jet £2.99
Karting Grand Prix £2.99
Laz Vegas £2.99
Mad Show 289
Manhaftan Dealers £2.99
Mouse Trap £2.98
Phantasm £2.99
Plutos 289
Prospecior £2.99
Pratecior £2.859 81 25 13%
Ouadralien 285
Qoo £2.89
Seconds Oui 289
Shaolin Warnors £2.99
Slayer £2.a99 BG 5 4.3%
Space Dudes £2.99
Space Stalion £2.99
Sigr Blaze £2.99
Star Goosa £2.89
Star Ray E2.99
Stoel 2 85
Super Ski £2.89
Tanglewood £2.99
Thai Boxing 289 #81 25 16%
The Grai £2.49
Turbo Trax £2.59
Warzone r2a9
5th Gear £2.99 90 B 42%
Mad Pack rRas

(Fighter Mission, Mad Show, Thal Boxing, Elecironic Pogl)
Soccer Mania E19.99

(Foorball Manager 2, Gazza's Super Soccer, Microprose
Soccer, Soccer Manager World Cup)

Speed Pack £9.99

(Highway Faltrol, Phantasm, Chicargo 90, Jump Jal)
Sparts Pack £9.99

(Windsurf Willy, Hotshot, Karting Grand Prix, 5th Gear)
Star Pack 699

(Eye of Horus, Star Ray, Star Gooss, Ouadralien)

Tripde Action Vol 1 £14.99

(Deuteros, Hammer Boy, Battle Valley)

Triple Action Vol 2 £14.99

(Seconds Oul, Hunier, Lancaster)

Tripde Action Vol 3 £14.94

(Targan, Thus the Fox, Ghostbusters I}

Triple Action Vol 4 £14.99

{Grand Prix Master, Crazy Cars ill, Battietech)

Triple Action Vol. 5 £14.99

(Satan, The Biues Brothers, Maya)

Turbp Pack £9.09

firon Trackers, Dark Fusion, Turbo Trax, Steal)
PC Hits (Budget)

Bathatach £8.845

SOFTWARE HOWUSES

A garme offen spends ifs last days of commercial wiablity
in the Prizm range, where you'll find dozens of old games
4l & mare than reasonable pnce.

The range includes classics such as B-Type I

Beslt selling game: Football Manager

Pocket Power (Budget)

Airbal £2.99
Archipelagos £299
Artificial Dream £2 949
Bad Company £E299 80 8 Ti%
Baltie Bownd £2.99
Batile Valley £2.99
Batiieships £2 99
Beyoand tha lce Palace £2.99
Chicargo ‘80 £2 8949
Dark Fusion £2.99
Daflakior £2.99
Demaolition £2.99
Dogs of War £2 99
Eleclronic Poal £2.949
Eye of Horus £E299 B0 & B1%
Fighler Mission £2.949
Firabiaster £2 949

AMIGA FORMAT SPECIAL




50

I |

=

Price Yoar

AF Rating

Losi Treasures af infocem

Psygnosis

South Harringlon Building
182 Saffton Stroet
Liverpool L3 4B0

= 051 7095755

FTWARE HOUSES
L S
AF Rating
Fooiball Manager 2 £9.98
Grand Prix Masfer £999 90 6 TB%
Hammer Boy £9.50
Hall Raiser £9.99
Lancasier £9.98 B9 5§ B1%
Alapa £9.99
Purswit fo Earth E9.50 80 B8 18%
R-Type Il £9.94 g1 2% BE%
Satan £5.99 B 16 7%
Shockwave £9.90
Targhan £9.99
The Kngial £a.9q
Windsurf Wity £9 99
Profile
Unit 10
Beaumont Business Cenire
Beaumont Close
MNanbury
Oxfordshire OX 16 7TH
o 0295 263363

3998 82 40 90%

Psygnosis iz renown ad for graphically maslerul games
such as the ongingl Shadow of the Beas!, which halpad

sell many an Amiga. The company also produced the firs!

aver Amiga game, Brafaccas. What jolly nice peopla

Best selling game: Lemmings

Agony 2598 82 35 Yo
Alr Support £2598 92 41 62%
AQUEVE Iura E2588 82 37 Ti%
Armour Geddon £2599 91 22 B5%
Afoming £25.98

Awasome £2590

Barbarnan 2 £25898 92 31 TI%
Carf Lew:s Chalenge £29099 92 40 56%
Carthage E2598 81 18 B2%
Chronoques! 2 £25.99

Cytron 28589 83 42 T0%
Dungaon Master

+ Chaos Sinkas Back £29.99

Kifltng Game Show 2588 80 17 92%
Leander £25499 97 32 TR
Lamimngs £2588 81 20 82%
Lammings 2 £2000 93 46 04%
Lemmings Double Pack £29.90 03 42 B0
Maga Mix (2988 83 44 TO0%
(Chvik, Leander, Agony|

Monster Pack 2 £25 909

(Kiling Game Show, Awesome, Shadow of the Beast )
Oh No More Lemmings 25898 82_31 B2%
OivbifLrs £2590 491 20 B1°
Ok 2599 892 a5 7T2%
Red fong £2509 92 40 64%
Walker E2583 83 46 81%
Rage Software

Triden! Housa

105 Derby Road

Liverpaol L20 BLZ

= 051 9332688

Best selling gama: Striker

Balman: the Caped Crusader 124 949

Hudsor Hawk £24 94

Mignight Resistance £24.99

Strker £2590 92 38 93%
The Unrauchaiies £24.549

Readysof

30 Weirheim Cour

Sulte 2

Richmond Hill

Cintario

Canada

= 0101 416 7314176

The amazing grapghics of the Lair geres gre
Foadysoft's main claim o fame. Readysolf iz distribufed

in this cowntry by Empire,

Cragon's Lar

£34.99

Dvagon's Lair if
Dvagan's Lair [N

Guy Spy

Soace Ao

Space Ace 2

Tha Animalion Classics

(Wrath of the Demon, Space Ace, Dragon's Lair I}

Wrath of the Damon

Renegade

Unit C1L
Metropolitan Whart
Whopping Wall
Whopping

Londaon E1 955

= 071 4819214

Best selling game: Sensible Soccer

Bitmagp Brothars Val, 1

{Xenon, Cadaver, Spaedball 2)
Firg and ice

Gods

Magic Pockels

Sensible Soccer

Sensible Soccer 3293

(Date Disk)

The Chaos Enging

Sierra

Umit 2

Technology Centra
Station Road
Theale

Readi

Bucks RGT 4AA

o 0734 303322

A-10 Tank Killer

Black Cauldron

Covonél's Beques!

Heart of Ching

Howle's Book of Games 1
Hoyle's Book of Games 2
Hoyle's Book of Games 3
Jones in the Fasi Lane
Mings Quest 1

Kings Quest 2

Kings Quesi 3

Kings Quest 4

Kings Quest 5

Lesure Swif Larmy 1
Leisure Swif Larry 2
Lasung Swif Larry 3
Laisure Swi Lamps
AManhumniar New York
AManhurlar 5an Franssco
Palice Quest

Folice Ques! 2

Police Quest 3

Lues! for Glan

Queast for Glary 2

Hid Haron

Space Quest 1

ooace Ouest 2

Space Quest 3

Space Quast 4

System 3

18 Paterborough Road
Harrow

Middlesex HA1 ZB0

= 081 B64B212

Fuzzball

K

Last Niria 3
Myth

-
P
i

Team 17

Marwaod House

Garden Stresl

Wakefield

West Yorkshire WF1 10X
= 0924 291867

Price Year AF Rating
E4488 81 20 65%
F3489 93 44 5%
E20.88 82 38 48%
E4489 80 B 62%
£34.99

E44.88 83 50 44%
E2885 81 189 BS%
£25.99

E2593 82 36 BO%
£2509 M1 23 90%
E25898 81 27 B5%
E2588 82 3 9%
k489 B3 42 B0
E2500 03 45 9O0%
E30.09 91 22 7T5%
£38 90

£39.99 90 “15 B0%
£3589 92 32 Bi%
£39.90

£39. 50

£39.949

£39.84

£35.90

£39.99

£35.890

£39.99

£39.80

£35.860 82 35 53%
L3994

£35.80

£39.99 92" 33 5%
£39. 80

£39.598 80 13 5%
£.39.949

£39.88 90 14 B59%
139 .50

£35.90

39,90

Eia.58 82 32 389%
£39.99 92 35 58%
£35.88

£39.99

3988 892 35 48%
£1999 82 30 80%
£25.89

£25688 91 248 1%
£2500 92 37 58%
2588 82 40 895%

Team 17 is dedicated fo pushing your Amiga 1o its limits
and s particularly well-known for producimyg adranaling

ingucing games

Besl selling game: Alien Breed

AMIGA FORMAT SPECIAL

Alven Bread Spacial Eoifion 1098 93 43 BT
Assassin £E25.00 93 42 B5%
Body Biows £2699 93 46 BT
F17 Challenge £12.99

Full Contact £953 91 24 BE%
Civerdrive £P5.59

Project-X Revised Edition 12099 93 S50 o0
Superfrog £26.99 93 47 B5%
Thalamus

Unit 29

Hiverside Business Cantre

Victoria Streel

High Wycombe

Bucks HP11 ZLT

= 0484 474713

Creatures £2508 83 456 63%
Winfer Camp £25.98

Borobodur F2598 92 33 5%
Thalion

120 Anderson Park Road

Mosley

Birmingham B13 DG

o 021 4422050

Best selling game: Alrbus Europe

Airbus A320 Ewrope £2090 92 31 T8%
Arbus AZ20 American Edivon £3589 93 49 80%
Lianhaar £2700 93 45 BT%
MNo Second Prize £2559 82 41 BO%
Titus

United House

Marth Road

London MT 8DP

= 071 7002119

Best selling game; The Bives Brothers -
Games List

Biues Brothers F2589 91 289 BE%
Crazy Cars il £2509 92 38 93%
Super Cawianon E2509 93 49 7T0%
Titus the Fox E2589 92 34 B1%
Fox Hits (Budgat)

Battiagtorm E999 90 17 B3I%
Crazy Cars N £9.95

Fire & Forget £9.98

Fire & Forget I £9.99

Hot Rubbs £9.99

Knight Force £E998 90 T 33%
Off-Shore Warrior £9.94

Pratusfonk £998 91 25 BB%
Sloers T]es 91 M B0%
Swap €893 91 26 59%
Titan £0.59

Wild Streais £8.949

Turcan Research

B3 Greencroft Gardens

London MWE 3LJ

= 071 625 8455

Armada E2d 95

Droadnoughts EMe5 92 37 45%
Draadnoughls E16.85

(Data Disk - The Bismark)

Draadnoughts £16.85

{Data Dizk - Ironciads)

Gahtysburg £24.95

Napaleonic Compilalion E34.99

{Austariiz, Boroding, Walerioo)

uBl Soft
Finchley House
707 High Road
Morth Finchley
London N12 0BT
= 081 3439055

Although it has a UK office UBI Solt hails from France,
homé o somme excelen! games, including such classics
as BAT and Vroom

Bes! selling game: Dynablaster
£30.99 o

Battie Isle 29  50%



v~—__
N SOFTWARE HOUSES

=, |

4 Price Year AF Rating Oame Price Year AF Rating Gamo Price Year AF Rating
BAT 2 £34590 B1 18 B8 Crackaown £799 80 10 &%  Lueof the Tempiress £3099 92 38 092%
Batile Isie - Data Disk £19.98 82 a7 T¥% Dragons of Flame €793 90 B 62% MeDonald Land £2569 92 41 44%
B Kid £2500 93 42 T0% Dl £789 81 21 B88% Moitorhead £1569 83 42 T6%
Dynablaster L3098 82 34 87 Final Fight £0 99 03 48 &5T% HRaach far the Skies E3060 893 48 B0
Faniastic Worlds £3598 083 43 B2 Fire and Brimsione £9.899 80 13 A1% Realms E2900 02 32 8%
Mego-lo-Mania, Pirates, Realms, Wonderand, Populous)  Flimbo's Quest £99% 93 42 65% Shutthe EIDE3 82 41 T0%
FIrEl ST F3088 &1 28 491% Forgonten Warlds 7.0
Meglomania Pack G. Linakar Hotshols £7 849 Tronlx (Budget Label)
Fro Tennis 2 £2553 81 22 82% Gauntigt 2 £7.99 Itakia 90 £990 90 10 2T%
Sirategy Masiors £3250 B3 43 7T6% Gihouls 'n' Ghosts £788 82 30 54% Moy Python £9.99 90 15 “
Spinf of Excalbur, Battle Masier, Hunfar, Chesspiayer Go for Goid £0.99 Super Off Roaa Racer £9.99 80 17 B0%
2150, Fopuious Heroes of the Lance £9.09 Viz £999 91 23 T0%
The Parfect General E34.90 92 37 BE impossibie Misson 2 £7.945 81 25 T2%
The Perfect General - Data Disk£19.99 Indiana Jones Achion £7.99 Zeppelin
¥room £2599 92 34 91% internahonal Socedr Challengs €999 83 48 24% 90 Ash Way
Ifaly 1950 £999 02 37 TN Houghtan-Le-Spring
U5 Gold Last Ninja 3 £9.99 Durham DH4 6JW
Units 243 Holford Way LELD Storm E798 91 25 46% = 091 JIBSTTS5
Haoltord Lineker Collection £15.599
Birmingham B& TANX Maga Twins £9.94 Namad for some reason affer a large thing full of gas
= 021 6253366 Mercs £9.99 Zeppaiin's range of games svaned and confaing Srange
Microprose Soccey E798 82 358 60% Ne-ing, Nelghbours anyone? The best seling game is
US Gold has a vas! vanely of games from a diverse range  Moonwalker £7.04 Once again a fooly number, are you obsassed with if or
of developmeant leams and also has a very healthy budged  Murdar 998 93 49 B81% something?
izbal, Kirx Myth £E993 93 49 68%
Minja Ramix E990 91 18 T8%  Bestselling game: Match of the Day
Best selling game: Sireel Fighter 2 Oparalion Harner £999 90 16 B4%
Criental Games Eggs B0 16 2% American Tag Team Wresfling £7.99
Aen Storm E2589 92 31 59%  Cuirun ET.90 Arcade Fruit Machine £7.99
Anafhar Worid £25689 42 31 &2% Owirun Europa £9.6a Arcade Trivig £7 98 81 26 57%
Bana of the Cosmic Forge E3T00 92 36 B80% Panra Kick Boxing E9.99 Arrig £7.98 82 37 44%
Thewr Finast Hour E3064 80 11 90% Pinball Magic B899 953 439 79% Blade Warnior £E789 o1 27 Ta%
Blade of Destiny £E3969 93 50 918 Rick Dangerous E7898 82 33 7T5% Blinky's Scary School £7.94
Bonanza Brothers E2589 82 31 T0% Rick Dangerous 2 E099 93 48 88%  Brides of Dracwla £700 03 48 54%
Callormia Games I £25689 92 3B bd% Road Biasfers T.88 Camage £799 93 45 51%
Conflict ; Korea £34.89 82 3T T8 Rodland E998 93 48 85° Doc Croc's Adveniures £7.99
Conllict in tha Midkfe East €30 99 AVF Honda £5 90 Edd the Duck £799 91 3 Tk
Cruise for a Corpse £2709 91 27 90% Savage £9.90 Edd ihe Duck 2 £7.98 83 47 B0%
Curse of the Arure Bonds £30 89 Shadow Dancer E998 93 48 53% F-1 Tamadao E7 90 92 40 4T%
Cybarcan E25890 81 23 950%  Skor ET88 B0 12 B&% Frankensiain £7.49
Dark Queen of Krynn E3299 82 41 489% S5 Dragon E7.99 90 168 B82%  Grasme Souness Manager £7.89
Daaih Krights of Knpnn £30.99 Stargider 2 E988 82 31 BA%  Graeme Souness Soccer £7.09
Eye of the Baholder £3099 91 24 892%  Streel Fighler £9.99 International lce Hockey €799 91 23 7%
Epe of the Bahokder 1) £3589 82 3B % Sirichar ET85 B85 3 91% International Tennis 709 83 45 B2%
Flaghback E30.90 93 45 93%  Sirider2 £909 91 18 7%  internatonal Truck Racing £7099 83 45 41%
G-LOC E25 99 Stunt Car Racer E799 92 30 89% Jocky Wilson's Darts + E7EA 91 18 Ti%
Gateway o the Savage FronferE3Z209 82 34 45%  Super Monaco GP £999 92 40 B80%  Kenny Daiglish Manager £7.99
Gaunniet il £25.99 91 27 63%  Super Scramble Simulator £7.99 Maich of the Day £2599 92 40 56%
Hillstar E2553 80 5 TP Swilchblade ETG8 00 & 85% Neighbours E7G8 852 I 24%
indiana Jones Advaniure E37898 83 43 82% SWiI £999 91 21 82% Santa’s Xmas Caper £7.84
Indiana Jones Arcade £25.99 Tennis Cup 2 £9659 92 38 80%  Sharkey's Mol €799 91 25 69%
Ligenas of Valour E38599 B3 44 B81% Thunoer Blada £7.99 Sink or Swim £2500 93 47 Ti%
Links E3500 82 36 2% Turbo Out Run £788 80 & 70%  Stack Up £7.99 91 26 B0%
Links Bouliful - Dala Disk E1799 92 383 BE% Turrican £7099 91 2 B88% Titarve Blinky E780 82 30 Ti%
Links Firestone - Data Disk E17.80 92 38 BB% Turncan 2 £789 91 20 B80%  Universal Warior £799 93 46 65%
Max £18.59 Tusker EFT99 90 14 B8% Workd Crcket £7.84
Mega Sports £25.09 Umimale Darts £7.99 World Rugby £7.99
Mega Twans £2699 91 28 60%  Vigiante £7.09 World Soccer £7.99
AMight and Maguc N EA588 82 35 82% World Class Leaderboard £9.559
No Grealer Glory E3409 083 42 50%  X-Ouf £789 80 7 T8%
Outrun Europa E2599 &1 28 7% Z-Oul €763 o1 19 90%
Pools of Darkness EA280 892 35 63%
Raving Mad 2599 83 43 B9% Kizx XL
{Rodiand, James Pond Robocod, Mega Twins) Bamehawks 1942 £14.98 & cheery chappy from the sxcellent Heroguest to
Rohin Hood £E2599 91 27 Bl% F-15 Sirke Eagle Il C1698 91 24 80%  say larewell to this monstrous list of games.
Robocod E25898 981 28 81% F-19 Stealth Fighter £16.99 03 "dE  B88%
Roboliod AGA E25590 83 49 91% Futune Wars £1298 83 42 5%
Scrabbie E2708 893 46 B4A% indiana Jones Adveniurg £14.99
Socred of the Siver Blades £32 50 Loom £14.90 50 #1868 B85%
Shadow Dancer E25.99 M1 Tank FPlatoon £14.99 93 48 75%
Sireet Fighter 2 £2799 83 43 8™  Maniac Mansion £1298 93 49 73%
Super 5804 18,909 Midwarider 1289 S0 12 62%
Super Sim Pack £19.99 Micwanter [f £1699 92 28 87T%
The Godtather E3080 92 A2 46%  Opevation Staalth E1499 83 42 66%
The Manager £30.90 92 35 79% Pirates! £1298 93 48 TO0%
Tha Secrel of Monkey lsland E2598 91 23 92%  Jak McKracken€12.99 a3 50 TB%
The Secrel of Monkey [sland Il £37.99 92 38 05%
Treasures of Savage Frontier £3298 82 41 49%  Virgin Games
Wayne Gretsky Hockey I £2599 82 33 78%  338A Ladbroke Grove
London W10 5AH
Kixx (Budget) = DA1 9602255
30 Pogd £59.59
1843 E7.09 Best selling game: Jimmy White's Whirlwind Snooker
Action Fighter E7.89
Axal's Magic Hammear EFEd 980 7 6% Archer Macl ean's Pool F2589 52 40 B89%
Barbarian i £7.89 Dune £3089 02 36 T9%
Barbanian Limate Warnor ETES 91 25 Ti% Dune i £3088 83 50 80%
Bionie Commando EFS99 91 25 43%  Global Gladaiors £3099 93 50 B6%
Caifornia Games £7.89 Goall £3098 93 49 BS%
Caiifornia Games i £9.99 iy White's Snooker £2999 91 26 91%
Carrier Command €809 82 41 80% KGB £€3099 93 42 9%
Canguarnar E7ES 00 8§ 93% Lagend of Kyrandia E3558 83 42 BT™%

AMIGA FORMAT SPECIAL




BRAYBROOK INTERVIEWED

Left: Uridivm 2 is the Amiga of an on barrassmaent to them. |'n
version of Andy's action- cuire | mitssed ot om 8 fow nay rices
packed blaster Wridiuwm. hieare e gl .|“ A

A Ehas poind 1S orth pansing i
Below: Programmer and Lk bo account that Andy likes
bass guitar player Andy S 5% % iy Rusl
‘Geddy Loc' Braybrook, 3 TUCKCTIVUSIC, CoPecially Rl

and |'!.". S a band that speculises

E " -
NS | LA P K MUsiE wWilh more
| than | passing re=srmiblance o

!.:|_ 2 LT Bk (5

Sleve and Andy are still work
d .
ing logether, When they Birst sel ug
10 vears ago the company was

I
called 51 Saftbware and they created

; .
rames for the Commodone B sl

‘ " J »
caa Y - as Growpies Dav Ot a sort of plat

r TOTTI e 1IN Winch You navee 1o

AV — L
save liftle creatuires from harm and

I hwear First game for the Amig

Andy Braybrook | =

It's a brilliani platton

Andy Braybrook began
programming for GEC
Marconi writing accounting
programs, he went on to pro-
duce Rainbow Island, possibly
the best-ever Amiga game...

.:..'.ln- -.I-: immense depih and
character, but it almost never
FAVOURITE FASTIME: Playing Bass Guitar <aw the light of day. “Rainl
[slands was sithing on the shelve

FAVOURITE 705 ROCK BAND: Riush it Microlrose for ages becaus:

there was some problem

between MicrolMrose and Tailo

ost of the programmers we've his spare time. Steve decided to make the but then Oeean bouaght it and released il
spoken to started out messing break and start his own company (Lrattgold)  explained Andy
about with B=hil compulers in and a few months later, in September 1983

thiewr Bedrooms and slowly worked thiss he askisd me b o him

way up thi programming ladder il full Slevie gave mie a b inberview when
e & |||!_|':. wment, Mol s Andy Bravbrook e came roundd o my hoose on a Froday
e was |_':'|||"|| Vil as 3 PrOgramimer i) ol night ke he did every week belone we
Marcon: wnbing accounting programs in went fo the pub. It went something liki

Cobol, Andy .1|~|.5:n- hivw b made thi Pha wou waant o work for me?

switch into games programming Yeah, Uk
Below and Right:
Uridium 2, is based on s : i -
the ariginal Uridium L urmer was in another band playing lead 50 | took about a 5 per cent cut in pay and
Andy wrole in 1906, guitar, and wnting stuff on the Spectrum in wir set up in Steve’s living room
= WS 1 i'.'.;.| PR L e L .| L Marconi! I

Mo really”™ . savs Andy

| was playing bass in a rock band. Stevi Right et s o dowwi the pab

Andv 1s 0 iy Ikl n 1
i el d and LR ] I I i L
1T SPACTCTER JE I|'I | W

ir thee b i 14986, 11 I VEersion

ki il | | mshied I 1= |
| | T I
thal shoudad have the feel of
;
the orinal, bul be better
In thiee meantime Andy has got his band

back toether agam and 15 trving (0 think ol

1 rema for of Ehat the o ramamdet Ipproves of
|

Hie 15 akso A riv aw WL E L™ I lirase wf th

1
new Kush album :

2 INTERVIEWED
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EGA

oog@g rRADI O

BBC Rado One FM will be broadcasting
e from the show

S

AMIGA
games!

he year's biggest games event... GamesMaster TV broadcast live Thursday evening; and the

Aladdin

Come 1o FES on Frday and get a free
tickat to sea Disney's huge Xmas hit —
before it's even released!

GamesMaster Show live all day every day... see all the latest hardware and games first at FES...
National Computer Games Championships final... BBC Radio One live...

@ Tickets are only available in advance!

@ The only way to get tickets is to phone
051-356 5085. Call now!

® Price £6.95 each or £24.95 for family groups
of four (with at least one adult). Note: no
tickets will be available for sale on the day

The Future Entertainment
Show hotline is now open:

051-356 5085

Future Entertainment Show
PO Box 2, Ellesmere Port, South Wirral L65 3EA

Future Entertainment Show priority form

state your preferred date o coma 1o Ihe Future
Entertainment Show. We'll do our best 1o send tickels of your
first choice, but should these be unavaillable we will Sand ywou
your preferred alternative. Please put 1 against your first
choice and 2 against your second:-

Thursday 11th Friday 12th

Saturday 13th Sunday 14th
Please reserve the following tickels for me:

Advance Mumber Total £

booking required
£6.95 (Single ticket) £
£24.95 (Family ticket) 2

Grand Total £
Meathod of payment: [Please tick appropnate box)
ACCBSS

Chegque Paostal Order Visa

AFS 793

Please make chaque payablé 1o: Fulure Entertainment Show

Credit card no: Expiry date

Plaase fill in this coupon clearly in block capitals

Name

Address

Postcode Telephone
Signature Date

Fleasa tick hera o YO Oon I wish Lo recena
diract madl I'rom other companies

Please nole your lickels will be sani to you aighl weeks balore tha
show. Plaase return this form, your paymeant and SAE to:- Tha Futuna
Entartainment Show, PO Box 2, Ellesmere Port, South Wirral LS 3EA



And buy all
- the hot new




SILLY GAMES

Some
games in life are
mad, they can really
make you sad, while other
games just make you swear
and curse.These are the mad
ones. So, Join our panel of fad-
Ing celebrities as they award
the Amiga Format Special
Silly Game Awards of 1993. ..

ood evening Ladies, Gentlemen

You join us here at the

Walthamstow British Legon club
on a very special occasion. We're here to
award the coveted Amiga Format [ury [
Wimson Publigue statuettes, or Cynils as they
are popularly known. These sought-after tro-
phies are given for services below and
behind the level of sanity

Since issue one in August 1989, Amiga

Format has reviewed some 1000 EAmes
Many of these are now just dim and distant

memaories but some games, no matter what
kind of score they recerved, stay tresh i
everyone's mind. This is because they are
odd, peculiar, bizarre and, for these reasons,
we remember them fondly

We'd like to celebrate these bizarre
games with you. We feel that the tortured
geniuses who invented them should be
recognised; they should get a pat on the back
for providing more unintentional laughs per
minute than a speech by John Major

Amiga games have been hatstand for quite
some time now. All the games in this cate-
gory were released well before 199, The
weirdness started with a game called Wizhall

This Ken Dodd
o a4 game was one ol thie

first 16-bit programming efforts from
sensible Soltware. The game is about a ball
called (stop me if you'vie heard it), Wizball
Phis ittle red blob is the servant of a wizard
and it's his pob to zip around Madland col
lecting colours. Along the way Wizball
collects various pPOWEr-ups I luding a satel
lite Wizball called Cat. Fortunately, the
gamie’'s as brilliant as it is bizarme, managing
bo mix a great inertia system with some mas
sively frantic zapping. We reckon that this is
miore than overdue [or a re-release, so how
about it Sensible!

Chur second nomination is a stalwart of
the weird game teature. It comes from the
land of the cheap mutton import (that's
France EEC fans) and it's called Captan
Blood. The storv-line 15 about an intergalactic
pirate o alled € aptain Blood who goes
through a displacement beam and gets split
into nine different
entities. The wdea of
the exercise is to zip
around the universe,
tracking down all
the difterent Captain
Bloods. The gamie
includes some truly
great pre-rave
Py hedelic i"'.l“l_".'l'l-\-
and lots of com-
pletely meaningless
conversation with
alien lifeforms

The third game
in this category has
a surprisingly simi
lar fee to Caprbarn
Blood. The game is called Purnle Saturn Day
and it's also a French national. This bizarme
numero francais is a futuristic sports event
in which you compete in retlex and intelh
gence tests s0 unusual that yvou'll forget your
name for several minutes

And finally, in this category we have the

1989 Mindscape game, Fiendish Freddy's Big

5

[he idea of this multi—eveni

I e Fun
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Jocky Wilson's Darts: winner of the Cyril for
mosi peculiar sporis game. Well done.

successtully
ompiete a number

| here's the gh diving, thi

ol CIrcCus acts g
unicvele ueeling, the i ipeze, the knif
throwing and the highwire act. It's difficult
o zay which 1s the addest of these events
but the knife throwing, in which vou get to
hit the spinning girl, must rank as some of

the weirdest dmaga entertunment ever

S0 there we have if, the

oddest pre=154 games
for the Amiga. And
!|'|' winmer in this
highly-competitive
Category 15

T .
Laprlarr Beliowgd

Rriad
Congratulations to
the French and thedr

MAOSE CXCEIECTL Wi

sports simulations are great, they bring out
the competitive side in people and get the
old adrenaline pumping. Then of course
there are sports simulabions from the Oddth
dimension, games that bring out the dis
dainful side in people and get the amino
Acids pumping | his category 15 for thinsy
games which simulate some bizarm sport
Straight off the starting blocks is that
masterpiece of deconstructive program
ming, Grand Natwmal. The idea of the game
i5 o coax A racehorse through a few seasont
ing as much prize/betting money as
possible. The race is viewed from overhead
with bushes and fences hurtling by as the
aspinng Desert Urchids conserve just
enough energy to complete a charge for the
finishing line. In other words it's all com
:.":-. tely i,'lll.:'l|:l"--\- ind about as exhilarating &

P
WY IR



How we laughed at the hilarious sporting moments featuring Bitla
Bacon, Roger Meles and all the other Vir characters.

the screen, wiping
out a wall of bricks
The twist is that
instead of a bat al
the bottom of the
seTie vou have a
bunny rabbit with a
racket. This Hoppy-
cared rodent slices
and top spins the

puck with consider

=l

Bunny Bricks. Quite why a programmer invented a game in which

able grace, making

the whole thing

il

most peculiar
Ihat's the con

tenders and now the
winner. The Cyril
Award for Weirdesi
H;mrH..l:n.---n-l
goes to [ocky

SN IDRREGs Wilson's Darts, Well

done Leppelin

u rabbit swipes at bricks with a tennis racket is beyond us.

Another surpnising choice for conversion to
an Amiga game is darts. Zeppelin’s budget
release of 1991 was sponsored by Jocky
Wilson and is notable because it's surpris-
ingly fun. The idea is to point a wavering
hand roughly where you want the dart to
hit: manage the top score and a suitably
narthern voice shouts out “1800, What with
the head-to-head and the fabulous
mund-the-clock vanations included in the
game, this is chillingly good fun, but
bat's=arse nonetheless

The callous and extremely rude humour
which typified the comic Viz was trans
berred quite brilliantly by Virgin in their
Amiga Viz sports game. Such Viz regulars as
Buster Gonad, Johnny Fartpants and Biffa
Bacon competed in an absurd race and took
part in individual events which lent them-
seives to each character's peculiar talents
Unlortunately, despite the humour, the
game was very disappointing and seems
very dated now.

he final entry into this category is

Bunmy Bricks. Ostensibly this is a Breakou!-
style game in which you bounce a ball up

Ihe ability to think your way through a
game 15 something that has only become
important since games got an Q). The strat
egY game in particular requires considerable
amounts of brain power, as it calls on vou to

plan ahead. The weird strategy or adventure

game, however, requires you to |_1:.'||1 ahead
laterally and holistically taking into accounl
I=Ching, Akido, Chun Li and astrology. To
complete a weird strategy game yvou've got
to be one odd sod

Picture the scene, vour body catches a

Germ Crary: My mum's solution to all germs was a regular

dousing in Savion or Dettol...

SILLY GAMES

DHE. LAURELEE WIMIILS:
UH M. [ THiFK I Cld HEAR
SOHHEFHLE GOl ...

A 4

The action is nerve-janglingly tense in the
aircraft control tower sim Tower FRA.

virus. The rock-hard marines of antibodies
that whizz around in vour blood go into bat-
te and defeat the nasty illness. Now
imagine that you re controlling the distribu
tion of those antibodies, vou decide what
happens where, That's the idea of Germ

Crazy. This queer old game enables vou to
plonk germs, quartenize sections of the

1

body, lop oft imbs and generally go

::"'llu:'n I'.!.':II'- "-1'|." !"..|J ||'_'\‘;
Funnily enough, the human body in its
many-splendoured stabes was the subject of

I i i (] 9
i el [l

In this tasteful slice—em up
vou can have a bash at operating on vour
viery own sick per
L0 i E'I' '.-..I:.||.|
medical process is
lovingly simulated
ITOom i.'il.l:.:l'l"'-\-i"- I
IeCOVETY 10T more
likely, dieath). You
control the anaes-

- - gme
. puiEmsam
S’ L L g
ETTLLLL - .

She also tavoured
those nasty grazes.

Germoline for
Thanks mum-
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SimAntitm) 1991 HWaxis
Quick Gane

DHd you favour the
magnitying glass or
the kettle ol bailing
walter when tortur-

| |
o e ) s e P ] g

thetic, the blood flow and which bit of the
body gets removed. Virginia Bottomley is
believed to be interested in using Life and
Dt as a training aid for junior doctors.

Near-missingly enough, life and death is
the underlying theme to [ower FRA. This is a
simulation of an aircraft control tower in
which you track the movements of planes
and try to get them all on to the ground in
one vaguely plane-shaped piece. The most
disturbing aspect to the game is how realistic
it is; the radar display looks just like the real
thing, although the robot voices provide a
few inadvertent comic moments

Ever wondered what ants do all day,
beside legging it from kettles of boiling
water? The hugely eccentric 5im Ant enables
you to find out. The idea is to ensure the sur-
vival of your tribe of ants. You do this by
breeding lots of ants, finding lots of food and
fighting off spiders and other ants. Best of all
i5 the experimental mode in which you can
spray the ants with insecticide.

50 those are the nominees for weirdest
strategy game of the year. The winner of the
Cyril in this category is Life and Death. We'll
take death

It's very tricky to get an action game nght,
balancing the amount of adrenaline that gets
expended with the difficulty of the game
One thing is for certain, the plot-line is usu-
ally completely superfluous
because all that's being
tested are your reflexes.
Then there are those
action games with that
special something: odd-
ness. You wouldn't
expect a termibly sane
game from a Monly
Python licence, bul
Virgin got seriously
bizarre. During the

ing ants as a child?

course of play you get
mini leckures on trees
{number twa: the
Larch, the Larch),
cheese and lumber-
jacks. The actual game
involves guiding a
fish through an oil
refinery, avoiding a bush with legs and col

L

lecting tins of spam. Pythonesque
There's nothing quite like attaching a
famous name to a game in the hope that it

will shift a few more copies. This was exactly

what Loriciel hoped for when it released the
million seller{!), Steve McQueen. Basically,

this is an Operation Wolf style game set in the
Irrational West and Steve MoQueen's role in

Steve MeQueen: never was the wesl won
in such colourful fashion.

Heighbours: shallow rip—olf of Home and Away isn't . That y
Lucy's a bit tasty though isn't she. Well we think so.

AMIGA FORMAT SPECIAL

Wizkid proves that the Sensible Software
inds have spent too long in the sun.

Monty Pythom spam, egg and spam, sausage and
spam, sausage egg and spam, spam, spam and..

_-_]d

- =

R
I

il T il :
a1 .

the proceedings is limited
to a couple of photos in the

manual. What with the purple buildings and
the gun fighters in their bright red chaps,
this 15 wonderfully hokey

Another spectacularly odd (and crap o
that matter) licence was Impulze’s
Neighbours game. Rather than creating some
thing that reflected the television
programme, what you actually got was this
monstrously freakish skateboard game. The
Amiga Format reviewer called it the sad-
dest licence of all time. We'd like to add that
it's one of the weirdest too

We've already discussed the oddness of
Wizhall, by that peculiar bunch at Sensible
Software, but their oddest game to date is
the sequel, Wizkud. In this nifty peanut-em-
up you have to collect loks of cats, You've
also got to bounce leaves off penguins
heads, visit the loo a bit and grab all the
colours you can. Most
odd indeed, or as they
might say on the Big
Breakfast, where ane
you lon Hare?

50 those are the
contenders ina held
packed with quality
nominations. It's bees
a dithicult decision,
bt the winner of the
Cynl for Oddest
Action Game goes (o
Wizkid



You know, in a sense, life's one big adven-
ture. We wander into a clearing, go north a
bat, examine treasure chests, fall down traps
and then wish we'd saved the game
Fortunately, life’'s adventure is

2 lot more bizarre than many of the Amiga

adventure games that have appeared on the

market over the years. Except for these
Personally I've always loathed the

Famotis Bloody Five. | have no sofi spot for
them, | think they're the worst kind of bland
simplistic literature ever to grace a mobile
fibrary’s shelves. Fortunately The Famous
Five on @ Treasure lsland adventure game is
st odd enough to save it from a life of
ignominy. What with lashings of ginger
beer, a spot of sunken treasure and charac:
bers called Dick, it's nicely odd in a

smashing kind of way

Plan 9 From Outer Space is widely held 1o
be the worst film ever. Gremlin thought
they'd pick up the licence (must have cost

Plan 9 was mostly harmless,
bul was undeniably tedious.

Wasn't it a shame that the Famous Fl';rlr didn't become addicted to strong drugs and
ended up in rehab unit for teenage delinguents and annoying fictional characters.

them a lot) and i‘r.:-_l-,h.._- a
game. Unfortunately the game was crap and
bizarre. The idea of the game 15 o retneve
some film footage that's been lost. After
about five minutes vou don't want the film
footage, you don’t even want to ;1I.'.~. O, Vi
just want to put the bizarre ordeal down to
expenience and have a nice cup of tea

We couldn’t have a Bizarre Game
awards ceremony without ing luding a CD
game, That game is the graphic adventure,
Psycho Killer. The idea of this is to, ermm
haold on, noboady actually knows what the
idea of the game 15 because evervbody col-
lapses in fits of laughter after about two
minutes. Terminally mad, sad, odd and besi
torgot. Now Ween was a different kettle of
bison. This was
unintentionally odd
but also massively
and peculiarly
addictive. Not only
was the 1‘||'-| of the
game mad (some-
thing about rescuing
three grains of sand),
but the problems
were completely hat
stand h|1 |_"-.,l'.1'||,1||_'
vou had to use a ar
Of jam to tempt a bat
to knock a jaroff a

e ——
1 SILLY GAMES

|

chelt, rub a gold com with a metal rod to
make a cauldron and bribe the king of the
ants o pick up a grain of sand. Well odd
Those are nominees in this category and
the winner by a huge mad margin is Ween
Those French at it again

Every year we like to give out a special
award to one game which managed to
out-weird all the others. This vear that gamu
shone through, beating off its rivals by a
huge margin and securing a place in Amiga
gaming history as the game most likely to
appeal to Lord I!-:. O

L his isn't a particularly new game, in
tact it nrst emerg d to rapturous -.I;1|'-|.Iil--|.' I
1941, but it remains one of the hokiest ever
It's called Alpha Waoes and is designed to
relax you. This mysterious relaxation pro-
cess takes place as you bounce a ball off a
senes of nsing and falling platforms in a 3D
room. There are different screens for each of
vour different moods, with lovely sea-blue
SLreens lor '.'..'|11_'I: '-.l\.lil-rl_' '.-.'-.l|_||'_|_i '_||,'\- ._|['..:|
day-glo for when you've eaten some dodgy
mushrooms (dodey in the Off senza’)

[ hi= actual idea of the game s o reach a
relaxed meditative state. Unfortunately
because the bouncng ball 1s quite hard to
controd, you end up getting wound up
because vou've missed a |1'..=|!hun'| and end
up in a much worse moad than when vou
started. [his ProCEss 15 SOMmew hat akin to
lving in a remote field on a hot summer's
day and getting jived off with the racket that
the crickets make

I'he game's designers were either hav-
ing a quiet laugh up their French sleeves or
else they senously believed that the experi-
ence of seeing a little aquamarine ball
bouncing around a screen would cool vou
down and create a stabe of -,1.,5,':_'1 relaxation
Whatever the case Alpha Wapes goes down
in Amiga history as one of oddest games
ever and 15 a worthy winner of this vear's

Palme LY Hatstand . Wel]
done Infogrames. 0
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e-to-face air combat

ogfight is the first pure air combat

simulation from MicroProse:

one-on-one action, duelling for
supremacy in famous aerial conflicts.

Eighty years of air ace skills crammed into one
game. From a WW1 Fokker Triplane to a
modern Fighting Falcon, you'll experience
heart-thumping thrills as your enemy closes in
on your ‘six’ There’s no room for errors; one

wrong move and you're history!

Dogfight features twelve legendary fighter
aircraft. Each with their correct flight
characteristics and authentic fully functioning
cockpits across six accurate historical scenarios.
In addition, you can plan missions and allocate
other aircraft for air attack, support, patrol and
defence operations. Plus a bonus "What If" mode:

find out if a Spitfire can outmanoeuvre a MiG-23!

Have you got what it takes to be Number One?
Can you push yourself to the limits, calculate the
risks and use your initiative without being

reckless or foolhardy?
How good a pilot are you? Find out in Dogfight!
Available for IBM PC Compatibles and NOW for

the Commodore Amiga.

MicroProse Lid.,

The Ridge, Chipping Sodbury, Avon BS17 6AY.
Tel: 0666 504399

S
;F T EECIRANS

Seriously Fun Software




ev Dinc taught himsell to program

with a Spectrum. He went on to
create Thie classic Forst Savmina
and his Vivid Image company has just com
pieted work on Secomd Sartran, but it hasn't
Eactly been a smooth nde for Moy and the
Vovd Image leam
Althowgh Fir
o rassed the beat-em up o new- v

i I
.

Murm s & Ereal gami

iver=al

' .
oniy 1= -"""l.l':,"'.l."- maade i on to th

Bewhi= and was received with o
praise
ghelves. This was becawse distributors
Mirrorsoft went folded along with the rest of
Mr Maxwell's Mirror Group empin

Frrst Sampran was released throogeh
Mirrorsodt, bul had onldy been on sale fora
wieek when Maxwell disd ""P.' sl Mies
The game was withdrawn as the web of
Maxwell s hnancial intrigue was untangled
andd |8 months work was all but lost

Ui pust gethinge ovier all that now thad
Sevond Samvurdy 1= coming o an end. and s a
much, much belter game,” said Mey

Miv Dine wasn't tramed as a Program
ific had
Bttle to do with computers until a friend got
#Spectrum

He tells a tale of woe that worked oud for
all of ti= i thie end: Al the time | wanlisd fo
o miy 'hd, but couldn't
atiord the tees, My rend
sasd | should get a

n:r-rllu-l1.1-.n11 PP PN SO NOTEs )

‘-puurun'. by ke my mind
off the Mhd. 1 just ot
]'|1I|IL|,\.1 and spni AR
Fears playing around with
i It appealed to me
because | have always
been interesied in loical
problems and solving
iheim

T ﬂ:l»‘_ pa
_-f e, _.J' l"._. 4 'r

INTERVIEWE

Mev's hirst game was Joidie acun
s sort of anti-hero attair in whach vou pl.=-.
A PErm that must ivade and take over a
human body. The game was a hit in America
ind gavee Mev the confdence Bo g on b cre

f_:_..\. :. .._Il.!I |' :I.l.rl'.

ate Proclegy, Knightmars
Ll angd Last Nor 2
In 1955 ha s up his Vivid Image soli
AT II.-|_|_-|..| SR ‘1|I'|"|"'|.'|1 LK [HOIm II.I s {H
ProRGAmng to ke an overview of th
company. Vivid Image employs program
mers and designers ona Ireclance basis and
the team thal worked on Secomd Sammrin
mcludes programmeers Kaflacl Cocco, Mick
Jomis. th ".'r‘l."'. pProgrammers and graphics
artist Saurav sarkar
wivid Image, savs Mev, s commithed o

| '-|'-|-'-."."':.'_! o Idids Ehal make sood gamis

ralther than dir SSITNE P AVETIRE SAIes W Ty
Hash graphics and sound or launching
pames through fillm be-ins

Says Mev

ol thit big film licence samies. Look at [y

|'|"--.I|I.r'5'. 1'm i thing fired
Part, 1t's a brlliant film bt T dooaby if th
game will be any good. 1 et very annoved
about that because we are trving to creali
origimal ganves and it takes al least two viears
b oy Ehat
o Mev and his Vivid Image developmoent
bEarm 4 Eoodd eanm
IS oo Eame
whiethier 1t's o
Hoppy disk or C[
Lhir attitude has
el Cheaneed st
thee bichmiobogs
Mo matter whal
the muedicim s
CHEr alm s o o
ate good plavabl
pames. If it's a
'|'_|I-|I-|| ERRITI Ol .'|I| "\-'lll'l' O l.ql
game on L1, vou can play around
with |;I.IF'|I|.-\- indd sound eftects, but
ulbimately at's the =amaee same.” And
s sav all of us i loud voices
Miev dosesn | have a el deal o
e b |"'.|'| Fames bl he does havi
two favounies, Tefris becanse i
appeals to his problem solving sid
and Maorkey [stomd 2
T mie thee humour in fames 15
aboluliety |l.'||.|:'1- i, W hien o
Wi Eames viou wribe them o enler

¥ tain people and humour plays a part

A

in entertaining people. That's why |
ke Monkey Tsland

ViETY Iinny

ILS VEry, viers

Thanks for those wis

words M T

MEV DINC INTERVIEW

Mev Dinc’s
Vivid Image
team gave
the beat-em-
up style,
class and
subtlety with
First Samurai. ..
now find out
what else
they've got
In store

Second Samurak the major work in progress fram Vivid
Image and Moev Dinc.

Far lelt: The large red plasma-spitling caterpillar thing
takes & lot af kicking belore il curls up and dies.

Above: The Samural boys in a bubble. More llaaly action
with death awaiting the poor gamesplayer.

Below: The Samurais practise synchronised jumping.

With Richard Jones
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GOAL! COMPETITION

WIN A
SEASON

TICKET
OR A COPY
OF GOAL!

CORE BLIMEY! Picture the scene: you're sitting at home with a can of lager and a p:lckrl of crisps. Flickering away on the television in the corner of the
room are the edited highlights from the Premier L eague football games. You lake a swig of beer, shovel a couple of erisps down your neck and wish
you were there, cheering on your team, rather than warming the couch. Come the full-time whistle, you turn to your trusty Amiga and have a few games

of the tremendous Goal! from the mind of Dino Dini and the software house that is Vi irgin Games. Or rather you don't, cos you haven't got a copy! Well
we're going to cheer you up no end right now...

Well we can make that dream come true, fooly fans! In honour of that rather excellent soccer game, Goal!, Virgin Games are offering a lucky Amiga Format Specials
reader a season bcket for any one of the Premiere League teams. That means you can go to every home match for one of these teams

Manchester Utd West Ham MNewcastle Uid Swindon Town Blackburn Rovers Coventry City Leeds Utd Everton Liverpool
Morwich City Ipswich Town Arsenal Tottenham Holspur  Sheffield Wednesday  Wimbledon Oldham  Chelsea Manchester City
OFR Southampton Aston Villa

That's not all. Virgin, being the fine bunch of lads {(and lasses) that they are on the day, over the 90 minutes, have given more than 100% - there are also ten (10") copies

of Dino Dini’s curling, LilF ping, dnving, swerving, GUAL! to be won as well. That's right, you could soon find yourself in possession of one of the finest footy games
ever to grace the Amiga, or any other machine for that matter

And all we want you to do is to answer the following, easy peasy, questions regarding the Great Game and the Amiga. Couldn °t really be more simple could it? Oh,
|_1!|_'.'|'~.|_' send your answers to: Score Blimey!, .ﬂ.m.iga Format w1k g utl, M Monmoth S5t Bath, Avon, BA1 2BW. Make sure to include vour name and address as well as
the club of your choice

Questions

1) What score did Goal! get in a recent issue of Amiga Format’®

£) What other football game is Dino Dima (Goal s author) famous for?
i) Whach software house did Dino Dind recently sign to?

4) What's the name of Leeds Utd's home ground?

3) Which company sponsors Chelsea?

The tietweak: whsl wenld vour adeal Greal Bretam (imcludmg

'

.Irl'll.1|'||l' '|'|.:lrI| L nl'.'..l.i'." i |".|.."_-|'f and | th Fite" 51 I sEitntes I:':' '

Be as smug as this stnking chap on the left i you win a
soason licket for your fave team, or a copy ol GOAL!.
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EE—
'GOAL! COMPETITION

Premiership
team of

our choice-

in our.¢
tﬂptlc
: com-
“*ipetltlon
(cheers
Virgin!)

THE LAWS OF THE GAME

1) NO EMPLOYEES OF FUTURE PUBLISHING OR VIRGIN CAN ENTER.

2) THE EDITOR'S (ADMITEDLY BIASED) DECISION IS FINAL - NO TRIBUNALS HERE MUSH!

3) ENTRIES WILL ONLY BE ACCEPTED ON POSTCARDS OR THE BACK OF SEALED ENVELOPES.

4) MULTIPLE ENTRIES WILL BE LAUGHED AT AND BINNED.

5) ENTRIES MUST BE RECIEVED BY OCTOBER 30TH.

6) THE PLAYER MAY NOT PASS THE BALL FORWARDS. IF THIS HAPPENS A PENALTY WILL BE AWARDED TO THE OPPOSING SIDE.

AMIGA FORMAT SPECIAL
GAMES
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eoff Crammond began pro-
gramming in his spare
time when he created Siigper
Imowders and Aviator. Then
with Revs he moved up a

gear, gavie up his job as a
syslems engineer and became a full-time
professional programmer, Since then he's
redlly started motoring with the Amiga
Fﬂﬂﬂ]"( |-el'||,:| RS Skt Car Eacer and
Formuda Chre Granend Priy

Now Geotl 15 one of the most respected
programmers in the businesss and the recog-
mised kimg of the racing game, One of the
secrets of his sucoess 15 the way in which his
games combine realism and gamesplaying
gxcitement, 50 how important s it to Geolf (o
gel that realistic feel?

“The quest for realism is a challenge,”
says Geolf. "1 had quite a lot of hason with
the Footworks team to get the technical
mformation like tyre friction versus lempera-
pure, versus load

But surely a game can never really cap-
mre Lhe flavour of different courses or the
excrternent of a Grand Prix
race? Well a Canadian
dmver confacted Geolf to
sy how impressed he was
with the accuracy of the
sontreal circuit, but per-
haps the greatest accolads
Geodt has been paid came
from Oliver Gavin, who
was chiosen as the
Maclaren Young Driver of
1992 and therelore given
fhe chance Io race i a
Formila Three race at the Belgian Grand
Prix circuit in Spa.

“Because part of the circuil is on the
public road, Cliver couldn’t practise on the
arcuit,” explains Gt

“S0 he used FIGE to learn the track, took
pole position and won the race. But I'm also
very conscious of tryving (o (o make the game
accessible o the person who isn't necessarnily
into racing, as well as to the fanatics. That's

F 1

CRAMMOND INTERVIEWED

|
9 X1000 RPM

DIEEREEE

why | includid the help options, they're like
a helping hand on the steering wheel or a
fool on the brake pedal

Lol 15 currently working on a new pro
pect that 15 wrapped in secrecy, He can't say
anything about it other than that it's a racing
game, But in general terms he believes that
the racing game
can be taken a lot
further

I"m inder-
ested in impr-
OVITE H‘f.'ll."h'.l. g
and spevd, and |
still enjov the
whole racing
thing

In fact Camodt

hie says

has started hav
g a go at the
real thing and drives single-seater Formula
Ford cars at Silverstone. He also intends to
trv his hand at Saloon Car racing. Formula
e Groed Prix 1s his finest achievement,
says Geoll, but he rarely has the tme to play
Amiga games: 1 relax by doing things away
from the computer. | guite like playing goll.’
Cieoff has been in the programming
game for some time now, so he has watched

the industry change, and not always, he says,

Behind the wheesl of
Formula One Grand
Prix and [insel] pro-
grammer Geolf
Cramniond.

Geoff Crammond

FAVOURITE PASTIMES:

Playing golf and driving Formula

Ford cars at Silverstone. ™

COMNCERNS:

Violence in video games. Thinks

that ratings will come in.

If you want speed, realism and
action then look no further
than one of Geoff Crammond’s

racing games...

for the better. ™1 he market seems to be airly
hiealthy at the moment. When | first started |
saw the industry as something that was here
foday and might be gone tomorrow. | think
it 15 delnibely here to stay now

The thing that concerns me about the indus
try 1s the contents of some of the games
some of which are (oo violent. | think there
will come a time when games will be rated in

; —
the same way as films iy

AMIGA FORMAT SPECIAL

Formula One Grand
Prix in all of iis
glory. And in the
centre and on the
lell are alhar
graphic examples
of Geall's near
genius lor the car
driving Amiga sim
in the Torm of the
classic (and now on
budgel, hurrah!|
Stunt Car Racer.

e
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HARDWARE

Gameplay isn’t just about the
software. You need the right
technology to play the games.
Tim Smith looks at the options...

.I!.':.'|.|||,'.| ||.||.|.l\.,||-|I W :",|| |";|_

hell is all this stuff about hard
ware dommg in the middle of a

glorious Amiga Format

Specnnl devioted !.":I'll'.'h:-n:".l|""'-|""!|l."_;!I"L"'.'

:'1:-|'- o B I|I l.'..-!"ui LR ? II '.r” LA on L P%'EN
have to be an Amiga owner to get something
from this babwy s g ked !".'!'._',l"'-."'il| We womn i
dwell on that

The H!'.'ll:'_l!l honest answer to Ii'|:=--.||||,--
tion is that the modern, well-rounded
gamesplaver, the kind of Amiga user who
wants bo be an achiever, also wants the best
add-ons to show off their gamesplaying
Prowwess at 188 viery Dest

[ he world has moved on since the
Lompetition Mo sovshick (wake P Vi diod-

dery old &

AMirs

IS M8 ""..Iln.;l.! M Bor a fedy

moaments) ruled the play fields of p

1 arallax
Things have changed since the pioneéering
davs when auiofire buttons were lauded as
greal new invenbons rather than simply as
standard issue for any stick worth 1ts name
MNowacavs there are fox = dals, there

u i i ¥ B .. | - 1| I i
Ane SISErIng wineels, ther? are |"-l.-.'_- AN

Mavericks, Navigators and analog con
trollers. Lood lord above there are evien
ovsticks that, uselessly, pretend to be mice
I|l'| NETE W 1l it all S0P |'.i'-l. L5 \1. Vo I_"'| '_'_':'1

| s handy Bwio Daser

bt 15 3 000 start

¢ conbrol device thang down
ER O mia b I"l.'.'_ e gEalIme Lo i!l. A iIce
A0S 1 ITLS |"l.|_"'|_ rence, Sames '_'I.\,I'.1_r'\-|

T rally st ICE T O I'l_' el e

The platformer

For a kick off, don't éven think about a

Freewheel, a set of footpedals or, mors

lauehably still. a mouse beacause vou will

="
-

The Gravis Gamepad is a splendid aid to
leaping around platiorm games.

CONTROL
YOURSELF

1N

_‘-"-r: Qt
look foolish and never finish a game
Plattormers offer, as nice Mr Major might
sav, not an unreasonable straim Bo thie o
sticks of this world, What he mighl mean i1s
that there's a hell of a lot of wrenching the
shatt trom left to right as vou attempt to
make it tfrom one plattorm to the next
But stremgth sn't the onldy thing vou're
ook tor, you also need precision = there's
no point in timing your jump to perfechon, if
the hardware then lets vou down, 1 plat
[OrMETS are VOur pes cadiblp, then vou should
have a thought about the following sticks
The Competition Pro C/
£13.99 [ied: D] =707

The GamePad Advanced Grin

LipStick Mo
£14.99 [el: 0457 876705

The shoot-em-up

Motorously the hardest genre

I game on
any jovstick (plaving shioot-em-ups with
miloe 15 akin § '}'f.u'. g Rugby League ina
pair of Nike Huaraches, it's very stupid and
extremely painful)

Csamies such as P | X, X-Out, X-AM
(don't be stupid, there's no such game as X
L)

vill'Tl ]| il reéquiineg You o place maximum

stress on the fire button(s) of vour chosen

stick. Fire button? That brings the question of

auto-fire buttons to the fore. If vou are a

SNOOI-Smi=-upe fan, you nust have auli

will as a sturdy shatt, Try the following

AMIGA FORMAT SPECIAL

The Bug |

£14 99 Tel: (61~ e

The GamePad A

£14.99 Tel: 0344 891313
Navigator K

._I-.\,.u-l i':-‘:':-:-""
Speed King K

£1099 Fol (4495 3501011

The Mavigator is ideal for shoot-em-ups. I
even looks like a Star Trek phaser.

The RPG

jovatick to pl

L'SINE
WG MEES VYOuU DK IRCTEIDEY At as y'im

sat there ferociously haulis i &}

VOVr B [ wWard .\,I -_;_i..-_-_ AFCl LD ATTEIMD
0 esCapme (Ne CIULChes OF e Vil skl
NOrs i Eue of [he Belulaer Whatl vou mei



here is a mouse, that’s what vou need. For
sure the standard Amiga mouse will do the
business, however, upgrading is by far the
better option. We recommend the following
mistering rodents for RPG'ing.

Fower Mouse Power Conrpruting

£S5 . Tl 0234 843388

Naksha Mouse Silica

£29M.........Tel: 081-309 1111

Golden Image Mouse Ladbrooke
E499............

- Tel: 0772 203166

Choosing the right rodent can make all
tha diMerence to your RPG enjoyment.

The flight sim
Opinions differ on this one. Some Amiga

i le wouldn't go near a flight sim with
anything other than a keyboard. Others will
invest in weird and wonderful flighty con-
traptions that include DIY footpedals,
pseudo HUDs and more. Others still will
opt for the middle ground between the
heavily be-buttoned joystick and keyboard

v———_____

The Bug Cheefah

£14.99 . cuacisniacense | 2 (617077080
ItpSl:i:It Pﬂ':wl‘fay

£1499... ciamssissramaensass | €15 DT 876700
Speed ]{mg .F-.:er

£1099... e— L [

The driving sim

Yes, we're talking about those essential driv-
ing sims such as those fast-movers Viroom,

The Python QuickSho!

£10.99.................. Tel: 081-3651993 Indianapolis 500 Formula One Grand Prix
Logic 3 Sigma Ray Spectravideo (FIGP to its mates in the trade) and Stunl
£13.99.......ccoo Tl 051-900 0024 Car Racer. All that speed and torque, all
125+ Cheetah those revs, those carbs and turbos, my good-
£9.99 Tel: .......... .061-707 7080 ness if l_ml:.' real dn’yinﬂ was half as Eucu:l a5
the Amiga driving sim then no hedgehog
ThE smm sim would be sale. Anyway, driving sims have

been wellcatered for in the strange and use-

The and 3 1 T v -

- """'“'l""'“' Friey h_il. joystick and sleering whu@ | market.
world of sport  -Neck out our recommendations:

demands a Quickjoy Footpedal Spectravideo

shurdy, yot E10..cmemrieerenee: Tel 081-900 0024

=i l.‘:":.hh' Freewheel Spectravudeo

just what 2999 ... Tk DB 1-900 0024, &5
you're looking

for.

Cames such as Sensthle Soccer, Goal!, Graham
Gooch’s World Class (snigger, snigger) Cricket
or any of the rest of the Amiga world's pan-
theon of sporty games require a sturdy stick
with precision control and a responsive fire
button that won't let you down in front of

HARDWARE

with overlay.

Frankly, the more like the inside of a
Harrier Jumpijet from the year 2013 a flight
sim looks, the happier the simmer will be.
50, our recommendations go out to the
hardcore virtual pilots out there. And
remember, bring em all back home.

goal or e

oulings,

Sports sims are hi-octane, hi-tension

away when you're playing a big game, so
expect your joystick to take a real battering,
With this in mind, we have the !nllnwmg
recommendations:

lsewhere in the sporting arena

and it's all too easy to get carmied

The Freewheel is ideal for those who
emplay an, err, freewheelin' approach.

THE HARDER THEY COME

More than a disk, more than a drive, the
average Amiga hard disk can improve your
games playing life beyond belief. But let's
explain the basics first...

Partition: unlike floppy disks where you

are stuck with a single area to save data to,
you can create separate and distinct file
storage areas. This is called Partitioning
and is achieved when you first set-up up
your hard disk. You can treat one area of

the disk as Games, another as Graphics and
another as System. Very handy for tidiness
and also for avoiding accidental erasures.

IDE: Intelligent Drive Electronics. A hard
(and floppy) disk controller standard used
in the AG00, A1200 and A4000s. It's not
actually intelligent at all, but it is cheap
and it is very effective.

5CSl: Small Computer System Interface. The
older, more versatile and more expensive
hard drive controller standard used in older
Amigas such as the A500 and A3000.

Defragment: tidying up your hard disk
every so often. Because of the way in
which data is stored on disks, it gets scat-
tered around the magnetic media, and the
longer you have a hard disk, the more this
scattering (or fragmentation) occurs. This
means that the read/write head has to
search around the place like a drunken
idiot. What you need is defragmentation
software such as the shareware program
ReOrg (on Amiga Format's issue 50 sub-
scribers’ disk. There's also a hard disk
back-up program called AbackUp on the
same disk because you should always back
up your disk before you defragment it).

Now that you've seen what benefits a hard
disk can offer, you'll no doubt agree that
you need one. No, there's no point in argu-
ing that all you ever do is play Sensible
Soccer which isn't hard disk installable Inj'-
way and neither is the saved

so what's the flopping point? Well unlﬂs
you intend to play nothing but Sensible
Soccer for the rest of your life, the chances

AMIGA FORMAT SPECIAL

are that you'll also want a go at the hot
new games Syndicate or Hired Guns that
are hard disk installable. Come on, go the
whole nine yards and treat yourself to an
investment that could improve the usabil-
ity of your several fold, and make
all that incredibly frustrating disk access-
ing a thing of the past. We recommend the
following drives for the following Amigas:

AS00 (& Plus)

GVP A530 Silica from £499 (42Mb) 081-
3091111

Trifecta 500 LX Power from £239 (80Mb)
0234 843388

Alfa Power HD Golden Image from £199
(40Mb) 081-365 1102

ABDO/AT200

IDE drives are much of a muchness. Look
for the 2.5-inch versions in Amiga Format.
You can also look for this type of drive in
IBM-PC mags because IDE is widely used in
the world of the PC.



PUBLIC DOM

- -

' world of Shareware. [t is given the raunchier

and more accurabe title of Batflecars from the

|"-lj‘t'r-|'~1*~n| games of Lthe same name. This
feabures several ‘\--\.IIIF'l'l.'I.‘I up |.|;|,1|;l|1||_'n.|rr|:'||,'|_l
with missiles racing each other

Oh God no, not PD, not that Weird scenes
ChEEiD, rl._.lbb|5h'y' I"Ubb|5h knﬂCkEd CUne of the main reasons thal the Public

Domain is nfested with so many off-the

Gut b)r' EchUSlﬁStS Wh{:} pla’y’ wall ideas 15 that the programmers create the
- games from a sense of fun and of challenge
games day-in day-out and so i - .

rather than tor any idea of profit or commer

know what the average player cial reality (of course some of these CTealive  gmoqth graphics and frantic shoot-em-up

bixds also use the D arena to show off their action make Helizone a good PD bet...

Wa ﬂtS In a ga me. HDEd Dn; that skills to the '..-.:.1-|I_|'||.'-r.-p.—.l.'|l.|il|-;-|.'.|-:|-.ll
But let’s move on from all that to look at the

dDESHIt SDUnd SO bad Til'l"l Sl"l"lith i~;.'1d-..-:';.',.1||||-~'.Il.a.ldr:'. classification
IﬂHEStlgatES the SCET—]E The most obvious of these is Jefi

Minber's tolal PD classic st ron

Vanously described as “asteroids on acid’,
that weird shooty-flyey thing with llamas’,
‘totally weird and Vi Ty .||_:||..L'_ direriad Foid <aed
up Minler as a legendary figure and his soft
nuu[—:auuu | :I-".::.'L' I"IIIU"'\-I'_ | i.':ll1.'.--:-rl:_l.5--.||.!|_.|I1l.|,'||~r|_||'

LB whitch has never vet sold out” (see our inler
view with Mr Minter on page 23)

Battlecars is a Licenceware game from

tar out of leftfield that vou might have seen

in the form of Badlands (from Domark) in tha ---just think, hours of shool-em-up fun for
little more than the cost of the disk.

Other interesting games include the

Kubik's intluenced Culnilus: Endity - a shool-
I Eame thai II'|'|.|-|'|. £5 CONVETEINE lirves

rather than small aliens: Numerix - a Scrahble

based game that uses numbers instead of
betters: Sepen Tiles, which 15 a € I..'ih-rp-.lnk-
cum-tootball pame {a la Speedball); AMOS

kil wv docnnd @ . . =k
You'll find all sorts in the Public Domain, Lricked - a very decent game designed using

such as this version ol Smash TV. one of the Amiga’s most popular and versa-

hile programming languages, this should

here are wavs of gettng hold of free

give you a good laugh and some idea as to

gamas that don't entail the tollowing: what you can do with AMOS

(a) entering a competition (b) waiting
outside a games shop and begging (¢) rob PD A"D MOST DEFIN.TEL?
bing a games store (d) writing vour own
game and giving it to yourself (e) working NﬁT PD
for a software house (f) working for Amiga
Format. You could go delving into the rich
and diverse world of the Public Domain

Hidden ami ng the lext ecilors., comims
packages, hex-to-octal translators and
timetables for the workings of Old Oak
L OIMImion Lir|'-1"l AN ST -.||II|:-. hlll:'u'r.'.l'l:.:ll.
good games

[his is whene you'll find the dassics
such as [empest, Phovnix, Galaxian and
Asteroads all MASC LA |.|.|_1|||!_:_ behind masks ol
false bul associated names

[his s also where vou'll find some Ol
nal games ideas such as the Star Trek series
50, it vou enpy gaming, then you really are
culting off your nose to spite vour face if you
don't look in the PD

But what kind of things are on offer to
the discerning Amiga gamer with the less
than over-endowed bank balance? Everything
that's what. Let's have a look at a few of the
genres you can dip into

AMIGA FORMAT SPECIAL




HAVE YOU
REGISTERED?

Yes, it's the sensible, responsible,
think of the long term and don't dirty
your own nest like a fool, bit. PD and
Shareware are wonderful anarchic
areas of Amigadom. Repositories of
ancient classics and innovative new
ideas, both areas rely on the goodwill
and good behaviour of their users.
This means that if you get
Shareware, you should register with
the authors if you are going to keep
on using the software after a few
weeks. | mean, come on, it's only fair
isn‘t it? If you lent your favourite joy-
stick to someone and they decided
not to return it, you'd at least expect
some dosh to settle the deal.
Shareware prices are not extreme,
and if you think that they are, all you
have to do is trash your copy of the
software, easy. Most importantly, if
we are going to keep a healthy
Amiga community, then we have to
support it right? End of polemic.

AHSIGIE  Febbcky

=
»

PUBLIC DOMAIN

Liamatren;, by JeH Minter, is probably the most famous Public Demain game ever and 1S 8 hine example of Mr
Minter's peculiar obsession with anything to do with the South American member of the camel family.

THE PLATFORM GAME

it Jefidrids, Wrekid, there ar
robably more excellent platform games o
the Amiga than on any other kKind of

[=

. ALY |:'.. 1 |_|'_||.'. YO WAL L0 |-.|| |r 1 |

s hifie
the Public Domain for more of the same!?
il reason 15 that the pe
ames have p
and they know

good reason 1s that platiorm
s (which are meant to keep vou
od for months and no
cheap and plentiful. Don’t ex
impressive graphice
uality that is
yexpect plenty of fun. The
t a selection of "D platform

ers available to yvou

Crary Sue may look like a cute little
platferm character but in fact she...
Doody - from the Agile productions team
this one will test vour wits

Wilbert's Winter Womnderland = don't
fuse this with the appalling Som of |
preceded it This one 15 a goody

Cril sy Sug around se

levels of excellently realised i'|. thorm fun

i e

Crazy Sue: a completely frustrating and
addictive Public Domain platform romp.

Abowve:
More PD
platiorm
action
with
Crazy
Sue 2

L P s

oo i 1
L W——
i

b R e T R
bt LR

« really staris to get quite annoying
when she doesn't do what she's told.

Chool-e1

HOOT-EM-UP

g fits I"-I'I':'
the Amiga user, It by Mcr
this genre of game has thrilled the senses

Transplant is a
fine space adven-
ture, and bec ausae
it's PD it won't
cosl the aarth

and hingled the nervi |':u|||':.:_-. wilh grealer

efiectiveness than a half-pint of ||'||||:i.-
I

VI WiIth S0me sugar-heavy

The great thing about a

15 that, no matter what the
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PUBLIC DOMAIN

Mission X is an

action-packed PD games spin doctors say, you don't have lo
shoot-em-up in the think very much at all when vou're playing
arcade tradition. . !

them. As far as PD is concerned, the follow-
ing offerings are well worth a little piece of
your valuable time and energy

Blast - a vertically scrolling shoot-em-up
with plenty of guts

Hellzone - as it sounds, quite violent with
SO neat twists

iVebida = 3 30 (well as 3D as you __|;|_=| ona 2D
screen) ouling,.

Skyflyer (162) = produced with the Shoot
Em-Up Construction Kit (SEUK), this is a
good example of the type

Revenge of the Mutant Camels - another
surreally fab game from the Jeff Minter sta
ble of bizarre things

Mission-X - a fair shoot-em-up with plenty
of action

ARCADE
CLASSICS

No, not the Amiga Format 26 (since sold
out) Coverdisk of the same name, this genre

covers all those clunky classic arcade games
that once had kids shoving 10p after 10p into
huge machines that made inadequate
sounds. 5till, back then before hype, over
advertising, games reviewers, ‘really great
graphics’ and regurgitated plots there

was... Lame Play. This strange
concept enabled you to
squeeze every hall-pence
{they existed back then)
from your meagre
investment. Then the
Amiga came along
and the bulk of these
PAMIES WEre |-:|'.'||!:_:||:..
transfermed ||1-,|'.-.L
whiere they currently
|iH' |ik1'l.':.’|*-=-|-. |'l||i
black and white films
Lame names such as
Tempest, Phoenix, Galaxians,
Pacmiant and Defender are now
available in one form or another. In

he fhc in is fact, let's look at what's available

packed with, err,

Pacman gamas. 3
Amigodds

the programmers knew their
audience when they created this superb
Asteronds clone and renamed it. Fine stuff (It's
al=o worth checking out Cabarel Asferoads and

Li THITTEN il )

City Deferce = a Missile Command clone thal

AMIGA FOR-

FRSNT UBE L

SEALLY CFAF R TAELE
HICL Bk FRINT TOF

ERT

FLLD
EAanaf
CRFmC ] Ty
EL#E N
CHARUTER
FRIC L

PEDGT W
CEHUE 20

EEALLY &Rb M DESIGH S0F

Transplant: an Asteroids clone and a hail,
And twice as much fun to boot [(or ahootT)

sees you defending your city from shower
after shower of ing oming hure

Microbes - this one revolves around the old
[empest game

Megaball - if you weren't into shoot-em-ups,
yviou were into Breakoud (or Arkanoid as it was
weirdly renamed for the commercial market)
Megaball tests reflexes and concentration
viery nicely indeed thank-vou

Pacman, Super Pacman - these people just
do not care about vasi legal bills for COpy-
right infringement when they are lovingly
labouring on a classic PD game (see also

soutttman and Pacman 92)

It's that man Minter again with the highly
peciuliar Revenge of the Mutani Camels.

Croak

simple concept that involved yvou having to

remember Frogger, an incredibly

get a frog up a screen from one side of a road
to the other? Some say that it turned into any
vertically sc n‘-”l:'.:.; BAIME VUl Cn Name {oth-
ers have far more sense). Either wav, Croak is
the Public Domain clone of Frogger and it’s
still a damn find challenge

Cybernetix

Stargale-cum-Defender. Fast action, horizon

excellently executed version of

tally s¢ FI"':-.'H'IJ': Rame hun o 1r.w,-l,'- viou busy for
hours as you pummel the enemy (it's also
wiorth :..lLl.E'I:.'I a look at Oblreion, which is a
similar sort of game)

Metal Life = ahhhh the strangely named
game, that has become a staple of PD. This
one 15 particularly weird and is based on that

|.::£_-\.

viodent old wonder, Operation Woll
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ne of the new programming teams
to have made the biggest impact in
recent maonths is a three-man setup

from Norfolk. In April a demo of their plat
form game Dong was featured on an Amiga
Format Coverdisk, but then some chain
stores obmectied B0 the gamie’s name and it
was changed (o Dosk. Then the distributors
LD went bust and it seemed that Domk
might niot getd released as the receivers
‘I"!l.-h'-1| over the bones of DIV MNow, another
gompany &5 sel o pick up the much
Improved fimishd d game, that should b
reseased shortly, But
how did Craig teel
when he was told that
Ihe game S M

wonld have bo s
.|'|!'-_;|-._|'

b RSt we
thoueht it was a real
shame and gol quite
woarna up vosoak tE W
didn't thamk thad U
name Lo cansed any
offence, and 1t seems a
bl funnw that sogme "I"'P‘ obpected bo Eh
pama, bul that they sell ower-18s Magazines
MNow we e mod oo wormied about i

The Hidden are 21-vear-old ¢ Tilg

tgraphics and design), Simon Leggett, aged

INTERVIEW

21 tgraphics) and
::' VAT ||:_|_1
William Bell
{lead program-
mierd, Thiev med
about lour viears
Ao when Ehiey
were on an Ul
and HND com
puter studies
course at a oo
lege in Zorwich
.'||I.\,| w1 PR LE LE N R
on Dok about o
VEAT AED
I.".l"\-'..'.'fllr
ot as three kids
WOrKine irom
ot bedrooms
Whien we left college we were all viery g-'-.-.|
at wnbing business programs, but wi Jdidn'l
want o do bhal s we deaded (o give our
selves a vear to pr ’itce & game, and started
wirk on Dok, We're all very pleased that
we actually got there We work quile
quickly, but the main problem was the
amount of ime we spent redesigning the
game.” Well, it worked fine for us lads!
¥y hien they hirst started working on Dok
hi= Hidden
wanted if to be
gnld for a maxi
muum of £15.99
but after seeing
how much waork
went inlo croating
it thiey now think
that a '_1'-' .|"\--h.'!.l:._"
price is 3'r1=|1.1l-|'.
fair. “1 thunk
Hoppy disk games
shiould be about
£25 and CD games about L15, because vou
can't copy them. Miracy is a real problem
I'vie heard some hgures quoted that for
every single copy of a game sold, there are
15 pirate copies, especially in ltaly and
Sain where it's a really g P-"F"”'

[he Hidden are totally committed to
developing games primarily for the Amiga
and Crate has veed one since the very early
diave, “I've had an Amiga for s1x or seven
viears, now,” he savs

The first | knew about it wiis when a
friend got an AT on import. It cost him
L1900 or something ridiculous, but it was a
great machime. 1L was so cule, so wiell
L!r-H'.:,;!'u'n.‘l for the fme IFs sHEl mv Eavourte
Amiga. Actually the A0 is the best home
machine, we're really into the 12007

”rhl.":h the problems with Donk, The
Hidden are already working on a new game

- gy

ITHE HIDDEN INTERVIEW

Although they're a new team, The
Hidden are learning very quickly
about the problems of getting a

game released...

THE HIDDEN

FAVOURITE AMIGA GAMES:

WORST AMIGA GAMES:

It could be really hig.” said Craig. It out
supertrogs Superfrog atd out zools Zool.” Big
claims from the bovs. We can only wait until
the defimitive review appears in AF

And what about after that? “There’s one
thing I've always wanted to do and that's do
a game for blind px |'-F1||' said Craig. “It
would obviously have to work with sound
and 1 haven't worked out how we could do
it yet, but I'd really hke to try =

AMIGA FORMAT SPECIAL

Starglider 2, Lemmings,
FiGP.
Super Canldron.

WITH RICHARD IOMES

L
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What makes an Amiga game
pecome an Amiga classic?

[ S .
FORMAT GOLDS

® This little logo here,

| that's what. Now treat
= yourself to the next
fact-packed 14 pages
of sheer class...

ince the first issue of Amiga Format in August

1989 an elite group of games have received the ulki-

mate accolade of being awarded an Amiga
Format Gold. The first games to enter this hall of fame
were Dino Dini's footie sim Kick Oy, the classic platform
romp Newr Zealand Story and the futuristic racing game
Powerdrome. They have since been joined by such classics
as Reinboeo [slamds, Papulous 2, the Monkey felarids gaAmes,
Xemon 2, Syndicale and many more,

Gaining access to the Amiga Format Gold hall of
fame is no easy task. It requires a rating of 90 per cent or
above, and that is not easily come by. The jump from a 89
per cent rating to a %0 per cent Gold is a big one and it
there's the slightest doubt that a game isn't worthy of a
Gold rating then it doesn’t get one, no matter what the
hype surrounding it, and regardless of the pressure from
the software houses

So what is it that makes a game Gold quality? Well,
there's no set rules to reviewing games, but the aspecis
that the Amiga Format team takes into consideration
include the game’s graphics, sound, difficulty level and its
originality and addictive quality.

But more important and more difficult to pin down
than these is that elusive element of playability. That's the
quality that makes a game completely compelling, that
makes it almost impossible to tear voursell away from it,
that makes it a classic.

Owver the following pages we pay tribute to all those
games that have been awarded Amiga Format Golds

. 5
!
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over the last four years. Every single game is included,
with a picture, a brief desc r[i'l‘tEH[I a contact number for the
softwane house {where the software house still exisis),
We've also included a reference for the issues of Amiga
Format, Amiga Power and Amiga Format Special and
where tips .1|.'r|:un.~d for the game, we've also included the
issue number.

Many of the games, such as Jool, Sensible Soccer, Stunt
Car Racer, Lure Of The Temptress, Lemmings, Mega-lo-Mania
and The Chaos Engine will be familiar to you, but in this list
of Golds there are many buried treasures, games that just
turned up, in the Amiga Format office, without a posse
of press '.:'Hnuplu,' in attendance, and withoul a massive
advertising campaign to carry them, but which tully
deserve to sit alongside their better-known peers. These
games include the wargame /strategy exercise Wirterloo, the
fantastic collection of text-only adventures The Lost
Trensures Of Infocom, the |.:|.1-.i game Caesar, the Llﬁr;-rl'. off-
the-wall adventure Knights Of The Lrluhrl'lr:*u. and the
intriguing chess-style game Distant Armies.

The reason these smaller games got their Gold ratings
is that Amiga Format reviewers pay the same attention
to games regardless of the hype surrounding them, if a
game is good they say so, and if it's bad they don’t hold
back, no matter if the software houses get upset. In short
they otfer an expert and honest opinion.

What follows is a complete list of the games that, in
their opinion, Amiga Format reviewers reckon are the
very best.
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A mixture of *-I:I.1h. i .'||'|-_1 W gamie
Dune 2 is a moody, tense and atmo-
sphenc game that becomes
increasingly enthralling the further
Vi et onko ot [he w el of [ine 2
revolves around spice. You must take
on two other operations in a trade

.I.|:‘|l' "-1_"'|1."c" L'.i”l.‘\-.l ?'r11_'5.'||1_|_‘|;' "l|1|.:| mine
the spice, and sell it to build up your
spice operations and to buy arma-
mients with which vou attempt to
Wipe ol the competibion Thisis a
fiendishly addictive outing in strategy
and powWer -
Software House: Virgin (087-960

2255).

|
L b i B ot Ui L i ) citis B L e |
(£25.99, AF35 p83, 90%)
Ihis five-level shoot-em-up is notable
for its gorgeous ;:r.1ph1-. 5, courtesy of
thi: excellent German Programiming
team Bluebvie, You control a w asp
and must fire streams of poisonous
wasp spit at various adversaries from
the insect and creepy-crawly world,
There are no flies on Apidya, a classi

al sting in its (58

House: BlueByte via
UK (0727 863005).
- T|1'F5.' ApYgammamrs
AF55 (A

war, the currency of which is the valu-

(£12.99, AF50 p&S, 90%)
A budget, and slightly tweaked,
release of the space wars shoot-em-up
that some Amiga gamers felt was a
tad harshly treated when it got 75 per
cent when the original full-price ver-
100 was ongmnally reviewed in June
1992. You must save the planet Ryxx
from the evil attentions and unpleas-
antness of varous adversaries. To this
end you must zoom about in your
spaceship shooting things, collecting
power-ups, and generally being a
space super-nero. An excellent budget
snoot-em-up
Software House:
291867).

Team 17 (0924

Batman

(£24.99, AF5 p38, W0
This was the gamethat named the
bundle that lay 'the Amiga 500
to the big widi i in full force,
B ase d on the !

Bl test of shoot-em-

tform skills. You

tmobile and

tcave and do bat-
stham

Batman is a five
up, driving and
take control of B
Batwing, enter thel
tle with the JokBel
Cathedral. Batninn
slick |_‘.F.'.F1|1|q,-. amd
play. Many people were expecting a
tired, sad film licence with no game-
play for a great deal of cash. Oh, how
g they were. This little beauty

Carrier
Command

(£9.99, AFi1 P38, 90%)
Une of the best releases in the long,
and not always very distinguished,
history of the budget game. Carrier
Contmand puts you in command of an,
er... carrier (of the aircrafi varety 1
and vou must sail around taking over
islands before the enemy forces can
get to them. Thewide range of
weaponry and the gameplay that
takes in strategy, flight sim and arcade
action makes this an essential budget
buy for any aStute Amiga user
Software Howse: Kixx, via US Gold
{021-625 3366)
lips: AP,
AFS5 (Q&A)

Cruise
For A Corpse

St a7 L

fin fiercelydivided about
Bome reckon it thoroughly
| rating gamed n
| I'Jrhn'siuuml it a baf-
rustratimg exercise. [he plot
hic adventure- um-puzzle
g w s o French detective as he
br the cluesito a nasty mur-
fruise ship (@ sort of Ooh La
. I's very much in the
i |d and ca either
ey satistying afmouse
gy annoying,
Software Howse: US Gold (021-625
3366),
Tips: lﬂﬁ‘ﬂl

[L'H 99, AF24 p62, 9%)
Enemy aircraft at 4 o'clock (or tea
time, as we call it in the AF offices),
primary target secured, range 25km,
bearing U20. Yep, it’s Hight sim time,
and F-15 Strike Eagle Il is one of the
better examples of the genre. It is
packed with action, the speech and
sound give it a realistic atmosphere,
the 3D view conveys a striking
impression of height and speed and
it’s very, very fast,

Software Howse: MicraProse (bbb
54326,

lips: AFS5{QE&A).

MicroProse Golf

(£30.99, AF30 p122, 90%)

et in the Swing (no more puns please!

saddened ed) with one.of the best golf
sims available for the Amiga.
MicroProse Golf is a rernarkably
detailed simulation giving you a
range of clubs, different stances and
club faces, and teg positions, as well as
showing vou wind speed, green
1Fh"|.'1:|!"-, overviews of each hale and
much maore. If Oscar Wilde had
played MicroProse Golf on the Amiga
he probably wouldn't have described
eodf as: ", ..a good walk ruined.”
Softwiare House: MicroProse (0666




Falcon

£14.99, AF39 pl15, %0%:)

A classic flight sim at a budget price.
Playing Falcon ain’t easy, but no-one
ever said flying around on deceptively
dithicult missions while various ene-
mies take pol-shots at you was going
bo be a piece of cake. Excellent game-
play al a fast and furious pace tor a
budget price. What more could you
possibly want?

Software House: Action 16 via Digital
[ntegration: (0276 654959).

Tips: AFs5 (Q&A)

Nick Faldo’'s
Championship
Golf

1£34.99, AF43 po0, 90%)
Although it doesn’t boast as many

of the exercise is that you (a dashing
young hero called Jake ‘Lucky’
Masters) rescue a young lady called
Kate from the clutches of the evil Li
Deng and his hordes of ninja hench-
men. Superb graphics, brilliant sound
etfects and a remarkable variety of
options make this an adventure that
can run and run.

Boftware House: Sierra (0734 303171).
lips: AF41.

James Pond

(£7.99, AF33 p92, %0%)

Fishy business with an underwater
secret agent set over 12 pJ.1tmrm lew-
els. The mission ttles all have
fish-related puns such as Licence To
Bubble, A View To A Spill and
Fishfinger, and this has given rise to
generations of Amiga journalists
straining to introduce similar ph Vs On
words into thetr CopYy We'll avoid thal
temptation because at Amiga
Format Special we believe all PUNSegy
have their plaice.

Software House: Millenminm HI]'E."
B8040,

Tips: AF22, AF38, AF12.

AP, AP25.

The Lost

——___
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RoboSport

: &
(£29.99, AF30 p69, 90%)
This 15 an interesting one is this;
RoboSport can't really be compared
with any other Amiga game, it is a
multi-player war game that relies on
patience and tactics rather than quick
reactions and a well-primed fire but-
ton hinger. Each player, up toa
maximum, of bour, gets 15 seconds to
plan their tactics, the Amiga plays
them out, vou get another 15 seconds
and so on. It can last for days and is
strangely addictive.

Softiware Howse; Ocean (06]1-832

fhi i3],

The Demo
Collection

1£19.99, AF41 p147, 90%)
This CD Collection p.n'h'd with the

B Chaos Engine you need more than

-

gramming team, The Chaos En
full-blooded -hmll-t'm-llp wit
strong puzzle element. [t's set a
16 levels, which are sub-divided into
four worlds cach with

el 17w A

rapid reactions and an eye for a kill
Software House: Renegade (071-481
9214).

lips: AF37, AF4S.

AF26, AP27.

Reach
For The Skies

Manwarimg and the

5t of the chaps rom Padis Arnry
were titing at scarecrdws with home-
made bayonets there was a real war
going on in the skies above England
Keach For The Skes 1s a tlight sim set
during the Battle OF Britain, that may
lack some of the action and sound
effects of other sims but scores heavily
on historical accuracy

aptions as some of the other golf sims

best demos from the Public Domain is
a real find and is a fabulous bargain at
under E200. It contains scores of demos,
perhaps the most notable of which is a
sizable back catalogue of the young

Treasures
an the strength of its brilliant :._-Imph-
ics, excellent sound effects, and Of Infocom

addictive game play. Among the other -
plus points are the etfective mult- ind outrageously gifted animator Eric
player options and the Mulligan Selwartz. A treasure chest of games
mode, which effectively means vou ok 1 t's why it's here!) graphics and
can cheat by taking a shot again : isic demos from the PD scene
Software House: Grandslam (081-680 o ftware House: Almathera Systems
TOH). — 081-683 6418),.»
Tips: AF45, AF46, AF -

Heart C

Iven-
ol Amiga
g 18 (very

: f r'rfu'llll.

(£25.99, AF45 p58
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Software House: V ?'-'.:_,
960 2255).
Tips: AF50,

Storm Ma

(£29.99, AF33 pod, 90%)
An unusual and fascinating |
from French software house S
that mixes strategy with a tou

I]"\

role-playing, a dash of arcadafition
and a |.1r!.;1‘ slice of the bizarr {in
play the wartime leader of an"Bland

thie waters off which are inhabited by
sea monsters. This means the onldy
way o wage war is by aircraft First
you have to build the planes, then
summaon up the storm master to give
you a prevailing wind, see if the plane
flies, then defeat the enemy. Most
peculiar stuff from the French
Software House: Silmarils, via Daze
Marketing 071-328 2762.

Tips: AP13.

Pinball
Fantasies

(£29.99, AF31 p128, 90%)
Pinball Faniasies holds the point record
with Sensibl@Seecer as the game that

has had the mast detrimental effect on

productivity among the AFS team,
oh, former copStltant editor Andy
Hutch has bégmgonsulting with his
monitor, a mouseand a game of
Syndicate for &H‘lﬂnulph' of wieeks
It's simple, i08 iInfuriatingly addictive
and it's... pinball

Software House: 218t Century
Entertainment (0235 332939),

Tips: AF43, AFH.

AP22, AP25, APl6.

AF55 (QEAL

e r
e d when it wa® first revig

Laolf has a good feel. Although it's
a5y to get used (o the controls, it can
take a while to get any good at the
game, particularly as split second tim-
ing is required if you're going to get
anywhere near the middle of the fair-
way or the cup itself

Softunare House: Electronic Arts (0753
MAE42).

Operation
Stealth

L 8

| 5

o Ao mat

151 miss

i July 1990 (AF12, 88%), but (e
gel release elevated Ultimale Golf 1
our hall of fame. Although Ultimate 1‘
Golf doesn't break any new ground in
terms of graphics and sound effects,
the gameplay can’t be faulted
Soffteare House: GEMHIGremlin (0742
723423,

Their

Finest Hour
-

(£24.99, AF22 p68, 90%)
This humorous and classy graphic
adventure casts you as CIA agent John
Clames on a mission to retrieve an
LSAF Stealth Bomber that has gonge
mussing over the banana republic of
san Paragua. To this end you must
ask questions Of vanous characters,
hind clues, solve puzzles and extricate
yvourself from varnous tricky sibua-
hons, Uperation Slealth is an .|1'l-nr|:1:r1}:
game of lasting appeal and well
deserving of its Format Gold status
Softivare House: US Gold (021-625
1),

Tips: AF16, AF13, AF31, AF50,

AP1, AP15, AP17, AP18, AP19, AP22,
AP23, AP26, AP27.

AF55 (&AL

Gods

(£29.99, AF11 pT71, %)

This flight sam set in the days when
there wierne |1|ll.|,'|,‘l::l';1,= WL | H-m whilte
cliffs of Dover. when l,"l_'l_lillr could
only eat powdered egg because their
upper lips were too stiff to take nor-
mal food, and the Marzs were
goose-stepping their way across
E':l.lr1l|"|.'_ launches vou |||.!_1|| into the
skies above the English Channel to
take part in the Battle of Britain
Fealistic with stacks of difforent
gameplay options

Software House: US Gold (021-625
1366)

Fips: AFS5(1QEA).

PGA Tour Golf

gig .2

- ¥ _a
L 1 o

i 2
5 ek s ATER B e ———

(£24.99, AF23 p54, 90%)
A platform’game of Some distinction,
Lods was created by the Bitmap
Brothers in mid-1991. You have o bat
tle your way through a series of
dungeon levels by collecting money
and power ups and seeing off various
baddies intent on causing you consid-
erable harm. Une of the maost
innovative features of Gods is the diffi
culty bevel, which means that if vou're
doing badly, the baddies take it easy
on you and bonuses fall from the sky
some of the puzzles are particularly
tricky, especially at the higher levels
Software House: Renegade (071-481
9214).

(£24.99, AF21 pbS, 90%)
Of the varfous golf sims PGA Tour
Gelfis generally reckoned to be the
testilor plying techniques. So
althdugh it may lack some of the
exiras oF other golf sims, PGA Tour

AMIGA FORMAT SPECIAL

lips: AF26, AF28, AF30, AFi.
AP1, AP4, AP5, AFe, AP14.
AF55 (Q&A).

MiG-29 Fulcrum

(£34.99, AF20 p48, 90%)
[he Russian MiG-29 is one of the YOSt
cihicent combat pl._||:|,"\-. i the Wﬂﬂr 1
and this action-packed flight sifm S

a long way to reproducing the el
of hurtling through the air at Enors
mous speed. The five missionS seg
taking on Sea Harriers that angg
ing a crippled submarine, fighfng i
out over the Great Wall Of Chilias
Freeing the Straights of Hormi
the grip of a tinpot dictator, g
soviet uprising and protecting
world somewhere in the Gulf

Software Honse: Domark (081-780

[

Fips: AP1, APS,

Z-Out

— e p—
(£24.99, AF19 p56, 90%)
£-Chul gets “nil points” for originality,
bul scores heavily on the graphics and
addictive quality front. This horizon-

tally-scrolling shoot-em-up is the
follow-up to X-Oul and puts vou in
charge of the £-Out attack beam that
has beefisent to the ."'.|ph.| Centaun
moon Iowipe out enemy forces Yo
shoot things, they shoot vou, and vou
collect power-ups so you can shoot
more things. Simple but space-vio-
lently effective

Software House: NiA.

Fips: AF30,

Thunderhawk

)

[ust as you're getting usy



the Thund

flashes past

ter, a missile
e then an
I

K now it

I bwistied

enemy Copie
towards vou
VoW are a smo
metal =|'u1 I:'-l.:..

The actio
are plungd
away. Prog
Thunderina
those flight
ger hnger.
Softw [UTTTS
19:!_5? '

Lurrent Suppla I;ifl-gd,

it ted. . Supe l i ed " Unsupp ]

Bl . - .« MATO N .arns aw P00

» d.i_'_..-_..._

1£29.99, AF4 pb1, W0 ¥
If vou like lots of shod ;
N YOuT war games them vou 3
find much to keep vour trigger
occupied in Ked Ligittming. Thisy
highly detailed strategic war gad
in the central European theatre o
World War Three. The graphics and
sound are sadly disappointing , and
fed Leghteng will probably only have
any lasting appeal for those war
gamers who really take their strategy
very seriously indeed

software House: 581 via US Gold
021-625 3366).

Supremacy

5CAF15 p6s, 90%)
-age god game is notable
{ graphics, easy-¢asy-use
t Ind its engrossing plot. The
i ntrol thetniverseby using
SRS to outwit four l-‘-u:ll'n.
'Ii The firstcanibe seen off by giv-
! him a ;Hu-xr =-l.'1.'JI1:._ 01N a rew
pteg-galactic skirmishes, the second
Mhird have a bettér grasp ofthe
}‘t‘*llﬂ nature of the universe and
esent a greater challenge, and the
fom ong mean son of a gun, While
nlui!ln plotting thé overthrow'af vour

messages, train armies, build 5
ships and factories and carry oul .]
the dav-i t-d.u tasks that befall a®
potenhal potentate of the known u
VETSE

Software House: Virgin (081-9%60
27155).

&
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24.99, AF13 p46, 30%)
urious sports game plaved on five
fiches in the shape of a cross by up to
¢ players. The game starts in the
l¢ pitch where two players

il zoals. In three of the other four
¥ one player defends a goal and
he other two try to score. Un the fifth
pitch, the Frantic Zone, all three play-
ers defend a goal. The ball, or
projectyle, can be sent to the different
pitches through tunnels. There, it's all
quite easy then isn't it. Although it
sifids ¢ -.1‘11|,"'"|,, ated, all becomes clear

e

alter a wu;h' of games, and soon vou
will be hooked by the adrenal and
compulsive gameplay

Software House: Electronic Arts (0753
A442),

Cybercon 3

(£24.99, AF23 p&2, 90%)

A superpower has entrusted its
defentetD a Cybercon computer, and,
a5 18 the wav when vou give a com-
puter all % our we apons of mass
destruction, it throws a wobbler and
uses them against vou in a fit of sili-
copsmspired spite. A small band of
surviviors must enter the Cybercon
and pulll the plug on it. This involves

AMIGA FORMAT SPECIAL

Ve

adversaries’ empires you |1'.ujm_' 'gwl' 1

and tax your population, momtor nels, soll E PUuiEhes.
=out guards and othiér a¢
-Cl.r!h'n.:m 3 mixes

: ‘ v thréigh

e 2
D adventure. s h.ord
nd gets proj

Software

3366), v

progra
dard in w
board gan
graphics.
simple joyst
of use, mak
attractive p
pl.n % .L--L;-.mlh
yiour strategic s
at vour '\..I'I"'\-I."l.'l‘h.'ll to oubwl IFu-u'u_-'nl.
softuware House: Ui Soft (081-343
Wiks5),

lips: AF14.

AP0,

Battle Command

] e .

(£24.99, AF19 p52, 90%)

A combination of thoughtful strategy
and mindless blasting, Battle Comrmarnd
puls you in charge of a tank that must

complete 15 missions of varying
degrees of difficulty. The missions
also demand different skills and each
requires a coherent battle plan. Some
are put and out destruction jobs, such
as taking out an enemy hase while
others invioly ol e WAL ||r'|:._: CONVOVS OF
recovering military secrets. Although
it was released in early 1991, Balile
Command has a lasting appeal
softirare House: Oicean (6]-532
(EE)D

Tips: AP1. 2
AFS5 Q&AL -

e
FORMAT GGLDS

9.99. AFi6 p72, 90%)
fenture capitalism is the name of this
e, that really comes into its own in
jtiplayer mode. You set up a 19th
jiry shipping company and must
argo and sail around selling it

ds simple enough, but you have
ke historical conditions inko

BLInE, fOr |.""..1.'1'|!"||' wou wiomn | 'q.||.1 to
§if vou put your money into cot-
during the American civil war. In
Itiplaver mode you have the added
punus of having to out think your cap-
italist competitors. ; A shipping game

S with lasting '1P"1"1|

Software House: Max Design via Flair
Software (0661 560260),

9]

The Greatest

ind completely out-
compilation

ames, two of which
s In their ovwn right
wii gt the fillm and
Tre B e

i f;.d'ﬂ.'v- rim e ||'|'£d
iy Wiile s Si

ﬁ?‘] ||} "\li"'l'l'l,l_‘
kY, apart from

Jor every-
whio don’t
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B-17
Flying Fortress

(£39.99. AFi6 p76, 91%)
B-17 i not the kind of easy-pe.a-

Temon e

those « ¢ - went, there's more
than frantic joystick waggling 201 |

undeashin,; missile death on var us
enemies. 517 puts you in comn. d

of a 10-man crew (navigator, bon -

bardier. ;L.nners, radio operator . nd

the suchlike) and you must hel;
improve their skills and generall

guide them through a senes of m s
Sions of vorving degrees of difto Ity
This game requires more than a 1 ir
VT tof i I 2k : I

hallengir {ha-

AL
Software House: MicroProse ifiorn
54326,

Tips: AF47.

w-.||_:|'.|_.r1 I-L1:l;.!"|| sim that I
going to givEyouwa gaick thill .0 d
then beave vou wondering where all

(£26.99. AF50 p67, 91%)

L of the best plathorn IMeS SINC
R AREITH wrcing o MMarcus
arvivav] Yo! | < a hiu T il
Zillions of levels, and jus! the right
L11';:||'I of dithioulby o K B VLR COHM
nie back for mone. A ré aind
more. As with all the best platforn
games il of 1sn | important. but th
o ar 1egree of difficulty s o
4 10| r'i 5,
CrATiess 1Ty TIhE P '!_ .||.'-_-:||; trad

tons. A verntable ¢lassic

Saftunare House: kompart (0727
ShAN5)

Blade Of Destiny

s B

(£39.99, AF50 p85, 91%)
\ithough this role-plaving game
szt sl Has B

h Sel
a
% ! 1LY
g r wour special
skills, casting$; fightif p
<king B tinent et

ordér to acquire the arious bits of
map that will eventually iead yo 1
the blade of destiny. A highly it ¢
ing and absorbing adventure,
Software House: US Gold (021-67
1366}

F-19
Stealth Fighter

1£29.99, AF16 p48, 91%)
If your idea of a flight sim is a game in
which vou leap into the cockpit, loop
the [ p . take oul a few enemy planes
whore saturation bambing your far-
gotoand shooting a few tanks to bits
on r way backto base, then F-19
Sha bigier s not for yous This is
prot bl the mosttechnical of the
Wmiga thight sims. Becau-e it is based
on the Stealth tighter {which is sup-
roselvinvisible to enemy radar),

wich of the gameplay iny olves mak-
Ing sure vour own radar signature is
kept to a min mum, and taking
detailed n@les about the sort of rdar
VO emcoumt '.'.'l'llElE' rﬂklllgthE Jip]:m-
priate actign 1o avid detechion.
Softivare House: MicroProse (0666
AHil6)
Tips: API.
AF55 (Q&A).

Captive

(£24.99, AF16 p7l, 91%)
- 3 weltome vario tion on the
tried and festetDungeon Viasler
Mture games, 100 ang
t the game's title, locked

Lemme I'or

the captiv .

away in g pri-gf starship chat gels its
e | Series of 'u'"i-DIEPLtﬂE‘I
g 1 1pe vou mus: knock out
| I % Mot Easy |J:r'|_|_1_"5.:¢. !|-'l.'|'1.-l-
fappen | 2 a4 laptop cmputer in
Vs { can use it to conkrol four
il n battle their way
W cuch vanous dungeon [Evelsto
COMmE Lo VO ries An interesting
variation onea well-tried s

Soffteare Howns
246333)

Iips: AF32 AF47.
11",

AF55 (A

M= arne [ITEE

First Samurai

(£2589, AF29 p94, 91%)
A th@ueh it's usually classified o5 n

b atsgn F" s [ NIRRT I,'I-I.'LI--

AMIGA FORMAT SPECIAL

grammed by Mev Dinc, doesn't fit
easily into any genre. The game i- <et
in a six level tour of futurstic Jopan
and has strong ¢lements of arcade
adventure and stratecy. You are a
samurai warrnor who mu-t ight with
honour to retain his sword. Makea
mistake and you lose the sword and
have to defend yourself w ith your
bear hands. A big game v ith a lot of
player flexibility and a la~ting appeal.
First Samurai was available through
ImageWorks, part of the ™ lirrorsoft
Empire that went under at the same
time as its owner Robert M laxwell. Itis
now available on a Ubi 501t compila-
Hon.

Software House: Ubi Soft (081-343
55,

lips: AF36, AFd6.

AP10, AP13, AP14, AP19, AP22, APML

Austerlitz

(£24.95, AFB p53, 91%)
\though it looks a touch dated now,
\usterlitz was considered 2 highly
impressive war/strategy game whe
WS TEIEISET TR EarTy 1990 Y OU step
back in time to take the role of eithes
“Japoleon or Czar Alexandor in the
battle of Austerlitz in the M apoleonic
wars. You take it in turns to dispatch
orders to your subordinate- who then
rut your battle strategy int. action
I'he key to the game is to react quickly
1o developing situations, and despite
its age its still a lot of fun.

softuware House: US Gold 1121-625

1366).
Tips: AF9,
AFS5(QE&A).
Roboc

o~ -

--b"\\.\_ - -H.'l-\.'__ A "~ ." i ']

B e ﬂ‘“ﬁ :

(£25.99, AF29 p&0, 91%)

Wonderfu! platform game in which
you contred 3 c0d who has scme
remarkable talent=, -uch as the abily
10 stretch toranyheight. The aun.off the
PYErCHSe is bo save Jols ol p-.-ht;uins
wiiw are hidden in some particularly



parts of the screen. All
nqtdru- Robocod to stretch, float
hl’ltltew sort of “flyed’ cod) (mo
ore puns!! 11 fact you e <o Go and
ﬁrlnlna Format |/ il ed )

ll, crasy and o be (pa' i)

! H'mrsr:MiH:'uru'um-fﬂﬂS

LSk 1 [t

""__."';I

1E3 5, AF32 p60, 91%)

Becos 2

"2, AP13. API4, API5.
55 (QEA

op 8 a ~hoot-em-up that takes in
s of {lizht simulation and driv-
Dﬂl‘hﬂm wets called out on

% all o er '.‘htl.‘.i‘l}", which test
ul ml hts three prime direc-

r;“" L

hpnbﬁru‘dup’tmldlngﬂu

.thtnmsttrmdsla cars off the

1, stalks muggers down dark alleys
blows drug dealers’ helicopters

'thuh A damn fine game.

ftwire House: Ocean (061-832

L ,m plﬁﬂ‘.l"l'-]

From thedays of the cold war » hen

Btians (Sovies DU il Polit |y
b ! Jwere evil, and not just

poor a8 they are now, Strider is a plat-
orm shoot-em-up that involves taking

FGI and various other

n Soviet state. Even the

Siberian monsters take 1 good boating
'Iﬁ:uﬂmlsmlably frantic amd the

e has a distinctly ad wctive edge
Howse: US Gotd 1021-625

AF7, AFs, AF34.
% {Q&Ml

|

Sleepwalker

l.E‘E.'H, m Pﬂ], 9]""}

This hugely addictive platform game
is packed with neat touches and sur-
prises. A sleepwalker climbs out the
window and somnambulates around
the city. Of course all sorts ot hazards
await him, but luckily his tru-ty
hound, Ralph (that's you), follows him
and pushes him away from danger,
and leads him safely past all manner
of unpleasant things. Sleepmuni/ier 15
original, addir:liwand it's also part of
the A1200 Comic Relief bum! e
Software House: Ocean (06132
6633),

Tips: AF45, AFi6.

AP2,

AF55 (QE&A).

Eye Of The
Beholder 2,
The Legend
Of Darkmoon

£}
i
r
-

|
(£35.99, AF35 p54, %0%)
The original Eye Of The Befo! -+ 1~
probably still the best and m. -1 atmo-
spheric role playing game for the
Amiga. EOTB2 offers more ¢ the
same (why change a winnin;: «wam?}.
Although there 1s a new plot ve're
basically talking the same th. v of
team of adventurers armed 1 it G-
ferent talents and attributes - 1ving
puizles and taking on foes in a murky
world of d tunnels,
more d and woods.
Software House: US Gold (02 1-025
ML
Tips: AF37, AF35, AF39. AFi0
AFi1, AF42, AF43.
AP17, AP18, AP25.

TOWETS,

FORMAT GOLDS

Caesar

(£29.99, AFi1 p92, 91%)

The Romans will 2o down in history
as the civilisation that introduced cen-
tral heating, toga parties and inspired
Clirsar, an excellent A miga god game.
iou are given control of a province
amd must build houses, -t taxes, go to
thi: forum, go to war, and generally
act like a Roman governor. 1f you do
well the Emperor offers you promo-
Han, and Vol can over
provises and countries until you
become rself. It's really
rather addi:tive.,:rnlitlit irt the extreme,
“F l:.{l.l-d.ﬂ

tmhmrr House: Impr. s@rams M7]-151
"H 1k,

Robocod AGA

£25.99 ,qF.le ]mu 91%)

TI:- b ;

W2 WOl ﬂmlga Fnrmat
sMarcus Dvsor T
upgrade of the original F-r.'lrl'l'l.l'l ol
il [ desipred b0 make full

thie A1200°'s AGA chipSel el
e excellent }-f.ﬂ'.-rm A

more colourial than 1
frendishlv trick
notwiorth buving if vou've
teinal R
got an Al sans Babnds el al
'1|:|rr| IFi H.m-:g T errisaeen 022 7
LY B

Kick Off

ERLL N YL L

O Thg o Lo QUL LE WolRLE Wi

AMIGA FORMAT SPECIAL

(£19.95, AF1 p35, 91%)

For along time Kick O was the foohe
fans’ favourite. Then came Sensihl;
Soccer, Plinyer Manager and Goal! and
the terraces ceased to ring to the
chants of "Ooh, aah KickeOita®
Although, Dino Dini's Kick Off 1s now
undeniably dated (it was reviewed. in
the firt Amiga Format way back in
August 1989), it is still an immensely
playable footie game. In factit cansed
such.a stir at Future Publishing that a
fourdivision league was setup, and
Kick O became so popularthat work
rales plummeted and the gam e, a8
banned during offia: hours,

software House: Anco (0322 292518).
Tips: AF1, AF3 AFI].

MiG-29
Fulcrum

[ﬂ! qq .ﬁF-H F"q'f! g1

M his flight sim orighh. eased by
Domark (AFY, B9%) and then asa
budeet by Hii Squad was awarded a
Format C.old for its immense playa-
bility rather than its Hight sim
accuracy.and realism. Basica Bl oLk
NG FEVY ¢ s iy ‘I.'\. Ll .-.I L] "\ﬂ “I nl-".i.i
ly around shooting things
iding being shot at. MiG=29
t be as sophistic ited as
some of the other flight sims, bu SRR
It of fun
Software House: Hit Siquad (021625
1366).
Feps: AF4L.
Li*s

KGB

——

1£30.99, .-IF-I"FH" 91%)

'hl'upln a Russian
fighting for the causs

SOVIETIY gl
of perestr okl in

this graphic adventure that, desgile
some cheap anti-Russian jibes, 1-6ame
pulsive plaving. KGfs alsonotable

Il iis sroie :|||I|_;|_||"|:|_'||' =4 “I.-:.!i_".:..
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- - 5

when you are told to stick a turnip
somewhere most uncomfortable, and
touches of sexual innuendo. 1f it was a
TV program, KGE would be shown
Atter 9pm

Software House: Virgin (081-960
2255).

lips: AF48.
AP25, AP26

AP27.

Legends
Of Valour

l-‘- ‘_.\-- I- e I--_'- i R
P el 7 ) OO e e e

«  When it was first released for the
Amiga all the way back in February
1%, this excellent arcade conversion
was one of the best platformers

looks a touch dated
TN

2 &
¥ i
3 hey
’ " !.["-l 9% AF7 pid, 9% ]

around. 1§ now
bet w

L]

(£39.99, AF34 p90, 91%)

Deegin the heart of this Dungeons &
Dragons-style graphic

adventure, RIPG there is chillingly
realistic representation of AFS consul-

and challenging jaunt through an
imagimatve vanety of levels inhabited
by various laser-death spitting nasties

NN f.'-':.--.' !.l“' Lot ".I._'lj'tf:.:'
;:'||

Illlega In-lh‘lanla

T e

i

tant editor Hutch (honestly). This
aside LoV is a superb looking game
setin the town of Mittledorf vou are
given vanious tasks to fulfil and places
to explore. It's a huge, vnl]‘trq]]m
game of epic pm[.h:‘r:rhl.m&.
.Sﬂ_th.rdrr House: g

i
. "

| - o | ps,

Ly B L LSl

(£29.99, AF26 p54, 91%)
This epic (in the ‘very big indeed’
sense of the word) god game from the
Sensible Soltware team of program-
mers iIMvolves vour quest to dominate
28 islands by exploiting their mineral
wealth, developing and creating
weapons and then using those
weapons o wipe out the opposition

e and hmpa of I,'II.I|'.I'|""|-|_'|

- .
B T |
(£24.95, AF11 p46, 91%)
Opinions remain divided about
Gravity, the game that is, not the for
that makes apples fall into greengro-
CErs ‘th."}".ﬁ. IThose whio ];I'H'I!'-q_". 1_"r'|_'d
with this space stvle war gamegaitl
wadge of strategy, found it an mh*iEu.
ing prospect. Many others found g
strategy simply distracted from the
shooting and blasting. This was a
Mirrorsoft Fame r-u- |_|'-|'|‘|_'l._'||"'|, OAW TR
l‘"- C -"I|." n Bob Maxwell, which like
Cap’'n Bob, no longer exists

=2s10nal '.'.;.I|,1|_'_1-|,|'_

i (051-960

. AF31, AF42 AF39.
£, APIL.
F55 (Q&A).

-

Jimmy White's

-'-

Sm:*ke

(£29.99, AF26 p58, 91%)
Programmer Archer Maclean was
really on cue when he spotted the
|"r"|."l.":'ll.i:'|ll'-. 1] Il1t.'-.l|.‘|l.|.|' A SO0 KT
sim into the Amiga market (Sacked!
Sacked! sacked!). The icon control sys-
tem 15 quick and ¢asy to use and
betore vou know it vou'll be chalking
vour cue purposefully as you stride
around the table, glancing anxiously
at the scoreboard and mutterning to
yourselt about a double kiss as vou
line up a plant to screw back out of
baulk and leave a good position on

) BRRImost the real thing
puse: Virgin (081-960

ps: AF42.
AF13, AP15.
AF55 (QEA)

Knights Of
The Crystallion

THE ESDEERNE FRA] I-+

(£29.99, AF9 p40, 91%)

There is the bizarre and the h:'lli,=|'h|'.
bizarre. The plot of this game falls into
A huge prehistoric
manster is ‘.r.z**pl-d N a canyon, dies
and over the centuries rols down to a
which a tribe of people carve
and set up a society
control and administer that
society, and, along the way undergo
five tests to achieve the same tele-

pathic powers that some of the tribes

||":I.' 5.'|I’.L'| l.'.'l||_';|_"|"'| k'

POssEss IEI:'I\. .III.'..r |'I:'I'\.\,I 2Py .Ii"'|1
Software House: US Gold (021-625
136,

AMIGA FORMAT SPECIAL

Sensible Soccer

(£25.99, AF36 p58, 91%)
Why 15 it that a foothall
tiny characters who can't trap the ball
is now widely regarded as not only
the best Amiga footie sim, but per-

game with

haps the best ever Amiga game? Well
Semathle Soccer from Jon Hare's
Sensible Software team has got some-
thing that transcends flash graphics
and arcade action, it's got an uncan-
mily authentic football feel. OF course
if there’s something wrong with vou
and vou don't lik

sm will be

¢ football, this real
lost on vou, and vou'll
probably wonder what all the fuss is
about. But if vou know the difference
Detween a square back four ||'.l.1 .|||
|Lh|'l1,='-'l.l.|.|.'*~ SlEm, 3i'm |
slowly take over vour Im
The more you play the better it gets
Software House: Kenegade (071-481
q214). |
Tips: AF42, AFi5.
AP17.

AFS5 (Q&A)

Soccer will

LE

Vroom

(£25.99, AF34 p56, 91%)

Progr '1|l|r el by l.-uI FCrammond, of

e Grand Prix and Stuni Car
.'{.'..r fame, Vroom is an incredibly fast
racing game with excellent L-.r._||;1|1|.u.
and the sort of sound effects that cry
out to be put through your hi-fi ata
socially unacceptable volume. Vioom
has three modes, Training, Arcade (in
which you must pass a given number
Or cars o -\.!:\.1-"|”'| tor the nest race) and

ith pit- 5|:up-=. Fur
ru-:r-.-l and tyre éhanges, Vroom isa
realistic and SNGING racing game.
You can almgst@mell that acrid bum-

ing rubber

Softuware quum Soft (081-143
Wias) w';.

LR

T

L



& 13 ey
! LiEEaSTI

(£29.99, 9 p95, 91%)
Three-game budeet release featuring
Wing Conmrmander (reviewed AFH,
B¥%) MevaTraveller 1 (reviewed AF24,
/) and Elrte Plus (not previously
reviewed). Wing Commander is a Star
Wars-style romp in which you meet
interesting aliens and shoot them;
Mega Lravetier 1 is a role playing game
which involves you saving the Third
|:"I|:'-|" um from the evil attentions of
the Lhipdani: Bl
the classic Elile inter-galactic trading
game. Excellent value compilation
Software House: Empire (0268
H1212).

# Plus is an |-.'|-|‘\:|'| il

Syndicate

(£34.99, AF19 p&3, 91%)

This enthralling game from the
Bullfrogs combines action and strat-
egy in a cyberpunkish sort of way
Y ou have o defeat rival syndicates
and take over the world
you arm and equip up to four of your
cyber agents and send them on vari-
'.IIII-. MESSIONS o nescue Spiis,
assassinate leaders, kidM'!' sCicnhisis
and the suchlike. These missions
require a fair amount of thought and
planning, not to menton oodles of
laser death. 1 you .,{ln'.E'l|-:_'I|_' the mis-
sion successfully you take over the
country, set a tax and become more
powerful Excellent sound, great

To do this

;_;r.]'!"'|||.'-. and compelling :.;.1|'|||-|"||.|'..
combane to make a very good gami
indeed

Software House: Electronic Arts (0753
HI442),

Tips: AF50.

229

Indianapolis 500

(£24.99, AF17 p6d, 92%)
This racing simulation 15 based on the
famous American race which is char-
actensed by the large number ol
high-speed accidents. [he game cap
tures the manic speed of the race and
there are lots of different camera
angles for analysing those 15 car pile-
ups. Indianapolis 500 combines racing
skills with the urge to prang lots of
those lovely new shiny cars. Good
stuff,

Software House: Electronic Arls (0753
549442)

Tips: AFI18.

AP12,

AFS55 (QE&A).

(£24.99 AF14 p3b, 92%)

The second in Paul Woakes' Mercemnary
tritogy Damocles 15 a L) adventurein
which vou are a mercenary charged
with saving the planet from destruc
tion by diverting a very large, very
hard meteornite. |hat's nol easy i
ibselt, but o make matters worse, vou
don’t have a clue where 1o start and so
v must solve vanous |‘l':..".-'||'- (0]
make voursell more ade ptin the art of
meteorite diversion. An addictive
game with some quirky humour
Soffare House: NIA

Iips: AF15.

AP

AF55 (Q&AD

AMIGA FORMAT SPECIAL

e

Distant Armies

2%

(£24.99, AF16 p90, 9
Ihus fascinating chiess-inspired stral-
eey game is a real gem. You have the
choice of ten games, each with its own
board, all of which are vanabons on
the basic chess theme, Although that
may not seem too special, Distan!
Armies is the sort of game that you dip
into and before you know it you're
sending out for pizza. Consider us
very impressed

Software House: NIA

Iindiana Jones
And The

Fate_ﬂf ;Atlantis

(£37.99, AF43 p72, 92%)
Produced by the Amenican LucasArts
|.'|'-||IF'I.'||'|'|. rl_"\-l,"lll"l'l"\-lh.'lll.' 1or ||"|I_' |_|.1-='-:|.'
Aonkey [slamd EAMmes, [rdwmg fomes 15
an intriguing and engrossing graphic
adventure starring Indy and his fellow
scientist /adventurer, the alluring
Sophia Hapgood. Many of the puzzles
demand a great deal of thought
Sometimes vour course of action will
determine the direction of the game
play, so if you chose to battle your

'nh].:i outofa E.I.'I- en situation rather
than think vour w ay around the pn-l’v-
lem, you |l follow a much mose
action-packed route. [ndanag Jones has
a fair slice of humour, and although it
=k |:_|_1|I|,' in the same league as the
incredible Momkey [slang 2, 1t's still an
absorbing game and one that you will
treasure for months if not vears of
your Amiga gaming life to come
Soffurare House: US Gold (02]-625
1366).

Tips: AF46, AF4S.
A2} AP2I AP24.
AF55 (&AL

EEEEE——
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Eye Of
The Beholder

One of the most influential role play-

ing games, Eye O The Beholder is set in
a fantasy land of freakish, outlandish
creatures and powerful beings, all of
which are intent on making your life
as ditficult as possible. You control a
party of six people all of whom have
different skills to help you through the
trials that lie ahead. Each character
has the ability to learn how to use
weapons and the mage and clenc can
also learn how to cast spells and heal
pe -F'-I.-_ which means that their knowl-
1,'I,t:|_"|l,' ETOWS a5 yours does. Ome of the
greal games of all ime

Software House: US Gold (021-625
1366).

lips: AF26.

AP2T.

AF55(QEA).

Killing
Game Show

(£24.99, AF17 pT4, 92%)

Based around a futuristic game show
1M W h::_h Ihu_'r'l'_" is :||'||:, DM WINner and
the losers diehorribly, Killing Game
Show is a fast-moving platform game
with shoot-em-up action. Among the
hazards are MUCGs, convicted crimi-
nals who have been transtormed into
cyborgs, pits Of Death, HALFs
(Hostile Artificial Life Forms) and
DOLL (Deadly to Organic Life
Liquid), acid that creeps up the screen

Softweare How
5735).

Tips: AF33.
AP1.
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F-29 Retaliator

- %.”fn;-'” n,'i

~ 'ﬁlF
ACE

(£24.95, AF11 p62, 92%)

This well-crafted ﬂiEht sim puts you
in the cockpit of @ither a Grumman F-
29 or a Lockheod F-22 and gives you
the option of four theatres of war
{Europe, the Middle East, the Pacitic
or America). For those of us who
don't get oft on going through five
hours of pre-flight check-checks, this
game is a winner. The emphasis is
firmly on the action rathegthan the
flying, and to this end youwhave hr.up-
of missiles and bombs o choose from
and a host of missions to fly

¢: Oeean (061-832

Tips: AFIZ, AF13.

(£24.95, AF2 p34, 92%)

This adventure-cum-puzzle game was

rapturously received by Amiga
Format way back in Sep
The plot involves two tribal groups,
the prinutive and pagan U'rotozorgs
and the weaker but more mIETFq:enl
(but more boring | Normals. The

e — _ﬁmtumn.p turn v
.-'.'l.lfli':-u!ub, n.il.:n'ln'kII

“thecourse of whichyour girlfriend is

kidnapped. You (Raven) must rescue
herby undertaking fivéftasks to

access mhg.,ilmpln where vou
H old. It all spunds
| P down mﬂw

tember 1989,

L

N
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-ﬂ

(£30.99, AF30 p132, 92%)

Ceoff Crammond is the best program-
mer in the business when it comes to
racing gamesand F G P shis finest
achievement to date
the graphics are incredibly detailed
and the gameis.totally engrossing,
You can race on 16 different circuils,
and before eagh face you complete a
practice.drcuibdo determine where
you start on the grid. The'racing itself
is remarkably realistic and once you
get intothe swing of it, it's surpris-
ingly e asy o work your way through
the field and ghillénge fiora place in
the top three.
Software House
5043286).

Tips: AF34, AF42,
AP12, AP,
..FSE ‘q‘ffﬂ | 5

: MicroProse (0666

Emmlngs

whenthey
angd.hurtle
probably t
game ever. It was progran
David Jones and released
Livegpool software house
Feb 1991

Suﬁrr;“:: House: Bsygnos:
5755k

Tips: AF22, AFi2.
AP9 AP0, A
AFS5 (Q&EA)

The'iction is fast,

- e's Quest

-

.__..-!,q_l':.

(£34.99, AF13 p57, 92%)
Just to call this a game is inadequate
it's a five-disc work of art,” enthused
the Amiga Format reviewer when
Hero's Qligs! was released in July 1990,
Hero'siQaest is a role-playing gamean
whitch viou can chose the attributes of
your character by being a fighter, a
magician or a thief. You then set about
defending the people of the Spielburg
valley from a variety of monsters (the
Humanmds, the Inhumanoids, The
Undead and the Unknown) and other
fantastical calamities

Software House: Sierra (0734 303171).
lips: AF16.

Links

(£37.99, AF36 p77, 92%)
lbwou haven’t got a hard drive ¥
€an't play Links - so get a hur g
Links has just got the edg he othy
Format Cold golf g #J et
its shick amimation, the control it gives

After deteating The Fat Guy in Kick
Dangeroiis 1 when he sees a fleet of
Ihe FG's Hlying saucers heading
yard Hyde Park and before he

ssumed his platform
game superher MNCE MOre
in... Kick Dangerous 2. Each level of
this exhilarating platform romp takes
vou to a different location, such as the
planets Freezia and Vegetalia and The
Fat Guy’s mud mines. Most of the
action is laser inspired which gives the
game a rare zapping quality

Tips: AFS5 (Q&A).

Midwinter

2

.
(£24.95, AF12 p'". 92%)

The vear is 2099, the varth has been
struck by a meteorite and been
plunged into a second ice age. A small
group of survivors build a new society
on the frozen wastes of Midwinter lshe
and torm the Free Villages Peace
Force. But the new civilisation is
threatened by a rebel army and your

|ﬂ|:" is to thwart them by deploving
- o




Powerdrift

'ﬂn-:n- ol '|--l|| -'\--ﬁH

R Al e

(£24.00, AF5 p42, 92%)
The original Powerdrift coin-op game
wis one of those affairs where vou sal
in a cabinet that moved from sideto
side, allegedly to simulate the feel of a
racing game. Activision's conversion

[ ior the J:.U.:'L"lq' ioff .,'.'l”qr
would ofteggal

I the arcag

4 ?h ;

4 r!::rﬁ s of h-. ;
start M race in fourth place and
must finish in the top three to

T progress o the next rack. lor such an

early game, it is still incredibly fast,
colourful and action-packed. So forget
all the years that have passed, and
concentrate on the excellent J.',Jl'r‘-vr-la"..
e all. .. what more could yvou want
T racing game?

are House: Activision/The Disc
pany via profile 0295 263363.

i

& T". Yy

Powerdrome

(24 995AK] pa9, 92%)

. rh-walled

: _FIH.‘ link up
\ Amiga with a u“-r:%urn cable
A
to race against a human Opponent. An

old “un but a good “un

Software House: Electronic Aris (0753
MM42),
Tips: AF6.

The Secret Of
Monkey Island

o

[ ]
T

."il'll.'-'J'i'I'l_Ii'-.'-li
N E m!l I—:'

(£29.99, AF22 p50,92)
On the face of it, a strategy game
based on the development of the
American rallway syvstem may nol
seem a particularly gripping concept
However, Raolroad ['yeoon, by Sid
Meier of Crolizalion fame, is a thor-
oughly absorbing and challenging
game Youstart life'as a humble
investor, and thrgugh astute business
deals ;.Lr-'ldudll_t begome a railway
mogul. Butbeinghead of the rail nets
wark isn't just aboul drawing a huge
salary and making excuses about s
leaves on tracks “n Bailroad Tycoon
you have to build bridges, see off
rvalsin fare wamsand undertake all
manner ofotherrathyay-related tasks
Software House; MicroProse ((b66

S 326).

Tips: AFi2. (]
APT2,

Waterloo

il

N dou control the strateg "~_-

Mrdrm o your roops v i
m&‘simd calf view the state of

by lookingat the action through

the eyes of youf commanders. As far

a8 we know Waterloo is the only battle

to be named after an Abba sapg,
unless of course there has been a skir-

mish called Femando. -
Software House: US Gold (021-635 _
5888) "

HHATSEC“L
GAMESE -

—
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e
Lure Of The .
Temptress

(E30.99, AF36 p80, 92%)

Created by the Revolution program-
mung team from Hull, Lure Of

TheT emplress is an |m1111-|1u-|:,- playable
graphic adventure firmly set in the
Dungeons & Lrragons,/ fairvtale tradi-
fon. You play Diermot, an unwilling
hero who gets caught up in a plot to
overthrow the evil Temptress and res-
cué her prisoner. The Lrﬁiy_;w»-—ﬂ‘
possess some basic intelligence, which
means that if you annoy them at one
point in the game, they won't be too
co-operative the next time you meet
them. L OF The Tonglress.is also_
not: its hermour and self-par
ody, 1 helps make it an absorbing

_.--l-—"'-—-

game ust for adventure games
fans.

Softu lonse: Viegin (081-96  ~
2255).

1, AFH.
9

Tips:
AP1S,

-----IFIJH:E-

ier ._“H-_

Ij_"‘ T T -8
(£24.99, AF9 p32, 93%)
L itk g |
leil"l:li f"'iil'ill Wi L
L O CONETO
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enemy on a battlefield littered with
many hazards. The speed of move
ment and depth of the missions make
this an enormously playable, above-
average shoot-em-up. Many of the
Amiga Format tcam get nostalgic
and are often heard (o sigh: “Ah
k argueror, tanks for the memory:
Software House: Rainbow Arts/IDG
(071-243 2878)

Crazy Cars 3

IES.?Q,#? 937
something M Fsurprise this one. The
twio |'-|"h incarnations of Crazy

1
Cars did 'Hml:u eet the Amiga
Format review team’s pulses racing
However, Crozy Cars 3 15 a damn fine
urban racing game with gripping
gameplay. It's fast, frantic and fabu-
lous, with upgrade options and
mapreading bils to enhance the basic
racing theme. There's’s also a nice
touch in the plot about escaped con-
victs and traffic police. Motoring

mayhem v
1 s (071-700 2119).

Saf
ashback

ol slick graphics and
g zameplay that involves
ol adventure, puzzle and
~em-up styles, carmed this offer-
¢ a Format Gold. You control a

> scientist called Conrad as he battles
with Morph agents and solves puzzles
against an animated background
Software House: Delphine via Us
Gold (021-625 3366).

lips: AF50,

Player Ma

(£19.95, AF10 p65, 93%)

You could be excused for thinking
that Dhno Dhint's next excursion info
the world of footie sims after Kick OfF
was Kick OF 2. In fact the running

I % [ ]

order goes Kick Cff, Extra Time (an
VLRIt Ne i
Manager combines football strategry
with arcade action and is still
regarded by some footie fans as the
finest Amiga football game ever,

Hl-u'\-l.ll\'.ll. SOOCEF OF DD "':'?i'\-.'!:'.l" "';l:1 LT

You start the game as the newly-
appointed manager of a team and
must buy and sell players, supervise
training sessions and decide on the
teams tactics. You can then either
waltch the Amiga play out a game, or
control the team yourselt when
saturday comes. The ultimate aim is
to guide your team to the top of the
(then) First Division, winning oodles
of silverware for the trophy cabinet
along the way. A truly great game
Software House: Amco (0322 2925185).

Laser Squad

Jr‘lqa_ AF5 p52,93%)
ERIthough this one or two-player tacti-

cal war game doesn't score boo highly
in the sound and graphics depart
ments it still has an enduring and
endearing addictive quality and
requires lots of the old grey matter
Written by Julian Gollop, Laser Squad
15 played over a set number of tumns
on a pseudo 3-D board. Each player
controls a variable number of troops
and must gain victory points by
destroving specihied targets. Played
against the Amiga Laser Sguad is good,
played against another human it's
excellent.

Software House: NIA.

Fips: AF6.

Shadowlands

(£29.99, ﬂFﬂﬂ-.pTl 93%)
Programmed by Dean Lester's Teque

AMIGA FORMAT SPECIAL

teayShadowlands is an absorbing

absorbing gil

Softunare Hou!
1727).

il il

lips: AF3h, AF3
AP,

4

people still have a soft-spot tor Xemon
? and there’s no denying that the
graphics and the Bomb The Bass
spundirack are excellent. Aemon 215 a
vertically-scrolling shoot-em-up set
over five stages, You control the
aoaceship Megablast and must find

nidizh Xenites have hidden at var
ous points throughout the history of
vour civilisation. Xenon 2 was released
i_l'. Robert Maxwell s Mirrorsoft outhi
which, like Maxwell, has ceased to be
Soffioare House: NIA,

Tips: AF38.

Wizkid

(£24.95, AF6 p45, 93%)

Produced by racing game guru Geoff
Crammond Stund Lar Kacer 15 a sim-
ple, effective and hugely enjoyable
exercise in hurling Bskant car around
various death-defyingiacks. You
start in Division Four@and Work vour
way up to the top flighEwith the
eventual aim of winning the champi
onship. Like Crammond'Sether
racing games, most notably FIGE,
Siunl Car Bacer has greal ;._"I'f,'IF"l"II-\."j andd
easy, but addictive gameplay- It's §o
realistic you can almost hearivurray
Walker's high-pitched platitudes
above the roar of the engines
Saftware House: MicroProse ((6b6
504326).

Tips: AF13, AF42.

.'” "‘l.r {UE‘.T Al

Xenon 2

(£24.99, AF3 p52, 93%%)
This Bitmap Brothers_Shi
was received with uniig 55 praise
when it was released II'II n-l_l T I';EH,
but since then there has Dee

thing of a critical |:1.1-.'L‘|.|-."i, anicl Xenon
Y has been accused of h”-“ﬂ -
dictable and too easy. Howe

(£25.99, AF37 p54, 93%)

A beautifully bizarre, seriously off the
wall :._*'.'l|1l|:r1|"|' basic idea of Wrzkid 15
LD |_'1_'I||;|_'|,|: llkcats |'-:., LRI Mg Variouss
objectsy including bricks, marblesand
penguins, off buttertlies” heads. You
also have to salyi !"'I.-..-:.I':I"‘\- to colbect
colounsthat enable vou to solve other
puzzies, Although it is usually'put in
the plattorm category, Wizkd is
notable for its distimct lack of plat
forms. Wizkd, the _-q.u|uv] to the very
excellent Wbl was concetved by
lon Hare's ".;ﬂ],'-.it'l £ 0itware lean
Software House: Oceam (6] -532

b6 33),

Tips: AF41, AF42.

AP20, AP23, AP2Y.

AF55(05A).

Pacific Islands

F35 p50,93%)

I just another war game,
s, progragnmed by Kik
icsnd shoot-em-
ibsorping, i




controd the units (up to four)
your command and liberate th
Yama lslands. But it's no good jt
sending vour tanks rolling in with all
guns blazing

, because depending on
the amount of damage vou E:'I'::Lt o
mnocent villages and the speed of
your campaign, vou get a variable
amount of cash to spend on re-arming
and repainng I.E'||'|1|1'|..l.~.| tanks. There
are five islands to be liberated, which
makes a total of 21 battles
soffware House: Empire (0268
H1212).
Tips: AP16.

Striker

(£25.99, AF36 p59, 93%)
Although Striker has an immeadiate
appeal, it 15 now regarded by the AFS

feam as second best to Sensible ':II.". LT
On the P|l.-'- side Striker is easy b con-
trol and encourages passing and

teamwork. Charging down the middle

of the pitch doesn't get you very far
whereas playing the ball and passi
leads bo ,*.'_l"-.liﬁ Downsides - IL& drff-.v
cult to change team formations mid
match, you canst@istomise your
[eams,

Seffiware House: Rage Software (051

433 2hES),
& 3
-

Lemmings
The Tribes

E

-
- AF36 p54, 94%)

, You were wailing to see where
Lemmings came were you?
us a great deal about vou. You could
b a vicar, a First Division fooly
player, a Major General, in fact vou
could be anvone because The L-word
game is that bloody popular The orig
inal Lesmmnies came from nowhere to
become one of the best-known RaAMmes

ever, so there was an .|'-1.‘9.|*.)|
expected of this follow up, Lot s 2
miore than satishied those e Atons
I'he main difference be ru.--._-ﬁn W '

games 15 that Lemmings 2 aplo 4 ‘
The Lemmings have miggied § EA504 .F-Iq P90, 94 %)
hissmtstanding helicopter flight sim
bines flying skills with stratégy
W 'Il'j-_ AMINE o 1'|'||!Ih1. OnNe O th["
.1|:E§1..1:E"|||., Amigdgames, Yol
an play Gunship 2000 & warrant offi-
cer level, where you control your own
copter, or you can go intalampaign
mode which putsyou in command.of
a squadronanid makesit passible to
work'Your way up the promotions
ladder. Everything abput Guuship 2000
o0zes class, trom the smooth E'raphu::~
to the well-crafted gameplay
Software House: MicroProse (0666
H326),
Tips: AFS0.

That tells

aF I

Lemming Island and splitfnto 12
tribes, each of Which has EFols
tion of the sacred Lemmig
But disaster threatens (j
and the only way tl |
to collect 1-.I|.:|:'Ih|.'I ¥ # 2
Talisman at the g afl
Your task is to g thie £
which has dArenT e
centre of nd. @
Talisman
CAn sun
take t

I:1f!r.l.1u1 :
gof plo
St iabe f['r: Psygmosis (051 709

2%
Fips: AF47.
AP, AP27.

L each of
o the

lings

g boat to
ng, it's
it's even

l:i" d K
i t|_1 = ! .l-| L'I"l.ir
g 1V AT

Civilization

HistorylLine
1914-1918

rilization sonees
viﬁ & 0 qru
pes el ’% e‘
4 apcret

. gnore :.ru Z Em.
3 P31, 94%)
ove it or you can't see any
whatsover in the | hugehitgs
of wit and intelli gence fog

".r'll\,,..l.'I].lr-.l“_'rl_'_ I,I'ar"“

B MUTED

f-l"” 1,

. 947
Jr' LmiEa wa
iprizing that
@8 ccd by the |
L TIan softv
e Lenhion
ith acoouit

BCtS =t

P

] .II|'-I‘-.-._|J
e F and, which -#
A1l rolling. Tk .,,"'I o

argaming itselPiE e
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John Madden
American
Football

(£29.99. AF33 p58, 94%)

LUkavy, tp be brutally honest about this,
Amerigin nerdball is not the favourite
choice gf office viewing. All those
tedious grunth, tactics, unitorms, dull

comment@iors and people who actu- )

ally believeghthat the Londgn -
Monarchs'sbore even . ' .
affinity to Landon. Soj ays kg
ﬂa"ll'u_lub-. hud. b usofa W
good Amiga simulakioh 1l ol »
Miadidon s Amerioay Foobbea .
exceptionally gootl game, Willl déserv- -

ingof its Format Gold rati
gameplay is particulérly real
enough Defensive apd Offens
options for hours of 3BSarbing
iron. Incidentally, JohmiMadden
particularly distinguishéd footba
coach, who is now a telovdsion co
mentalor. A bit like Steve Eﬂpl.h.'ll
Software House: Electromicflrts (07
ML

Tips: AFi4. AFi5.
APl

AFS5 (Q&A).

anermnnge‘m




.

FORMAT GDLDS

time of its release (lanuary 1991) ol tormula?) and Kick O 2 remains one from the diamonds scattered around

|'|._'||,‘.i:|'|:'||,l'l..’|||'n,'L:I'.‘.-F1|'|I|,'n.'.!'u‘| still hasa  of the best fpotball games ever to the place. GERALD travels between
lasting appeal appear on the Amiga By the ditferent worlds via teleports,
Software House: Electronic Arts (0753 Software House: Anco (0322 292518 ¥ lwace pnly accessible if you com-
S549442). lips: AF19, AF42. ' lgs. Spindizzy Worlds
Tips: AP1, APS. API4. !

Software Huus.r Ammsfm i Th
Dise Company (010-331-491(=5995 ).

Speedball 2

F-16 Dragon's B
Combat Pilot

(£29.99, AF3 pd6,

s

[his unusual lEl_l:llﬂ pame, from the now
(£24.95, AF3 p42, 94%) defunct Palao®SoffWare house, is a (£24.99, AF20 p58,94°.)
Although it's ge r'||1;., on a bit now, this  sort of medigyal W@sion of Sim Cify in,, A classic Arni Same, 5peedball 2is
flight sim is still worth -.r'u.-.nn*:.:-.nlt which vou' V@' gollb locate the three now more thabw. «car- old, but is
especially as it was released on the pieces of 2 mystical talisman before <till an antogielee'choice in many
Action 16 budget label for £9.99 .!|."|"I.I.'. your I.'ill'IIF’i-ﬂfr 1 @ ers' top ten. The rea-
a year ago. F-16 combines plenty of do this, vou hate filc American football

high-flying action with a large dash of  reall, really sifphesg BRI Lar s probably
realismand therefore satisfies those ot 1l1ﬂ|..-.|1‘|h from eggs 1 #= heavily on viglence
who want to blast every thing out of by -.1|I~]~.L"..I1 them 1o Far-tHlung hover g, The sco ring system 1=
the as those whoare more  order to frazzle peasants and then Ihd includes ce

interested "
1!15_'['|H'Tu:arep v of
ophons, from ab
ght missions
5“ B
sound departments
flight sims it remains an attitude
chall me. part, bu
&mﬁmmﬂm "y - ind the :F'
'*‘l - F ' m

L

AFS5 1 '-'"-" Sof! :

’-'“”’a-._- » -.’..'

perfect land- - carry out vanous other dastardly rat
' deeds. Dragon s Breath is an engross- and multigily vour score
e game with veryexcellent graphics  gates tho¥ransport the
pextremely high playabil- other side of the [:Hh.'h.

useful @know a
far mofiumportant that you adopt an

ugh it's

lmungthit counts,”
panner of illegal

R | B e

S e
(£24.99. AF18 p82, 94%) — 1
ip ﬂ' AR, Spindizzy Worlds, a peculiar but (€249, AF1 p38, 94%)
o Dindigreated®ick Off, the  compelling exercise, regarded by This tremendously popular coin-op
Was an iStant sugtess, and Kick  many devotees a- the best ever Amiga  platform game was a huge success
Juilt on that populanty by game. You control a spinning top when it v as transferred to the 2

mproving thégraphics and sounds, masquerading as a space probe, called  wav back in 1989, and four yearsi
froning out afew bugs andintroduc-  GERALD (Geographical it's still great. The Japanese gami
g a host o fmew features including Environmental Reconnaissance And the long tradition of introduc
rent pAulial
at frg@kicks, and aftertouch. around exploring various worlds. a ittle vellow kiwi-bird in bl
gameply is much the samsas GERALD is attacked by aliens and white running shoes, who
1ok OFF (why meddle with a w mnlh runs out of fuel if vou don't top up around rescuing chums whao

in

Ve

5 By AMIGA FORMAT spsc.rr‘

a big bad walmee and his teddy bear

sl these hiceties it's

Al SA¥S Sl s nol the taking

ing surfaces, defensive Landmapping Device) that cooms wacky platform characters, in this case

been ca p1u.red and locked in cages by

hordes. Nap&raland Slory is an over-
whelminglente platform game with
surprisesangd neat touches

Soffuare House: Ocean (061-532 |
hih33,

Tips: AF12, AFI17.
AP16, A9, AP22.
AES5 (QEAD

k.

Monkey Island 2
- LeChuck!’s

(£37.99 AF3& p[-nE. b3l
The original Secret Of Momkey [sland is
aclassic adventure game, and this
ﬂquel S even better. Yes, this is the
rarest of rare things, 4 :u.qml that dn-r-u
e Lo the orig ']'Tu"'um

ul

e :-l-* -’-Tl—n.
- q“-. |

tiendTeh pugzles

brilligns Sk

u[h --l::r
S

525 31
frﬂi 5, AR
AP17 APIS,

&m L
_!-




Highly original combination of strat {(£24.90 AF[H Iﬂh 059,

egy and puzzles in which yvou control Rainbow [slands is an outstanding olat
three robots, the Zap 'per, thy ¢ Pusher form game with excellent graphics
and the Grabber, and must use their challenging gameplav, and a rars
respective skills to make your way up depth that m« ans you can plav for
a group of '.-'l'-- s "'-ﬂ nds easy, but if months and still discover new sub-
ain’L Tower Of Babel is a remarkably games, warps, extra bonuses and
tricky, and frustrating game that will secrel rooms. You are in control of
test your powers of logic and deduc- Bub'n'Bob who must rescue the inhab
tion to the imit and 15 therefor itants of the Rambow [<lands from the
tremendously addictive. Although it grip of the Boss Of Shadow and his
has stood the best of time reasonably minions, You fight the baddies by hit
wellloer Of Babel probably timg them with rainbows which vou
wouldn’t getashigha rating if it was can also use to make bridges. If vou

(£25.99, AF39 p74, 95%) released today, rather thanWay back "'r'* nd too much time on a given

Thi "l.":.-l.,- 5 Answer o >0nic and in Jume 14950 . wland, water rises and vou drown

1'-|-|r|". Lol 15 a fast, tremetic and com- _"'-il”i-!'un'”n::'.'n'r-l"I\!:JIrrlllr.r.':'I'"'.'.l'_l.l_ T!‘r'rpﬂ.nl a.total o ST slands and
pletely brilliant platform game set in Fips: AF13, each is ":_|._.'|~'lﬂp olplon stages, w I-
gix worlds (Musi "."r.'ll.;, k ruil '|".||::.,|_ an end of level ;_'.l.'.l-._T?.TH al thie t:.li‘_'r ol
Tool World, Toy World, Funfair the last stage. Even if vou get through
World, and Shoot £m-up Warld), You neutems that lot. vou'll find there's much .
send Lool, a ninga from the nth dimen much mon | |
Softieare House: I'i'|.| ] l'-l'.lhI L s
Al

lips: AF34, AF42 AFis,

1M, AR

AF55 (QEA)

L0 i
jon shooting, kicking, punching and
collecting things in time-honoured
platiorm fashion. Although Zool is not
) particularly innovative game, the
r:‘.’.!|'I1I. S AN® |_'|_"|I|"'|'.-.; ana ik out-
classes the ettorts of Sonic and Mano
softurare Howse: Gremtlin (0742
fad23),
lips: AF42, AF47.
1 P21, AP25. APP2T,

il M
ZIN gAY,
Putty (£24.99, AF21 p54, 95%)

This stunning strategastane

.1|:~.'|mp'.'n-| ic bagl 5

soumd efhec -.'

explorati

sevieral i
| j

idea i

| (£25.99, AF10 p82, 95%)
The epnoymous Putty isab
whose aim in |if .HI|~||| 2
rom the evil cluichesg
Dazzledaze and h
Among the hagy
an the many levels ¥

sage, |.'I|.|'1"|I.|'I"'|:|-\. carrot,
i r]m:tnn. caterpil

e Nas gone
W O, CAp s

IS mearch o

k n

eorleis 2 15 an
- ! .Ir"‘

fhe that cou |.: ,_._L-'
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Send Us
Your
Top Ten
Amiga
Games
and win a

“?rl:e...
1 it won't be
much, but

you
will get your
name in

the magazine!)

Our next Special is the
1993-94 Annual and we
want to include your
choices of Top Ten (of
all-time) games, so
send us a list and a pic-
ture of yourself. Oh,
send it to: Oi Tim Make
Me Win!, Amiga
Format Specials, 30
Monmouth St, Bath,
Avon BA1 2BW. Cheers!




TEAM 17 COMPO

GIMMIE!

8 THE QUESTIONS §

1. The game Alien Breed is inspired

B by which film?

curdling gameplay, easily enough to make
the most hardened gamester go wobbly.

All you have to do is answer a series of
unningly trick questions and the
whole caboodle is yours. Ten runners up will
win some rather groovy Al and A2 posters

of the Team 17 games.

Send your carefully considered answers
on a postcard or on the back of an stuck
down envelope to - | want those games,
Amiga Format Special, Future Publishing,
30 Monmouth Street, Bath BA1 2BW.

All the correct entries received before
31st of October go into a big pile on the office
floor and the first one to stick to the editor’s
shoe wins.

A. Star Wars

L
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W

it

T
|

i
i

ittt
i

4. Which character doesn’t appear

. In Body Blows?

A. Dot Cotton

N B. Nik

B C. Maria

B. Honey | Shrunk the Kids
C. Alien

2. Where is Team 17 based?
A. Lancashire

B. Yorkshire

C. Somewhere else

3. In Assassin you are armed with
what weapon?

A. A particularly sharp slice of
mango

B. A boomerang

C. A tactical thermonuclear missile

AMIGA FORMAT SPECIAL

5. In Super Frog who whisked away
your girlfriend?

A. An evil witch

B. The really ugly one from
Prisoner Cell Block H

C. Kirk Douglas

6. What does the managing direc-
tor of Team 17 call his cat?

A. Flufty
B. Tigger

C. This is a bit of a silly question
isn'tit?
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that you

keep your collection
of Amiga Format
Specials right up
to date by getting
your hands on
some information-
packed back
issues.
though,

because there are
only a limited
number of these
Specials and
they're selling

SEND THIS FORM TO:

Amiga Format S5pecials

Back Issues

FREEPOST Future Publishing Ltd

Somerton, Somerset
TA11 6TB

Please make your cheque(s) payable to

Future Publishing Ltd




CLASSIC GAMES

& good film
licence? Yes!
Sadly though,
Indiana Jones
and the Fate of
Atlantis never
made it to the
cinema. Hah!

The feeling you get after forking
out more than £30 for a game on
the back of some good-looking
packaging, a decent review, and
some adverts that have been run-
ning for years, range from the
extremely smug to the downright
furious. Tim Smith looks at the
games that leave you with a
warm glow of satisfaction

reat. Classic. Epoch Making
Awesome. Astonishing. Fab
(';I‘Lu:'l.'j.'. Mega. All these words
{(well expect for ‘mega’) have been used by
Amiga Format writers about one game or
another over the years.

These are the games that rise above the
run-of-the-mill, the half-decent, the just
about q'ldi."'l.ILlu!It[', the outright awtul, the cyni-
cally pointless and the laughable.

Attaining a Format Gold rating of 90
per cent plus is far from easy (see our feature
on Reviewers, How to be One on page 133
tor more details on this). In fact many pro-
grammers and software houses have never
achieved this accolade,

But there is another, more difficult prize
tor the software
houses to grasp,
and that's winning
the loyalty and
affection of the
playing public

Reviewers
are a notoriously
pernickity bunch
(some would say
pernicious) whao
play down their
emotional

G

responses o games
in an attempt to
seck out unbiased
responses
Gamesplayers on
the other hand,
pay for games, and
then play them for hours on end, for fun
Gamesplayers are the people who ensure
that a Format Gold winner becomes more
than a game that got a very good review and
becomes The game that people are always
comparing other games to!” (see our example
box-out).

Once a game has attained this standard there
15 nothing to stop it coming out on budget,
coming oul several 'l.'l.'lT'I'IF"Iiﬁ[IUI:'I'.'-. SPawT-
ing sequel after sequel, and of course there is
nothing to stop you or your mabes going on
and on and on about them to other newer
games players (see our special tutonial box-
outs on how to be !'~|II.IF1I|.”.'|.' well viersed in
Amiga games in under two minutes).

50 let's look over some of the games that
have attained the heady heights over which
we have just glanced:

Adventure scout

You have to keep in mind that before leg-
endary games such as Eye of the Beholder and
Monkey Island, there were only three kinds of
adventure game:

1} The funny Infocom game: Zork,
Planetfall, The Hitchbuker's Gueide to the Galaxy
and more (check out The Lost Tremsures of
Infocem compilation that was reviewed in
AFi0, gaining a massive 90 per cent and
costs £39.99). These games were text-only
but were so ladened down with humour and
subtle touches that, even without tarty
graphics, they are still playable today.

i) The unfunny Sierra game: games such
a5 Les |_'|,"I!'|.!|I!".|'|ll]1l._'|,'1_‘| Liess in America) ,'rl.a.ln'r_:,u
Lost in LA, and the interminable Lewsure Swit
Larry senes that seemed to drag on and on
and on with puerile frat’ (so easy to mis-
spell) house humour making grown-up
college boys State-side bust themselves with

THE AMIGA FORMAT
TOP TEN GAMES OF ALL TIME,
HONEST GUV!

Yes, although opinions differ, tempers rise and some people even go off in
a sulk with their joysticks and their copies of the game never to appear
again, the statistics speak for themselves. In fact, as a famous member of
the Format staff once said: "In 1,000 years time all the history books will
care about is the result” (but he's an idiot). So what we have here is the
spreadsheeted, most unfeeling grading of Amiga games ever. Games are
judged by their Format review rating and by their age.

1) Putty 95 %,
2) Zool 950,
3) Monkey Island Il 95%
4) Populous 2 95%
5) Deuteros 95%,
6) Tower of Babel 95%
7) Rainbow Islands 959,
8) Historyline 1914-1918 94%
9) Civilization 94%
10) John Madden Football 91"

AMIGA FORMAT SPECIAL

laughter and sexual zeal.
iit) The historical /dwar-
ven/ elven adventure
game. Games such as Level
¥'s Kmight Orc, were a step
up from the text-only
Infocom games, these babies
had text and a static picture or two that you
could ‘stipple’ (make spotty) or ‘dither’
(make dotty)

But happily, once pictures and sound
had found a way into the adventure game,
once humour and action had been seen as
central to longterm value, we ended up with
The Secret of Monkey Tsland (&1, I'_w of Hre
Beholder (Il being the better game - pictured
above) and the rampagingly fun Legends Of
Valowur - and it's either good luck or great
planning that sees US Gold distributing all
of these games

What we didn't have was a game that could
bridge the humour of the Infocom chassics
with the graphical ambition of the Sierra
debacles (for the most part they looked OK)
with the style of Level 9's [inxter or
Rainbird's The Pawn or The Guild Of Thieves.
Then the LucasArts Games people got
together in some office over on the west
coast of Amernica and decided to produce a
game that did just that... and then some
The two Monkey Island games had graphical,
musical, special effectual and humoural




overload. The Amiga has never seen games
like them (well except for Induama Jones Amd
[he Fate of Atlantis from the same people,
£37.99 and 92 per cent in AF43)

Next up the line is..

The platform
games to end all
platform games...

Lool (AF39 95% £25.99), Even the name
makes yvou think of a platform game featur
ing a Minja=thing from the Nith Dimension
(no, for the last and hinal bloody ime, he 15
NOT an ant, just ask Gremlin), leaping,
swooping, diving and weaving through
level after level of multi-coloured, multi-lay-
ered fun-fun-fun

Doesn't it?
Well, Zool’s heritage straddles the Amiga
and the new upstart console-toys with a
heap of other bits and pieces put together

Let’s get the console-tovs out of the way
first, quite obviously Zool pays some
homage to Sonic the Hedeehog. Kight that’s
over with, now let's move to the real stuff

For some reason, !;‘lr-.li'lﬁllh to do with
extraordinary skill and style, the Amiga has
always been seen as a machine where plat-
form games go to have a really good time
Lames such as New Lealand Story (94 per
cent in the very first issue of Amiga
Format) or coming more up to date, Yo! Jo!
(91 per cent in Amiga Format's S0th
suel show off the Amiga's abilities to
shove sprites around the place, display
graphical wonderments, and most of all,
they show the Amiga programmer’s delight
tn springing surprises on us players. We go
back to Wizkid, Tok, Apidya, Ghouls'n’Ghosts,
Gaods. Puitty amd S r":,":.‘nllln..;'.1 which are all
.-;|L'..1:.Lt'.rd as i1|.1tlnrm games but all offer
very different challenges the Amiga gamer

But nothing had quite offered the sheer
speed and intensity of Zool. This platform-
classic sent Gremlin's fortunes soaring and
made a lot of people who had never played
a platform game and really enjoyed it (me
for example) sit up and take notice

Now we have...

Be a sport...

There are several foothall (that's “soccer” to
vou horrible litthe twerps) out on the Amiga
These range from management sims such as

CLASSIC GAMES

Ed

. .
P T
S e Pl e

Parasol Stars -
(Below] and anclent
and revered classic
of all times ever.

STOP PRESS: Soccer Kid from Krisalis. As we go to press, this stupendous plaformer
has just received a 93 per cont rating. It's well worth a read of AFS51 to see why.

YOU BORING OLD KNOWALL!!!

The Games That Other People Are Always Comparing Other Games To ¢

Game Response

The Secret of Monkey Island “It's not as funny as...” ‘ﬁ
Sensible Soccer 92/93 “It's doesn't feel as real as...”

Wizkid “It's not as weird as..."”

Zool “It's not as fast as...”

Eye of the Beholder “It's not as scarey as..."”

# F L Lo L
¥ 18
R P R
L R
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Charity begins Sleep Wﬂkﬂ._lll_lllllh.'.

Premier Manager (83 per cent in Amiga
FIH'I"I'.II' "I':'.l_. ';.'llll-l::lll-'rl T.J:-'Ilu"'- ."';I'. LET
Challenge (82 per cent in AF36) to on-the-
field sims including Marchester Llniled
Europe (received 80 per cent when it was

- wf - & @ ] - | o
originally launched way back in issue 25 and L‘ l j q—‘-‘—‘ j I u | - :
- & <
L E

is now out on £9.99 budget) and Striker
& —

) -7 [

o d =kt 2 ibted

00000527
¥e Gods this was Renegade's go al adding i
te the platform genre. Excellent i1 was oo,

{which received a massive 93 per cent in
Amiga Format 35} But the footy game to
beat all footy games has to be Sensible Soccer

4 Jd

A 3
. I

(original version 91 per cent in 1s5ue 36, the
19492 /93 Season version was hideously
underrated at 80 per cent). Opinions are
mixed however, as to whether the great
Lhano Dini = the lad responsible for the game
of the 1980s (Kick Off) = has come through
with Goal! (88 per cent in AF49)

MOw, because we're dealing here with
Lreat Lames, there's very little point in

= il
=

A Wiz of a game. Wizkid cheered everybody
up in this time of recessionary gloom.

AMIGA FORMAT SPECIAL
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CLASSIC GAMES

i
PGA Touwr Golf ah na! Don't boal it up. Ho don't! You'll never fin-

ish that really, really imporiant piece of werk you have to do.

looking at other areas of sport, well apart
trom goll maybe. With the exception of the
immaculabe PGA Towr Golf (9] per cent in
AF22 and now part of the Sporfsmasters com-
pilation) and the technically superb but very,
VETY, VETY memory and processor hungry
Links (92 per cent in AF 36), we're really left
with a horrific mess of awful ski-ing, fishing,
rugby, Olympic, gridiron (except [ofin

\ 8 ]
|-.|I..:ll 1T

2 Foothall which got ™ per cent in
AF33) and cricket games that don't deserve
b kiss the feet of the |‘Ilnj_|_‘.|._'| releases of the

games we've mentioned here, Pah

Driving games

Whether or not you consider driving to be a
sport or merely a method for getting from
Foint A to Point B while causing the maxi-
mum amount of pollution, there are some
fabulous driving games out on the Amiga

Take for example the still-wunnerful Stunt
Car Racer (now there's a Spoonerism waiting
to be had). This drive-very-fast-and-even
link-up-two-Amigas kind of game first saw
the light of day, and a 93 per cent Amiga
Format Cold rating back in issue 6 (now out
on budget for £7.99%) and came from the cod-
ing of Leott “Kevs' Crammond. This fine
gent is also responsible for the best Amiga
driving game ever, Fornmila One Grand Prix
(F1IGP) which attained 92 per cent in Amiga
Format issue 32. Keep ‘em fast, smooth and
full of tight curves is what we say

Flighty bitches

.I;"I.'”_ I'm SUNE LS :".: A SOITWE Vioumg ¢ ||,|.:=-u.
trom South Central Los Angeles would

Farmula One describe flight sims. Now admittedly, the
Grand Prix they
don't come any
mare racey than

this marvel.

Amiga isn't the first compuler that would
leap into yvour mind when someone said
I
Flight Sim but there are still some pood ones
! E

‘_
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CONTINU
PLAY

SETTING
QUIT

RAGE

Hell! We've montioned Sensible so much in this mag, that it's about time
that Striker got & look in too. A stout game with plenty of punch.

around. For example, back in the early stereo SFX'ed blockbuster of a game, the

Amiga will still be a second home to

days F-16 Fighter Pilot picked up a 94%

rating i{thi !'||.L:|'|'|."|1 award ever the :|||.;|‘:|: ST

And
there's
more

But sadly we don't
have any space for if
right now. To be honest,
doing this piece was the
most difficult of all the
features in this ]*urlu,«.l

given to a flight sim in
Amiga Format by the
way). Since then, good
‘uns have come oul
but none of them

have quite lived up to
the mark. The excep-
tions come in the form
of the helicopter sim,
Coarnrshiap 2000 (94% in
AF49), B-17 Flying Fortress
(91%, AFi6) and the flight
sim tor beginners, M(-29 issue. The main reason for
super Fuilcrum (91% and now this is that, while awéul
out on budget). Essentially though, until we games are generally accepted as being awful,
get some full 360-degree, texture mapped, Class games are very subjective. Amigaland

fractally landscaped, very loud digitised is packed with Classics and opinion i

DROP THAT NAME
SO HARD IT HURTS

That's right, you can be ridiculously well versed in games without trying
very hard with our Expert Guide. This one will have everybody you know,
and even some that don’t, working under the impression that you are more
well-versed in games than even we are. So easy it's almost sinful, read on...

You: By heck, that's a good pintburger/attacking midfield/pair of legs.

Pal: “Yeah, it reminds me of David Braben's classic space combat and trad-
ing game, Elite, now available as part of the Space Legend compilation
(£29.99, Empire). It got an AF Gold of 91% | seem to recall.

You: Good gracious me yes, wire frame like the ancient classic, BattleZone?
Pal: You mean the one where you looked through the binoculars at the 3D
wire-framed tanks?

You: That's the one. My how things have changed with games such as
Battle Command, £24.99 from Ocean, making tank games gritty, realistic
and graphically stunning.

Pal: Crivvens! yes, and talking of Manchester-based Ocean did you know
that it was responsible for the charity classic that went with the A12007
You: Sleepwalker | think it was.

Pal: You're quite right. | scored 91% in AFd4.

You: It did. Coincidently, so that is one percentage point less than the erup-
tively superb Lemmings...

Pal: Originally reviewed in AF20 if I'm not very much mistaken...

And so on and 50 on and so on. Simply turn to our essential pull-out refer-
ence guide to Amiga Format Golds starting on page 81, take the relevant
information and you can use this conversation in all sorts of places to really

get on people’s nerves,

There you go, couldn't be easier could it. For a fuller, more in-depth set of How To Be...
tutorials send a cheque for £1.200, made out in Siamese Dongs to BBeerlitz Learning School,
Tim&Rich&John&Chris, Bath, Bathshire.




... @ soccer simulation that combines
realism with fast arcade action!
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JOYSTICK COMPETITION

v 4

A gamesplayer and their joystick are about as inseparable as a console
owner and their inferiority complex, a journalist and their drink, or an
England cricket selector and their lame excuses. The Amiga Format
Specials team understands the special relationship between player and
stick, that's why we‘ve joined forces with Cheetah in the quite wonderfully
fantastic Take Some Sticks giveaway

lay games do yvou? Like to win them
do you? Then you'll need one of those
poystick chappies then won't vou?

We've got an incredible £500 worth to
give away. They hail from Cheetah, manu-
facturers and purveyors of thie Finest k|||.-,i||-L
jovsticks lovingly crafted from fine quality
p':'.lr-tin.' and metal bits

All you have to do to have one of these
beauties squeezing through vour letterbox is
spot the five cleverly hidden differences in
the two pictures of a cheetah (facing page)
Either cut out the second picture or |_1'_"||,|:.,|-
copy it, ring the differences and get it in the
post or fax it to us

The first 30 correct answers out of the
editor's roomy head wear win one of
Cheetal's superb joysticks

Lince again, thanks very once again o
Cheetah. For more info call: 061-7077080

THE CONTENDERS

Hand-picked from the large range
of Cheetah joysticks come these
three beauties. If you're seriously
going to get to grips with a game
you need a good stick in your hand,
as it were,

THE BUG

It's called a Bug cos it looks like
one. It features an indestructible
steel shaft, positive action buttons
and an ergonomic design, all
sounds a bit suspect, but the Bug is
a serious contender for the best-
joystick-you-ever-used category,
and one of our personal favourites.

AMIGA FORMAT SPECIAL

THE BOLLISTICK

This one looks like a small
chunky boomerang and has a
distinctly dodgy name but the
Bollistick is a comfortable and
responsive joypad. Just the job
for wasting hordes of alien
scum in the comfort of your
own home.

THE ARGOSTICK

Looks like something you might
expect to burst through the wall
covered in slime. It isn't, it's a joy-
stick in the classic
stick-it-on-your-desk-and wiggle-
frantically style.
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% JOYSTICK COMPETITION

Digital Hasferplece = Cheefal.gH

RULES

1. No multiple
entries, you
know the kind
of trick, send-
ing in half a
dozen differ-
ent entries
with slightly

The Bug: il you're going to play a good Tew

rounds of Sensible then you'll need this. different
handwriting.
You won't fool
anybody, it's

all a bit pitiful
really.

2. The compe-
tition is
strictly out of
bounds to
Future and
Cheetah
employees,
their families,
friends, pets,
everyone they
know and any-
one who
smiles at
them in the

. [ 1
3. The judge’s

decision is

final, even if it

is usually

highly suspect.

{Above) The cheetah, the fastest land animal, capable of bursts of up to 60 an
hour. Although a member of the cat family it has characteristics of the dog
family too including non-retractable claws and the ability to be trained. Try
this on the family cat and all you'll get is a condescending look.

(Below) Another cheetah, almost but not quite the same as the first. Spot the
five devious little changes we've made and you can pick up an excellent new u

joystick from Cheetah. Cunning link huh? e ) T

Digital Masterplece - Cheefal. gif

The Argastick: it's big and brash and bad 4. Entries to be
and willi_ﬂnl great on your desk. sent to - Give
\ Me A Joystick
You Mean
¥ Sads(?), Amiga

Format
Specials, 30
Monmouth
5 . 1 '.HI'H'L E-ﬂt-hi
1| | & Avon BA1
| 2BW.

i 5. Closing date

for entries is
October 30.
Late entries
will be eaten.

The Bollistick: another “interesting looking
stick’ with which te batter aliens.

AMIGA FORMAT SPECIAL
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STEVE KELLY INTERVIEW

From Xenon to The Chaos Engine,
the Bitmap Brothers are famous
for the quality and ingenuity of
their games. Steve Kelly explains
how it all began...

Steve Kelly [left)
and Eric Matthews,
two of ithe lounder
members of the
Bitmap Brothers.

Right: the timeless
shool-em-up Xenon
was one of the

Bitmaps aarly hils.

Bolow righl: The
futuristic Specdball
2 was anothor big
success for the
Blilmaps.

ne of the most respected names in

the games design business is that of

the Bitmap Brothers, but if it hadn't
been for an injury he suffered when he was
working as a warchouse foreman Steve Kelly
might never have met Mike Montgomen
and Ere Matthews and formed the Bitmaps

team. Meve explains what happened
[ he warehouse foreman job involved
lifting a lot of heavy stuff, and of courss
you e nol taught how to Iift things, so | did
my back in and got the sack
It was while he was recovering from th
back imury that Steve started 1o dabble with

Steve Kelly

FAVOURITE FOOTBALL TEAM:

FAVOURITE AMIGA GAMES:

Manchester United.

Dungeon Master, Fire And
Iee and Sensible Soccer

computers. He bought a ZX81 and taught
himself how to program by following the
listingrs 1 the 8-bit mags
| didn't have any background in com

puters, but | was seriously into games and |
thought | could do better than than some of
thie games thal were around. | wrote three or
four games and senl a |.|l|_j|1||--.|| thism Lo
Microgen and they published them

Sbeve then wined a company called
Psron full time, bat it was whien he was
working as a freelance in 1985 that he met
Mike Montgomery (who had also worked at
Psion) and Eric Matthews and the classic
--'I'ur.~|-.-r'n-u|L Wemwor and The Bitmap Brothers
wiere bom

Atter Aemort Lhe Bitmaps decided to try
something different: “We'd boen plaving a
tootball game we were impressed with,” said
steve, "and decided to do something similar
but ditferent so we desipned Speedball

For those of vou who don’ t know
speedball 1s a futuristic sports game in which
the plavers wear body armour and score by
cheating, kicking, gouging and hacking th

O Poestbosry bk submission

speedinll and its successor Speedball 2 are
now widely regarded as exceptionally good
and highly original Amiga games, but when
il lo the k-
ware houses it was greeted with a less than

the Bitmaps tirst showed Spew

enthusiastic response: “They all sud it was
too onginal and they weren't interested in
it" sand Stowe

NTERVIE
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One of the many landmarks in the devel
opment of the Bitmap Brothers was the
release of Xenmon 2. This was an important
event not just because the five-stage verti
cally serolling shool-em-up is a classic game
but also because of its soundtrack by Bomb
he Bass. Working with Bomb The Bass
brought the Bitmaps in contact with the
band’s record label, Rhythm King and even
tually led to the formation of the Renegade
software hoyse

‘We thought we could leam a lot from
the way Rhythm King structured their com
pany and treated thetr artists because we feli
theere were similarities bebween the games
sabd Stieve

And so Benagade was formed with six
directors, Martin Heath, Dan Mhompson and
Tom Watson from Rhyvthm King plus Enc
Mike and Steve of the Bitmaps

[f vou look at the Bitmaps" impressive
diskography vou'll notice that zames such as
Xenon 2, Speedhall 2, the platformer Gads and
the recent puzzle/shoot-em-up The Chaos
Engme all have one thing it common - they
are all different. That, savs Steve Kellv, is
because the Bitmaps put the emphasis on

and the music business

action games regardless of the genre

What we are good at 1s wrting action
Bames, we can transter that action inko dif
ferent styles of play, use them in a different
way, sakd Steve
he Bitmaps' taste for a wide range of
games flavours comes across in Steve’s per-
sonal all-time favourites which include
Lhungeon Master, Fire And lee, and Sensible
soccer: “It virtually brought the company to 2

grinding halt,” said Steve Yy
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As vou take the SimLife disks out of their pack you hear strange celestial music. Load
them up and a deep rumbling sound is heard in the distance; the cosmos Iwiiches. You
are about to become a major plaver in the game of life

Until now you thought gene splicing involved ripped trousers... a balanced ecosystem
was a new washing powder - and that genomes lived at the bottom of the garden? Now
you'll find out different

In SimLife, take the challenge of our inbuilt scenanos or create your own unique world
where your imagination can run riot. Design plants and amimals, then decide how they
act, how (even who) they eat - even how they reproduce!

Now waltch this world evolve in front of your very eves, as a completely new
environment takes shape under your command. Will you be responsible tor producing a
tropical paradise, an arctic wasteland - or a planet inhabited by even stranger creatures
than in this one?

More than a game. It's evolutionary. §

PUBLISHED BY

Mindscape International,
Priority House, Charles Avenue,
Malungs Park, Burgess Hill.
West Sussex RH15 9PQ
Tel: 0444 246333

Fax: (444 248996

™

Q

THE GENETIC PLAYGROUND

THERE ARE TWO VERSIONS AVAILABLE: STANDARD - FOR ALL AMIGAS. ENHANCED - FOR A1200/A4000 ONLY

“Superbly designed, oo Mia,
flawlessly executed...” sﬁﬁﬁn
93% CU Amiga

“It is an entertaining
piece of software and

has years of enjoyment...”
85% Mackormal

“Intriguing, very deep
and absorbing, easy to

use, great fun...”
#3% PC Home

\

Distributed by

MINDSCAPE
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BAD GAMES
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hat makes a game truly
awful? Cack graphics?
Twee sound? Naff game-
play? All of the above?
Whatever it is, since the first Amiga rumbled
off a Commodore production line, program-
mers have been creating games that don't
quite cut it, games that redefine boredom,
games that make vou want to hit something
small, cute and furry.

There aren’t any hard and fast rules
determining the sort of game that turns out
bad. The largest software houses have pro-
duced more than their fair share of dogs, but
then the smaller companies can’t exactly
boast an untarnished reputation. We've had
crap movie licences (by the skip load), crap
shoot-em-ups, crap simulations, crap racing
games, crap adventures and crap puzzle
games. We've had games that start off well
and then fade and others that never get
going in the first place.

Here though are the Amiga Format
Specul official low points. These are the
games that we wouldn't even wish on
saddam Hussein, Margaret Thatcher, Thora
Hird, Dan Quayle, Graham Taylor, Loyd
(rossman, or Brett out of Suede,

s
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We canvassed opinions on the worst Amiga games ever
from the Amiga Power team (Stuart Campbell and Tim

Tucker), Trenton Webb and Maff Evans (both ex-Amiga

Format games reviewers), Marcus Dyson (AF editor), Tim |
Smith (AF Specials editor) Andy Hutchinson (AF Specials |
consultant editor) and Mark Ramshaw (former Amiga |
Power editor). Here are some of their comments: |

® Hutch ® Tim Smith
4D Sports Driving: “Matchbox and Epic: *“Words fail me”
Tonka toy games on the carpet floor Leeds Utd Champions: “The real
are more realistic” Leeds Utd have more style”
WWF European Rampage: “I'd rather Paperboy 2: “Pointless”

have a wedge of brie shoved up
® Mark Ramshaw

each nostril”
eosi- o Plan 8 From Outer Space: "Perfect
movie licence” |

named game ever”
Psycho Killer: "Comedy classic”
® Stuart Calllllell Epic: *1 think not-

Flight Path 737: “Rushed,
® Maff Evans

and worthless"
i { Nughy Challsnge: “ Ak Pursuit to Earth: “This one boasts
crap graphics, crap sound, and crap

hee hee hee hee hee hee”

WWF European Rampage "Ah ha ha
gameplay
Psycho Killer: "CD based joke”
Hare Raising Havoc: “Hard drive

ha ha ha"
® Nutts only, slow, no gameplay"
® Tim Tucker |

International Rugby Challenge: “An
4th And Inches: "American version

utter, utter travesty!”
Plan 9 From Outer Space: "At least

of International Rugby Challenge: *
International Rugby Challenge

the film was funny”
Leeds Utd Champions: “The art of S an
English version of 4th And Inches”

management sims taken to an
li-time low™

al-Hime Cover Girl Poker: “Ugly girls playing

crap poker”

® Marcus
® Trenton Webb

All Dogs Go To Heaven: "Except this
Cardiax: “Adds in all manner of

edutainment spectacular which
funky extras to the Defender equa-

went nowhere at all”
over : ™ digitised

s S ek 'Baihy 4y tion but unfortunately overlooks

the basic point - that games are

pictures of ugly girls. What more
supposed to be fun”

could you want. It didn't

"o "T,ﬁ{: “ “' Flight Path 737: “Peering at the

b Mecronom: world through what looks like a fish

tank, 737 treats you to a sprite-

based extravaganza of green bits
(the ground) and blue bits (the sky).
And if you blink your eyes really
fast then it almost looks like you're
moving"

“Great |l:ll.'.lkil'lﬂ
horizontal
::rulllf_lih-

Vector Championship Run: “Imagine
taking some of those tablets that
say ‘do not operate heavy machin-
ery’, then drinking 15 pints of
scotch and taking one of the world's
most powerful race cars for a spin”



For ‘Classic’'...
...read "Tragic’

There's a line of thought that surmises thal
(like pokes) there are only hve ditferent
kind= of game. As a result, the software
houses continually foist re-packaged, rein-
terpreted and otherwise rehashed games on
us. The perfect example of this is the glon-
pil=ly bad Cles=ie lnpaders. This was released
with the 2-something (Wasn't Prroerix
great”) crowd in mind. It was designed to
make vou say things hike, "Hey, | remember
this,” and “Wasn't this a wonderful game.”
What it actually had people saying was,
*Urgh!” and “I'll never slag off a "D game
again.” It was desperately bad. Somehow
the programmers managed to completely
avoid even the minuscule amount of playa-
bility to be found in the onginal. An
incredible feat we think vou'll agree

Grembin hit on the idea of picking up a
licence for the acknowledged worst fllm of
all timae: Plan 9 From Outer Space
LUinfortunately, the game was as bad as the
film. Flan 9 pretended to be a graphac
adventure, but it was so sloppily pro-
grammed with such a mghtmarishly bad
p-lu! that i |_'-'..:|'.'.;-d more ke a ;r.irh:. [Tar-
der. All of which led to all but the hardiest
of explorers giving up in desperation after
five minutes. Nobody, to our knowledge
played the game twice

hﬂ“ﬂl ﬂ,'-'#
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We tried our best to find a good word o say
Pilan 9 but we couldn't, we really couldn’i.
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Paperboy 2 is very similar to Paperikoy. The main diference is
thal in Paperboy 2 you can ride up both sides ol the sireel. Wow!
Some time in the latter half of the mid
1980s, a bored arcade game design executive
said, "Hey, lets put handle bars on one.”
Thus was born Paperboy. Inevitably, the
game was ‘converted’ to the
Amiga and surprise, surprise it
was as monstrously dull as its
progenitor. All of which makes
vou wonder why on earth a
;-n'll,ll._'] was ever considered
Yaperboy 2 carmied on in exactly
thie same wav as its forebear
except that you could ride up
either side of the street and be
vither a paperboy or papergirl
Either way it is exactly the same
game and it possesses all the
chartsma of a drunken foothall
supporter in a curry house
You would have thought
that a licence such as Judge Dredd would
have affered an imcredible number of cvber-
purllw :r\».wq]'llllrn'-. However, what Virgin

about

actually produced was an exceptionally
average shoot-em=-up. Dredd chugged
around Mega Citv One on what looked like
a mountain bike with panniers, firing a
peashooter-sized gun at fat peopie. It is
about as much fun as The Best of Procse Be!
with Thora Hird. Chuck

This sporting
strife

The Amiga has seen more than its
fair share of dulf sports simula-
v, tions. Obviously, capturing some
. of the thrll of a sporting event is
a tncky atfair and the program-
mers who can manage the feat
are few and far between
However, the following games go
bevond mediocre, these are the truly awful
When we had a vole among all the
Amiga games reviewers, past and present,
one of the games that stirred up the most
hatred was Inlermational Ruely Challenge
Admiattedly this is a recent game and there
tore fresh in evervone's mind, but it still
stands out as one of the worst games ever
Everything about the game oozes shoddy
programming, from the bland graphics o
the absolutely cack gameplay. One of the AF
team s favourihe manoeuvmnes s 1|'I|.' e man
sprint up the field with the ball, This hap
pens every hime one of your team gets the
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After grappling with WWF European Rampage we came to
the conclusion that it isn't & well-rounded game.

ball and almost alwavs leads to a by
hie mi ||'h. s

of your team -.l':'.||"i|'I:r Iy iznore the rugby

Another high point is when all t

!‘.||I il proceed Il-"-l-r'1.' wround. heads
and buy
STl

down lik .H,| S0 Al a "r'I'

salie. This 15 the lowest of all ts cames
Lhutte ofben, the worst games are conyver

giond from other formats, Th perfect

fd diad s

example of this is {or 4th and
Winces as i [ his glor-

ously bad Amencan football simulation is a

§ .
has bacorme ko mn)

conversion of the Commodone b4 gramee thal

actually runs slower on the Amiga. The ani-

mation and gameplay are supremely

dreadful

with only two sprites
it leg fi

and @vervone

k ¥ ki
oneg '.|‘-|'l\.j
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back) running in perfect syn
rolling screen

:|'|. an infinite number of M keys

chrontsation upa TRV, %
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ngth of time, they'd

probably come up with somethin
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knobliest of
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Was cap stured i fhis game
Defence, Attack and Midfield
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wrestling vou do s

in getting the game
into the bin as quickly
as possible. The game's
Hashy tront end and raucous
sampies do hitle to hide the
shallow beat-em- up within
This is commercialised
Ymiga entertainment at ils
st |‘|||-:'.-\.|'|_|-

No-one can
‘ hear you
g scream

Software houses often create

environment, because it
g means they can make up the
rules as they [ |||'-|I5_h
L ||rurru|1.|.h-|',_ they often
muck things up and instead
W Of devising fantastic realims
\ where anything can hap
j pen, they devise dull
: worlds where nothing hap
pens, even when it gets
busy. Epe was one of th

ly awaited games of 1992 It was

alESdF LAEN

¢ of the most eagerly awaited games

of 1991, 1990 and 1959, Mot onlv was it four
years late, bat if was al=o quite dull when it

weren't ;_:n-«I {Fasd

#od here. [t wasn't thal the -_'|r,l_!'||||_=.
funky 3D actually), or
that the plot wasn't spacey enough, it was
just that it was too easy. Even withoul using
the ultra-obvious cheat key that replenished

all wvoar weaponry, it was all over wathin a

few hours, even if vou were really bad al
games. Looked good on the ST though

Mo piece about bad games would be
complete without a mention for The
Execubioner. This non-entity of a game was
supposed to appeal purely on the basis that
it imclueded scenes of torbure and execution
[he game was distnbuted by Robert
Maxwell's Mirrorsoft company. Amnesty
International « omplained to Maxwell and
L

ip'n Bob did the decent thing and insisted

h .'L! the offen ding soenes wene removed

Have vou ever been standing in a

newsagents and noticed those llL|11|-.:,.!.

However, it is so g

Amiga games around a space

4

A lot of
o people waited a
long tima for Epic,
and aimost all of thom

would agros that it
roally wasn't worth it.

games disks mestling next o the chewing
gum rack? Ever wondered whether you'd
gel any game for vour £2.997 Wonder no
more. The lowest rated Amiga game ever is

e of those £2.99 pames and it's called

Flight Path 7 1." This was meant to be a flight
simulator, bl i reality it was little mor
than a couple of triangles moving around

Even [nterratonal Rugly

the screen
Chailenge had some amusement value, but
this is duller than a hot Sunday afternoon
spent bounng antigud «Imp- with your par
ents in some quaint village

1rx (always
beware of a game with a double x in the
title). You'd think that vou'd be on fairly safs

ground with a Deferder clone, but Cardinxs

I hien of course there's Cardl

has the takal Haw of featuring a -.|'-.||_1_--.|'||P
To add insull
to imury the programmers saw fit to make
Cardunxy incredibly difficult. As wave after
wave af aliens scroll towards vour patheti
cally wobbly craft all vou can do
vourself that it's not you, nobody has ever
boen

that is virtually uncontr .1-.'.1|1|-.

15 Comsole

any good at Cardiaxy

it's not all bad
though is it

Mow obviously these are thye worst LS
RATTEES @ et the viears ﬂm;gﬂ
Format has reviewed well
games. Of these only 14 per cent managed i
L rating under 50 per cent. Half of the
Eames reviewid god a score of bebween 51
per cent and 79 per cent, 25 per cent gol
between 80 per cent and Y per cenl and on
3 coveted Amiga
All of which suggests that

over a 1 K

n ten .".1.|r'..1;_-.'-.1 Ly et
Format (.0
although there aren’t oo many reallv bad

S AIThES, |:||1. 2 aAle A Il\.l'l.l" 'I..'|r|'| " Oners ':j:"'

Cardiaxx is a less than arresting
experience, it's virtually unplayable.
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Amiga

et the Most oul of your Amaga 15903 % the third
cilibion of the hest wll:n:_' ".||||:_'.1 Itk Birst
lumched m 1990, The qim is -:||||lh' [[§] I'r-||-|||al. =
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ASDG « ASDOs = ALDD = A1000 = A1 20D A 500 = APDOD =

guide 1o the Amiga. its uses amd 1% sofiware

MEparale seciions are Gevoted 1o specilic subpecls
like mpsic, wond processing elc, amnd they 're streciured
von s 1oy firstly provide background imformation abou

that area and secondly offer specific product recommen

Computer art, desktop video, gomes, 3D mndellin[?,
comms, pmimmmin?, multimedia, business, word pro-

essing, desktop publishing, music. . . £19.95
including 2

Clat s

The Amiga markel contines to expand at a termbc
rake follovwime Last vear s hardwane launches. Because ol
this, Uit the Mot has been completely rewnitien for

[ 4 s, wndd sm Ui proCess has swelled o well over MK

B 300+ pages W 90 reviews
B 50+ game tips B 1.5Mb software TR A 1 he s owlarti el o oom
B Workbench/AmigaDOS$ reference T A b e SRt i o Rt

o weith Coed Bl MosE ol of vour Armngea U A

pages, Also included are two disks packed with spe

cially-selected public domain and sharcware software

'---------------------------‘-“---------------------------------

Get the Most out of your Amiga 1993 Priority Order Form

Get the Most out of your Amiga L-ARD NUMBEH
will be available in the shops, bul you can
order a copy of this book right now, direct

Your signatura

from our own Mail Order department. Postage Expiry date MNow send this form 1o
and packing is FREE - you don’t even nead a
stamp to send this order off! Please lick here if you do not wish 1o receive Future Leisure Books Offer
direct mail Irom other companies Future Publishing Lid
Please send me: (tick as appropriata) Freepost
¥Your name Somerton
copy/copies of Get the Most out of Somerset TA11 TBR

your Amiga al £19.95 each Your address

Method of payment (please tick one) For office use only

VISA ACCESS CHEQUE PO ORDER CODE: FLBDOSA




REVOLUTION

Charles Cecil’s Revolution team
have already made a name for
themselves with Lure Of The
Temptress, and their new game
Beneath A Steel Sky could take
them even further

Right: Jusit thres of
the many serily
atmospheric
screans from
Revolution's future
shocker Beneath 4
Stecl Sky

harles Cecil started making games

about 10 vears ago when he was

involved with a company called Arcti
Computing that produced a 1K chess game
for the ZX81 called, vou've guessed it, 1K
Chess He went on to work on text-only
adventures includimg Ship OF Doom and
Eamonage Islamd. Two years ago he formed
the Revolution software house. They created
the classic graphic adventure Lure OF Th
Temptress and, as we speak. Revolubon's
exciting new graphic adventure Bemeath A
Sieel Sk s about ot the streets
Although Eevolution onky mploys 1i) oo
ple, Lure OF The Temyprtress s as good as
graphic adventures such as Monbey [dand
and Here Quiest that were created by the

glant LS companies
LucasFilm and Sierra
Unline. How do they
measure up with the
big boys?
| think that our
programmers are fun
damentally batter
than the American
programmiers,” savs Charles Cecil
Hi's mol |.l|1III||I'._'. that Britizh program
fers are somehiow borm with better
programming skills than Americans
Charles believes British P:' W T T TS AT
better becavuse of the way the industry
developed in the 1950k when the
Americans had state of the art compaters
and British programmers were working
with fairly crude machines
I years ago wie Were wr imng on Ling
Spectrum and the ZXS81. Because of the limi-
tations those machines impose on vou, our
programmers developed disaiplines that the
Amencans don't havie. Mow thal WE ANe O &
level plaving hield, our programmers are bet
ber because the Americans tend not to have
those dis iplines

l.r-'||"hh adventures are Revolution's
spectality, but what makes a good graphic
adventing, and 15 Revolubion's approach dif
ferenl o other software houses?

Une of our strengeths is that our charae-
bers are viery behieviable. Ina LucasFilm
graphic adventure the characters tend to be
frxed, Inoours vou can wander around the

AMIGA FORMAT SPECIAL

FIRST COMPUTER GAME:
BEST COMPUTER GAME:

Charles Cecil

1 K Chess on the ZX81

Lure Of The Temptress

world and vou get to know the characiens
tresiche ol

In I graphuc adventune vou are only
comadence. If vou have oo

allowed ome
many comnctdences thi i'|.-.'..-: wion b believi
the world, and it's ven important that the
!.':.'f'-l'.' believes the wiorld and 15 drawn int
the [‘El i

In an industry white mansy AT
based on similar ideas, Charles save the only
way forward is to be innovativi

A lot of people copy whal already

exists, bt vou have to be mmnovative. | think
that it you come up with totally new ideas
but don't get the game quite nght, the publi
will forgive vou. The public likes new ideas

L Sfeel ST Wi

know that it's set in a Big Brother future

Al what about Femeaih

world that s rum by |,|'-rI:lur.|r|--||-h and that
the hero uses a character board to control
robots in a bid to defeat these corporations
We also know that graphic artist Dav
Libbons, who worked on The Walchmen has
brought his distinctive stvle to bear on the
game, and that as Revolution employs a full-
fime author (Dave Cummins) there's going
to be a ot of attention paid to the text. Bul is
the game gorng to be innovativie?

I's got a hups I":Ilr wavs U harles, “i
ind has
taken 10U man-years to complete. There ar

no coincidences, but we've built in Features

wias writien abouil o viesars AL

that will raise _|||L_':|!-. in the |,1: ywers miingd
ot why certain thinges I"'PF"‘"'

It all sounds too much like real lifie for
comifort bul judEing by the few leaks that
Revolution has permitted from its Hull head
quarters, it s going 1o be more fun than hav
préeviously bisen used to
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Disaster! An alien of the cup collecting
kind has stolen the World Cup

Double Disaster!! In a collision with an —
asteroid the trophy is smashed into five
pleces and scattered around the globe.
Join Soccer kid in his quest is to recover
and reassemble the World Cup. His un-ball-
ievable soccer skills are put to the test like
never before. It's awesome arcade action
all the way with a blistering soundtrack to
match

"One of the best platformers

ever!"
93% Amiga Format

“To put it mildly it's stunning”
93% CU Amiga

SUPER STAR
|

"Quite simply in a class of
it's own"
93% The One

..."an absolute masterpiece from
start to finish”

“Soccer Kid is absolutely excellent”
L

93% Amiga Action

23% Amiga Computing

KRISALIS

SOFTWARE LTD

Krisalis Software Ltd., Teque House, Masons Yard, Downs Row, Moorgate, Rotherham, 560 2HD. Tel: 0709 372290 Fax: 0709 368403
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Every month, we bring
you up-to-date, informed
and vital information on
the latest games. Our
finger is always on

the pulse.

Complete Control
provides hints, tips,
cheats and
comprehensive
playing guides on the
latest big games, and
the older classics.

Nobody reviews a

game like us. We

have a reputation
for providing
definitive,

1w A
529 authoritative
&= 2 reviews of the
B B latest games. With
We won't review unfinished games just to claim an exclusive. everything from concise
xglf:'t‘:i '&andﬂr to games publishers - we say what we coverage of PD and budget
We only use experienced, professional reviewers. games to massive fn_ur-page
We won't bore you with mountains of technical-jargon- breakdowns of the blg name

hardware tedium.
We take games seriously, because you do too.

games, we’ve got the only
reviews that matter.
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GAMES ABSOLUTELY FREE!

FEFAEET T AR R R RN BN RRRRRinndt1111

AEREARRAARASENRSSNERSNA

bl

th! - e
= .-T-_J-\.l:\.r' ] _-_: ANKAS
qn - T C ke
. mon R
SRR W T
.H_;.:rafi'-i".‘-"“'; . W
" S Dk
a-'."-!‘\‘l':&?: ."'..-r'lnl.":tl{ \ -
| T
T i R e
L S WLk -
'"u'};‘.ﬂ.'-'r" S T, T f:
Lol ) S e " 5 " s,
+ Rirres ‘hﬂ"-r.‘rifﬁ-'- e Lﬂﬂ_‘:'.' Tl e r
ol (T e R A
SRl s E] T
Sradnds e e J"' ‘""‘ w i-".a
G o TABEE D ~-—f o ;,, “ﬁ”
Ly -y = o
| b '.-Ti.b"'d!‘ '-‘.E T e l:?"] 5 Bt ‘J

DESERT STRIKE AP RATED 922%

It was a hit on the SNES and the Mega Drive, and now it's even better on the
Amiga. It's got the best graphics, the best sound, the best explosions and a
devastating arsenal of weapons 1o help you complete the wide range of missions.
If ever a shool-"em-up deserved the accolade ‘instant classic', it's this one.

BODY BLOWS AP RATED 89%

The best Amiga beat-'em-up of all time, with the hottest kicking, punching and
fighting action around. You get three disks, eleven characters, seven locations
and as many speclal moves as you can handle. Show this to your puny console-
owning friends and they just won't know what's hit them. Trust us. You'll love it

JUST LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBE!
® You save time ® You save money ® You guarantee your copy
® You get it delivered ® You get one of these fantastic games free!

RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0458 74011

YES! Please enter my subscription to AMIGA POWER

incicale a5 approprale

Please send me DESERT STRIKE BODY BLOWS

UK £39.95 EUROPE £67.80 REST OF THE WORLD C96.85

¥ R [ K]

METHOD OF PAYMENT please indicali

- B3

CHEQUES payable o Fufuri

Er ea B w1 [1ogethar wil chegui if anoheabhi) in BIVBIOL ™
AMIGA PﬂWEH EUBEEHIFTIQHS, FHEEFGET SGHEHTGH TA11 7TBR
THIS COUPON IS VALID UNTIL 11 NOVEMBER 1993 AMP/AFS/B
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Here comes a whole new kind of
programming language for the
Amiga, Blitz Basic comes from
NewZealand and features on the
cover of AF52. Everyone should
try it. With this in mind, we're giv-
INg you some history, and three
listings to try for yourself. Get
iInside gaming‘now. ..

BLITZ

Simon Armstrong
ol Acid soMware.
Blitz is his babe.
Socialniceties
arg an anathema
to it. Hew Age

Pr
unite at last!

oad Software 15 a New Zealand sofl-
Ware Company comprising
programmer Mark Sibly and pro

prammer/marketing /support man Simon
Armstrong. Their programming language
Blitz2, recently launched in the UK. It's a
new BASIC compiler for the Amiga (see
review i AFS)

We go liveswith a direct satellite link to
the other side of the world for more informa
tion on thes mew language, cue masses of
I'..l.'.ii' LA 8

L

vow Zealand. Crackle, crackle

AFS: Simon, we've been seeing
games written in Blitz Basic, oft

a lot of
1 I I'|. ng
tlying saucers and space people

Simon Armstrong: ‘u.nm PD written in Blitz

d 1 r

s0 far includes Defender, Insecloids2, Zombg

k as @ satellite link 15 established with

and HBu [

a (Ktober releas
TErC1 LIEER AN
called Skid Marks whichis going to by [ J<er
{There's a demo of this on
& Loverdisk

Apocilyps Ifee ammabon, th

IOF TNCKET

l.,'I 3o sed IACT Wi

We've also gol re adding new
for our first coma

B2

FAIMIe v
Maga
s for B
I .'I,"l".ll.:l-_: SYsiem 4
Wi | 71

".I'I_':":'l'-l'. Vies

truily

AF-)|

Masslve

N
AF5: You mean to say Blitz2 is a games
authoring system?

AFS: Who's using Blitz?
A You could
bem in Blitz2! It's an all
Our extensive Intuilion support

write a game authoring svs

und development SA- We've been selling
SYSITTE
means thatl vou can create wall |'-.'E'.-'.L-_| :||-iL|_|-_'_ t it wiould be wise to
sunch b
wl;i‘F"L'lﬂ". f1taom a
vioul can also talk to the
ing system at a svstem level, and
there's all the BASIC commands

W i » ] .
commands for adding ARexx access to vour FEVis

applications that work in windows along wause of the streng

side all vour other software. W nd we waited unhl
a decer

A5l

structures so -_:‘l..fl*- ihi TR LES -.,|r'.|,1 i||.i

of course ' to help peomote it
I the Blitz ma
vs. Bubgenerall

ramImers seem o have
thee thiimbs up

i
THET® AT TSN

programs, senal port commands for dniving
all those external devices, doublebuffering

Isomatric 30 is also quite possible ‘

.
it you use Blitz2 properly, as are - _o o6
" - _ .

good old shoot-em-ups such as
' -

Insectoids (inset). ' ' ' .
g’@"?, -
‘d“-'n
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.m'u"
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AMIGA FORMAT SPECIAL

DIMITun

iite, BLIM for short
litz Mode, which ¢l
nd hits

i the gam

¥ speaking,

R IVET TN

i !|-\.: S 0. T

15 CVETY |

: ’
months which are sent out with our B

.
loses down
Ihie .-'hll aw A
Lo "'I"'I'ulL\. [N

Bilie A
Bltzsd in Lermany
hie US, and Australasia for 12

months. |
hiold off the LUK
th of the

W NaCE Doy IS0

i .'“l'. tiom of

1%, [RE sesCond

nuals ot mixed

the pro-

the gave il




WPOOOY3TS

Games such as
Zombie Apocalypse,
a frightening
prospect indeed]

Just think, ne more relying on soft-
wﬂﬁfwmhﬂm

AFS: How hard is it to program in Blitz2?

S5A: First up, you need to be able to think
thines :|1r|~||;,_',l'. loicallv, Soon P'""".:']"' will b
utting on head gear and gloves and creat
ing programs by physically |,1‘:1|.:.:|||!.1 things
inbo cach ather, it's a funny old world! Blitz2
has a fric I'I';H:i tront end called Ted, a
fiend v text editor with the Blitz2 compiler
Puilt i

AFS: Bl to answer the question, how hard
18 it lo program?

aA: That's a difficult question. Our German
users never complain and are ]*rm{u-.'mu
some cool stuft. In the US, it's pretty unique
1o program your Amiga so they are an elite
[he Australians are writing
some nice educational software with very
little support from us

The British |I..!|1.'|_' ot a r:,'?l,:‘ LRTWY, L El'll'l'-"'"- e
tors, producing some of the bEst
programming teams around. Bdon't think

rowd anvway

Blitz2 will fall in the “too hard " Gategory for

many here, certainly not to those who have
proved that they actually have what it takes
lo program

al I've seen, i

Editor’s mode: frinm s Fesi

i = b T ] |
||II'I-.' "'llrll:-,‘l.lllrlllll.l I sTArE e Terker, el
rigre weni bearnr, the more compler 1f becomes
[ here, ihal s grswered of

AFS: But it’s not your standard BASIC is it?

SA: Mo, Blitz2 is also an assembler, a C envi-
ronment and contains a strong Pascal
flaviour to boot

| preter to think of it as an alternative
Amiga programming environment. An alter-
native language which we hope 1s going to
b more successhiil than our various
attempls at playing loud, heavy, fast guitars

AFS: How tast is Blitz2?

5A: I's definitely fast, no questions there
It's pretty hight software and produces nice
tight code. Making vour code run fast is as
much technique as which programming lan-

BLITZ BASIC

i bath written in Blitz Basic 2

AlZ00 FIXES! F'ﬂwl""ll'l'lﬂl'lgl'l HIE".l'\.-l\.'l'l||1ru'.-|_:|rr WA
STy ‘Whites and R Typea Amned for woarr &G oo hins
"ConlEing etarsra which may be disbarberg 10 yosngaiers « 15 and over anly!
And you can gel your hands on it if you get & copy of
Amiga Formal issue 52. What a woenderful thing.

guage vouusseThere will alwavs be deci-
sions thatdirectly influence the speed the
programWwill un at

AF5: 0K, so whal are you going to be
telling people about Blitz?

5A: Well | spend most of myv week telling
people how to do scrolling text imswindows,
tracking aliens, sorting lists, saving memory
and so0 on. We're living in the information
age, the growth of computer nebwor ks
means that more than ever before word of
mouth (if you can still call it that) is going to
be responsible for selling our product. And
besides we're not in it for the money, we
want to be responsible for an Amiga share-
ware revolution and of course help people

write good commercial grade stuff, we're
the nice puys!

Right . thal's the mterview over with. Now on fo
the cond bl We are going o fel wodi wridh thiree
TR ZI Blitz type-ins. You'll need o copy of
Riitz Bl (froo the Coverdizk of Aﬂﬁ.gﬂ-
Format issue 52) and some time. All you hue
fale 1= fo fype the listings, as they are printed
REre, inlo o fexd editor
Wordwerth fo Pr gl o) bt don't worry
shout bolds of | S sxoe the file as ASCl
Alszo, don’t exp@Fbo get if righithe first Hme
stakes. Ther sim-
urAmga, If you read
OUF programnner’s INKYOIetDs in this issue, you

"".-'rI:IJL',: [roen

there will aliaysbe bypine m

gy run the programs on y

will discover thal quite a few of them ot starled
by typing in programs this way, S0 you never
krnouet winat minghit hunpen !
['fe programs gre; Dungeon Editor (crenfe
e ot werlds fo explore
thabelesyon 1o make use of your o worlds

and fight i them, A tremendous darts game that

A Dungeon game

will keep you happy for fiowrs (typing it in for g

sfart!). Haoe fun
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This one will serve you well in times to come. It no only helps
you to understand the basic principles, once you've typed-it in
and debugged your typing, you can use this to create your very
own dungeons!

" wa Edifor by Simon Armsirong,
widihi=128:halght=564

sita=widlh "height

MaxLen pasS=180 fix dargth of sirngsflor use with Biitz2
Maxlen [iS=64 g requesier

And this is what
the finished Darts
game should look

Giosub mitmap Jdimension Brray and draw bordaer like at the end.
Gosub inlchars [ string array fof oo objacts
Gosub niful [ODEN USET imMaTace
Gosub sizewindow relresl map window
Repeat ;mawy loop based on fnfufion events
ey |=WaltEvent
Select av
Case 2:Gosub sizewindow
Case 8
it EveniWindow=0 AND MButtons=1 Then Gosub draw
Case 540
if GadgetHit-2
Wsy:lnl-j\fﬁwlﬂ.m*heighli scroll map
pasx=ini HPropPol{0, 1) wdth)
Gosub drawdungeon
Elsa
brush-GadgetHit-2  select brush fram ool window
Endif
Case 256
i MenuHit=0 AND HemHit=0 Then Gosub lcadmap
It MenuHit=0 AND ltemHit=1 Then Gosub savemap
if MenuHit=0 AND lemHil=2 Then End
Case $40000
Use Window 0.Redraw 0.0-Redraw 0,1
End Selact
Forever
indtmap

Dim map b{width-1,haight-1)

For y=0 Tao height-1:map(0,y)=1 map{widih-1.yj=1 MNexl
For ¥=0 To width-1:map{x,0}=1:map(x height-1)=1:MNext
Return

IS
Dim c5{d)
c5(0)=ChrS(32).c31 =" c5(2)="0 e a)="M" 54 ="B"
Heturn

draw

Repeat
Use Window 0
cx=0Limit{int{(WMouseX-6)8),0,ww-1)
cy=QLimit{In{(WMouseY-10)/8),0,wh-1)
map(posx+Cx. posy+Cylaibrush
WindowOutput O-WLocate cx”8,cy” 8 Print cS{brush)

Unitil Event

Return

SSirawindow
Use Window 0
ww=Int ' WindowWidth/a)-3
wh=Int{WindowHeight's)-3

Jawm blocks we can display
el currant wandow SuEe

SelVProp 0.0 posyheight whheight posiion shiders
SetHProp 0.1 posxiwidth ww width

Redraw 0.0 Redraw 0,1

Retum

drawdungaon
WindowOutput 0
posx=0Limit(posx,0 width-ww)_gaffoplefr coondinate with
posy=QLImkt posy, 0 hesght-whjMmit of uoporTower value

Far y=0 To wh-1
Wlocate 0.y°8 JPOsilion cursor on new Mne and print
For x=( To ww-1 ‘character basad on value in map

Print cS{map| posx+x, posy+y])

Haxi

Mext

Return

g ]

MenuTitle 0.0°"FPROJECT S8[ UD Menus for our eaiior

Menultem 0.0.0.0.°L0AD gl i,
Menultem 0,00 1.° ¥
Menultem 0,00 2, IT Lt

PropGadget 0.-16 0,2+ 16+128.0.16,-20 Jgadgels for shders

FropGadget 0.4 -3 4+8464.1,-22 10

For i=0 To 4 Jgadgets for brush select

TextGadget 1,0° 2441212 512 2+1.c5(i)

Mexi

brush=1.Toggle 1.3,.0n

Screen 0,10,"Dungeon Editor® -and a4 screen and windows
0,012 640,240 51001 "DUNGEON" 1,2, 0:SetMenu O
1,400.0, 140,28 531002 "BLOCKS" 1,2, 1:SatMenu 0

Use Window O-Redraw 0,0 Redraw 0,1

Return

loadmap
as=FlleRequesty"LOAD DUNGEON" pas i3} oo a e reqguest
i ReadFlle{l.a%) Af file theve
H Lof(0j=size Then ReadMaem 0, Amap(0,0),size read info map

CloseFile 0 Jarray frawdl)
Gosub drawdungeon refresh screen
Endif
Return
savemap

aS=FileRequest3{"SAVE DUNGEDON pa%.i5)
Il WriteFile|D, a5)

WriteMem 0, Amap(0,0), size.CloseFile 0,wrie array fo e raw
Endif

Return

ELIEE R L]

Monsta’s in the Dungeon. A fun game in which you can make
use of the program you have just created. That's right, all the
hard work was for a good reason. Have a go and see what you
think!

MONSTA's IN THE DUNGEON by Simon Armsinong

DEFTYPE .w all variables are inlegers
conscle=False Jmake trud ko run on sid console (o)
width=128 standard map sire as in edior
haight=64

Size=widih" reight

dispw=32

disph=16 Jaispiay wigth ang heigihl
mapS="map1"

nummonsiers=255 MaximEm aurher of manstors
N console
homes=Chr3(390)+ H mycisS=homas+ ChrS[E88)+"J" sinngs for consoles
Else
FindScroeen 0
Window 0,20,20,270,170, 51400, MONSTER GAME™,1.2
Windowdnput 0 WindowOulput 0
Endll

NEWTYPE monstype
AR
End NEWTYPE

JIRg mansiar hpec!

Dim List monsier monstype{nummonsters) | loads of monsters!
Dim c5(4).c5(0)=Chr${32):c8(1)=""1c5(2)="0CcS(3}= "M c5(4)="B" J
Dim map biwidih-1 height-1) standand 2008ray BF e map

TN G arm
turmns{.gameover=False
mya=10:myy=10
Gosub readmap

JRsal game vanables
jin case no B lound on the map i
Jaad file maps info map artgy

Gosub walcoma Jgo rpni @nd

Repaat main bop -
Gosub drawmap srodfresh display
Gosub yourmowve Q8 plper's Mol
Gosub monsiarmove ‘move the monsiers

Until gameover=True

Prinl “PLAY AGAINT (Y]

H UCasa3(Edits(1)}="Y" Then Goto maingama

End

Jeadmap
N ReadFile{D maps) JF e found

AMIGA FORMAT SPECIAL
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ReadMem 0,&map(0,0), swe:CloseFile 0 raw read info array
ClearList monsiar() Jfind tha monsiers!
For x=0 To width-1:For y=0 To height-1 :and record ail their
H map(x,y}=3 pasitions in list
It Additem{monster(}) Then monsian)x=x.y
Endif
H map(x yl=4 Then myx=x.myy=y found star positan!
Next y.x
Else
End ;couldn’t ind We (we rédn the wrong directony?)
Endif T
Return >

- WBCOme:

NPrinl “"WELCOME TO THE DUNGEQMI™
NPFrint * HIT RETURN TO PLAY™
at=Edits{1]

Return

monShanminve:
USEPATH monsier])
ResetList monsier])
While Mextitem|monsten))

map{\x,vy)=0 .clear current pos on map
dx=8gni{myx-\x).dy=Sgnimyy-'y) .calc direction fo mova in
o= ol =y remember old position
M And{2)<2 shome in on either x or y priorily

W dx<=0Then ‘x+dx Else w+dy

Else
i dy<>0Then Yw+dy Else 'x+dx
EndIf

Select maplix,'y) Jwhais in new pos?
Case 0.map{x, \w)=3 JBmply spacecocd
Case 1:\x=0ldx\yeoldy:map{x,\vj=3 wall back up!
Case 2:map(\x.\y)=1:Killltem monster()  down a hola’
Case 3 \x=0ldx\y=0ldy map{x, Wwi=3 ;another monsiar!
Case 4:NPrint "HA GOTCHAI".gamaover=True he got ma!

End Select

Wend
i NOT La-merq )) Then NPrint “SUCCESS! gameoversTrue
Return
youmaove:
furm+1:Print “Tumn @ turn.” (UWDLR or C)
mag{myx, myy =0, - sl out old position
Select UCaseS(EdS(1]) egiif=input
Case “U™:If map({myx.myy-1)<>1Then myy-1 up
Case 0" map(myx,myy+1)<>1Then myy«1 Jdown
Case LW map{myx-1,myy)<=1Then myx-1 ol
Case "R™H map{myx+1 myyi<=1Then myxz+1 ;right
Casa "0 Print “BYE NOW™ End i
End Select

H map({miyx, myy)=2
NPrint "ARRRAR YOU FELL DOWN A HOLE" .gameover=True
Else
ARy X, My} =4
Endit
Raturn

Jpace i new posifion

drawmap
i console Then Print homes Else WLocate 0.0
posxsGLImtimyx-dispw’2 0, width-dispw)
posy=QLImRimyy-disph/2 0, height-disph)
For y=0 To disph-1

For x=0 To dispw-1:Print cS{map(posx+x.posy+y))-Next:NPrint =

MNext o
Aeturn

L1121l

an example of a Blitz2 program that is definately; not for
faint hearted. The first half is indeed assembly; code and yes
it is only of interest to advanced coders, those with intermedi-
ate skills should go straight to the second half. Those with no
experience should wait for AF52 where we start from scratch
and treat everyone as mere mortals.

PART 1 where we demonstrate how advanced you can get with
Blitz2 and list sections of code from our upcoming 3D command
library (don't let the pros is!).

DARTS

BlitzZ Darts (£)1993 Simon Armsthong

AMIGA FORMAT SPECIAL

darts=10 increase the dart varable lo siow things down!
MPrint “Setting up, please wail.,.”
. The Bliz2 CLS command uses the biitter o cledr the screen, this is @ much Tasier
fechnigue, aspecially now your average Amiga has an insinuction cache!
Statement is a Blitz2 procedure and can contain either BASIC or Assembiler, as A4
IS usea a8 A local vanabie base we unlink it whan using assembier
Statement myclafa. i)
UNLK a4:MOVE.| d0.a0:ADD |840°256,a0
MOVEQ#0,d0: MOVEQ#0 o1 MOVEQ#0 d2: MOVEQ#D,d3 MOVEQ#D], o4
MOVEQ#D, d5 MOVEQ#0 06 MOVE id0,a1: MOVE id0,a2: MOVE 1d0,a3
MOVE#255,d7
mi MOVYEM.| d0-d6/a1-a3 -(a0) DBRA d7, loop1
End Statement
. As has been mentioned Biitz2 has the abiity lo handia Stuciures
. we call them New Types and they are equally useful in an assembier
; rmaronmani, especially once we slart using macros.,
; The fallowing routing takes a 3D object's bearing (rotx, y & 2) and genarales
. @ 3d Matlrix for proyecting if's verticies through. If anyone knows of a faster ‘mathod
ploase let me know, if they; don'l and use this rouline plgase give us a credi
Macro p (SizeOf object' 1){a5). End Macro
Siatement calcid{object | rolttabla 1)
UNLK a4 MOVEM.| ad-a8 -(a7) MOVE. | d0,a5: MOVE.| d1,a3
MOVEM.l'p{roix-2} d0-d2:MOVE #4082 d3: AND d3 d0:AND d3,.d1
AND d3.d2 LEA 'p{id),a4
MOVEM 0(a3 02 w).d4-d5
MOVEM 0(a3,d1.w),.d2-03
MOVEM (a3 d0.w).d0-d1
MOVE dS, d6MULS d3,d6 MOVE.| d6,a0:MOVE d4, d7-MULS d0,d7
SWAP d7-ADD d7.d7 MOVE 47, a1:MULS d2.d7:ADD.| 06 d7 . SWAP d7
ADD d7 d7:MOVE d7 (ad)+
MOVE d4,d7 MULS d1 d7;5WAP o7 ADD d7.d7:MOVE di (ad}=
MOVE 5,96 MULS ‘MOVE | d6.,a2 MOVE a1,d7-MULS d3.d47
SUB | d6,d7 SWAP d7:ADD d7 d7:MOVE d7,(a4)+
MOVE c4, 46 MULS d3,d6:MOVE | a2,d7:SWAP d7:ADD d7,47
MULS o0, 47-SUB.| 06.d7 SWAP d7:ADD d7.d7 MOYE d7 (ad)+
MOVE d5 47:MULS d1.d7.SWAP o7 ADD d7 d7-MOVE d7,(a4)+
MOVE o2 d6:MULS d4 o6 MOVE | al,d7.3WAP d7.ADD d7.d7
MULS d0,d7:ADD. d6,d7 SWAP d7:ADD d7 d7 MOVE o7, (ad)+
MULS di d2 SWAP d2. ADD o2 d42:MOVE d2 (ad)+
NEG o0-MOVE d0.(ad)+ MULS d1,d3: SWAP dRADD d3 d3:MOVE d3,(ad)+
MOVEM.| (aT)+ a4-a8:ATS
End Statement
+ I you can work oul whal the following does you're in the, advanced class and will be
developing command litvaries for; Biitz2 in no time, we'll even pay you!
Statement moveonz{object | shift.w)
UNLK a4 EXG o085
MOVEM 'plid+12),d3-d5:ASL.1 d1, 03 ASL. d1,d4:ASL | d1,d5
MOVEM | d3-d5,Ip{vx) EXG d0.a5RTS
End Statement

Macro genven

MOVEM.| ip{=},d0-d2: ASR |82 d0-ASR.Ie2 d1

CHIF " 1<={0
MOVEM 'p[id+0} d3-d5:ASL " 1 d3:ASL.1# 1, d4:ASL 1§ 1,45
"2.0d3,00:" 2. hdd d1: 2 005,42

CEND

CHIF “3<»0
MOVEM 'pfid+6) d3-d5: ASL 1§ 3 d3.ASL 183 g4 ASL I#3 d5
“a4.d3.00: 4 |od 04405 82

CEND

CHIF 5<=0
MOVEM Ip{id+12] d3-d5 ASL 1#°5 d3: ASL |5 d4: ASL |#°5 d5
B 13 08 104, d1: 6.d5.d2

CEND

SWAP d2:TST d2 BLE flow.DIVS d2 d0.BVS flow DIVS d2.d1:BVS 1

MULS#640 d0.MULS#512 d1

SWAP d0:SWAP d1 ADD ADD# 128,41 Fo
MOVEM d0-d1,(a6) A a6
End Macro
impressive

Function.w gendart[object (]

UNLK a4 MOVEM | a4-a6 -(a7) MOVEl d0,a5-LEA 'p{v} a6
Igemyert{0,0,0,0.8 ADD|:'genverd{0.0,7 SUB B 5UB)
lgenvert{8 5U8,0,0.8,SUB): Igenvert(8,ADD.0,0,8 SUB)
lganvert(7,5UB,0.0.8,SUB) Igenvernt(7 ADD,0,0,8 SUB)
MOVEM.I (47)+ ad4-a6:MOVEQ#-1 d0'RATS
flow:MOVEM.I (a7}« a4-a6: MOVEQ#0 d0:RTS

End Statement

Function. w ml}
UNLK a&MOVEM.| a4-46.-(27) MOVE.| d0.a5 LEA Ip|v).a6
'penvert(8,ADD.0,0,0,0):'ganvert (8, SUB,0.0,0,0}
Igemvert(0.0,8 ADD,0,0): Igemven|0,0,8,5UB.0,0}
Igefwart[0,0,0,0,8 ADD):lgeman|0,0,0,0.8.5U8}
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MOVEM.| (aT)+ ad-a6:RATS
End Statement

Statement genlina]object. ]
UMLK a&-MOVEM.| a4-a6.-(a7):MOVEN d0.a5 LEA Ip{v] a6
MOVEM.| (a6),00-d7-MOVEM .| dl-d7 _4{ab)
MOYEM.| ip{x},00-d2
ASRH 82 0 ASR.IRZ d1. SWAP dZ.DIVS a2 00:DIVS a2 d1
MULS#640 d0:MULS#512,d1:SWAP dlrSWAP di
ADD#160,20-ADD#128, 41 MOVEM d0-d1_(ab)
MOVEM.I (a7)+.a4-a6:RTS
End Statement
PART 2 And now lor some BASIC, Blitz2 style. As | mentioned
f you can'l understand a word gon'l worry a proper step by step introduction |
a Bitz? commencas in AFS2

HEWTYPE wveri a .vert can hold both and x and y value
F R

End NEWTYPE

NEWTYPE .objact ;A .obyjact can hold the following informahion
X0 Jne obyects posihon i J0 space
VEVYINE s velocrly
thrust Jhrs! winen acceierales obyect in .z (fonvard)
b noby rolr the obyacls beanng
My N rofanonal spaed
WG4 Jwarlicias go here
i 'ﬁ'_:’-i-: i malnx goas R

End NEWTYPE

: The follow mg 4 Wi nol o'y owmansion AFTAYS |'|1:.I||:|'.'.r|5r marg than T vanabde

A fact each ilem references a whoie giyect as above) bul they are special ist arrays

0 Wik, can add, delede & process tham with Bilz2's special fnked st

Janaling cofmmands (way faster thag slandard arrays!)

Dim List nme.cbject{dans) wow varable dimensioning in a compier!

Dim List bul object{20) ‘bulleis

Diimy List fire object(S) lasar weapons

Dim List bang objeci{ 10) axslaginns

D rods. w{2048) . =& rots(0) [genarate sin_cos fabla, yes

For i=0 To 2048 Step 2 itz @ normal array! it holds
rots(ij=Sini" 2" PU2048)" 32766 A Took up lable” which is the
rotsli+ 1 |=Coa(i"2"Pl2048)" 32766 DFOgrAMTGrs pRmany speed up

Maxt diavice (heses coffes) selup aisplay

BitMap 0,320,256 .1
BitMap 1,320,256.1
For i=0 Te 7
BitMap 2+ 320 256 1
BitMapOutput 2+ Locate 2.0
NPrint “BLITZ DARTS BY SIMDON ESCTO EXIT
For r=0 To 2°Pi-PI32 Step P32
=r+"PLR256
Circle 160,128, Tan{}y4)"*50,1
Line 160,128, 160+8in(])"320,128+Cos(|)"256.1
Circlel 160,128,121
Mext
MHext

standard lo-res 1 bilplane bitmap

and the following for 8 mice backdrop
amim, sorry o say from an AMOS demo!

BLITZ:Sliea 044, 320 256 5itfa 2 8,32 320,320 ;wo cloge down o5 and Salug
RGB 1,1512,15AGB 944 B o own display!

=2 Jframe of anim

aoi=1000 ;currant [aser

Mouse On:MouseArea -150,-150,120,120.BlitzKeys On

mainloop
Repeal
VWwait. ShowF dbdb=1-db:Use BitMap db
ShowB 1-1+1:f =10 Then =2
miycls{Peak | (Addr BitMapidb)+8))
i=MouseX y=Mousay
Lime x+155,y+ 128 %+ 165.y+128,1 Jposition crass hair
Lime x+160,y+ 123 x+160,5y+133 .1 then et am fira
i Joybili=1 AND reloadThen Gosub addfire: meloa=15
Gosub dofire;reload- 1. Joyb{0)=0 Then refoad=-1
Gosub addnme poor mnnGcer cas!
Gosub movenme why blow em away "
Gosub dobang bloody Reaganita!
Until RawStatus|545) hit ESC damn you!
End

doubia bufrer awsplay
fip thru backdrop anim
JCMS AT Curran Drrmap
g mouse

s The foliowing shows off fwo mce fealures in Biir2, macros in BASIC are cool ;and the

list array handling is dead simple
Macro myline Line Wi 1% 1w Wl 2Jw. Wi 2]y, 1:End Macro
USEPATH bang()

dobang handle veclor explosion
ResellList bang() start af firsl entry in array
While Nextitemi{bangijj loop throwgh all antnes

AMIGA FORMAT SPECIAL

Weand
Returm

USEPATH nmel)  save some fypog (inserd nmay) before &l wamames)
Eodnme

nawnma-1
H newnma

\thrust=Rnd{4)+6 J
Endl
Endit
Raturn
mioyanme

Rasailist nmead)
While Nextitem( nmel))

bangl e="2 Wy A\, W Wy WE I
rh-llll;_,]l_l'r'-"l:. 100 130 80
Endif and kill the poor guy
Killlterm nmed): Killtem five{): Golo popout
Emeif
EndH
Endif
Wend: popouwt
Endi
Else
Eillltem mnmea{)
Endhi
Wend
Return
USEPATH fira()
addfire ,add a laser if you pregs mouse bution  Good quality J
It Additem fire()) graphics |
o (bataw with®l
=0, OO0, 1000 oxcallent

Endit ble after you'm
W=x"6.5-x0/24,y"8-32, 1000 spont some
Return and expendsd
some of your
patience guobl
s for the year

ResetList fira{)
While MNextitemifira())

Endif
Wend
Return

There we go Bhen, o fewe listings fo gel ypou o
an call the Awriga Farmat reader line on Tes

X+ W VT W
i+ kv roty-+\neys otz + vz
calcdi{bang(), ) genarale id matn
I genstar{bang()) Jand anher draw

For i=0 To 4 Step 2:'myling [i,1+1)Naxt
Elsa

Killlem bang() Jor mmove from array as il's laff the sereen!
Endif -

a0d 'r"l.‘l'l'.:'q'.'-'r_l-' [0 DOSION
samg o rofabion

nang on a gar’

It Additeminmeal))
YW ol
x = Rind{ S000) -4 000, Rnd{24000)-12000, 6000
roixn=0, Rind|4055),512
Wxsl) HI‘II,‘.Il_1E|I +16.0

Jonly if array s nol i of oourse

Joop through e AmMa

calcid{nme().r)
moveonz{nme{ | \thrust )
X4 WSy vy \F T
WD e Uk e Ry ol s\
I = 1000
N gendart{nmeal))
For i=1 To 5:Imyline [0,i}.Naxt
frrnylined | 2.3 'rr'r,ll i 1,40 rmydine (1.5)
Resetlist fire()
While Mextitemifire())
H Absix-firef)x)d
i Aba(\y-fire{)\y)d
If Absz-firadlzkd
it Addlitemibang()

» O @ their 1D matrx
move Torward By amoont of thrust
(588 O0Dang|

and i he's shot

cradale axpiasion

calcid(fire(), r} Defender cho
gesnlimadlna () souw="Wwi 0Ty w="w{0]y such as you
For i=1 To 7 W(ifu=on vy Naxt hare, are po

Jmove ail laseT hre hrough 30 space
Akl they gel foo far away

Blitz. Go forit

L RN ",'-u-'f',' e wE
H 'z 16000
genlina{iina()]:'myline{d, 7]
Else
Kiliitem fina))




Simulation of
dar Elusive Jet

&l shadowy, gleaming craft steals through
the night sky. Out of sight but never out

of mind. Sleek. Slicing through the dark.
No blips register on the radar. No sign is given.

Then, in an instant, an explosion bursts through

the murky twilight and, as quickly as it appeared,
the Nighthawk melts back into the shadows.

The F-117A has carried out another
stealth mission.

MicroProse present the definitive simulation of
the world’s most elusive jet: the F-117A.

Now with eye-popping graphics, sensational
sound, thrilling music and a vast array of
awesome missions across NINE of the world’s

‘hot-spots’. Catch it if you can!
F-117A Nighthawk Stealth Fighter 2.0

Unprecedented, uncompromising

and undetected.

M AlssER s ) Lﬁf% .

PR 12 i i
Eh%‘f' "
Tul
11.'.'..:5 |||-. o fil i

Illm'nFrunl.H..m Ridge, Ehlp-pﬁuSndbu'y
Avon BS17 6AY. Tel: 0666 504399

Available for IBM PC Compatibles and
NOW for Commodore Amiga




COME AND HAVE A
GO IF YOU THINK
YOU'RE HARD ENOUGH

™~ Victor £10,000

year, Allan Brett

became a celebrity
ovemnight after he
scooped the National

Games Championships. Not

only that though - as well as the glory,

he also walked off with £10,000 IN HARD CASH.

Using outrageous skill, the 18-year-old from Hull managed to
be the best on Sega, Nintendo and Amiga machines.

THIS YEAR THE GAMES CHAMP COULD BE YOU!

On this page you'll see the dates and
venues for the first round eliminators.
They're being held in Virgin Retail
outlets in the major cities of Britain
over the next few weeks.

All you have to do is turn up, and play. If you're good
enough - and you'll have to be very good - you'll be into
the next round. And after that... the finals at the Future
Entertainment Show in London on 11 - 14 November.

The National Games Champlonship is organised by Future Publishing,
producer of this, and many other great games magazines, and organiser
= of the Future Show.

" 'THE.GAMES YOU’LL
= go) BE PLAYING

Pinball Fantasies -

.. | mario All Stars -
| | SNES




ODE INTERVIEWED

ost role playing games are se¢l Richard is one of
firmly in the fantasy tradition of the generation of
ancient lands, mighly warmors programmiers who
magic spells and dimly-lit tunnels. Its all a started wniting code
pif L= U8 [ e Wieres-1sh isn0 ik Bt at as a hobby on B-hit
Undord Dagntal Enterprises the team are busy machines: “| wrote
working on a new kPG that they hope will my first program in a Loft: The
move the genne on a step or two, as pro maths class ak school ODE team
arammier Kichard II.-r'-L-.':-a.--«pI.uu-- when | was 13 vears st
. the sounbry.
The meww gamiee is called Culberspoce and old, It was a program
ghiruld be released shorily, but how does it 1o work ot Pl OV
filfer from the traditional KPCsT four to 16 decimal
It's going to be a A0, first person gami places and we had to

wrihe i ol on |‘.|+‘-|, I

and send ot Ol to -
Hatfield Poly 1 humidi
b et it pro-

grammed

=0, prisumably vou have to be a mathi OHfDrd Dlg|ta| EﬂtEprISES E.II’E
mabical genius if VOu'Te ever ._;:~||1._; O it D]aﬂ r"ﬂg tﬂ make WENES Wlth

anvwhere with programming

I¥'s not essential.” savs Richard ‘the”‘ new game Cyberspace

There's a certain way of approaching prob ; :
lems thal comes I11|*F|'-'.I-I|I:.J!I Yiou ?II‘I' IL L | R]Ehard H{jerC kS Expjajﬂs Wh I}"

at mathe, and there are some areas when

you need a good understanding of maths

You can wander around a world hilled wath bui | know several people who came into

mare than a million people,” says Richard programming from an artistic background onE's maﬁ H"’“ks
A lot of games that are classified as role You don't need a maths deeree or A level

plaving games aren | really KRPGs. We think maths to be able to program

that to create a good role playing game you Among the games that Richard has

really have to be able to imagine vourself in worked on at Oxford Digital Enterprises are FAVOURITE AMIGA GAME: Dungeon Master

fhe: game’s world. In many wavs Elife is a Humd For Ked Oclotwer, Sleepmme Gands Lie and

(] ]'|.|'.|I':.!_ game becanse the world 15 50 P Yamkes, but the same that has ¢iven MOST PROUD OF: ng'ﬁﬂ:[

fealistc, bt it's nevier classihed as an KI's iy st |,1||,',|-.l;|r-| 1% Volfwed . a conversion ol

Peophe tend to think of role playing games the Taito coin-op (ix: “1 was the main coder

and the traditional fantasy themae, but that on Volfwsd and il was the first game I'd con mers we spoke to Richard feels that the price

needn | be the case vierted from an onginal, Bul my favourite of games is oo high: “1 think they should b
We're amazed at the lack of BKMGs set 1 ever game s Dungeon Master, When that a comparable nrice to a music CD, £10 to

different environments, and surprised that camae ot | must have missed bwo wieks al E15.7 hie <aid

niabody else has come ol with a game like waork, | st had o finish it savs Richard But unlike some of thee olther program

Lyberspace while we worked on it In common with many of the program mers Richard doesn’t see piracy as a valid

excuse for the price of games. 1 think there's
a ol o |I';|"-| abod piracy Whien | was inmv
beems and | used to copy music to tapes | still
s to spend as muoch as | could on Ls

dnd 1 Hhank that that 1s the case with peopl

whio buy games

k1

Far left: Cybaripace
is sot in a huge city
populated h'ﬂ‘ aver a
million lully animated
characters.

Lot You can even
ereate the look of
your own character
by using this photo-
fit aystem.

= =

INTERVIEWED
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WHAT KIND OF GAMER .
- e T ———— - 1//

T KIND OF
GAMER
ARE YOU?

Do you consider yourself as a potential
Pro, a halfway decent tryer, or totally
rubbish? Find out about yourself by using
the entirely trustworthy AFS Gamers
Personality Test.

e@re it i! at |ﬂl'lg !a!‘-t, thE *I"d'uut- 1§ You"ve |J||,l| v haoanes Lo live. Da vou
about-yourself questionnaire 3) Thank the lord vou've just gol time to back up vour

that really takes you to the edge  hard deive?
of your own understanding of yourself.  ©) Load Raonbow lsbands and try for the high score?
None of that stupid *“What side of ¢} Virtualise vourself and enter vour Amiga?
the bed do you get out of 7", the answer  d) Remind yourself that death comes to everyone in
to which means that you're a mass mur-  the end and make a nice hot cup of tea? -
derer or have a strange affection for
Conservative MPs with leather 1) The really hot babe who lives next door says she'd
I'I'I'ﬂihi. Hiﬂﬂﬂﬂlh. this love by p[.:l. Dactore and MNurseés with il Do vou:
guestionnaire will tell a) Ask her if that requines Quirlerback Tools?
you whether or not you b Tell her that Syndicate is a lot more fun?
il can hack it at H'IE tﬂ'jl ﬂf ¢} Mip inssde and code a madical game with Amos?
; the league in the d) Smile knowingly at vour parenis, look heaven
r growing sport of wards and mouth “Thank vou®, adjust vour hair and
gamesplaying. gap over the fence?

S5imply answer
the multiple 3 The local wicar is of the opinion thal compuater
choice ques- games turn youo inte a devil-worshipping saddo with

tiﬂl‘li. then odd taste in trousers. Do vou

turn to the 1) Ask him if he wants to see your new Copper paral
box at the ax routing?

end of this b) Ask him if he'd like to explain the church's role
spread and the Spansh Inguesation?

fllﬂ'd out ) Chide him severely for inberupln g your gam
about your- Sireet Fighter 27

self. Let's i) Pause Symdicele, remove vour Slam City Shorts and
kick off... blow him away with an assault rifle?

Mr Cool or what. No game causes him any Oh doarm Mr Mol-gquite-so-cool. He needs  Okay Mr Cool, take ,'nul: pal and have a
griel. But maybe he's a little too smug? to re-¢xamine his attitude to life maybe?  go at the AFS patent Personality Test!

GAMES
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WHAT KIND OF GAMER

4l Your ieenage sister is demanding the use of the

telly for an extended boul of Home and Away waich-

ing. Do you

Bl You're ten points off an all-time high score on
Farg when there's a power cal. Do you

il i..l:'.- IT=E18 O 1N !.\':I; Or NaYing 1INE MOresiEng (o

i I
el your parents that really fancies that g build a nuclear power penerabor in the oellar?
st Diker an the road and wai ¢ sent i b Console vowrsell with the thought that vou would
W ek ¥ PlaCE T L bably have ded betore vou'd beaten that high
} b
hank her for the remind AN r game and SCOFE AMVWAY
setihe donwn with a can of Dhet Coke whibe those gor c) Hit wour head repoatedly apaimst the wa nid
peous Summer Bay nymphiets strult their Lycra shuff? eaphodde e a shosver of Blood and @blets
struct an overhead RGB splitter and display the di Mim di stairs and take the opporiunity i e
EeYis ST PeT T W r % g sEsleEr & iErrted fnenc | el ]
Reluctant & VOUF posit ! z and a kni £ &I
a0 o the p

31 1t's a besalsiul sommer’s day and vour exams ane

|lEf@ing. e voi:

¥ I's late 2t might and as you glance oul of the win-
dow inte the dark you notice the girl across the

street dancing around in her window in her under-

i L | T ] I wiear while singing into a hairbrush and pouting ai
1 ponvince yourself that y ¢a Iy e i her poster of Johhny Depp. Do vou
! ity 1) Suddenly feel a strange urge to play some excey
b) Keep plugging aw i - i tonally violent games in which ordinary citizens geq
Tl e "k e 1: Lt savs: | Blovam asway For ng Apparent reason”
nputer is responsible for the mainstream diss Remind vourself to gargle with Listerine, squees:

¥ Cyvberpunk attitsdes. Disouss? that spod on vour chim and tell her how much vou
Loy aborat ADITE, (O Ol 1] acdmare th we '.!..l!i."!':". :|-_|,"'r' W VOLD S 0T Al
ST sEull amyway and 1 o Efie S Ehi: bus stop in the momang!
in ", B VT i i 55 £ LN g '!'I':.'lu"i..l:'.'.l.':'|':I|:-r"£i"'l.l.l._'-". TR i sl
o ; R working on, remoadel your faoe to ook lke Mr Depp's
L reats I clligrnee p ™ and get il i pa s Ihe direet for & gusck §?
ST O 1 I N e BN | q di sl it sammalar ahe ook o Ll |
k|

&1 The lecal neighbourhood bully has seen you

snogging his girlfriend. He's nol very happy and

10) You've missed the last lubebus home affer a
willd night of clubbing, While vou sit down and waii

the theee howrs for the network o start ap again, you

= gy = g E =]

would like to remove same of your limbs. Do you natice two girls who have also missed their bus. Do
a) Lonstract a cu E e / Space |Dop useng Yol vou declde bo
% wimial port and a jubiles p and transport a) Chiler b play B TS Vo thei i
hirm back & A e hel ga? arcade until the next train bur !
1 W o] | I 3 B Kusl Ll SO Arcad |
FOF rea TRARE 5L Y e I i
KL .
1] L T R ; Frivmt
i Al s winl Eple 1 ths Eninww
e st § bl

7 While playing in a skip behind the local bank you

discover LS00, Ly yvous

i) Invest the Money o an ofscune U K-bited Amaga
are company and develop the first 512-bit pr |
wssnf (oF | sl oof s a |
By outk thie lo bt & stk wif of
|
W s { 1 I & 2 O BV years l
i rsel f BN vrid . il
1 L i tes Hhae & b o TR )
1 - P 4 1
] i 1 £ N MR M
i
| eciai h ol arvbo Hhee kEres i
5 1 i Ll that J
PINENIEY &P Bnaal LY A Noie caloulale vour score!

Personality key

Now all you have to do is tot up your score and compare i to the table below.

1a)d b)1.c)3.d)0 2a)2b)ic)3 d)0 2)a)2 b)0.e)1.d)3 4la)3. b)0, )2 d)1
5la)1bl3c)0dl2 a2 b)1,c)0dl3 Flal2 bl3clodl1 8la)2 b)1,¢)3 d) 0
Sla)3 b0, c)2 dl T 10)a)1.b) 3 c) 2 d)0

Scoring
0-8: You're a reasonably sensible human being with a life beyond your Amiga. Shame about
your GCSEs thouwgh,

3-17; You're a moderately well adjusted Amiga gamer. Although you like playing games, you're
still aware that there's a life beyond the monitor sereen. Give up the Pot Noodles now though.
18-24; You show an amaring grasp for the possibilites of technology. You should really get out
maore though, because all that pale skin isn't very sexy
24-30: You're a hopelessly addicted, video fiend with a seriously anti-social attitude, You're
Bingo! We are left with a pair of well-bal- only hope is to join the Amiga Formatl team right now. Leave your assault rifle at home
anced individuals who can cope socially. though, because Nutis gets scared by loud noises.

GAMES




Irbeinbioiobd lyes sl - owidid sany

That's right, as we were going to press with this issue, we managed to
look over the shoulder of the Amiga Format reviewers and were stunned
to see the review of Krisalis' Soccer Kid. To give you some idea of why we
immediatley got on to the blower to Krisalis in order to claim 20 copies of
this great little platform game (and 20 t-shirts) on your behalf, here's
what AF said about Soccer Kid: ‘One of the best platformers ever!
Fabulous graphics and gameplay which is incredibly difficult in places -
it'll take weeks of practice to complete.’ And you can’t have much more
praise than that can you?

In fact from what we’'ve seen, the game has little if anything to do
with football, and a great deal to do with amazingly fine platform action
with some marvellously deft touches, a few superb hidden level type
things, a bit of plot, and enough playability to keep you going during
that vast, long, huge, dull, tedious, heart-breaking period of void and
dead time that the powers that be would like us to call The Off Season -
but which we really know is hell on earth.

All we want you to do is to send us the correct answers to the follow-
ing 10 really easy questions. Then make sure to send them to us on the
back of a sealed envelope or on the back of a postcard. Make sure we get
your answers by October 31 this very year. The address: That Lad Trevor,
Amiga Format Special, 30 Monmouth 5t, Bath, Avon BA1 2BW.

eeey &
. Tt |
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Now it's time for the Questions though. So get your pens, pencils and
paper at the ready. Dig out your Rothman’s Yearbook, and prepare to win
one of 40 prizes - that's right, we’re giving 20 lucky winners the games,
and 20 kinda-smug runners-up the T-shirts,

1) Which of the following is not a Great British football team?
a) Queen-of-the-South
b) Swansea City
c) Auxerre

2} Who of the following has never captained England?
a) Bobby Moore
b) David Platt
e¢) Bobby Davro

3) Which of the following is not an English Premiership ground?
a) Highbury
b) Hyde Park
¢) The County Ground

Te .

s Ty




4) Who does Gary Lineker now play for?
a) Grampus 8
b) Amstrad
) Barnet

5) Which of the following teams has never won the FA Cup?
a) Blackburn Rovers

b) Dinamo Kiev
c) Wolverhampton Wanderers

&) Who has kept goal for Scotland?
a) Cool Hand Luke

b) The Virgin Mary
c) Jim Leighton

7) Who has refereed a World Cup game?
a) Jack Taylor
b) Jack Charlton
c) Jack Snit

8) Complete the following phrase: “My old man said be a City fan...”

WIN SOCCER KID

1/
i

a) “l said no thanks Dad, | hate football, you know that.”

b) "I said, right-he Dad, you're a man with a sound knowledge of footy.”
c) "I said, @898088-off, %WS58% "%, your a *%@%!"

9) Which is not a valid football term?
a) Off-side
b) Hand-ball
c) Jimmy Hill

10) Who has never played in Italy?
a) Gary Lineker
b) Luther Blisset
c) Jimmy Greaves

That's yer lot then, simply get the answers right and hope that the good
lord of luck looks nicely upon you. Oh, there are a few rules too. 5o
here's the small-print:

The Smiall Pisal Bules
13 M employ e OF Fuure Publishisg or Krinalin can enter 2) Multipls enftries e nod scoepiasble. 1) The editor's decivies i

final and ke willl mot chamge his miral Ter aegans. ) Ertries munt be recieved by Octoler 11, 5] Sending i lostballrelated
peiribCaddh willl in no way effect the sdetor s devivion No way, S0 hov malic

-

_

HEA FORMAT, SPECIAL ik - i < o
w5k



“future.
videogaming

Mega Drive, Super Nintendo, PC, Amiga & then some

EDGE

onsale

at selected
newsagents
now

Move fast.




§ the skart if this games Specinl we sat

down I.|I-!"1|.' the names o program-

mers we wanted to talk to: Braben
Bravbrook, Maclean, Crammond. .. famous
pames, respected names. Then we thought,
they re all blokes? Where are the woman?
We just couldn't understand why there
weren [ any mar-name femalos Program
ming for the Amiga. Here's what the men
had o say about the complete lack of a femi-
nine touch in Amiga games

LEAST FAVOURITE PASTIMES:  Programming (it seems).
Centipede?

BEST GAME:

Andy Braybrook (Graftgoldk: “In the early
days, programmung was very much a soli
tary thing, you'd lock yourself away and pet
on with it | think that p rhaps women are
sore =0ciable than men and don’t want 1o
Eotate themselves for that long. Whatever
the reasom it's a bit of a shame that thery
eN | MOTe Women programmiers

Charles Cecil iRevolution): 1 don'|
think that women are disi rimmna g Al fist
iin the games industry), which supgesis thai
women don't w ant to b programmers

Geolt Crammond (Independant}:
Social expectations may have something to
do with it but, as vou can find in most areas
of lite, | think women will gradually play a
maere activie role tn the '-!""‘:I'-:"' and prosram
ming of video games.”

Craig Howard (The Hiddenk: “T've only
#ver known one female programmer. | think
that although gamis are f'ﬂ_-n_'.-rrnuq mire
|1L'l.'1.'.‘~'hlt"|| O WOmen . a |-.|| o wodTeen aren’|
inferested in computers. When | did a com-
puter course at college, only about five per
cent of the LR -F"!l.' there were women and
most of them were involved in the business

and secretanal side. 1'd love to see
MO WOmMEen Programmmers,
because I'm sure there would be
subtle differences in the w ay they
would approach things which
wiould come across in the fimishisd
game

Jeft Minter (LlamaSoft): “]
e B e it's |."1'». ALis{ pi.gl.']n.; L ! :dq-u
games has been a predominanthy
male phenomenon and most video
game designers
Shart oul as
video AT
plavers. Mind
you there
really have
Doen somie
excephionally
pood female
game program-
mers such as
Larole Shaw who wrote Bmer Raid for
Activision, which is defimitely one of the best
Atan VUs shoot-em-ups; Dona Bailey, the
main programmer and designer of the
arcade game Centipede; and there was Anita
Sinclair at Magnetic Scrolls

Richard Horocks (Oxtord Digital
Enlerprises): “Most people get into pro-
gramming as an extension of a hobby and |
would imagine that girls are not interested in
that sort of thing. I'm sure that there's no
reason whyv women can't be programmers

Andy Wilton (Asylumb:  Perhapsit's
because programming is a very cold and
very much a non-people business, The essen
tial experience for programmers is not being
able to talk to anybody about what vou do
not because of secrecy, but because other
prople probably won't understand what
v e talking aboui

Mev Dinc (Vivid Image Design):
“Maybe it s because women tend not to F'\-:.ﬂ,
games as much as men. Whatever the reason
it's such a shame that there aren’l more
WOmEn Programmers

WHY NO WOMEN?

This was the interview in which
we were going to talk to a
woman programmer, but it seems
that there are no women at all
programming for the Amiga, so
we asked the leading male
programmers why that is...

Steve Kelly (Bitmap Brothers): “It's a
shame. | worked with one who left to have a
baby and unfortunately didn't come back. |
can't recall ever having a job application
frum a woman programmser.’

David Braben {Independant): “1 think
that it's partly historical There are more and
MOre Women coming mbo programming, bt
at the time | started the things that attracted
people to programming were male oriented
because most of the Fames were male or-
ented. It has only been with the advent of
non-controntational games (such as
Populenis ) thiat it has all begun to ¢ hange.” %

Laft: still ne sign of
The Chippendales’
Strip Poker then oh,
lads? Of course ihis
sortl of partrayal of
women has nothing 1o
do with thelr apparent
lack of desire to write
games solftware.

Far Lefi: Chun LI
explains the theary of
self-empowerment {o
Ken in Streel Fighter 11,
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THE ANNUAL
1993-1994

A look forward to the year that we predict will

® See the CD explosion

e See the consoles give way to Amiga superiority
® See more new Amigas and more new faces

® Be the most exciting Amiga year ever.
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Month-in and month-out you read the words
of the expert reviewers as they rant or rave
about the output of software houses. You
trust these people. You rely on their opin-
ions. But who are they? And what makes
them tick? Tim Smith rips off the masks of
the men who make or break games...

ne day, if you are passing through
Bath, you might like to stop off in
one of the several hostelnes sur-

rounding the Monmouth Street HD of
Future Publishing. Outside vou might see
several jean and T-shirt-clad journalists
screaming: “Don't drink kids! It's bad for
vou'!™ at the dnnkers therein

Come back after six o'clock and vou’ll
se¢ these same people hunkered down
around tables inside the inns, quatfing
lemonade-shandy (lemonade with a hint of
iemonade with a hint of large whisky) and
talking about the niceties of game review
ing-These lads (and the occasional lass) are
the hard core professionals, the SAS, ofdhe
game reviewing world. They know their
stuff. And it's about time that you Knew
some of it too

The chances are that vou ve sal down
and read a review, and have then thought
“Tommy-rot! Tosh!Pish! Rotten shame!]
could do better than that Houncy butfoon of
a reviewer” (or words to that effect) but

write in to Amiga Format vith an exam-
ple of your golden prose because

a) vou think no one will read 1t

b} you think all reviewers have been
there for years and are all related to each
other s0 vou don't stand a chance

c) you think that your English isn't
good enough

Well, I'm here to tell you that you're
probably wrong on all three points. What
viou have to bear in mind is that there are
loads of computer games magazines out
there and that in order to sel I.'L'l]'lii'ﬁ_. thql'
need to stay tresh and have new ideass

Mags are always on the look out foF
what we call ‘Good Freelancers’ (that's
opposed to ‘that lazy twerp XXXA'), 50
what do you need to know in order to give
vourself that all-important edge over the
other several thousand hopefulsout there?
Easy. read this

House Style: nothing to dowith a
bunch of well dressed semi-detacheds out
for an evening, every magazing does things
nacertain way. For example, some maga-

L

=
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zines would say: ‘Ocean are cuddly’
whereas others would sy {1.;|_-.1||1.1-. WO
derful’. Another example of house style is
whether a magazine says 110k, 110Kilobytes,
or 110K. It is in your interest to read the
MagaLine of your L_'hl'l]L,'l.' w:r:r_ Yery I_'.'I.I'I.'|l.i]|'||'
and then write to that stvle

Dion't use thiewords ‘17 or ‘me’: not
when you're starting out anyway. To be
I.||.'II|I.' hnru“ﬂ_ '|"'|"‘1 'iF"EI.' want an -.'Ij.'l'lll_"h'll".'l"' II-FIH'I-

ion about a game. They don't want to know
about you. If you're
good enough and, as
yvou become knowm,
this rule will change
Look at details:
when Amiga
Format reviews a
game, you will not
only get an idea of
the game, you will
also be told whether
it requires 1Mb or a
hard disk, how
much it costs and
which software
house it comes
from. You will also
note the ratings.
Don't forget these, -
for many hnrﬂmﬂﬁ??;em they are the

Top: Tim Smith,

most important parts of the review. aditor ol tha
Play the game: of the reviewer’s ardu- Amiga Format
ous lite, a mere 20 per cent comprises Spacials Resd s
e ; review tips on
writing the words. Another 10 per cent is page 136. e

spent grabbing pictures. The other 70 per
cent is spent playving the damn game. Even if
vou don’t finish, it won't matter. In fact, if
you can finish it, it's probably rubbish.

Above: an Amiga
Format games

Feview page.
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Contact the right person: If you send in

an example of your work, make sure it lands
o the .".:.'.!":'. desk by addressing i !'-r|-|_'-|l||l,
Include a covering letter explaining wha you
are, what EATTHES VO like, how old vou are
and what Amiga you have. Make sure vou
address the letter to Mr Tim Smith, Editor,
Mr Marcus Dwson, Editor and not The BESGE
or Dear Sir or Madam. This works for VO On
two counts... firstly the letter gets to the per-
son who counts: secondly, vou look likelan
organised human being.

Never trusl the spellchecker. lis just
knot a good idea too do this because their
knot pood at picking up on words that
sound the same but that mean different
things. Check you're work vourself

Also, make sure that you don't repeat
yourselt and avoid using the same adpectives
to describe a game,

Wrile what you mean: give an honest
opmnion of the game, and don’t just say what
you think we want to hear. If vou honestly
think that a game is good - but every on
else has destroyed it (it probably means your
udgement is dodgy) but argue your case

TIPS FROM
THE PROS

e wient oul and about in our quest.to find
the ultimate method by which vou could

become a game reviewer and earn heaps of
cash for |.||_1||:'|_-,_T '|~.'|'L.'|l Vi ]U'H.' miost anvway

lexcept tor the boring writing bits), and we

askied some of Hhe miost TS P e ganme
reviewers ever tor their pearls of wisdom

Here's what the cream of the reviewers
had to say about how they o about tackling
a game review, and to see how close WOMIT
OpInons are o those of the reviewers, we've
asked them to list their favourite and their
miost hated Amiga games.

Trenton Webhb:
“if it ain"t fun,
then it ain't &
game"

Trenton Webb - Amiga
Format Games Editor
1991-92 (now edits
Game Zone)

Remember what vou' i
doing. You're writing a
'.|=-:'. folk will

base a buving decision on

A T TEFWTE WS

You're not there to show off,
you re not there to milk a
dead nice freebie from a soft
wareg |'|1'|||-|, wvioll e nat there
LA ] |11.|i‘l|' II.'-I:II"LIII tamons
Lames cost people cash. Soa
fewbasic facts should b
considered at all imes

A eame has to be just
that, a game. [t's all well and
_ﬂ\'LHj if the software in ques

(on 15 'a pertect simulabion

orfertires 423 levels of parallax scrolling, If
it ain’t fun to play then it ain't a game. To
understand a game sv=tem vou've got to
plavithe'zame. Too many reviewers in tox
many mags don’t play a
game long enpugh to
make fair decision
Favourite Games:

erEile 5o
Least Favourite
Games: Lfoma, any

Inbeenm adventur

Frank O'Connor:
Amiga Format con-
tributor from 1990-
{(now edits Total!)

when | review a game,
there are some vers
Frank O'Cennor;
looks for good
gameplay at the
right prico,

imporiant factors | havi

Mok

= is the price

| v Aml s o
(o Lake Imbo account
i kb

5 | "
ol i
Il. L O ERhE

versus the quality. Then

there's the cosmetics
graphics and sound are definitely a seq
ondary [actor to EAMeplay. Some games
have the most annoving music, chunky
-_5_'_.||'-E':. o and dull ':'.|. k_-._'-_"_ll'.:'\-\. il IE...
gameplay shines through

If there is disagreement botween review
ors, wie sit down, talk aboul the varnous
il A ts of the game and comee Lo a COMmMpro
hased on sever; Wi never

TS L DEINIonNs
I

. ;
take the busi 055 O revVIewIng :|::!:| ! [ ETE
|Ii""'||"|'\-|"1'.'.: 1 M1 '_II"_".|-!_! LS cou 1 LN
many months of poc kit money

Favourile game: Karrboge [slamnd
Least favourite: Foof

Andy Hutchinson - Consultant Editor
Amiga Format Specials (now edits
Commaodore Format)

You've always got to remember that peopls

will be making purchasing decisions based

n vour recommaendabons. |F's II VY Wi l:

BN Casy mapﬂﬂtﬂhrgauk; becausi
viou hawve a soft spot for the genre, but v hen
gamesCostupw ards of 30 quidsvouve got
to take @ senious reality checks Equally,
vinve potto avoid being too hard on
game because you happen to dislike that
I,'l.lll'l ular genre

What should be at the forefront of vour
mind at all times 1s the fact that vou're
reviewing what claims to be an entertain-
ment product, Itdoesn't matter two figs
whether vour review puts jobs at risk, or
whether an advertiser doesn’t like what

AMIGA FORMAT SPECIAL

viort e saving, because all that counts is the

reader; the punter who'll be handing over a
griat stash of hard-earnied cash to buv th
wretched thang

ABOVE and beyond that, what «
above anythung eler is gameplay. i and
time again, you'll get husks of games with
BreAt raphics or sotund, DUt With zero
i there. Similarly you can get the crappiest
jpoking game since Commodore Pet
Invaders, but with stonking gameplay. Tt
licence cost more than's

. :
doesn't matter if the

Bl Clinton coiffure, if

: ;
1T 5 AIWavs mice o haive

soveral Bires of coffis
0T TEVIEWINE SeSS10ns
Favourite Game:
stiudicale (it -player
Least Favourite
Game: WWF Enropes

FEFF

Steve Jarratt: Amiga
Format contributor
from issue 1 (he is
now editor of Edge,
magazine for the
expert player)

. 11 1
DRiSICALLY, |
|
|

Lkt :_-'.u'.
them. | try to play them
15 if 1°d bought the
that's whal
often like to take them

night on my own

i
LTSS

home and have a bash at
ur opinion when there's some
ice gotng “hur, hur, oh
look, there's the game overSeresn again’

| try to play as much as possiblé within
nts, to see how enjoyable

1
M Ehe Ofl

ind how easy it is. Often 've managed (o '
It T DFOOrtio Itk ! AT
}
id that's a bad thin thie more | can com
plete betore deadline, the lower mark it pets
My o cribena for marking are
i Y [ FFipe 1 ™ 1 if 1 Jaanry 3
DA I IO, MR TWITSE
| wirlld have scored about 20 peer cenl

Andy Hutchinson;
reader always comes first.
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MEMORABLE
REVIEWER QUOTES

What follows are extracts from reviews of games that
were awarded Amiga Format Gold, that show what
was in the reviewer's mind as he or she cruised to the

Fechmical mpovation —if the program-
| end of their hard labours...

MErs Arendirying very hard then they don't
ﬁﬂ't‘ ':'-.I'IJF.Il'.::':!-.I:I 0Or MoOney
Comparison to other games - IFthene’s
nother game that does pretty much the “When a character lets slip a piece of juicy information,
you can’t help yourself shouting out: ‘Aha! The plot
thickens!” (Well | can't).” Maff Evans is carried away by

e || e Tar A ¥ i |
BAME ENINE Oy A0S 1 DETheT OF Cheaper

!"!' iy ' , e T Cruise for a Corpse in AF27. Obviously what we have
B st a load o T g here is atmosphere.
: p : 2 II'. . . “Next time you tune into Channel Four on a Sunday
&5 bt : night, and you find that there’s a Bulgarian opera on

il 3 b S EENER : S instead of the Redskins and Dolphins, there’'s no need
ve enjoyed it, then other people might eve Jarra Y try to play ‘.’g‘“,',“’ to switch over in absolute :Higujt." Mayheaii‘l.'tle
oy it as well _ _ a3 if F'd actualty bought the things. philistine (that's the San Fernando Philistines) from
Fav ourite game: "It like asking Nick Neil Jackson’s issue 33 review of John Madden's

Faldo what was his best shot, I've played so  down pretty badly in the visual and audio America Football but it does suggest enthusiasm.
nany | can’t pack on side and skl be suthiciently redeemed by

Least favourite game: See abovi storming gameplay to receive a bumper “A captive is what you start this game as and soon a
score. Dynablaster is a prime example. Very true captive of this immense challenge is what you will
: particularly brill sounds become.” Trenton Webb shows off the reviewer's fave
conqueringly excellent gameplay trick in his issue 16 review of... Captive.

TR visuals, nod 1

Ubwaously there are lots of bonus points
which a game can earn by looking _L,“:' | ‘Weeel, it's easier to complete the levels than it is to
sounding great, but what it plavs like and !-tﬂp Pllrlﬂg- A!um recommendation from Maff
Evans’ Rick Dangerous review of issue 16.

what it feels like are the important factors
;
Our Lastabality rating 15n°l supposaed to

indicate how lon

“Astoundingly fast sclid 3D graphics give a marvellous
feeling of movement.” Even way back in issue 1, Bob
e B e e e Wade was far from reticent to indulge in the kind of
ik Il & FAre Ras ._,..I AP l..|..|-' .I!:II T WO DACK hMIE um"r seen il"l jﬁl‘ll‘l Motson's "I-ﬂl.l!-!'. 'ht
:l." "-l-'il. II':'--\. L YKL rH.I'.I".‘- -'..':.II| ".'||"i"|'!'l-.l| gam Was Fﬂ'“rdm.
e end. SCONE DReHY Wl O Ou
astability dial. Most of our '..||-'_1.-| i _.--n. “Yes, it's ﬂEﬂUItWE of lots of games such as
Second | ":.'i::i.'l' COXCS, SIVInE INe reader an Commando and Gauntlet: but it's done mw'“' and
even greater breadth of, er, opinion. Oh, er includes so much detail, that all that is forgiven.” This
is that enough? My head hugiss is the ‘look, there's very little wrong with this game, so
Favourite Game: Surdicales I'm going to show off a bit of my knowledge’ school of
Least Favourile Game: Super Canldron. reviewing brought to fruition in issue 45 by Andy
Nuttall in his Chaos Engine review.

g it'll take you to complete

" 1 1
e game, Dul s Ione vou 1l Keep p

James Leach: Amiga Format budgets

man from 1992 (now the editor of James Leach: “Reviewers are spending
SuperPlay magazine) other people’s money.”

uglas: at a game plays like Why are nearly all games mibbish? Why are

d feels like are the important factors.” we, the consumers béing ripped off? A.;H:l

why aren’t we being told the truth about

rames! Reviewing Amiga sames 1S easy

Jim Douglas: editor of GamesMaster lay them, and if vou like them, bung a

magazine (which features a wide cov- good percentage dow

erage of Aﬂ'li'ga garnﬁ] But reviewing Amiga games well is
miuch trickier. You've got to ask the above

At GamsMaster e have o partic larly (uestiopnseYouvegot o tart affwitha neu
trite little saving whichstates that thereare  tral pigwe You've got to be wonover by the
three I‘hh'IE,:r ioelook out for when vou'pe bestand ruthle<slv chop down the worst of
FEVIEWING a game: the zames you -

Playability, playability and playability: Whengameyicw a game, JOUneefie:-
Now, while this is obviously nonsense, it tively spending other people’s money when
oS Hlusirale e point that a game can fall VIO E1VIE SATES E000 PeVIews, S0 S your
responsibulity to make sure you tell them
what they must hear.

Favourite Game: he loves Formuda One
Grand Prix. ;

Least Favourile Game: [nfermational

& i
B e
T L b 4
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L IRs T Chris Lloyd: fea-
: - . tures editor Amiga
Format Specials

¥ Nomatter how flash a
B game’s graphics and
sounds are, it's that
elusive quality of
gameplay that counts,
If you check your
watch after a session

and find that four

]EHJ rs have mysien-

; have to have the joy-
- - Lok Torciblyremoved
in the middle of the night, then you know
that it's definitely anabsolute corker.

There is far too much emphasis on the
initial look of a game. A graphically superb
introduction might look fab first fime, but
after the 12th time, it palls. Despite the
mountain of games available there are pre-
cious few different formats. Onee vou've

i I AME S

M ASTER

Chris Lloyd: “It's
the slusive gquality

of gameplay that
really counts.”

COULD YOU BE A
REVIEWER?

The answer to this question is quite probably, probably.
There are however, a few skills which every reviewer
must have. Despite several death threats and an offer
to ‘Come outside cos my mate Gary wants a word wiv
ya' tied to a brick and lobbed through a closed AFS
office window, we are going to print the Reviewers
Guild Rules and Regs 1992/93. These closely guarded
secrets came from the last Guild of Reviewers AGM held
in secret in a pub in Berlin. They may well be the last
words | ever write...

A qualified member of the Guild must be able to...

Use the phrase 'If you like this kind of game, then this
game is the kind of game you’ll like’ at least once a year
in order to keep the European Lazy Obvious Sentence
Mountain at its proper height.

Be unbiased and even-handed about flight sims when
you hate flying.

Use the words ‘parallax’, ‘copper lining’, ‘isometric’,
"fractal mapping’, ‘Garoud shading’ and '3D wireframe
i5 like Battlezone' when you can't think of anything
interesting to say about a game AND make people
believe that you know something about the words.

Not have English GSCE!
Be either "a 24-hour-a-day gamer’ or "a mad, bonkers,
freaked-out, mega, mogga, magga, dude(ette) with seri-
ous attitude’ without laughing.

Love games loads and loads

m,lr l;ll-r-.'l]‘r't'.i[l."l.i then
WA good game. If you

one better have something special or it adds
nothing to the gamesplaying experience,
Favourile Game: Llarmatron
Least Favourite: Leeds United Champions

Tim Smith - he is the editor of the
Amiga Format Specials

Free T-shirts, free badges, appallingly
unimaginative dreary gameplay, good pic-
tures on the box, loads of advertising hy pe.
tree trips abroad, whining software house
execubives hauling journoes into offices
threatening to pull advertising and that they

know your boss!!™ These are some of my
least favourite things, but they happen

But every so often, once in a wonderful
while, a game of true beauty, originality and
style comes along. These are easy to spot
The real skill of the reviewer 15 |'H_'||'|:_1 able to
see through the rest of the garbage

Favourite Game; Sensible Soccer

Least Favourite Game: Termimaior 2

The sight that makes it all worth while,
an Amiga game review in print.

AMIGA FORMAT SPECIAL

played a dozen platform games then the next

T

Marcus Dyson - editor Amiga Format
Ninety-nine per cent of everything is crap. i
Fortunately this isn’t true, not when it come
o computer games. Only 50 per cent of com
puler games are crap, and it's our job to tell
vou which ones. If only S0 per cent make the
grade, how come so0 many get more than a
M) per cent score?!

[hat's easy, review scores work on a
completely non linear numeric system. As
far as the software COMPAany 15 COnd ernid,
anything less than 85 per cent is a kicking
As far as the public are concerned, if it
doesn’t get over 80 per cent it's a real dog
Liven theses constrainks, even we bend a lits

the. | mean how can we give a perfectly
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ga
magazine 15 going to give it Y9 per cent!

Lhur reviewing creed 15 to only review
complete games, to only review a game that
a software house will let us ke P NONE 0f
this reviewing it in one day while the soft
WARE FHLSE Zuy sits beside vou. And to
make sure we really !'-|'|I|".-' thi AT
deserves '.I"l' soore 1t gels

Favourite Game: Spindrzzy Worlds
Least Favourite Game: Sensible Soccer

Stuart Campbell - deputy editor
Amiga Power.

My sure-fire roule to reviewing success is a
simple vet sinisterly ettecti
a new game comes out, | just wait until it's
reviewed in Amiga Computing, then |
rewrite thal review replacing a IewW Care
fullv-chosen words with the aid of ;
thesaurus and knocking 20 p
mark in order to preserve my own
hard-man’ reputation
The only time ['ve ever

deviated from this plan was
with Domiark s fine
internafional Kuehby
Chalfemee, and what a
cropper | came then. |
cerlaimly learned my les
son there, and no
mistake matey \ !
Favounte Game: Sensih; d
B v
Least Favourite Game: .
Iernarwrrnal K |'.,':'.I
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DO THE
WRITE
THING

Right, so you've read all the advice,
but can you put it into practice? In
conjunction with Amiga Format,
we're offering you the chance to be
a games reviewer in the world's
best Amiga magazine.

Here's what you have to do:
Send us a 500 word review of any
Amiga game, we'll judge them and
the writer of what we consider to
be the best review will be invited
to review a game for a future issue
of Amiga Format. Easy, eh?

When you've written your
review, send it to: Tim Smith, edi-
tor, Amiga Format Specials, 30
Monmouth Street, Bath, BA1 2BW.

All entries must be received by
October 30. No entries will be
accepted from anybody who is a
full-time journalist. And
what's more relatives

of employees of Future
Publishing are not
allowed to enter.
The editor's decision
will be absolutely
final, so there's no
point sending abusive

you don't win.
] 0K, get writing
" and get those entries
rolling in!

or whingeing letters if

NO, WAIT,
SERIOUSLY,
HOW TO BE A
REVIEWER

As a well-known reviewer, | am
often accosted in the street by peo-
ple who say: “You're a fat old git.
How do | become a game reviewer
and make heaps of money without
working hard. Fatty!™ And, do you
know, that's a very good question
to which there are many answers.
But only one good one, and this is
it. Follow these Ten Top Steps and
one day you could be in my chair....

1) Study hard at English at GSCE, ‘A’
Level, degree and PHd level. Then
forget all of it and watch Rude
Dog‘'n’ The Dweebs or Bevis and
Butthead to pick up style tips.

2) Play games.
3) Play more games.

4) Forget what your parents say
about games frying your mind
(then come back after working for a
games mag for a year and flash
your enormous paycheck in the face
of your civil servant dad yelling:
“I'm rich, you're not!”

5) Forget that bit about the enor-
mous paycheck, that's just a touch
of poetic litg-r_'n-:m

6) Pass your poetic test and then
get a licence.,

7) Write to every single magazine
publisher in the world with a 500
word review of your fave game,
include some ideas for captions.
Remember to keep with the house
style of the magazine you are
applying to.

8) Send the letter in every week for
22 weeks.

9) When at the Future
Entertainment Show, track down
your fave reviewer and ask him or
her loads and loads of questions.

10) Develop the ability to listen to
people moaning and whining for
hours on end when you've given
their fave game 92 per cent and not
99 per cent. This breeds character
and will enable you to cope with
people asking you tedious ques-
tions at the Future Entertainment
Show (most of which are about the
review they have been sending you
for the last 21 weeks).

AMIGA FORMAT SPECIAL

EE———
REVIEWERS ON THE SPOT




ARE YOU MAD ABOUT GAMES? ‘
WELL YOU'D BE MENTAL TO"
MISS ALL THIS... OH YES |NDEED!
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