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-I TRUE STORIES

Why is Captain Planet available
two months before its official release
date? Will RoboCop Il be the biggest
Amiga game yet? When will we see
Captive I And what the hell are
Motorhead doing here? PLUS
Code Masters get the Crib
Sheet treatment, Oh Dear gets
its teeth into STUN Runner, and the
Rock Hard Quiz gets even tougher...

l THE CHARTS

F15 Strike Eagle N is flying
high, and there's a surprise hit from
Amiga gaming's new boys Team 17.
Find out what's winning, and what's
getting stuffed in this months top 100
Gallup charts...

43 controL

It's the biggest and mast reliable Amiga
hints and tips section around. This

month: Part Two of our gigantic guide to

Gods and Prince and Persia. And, of
course, much much more...

56 PETER
MOLYNEUX...
.. What have you done? Just what is

happening with the post-Populous god
sim revolution?

GAMES OF THE

MEGA LO MANIA
Goofy god simulator from those
Image Works folk. Page 21

THE SIMPSONS
Is the biggest licence of 1991
actually any good? Page 2¢

BLADE WARRIOR ELF
Finally, the shadow swordplay Ocean get airy fairy with their
mini-epic arrives. Page 32 new arcade adventure. Page 3

6 6 IF WE'D KNOWN
THEN...

Lemmings 15 the most talked about

game of the year, but what of the men

responsible? We find out.

8 DO THE WRITE
THING

We asked for less praise, and we sure

as hell got it. There's obtuse opinions,

criticism of the AMIGA POWER

reviewing team, and more besides.

9 5 ‘ll-‘ll-'I‘EEBD'ITDH

Reviews, reviews and more reviews

Snappy and informative summaries on
nearly 300 of last year's top games. A
a glance you can see what's worth |
splashing out for and what to avoid.

103 WHO ON EARTH DO YOU THINK YOU ARE?

It's your chance to tell us what you reckon to just about anything you fancy. |

Yes, it's the AMIGA POWER reader survey where we pick your brains, and you give
us a piece of your mind (ahem). You could also win a colour monitor, on page 103.




ntroducing the fifth AMIGA

POWER Cover Disk, which is,
as always, jammed to bursting
with the best in playable
software. This month we've
lifted the whole first level from
Psygnosis’ long awaited
fantasy beat-'em-up Barbarian Il - it's just as impressive for its
size and playability as it is for its pristine graphics and
animation. Also on offer are five - yes, five! - full games from the
fertile pastures of Public Domain. We've picked the best of an
excellent recent crop for a veritable Public Domain special,
FULL PRICE including the immensely playable Asteroids-inspired Amigoids.
AH-3TM It's all explained below...

Thunderhawk
AND THIS IS DISK FIVE

Armalyte s 73

Battlechess Il - Chinese

Chess ccmmrrrirnanansanas L

Billiards 11 Simulator -T6
BARBARIAN 1l
Psygnosis brings the well
loved punch, hack and slay
genre into the '90s with this

Blade Warrior 32
AH-3TM THUNDERHAWK The Charge Of The Light

&l very impressive mix of
exploration, violence, and

Arcade 3D chopper sim from high Brigade N—
. flying Core Design. Page 28 Conflict Middle East-T74
" arcade adventure. It's the
¢ follow-up to the enormously

7 SR 34
The Executioner —---—-T1
Gauntlet 11l - et 11
International
Championship .
Athletics - 76 .
Living Jigsaws— 74 successful Earban‘an and we've got a full level of it here,
Mega lo Mania - 22 allowing it plenty of space to show just what it can do.
::;:lh::";'"' --“-:;: Looking quite different to the first Barbarian game,
Robin Smith’s it puts you in control of a beefy muscle man, working your
way through a pretty (but pretty treacherous) forest,
populated almost entirely by the usual
bunch of moronic brutes, zealous
swordsmen, and suitably psychotic
wolfmen. Lots of fighting to be done
then, but there're also quite a few traps
to be avoided, weapons to be collected

OVER 300

GAMES RATED IN EVERY ISSUE!

GAMES

REVIEWED
THIS ISSUE

SEPTEMBER

International Cricket-70
Sarakon ey i ']
The Simpsons-- 26
T LT R —— T0
Striker Manager-—------76

NEBULUS 2
Good as the original? Or an over-
. worked waste of time? Page 36

fugﬁﬁ;rl P bt and so on. Want to know more? We
rcade Trivia Quiz-----
ety Ve S explain all over the page...
Beach Volley «---cT8
Stack Up--- e TH
1 U
The Games: Summer Pl‘us' THE PICK DF PD‘
Edition —==sccssacccscacsaas 79
Head Over Heels ------T79
D —— AMIGOIDS Or Asteroids by another name — graphically -
gorgeous, and packed with added extras not found in the z
GAUNTLET I original, this new PD version of the arcade classic should keep o
It may be in three dimensions, COMPILATIONS you glued to the screen for hours »
but does it have depth? Page 40 Magnum: The &
Compilation -—---s-reeeee-80
Test Drive Il: The METAGALACTIC LLAMAS As wil Metagalactic o
Collection - - 1] Liamas, an action packed arcader based on the ancient Jaff =
SECOND Virtual World - -
ual Worlds 81 Minter classic and starring — you guessed it! - a llama. Fast ]
OPINION Virtual Reality 1 —--—81 and Torons
Once again we pose that interesting — and (7]
Just a jlﬁietﬁw:w?‘r:jh_ GtUl:Et“:'f” "'I"lrﬂﬂttdﬂ PUBLIC DOMAIN XFIRE Ridiculously quick and ridiculously frustrating grid- :
YOu reaiy thing o 2 stale of curren 5.t i
based shoot-'em-up - if you can survive more than about 1 =
Amiga releases? This month's man with The Adveatures Of o n;zg 2 ,:ﬂ :E“m 1:a:r .l ; bttt -
i = L u :
the answers - Gremlin software China Challenge 84 -
production person Sean Kelly. B T — m
Lasntr Biidroniaator -85 KING Nicely implemented card-based patience game — just
HE“ HGHTH! Missile Command =83 right for those quiet moments when Amigoids and the Liamas i
i x o Pacman B7 - w4 have started to make your trigger-finger ache @
Just in time for the tail end of the holiday Souns Mebsias 84 ©

season come the AMIGA POWER post
cards! Send them to your friends! Stick
them on your walls! Do something else
with them we haven't quite thought of yet!
All will be revealed next issue!

Speccy Emulator ----—-—83
o T —1
Yalp seecessacsemassesssasssasali

RAPS A draughts-based puzzler that's as simple as they
come — but don't make the classic mistake of equating the
word ‘simple’ with the word ‘easy’!

©

Want to know more? Then flick the page, quick...
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HOW TO GET
GOING

Loading up any of the programs on
the AMIGA POWER Cover Disk
should prove to be a fairly painless
experience. Here's exactly what you
have to do, cut up into nice'n'easy
bite-size stages...

1) First off, make sure you've got a
mouse plugged into Joystick Port
One and a joystick plugged into
Joystick Port Two.

2) Switch your computer off, insert
the disk into your internal drive
(making sure there isn't already one
in there of coursel), and switch the
machine back on.

3) Ta~dal After a short delay you
should be greeted with the disk
menu screen. Now chose which
game or demo you want to play,
then either press the appropriate
Function Key, or move the mouse
onto the correct small box and click
on it with the left mouse button, to
load up the game.

4) Your chosen game should now
load and run, though just to be on
the safe side we recommend you
don't remave the disk from the drive
during play.

AND WHAT TO DO
IF EVERYTHING
COMES TO A STOP

Oh dear, having problems with your
disk? Not to worry - simply follow
these easy steps towards getting
everything running smoothly again
and all will ba fine...

1) First off, try loading the whole
thing again from scratch, ensuring
you don't have any exira
peripherals attached to your Amiga.
You'll be amazed at the ditference it
can make...

2) If the disk seems to be corrupt
you may be able to rescue it using
the Disk Doctor program from the
Workbench disk that came with
your Amiga. (Instructions for using
Disk Doctor can be found in your
Amiga user's manual).

3) i all else fails, simply send the
disk back to us (including detalls of
your equipment configuration
would help out our trouble shooting
depariment) at the address below
and we'll rush out a new one to you
as soon as possible. Please send
the disk ONLY, not the whole
magazine, and include a stamp
addressed envelope. The address
Is: AMIGA POWER Disk Five
Returns, Disk Copy Labs ple, Unit
A, West March, London Road,
Daventry NN4 45A.

BARBARIAN Ii

Publisher: Psygnosis
Authors: Mike Chiltern (code)
and Garv Corbett (graphics).

This playable preview is tha full first lavel
of Barbarian [I, a sophisticated baat-'am-
up featuring loads of enemies, plenty of
scraps, a plethora of swords, codles of
collectable goodies to pick up, and, erm,
plenty more stuff wa've probably
forgotien to mention, but will surely
become apparent as you play the game
The criginal Barbarian was a smash
hit due to the appeal of its typically-
Psygnosis presentation, the depth of its
gamepiay and its useful combat
sequences, though, judging by this damo,
the sequel takes everything a few sleps
on. In fact, we'd go so far as io say
thera's more fun 1o be had out of this
preview than many a full length game

SO WHAT EXACTLY’S
GOING ON?

Well some, al least, is obvious. The game
5 sel in a particularly organised and well
tended forast, your route laid out clearly
by a maze of easy-to-follow pathways. It's
up to you to move the barbarian
character around and explore your
location — within secands you'll be
squaring up to the first bad guys, and
unless you know how 1o deal with these
suckers you could find the game ending
right there and then

So, who do you have to fight? Well,
there are three types of anemy on this
first lavel - tha bog-standard street-
fighting brutes, the heavily armoured

161 gold coins accrued so far - we're doing quite well here, really. The
chest reveals nothing, so it's time to bash some more baddies.

L T — T —— T T W T ST R W S

Take that, you fiend! Slightly lacking in the sword department at this stage, the Barbarian
takes on the thug with his bare hands. (He'd betier find a blade pretty soon, we reckon).

swordsmen and the vicious wolfmen. At
first you've no weapons so your bast bal
is 1o steam in with both fists and feet
flying. Your character is much more
maobile than the enemias — which should
give you an edge - though they are
resiliant baggers and it'll take two or three
hits to put them down

The swordsman, once disposed of,
will drop bags of gold, and more
impartantly, their weapons. You can pick
up the gold by simply walking over i1, but
1o pick up a sword you'll have o stand
above it and press the space bar on your
Amiga. There's no point in crouching
down, as you might expect — this won't do
anything at all

Just as your life bar diminishes as
you take strikes from enemies, 50 does
the potency of your sword as you kill
maore and
maore of
tham - if
you're
looking for a
logical
axplanation,
just image
I's getting
blunt (or
somathing)
Anyway, it's
worth
picking up
NEw swords
wheraver
possible
You can see
how strong
your sword

is by the indicator bar situated just
beneath your lile bar on the lelt hand side
of the control panel

Dotied around the lorest are treasura
chests which open as you pass them.
Some of these are emply, but it's bast o
open them all, because one or two have
treats fo offer. The first is a broadsword
which will take out those difficult-lo-deal-
with wolimen without 1oo much bother
These guys are armed with razor sharp
claws on hands and feel, so it's very
easy o see the advantages of keeping
your destance

Don't be templed into always fighting
with your sword though. Sometimes,
whan he power of your blade is worn, it's
worth dropping the sword (by prassing
the space bar again) and giving the bad
guy a good kick. You can then pick your
sword up again and continue 1o use it It
might be worth practicing this first though
= iI's no use discovenng you're a bit
dodgy in the sword-picking-up-stakes in
tha heat of a battle

Finally, another treasure chest
contains a magic potion which is well
worth picking up = iUl supply you with a
lew extra units of e expeclancy

WHAT ABOUT THE
MONEY?

Ah, yes, thera's cash involved too. The
gold indicator will tell you how much lolly
you've picked up from dead soldiers -
you start off with 300 pieces. The money
Isn’t any good 10 you in this demo,
admittedly, but it's interasting to see how

WEAPONS: Swords and daggers are

left behind by dead
- enemies, although a

good broadsword can
be found in one of the treasure
chests. To pick up, stand above the

sword, and press the

= that the more you use a

space bar. Remember

sword, the less efficient it becomes.
Eventually it will break, at which
point you'd better collect a new one -
and pretty blooming fast!

GOLD: Also left behind
by enemies, you simply
have to walk over the

bags to put them in the

kitty. These are usually worth
between 20 and 30 gold pleces.

MAGIC POTION: This
can be found in a
treasure chest. Just walk
over it, and your life
expectancy will

increase slightly.




~ WHAT'S EXACTLY WHAT IN BARBARIAN

Life expectancy
bar. He's nearfy

half dead already. ot zero ("cos he's

B o e

Sword strength A bag of gold, just
meter. Currently lying around. How
wery, very handy.

swordiess).

T g

1

‘Watch out for a
hidden pit - the
fairy's about!

much you can collect. In the full game
you woukd normally take your profits to
tha village shop in the next level and use
it to buy extra weapons. These include a
crossbow, a bow and arrow, a halmet, or
some magic potion. You'll notice the two
square indicators 1o the right of the
control panel - later in the game these lat
you know how many arrows of crossbow
bolts you have left

Walch out for the litthe green gobiin,
Ioo; he's a canny thief. He can appear
and disappear at will, and needs only 1o

pass over your characler o pinch soma
gold pieces. Because he can disappear
inlo thin air, it's not easy to wasta this
blighter, but it is worth making the effort
it you bother him, he'll take his ime
coming back

HOW TO STAY ALIVE

Being killed is usually a matter of losing
all tha energy from your life bar in fights,
but there are other ways to be terminated
o0, Keep an eye oul for a cute little fairy,

BARBARIAN 11 CONTROLS

ROLLING HIGH JUMP LEFT
or with fire button
STAMDING WICK TO HEAD

IC

M
or with fire button
HICK TO THE HLAD

or with fire bution
STANDING MICH TO HLAD

|

MOVL RIGHT
—. OF with fire

=

PUNCH RIGHT

CROUCH

ROLLING HIGH JUMP RIGHT

for instance - below where sha flies there
will be a hidden trap in the ground. Fall
down there and it's spike city a la Prince
of Persia.

Likewise, if any of the swordsmen get
a lucky shot in thay'll be able to chop your
head clean off, Don't let them if you can
help it = it's much more fun to separate
their bonces from their bodies yourself, In
fact, it's not at all dissimilar to the widely
acclaimed effect from Palace's Barbarian
land I, a couple of similarty (well, alright,
identically) named products which aren’t

related to the Psygnosis seres.

WHAT COMES
NEXT?

A-hal That would be telling!
Oh, alright them. In the complate
varsion of the game you'd go straight
inlo the village once this level was
completed, then through various
other sections that take you
underground through cavermns, into a
castle, and beyond to the lemple
where the evil emperor (and the end-
of-the-game) hangs out

Barbarian | features some 50
difterent enamies in all, including
dinosaurs, demons and some giant
spiders - all in all they make for 2,000
frames of sprite animation. This demo
includes the spooky lorest noises
which provide an atmospheric
soundirack 1o the game, though the
music has been left off here. As is
usual with Psygnosis games, thare
will be a (no doubl impressive) stan
of game demo, though there was no
way we could cram that onto the
cover disk. And finally, the game will
be out any time now priced £25.99
(ter all those impressed anough 1o
want lo buy it).

YOUR GUIDE
TO THE
FOREST

NASTIES

BRUTE:

. He's a bit ol a pussycat
really and a couple of
good kicks o the head
or a lew well aimed

punches will see him off. He's
dumb enough to stand around
when you go for him too, so - all
told = he shouldn't cause you too
many problems, really.

GUARD:

Armed with a sword

and protective armour,

this guy is pretty mean

= you have 1o be careful
not to get your head chopped off.
He's not teo tough for comfort
though = our barbarian hero is
capable of killing him without a
weapon, although a good sword
makes the job a lot easier. He
leaves behind his weapons and a
bag of gold when he dies.

s WOLFMAN:
8% © Extremely fast, and
4% equipped with razor
, sharp claws, he's
probably the loughest
baddie you'll meet. Clever enough
to try and avoid your punches, he's
best killed with a flying kick, or a
blow from the collectable
broadsword. Whatever happens,
don’t let yourself get trapped
between two or more of these -
your life expectancy will just slip
completely away.

GOBLIN:

A thiel who

(annoyingly) can’l be

killed as such. When

he passes through
your sprite, your collection of gold
diminishes. Give him a hard time
though and he’ll leave you alone
for a while, but it's worth staying
clear if you are in trouble with other
anemies when he shows up. He'll
appear and disappear al will, but -
other than nicking your cash -
won't be able to harm you.

FAIRY:

Mot really an enemy,

but worth keeping an

eye out for - she

indicates invisible
raps sel in the ground beneath
you. If you see her, don't pass
underneath where she's flying -
find yourself a different pathway to
get yoursell where-ever it is you
wanl lo go instead.

HIMOd VOIWNY
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DAD
COMPETITION

Okay, okay, no more entries for the
Dad competition, please! We were
deluged with solutions for this cute
little puzzle game from our Issue
Four Cover Disk, including written
solutions, diagrams, disks,
solutions written on 70 betting slips,
and even a videolape! We had one
letter claiming to offer conclusive
proof that the game was in fact
impossible — we can sympathise,
but our bulging mailbag proves
otherwise. The winner was Mr. Chris
O'Halloran from Tunbridge Wells,
who'll be receiving five brand
spanking new games through the
post some time in the next six
months, if our usual level of
organisation prevails. But enough of
that, and on with the solution for
everyone oul there who's still
hopelessly stuck (like we are here).

Green down, green down,
blue right, red up, red left,
top green left then down,
blue down, yellow left,
yellow up, red up, red up,
green right, green right,
blue down, yellow down,
yellow left, red up, red up,
left green up, right green
left, red down, red right,
green up (are you still
with us?), green up, red
left, red down, top green
right then down, yellow
right, yellow up, green
left, green left, yellow
down, yellow right, right
green up then left, yellow
left, yellow left, red up, red
right, blue right, green
down (hello Mum), green
down, red right, red up,
top green left then down,
red down, red down,
yellow left, yellow up, blue
up, green right, green
right, red down, red down,
yellow down, yellow left,
blue up, right green up
then left, red left, red
down, blue right, listen to
cute little tune, jump up
and down, and — swipe
me! - you've done it!

AMIGA POWER PRESENTS
THE BEST OF PD

AMIGOIDS

Asteroids revisited - it's the
rather brill Amigoids.

Okay, hands up everybody
whao doesn't know how to play
Asteroids. Thought as much
Right, in Asferoids (for that's
what Amigoids is, no more,
no less), you control a
spaceship in the middie of a
storm of space rocks. You
hava to shool tha rocks inflo
dusi, as well as the nasty little
anemy ships which zip onto

the screen and take potshots at you occasionally. You use the
joystick to rolate your ship left and right, thrust by pressing
forward, and fire by hitting, um, fira

There are lots of other options in this version, but most of
them are pretty salf-explanatory (use the joystick to control the
menu screan, for instance). The only thing you really need 1o
know is that if you attempt to load in one of the alternative
graphic sets, the screen may display a box reading "Volume
Amigoids is write prolected’ or something similar. i this
happens, don’t worry —simply click an the "‘Cancel’ box and then
progress exactly as normal

KING

T
Ammg W
am Qm
P

King: A relaxing game of patience,
written by Elvis maybe? (Crap joke).

Or to give it its Sunday name, King's
Korner Solitaire. King is a patience
game, played with the standard 52-card
dack, and using mouse control. Cards

spaces on a 4x4 grid according to this
sal of rules

LVIRCH . TEDWSH SCUN TS LU

are turned over from the face-down deck
one at a time and placed onto cne of the

1. No card may be placed onto a space
already occupéed by another card

2. Face cards must be played on spaces
labelled for their type and suil. Kings are
placed on the four corner spaces
Queens on the top and bottom rows, and
Jacks on the sides.

3. Non-face cards may be placed on any
space (according o Rule 1)

Once placed on the grid, no card
may be moved to any other space on the
gnd. Cards are discarded from the grid
o tha ‘discard’ (as opposed to ‘datcard’
presumably) pile according to THIS sat
of rubes:
1. No card may be discarded while a
deck card is face up until that deck card
has been played
2. No face card may be discarded
3. Any Ten may be discarded by itself
4, Any two cards whose face value adds
up to exactly 10 may be discarded (Aces
count as 1)

The spaces in the centre of tha grid

are known as Iree spaces. Selacling the
number of these sets the difficully level
of the game. With four free spaces the
gama is at its easiest setting, and with
no frea spaces it's practically impossible

When the first card of a pair is
chasen for discard, it will be moved to
the discard pile face up, unless it's a
Ten. Click on anather card for discard
or click on the discard pile to replace the
first card and try again

f the grid is full and no discard is
possible, than you lose

It a face card is drawn and ils space
is cccupled, then you lose

If all cards have been played and all
non-face cards have been discarded,
the moon ks in the seventh qguadrant of
Gemini, there's an "R’ in the month and
it's exactly 17 minutes past four on the
third Tuesday in July and you're sitting
comfortably, then = gulp! = YOU'VE
DONE IT! (it's a mare than the AMIGA
POWER ‘lot’ can manage. for sure.)

Raps Compact and remarkably handy.

Here's a little Workbench oddity which just
about everyone in the world seems 1o be
able 10 beat except Stuart Campbell. Raps is
a sori of vanani on draughts, but played on a
4x4 board, and where the sole object 15 lo
get one of your pieces to the opposite side of
the board bafore the computer doas. Tha
rules are the same as draughts, except thal
there are no multiple jumps, and whan you're
in a position 1o take a piece you MUST take
it. And that's, as they say, it. Next!

X-FIRE

What do you mean
wa're running oul of
spaca? Er, for the
complele lowdown
on X-Fire, why not
turn to the PD
saction on page
B47 I1's got
gverything you
need fo know and
maore. Honast

X-Firex Blzarre, original, and just a litthe bit excellent.

And this menth’s VIC-20 classic:
and yes, it's a Jeff Minter oldie!

METAGALACTIC LLAMA

BATTLE AT THE EDGE OF TIME
‘What, another Jaff Minter
gama? How much is he
paying you lol anyway?

yet another conversion of
an old (is thare any other
kind?) VIC-20 game by the
yak-loving hippy, and
featuras spiders, a llama
(no surprises thera), and
that's about everything

You steer your ltama left and right along the
mm  bottom of the screen (exiting from either side

causas it to reappear al the opposite side) and

This is, amazingly,

1o handile it...

fira bolts of, er, llama spit at the deadly spiders which are
descending from the top of the screen. Hitting the spiders kills
them, but if you miss and hit their web strand instead they fall
1o the ground and come after your furry hero. But all is not
lost. You also control a reflective barrer (using up and down
on the joystick), which your offensive (in both senses)
weaponry bounces off, enabling you 10 shoot things thal are
on the sama level as you. Don't worry, it all proves o be
frighteningly simple in practice

And that's all there is 10 it. Later levels gel hormifically
difficult, but I'm sure there's someone out there tough enough
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The Ultima saga continues on
the Amiga and Atari 5T.
Available soon, priced
£30.99.

Over ONE MILLION Ultima
odventurers world-wide can’t
be wrong!

For all the latest product
information call

0898 234214. Calls charged o,

at 34p per minute off-peak
and 45p per minute ot peak
times.
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Captive: more role playing and
alien bashing next year. (Hurrah!)

CAPTIVE'S RETURN

While we're on the subject of

MERCENARY ON A MISSION

After a fairly quset period, marked only by
the ‘low profile” release of Encounter,
Movagen are geanng up for the lales! title
in the Men ary saga

Paul Woakes is once in the man
behand the game, 5o fans ol the senies can
expect more of the same - and much
maore bes:des. Using the famikar “wvirlual
world' filled 3D veclor graphics of
Mercenary Il - Damocles, Mercenary Il
has ancther typically convoluted plot
spanning an entire solar system, but this

It's that familiar Woakes feeling again in
Mercenary UL But expect some more
character interaction and, well, fun, this
time around..

time the inclusion of air combat and fully
animated characler infarachon (comphale
with facial expressions) promases 1o widen
its appeal

Indeed, Novagen claim that the
desolate, ‘insular feel of the first two is a
thing of the pasl. Whether Mercanary [l
will ba a ga""{" o aDpE.;‘IJ to all, or !.J!—'\.I
the usual Woakes fan-base remains 1o

Characters faces are animated, but you're

Tony Crowther (see main
news story), some fans of
Captive may be asking
themselves: ‘'Will there be a
sequel to this masterpiece of
dingy space-dungeon
exploration?. The answer is
a booming great ‘YES!"
Tony's heading straight
back to role-playing land
again with a sequel
provisionally called (ahem)
Captive Il. Apparently, it's
going to be so gigantic that
our Tone can't handle all the
work himsell. ‘I'm looking for
a helper who knows how to
code, and is an expert on
role-playing games,” he said.
Expect Captive Il to emerge
in about a year's time.
Meanwhile, the
overworked Mr Crowther is
also developing a game
based on the Knightmare TV
sories, once again using an
updated version of the game

PHILIPS’
AMAZING
FLYING
MONITOR!

Anyone who plays Amiga games
through a TV set must list a colour
manitor as a pretty high shopping
priority. ‘Market-leading' maonitor
people Philips, who realise this, have
just started really chasing after games
players’ lolly with their latest
promation. The Dutch consumer
electronics giants are giving away a
copy of MicroProse’s wild flight sim
F19 Stealth Fighter with their newly
launched CMB833 / Il model.

This is the ‘upgraded’ version of
what is apparently European Amiga
owners' favourite monitor. Part of the
promotion includes a bunch of
competitions to be run over the three
manth promotion period [that's from
now until Christmas), with prizes
including the chance to pilot one of
those proper flight simulators airline
pilots use for training.

Not to be outdone, we've arranged
a wee competition of our own. Find out
how you can win the colour monitor
with flight sim (normal price £270) -
not to mention help out AMIGA POWER
- by turning to our Reader Survey on

bound to get sick of this guy, he's a

be seen. Expect a release shorly

tami driver...

page 103. Over and, er, out...

engine used in Caplive.

WHAT ON EARTH IS CAPTAIN
PLANET PLAYING AT?

wone out there ilching to get their hands on Tony Crowther's much-hyped
C.q,.-r.-:..u Pilanei may be surpnsed o learn thal the game is already available
Well, sort of

An early version of the environmentally aware platiormer has baen bundied with
new Amiga 500s. Commaodore's so-called "‘Caroon Pack’ also features a one meag
gxpansion (now standard issue with new AS00s), a one meg only version of The
Simpsons (reviewed this issue) plus the aver-popular Lemmings. (It also comes with a
special copy of Amiga Format, complete with a page in it explaining how great AMIGA
POWER is, but the less said about thal the betler)

So what's the story? Well, Planel's publisher Mindscape insist that the game in the
box is not the sama as that which will be available 1o the rest of us laler in the autumn
Progre!rr'l"':u' Crowther (also responsible for the excellent Caplive) has been instrucied to
come up with some axtra loading screens and a few graphscal improvemenis for the

hise suspi
looking box

The minions of the
eco-villaing will do
their utmost to
thwart your

heroic efforts.

waste. Yuk!

contan ..d.!m & cAPTAIN PLANET

stand-alone version, though differences are ikely o be cosmetic
and radical changes are most unlkely.

So what is the game like? Well, it's a platformer all right, with a nice line in neat
graphical Iricks, and encugh colour to fill 2 South American street camival. The gameplay
isn't really anyihing special (though it's kind of fun), and we're impressed enough o have
persuaded Mindscape 1o stick a playable demo on AMIGA POWER's October cover-disk
As you would expect from a conversion of such a senously eamest TV cartoon, the
game leatures plenty of missions which pul you up against ‘eco-wvillaing’, and your
enemies and obstacles are all products of man's careless aititude to the environment
[elcelera eloatera)

On the changes to the ‘street’ version, Crowther said: It will be different, but nol
enormously 50, The exira loading screens will show you how to play the game, which will
be good. | think on the whole the game is axcellent - very playable.’

A planeteer
utilises an
cco-friendly
flame
thrower.

- LEVEL 1

N

~




FLUFFY
ALERT!

hrea of the cutest (and
bestest) games ever are
to be re-released - in

the same box. Ocean are
lawnching a new compilation
label (called Addicted To
Fun) with the tempting offer
ol The New Zealand Story,
Rainbow Isiands and Bubble
Bobbie all

Rainbow Islands - bestest,
Bubbie Bobbie - cutest,
The MI Story - (ahem) cheep-est

packaged up together as the first
release. Al £19.99 for the lot, this
works out at an extremely
reasonable £6.60-0dd per game
nol bad lor a trio of All-Timea Top
100 games, especially when i
includes Rainbow Islands, our
Number One
A spokesman for Ocean had
this to say for himsell: These game
are all along the cutesy line. Futura
Addicted To Fun releases will also
have a common theme.’ Quite how
they think they can possibly top
this pack remains to be seen

THE FALCON
FLIES AGAIN

Spectrum Holobyte's wall
loved flight sim Falcon is to
be re-released along with
the two mission disks which
came oul after its original
launch two and a hall years
ago. Falcon - The Classic
Collection offers flight and
fight fans a total of 36
missions. It's out any time
now from Mirrorsoft

priced £34.99.

will Lemmy out-sell the Lemmings?

DIAL A
FLIGHT SIM!

Multi-player games are a ‘big thing' in
the United States, where lots of people
from all over the country can sit at
homa, connect their machines to the
telephone system, and start fhying
aircraft or plotting nasty deeds against
people from the other side of the
country who they've never met
Naturally, the phenomenon has
reached Eurcpe

On-lingé Entertainment have sat up
a system licensed from Amernca which
features three games. To play you
need a computer, a telephone, a
mixdem (if you don't know what that is
imagene a telephone for computers)
and somea maney

By dialing into On-line's
mainframe computer, you get lo
sample a space trading gama, a weird
Dungeons And Dragons-type thing, or
a flight simulation

Only Air Warmior (the latter cplion)
features graphics, and we rackon this
15 the gamea that will prove most
popular. Playing costs £1.50 per hour
plus the normal charge to London from
your home (which can work out to be
enormously expensive)

You can pay by opening an
account by cheque or credit card
Youngsters must (ol course) have
their parents’ permission

On-line's Clem Chambers
axplained: “I's jus! awasoma to ba
flying around and fighting people you
can'l see, There's nothing like it." We
shall see

LOUD, OBNOXIOUS, AND

ON THE
AMIGA...

Yas, wa'rg alfraid t's true. Lemmy and
chums from rock'n'roll tunesters Motorhead
are to appear in a computer game! The
publisher responsible, Virgin, reckon there
are gamers a-planty who like nothing battar
than Maotorhead's world famous, and utterty
mesmernsing, din, while their larger than e
personas gve plenty of opportunity for
(ahem) Jinteresting’ gameplay opporunities
So what's it all going to be about? No

SOUNDS FAMILIAR

If Amiga games music is
‘your thing' (it could happen)
then it might be worth
checking out two CDs
recently launched by Digital
Dreams. They feature the
soundtiracks to ‘The Very
Best OF Gremlin and
Psygnosis titles and cost
E7.98 each or £14.99 for the
pair. For more information
write to: Digital Dreams, 31,
Berwick Street, Soho,
London, WC1.

programmers have been salecied for the job as yet, but we're assured that the game
will be packed with humorous touches, and a splurge of music. The song Ace of
Spaces s almost certain to be featured

S0 why Motorhead? Ower to Virgin's Andrew Wright: *At computer shows there
are always koads of people weanng black T-shirts printed with heavy metal band
logos, so there's obviously an anormous crossover. There are heavy metal bands
who are maore famous than Motorhead - like Guns and Roses and Iron Maiden - bt
Motorhead have been around for a long time, and they just refuse to go away

The other appealing factor is Lemmy and the band’s sanse of humour. Thera's
nong of this sexist nonsanse on their album covers or psewdo devil worshipping. It's
all longue-in-cheek. We want that humour to come over in the game

Virgin are well placed to deliver the goods. They're the anly people brave
encugh to lackle shightly near-the-knuckle humour in Amiga games, and have fared
reasonably well with Monty Python's Fliying Circus and Viz. Molorhead (the gama)
should be ready by Easter, but in the meantime we thought we'd share with you
some classic Motorhead lynics: “Sky high and six thousand miles away, don't know
how long I've been awake...'(Snip!)

TRUE STORIES

cris sweers |

I's another behind-the-scenes peek al the
people who come up with the games. This
manth we're quizzing...

No5 CODE MASTERS

History: Set up in October 1986 by two fresh-
faced programmers David and Richand Darting.
The teenage twosoma had boen banging out
budgel games for Mastedronic for some lime
belore doing Thair own thing. A series of cheap
and fun titkes, coupled with exiracedinary media
aftention. ensured almost instant success.
Perhaps sven more impressivedy, they've
managed 1o continug it pratty much unabated.
People: The Codies employ about 30 full time
stalt with about hall working on game production.
Enjoys a positive relationship with many
programmers in the freelance community.
Greatest successes: The ever-popular
senes has never failed 1o atiract Amiga gamers,
and CJS's Elgphant Antics has baen a winner.
Blggest cock-ups: The Codies staned ile in
the B-bit rons, and sarty attempts 1o convert to
fhe Amiga weng, ot best, disappointing. Thay
admit that games like BMX Simulstor didnt make
tha Mot ol thi more Sophisticated hardwar.
What they're all about: Over io Code
Mastors' mouthplece Mike Clarke: “We're only
intevested in games people will buy, Something
like & mountain bike simulator would be much
maone appealing than anyihing more esobenc.

The Darling Bruvs: Clean cut

We're not Electronic Arts and we ke il thal way.'
That budget debate: Code Masters ane
famed for gving full price publishers a hard tme.
Back 1o Miko: ‘W don't belleve there's any
reason why games should bo 30 oxpensive. Wo
oparale on a sensible price lavel rather than one
which is largoly anificial. And yes, that means we
wouldn't pul our prices up i wa thought we could
el away with it. 1t was with the greatest
reductance thal we took the £1 jump 1o £7.99.°
Typical game: MNormally has the word
“Simulator’ in the title. Codias games are of &
remarkably conssstent quakty which can normally
guarantee thay il be a good buy. ospocially for
younger players. Naver ones to go for games
which are risque of daring [or would take long io
davelop), their back catalogue of largely racing
and platiorm games can perhaps best be
companed o Satunday moming tobevision.
Things to come: Stock car romp Maean
Machines should be with us any tima now,
followod by Quick Sna, the predictable foliow-13:
16 Fast Food Thoro's also Spiky in Transivank
o b bo released nexd monkh.

Final Word: Despite the media overkill of the
past few years, the Codes are a nice enough
bunch without big business prelensions. Things
would be pretty stale without them,

HIMmOd YOINY

H3IBW3LlLdaSs

LEG L
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SAFE EI.IROPEAN GNOME

There're no two ways about it
- The Magic Garden is, well
weird. It's certamly differant
your lask, as a gnome v ng n
a scrolling garden about three
SCre@ns across and iwo deep
i5 10 tend the lowers, plant the
crops and generally keep
things shapshape. It's nol as
easy as il sounds though - this
being a ‘magic’ garden (hence
the titla), the flowers tend to
run around if you neglect 1o
water them, the fish have a
hakt of hang about the place
| their poal dnes oul, and
other, mischievous, gnomes
hawe nothing better 10 do than
whizz aboul trying to undo
your good work

On your side are a shed
full of tools (you have pratty

unitil you find the monster
responssble and dutf him up)

With over 300 objecls 1o
collect and use, seasons thal
come and go 1o affect your
charges, a gian gnome god 1o
be appeased most of the time,
and a game task that
apparently becomes
mcreasingly clear as you play
1, this 5 cerainky an
unusually-loned product

The emaronmental
elemant will, we hope, appeal
to a wider range of game
players than most products
says Electronic Zoo boss
Stewan Bell, 'ncluding the
difficult-to-reach female game
players. In some ways I'd say
it's remaniscent of Liftle
Computer People

A gnome alone -
The Magic Garden.

tending to

cavemous pockels, 50 you Can
carry a fair number of things
arpund at a ime), a

gree nhouse (wherng you can
nurturé waaker planis), and a
network of cavemns undermaath
the garden (5o if, say, your
vegelables seem 10 be geting
dragged below the ground you
can drop down tha garden

well, run around the cavems

Sonic:
Amiga conversion stalled

SONIC GOSSIP

Sega console gamers are currently going a bit bonkers over the wonderful
Sonic the Hedgehog, but what of US Gold's Amiga conversion? It seems
that although Gold have the rights to transfer the so-called ‘game of the

decade’

Sega still have not decided whether or not they can aliow heir

baby onto standard home computer formats. The Japaness
entertainments super-giants reckon keeping it exclusively on the
Megadrive will enhance the consola’s reputation 1o such a degree thal
they're prepared fo sacrifice all the money they could have made from
Amiga and other versions

Still, Gold reckon they could make the conversion work a treal, and

they're still falking to Sega

Indeed, oh dear, oh dear, oh dear. There are good games, there
are bad games, and then there are pieces of crap like...

It's tunny, isn't it? There are
four billion people in the world
[more or less). Three billion,
nine hundred and ninety-nine
million, nine hundred and
ninety-nine theusand, nine
hundred and eighty-four of
them knew what it was that
made Atari's amazing coin-op
STUN Runner such a colossal
success. In a statistically
staggering and highly unlikely

the 16 people in the world who didn’t know

that the single most important

Runner was the astonishing, breathtaking
speed ALL WORKED FOR DOMARK! Thus it
transpired that Domark embarked on a
conversion doomed to failure from the very

start. But could they pull it off
odds? What do you think?

The arcade game's graphics weren't
especially remarkable, so in only messing
them up a litthe bit Domark didn't commit
any heinous crime. The gameplay (zip along
a series of tunnels and shoot everything) was
so simple that despite having a team of

STUN RUNNER
(Domark)

experts work on it night and
day for several woeks,
Domark couldn't manage to
cock that up at all. So all
that was left to worry about
was the speed. All the
B cxperts said it couldn't be
. ‘=L done, that the Amiga
srobde convaraskon wouldn’t be able to handle
ﬁ:t--“m-u. S it, that the resulting game
would limp along like a
tranquilised slug with a dodgy leg, and
hence be so completely tedious and
unexciting as to be an absolutely pointiess
waste of time, money, the rainforest, the
ozone layer, the advertising budget, fifty
thousand blank disks, and human resources
that could otherwise have been diverted to
more useful and rewarding tasks. They were
right, of course, but Domark released it
anyway. The pitiful reviews and sales which
followed were taken as conclusive proof by
some people that there WAS a God, after all.
Atheists, however, would be advised to watch
out for the budget re-release, undoubtedly
coming any day now. Save us...

coincidence,

thing in STUN

against all the

SPORT FOR ALL

Electronic Arts are
planning to deliver eight
new courses for fans of
its excellent PGA Towr
Golf. They should be
ready for Christmas.
Meanwhile, plans are
afoot for a conversion of
John Madden's Fooltball
(that's American
Football) which has
transfixed Sega console
gamers since its launch.
Expect it to touch down
early nexlt year.

PGA Touwr Golf on course
with eight new courses for
fans of the faireay.

ESSENTIAL ESPIONAGE

Due out in a couple ol
months from simulation
kings MicroProse, is a
aweel-looking spy game
called Covert Action.
You take the role of Max
or Maxine Remington on
a number of missions to
neutralise terrorism,
smuggling, extortion
and all the usual sorts
ol stuff, by playing
various sub-games
including tricky puzzies,
code-cracking, hot-
pursuit driving chases
through city streets,
and the stealthy
infiltration of various
enemy buildings.

You can choose to
work for the ClIA, MIS, or
any of a number of
similar secret
organisations, and your
job will take you on
journeys through 50
cities in three
continents. We've had a
peek at a pretty early
version, and it looks set
to be extremely
interesting, if only
because of the bizarre
‘squatting turtle’ pose
your agent employs
when hiding behind
desks in enemy
strongholds. Well worth
a chuckle or lwo, we
can tell you...

ROCK-HARD QUIZ

Compiled by Gary Penn

Welcome once again to the quiz
which makes the questions in Trivial
Pursuit seem all the more meaningful.
Yes, this is the quizzical answer to the
question: Is there life after death?
(Let's hope the answer's a resounding
MO if it means having to enjoy a quiz
like this once every month]. This
month we have five more of the
rockiest, hardest puzzles in the
software world for you to answer, As
gver, there are no prizes on offer -
the only reward is the self-satisfaction
of being just as much of a dullard as
Gary Penn. Are you up to the
challenge? Then press a button and
gamble away ...

1) Heavy inert gaseous element in
shoot-"em-up form.

2) John Carpenter’s favourite blaster,
3) Kid gets spooked by trouser
pouches - but not a lot!

4) Jason's crew get fresh

with vectors.

5) Strange goings-on with REM.

All the amsers are game names -
consider yourself elevated to a higher
plane if you can identify the common
link. All is revealed on page 14.

BOWLED
OVER

B — ——— - -

Graham Gooch: Passes the test

Amiga cricket games have traditionally
been out for nought as far as we're
concerned, but the latest delivery from
Audiogenic looks as though it could change
all that. Graham Gooch World Class Cricket
is gorgeously illustrated and, if a little tricky
to control at first, is way ahead of anything
else in this notorious genre.

To bowl you're offered a square on the
wicket to aim for, and you can control the
spin and speed with the joystick. Batsmen
will also see the square, and can be moved
into an appropriate position to prepare for
the ball. The game will be stepping out
within the next few weeks for £29.99, Keep
your eyes peeled.
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SHOW TIME!

CES MOVES TO EARL'S COURT Il...

] =% - 3 O

Last year's CES: this time it's bigger, better, more...

Computer shows, doncha just love ‘em? There are few quite so loveable as the European
Computer Entertainment Show. If you're thinking of popping along, here are the details,
* It runs from Friday 6th September to Sunday Bth September with opening times of 9am
to 6pm |5pm on Sunday).
» |t's being held at the swish and rather huge Earls Court Il.
* It cost £7 (yes, that's a massive seven pounds!) to get in.
« There'll be about 49,999 other people going along.
* Including a few pop stars who'll be doing their thing, along with some Radic One DJs and
international footballers.
* Most of the big games software houses will be taking stands, and they'll all be keen to
show off all their latest ‘products’,
+ There'll be tons of arcade machines all over the place.
* And a few activity competitions (we hear rumours of a Kick Off challenge).

Future Publishing (who publish AMIGA POWER, Amiga Format and Amiga Shopper
amongst others) will be there, and you're more than welcome to pop along for a quick
chat. See you there...

.. WHILE THE AMIGA GETS ITS VERY
OWN SHOW!

If you think CES sounds good, just wait "til * Attractions include the Commodore

»
you see this! It's called Amiga Format Multimedia Theatre, a Games Arcade, z
Presents World Of Commodore Show and CDTV City, technical seminars, plus game- o
it's running on the 14-17 November (the play contests, experts and celebrity guests. »
first day is trade only). Venue is again the « All the big software houses will be there T
ultra-snooty Earl's Court Il in London. Yes, in force, with major stands taken by the o
at last the Amiga gets its very own show! likes of Ocean, EA, Virgin, MicroProse, £
We'll have hull details in future issues, but Psygnosis, Gremlin and many more... ;
just as a taster... + Everything there will be to do with
» Opening times are 9am to 5.30pm [4pm Commodore products and Commodore -4
on the Sunday] and price is £6 adults, £4 games, and of course the vast majority of m
under 145 (though you can pre book for that will be Amiga. If it's got anything to do T
£4.95 and £2.95 respectively). with the Amiga, rest assured, it'll be there - "“'
and so should you! 2
» As you'll have guessed by the title, World @
0f Commodore is being organised by .
Future Publishing, publishers of Britain's __ =
- - top-selling leisure computer magazines, ©
-  including Amiga Format, Amiga Shopper ©
World Of Commodore at Earls Court . 200 - yes! - AMIGA POWER. We'l be there
mare Amiga stuff in one place than in force to make sure you have the best
you've EVER seen! time at a show you'll ever have... entertalinment Iinc 0

ACCLAM™ AND MASTERS OF THE GAME™ LARE TRADEMARNS OF ACCLAM ENTEATARMENT INC
THE SMPSONS™ TM & © 1590 TWENTIETH CENTURY FOX FILM CORPORATION. ALL RAGHTS RESERVED.
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Technopolis: Keep the peace between
budding civilizations

Cyber Assualt: 3D battles in the ‘play-for
-your-life-gameshow-of -the-future” mould.

ARC ROLLS OUT FIVE

Atari's curious dedication to releasing games on the Amiga is sel 10 continue ths autumn with

ARC - the ST manulacturer's games software

Cyber Assaull, a 3D assault course with a "Running Man' piol
ner of willains :

} access 10 vehicles so this isn't so much a flight or

tive humanoid sim

rid War One sea-battle puzzier entitied

ready to ro

plenty of obstacles
During the entire

ve madea an

f October, after which you

andard vertical shooter

Defender- type blast

18 difference here is

ce above a planel surface, as

well as balow in lubes

and funnais
Finally

Pink il's an action sirategy you must

colonisa barren planels with skilled peoples from

developed globes. Naturally, the colonisers fall oult

Wy of scope for inler-seftlement wars

appearance by the enc
can expect 1o 588 a st
called Brule and a v
em-all by the nam

hal acho

n [3Kes p

thera's Technopolis. Wintten by Chns

M N W

Brute: Up and at "em in yet another
vertically scrolling shoot-em-"up

ROCK HARD QUIZ
THE ANSWERS

1) Xenon

3) Xenon 2

4) Magic Pockels
4) Starglider

5) Weird Dreams

And of course the
common link batween
the five answers is that
all the games have
appeared on television.

WORLD WISE

A Universal Military
Simulator (UMS) Il
Planet Editor and two
scenario disks are due
to make an appearance
any time now. Planet
Editor allows you to
create battlefields the
size of the Earth itsell
complete with
landscapes, climate,
cities, and ol course,
armies. You can work
out national alliances
and rivalries and
allocate weapons from
bows and arrows to
nuclear missiles.

The two UMS I
scenarios are post WWII
South East Asia, and
WWII Pacific. It's one
meg only, and the retail
price has yet to
be decided.

KICK OFF, RUGBY STYLE

Try and try again:
The best rugger

game to date?

At about the same
time that the home
countries set off for
the Rugby Warld Cup,
Domark will be
releasing its very own
game of the
tournament.

Domark are already

making enthusiastic noises about the game’s
‘exceplionally smooth' multi-directional
scrolling with about one fifth of the pitch on
screen at any one time. Rugby: The World
Cup will be with us by the end of September

priced £24.99.

RE-INVADING SPACE

Worth looking out for from the Domark camp
is The Kremlin's conversion of coin-op Super
Space Invaders. It's an amalgamation of all
the best classics including a vastly improved
Invaders, as well as Galaxians, Phoenix and
Gyruss. It should arrive in the late autumn,
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They're back, and they want our cattle!

R-TYPE Il
|Activision)

i you thought Ocean's
brilliant Toki was the last
word in arcade
conversions, think again.
This superb piece of
coding brings the arcade
machine into your home
like no other so far, and
it's a wonderful game in
its own right too.
Gorgeous graphics,
buckets of playability,
and the best difficulty
curve yet make this THE
game for shoot-'"em-up
fans. I it's straight
ahead blasting you're
after, look no further.

JIMMY WHITE'S
WHIRLWIND
SNOOKER
(Virgin)

After the martial arts
classic IK+ you might
expect a game
programmed by Archer
MacLean to be a bit
special, and you wouldn't
be disappointed with this.
It plays a brilliant game
of snooker, but the
amazing 3D graphics,
presentation, speed and
slickness are simply out
of this world. Well worthy
of the equal-highest
AMIGA POWER mark yet.

HUNTER
(Activision)

It's been a long time
coming, but if ever a
game was worth the wait
it's this one. The most
convincing 30 world yet,
coupled with
immediately-grasped
gameplay, means
Hunter has ‘playability’
written all over it.
‘Atmospheric’ seems like
too weedy a word for the
awesome feel Hunter
generates, but for now
it'll have to do. The only
other word you need to
remember is ‘buy’.

MANCHESTER
UNITED EUROPE

(Krisalis)

Office Man United fanatic
Colin might be a little bit
biased, but there's no
denying the quality of
this brilliant football
game with just a touch of
management sim thrown
in. The graphics are
absolutely lovely, but not
at the expense of some
of the most intuitive
control and challenging
gameplay seen in an
Amiga sports game. For
arcade football action,
you can't do better.

IMPOSSIBLE
MISSION Il
(Kixx)

You don't have to pay
out £25 to get a real
classic this month.
Impossible Mission I, the
follow-up to one of the
most popular 8-bit
games of all time, didn't
gain an awful lot in the
translation to 16-bit, but
the original platforms-
and-puzzles game was
s0 immensely addictive
and unbelievably
playable that hardly
counts as a fault. A
bargain and no mistake.

LLAMATRON
(Jeff Minter)

Here's an odd thing, a
game without a software
house. The reason for
this unusual turn of
events is that cult hippy
programmer Jeff
Minter's latest game, a
hugely violent update of
the classic Williams coin-
op Robotron, is a
Shareware game, and
hence available only
from PD libraries. For all
you jaded cynics out
there, this could be the
catalyst for a whole new
world of fun software at
sensible prices.



OCEAN GO WITH THE FLOW
MEAN MACHINE

Ugly puztie: Help build Amie's face The same goes for his cybemetic hand.
Terminator I, lor anyone whao's been living with their head in their socks for the past
few months, is another one of those deliciously violent sci-fi movie things featuring
Amold ‘nobody gives me a raw deal’ Schwarzenegger. Nalurally, thera's a game of the
movie, and even more naturally, it features more weapons than you can shake at an
inlemational arms dealer,

Thera ara eight sub-gamas in all - (lake a deep breath) two puzzlers, three beat-
‘em-ups, two vehicle chasers and a sideways scrolling alleyway shool-"a@m-up.
Ocean are the publisher, and it should be ready within the next couple of weaks.

Robocop il could be
squaring up with The
Simpsons for the much
cherished Christmas
number one position. From
what we've seen it's one of
the most atmosphenc

games yel lo grace the

The plot has Robocop
on the rampage against a
corrupt police force and
there's much cogp kiling 1o
be done in cars, in hand-
to-hand combat, in shoot-
outs and in jet-pack
scraps. The mowvie won't
Amiga. Programmers ‘did be packing them in until
have crafted some delbcious next Aprl, but Ocean say
animation of our hero, and movement is it's important 1o get the game out before
uncannily like the real thing. the Chrisimas penod.

Protect the innocent: Serve the public trust: Classified: Jet-pack
That Robocop car Cop killing frenzy slaughterfest

BELOW: Sensible Software's ‘trip’ into
the spaced-out and surreal world of
Wirkid looks set to be suitably wild
and manic. Just watch out for that
bizarme toilet scene..!

ABOYE: Hudson Hawk, Ocean's game of
the critically-panned film (it's not THAT
bad) sees Hawk running around the world
im an attempt to steal the component
parts of Da ¥Yincl's Alchemy Machine, in a
scrolling platform arcade adventure.

TRUE STORIES
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F-15 STRIKE EAGLE Il
[Hitting the heights)
It's no surprise that MicroProse’s
almost taultless Night sim has
clambered to the top, and you can
axpect this to still be hanging
sround the charls in a year's time.
MicraProse - who like to see
themselves as purveyors of the
mosl ‘realistic’ games - have a
busy lime ahead with all manner
of military games on their way.
Look out for Knights of the Sky, a
World War One dogfight thriller
which was most impressive on the
PC. That's due in October along
with the eagerly awalted
submarine game Silent Service L.

Prose, we understand, are
also working on a sequel to F-19
Stealth Fighter which will be aven
mare ‘realistic’' than the onginal.
That should be sneaking out in the
spring of next year.

115 Strike Eagle I1 - Fiying high

And there's yet another flying
game in the offing, apparently
with a drug busting slant.
Provisionally called F-23, it casts
you ms & daring pllot up against all
thase awlul South American
smuggling types. Expect a
Hovember reloase.

FULL CONTACT
m incredible start for
Leeds little guys)
Team 17 are most definitely not
ona of the world's biggest
publishers. When Full Contact
want straight in a8t number twao
the Lesds-based boys ‘'wenl oul
and got very drunk’. Full Conlact
Is a curious little beat-'em-up
which mansges Lo mix limited
gameplay with some really quite
lovely intro screens, and there's
more to come. Watch out for Alien
Breed in October, an [kari
Warriors style shoot-"em up. Then
thare'll be some full-price one meg
titles to follow...

MANCHESTER UNITED
EUROPE

(The boys done well)
Chart watchers will be well aware
of the poor guality of many
foatball games which loiter
ominously around the chart, and
for tans of the genre the only
respite has come from the Kick
Off series (which, it has to be
sald, is losing its shine). Krisalis
have scored well with Man Utd,
which seems (o have been
wniversally welcomed as the
nicest and most natural way o
play compuler soccer. 5o now
Krisalis are emerging as the new
masters of silicon soccer, what
are they up to next?

It geems that England
manager Graham Taylor has been
signed up as the big name lor
what's being hyped as the
‘definitive’ lootball game.
Scheduled for release early next
year, it's & five disk monster
Teaturing all majer English
domastic leagues, plus an
international tournament. The
Idea is to ‘do a Graham' and work
your way up through the leagues

AMIGA POWER GALLUP CHARTS

AMIGA TOP 100

Enceptional

11 (12) I_EII-HIHGS

Psygnosis £9.99

12 (11) D!FENUEFI OF THE CROWN
Miirror image £

14 (NE) RUNM THE GAUNTLET
Hit Squad E7.89 °
15 (8) 3D POOL Mirror Image £0.89 "
16 (17) LITTLE PUFF IN DRAGONLAMND
Code Masiers £6.99
17 (20) HINJA RABBITS Moo Valee £6.95
18 [10) HERD QUEST Gromin ="
19 [(4) KICK OFF - WINNING TACTICS
Anco £12.99
20 {ﬂl SWITCHELADE 2
G remiin £25.99
iqﬂl IHTIHHATIGNAL KARATE +

22 |NE}) w.rrinmn
Mirror Image £9.99
23 [NE] MHIG 3 Hit Squad £7.99°
24 (24) GODS Renegade £25 53 =
25 [(15) TOKI Ocean £24 88 "
26 (22) RAILROAD TYCOON £34 96 °
27 |14 THEI.IIIH‘ IELAHI} DIZZY
Code Masiers £4 .99 *°
28 (19) AHHDUMIDWN
Peygnosis £25.8
29 (35) LIFE I.Nb DEATH
Mindscape £25 5
30 [21) {':I.HHIEH CDHHIHD
Mirror image £9.99
31 (48) GALIFGHNIA GAMES
K £7 @
a2 {N-l lTFIEET FIGHTER
Kixx £9
33 (34) NWHE‘I‘ RANGER
Mirror Image £6.99 °
{4 {%gl WORLD CLASS LEADERBOARD
KK

35 (50) THE THREE STOOGES
Mirror Image £9.99 °
36 (23) SPEEDBALL 2 Mororsoft =
37 (40) CHUCK ROCK
Core Design £25 53 *****
38 [27) CRICKET SIMULATOR
Soundware £24.99 °
39 (41) MEGA TRAVELLER 1
Err:ure 125,89

E E) MERCS

ok £25.99 °

-I'I [33) KICK 'I)FF + EXTRA TIME
Anco £7.99
42 (32) CJ'S ELEPHANT ANTICS
Code Masters £6.99 *
43 (62) R-TYPE Hit Squad £7.95 °
a4 [TO) VIOLATOR Code Masters £7.99 =
45 (65) SUPEACARS 2
Grgmlin £19.959 *°
46 (54) F-19 STEALTH FIGHTER
Mu:l{:-l'-"rl:-s-r.- £29.98 =

LHI LINE OF FIRE
£24.09
4-! [28) HICK OFF 2
Anco E24 95 *
a9 I“J ao EGN!TRUGTIGH KIT

fmark T49 68
50 [ME] P.I.SSINI:I- SHOT
Mirrod Image £9
51 57) ll.ll'lﬂ HANG-OMN

uad £7.99

52 [NE] SIM CITY | POPULOUS
Inogrames £29 09

Maarky Uhars « o0 0 Wory good «e0

1 (7) F-15 STRIKE EAGLE Il MicroProse £29.99
2 (18) FULL CONTACT Team 17 £9.99 ***
3 (NE) MANCHESTER UNITED EUROPE Krisalis £25.99 ****
4 (6) LOMBARD RAC RALLY Hit Squad £7.99 ***
5 (13) XENON 2 Mirror Image £9.99 *****
6 (2) THE SECRET OF MONKEY ISLAND US Gold £29.99 """
7 (1) EYE OF THE BEHOLDER US Gold £30.99 “***°
8 (5) PGA TOUR GOLF Electronic Arts £25.99 ****°
9 (9) NORTH AND SOUTH Action Sixteen £7.99 ****
10 (3) FANTASY WORLD DIZZY Code Masters ****

13 [16) ﬂII.III EH“E Code Masiers £7.89 ="

Han s momenis o Flawed . Dire

53 (42) SPEED l.li.-L
Maror image £9.99

54 (47) SUPER MONACO GRAND PRIX
US Gold £25.53 *

55 (78) BRAT
Image Works £25.99 *

56 (59) SPIRIT OF EXCALIBUR
V:rl;:n 2089

g) P!NZA KICK BOXING

sn {NE) Hiunoulm:nl
Electronic Ans £25.90 **

59 (ME) FLOOD
Elactronic Ants £10.66 ***
60 (28) FINAL WHISTLE Anco £12 66 "=

61(61) OPERATION WOLF
The Hit Squad £7.99 *

62 ([NE] PRO BOXING Code Masters £7 .09

63 (26) CENTURION
F_IQCI'L‘I" c Ars £2599 °

BE] LI.BT HIHJI. 2
'H-I quad £7

65 (RE) ' NAH
Domark £20.99 =

66 (NE) WAR ZOME Core Design £20.99 ™
67 [NE) JUNGLE BOOK Eloctrone oo £7.89 *
68 (RE) HARD DRIVIN' 2 Domark £24.69

89 [56) SUPER SCRAMBLE SIMULATOR
Kixx E9 56 **

70 (96) OUT RUN Klassix £7.59 *
T1 [4T7) FAST FOOD Code Mastors £6.69 =**

72 (RE) DOUBLE DRAGON
Maslortronic £7.95 *

T3 (RE) PLATOON Hil Squad £7.99 *

74 (RE] HOLLYWOOD COLLECTION
Ocean £24 99 *

75 (80) POWER UP Ocean £20 99 °

76 IT4I '"Z!H-luﬂ! MUTANT HERO TURTLES
Mirmorsof £24.99 *

77 (38) IUHO SUPERLEAGUE CDS £24 64 **
78 (T9) AFTERBURMNER The Hi Squad £7 .84 °
79 (58] ASTERIX Electronic Too £7 88

80 (B3] POWERMONGER
Electronsc Ars £29.99 *****

81 (94) INTERCEPTOR Electronic Ars E'Il:I IE!‘EI
B2 (53) CYBERCON Il US Gold £29.90 °
BS &:-IIHD‘_I?.LEBT THOMPSON'S OLYMPICS

ll (HE) MOONWALKER Fixx £7 58 °

85 (NE) BATTLE CHESS Il
Elactronic Arts £24 95 **

B6 (RE) ZAK McKRAKEN US Gold £24 .85 "=
87 (48) PREDATOR Hi Squad £7 60

88 (60) CLASSIC 4 Energize 06 99 ™

69 (44) FORGOTTEN WORLDS

Koot £7.99 ***

90 (31]) VIZ Virgin £24 99 *

91 (39) SWIV Siorm £24.99 "

92 (NE) ROBOCOP 2 Ocean £24.85 "

83 (84) WIZBALL Hit Squad £7.93 "

84 (ME) KAMIKAZE Code Masiers £7.99

a5 (7o) Tllcl ST MANAGER
ARgrratneg E7

96 (85) TD‘P CAT Hi-Tec £6.99 **
97 (90) ESWAT US Gold £24.99 *

88 (NE) JAMES POND
Millannium £24 90 *

989 (96) BIONIC COMMANDO
Kiassix £9.99 *

100 [100) POWER PACK
Beau Jolly £24 68

TRUE STORIES

Manchester United Evrope

and into the international arena,
It's a mix of arcade and
management - all linked by a
point and click windows

style anvironment.

Krisalis are also working on a
John Barnes game which will be
launched next Easter to coincide
with the European
Championships. We're told that a
few non-sports games are in the
affing, but delails are “lop secretl’.

WHERE'S THE NEW
BLOOD?

It's a pretty dismal performance
in software land this month, it
has to be sald. An appallingly low
Aumbaer of new full price releases
have managed to get a look in,
mainly because there are so few
of the blighters.

All the blg name games from
the past few months have held
positions well, with little or no
compatition from newaer Grade A
tull price games. Ageing they may
be, bul they've managed 1o stave
ol the budge! stranglehold which
tends to lighten over the summer
months. Aol on the autumn
boom, when a lot of these
publisher fellows start releasing
somea really tasty kit.

THE AMIGA
POWER
CHARTS: HOW
THEY’'RE
WORKED OUT

* The Amiga Power charts are put
together for us by Gallup [the folk
whao do the BEC pop charts among
many others) based on a continuing
survey of sales in a wide cross
section of shops up and down the
country - both independent compater
stores and large chains Boo WH
Smith. As such they're the most
comprehensive charts it's possible to
bring you. Deing things so
comprehensively takes time, though
= the chart above relates to sales
during the May,/June period
= There's no divideng the charts into
‘Budget’ and Full Price’ sections for
us = we're sure you're perfectly
capable of doing that for yourselves if
you want to - §o the st you ses here
Includes games at every price point.
This way, you can see just how
important budget sales are to the
overall market - at this time of year,
with few big name titles being
released, very important indeed,
Each game is rated out of fve stars
(five red stars for the really, really
excellent ones| using the same system
as in The Bottorn Line. to give you
some idea of how good the things that
are seling really are. Games which
dont et any stars arent necessarily
total rubbesh - they just happen o be
the ones we've never really played, so
cant properly comment on. Having
said that though, thers has 1o be a
rexson why nobody in the office has
wvar found it within themsebes to sit
down with them, hasnt there,.]
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“Let’'s make no bones
about it. Graftgold's
REALMS looks like being
the game to topple
PowerMonger as the
greatest stralegy game on
home computers... it's
going to be a stunner!”
Cé&VG. Released in
Autumn on IBM PC,
Amiga and Atari 5T.

REAEMS

Guild of
lhieves and Fish - three
adventures
enhanced to run under
Wonderland’s
Magnetic Windows system,

Corruption,
classic

new

Available on IBM PC,
Amiga, Atari ST and
Archimedes.

\I"! rpl

The smash hit coin op hacks
and slashes its way onto the
“Best 16 bit
- 1991
Golden Joystick Awards.
Available on IBM PC,
Amiga, Atari ST, Cé4,

small screen.
! coin op conversion”’

Spectrum and Amstrad.

Puzzles, conundrums,
potions, a caterpillar,
mushrooms and a very
mad hatter for your IBM
PC, Amiga, Atari 5T and
Archimedes.

Ronny's the coolest dude
in town. Help him skate
through nine levels of
bizarre creatures, superb

animation and weird
power-ups. Released in
Autumn on IBM PC,

Amlga, Atari ST and Ceé4.

Play the part of Biffa, Buster
or Johnny in this ramp
through Fulchester. Not for
sale to minors. Available on
Amiga, Atari 5T, Ced,
Spectrum and Amstrad.
Coming soon on the IBM PC,

Battle your way through
four of the biggest selling
games of all time - Double
Dragon I, Shinobi, Ninja
Warriors and Dynamite
Dux. Available on Amiga,
Atari ST, Cé4, Spectrum
and Amstrad.

STRATEGY. WHATEVER YOUR TASTE,
THERE IS A VIRGIN GAME FOR YOU..

IVIEINIE

|
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The most authentic space

simulation ever. Released in
the autumn on 1BM PC,
Amiga and Atari ST.

A rich blend of fighting,
fantasy and strategy set in
Arthurian Britain

Available on IBM PC
Amiga and Atari ST,

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

r e
=M s Pt 21 U0 LEVETHY

FEES WELE B e

ADVENTURES, ARCADE, ARCADE ADVENTURES, BEAT
‘EM UPS, COIN-OP CONVERSIONS, COMPILATIONS,
FRP, PLATFORM, RPG, SHOOT ‘EM UPS, SIMULATION,

GAMES




THIS BRILLIANT SYSTEM INCLUDES 2 TECHNICS
DECKS. MIXER, CD PLAYER, CASSETTE DECK,
MICROPHONE AND EVEN MORE! SO CALL NOW!
INDY HEAT IS THE MOST .,
RADICAL DRIVING GAME |, ,

AROUND AS 3 PEOPLE CAN
PLAY AT THE SAME TIME!
PLUS, WITH 14 DIFFERENT |
CIRCUITS TO CHOOSE |
FROM, THERE'S ALWAYS A
NEW CHALLENGE! BUT THE -
BEST THING ABOUT THIS
MACHINE IS THAT WE ARE
GIVING IT AWAY! SO PUT
YOURSELF IN THE DRIVING
SEAT AND CALL NOW!

0838 404633

WIH AN AMIGA
200 SYSTEM!

R

POCKET THIS 6 FOOT
PODL TABLE!

MOPED! ogas a0a838l LIl Ll

Calls cost 34p (cheap rate) and 45p (at all other times) per minute incl VAT. For winners list send SAE to: Populuxe, PO Box 2065,
London, W12 9JH. Average call length is 5.5 minutes. Calls are more expensive than normal so ask permission before you phone.
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JUST WHO DO WE THINK WE ARE?

MATT BIELBY

Recantly Mat's taken up horse niding, and surprisingly enough,
ha doasn mind admitting o i In fact, these last few weaks ha's
béan a ba adventunous all round, having been jet-gkiing 100 - he
only fedl off about thinesn rmas! In his spare time he Bkes 1o
take in nature and read books by the Bronld sisters

Matt's been playing: The Simpsons and RBI Two Baseball
GARY PENN

Gary's & bit of an “industry figure' and all-round games guru
who's been doing the rounds since the days ol Monty Mole
When programmaers want opanions on & naw product
ona thay turm 1o, He's spent the last few weaks grappli

Jimmy White's Whirwing Snooker and going fo the cinema. (Ba
boring, sh?)

Gary's been playing: Jimmy White's Whirlwind Snocker and EIf

COLIN CAMPBELL

Colin's baan wakching mone martial arts movies and paying
mone crap games. The worst this month was Living Jigsaws. |
couldn't find the super laser gun oplion anywherse, and whada
wang the nuckear weapons? he asked. (We're wondanng i ha
roalisad what sor of gams il &) Oaher than that he's bean
waiching TV,

Colin's been playing: Armalyte and Manchester United Europe

MARK RAMSHAW

Ona of Mark's jobs is 10 read AMIGA POWER over and ower
rraking sura that thare ara no mistakes - he loves doing thal, he
does. He's an all-round computer games trivia nut, having been
brought up in & computar shop in Sunderdand, bul ofher than
that he's an alright bioke really

Mark's been playing: Mega lo Mania, and the new Fishbone album
STUART CAMPBELL

Stuar’s bean wriling & typically acidic pamas column for weekdy
magazing Mew Computer Express and in the process seems io
have won about as many frignds as an embalmar in a hospice
(Wha's new, eh?) Stuar’s hobbies include being odd and
cbnoxious and, ar, that's it, really

Stuart’s been playing: R-Type Il and Street Fighter (only joking)
JONATHAN DAVIES

Jonathan's baan hidng from us in case we gave him mosne
difficult games to review, but we tracked him down and treated
him o Thunderhawk amyway. When ha's not playing games
Jonathan ikes lo play games. ‘| didnt know thane was anything
@isa o do. (It's all a bat sad really, isn't it?)

Jonathan's been playing: Thunderhawks and R-Type I
MATTHEW WILLIAMS

Matthew is the art person and, when ha's not pratending 1o be
passing through his blue penod, he's passing out in the local
ale-housa. A confirmed lager fiend, Matthew describes himsall
a5 'stupsd and viclent'. He likes Amold Schwarzenneges

Matthew's been playing: Armalyte and Mercs ‘because I'm stupid and viclent',
ANDY IDE

Andy Ide - Your Sinclalr editor and ladies man - has been oo
busy o play any games this month because he's been oul on
the iowm acting the tar, S1ill, wa managed o persuade him to
review Matal Mutants, which ho ‘really rathar likes

Andy’s been playing: ‘Erm, oh, I'll get back to you with that.’
SEAN MASTERSON

1Oh dear! Sean’s gol his hands on 30 Construction Kit and he's
being (aham) ‘creating my own virual er )
throwgh the bmas of my own being and taking ir
Other than that he's been playing his guitar and ¢
a mantra

Sean’s been playing: Mega lo Mania and Hunter

JUST WWHO DO WE THINK WE ARE?

GAME REVIEWS

Welcome to the AMIGA GAMES review section, which is
where all the real action takes place. As usual, we've a
bulging bag of in-depth reviews of the best or most
interesting new games coming up over the next few pages,
followed later in the mag by another section where a) some
pretty dreadful affairs get what's coming to them, and b)
some little gems receive well deserved commendations.

Because the publishers are STILL holding games back
for the late autumn commercial rush, we've been
scrambling around frantically for really decent stuff the last
few weeks, but we've come back with some pretty good
games. Take The Simpsons (which, admit it, we all thought
was going to be crap) but has actually turned out to be
quite sweet. Simpsons fan and editor person Matt Bielby
gives it a right old going over on page 26 and comes away
feeling quite pleasant about the world.

There's also Mega lo Mania which, being one of the
games of the year, earns a giant four page review by Mark
Ramshaw. Elf is a weird one from Ocean which we reckon
could be a surprise monster hit, and then there's Nebulus 2,
the sequel to (hem hem) Nebulus. Add to that Core's
wonderful chopper sim Thunderhawk, US Golds's long
awaited Gauntlet Ill, and the extremely strange Blade
Warrior, and you've quite a respectable selection for the so-
called ‘dead period’.

Anyway, enough of this: it all starts over the page...

[t Strange, it's different, Mega lo Manix: 13 it really Nebulus 2 Dead sequel,
but is it any good? Populous with laughs? or a winning lormula?

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

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

H3IMmOod VOIWRY

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

2] We believe a rating system shoubd be simple, logical and understandable - to the
extent that a sentence like this is one, which is setting out to try and explain it, should
prove totally redundant. 5o we'll stop right here

H3Iaw3alLdas

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

LBGEL

4| Predictable we know, but there simply isn’t a point number four,

O



GAME REVIEWS

19591

SEPTEMBER

AMIGA POWER

o

MEGA LD MANIA

MEGA L

From Image Works comes the ultimate power fiend’s fantasy - a light hearted and

MAIN MAP KEY

The invention icon,
used to develop
betier weapons
and defences.

The blueprint icons
shows what
clemenis are
needed for an lem.

The shicld lcon lets
you build up the
defenses of your
buildings.

This lets you place
armed guys in the
turrets of
buildings.

Amass your army
and send them inte
the wilds with the
sword icon.

Anything linked to
this ieon invelves
mining clements to
make stuff.

The central

bit shows the

population

left un-

utilised (ie

reproducing)
Arrows point from here to
currently active icons.

Game: Mega lo Mania
Publisher: Image Works
Price: £30.99

Author: Sensible Software
Release: October

h no. How the hall do | even
begin to explain this one? It's
nol that Mega lo Mamia is
incredibly complex to play
Quite the opposite. For a game which
ralies s0 heawvily on icons, it's remarkably
gasy o psck up. I's just that actually trying
to explain the thing 1o somebody who
doesn’l have the game in front of them
creates a few problems. Yes, the look is
vaguely Populous-y, 50 you know roughly
what ball park wa're in, but it woulkd
parhaps bé more accurate 1o descnbe i as
a vastly enhanced Kingdom game. For
those who don’l know Kingdom, it was an
ancsent numbers-based managamanl

The map of the Aloha,

Everything in Mega lo Mania is mouse-
controlled (except for the pause, quit
and help on'oM options ) - with this
helping hand.

The stride of this

the current island. dude shows just
Expansive it's not. The how quickly game attacking my sector.
blue square is my castle. time is passing. Oh dear.

CHANGE |

Eleven guys from the
red team are currently  doesn't affect the

A shrub. This

game at all.

NUMBER DOF HMEN

I:-IHLw SOLARRTUM

MEGA lo MANIA

These help menus give handy

the terrible name lor the ore.

MORE POWER
PEOPLE x>

o thrge compuler
is 1o simply

thing that appeared on ma nirames
Commodore Pets, BBCs and the like -
you simply had o jugghe with your
population, sending soma off 1o tend the
crops, some o delend the lown, some o upt
reproduce and 50 on, hopefully building a
healthy community as you did s0
Limiled graphics appearad on Somé
varsions, bul they were very basc
all ke Mega lo
Mania's cute pseudo-
3D landscapes! -
meaning it looked

very difierant 10 this
new Image Works
gama, though at haar
the two are really very
similar, Don't let this
idea ol Mega lo Mania
as a management game put you off
though - I've never had 50 much fun
mucking around with icons and juggling
numbers in my life

Iittle comp
not at first step is for both |
‘Once you've
played Mega lo
Mania for 15
minutes you’ll

be hooked’

game Commences
Tha first slep is

=0 what do you
Well, playing against

infermation on how to manipulate the
icons (pros can switch them olf). Note

10 THE

actually have

opponents, the aim

conquer an island. Having
selected one 1o try lor and the number of
puler B(""E & [0 place there, the

uman and compuler
characlers to stake
out a sector of the
sland. The location
chosen (if the island
5 actually large
anough to offer a
choice) will actually
hawe some beanng
on laler evenls, 50 a
bit of expenmentalion

5 recommended. A wooden lortress is
then placed in your sector, and the

to set a large number

A few mare
enemy
warriors get it
in the neck.

This
Englishman's
home is his
castie -
linerally.

We're currently
at a tech level
equivalent to
JoooBC.

It's mime all
ming. That's
right - it's a
mine.

Some distinctly
Arabic looking
quys, and
they're
attacking my
sector!

WHAT'S GOING ON?

The key to success in Mega lo
Mania lies in your mastery of
the slightly abstract icon
controls. We explain all above...

W something
Somel '

alegones

of people
Inventions can "-CI o three ¢
Shield strengthening (1o re-build def

when you other const
are und
(Irom sticks 'u: bows and arrows to boiling
pots of oil and so on), and offensive

Weapons for use when
1a
cannons eic)

255 and

attack), delensive weapon:

Sanaing your mean

rad (Swords, spears l.":l||![1.a':'.1

Each wention wil take a certain
nt of time :IL-.-I'. CIL- S W
urmiby | people set lo the
task, and the complexity --"!" e
Putting almost all of the
nventi 1:;

!q.-D-CI idea in the E"""‘""l ng

T without work wal
g whal
g morna

the co

er people

raat
le). Building strength through
'1\,-11"3 5 is an essential strategy,
particularly if inventions and raw maltenals

ang in Short Suppay. 's somelimeas

ittha computer




B T iren Lo MaNn

) MANIA

supremely addictive strategy game which

Hey, these guys look a bt dangeroushy

succeisful. Better get some troops in there.

Iy time for a scrap...

possible to storm a massive fortress with a
very primitive army, and still ba victorious
Once something has been invented
you'll be able 1o view a blueprint of it, sea
whal raw materials are neaded (these a
have comy psaudo-minaral names like
planatarium, araldite, moron, and some

which arae just 100 awful to mention), then

built. The better the balance in ore
production, the quicker things are bult. If's
all vary clever, but very easy 1o gel the

arsy o
0 O

nai

As time progresses, chances are
your guys will advance a tech level'. This
will usually result in some niftsar booking
ugher) buildings, and the chance 1o

vatter stuff = even to the extent that
you may find yourself building factories
and laboratories to do it in. Factones let
oduction runs of items, while

BS Spur on the "EZ],E"IC'.' and
complexity of inventions. Minas can also
elimes be set up, which rasult in the
discovery of new raw materials
This is essential because
thera's only te
quantity of each raw
malerial in a sector
Once they've a
been exhausied

=0

e are any

unoccupied

IMmayDeEacase =
of packing your &
5

AR e
0ags and -
colonising 2 "
new sector, if -
' "

3

[}

5

battles, spanning
you'll find yourse
ke belore ev

2l its funnsest when you gel to ¢

weapons of 1945 against a bunch of Dark

Age thugs — brutal and bloody it may be
but bloody good fun all the same

Of course no war would ba complela
without alkances. The computer
opponents are, as ever, quite shrewd
about this, and will only join forces with
you if it's 1o their advantage. Then, just
when things are going swimmingly they'
stab you in the back (sometimes even
joining up with other leaders against you!)

And that's pretty much the game in a
(very small) nutshall. As a games concept

I's just nght = big encugh to endow it with
asting appeal, but not 50 spraw

0585 Qiracon

ng that it

MEGA 1o MANIA

~-Ah; that's better. The sector has been
wiped clean, and my men have set up a
cosy little castle. | think 1 bulld a factory
and a mine next.

HEY, IT ISN'T EASY BEING A
GOD =z e

that strasghl away. Whereas those games
] influence’ events (not something
could ever really connect with), Mega o
Mania plays things very directly
You can tell every last one
of your minions just
whal to do. This
makas thi l._|'1 a

whnole ol more

nk it all sounds a bit

nvolving on an

oy
Ib""""""'lh ks wisualt®

>
Ses,

lﬁ"i‘
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SENSIBLE SOFTWARE —

TAKING OVER THE WORLD

gave Chris Yates at
Sensible Software a
quick call and fired a

couple of Mega lo
Maniesque questions in
his general direction.

AP: Okay awkward question first,
how aware of Populous were you
when developing Mega lo Mania?

CY: To be honest, we didn't really
take any notice of it. It's quite
inevitable at the moment that
any game which involves
contralling little computer people
is going to be accused of ripping
off Populous. The thing with
Populous is that you have a quite
subtle influence on events. With
our game, everything is
controlled very directly. it's much
maore like Lemmings in that
respect [though we didn't
consciously aim for that either).

AP: Fair enough. Tell me how the
samples came about. Were they
an integral part of the design?

CY: No. The whole game design
was actually quite different to
begin with anyway. It's just sort
of developed as we went along,
although it was always intended
to be very visual and icon-
controlled. We toyed with the
idea of including speech, and
tried recording it ourselves. The
results were very poor [as
usually seems to be the case
when programmers do it
themselves). By using
professional actors and mucking
about with the sample rate we've
got some

impressive

results.

AP: Definitely.
You packed
quite a lot in
there too. Were
things limited by

the amount of memary you had
available at ali?

CY: We did drop a number of
samples. Some were just plain
irritating, but disk space was also
a problem. We couldn’t pack
anything else onto the disk if we
wanted to.

AP: Yes, the graphics seemed a
little less impressive than they
could have been. It was the
sound and icon-interface that
shone through the most. Some
cute little effects like crumbiling
towers and better animation on
the planes would have improved
things visually.

CY: Well, we knew from the
beginning that it would be
impossible to include all the
graphic effects we wanted. In the
end we've gone for a very
stylized approach, and included
as much as we could. If we had a
4Mb machine, then obviously we
would have done a lot more.

AP: What are your plans for the
tuture? How likely is a sequel?

CY: i this one goes down well,
then Mega Lo Mania 2 will ba on
the cards. We may well include a
link up option, allowing two
players to compete with each
other. In the immediate future
though, we've got Wizrkid coming
soon through Ocean. We're also
toying with the idea of a football
game. Something to beat Kick
Off. The trouble with Kick Off is
that it doesn't really feel like
you're in control of your players
= like Populows in fact.

HIMOd YVOINY

HIBW3ILHdIS

LG6E L
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24 EPOCH FIVE
ISLAND ONE

After many battles, and much
bloodshed, I've reached the first
island of Epoch Five,

evocatively titled Mascara. Here 3
we go - I'm playing the role of . ;
Madcap, that sexy guy with the ' 4 g1 :
funny blue helmet. MEGA Lo MANIA MEGA o MANIA MEGA lo MANIA
Okay, I've selecied 35 men from my Welcame to my humble abode. And in no time at all - viola, one
store 1o use on this island. I1 | get There's a mine and a factory to be settlement. Inventions seem a bit
them (ahem) reproducing pretty sharpish,  built and inventions to be designed. By thin on the ground in this sector, so |
then | should have encugh to beat those heck, it's all go on Mascara island. think 17 relocate. ‘Go wesi, young man.’'
three other dudes and dudettes to a pulp. Ckay, | will.

MEGA 1o MANIA MEGA 1o FIANIA MEGA ls MANIA MEGA 1o MANIA
o«thngtlnumnﬂm“lﬂm Sze what | mean. Wiped that secter Like these scum-suckers for Hey, these guys are putting up a
is no match for my expert demelition out, no problem. Should | stay or instance. These mortals are no fight! Still, there's only 73 of them.
team. Ha ha! The world will soen be mine! should | go? | think Il g0 and attack mateh lor my astounding cunning and 1l reduce them to dust (though judging
somebody else. guile. Oh boy. | think this game is starting by the map at the top left, there's still a
to aMect me. few of the red team around).

_OBERON |

B
=}
o
-
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-
-
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1]
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o & Tots | L] ! |
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(o] o
= ‘Sensible Software

have managed to pull
o Wit houabidd tkads strategy games out of
The key to the game's the train-spotter age’
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MEGA LO MANIA

A
MEGA, 1o MAMNIA

You want to be in my gang?

| don't know, achieve some success
and suddenly everyone wants to be your
friend. Well, alright then. For the moment.

Pow, we've just reached another
tech level. Lots of ore ks being
mined, and my small army is shaping up

quite nicely.

MECA lo MANIA

The last stronghold of enemy

civilisation. Once I've cleared this
out of the way, then there's just & small
rabble to the north to deal with, and the
island will be mine.

Oh look, some standing stones (yiknow, like that Stonehenge thingy). Maybe | should
stand in the middle and pray for prosperity (or something).

oa_.ﬂdm-muhhhfm
with me, huh? | think 11l accept, for
a3 long as it proves convenien! anyway.

Dead! Theyre all dead! I've won.
Yippee! | almost feel quilty. (Almest,
but not quite).

BIDES, COWPLUNTS M

minions with which to deal out
death and destruction. Time to hit the
road (and my enemies) methinks.

©h look, that's me. A prophet of

Mascara, no less. Hmm. Ixcuse me
but | dont think that's a very impressive
title. In fact it sounds more Hke an insubt.
(Hey, did you spill my pint?)

& W

il apari» MARK RAMS

red

HAW

UPPERS The best use of

sound yet in an Amiga game helps

catapull the presentation level
into the realms of console-like ultra-
slickness. Addiction in drug-like
proportions. That ol wrge for ‘just one
more go...” has never been so strong. One
meg owners gel the bonus of less disk
access lor speech,

DOWNERS The icons just
very, very occasionally get in the
way a bit, and the graphics could

maybe have been tweaked a bit more
[collapsing buildings and dead bodies
would have been fun).

THE BOTTOM LINE

You've never had it so good. Another
game lo add 1o that list of all-time greats.
Despite the premise of the game, this is
one sure to appeal 1o all. (And

how did they get that sample

ol Prince Charles crying, ‘It's

all over'?)

GAME REVIEWS
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THE SIMPSONS

BART VS LEVEL ONE

Or rather, Bart vs a very small part of
evel. Get this far, and you're
tually doing pretty darn good...

The neen sign on this bulding is stuck on
purple. Bart needs to shoot it with a rocket
which - somehow - fizes it and Micks
things back to a harmless red again.

Watch these two! They're some of the
meanest nasties you'll find on the first

level, leaping up together just when you
think you've got their behaviour sussed.

After the catastrophe of last year's Turtles game, expectations for The Simpsons

Game: The Simpsons —
Bart VS The Space Mutants
Publisher: Ocean

Price: £24.99 (COne meg
version free with Cartoon
Classics pack)

Author: Arc Developments
Release: Mid Sept (One
meg version available now)

o here it is, Ocean's big licence
for 1991, And - | might as well
go ahead and say it = it's
actually rather good. Certainly it
looks as if all our worrying - based to a
large degree on the past pedormance of
last year's big name carioon-licensed tithe
- was for nothing. This is a fast, well
presented, clear and cute litthe scroller —
the office has echoed over the past week
fo the sound of people wandenng over,
waiching for a few minutes, and then
saying (with more than a hint of surprisa in
thedr voices), "Y'know, it's actually
rather good.”

So, the ghost of the Turfles well and
truly exorcised, lel's take a closer look at
the game that could well turn out to be this
year's biggest hit. Only the foolish would
deny that the bulk of the appeal is down 1o
the strength of the Bart Simpson character
- shghtly over-exposed he may be,
especially for somaone who only a
smallish proportion of the population have
ever seen in his original TV-incarnation,
but his bubble hasn’t burst just yet. Image
Works may find they struggle a bil with
their second Turfles game, however much

THE Sl

‘The bulk of the
appeal is down to
the strength of
the Bart Simpson
character’

of an improvement over the first one it may
ba - Bart is undoubtedly now the man of
tha moment.

He's a man who works particularly
well in computer form too — ha's just so
easy lo draw, for a start. Bright yellow, and
with a pointy head, he provides a crisp and
clear central image 1o what is generally a
very clean looking game. Abandoning
subtle shading, parallax scroling and the
like in favour of fal, bright colours, The
Simpsons looks as much like a conscle
produc as anything I've seen on fhe
Amiga. Bart himsell, while not the biggest
sprite I've ever 5een (the game doesn'l
scroll vertically, and since there's a fair
amount of platiorm jumipeng 1o be done, he
has to be of a reasonably compact size for
the screen fo fit it all in) is constantly
amusing, whether running arownd with a
spray can, skateboanding, or knocking
hats off the heads of innocent passers-by.
He moves well too, running increasingly
taster as you push the joystick in one
constant diraction, then skding lo a halt as
you slow him down.

WHAT DO WE GET FOR OUR
MONEY? Well, first up there's an

animated opener. Aliens
axplain that their fiandish plan is to
disguise themselves as humans and fuel
their machine-that ll-conquer-the-warld
(quite how it'll do that isn’t clear) with raw
materials collectable from all over Bart's
hometown of Springfield. On the first level,
for nstance, they're collecting all the
purple things they can find "cos their
machine runs from purple things (Look, |
never said this had to make sense, okay?)
while on the second leved they've modified
their creation and it's, erm, hats they're
after. Your job then, as Bart, is to make
your way through Springfield, avoiding
alien nasties and disquising, destroying or
collecting as many of the things the aliens
are after as possible. Lavel one, for
instance, sees you walking, then skating,
through Springfield on a mad rush to paint
as many purple things a different colour as
you can.

Faulis? Weil, there are some. The
fact that you're spending a lol of your time
collecting things, buying weapons or tools
from various shops, and figuring out
interasting ways to disguise or destroy the
vanous objects you'ra afler (you can't just
spray all purpla things for instance - you
have to work oul other ways to get rid of
some of them) makes for what is actually a

PS

rather in-depth and challenging game —
one that rather belies its simple, cartoony
look. | suspect many younger Bari-fans
are going o get hopelessly stuck.

Cycling through the objects in your
invientary, putting on your sunglasses
(which reveal who are real people and
whao aliens-in-disguise, in the style of the
film They Live) and 50 on - all selectable
wvia the joystick — | found slightly harder 1o
access than ideal too. Still, parhaps that's
Just ma.

Simpsons fans may be disappointed
the rest of the family make such fleating
appearances in the gama too — one of |
them gets to help Bart towards the end of
each level if need be, then they all
congregate for the big nuclear power
station finalé - but this is Barl's show.
Having only seen a handiul of the carloons
it dedn't bother me at all.

Maost annoying for me though -
though admittedly an integral part of the
game - s discovering quite what
constitutes a platiorm and what doesn't. Al
least you don't die when you fall off things,
but it can be frusirating jumping onto what
clearly looks ke the sor of ledge you
should be able to stand on and
discovenng you can't, while things you
clearly shouldn't be able 1o walk along
(washing knes, say, or bushes) are fair
game. It really is a case of suck it and see
- just don't take anything for granted.

MUTANT BEATING
CASE ONE

Okay, so you've got your spray can, but
how are you going to re-spray those parple
toys in the garden there? You can't walk
backwards into the sereen, and standing
on the pavement and jumping up at them
is a no-no because those indestructible
mutants will get rou.

H X

IR Lk kbbb
e

The selution? Just jump onto the seat, the
phone booth, then up to the washing line.
Walk along it and - voila! - you'll kneck
those sheets onto the toys, disquising
them. These Space Mutants may be able 1o
cross space, but they're unable to
recognise a toy when it's got a sheet on it

CASE TWO




Shoot the pruple blinds in these
threg windows to make them snap

THE SIMPSONS

up out of sight, and so sale from
the (rather casily-conned) aliens.

Use a key by the door of this building 1o whisk you, space-warp style, back to the
start of the level - you'll need 1o get back 1o spray the purple people who stan
coming out of the cinema there about the same time as you're getting near the far
end of the level. (Alternatively, you can always walk back, but it takes time).

weren’t exactly high. So the finished product comes as something of a shock...

TWO VERSIONS OF THE SAME

sma The Simpsons comes in two
versions — the one, packaged in
a small cardboard box, that comes with the
new Cartoon Classics Amiga bundle, and
{he normal street version. The copy
reviewed hare is the one from the bundle
and the first 1o be completed, though
annoyingly, iUl only work on the new
genaration of Amigas. Presumabily this is
delbarate - a lactic designed o ward off
large scale piracy of the bundled game
before the stand alone version of The
Simpsons is available in the shops = but
I's annoying.
Expect the street version of the game
P lobe in the stores around the middle of
September — if there are any rea
differences from this one (and we strongly
suspect thal there won'l be) they'll be
reported in a future True Stones. As it
slands, it looks Bke the major differance
will be that the stand alone one will come
| on just the one disk, lacking the impressive
animaled intro sequence — though why this

‘l suspect
many younger
Bart-fans are
going to get

should be the case is unclear - it seems
shightly unfair on established Amiga
owners, though of course it really has no
bearing at all on how much youll enjoy
the gamae.

One thing is certain =The Simpsons
has come at just the right time for Ocean
After tying their colours 1o the masts of a
number of decidedly non-hit films (Mavy

Seals, Darkman, Nightbreed) over the last
twehve months, il's good to see them back

on form - not just with a Qood, strong

cence, but a good product spun off from it
t00. Ocean's philosophy has always been
aleng the ines that ‘we don't sell software
we sell dreams’, and here's where it looks

o make some sor of sense. A hit in every
sense of the word, « MATT BIELBY

hopelessly stuck’

TALKING TO THE BARTMEN

T he Amiga version of The Simpsons has been put
together by Arc Development, fresh from their success
with Activision's rather wonderful R-Type Il conversion.
Ocean'’s version of The Simpsons isn't based on the coin-op
currently doing the rounds, but Akklaim's Nintendo NES
version. | asked Paul Walker of Arc why:

‘I've no idea really - | think the
Akklaim licence simply came up
first. | haven't actually played the
arcade machine myself - though a
number of other people around here
have = so0 | couldn't really comment
on the differences at all.”

What was your basic approach to the
product? You don't seem to have
changed anything very much at all
from the Akklaim version.

‘Mo, we haven't - we thought the NES
version worked so well we tried to
reproduce it as closely as possible.
People have asked us why we didn't
make the little Bart character bigger,
but we felt it would have harmed the
gameplay. Thus everything's
proportionally the same as it is on
the Nintendo screen - one great
advantage of keeping it like that is it
means we don't need to muck about
with complications like making the
screen scroll up and down to fit all
the platforms on, say, and the game
works all the better for that.”

Bart can't jump onto any platforms of
suificient height to spray that awning over
the shop doorway. It's a bit of a problem,
bui that wet paint sign is the clue.

lust nip imto the shop itsel, buy a
spanner with the money you've hopefully
collected along the way, and then take it
outside again.

Now use the spanner on the water
hydrant. Hurrah! Water sprays all over
ﬂllpllﬂl,'ll*ﬁ’mmkpllllﬂﬂ
wnd revealing it to be harmless red
underncath.

That animated intro sequence wasn't
on the Nintendo though, surely?

‘No, it wasn't - that's all our own
work. We're big fans of the cartoons
and tried to make it as true to The
Simpsons as possible. It took some
time making sure Bart looks like Bart
= he might look easy to draw, but
getting him looking just right ne
matter what he's doing can be a real

struggle.’

The only real complaint I'd have is
that the game's a bit hard, especially
for the really young Simpsons fans.

You're right, it is pretty tough. Level
two, where the aliens don't just move
up and down, but bounce around the
screen, is harder than level one, and
by the time you get to level four it's a
real bast. We made some of the
platforms slightly bigger, in fact, to
Eive you a bit more help. if you stick
with it it's good though - there's a lot
to the game, and | do think it
provides real value for money.’

UPPERS Bright graphics,
@ generally smooth control, some

neal puzzles, a fair amount of
variety, bizarne humouwr and this year's
slrongest licence make The Simpsons an

unqualited success.

DOWNERS Perhaps a bit too
@ complicated for the younges!
gameplayers, and the average

Simpsons lan is nothing if nol young.

THE BOTTOM LINE

A hit, pure and simple. A few false staris,
some slippage and the odd weak licence
has meant a disappointing
Amiga showing from Ocean

this year - hare’s where it all

comes right.
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Game: AH-37M
Thunderhawk
Publisher: Core Design
Price: £30.99

Author: Macintosh Avery
Release: 22nd August

awn breaks over the Bolivian
rainforests, and a truck makes
15 way aiong the dusty track
that passes for a road in these
pars. The driver whisties a cheerful tuna,
but stops as his co-driver laps him on the
shoulder. He thought he heard something,
bul shrugs and refurns 1o his newspaper
Suddenly, with a deafening roar and a
biast of wind, a helicopter gunship appears
from below the horizon directfy in front of
the truck. The driver swerves as a volley of
30mm shells pounds inta the ground
around him. The windscrean shatters, tha
fyras arg shredded, the radiator bursts

©Oh dear, it's around
here that everything
starts to look a bit
complicated - or, al
least, it does i you're
not actually familiar
with the game. In
fact, ‘cyclies’,
‘collectives’, and the
like - all explained in
the ‘Helicopters’ box
on the next page -
aren't all that tricky
o get your mind
around at all.

Yes, it's your
radar screen...

AH-37?7™

Here's lack Marshall, your chief tactician,
who youll be secing rather a lot of. Hell
et you know just what you're supposed to
be doing, and tell you off if you don't do it.

Then, inexplicably, just as all seems lost
the helicopler wobbles about a ba and
crashes into the grownd

It you '.I'n..:‘_; il planas warg a tncky
proposition, you ought to try flying a
heficopler. Blimey it's hard. Far too hard
for you and me o manage cerainly — and
that's belore you throw us into a combal-
type situation. Happdly, thal's just the

{or vertical speed)
is ower here.

-.while next to it are
chatiflares and 10 on.

THUNDERHALWWK

.while rate of climb Here's your compass - the
triangle indicates the
direction of your mission.

He're (o destrey |be orcralions of a
sajior drugs carlel thal kas iis base
sul in the deserl here

The brigfing room. Here maps, cine film
and photos are used 1o describe your
mission - it's all quite effective actually
(ewen if it does go on a bit).

problem Core Design have tried to
address in Thunderhawk, which is baing
billed as ‘'more of an arcade game than a
baring flight sim'. This means no long
flights with nothing happening for ages, no
constantly worrying about running out of
weapons and fuel and, most importantly
no hormble keys to wresta with whan you
ought 1o be concentrating on flying

Wow! All your weapons are
indicated in the middie here.

Te owr knowledse thes ha
Hind-A's. and 3 srcal nusbe
dus in Irivle A sites

It is especially useful though when it gets
round to telling you what sort of hardware
you'll bz up against - Hind-A's aren’t too
bad, but il you see a Hokum, run!

sEveral
ol wall

‘“The emphasis
has been
placed on fast,
slick graphics
and plenty of
actiony’

H-37 M
THUNDEI

Your common or
garden speed is
indicated here...

Here's your gunsight - it can, of course, move
anywhere around the screen, though the limited
angle your copter can tip limits things a bit.

Numbers, numbers,
numbers - it can
only be... your
altitude!

This bit indicates
your current
weapon and the
number remaining.

This big, empty
space is actually
your target
computer.

After a couple of disappointing time-fillers, Core finally get round to releasing a re



AH-37M THUNDERHAW K

Protecting a defecting
Russianm in Europe R

Protecting Middle Eastern
oil platforms

Eradicating chemical
weapons from Last Asla

Owoh, look - another helicopter. Do you
think hell want to be my friend?

WHAT IT IS YOU'VE GOT TO DO

It's not all fun and larks being a helicopter pilot.
Thunderhawk comes with 60 missions, set in
various theatres of operation - Europe, The
Middle East etc - all set out in a sort of

| chronological order, so completing mission a
naturally leads into mission b. There're countries Turfing out a drugs cartel
to liberate, drug dealers to wipe out and so on. in South America wail

HAWIK

i ]HE HE”[:[IPTEH S]H ]HAI action. And, boy, are thase graphics fas! suddenly appearing out of nowhere (sorry,

Keeping the Sowviets out
of snow.covered Alasha Oh dear, apparently not. (That big blob

thing is him firing at by the "
Taking on Communists in ing 4 at me, by the way)

Central America

Better show him who's boss, eh? This'l
take some clever manoeuvring...

;SH*I nsiead, Thunderhawk has and slick. In fact, they're probably the F29 Retaliafor), or mountains that look
been pared down to the very tastest, slickes! 30 graphics ever lo hitthe  more like chunks of Toblerona (ah, F-15
minemum nacessary 1o get a flight sim off ;’-‘.rn.-:;.'-j (aithough | wouldn't stake my Strika Eag-'e ied
| ihé ground (as it were), with the amphasis reputation on it). There's no cheating You won't calch Thunderhawk

standard cockpit view, you can also do an
external view from all possible angles

' ’ (including undemeath, which is a bit A-ha! Thanks to aur cunning green(!)
scary), a view from the current target camouflage, he doesn't suspect a thing.
. looking up at your helicopter, and - best of

‘ placed on fast, slick graphics and planty of  either, s0 you won'l see landmasses skimpang on “views', either. As well as tha

»
all - a view from your weapons as they z
| T Huw H |c0p ' spead to their target. This last one really is E
| * a corker — much batter than F-15 If's half- - B
heaned effort. Travalling in a helicopter is
one thing; travelling on the fr=it of a AERE. S St et
elicopters are tricky little devils to control, and your guided air-to-ground missile as it leaves s |8 - : o
first few attempts are likely to end in a confused tangle ‘aunch pod, streaks down 1o ground level 3 :
of metal. (That's if you're anything like as incompetent as me, a:;:fgif;ifgneﬂ"gI';:Z,;E," i 2
anyway - and I'm assuming you are). The secret is to know Following a machine gun shel to its target s
at : i batt o
exactly what going on up there on the roof s hattar st . P N R -
Talking of targets, that's one thing This helicopter laush Is 1
The first thing to be aware of is the "collective’ - the angle sach individual Thunderhawk provides plenty of. As soon = . et 3
rotor blade makes with the air. When this is zero the rotor blades are flat and m
the copter will sit on its landing pad (no matter how fast they're going round). (5 ’ z
Increase it and the rotors start to generate lift. The result? You take off. @
As your chopper rises into the air, you'll probably be wondering how to GETTING BEATEN UP LER A m
mave it around. For this you'll need to use the ‘cyclic’, which tilts the whole NO1 1 ‘,,...r""" -
rotor, generating a horizontal force on top of the vertical one. Your helicopter B : : ; y
now moves in whatever direction you tilt the rotors. A one-on nflﬂ . ni‘ror[tapun with o
Just to complicate things, when the helicopter's at a standstill = or an enemy ‘copter. This is what @
maving forwards slowly - you can rotate it on its axis by varying the speed of flying's all about. Man and =
the tail rotor, pointing th nose towards the ground, up in the air, or wherever. machine in perfect harmony (or
something like that). 0
Maow | think I'll go and burn his house to

game - and it’s perhaps the most user-friendly flight ‘Sim’ ever! i i se

L



SEPTEMBER 15391

AMIGA POWER

(})

Dusk or dawn, who can tell? All | know is
it's dark and there's shooting going on!

as you arrive on the battlefield the screen
fills up with missile locks, so all you've got
to do is pick @ weapon (there’s one for all
occasions, from bombs o air-to-air
missiles) and fire away. Once hit, the
enemy erupts into a shower of sparks and
catches fire, with a column of smoke rising
to mark its final resting place. All this is
accompanied by soma throaty axplosions
and things - once again some of tha best
on the Amiga.

So it looks like the mission objective
of a flight sim without the ‘sim’ has been
achieved. Thunderhawk is, it has to be
said, hugely enjoyable to play.

Just because it's fun though, doesn’t
necessarily mean it's going to be easy.
Mast of tha normal flight sim elements
have been snaaked in somehow, such as
head up displays, radar jammers and chalf
dispensers (for distracting enamy
missileg), but not so that they intrude. The
nescapable link sequences are all there
too. As well as the animated intro, which
comes on a whole disk of its own, thera

Here's the usual flight sim weapons
screen, where you load up your chopper
before taking off. There's plenty of reom
for lots of everything - far more than &
real copler could carry, that's for sure.

are scenario and mission briefings which
go on for ages and contain some
comvincing film clips to explain your
mission cbjective. They're great the first
couple of times, but, well, ahem

COMING BACK DOWN 10

And now, after heaping all that
HI"H praise on the game, | hope
you'll bear with me while | have a bit ol a
go at it. Don't get me wrong - | think i's an
absolutely brilliant game and everything -
but thare's just one aspect I'm not entiraly
happy with.

It's the control system. Much has
been made of the way all Thunderhawk's
controls have all bean crammed onto the
mousa, keeping the keyboard out of the
arana for most of the time to maintain the

AH-37M THUNDERHAWK

game's ‘arcade feel’. Al
very well, but | reckon
they've gone a fitthe too
far. Putting the cyclic
under mouse control is fair
enough, as is using the left
button to fire off weapons
But to after tha collectve
(check out the
‘Halicopters’ box if you're
not sure what I'm on
about) you've got to hokd
down the right bution and
move the mouse up and down. It just
doesn’t work, believe me, especially when
you consider that the right button is also
your weapons select control, and the
Program never seems quite sure which
function you're after. And then, on lop of
all that, there's the ‘rotation’ control, which
only comes in o play at low speeds, and
again when you press the right button. |
reckon they'd have done a lot better o
have forsaken their ‘arcade feel’ in this
instance and put the collective controls at
the very least on the keyboard, and maybe
tha rotation control as well

Thera's ancther thing 100, while I'm
at it Again, presumably as part of Core's
drive towards an arcade game, you can
only tip your helicopter up o about 15
degrees in any direction. This is fine for
everyday flying around, and means you
won't find yourself going inlo any fatal
powerdives or ssdeslips, but it's pretty
annaoying to have your chopper hoverng
just in front of a big, juicy target but being
unable to take it out bacause if's just
below where the program says you're
allowed 1o aim your guns.

But enough of this fuming and ranting
- I'd hale you lo get the
wrong idea. Thunderhawk
really is a jolly impressive
game, and cne that
continues to be fun to play
evan once you've explored
all its possibilities over and
over again. I'd hesitate 1o
call it the best flight sim
aver, simply because it
isn't really one, but if it
was it definitely would be
Lim, hang on, I'll try that
again. If you took F-15 If's,
arm, ‘simulation-ness’ and sellotaped it
onlo Thunderhawk's everything else, then
you'd have the bast flight sim ever. What
we've gol instead is the best not-quite-a-
flight-sim ever, and a cracking way o
spand 30 quid. Got it? =
JONATHAN DAVIES

UPPERS Fantastic graphics
and sound, easy 1o 5

enormously playable a
addictive - everything you could hope for
in a game, really

DOWNERS Well, | don't like
@ the controls, bul | seem 10 be on

my own there. Apar from that it's
pretty blooming hard 1o faull

THE BOTTOM LINE

Al last, a flight simulation for the layman
g ¥

It's hard, bul in a decentl,

hones! sorl of way, and al least 2
it makes it easy lor you lo give

as good as you gel 5

GETTING BEATEN UP NO2

Why won't they just leave me alone? This time it's a
MiG that's after me. All | want to do is protect a few
measly oil rigs - it's not to much to ask, is it?

©Oh, great. Mot enly is there a Mig 29 zipping by every five seconds, I've
also got a helicopter qunship to contend with.

Hey, this guy's getting a bit too close for comfort! (I's that grey
explosion thing again).

And there's another one! This is all getting a bit hairy.

A bit too hairy for me in fact. Let's walt until he's
overshot me again (like s0).-

..and then run like hell! (Though secing as that MiG's so fast, the only
way I'm going to really escape is to switch the Amiga offl]




They've nicked his bike.
They've whipped his helmet.
This time they’ve gone too damn far...

NO ONE MESSES WITH THE BITMAP KID

features:
stacks of levels * heaps of weapons * swarms of intelligent nasties
bonus games * secret rooms ¢ loads and loads of power-ups

€1, Meltropolilian Whar!, Wapping Waill, London Ei 8858
© TPP1 The Bitmap Brothers. Published by HMenegaede




GAME REVIEWS ELADE IWWARRIOR

Mot much energy left at this stage - you can Oh dear, oh dear. Nobody really seems to be
tell by looking at the crescent moon. taking this ‘being evil’ bit very seriously.

First advertised, it seems, around a year ago,
Bir, Fire and Water - which is indicated by the

candlestick thing above your cavldron. u D E
asic front end was

QUITE UNLIKE ANYTHING

gl bl BH:uH One thing | do know is that it's
aone of thosa 'do tha g-’a':lr"E-S

L thin 5.3:5.-35’ g

and then try and work a game around
an | played it some mo them’ jobs. And the graphics, it has 1o be
re) and started raally gatt said, are briliant. They'reé done in an
past, | think | did ncradibly spooky silhouatie style, 50
review 100, And n rather than being packad with colour,

From the safety of your tower you can mix up the
ingredients you've collected (on the left) in your
cauldron (bottem right) to form spells which you
can then store in the ten slots (on the right) which
correspond to the function keys. Each spell requires
a particular combination of the elements - Earth,

Game: Blade Warrior
Publisher: Image Works
Price: £25 .99

Author: Jason Kingsley
Release: Out now

har reviaw 10 that eflec

n front of me ag avarything's just black on a pala, pastely
ruth |'m just not sure "1!2-\.E‘|."C,.j"l] t might sound like a bit of a
0 has its strong cop-oul, but the amount of detail thal's

usual :;-arj'" cs style for  been crammed in, combined with some

1 quite beautiful animation, a few stunning
backdrops, a bit of parallax scrodling, and
some really weird sound effects creates an A gratuitous picture of the stairwell in Mr
audio-visual, um, ‘axperience’ thal's quite Blade Warrior's tower. Spooky, eh?

° : : ‘it’s one of those “do the
= . S graphics and then try
5 3 %uke uk?‘ E‘ r and work a game around

3 er o we ave E . n = L]
@ that which he o them” jobs
2 ,there nn.u hing else thm; o
E f or ynu‘? unkike anything | can lead to other paths. (The paths all join up
e remember seeing before into a big map, a picture of which can be
o | can also say for called up by pressing ‘M'.) The pathways
o sure that for the most part the near your start position are populated with

game is a scrolling beat-'em- the softer baddies, but things hot up as
i up, shadow puppeal-style you get further into the game, maet
w You're ‘Blade Warrior', and you  stronger baddies and (hopefully) become
2 . can roam backwards and more and more powerlul yourself
E \ Ch o a a " forwards across the landscape
i Chere are strange deeds up and down hills and over
< “afoot ‘Ih t ES tl"ﬂllhled bridges, hacking away at any [MHHu ATMOSPHERIC AND
(L} L land. %ﬂu tell 'H.E B baddies that leap at you from HhI From then on things get a little
s anyth’ 'IT'LE o IMport? s the bushes. These range from hazier. Thare's this plot, you see
s i . weedy (out nonethaless pretty the world has been enslaved by the avil
b frightening) giani speders 1o Murk, and you've got to free it by collecting

trolis, skeletons, vampires and  the seven fragments of a tablet which are
ats maore, Occasionally you'l in the possaession of seven wizards who
I Getting the message across, Olde English style, in Blade Warriors communication screen. come across galeways which ve in seven towers. It's a bit crap, isn't it?




BLADE WWARRIDR GAME REVIEWS

‘Co-existing

rather

uncomfortably

with the beat-

'em-up |

element is an |

adventurey ‘
|

©f course, the first thing people notice about
Blade Warrior is this odd graphic style...

Image Work’s unusual

What it means is that co-existing rather
uncemiortably with the beat-"em-up
elament 15 an adventurey one, where
you've got to collect Artefacts and give
them to the right wizards in exchange for
bits of tablet. You can also trade other |
things with wizards, possibly in exchange
for clues. The Arifacts are also quite
handy for boosting your powers, so don't
give them away untl you really have to
And then thera's the magic side of
things. As you wander arcund you'll coma
across ingredients which you can take
Dack o your lower, pop info your cauldron
and cas! spells with. As long as you've got
the recipe, that is. You start off with two of
these, and more can be oblained from
wizards if you can work oul how
While this is all very well, the
question is whether thesa two completely
different types of game have been brought
logether successfully, Afer some serious
playing | reckon they have - just about -
although it's still not completely
satisfactory. Beal-'em-up fans might
consider all the spells and things to be
superfluous, while those who'd prefar to
concenirate on solving the puzzies may
well get annoyed at constantly getiing
jumped by baddias. A couple of othar
things to consider: there's no scoring
syslem, 50 progress has o be judged on
how much of the adventure you've pieced
together, and there are a few little glitches
ke the scrolling suddenty slowing down
for no apparent reason, and spalls
remaining on screen after they've been
used. Nothing too worrying though
~-but once something starts moving, all becomes clear. A-ha! There he is! Me? | eventually decided that | was
quite enjoying myself, and woukdn't mind
The only question is, does it work?  ashiog out on Biade Warror atal.
nothing else, it has to be seen. »
JONATHAN DAVIES

~some hate it, some like it, and many are,
erm, ‘mol sure.” UsT We like it...

~of, at least, we think we do. Certainly, it's
Just because you can't see everything...

‘eblwy 2y} uo saAlue Jse| je Joluep apejg bunjoo)

UPPERS Breathtaking
@ graphics, but lots of action and

puzziing too. A complele salution
is likety to be a lang time coming

DOWMNERS The gameplay is
unlikely to be 1o everyone's taste

HIMOd vOIWNY

«that the game really manages to drag you
inte itsell imagination-wise, the mind's eye...

and interes! may (may) fade along
with the initial attraction

THE BOTTOM LINE

Visually superb, possibly the .
mos! aimospheric game ever 7 7
&nd with the gameplay 1o back

i up. (| think. )

L66L HI3IawalLdas

Fly Dragon Airlines - the quickest way to
get from tower 1o tower. But be careful
not to get shot down thoush, ar you
might get permanently stranded
samewhere really dangerous!

« imagining far better detail than you could
ever really hope to see on screen.

O




GAME REVIEWS

ELF

i

.

Lush greenery in the fereground with Even the magical land of EIf succumbs to
picturesque skylines behind do [ no harm the changing of the seasons — this snow
at all in the presentation stakes. level crops up.

This is the bit where I gets clever. A mini
communications and object manipulation The Eif goes subterrancan for this level

Underground, everground, wandering free.

screen adds depth to the proceedings. (but avoids the homesick blues).

Ocean take a break from their normal string of film and coin-op conversions to bring |

ELF

foresis, castles, labyrinths and mouniain-
scapes in search of his babe. Yes,
plotwise it's as cormny as they come, but
hay! - at least it only ook me 50 words
to explain.

The first bevel is set in a wildly green
and busy forest populated by pets and
harbs (which you must collect) and wicked
animats, spooks and monsters which you
must shoot. Immediately, you'll notice
something about the game's movement
which ditfers from many of these platiorm
things. Instead of the normal smoath
scroling, it's all burst scrolfing

Each screen (and thera are about a
hundred on every level) acts as a litle
puzzle in its own night, and when you
reach the end of the screen it shifts quickly
(or in & burst) 50 that your character is
moved info a whole new picture. At first
this eflect is ever-so-slightly unnarving, but
soon enough it feels perfectly natural. To

Game: EIf

Publisher: Ocean

Price: £24.99

Author: Nirvana Systems
— Paul Oglesby (graphics),
Damien Slee (programming)
Release: Late September

hen a couple of kids
straight out of university
decida to sit down, wrile a
game, and hopefully
become insanely rich ovemnight, you have
to reckon on them making a right hash of
things. After all, a thousand optimistic
hopeluls have tried betore, mostly armed
with little maora than a programming
manual and ludicrous dreams of Porsche
911s and vacations in 5t Lucia — only o
end up driving Minis and holidaying in
Weston Super Mare
That's not always the case

@ though. Methinks that Paul ‘Iit’s bursting at the
@  QOglesby and Damien Slea — aka =
T Mirvana Systems - have a rather breeches with
£  betier chance of dragging gameplay and
W themseives oul of the quagmire of = ¥
- mediocrity than most. Judging by weird humour
E thair first project, EN, these boys
=  are going places add to the tension there's a time limit on
o gach screen, Ovarstap your time (or
$ indeed get killed any other way) and it's

¥ onto a wonderful death screen in which
= S[I WH M' 5 IT M.'. hB [".IT your cute character goes o the guillotine,
w ]'HEH? Well, i's one of those arcade and losas his marbles (literakly)
z » adventure ‘romps’ which just As you run and jump through the
o happens lo be bursting al the breaches forest you'll see lots of little characlers
a  with gameplay, nice characters, wicked rolling around or buzzing about. On the
% bad guys and some wonderfully weird whole it's obvious what's a pet and what's

humaour, Wa're talking eight levets of a pest. You can pick up endless goodies

E running, jumping, collecting, killing, and and trade them in for exira lives, stronger
= puzzie solving fun. pOWETS, Of Vicious weapons al any of the
<

The so-called story has the main
characier Comelius (he's the EIf
saparated from his woman by one
Mecrilius the Mot Very Nice guy - the rest
of the gama is spent wading through

shops, normally easy to find

It's quite usatul to buy invincibility
ratings which, while they only last a few
saconds, can gel you through quite a few
sections in no ime at all. Or you can

o

Shown here is just a
small portion of the first
level. With moving
platorms, bridges and
ladders to negotiate, our
Elf friend certainly has
his work cut out...

Trade herbs and pets for more
weapons or energy at the shop.

I it o ik il s Bl & ekl e B S R i et o




The L has ceased to be, i is no more.
This animated guilloting scene (the blade
comes down and chops his head off)
crops up whenever our hero dies.

platform game that's a little gentler, a little more, well, whimsical,

i rou fall from a great

haight, it's cu
although it is
twrn yourself

which gives you a fighting
chance lo survive.

The forest has eyes, but
thankfully they are a purely
cosmetic touch.

This platcau is
statie but IV is

littered with

maving platforms
toa, making it

just that linde
harder 1o get
around.

nasty indeed.

Living on the ledge - [if is not the sort of
game you want to play il you're even
slightly prone to vertigo.

'A4Q ™

)

riaing,
possible to
inte a woll

bit

:

-

Watch out for the giant
wasp! His sting is very

ELF

The £ - here equipped with his amazing
fying shorts - up to his neck in the bizarre
local flora and fauna (as usual).

change inlo a woll for falling great
distances without hurting yoursel. One
nice louch is the availability of free hints in
the shops. You'd think these would be
there 1o help you get through the gama,
bul really they're litthe anti-smoking
messages or good ving ditties. Yes, |
know it sounds dreadfully setf-righteous of
the programmers, but it's been pulled off
with sufficient tact and wit to make thasa
bon mots a nice diversion

FOLLOWING IN AN ELF'S
[UUTSIEPS At first you're running

and jumping across
brooks and obslacles, heading for
moving platforms and negotiating
paving stones or submeargable nver
trees. But further into the game you

Chochs away! £ takes to the skies and
go€i on & bombing mission.

to Amiga owners.

until you find out exactly where you need
to go. The landscape goes in every
cargction, and on each level thera's no
shortage of things to do. In fact, al first it
seams thal there is rather oo much going
on, but (fussy graphics aside) it's not
nearly o complicated as it first appears

So what about some criticisms? Well
although each level is obviously set in a
different place (forest, mountain or castle)
it's sometimes easy 1o forget where you
are — there really isn't enough variety
betwean the differant sections

And, while the gameplay is more
than sahistactory, it doesn’t have the
instant appeal of something like Rainbow
Isiands. Many people will have some

‘It doesn’t have
the instant

can buy wings (which are really a pair appeal of

of shorts strapped to your back!) and
with their aid get around the place
much more afficiently

Above and beyond all the
rompeng, there is an element of adventura
involved. To get from one level 1o another
you have 1o interact with somaona
usually a wizard - in order 1o talk him out
of a key or whatever

You are prasanted with a number of
options ke talk, take or attack, and it's up
1o you o make the sensible moves. Tha
solutions range from the painfully obvious

1o the infuniatingly obscure, but either way,

it's all to the good
There is no straight route in EN. It
really is a case of explore and backirack

something like
Rainbow Islands’

difficulty with the cluttered look of the
whole thing, and sometimes it's nigh
mpossible 1o understand what the hell is
going on

That said, | cant help feeling that it's
all the little louches, tricks and axtras
which make this such an angrossing
escapade. New creatures with funny faces
are lorever popping up, and if you quite
enjoy these fantastic creations, it's all very
jolly. My only fear is that those more
interested in hard core gameplay will find it
all a bit twee, a bit frilly, a bit over the top. «
COLIN CAMPBELL

UPPERS Colourful and
@ stylish fun with enough wit to

make this more than just another
arcade adveniure. Surprisingly good work

from these néw programmers.

DOWMERS Fussy graphics,
@ and a lack of variety between one
level and another belray the fact

thal this game did not start life as & money
grabbing coin-op machine,

THE BOTTOM LINE

Original and humowrous, although nol

without s difficullies. A
winner lor anyone looking for
@ reasonable challenge, and a
lew laughs.

13
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G ALOVIANIA

.5_ A GAME OF DESTRUCTION; EVOLUTION AND POWER!

Every new civilisation needs a God to oversee them, and this is your once in a lifetime
opportunity to achieve supreme power and immortality.

The arena is a vast glass orb at the top of the universe in which all =
new planets are conceived and nurtured and it is your task to steer your race L
through a fierce and bloody evelutionary war, to gain complete control of s@
the planet. The game they play is a curious one, it is'a game they call...

= DEGAONANIA

~'““€"“ ¢ A
’ ‘-ﬂ- ’

14 == e

SCREEN SHOTS FROM AMIGA VERSION

i

d;"l_"#*"” SENSSERESS| - 1551 SENSIBLE SOFTWARE

IMAGE WORKS, IRWIN HOUSE, 118 SOUTHWARK STREET, LONDON SE1 05SW TELEPHONE: 071 928 1454 FAX: 071 583 3494



GAME REVIEWS GAUNTLET 111

You can choose from cight different

characters - and here's where you do it

1991

AMIGA POWER SEPTEMBER

O

A-ha! A treasure
chest! Step right up

for lots of lovely lolly.

A SLICE OF LEVEL ONE

Each level serolls over rathet a lot of
screens, Shown here is just a tiny
portion based around your starting

. point - you can't really accuse

Gaunl:ler il of being small.
1!
A <+

-

A ghoulish nasty. There
are rather a lot of these
on level one - though
sadly nowhere near
the numbers you'd find
in the two original
Gawnticl games-

Hurrah! I've just finished level one. Maybe I'm not as crap as everyone
says after all. (Though, to be honest, it was a little bit casy).

Ta-da! Here's a sneaky look at level two, complete with caveman-style
baddies and a groping hand that appear out of the ground (saucy).




GAUNTLET 111

GAME REVIEWS

‘Gauntlet HHI isn‘t
actually an arcade
conversion at all’

None of the characters
you control walk on
waler, 30 the river acts
a1 a sort of natural

barrier 1o the play area.

LET 1

grown sequel, never having seen an arcade in its life.

Game: Gauntlet 1l
Publisher: US Gold
Price: £25.99
Author: Software
Creations

Release: October

I sounds really exciting, doesnt it?
After all, Gauntlets | and If wera
massive smash hits in the arcades
thanks 1o their four-player action and
endless levels, and US Gold's conversions
were a big success 100. So, thrilled al the
prospect of reviewing a big-name arcade
icence, | nipped out 1o my local
amusement arcade (Krazy Kevin's Koin-
ops) eagerly clutching a fistful of 50p's in
order o try out the original and draw up a
few comparisons

Ain't never ‘eard of t," Kevin told me

‘But you must have it. Look - I've got
the Amiga version right here
MNah. You've been ‘ad, mate.’

I.":EHI:E It transpires that Gauntiet i
isn't actually an arcade
conversion at all. It's more of an attempt
by US Gold to wring the last possible drop
of mitage oul of its aging Gauntief licenca,
and parhaps stir up some interas! in its
back-catalogue. And there's nothing wrong
with that, even though Gauntie! IIf bears
only a passing resemblance 1o the

‘It has its faults, but
Gauntlet IIFs too
good to dismiss’

- GAUNTLET Il VS GAUNTS 1 & Il

s o, Gauntlet, eh? One of the best things about it (and the
sequel Gauntlet Il) was all the baddies it threw at you.
Individually they were mere cannon fodder, but when you got
literally hundreds of them pouring out of generators on all sides
of you it was no laughing matter. (Unless one of your fellow
players was trapped in front of you and took all the flak - that

was quite funny.)

Load up a copy of Gauntlet lll and you'll find yourself in a
similar position. All our old friends are there, in slightly reduced
numbers, from the humble ghost to Death himself. It's also got
those wizard-types who keep disappearing and sneaking up on
you, and the blokes wih clubs who take ages to kill. And there
are a few new additions to the family too. Sentries march up and
down across doorways (making them an easy target). Killer
plants spring up out of the ground and take chunks out of your
leg. And there are probably quite a few others as well.

originaks (and even that's only in the
name, to tell the truth). What really matters
is whether it's anywhere near as good as
the first two games

S0 -is 7 Erm, well, no, nol really,
but it's not too bad all the same. The
troubla is that it takes all the features that
made Gauvntlef the hil it was (four players,
milkons of cunningly-planned lavals
simplé bul compulsive gameplay efc) and
throws about hall of them away. It then
messes about with what's left a bit, and
ends up with something that doesn't quite
feel the same, somehow. Having said that
I's a perfectly good game in its own righl,
with a couple of interesting leatures

THE SAME AGAIN, BUT
DIFFERENT cocorirerom Gaunsers

as you'll doublless have spotted, that it's in
3D. No more little coloured blocks with all
thi spaces in between crammed with
baddies jostling to gel to you. Instead each
level is drawn in attractive, isometric 3D
which lends more of an adventurey than
an arcadey feel 10 the game

And that's the other thing. It does
hawve slight adventure overtones, although
thankfully not enough 1o obscure its roots
as an arcade game. Rather than simply
shooting your way to the axit through level
after level, you've gol tasks to perdorm. To
complete the first stage, for example,
you've gol to find a bucket, take it 1o a well
o get a key, take the key o the altar in the
church and then leg it back to near your
starting point within a time limit, where a
bridge to the exit will have appeared. Each
step is clearly explained, so there's no
actual thinking to do, and it all works
pretty well. (The next slage is a bit
crapper, though.)

Thara's also some axcellent but very
repatitive music, where parhaps some
sound effects might have been more
useful. | mean, what's Gauntie without the
occasional cry of ‘Blue EN shol the food' or
‘Red Warrior = your life force is running
out'? And... Oh dear - I'm starting to pull it
to bits already. Right, seeing as we're on
the subject, hare goes:

Thie main snag ks that it's incredibly
easy. You tend to accumulate fe force
much quicker than you loosa it, even if
you're as usebess as me. That means
complating the thing will be more of a test
of endurance than skill

Then there's the fact thal exits are
two-way. No problem in itself, but if, after
amenging on a new level, you inadvertantly
flip the joystick in the wrong direction you
g0 back lo the previous cne, with the 30
seconds of disk accessing that entails, and
then another 30 seconds to get back

The barbarian's gone indoors now, ready
for some more ghost-bashing. Up at the
top right of the screen there's some
delicious food, just waiting to be scoffed.
again Er, what elsa? Well, each level is
several screens wide and several screens
high, but you can only tefl if you've
reached the edge of the playing area when
the scrodling stops and you can’l go any
further — there are no walls or anything
This looks highly naff. And so does the
collision detecton lor that matter. You
sometimes have 1o hit a piece of food at

A decidedly un-cryptic clue. Can you work
it owt?

just the right angle to be able to peck it up.
Oh yes, and you can only have two
players. There also seems 1o be a
limitation on the number of sprites on
screan al onca, S0 you won'l S8e screens
brimming with baddies as in the original
Quite a list, eh?

50 it has its faults, but Gauntief Iifs
loo good lo dismiss as a waste ol money. |
suppase I'm being ever so slightly
generous (being an ever so slightly
genarous sor of parson), but | still found it
quite fun. In fact, | reckon it deserves a bit
mare than the “low sixties” mark everyone
suggested | gave it. So it can have a ‘'mid
sixties’ one instead
« JONATHAN DAVIES

UPPERS The graphics are
@ pretty, and it packs in most of the

original's appeal with a few extras
thrown in 100 Plus, there're plenty of

levels fior your money.

DOWMNERS Unforfunately it's

much oo easy, al least 1o start off

with, and some of the coding
looks a Hitle bit ropey. The fast and frantic

four player action of, say, Gauntie! If is
totally missing too.

THE BOTTOM LINE

A flawed but perfecily playable
game. Jusl don'l expect it 1o
be Gauntiet IV (Il you see what

| mean.)

9 LEGEL H3IBW3ILHAS HIMOd YOINY
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r ACTION REPLAY CHEATS « SWID ~ TOKI+ FANTASY WORLD
DIZZ2Y + FLOOD + AWESOME

CHEATING THE ACTION REPLAY WAY

Owners of Da
but one of its

5 Action Replay cartridge will alread know what a useful device it is
frequently used capabslities is the laclity 1o poke infinite lives
v, courtesy of Cr of Hull, AMIGA POWER brings you a

] Hobden o
y typa things lor a whole slew of gameas

Now poking with Action Replay is just a tiny little bit complicated, so you'll need |

some instructions, First load the specified gama, then prass the beg red bution to

| the action. Type ‘M’ immediately followed by one of the given addresses (eg con m
type ME529 for Paperboy), and you'll be presented with a list of numbers looking not

3332243221133

big juicy sel of ¢

Only alter the FIRST number or you may cause the game to crash. All you do is
pop in a new value (such as -":- and when you jump back inlo the game (by typing - H H F H
X'), you will have a greatly improved number of lives, amount of time, level of Tlpsl tlps’ tlps' You want tlps’ we gﬁt t'ps' In
aae . .
fishiness, or whatever (depending on the game in question) addition to an insurmountably large collection of

GAME FUNCTION ALTERED  ADDRESS TO POKE quickies, we've got the second part of our Gods
ERperoy 8 coun 6529 playing guide, and part two (in a series of three) to
Gary Penn's most excellent Prince Of Persia
playing guide. What more could you ask for?

Atter defeating a Goosecopter, fire continuously al one of the tokens. After 32
hits, it will turn inta a star, which when collected will yield mega-powertul six-
way fire. Just be careful not to hit the loken again before collecting it, or it'll
reveri back to the one of the ordinary power-up icons.

Paul Alexis, Leeds

TOKI (Ocean)

We had a letter this month e g
from Richard Whitehouse

of Harpenden, and he's

having some terrible

trouble getting past the

second fire-breathing

BF4 dragon on level three. Well,

just for you, Richard, here's &

a cheat mode which should

see you safely onto level

four and beyond. Simply _ET ""Jg%f"
start the game and type :

‘KILLER’, then use keys F1 i ; :
to 7 1o S'ﬂ'ﬁch bl.'t'ﬂ'eﬂﬂ Having problems with Ocean's TokiT Don't be a

hump ch " t t
levels. If you're some kind : 2 et o

of weirdo, you can also press "R’ itself to turn the screen upside down and
13967 make things a little more interesting. When you get fed up of this, just press

NTROE Tird 1

‘N’ to turn everything the right way up again. :
e
b
FANTASY WORLD DIZZY FLOOD AWESOME (Psygnosis) =
(Code Masters) For access to all of this recently re-released For infinite shields, fue o
Miss Sammi Kendall of classic's 42 levels without all that tedious angd monay, simpdly £
Cheltenham wrote in faffing about with differant code words, simply ¥ ;
with a little problem on use "MEEK' as your password.
this classic Codies’ James Bellhouse, Leeds
adventure. T've been - ﬁ
wandering around o
- aimlessly trying to =
':;,'f; %1 work out how to grow weapon selection m
‘1 : lr-m * the beanstalk. I'm SCraan =
Ny S completely stuck! Hold down the "+ key « @
Dizzy? Sursly not. Well, worry no more, fire button onca. If de :
as the beanstalk is simplicity itself. Take your once, and you will have i
pygmy cow down the well and go left to the shigids, fuel and cash. Also, you can all of you =
shopkeeper, who will swap it for some magic shield energy o Ihe cannons and the wil ba b
beans. Go back up and plant the beans in the, er, - active. When you're walking on the plane! surface -
manure, then simply use the bucket of water on there are still no wornes because the timers have been
Bullfrog's Flood: One password, 42 levels. What frozen as well (it says here
them and walch that stalk shoot up. e SERNT ol R BaeP y5 Nere a
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ZIBRIAH + BAMBO 111 + SHADODLWY DANCER + THE LIGHT
CORRIDOR + PREDATOR 2 + NARCO POLICE

MEGA TRAVELLER 1

This cheat from Chris Nyland of
Gwynedd in Wales allows you to
make colossal amounts of cash
before starling the game. Let Chris
tell you how...

1. Generate a party of characlars
which will eventually be your fina
team

2. There should now be
on the disk

15 spaces left

Making headway in Mega Traveller 1, the
utterly sadistic way.

3. Stan to generate characters and
keap them in the senvice they are in
until they are lorced 1o refire by old age They will now receive large amounts for
ratinng (they earn most | thiay are scouls, and are less likely to get thrown oul ol thes
profession. They also stay in for more terms, which means more money al the end
and also weapons and vacc suil

MB If you are faced with the option of surgery early on in the characters’ service
to restore an attribute, in about 2nd to 5th term, take the risk as they are still
quite expendable. There is always only one such occurrence in a career, if any,
so if it can be ‘over and done with’ things will be easier in the rest of the career.
if the character is older, however, he will have become more useful and should
retire at the next oppartunity, avolding surgery.)

NEB2 (If, when choosing your benefits, you select the same ‘object’ twice, always
take a second (third...) object, as it is useful later.)

THESE CHARACTERS ARE NOT WORTH RE-ROLLING STATS FOR

It is, however, useful to boost stats during service in preparation for old age
decline. Too lowa stat could result in death, and that would be a shame. Don't
bother about useful levels either, they'll only be wasted!

4. Fill the rest of the character pool with these rich crumbbes

5. Start the adventure from scraich with one of the original members of your party and
four of the crumblies. Go to the Starport and get everybody to deposit all of their
money into an account. Mow withdraw all of the money through the original party
member (OPM) and put one credit into the account

6. Go 1o the general store and make the crumblies sell all of their equipment (iIncluding
armour and helmets), unless there is anything useful (in which case give it to the OPM
1o keep), giving all the maney 1o the OPM

7. Take the party outside and break up. Arm the OPM and shoot all of the crumblies

B. Go back lo the Starport, save out, and recruil four different crumblies from the disk
repeating the above procedure as many times as you like (just make more disks full of
crumblies and swilch them whan all the crumblies on one disk have died)

0

3, Build a healthy wad of cash, When you get bored of this legacy-hunting, just recrut
the other OPMs and continue play

Chris goes on to say 'l found this a simple way to make money and | had earned
lots of cash and equipment without feeling that | had cheated. Women da it in
real life, so why not do it in Mega Traveller?” AMIGA POWER would just like to
point out that there's nothing at all big or clever about misogyny, and that the
opinions of contributors do not necessarily reflect the views of the management
elc elc.

PREDATOR 2 (Image Works)
Pause the game, type "YOUR ONE UGLY MOTHER' and unpause for infinite lives.

NARCO POLICE (Dinamic)

i Try typing in the following codes for
- Ll : A various effects:

\: i MUNICION - Boost ammo up to full
-

NOEMEMIG - No enemies

COMENZAR - Bring back enemies

ABRIR - Open any security doors
NOAMETZ® (Substitute * for sector number)
- Turn off machine guns

NOCAMZ® (As above) - Turn machine guns
back on

Narco Police - Almaost, but not
quite, a reasonable game,

BERE PR e o EFALr m b R S R Y R

EDD THE DUCK (Impulze)

Fed up of Rainbow Islands? Why not play it all over again but without the
good bits? Al least you don't have to go through all the trouble of playing
your way through all the levels, because, thanks to Brett Lowe of Burnley, you
can simply press the left mouse button once during play lo advance a level.

BUILDERLAND
(Loriciel)

To see more of this strange but
cute litihe game from France,
use these level codes, supplied
by Thureim MNe Win (it says
here) from Brighton.

ZIRIAX

(The Software Business)

You may find this
gamae just a louch
more bearable Il you
press 1,2, 3, 4.5006
while playing to light
up the respactiva

1-BULDI  5-DIABLO B

2-YOTTHA  6-GOTIUS Ziriax - ReType  PONSTIRS. |

4. BEARBY 1 it most it
eartainly isnt.

4-OCTOPY

RAMBO 111l (The Hit Squad)

Yet another in our long running
Great Cheats For Crap Games
senes, simply score over 5,000
points, and enler your name as
RENEGADE" will allow you 1o L
AcCass vanous levels by pressing LR
the 1, 2, or 3 keys when you'ra
on the high score table -
FELE Ll bk ks
Hewly re-released on budget, A e Ly =
thore's still absolutely
every reason to avold the

tragic Rambo I,

SHADOW DANCER (us Gold)

During the game pause and
type in ‘GIVE ME INFINITES'
(some schools of thought
would have that it's 'GIVE ME
INFINITY"), then press Return

for infinite lives.

Shadow Dancer: A brilliant
example of the beat-"em-up, or
just a very sad excuse for a
compuler gama?

' THE LIGHT CORRIDOR (infogrames)

(strange chap) and has generously decided to share with us all the level codes

‘ Jon Mitchell of Kingston Blount has been playing this game lor several months
| he's discovered. Take it away, Jon
|

41-1926 |

[ 1-0000 11-9305 21-3212 31-2819

| 2-5400 12-3406 22-0213 32-9919 42-9726

| 3-0101 13-0407 23-8213 33-7320 43-5927
4 - 3901 14-6407 24-5014 34-2521 44-0528 |
5-2602 15-2008 25-1015 35-0622 45-7328
6 - 9902 16-7408 26-8215 36-3722 46-.3929
7 -4303 17-4709 27-5116 37-1223 47-3030

| 8-9003 18-3810 28-7017 38-4523 48-05M

| 9-6904 19-0511 29-.5518 39-4124 49-843
10-3305 20-6811 30-2819 40-1825 50-9932




BOMBUZAL + DRAGON SPIRIT «- SPELLBOUND
+ SUPERCRHRS 11

BOMBUZAL (Imageworks)

AMIGA POWER's No.1 Bombuzal fan, Gary Penn, got a
bit of a surprise this month when we got a letter from
Darran Pocock of Barking, who claimed thal there was,
contrary to popular beliel, a pause mode in Bombuzal.
Darran asserled that when you press the spacebar to

access the overhead-view map screen, if you keep it
held down the clock stops until you release it. Imagine

our surprise, then, when we tried it out and found that it

actually worked! ‘Oh heck’, said Gary, ‘when | think of
how much time that could have saved me when | was
doing that blinking poster last month, | could almost
weep.” Well, it was something like that, anyway...

DRAGON
SPIRIT

If you're getling bored with
playing the same old levels
on this scrolling zapper,
simply pause the game,
type ‘DRAGONHEAD’, and
press F10. Now you should
find you can skip levels by
pressing the
corresponding number
Key.

James Bellhouse Bin Bound.

Ha! Spellbownd? More like Bargain

SPELLBOUND (Psyclapse)

Thureim MNe Win (sic)
sulfered this frankly crap
platform game for long
enough to come up with the
following incredibly
amusing level codes:

2 - HEYY 6 - MYPI
3 - OUDI T - NTAW
4-DYOU B - OMAN
5-CALL

SUPERCARS I' (Gremlin)

Another one bites the dust, in Supercars I Waming:
leaping 2011 gaps can damage your health.

Not content with our definitive series of maps in
Issue 3 (no crappy diagrams in THIS mag, pal)? How
about entering the players’ names as "Wonderland’
and ‘The Seer” for a groovy cheat mode with all
kinds of neat things? Still not enough? In that case,
what you need is a list of answers to some of the
trickier questions you'll be asked by the game’s
various inquisitors between tracks. And guess, just
guess, what we've gol for you now?

AT THE LAWYER'S
(. Did you know your great uncle well?
A We were like brothers, sob sob.

(. The deceased wants you lo give the money o the
hame for orphaned lemmings
A I'd prefer ‘Cats Against The Bomb'.

Q. Is this your first inheritance?
A. Yes!

Q. Could you describe your uncle?
A He was a short fat jolly man.

AT THE DEPARTMENT OF
THE ENVIRONMENT

Q. How many miles to the gallon does your car do?
A 45mpg on petrol, 5Bmpg on orange juice.

Q. Do you know what a catalytic converter is used for?
A Removing harmful gases from exhaust fumes.

Q. What would you do if you saw a hedgehog on the
foad?
A Stop and move it to safety.

(. What are you going 1o do about your gas emissions?
A 'l buy a cat.

131133111

This guy cbvicusly has ne sense of humour, Belter
answor his questions withoul any wisecracks.

Q. Dedn't you know that your car is a noise poliution
hazard?
&, Yeah, so are New Kids!

Q. Do you drive at an economical spead?
A, | drive al a steady 56mph.

Q. You're a good looking guy. How do you fancy dinner
fonight?
A. Er, sure, sweels!

AT THE SPONSOR'S

Q. You wouldn't ruin our reputation by cheating, would
you?
A.I'm as honest as the day is long.

Q. You realise we also have Mario Andrex on our racing
feam?
A We're the best of pals.

Q. How can you enhance my company’s image?
A My success will reflect on your company.

Hubba, hubba. Okay, so0 maybe Supercars Il was worth
mare than 71 percent after all.

AT THE DRIVING SCHOOL

Q. Which lane should you be in when reaching a
roundabout, waiting 1o go siraight on?
A. The left lane.

Q. Why did the chicken cross the road?
A To get to the other side.

0. What should you do if you are approaching a level
crossing when a train is late?
A. Don't worry, the train will be late!

Q. A traffic warden gives you a ficket for being illegally
parked, what do you do?
A Fire all remaining missiles.

Q. What is the correct procedure for turning?
A Mirror, signal, brake, manoeuvre.

Q. What should you do if you are reversing and another
car approaches?
A. Stop and wait for it lo pass.

Q. What is the speed imit in a built-up area?
A 30mph.

0. What should you do if your brakes fail?
A. Use the gears and handbrake to slow down.

Q. What should you do if you are firsl on the scene of an
accident?
A, Call the emergency services and wait.

Q. What tyre pressure should the average tyre hava?
A_About 30 psi.

Q. Approaching a left hand curve, where should your car
be positionad?
A. Mear to the centre line of the road.

Q. What should you do if anything falls from the vehicle
on the matorway?
A_Safely stop and remove the item.

Zooming round in & car loaded with rockels can
sccasionally land you in hot waler.
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Your mysterfous aller-ego stands in wail
behind the gate. When you leap to reach

the ledge and are left hanging by youwr
fingertips; he closes the gate! But don't
bother to hang on in there... Let go,

man; to fall through to Lovel S-lumn
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PRINCE OF

PERSIRA

. A guard
with live
hit
points

P

The switch for
the oxit

A guard with five hit points -
anly this i no ordinary
guard. He's the fattast of
all bul surprisingly agile
with it, so prepare o
intersporse your thrusting
with a little parry work.

s

[D

A loose tile which
falls to activate the
awiteh far balow. Run
over il, stopping quickly in
readiness to tackie the fal

guard.
¥
P
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g Two small
A
m v v

A large red pol - bal
you won't get to
drink it.. Your
mystarious altar-
ago appoars from

nowhere lo do the
deead instead!

A guard with
b Tour hit
L points

. A guard A guard : & A small
wiith Tive -ullh ([ F by red pol
. hit points |
' ﬂlﬂﬂll | -+ .
7

PRINCE OF
PERSIA

(PART TWO)

Here it is - part two of Gary Penn's luvverly guide to
Prince Of Persia. Originally this was meant to have been
done in two lumps, but, because of the sheer size and
complexity of the game, you're now going to have to wait
until next month for the final instalment. (Otherwise there
wouldn't have been room for Gods etc this issue).
Anyway, get ready for the guides to levels five to eight. If
you don't know what's going on, check out last month’s
Complete Control for the key.
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4H LEVEL SEVEN
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LEVEL EIGHT

Prepare Lo grab this A large green pot - & A loose tile - don't
ledge as soon as . [ magic potion no loss! towch it. It falls
you fall through This confers the magic to activate the

from level Six, of Noatiness Lo our switch below,

Haow climb up to hero, allowing him to closing o gats
snfety. ' 4 fall, unharmed, to the and so blocks
AN et below. your path,

4 |

L

o
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The switch

e

A pair of
laosn
tiles

A guard with four hit

—
points - but this is no
ordinary guard. This
guard is & sneaky goat
-‘-._ whao waits for you to
attack him. Get stuck
= in with & parry balore

quickly thrusting.

1

The switch lor the exit. Once
it's thrown, take caretul ‘

steps to enter the ‘screen’
to the right with the two .-ﬁ

1
|

razor gales, otherwise you
may find yoursell cut in two.

s i R s
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Mind this switch! Careful
step to the edge of the

tile to the left then

perform a standing

L ! ]ump to clear both this
'I*'"Gh and Lhe spikes.
| guard

e..h

four
1

¥
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Next month: Our Prince Of
Persia guide comes to its
conclusion, with levels nine
to 12 — don't worry, we're
sure they'll all fit this time!
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WORLD
ONE

In the second of our on-
going playing guides,
Bitmap Brother Eric
Matthews (with a little
help from our own
Stuart Campbell) gives
you the lowdown on
LEVEL TWO of the
smash hit Gods.

Lavel Two, World One
The world key to exit world one is located
in the gem room. It is situaled on top of a
platiorm, some distance above ground
leval. The key is much too high to reach
by normal means

The block that the key rests on may
be owered by bringing three gems 10 this
room. You must bring the gems in the
correct ordar. ica, fire than water.
When lowerad, collect key and exit world
one through the door by lever (4)

Hidden Puzzies

1. To gel to the treasure noom

Whean you first star kevel two, walk to the
right and press hidden switch (A). This
will open a trap door below

Walk left and kill the two centuricns. It you
have more than one life they will reveal a
gold treasure chest key. Collecting this
key will also trigger traps throughout

this world

Climb down info the chamber balow the
one you started in and walk right until a
thief appears. Leave the thief to jump up
and steal the shield potion sitting behind
the traps on the platform above. Now use
the gold key to lure him back down and
kill him to ged the shield. Climb up past
the traps. Pull lever (1) to reveal a
treasure key and a thief to collect it lor
you. Make sure your shield has run out
belore puling the lever or it'll kill the thief.
The treasure room is enlerad throwgh the
door to the right of lever (5)

2. To enter the bonus room

Experiment with lever (3). Make sure you
have enough energy befora enfering.

Level Two, World Two
The most direct route you can laka
through the péts goes like this

GOoODs

11y

T o

Climb down the ladder to the platform
whera the narrow arc rests. It is usually
better to ignore the narrow arc foken if
you already have a standard arc.

Walk to the right edge of the platform and
jump onlo the ladder to your right.

Jump onto the platform by lever (1).
Press bever (1) fo blow up the trap below
Climb back down and land on the
platiorm below

Go down the ladder o the right. Get off at
the first opening 1o the laft. This is Pit
One

Blow up the traps by pulling lever (2)

Ged the room key

Return o the ladder and cimb back up to
the top, exiting 1o your right

Keep walking along this platform to the
right and drop off the edge

You are now in Pil Two. Walk right and
up the ladder.

Walk right and jump over lhe gap.

Go right and down the nexi ladder and
collect the teleport key

Go o lever (6) and pull it. This closes the
first trap door in Pit Three

Drop down

Pull levers (7). (8) and (9) 1o close each
new trap doar in turn, allowing you o

progress to the botiom of Pit Three
Open the twa side doors to your right and
go through the door facing you between
levers (11) & (12). This will teleport you to
the top of Pit Four

Enter the door to the right of lever (15),
collect the world key from the ship room.
To exit the world, climb down to the
bottomn of pit three and open the left hand
door. The world exil door is along the
cormidar 1o your left

Hidden Puzzles

To get to the treasure room

There are three chalices king around the
pits. Take them to the ship room 10
receive a treasure room key, The ireasure
reom is entered through the deor to the
left of lever (3)

The Shop
Buy spears and power potions.

Level Two, World Three
World three is split into two halves. The
mosaic puzzie and the candle puzzle

The Mosaic Puzzle
You starl in the mosaic room. There are

LEVEL KEY

four preces of mosaic which you must find
and bring hara,

Pick up the first piece from the right hand
side of the room and walk left 1o replace
the first piece of mosaic.

Pull lever (1)

Kill the two cenlurions revealed and
collect the trap key

Resat kaver (1) to reveal a moving block.
Jump onto the moving block and pick up
the door key

Pull laver (2) to reveal the hidden door,
Pull lever (3) to move Block One

Resel lever (2) 1o open the door

Along this corridor are four rooms, Thase
are the crypl, the apolhecary, the wizard's
study and the armoury.

In these rooms are; The globe, the skull
and the jar of herbs.

To find the missing three pieces of the
mosaic, take the skull to the crypt, take
the globe 10 the wizard's sludy and lake
the jar of herbs to the apothecary. The
quickesi route is armoury, crypl,
apothecary, wizard's study.

Return all three pleces of mosaic fo the
mosaic noom and a telepart stone will
then appear.
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The teleport sione will take you to the
second part of world three

The Candle Puzzle

Walk left killing all monsiers wntil a trap
key is revealed

Raturn fo lever (15). Pull lever (15) and
maving Block Two will rise from the floor
Jump onte the moving block and go up
the ladder, then kill the wall mansier to
reveal a spear token

Pick up the trap key and climb back down
tha laddar.

Walk left 10 lever (17) and pull it

Climb down the ladder. Walk right. Jump
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over the trap and pull laver (18). This
closes the trap door undernaath lever
(19). Climb back up and jump onlo the
trapdoor you'll find undemeath

lever (19).

Uise levers (19) and (20) to close frap
doors and make your way up. Collect the
trap key on the lelt.

Jump onto maving Block Three and ride
it fowards the right

Jump up onto the ledge and retrieve

the candla

Go to lever (22) and pull it 1o move biock
{4) and climb down through the

opening revealed

GODS

17

Make your way to lhe study. The candle
reveals the door key here

Go to lever (26) and pull it to gain
enirance to the dragon's lair

Hidden Puzzles

1. To get the gokd cross

Reset levers (19), (20) and (21). This will
desiroy the traps which pravent you from
reaching the gold cross. The gold cross is
very uselul if taken 1o the right place.

The Dragon
Alternately duck and shoot to kill the
dragaon. Don't force him too far over 1o the

COMPLETE CONTROL
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right or, when he dies, the reasure
revealed will drop off the bottom of the
screen and be lost.

The Shop

During the first world of level three you
will aimost certainly have fo pick up a
mace which will cancel your spears, Sall
the spears now by buying one throwing
star, Spend you money on fireballs and
save the rest to spend in the next shep

COMING IN NEXT MONTH'S
COMPLETE CONTROL (WITH A BIT OF
LUCK): LEVEL THREE OF GODS.
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Explore the ultimate
in computing
excitement...

AMIGA presents

15 - 17 November 1991
C:: Commodore




Discover the Am

Amiga Format presents the greatest computer show this Yk

Just look at what there is!

Christmas hits Ocean, Psygnosis, Mindscape, Electronic Arts, Virgin, Microprose,

Gremlin, Mirrorsoft: all the leading software houses will be at the Show, with massive
stands. This'll be your chance to see and play the year's biggest games -
exclusive to the Show

CDTV City Just what is COTV? What can you do with it? What software
can you buy? Discover exactly what the future of Amiga
computing holds in the Show’s unique COTV City.

Christmas Shopping Mall All the best Amiga bargains are herel
Packed to the very rafters with incredible deals. You won't find
cheaper games anywhere. Load up with the very best for
your Amiga — and at the best possible prices!

Multimedia Theatre Commodore has attracted some of the
biggest names in computing to demenstrate their stuff.
See what the Amiga is really capable of!

Games Arcade 5S¢t your eyes on boggle mode: you won't
believe how many incredible games you'll be able to play

The game makers Imagine hearing direct from the leading
games’ programmers: just how do they do what they do?
Imagine no more: these seminars will tell you all you need to
know. Plus: Amiga Format will be running Question and Answer f Nealh | m—
sessions throughout the Show

Free Guide Amiga Format will be producing a damn fine free read
of a show guide

Massive Stands Experience the excitement and live the dream at Britain's
biggest leisure computer show

And also... Fistfuls of competitions. Hosts of celebrities and experts. Jaw-droppingly wonderful big
screen video. Virtual Reality (virtually certain). Creche. And a lot of noise, that's for certain...

You'll think Christmas has come early:
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Be smart. You know this World of
Commodore will atiract tens of
thousands of people. And you know
what that means. queue City
50 avoud all the foot-shuffling, hanging-
around-for-ages start to the Show by
booking your tickets early
And you'll even save maneyl Bit of a barg,
really. Do it now, otherwise you'll only forget and
then regret it later when you're really cold and you
can’t wait to get inside and - |Snipl - Ed)

YES | would like to have my tickets early, avoid all the queues and
save £1.05 on every ticker. please
Name

Address

Postcode

You want to get the best A ! i~

games for your Amiga? TR %

Get along to Earl's Court . : R
on November 15-17! %

AMIGA presents
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Earls Court ll, November 15-17 1991: be there! o o

(x commodors

Faxbox

Where Earl's Court Il, heart of London

When November 15-17 1991

Times 9am-5.30pm November 15-16;

2am-4pm November 17

Cost Adults £6, under 14s £4

(but see the special Early Booker Offer)

Who'll be there? Commodore, Amiga

Format, Amiga Power, Amiga Shopper,

all the major games producers, a

myriad of serious publishers, loads

of bargain-offerers, lots of - ——m
hardware developers and —

everyone into the world of wf 59
Amiga e v

! MNearest
— a = tube:
T Earl's Court

EARLY BOOKER OFFER: SAVE TIME, SAVE MONEY

MNumber of tickets Adult [at £4.95 each)

Linder 145 [at £E2.95 each)

Total payment

Method of Payment (please circle) Access Visa Cheque PO

Credit Card number .Expiry date..

CREDIT CARD HOTLINE 051 356 5085
Please make all cheques payable to WORLD OF COMMODORE

Send this form o
World of Commodore
PO BOX 2
Ellesmere Port
South Wirral
L&65 3EA

WARNING: This offer closes on 8.11.91
If you don't want to cut up this magazine, photocopies are accepted
AMPS

MINDSCAPE
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Populous Il is nearly completed, but it’s going to be launched into a market

absolutely flooded with epic-sized 3D isometric strategy games, many of

which give the player a suspiciously similar god-like overview. Good

though it’s bound to be, will it be different enough to make much impact in

the face of such stiff competition? Matt Bielby feels compelled to ask...

Peter Molyneux,

what

have you started?

‘I'm not all that happy that everyone keeps
comparing all these games to Populous,’ Peter
Molyneux says. ‘I've not played them all, but
from the sound of things they all come at things
from a very different angle. I'm not sure it's all
that fair on the people who've written them
really.

It's not just us who are comparing them though, |
prodest. People are showing us these things, and tha first

thing they say is Il may look a bit kke Popuious but it's realty

something etse entirely,’ and sometimes theyre nght and
sometimes they aren't. All last year | felt a bet stupid
bandying around the term 'god-sim’ because all it really
referred 1o was Popwous, Sim City, Powermonger and
precious Iitthe else, but now I've no problem with it at al
We've got things that could broadly be defined as god-sims
coming out of our ears, and mast of them look a lot closer to
Popuious than they do to Sim City

Alright then, let me change my lack a little,” says Peter
Yes, you're night, there are a lot of these games aboul, and

yes, they're quite wormying. Every so often | have a cns:s
where | wonder if we're doing the right thing, if Populous Il is
really going to work and whather I'm too close 1o il to see
something cbvious that's terribly wrong with it. Wouldn it be
harnble if one of these other gamas tumed out 1o be a greal
deal better than our one?

Hosrible maybe, but not very likely though. Populous Il 5
just 50 big, 5o polished and so complete feeling you'd be
hand pushed to see how anyone could directly compete
Instead, most of these makers of rival Populous games have
taken a different angle on the thing, coming up with an
assortrment of similar looking games which actually have
ditferent flavours

From the ook of things, Populous Il stands head and
shoulders above them all in terms of ambition at the very
least, but that's nol to say these aren’l Some superb games
n their own right. Indeed, there's nothing to say that one o
the approaches faken here may nol work out 10 be more
salistying to actually play than Bullfreg's ‘official’ sequel
Mind you, most of the new breeds programmers are claiming
to have lithe or nothing 1o do with Peter's ongmal




POPULOUS Il Electronic Arts
Available October
Al first glance, Popwious I looks pretty simalar to the first
game. Things don't immediately strike you as having
changed all thal much - not untd you put the two games
sade by side al least. It's only then you nolice the book
eflecl is gone, and all the backgrounds are simplified - the
plain black void everything floals in nol only concentrales
the mind beiter on the task in hand, it somehow gives the
feeling of god-like power over landscapes floating in a
void. The idea is to make room for more happemning in the
play area itself

Much as | like it = and it's genuinely one of my
favourile ever games - | felt the first Popuilous was lacking
nnearly every area,’ says Peter Molyneux. ‘My first
prionty wasn'l to change the game graphically oo much, it
was to improve the way it played. Pan of that's to add
much more in the way of effects so the game simply looks
more action-packed and nlerasting, part of it's 1o improve
Ihe controls 10 make them as infuitive as possible, and
par of it's lo add to the number of ways in which you can

The bigger,
better, wider,
More approach

A prosperous settlement on the north west tip of the
Bland. You can just tell something's about to happen.

The sparse backgrounds of Populous Il give a real feeling
of God-like control.

play the game. I've always haled games where once
you've completed it, that's it = you've finished — and
there’s no incentive to star again, With Populous If
all the best gameas we've done — you can play it in a
number of diferent ways, and there’s no finite end in
sight. That's the advantage

The whole point of Populows is that you CANT
control what your people do, you can only influence them

that's where it ditfers from many similar looking games
which in fact give you a more (raditional strategy game-
ke control. | love the idea that you can walk away from a
game and everyone will keep on doing things without you
when you come back the whole set-up will have

changed and you'll have to try and cope with how things
stand now

Populous Il is certainly a mone spectacular game than
the first one = your basic control is still that you can raise
and lower land around your people, encouraging them o
seltle in flat open spaces, say, or protecting them from a
tidal wave by quickly building a range of mountains
between them and it. Bayond that though, there are about
40 new graphical eflects you can employ - from
whiripools 10 earthquakes to simply planting trees. As a
trainee Greek god you start with only a few in your
reperioire, but as your worshippers increase in number 50
does your ability 1o do things — and hopefully your skill
too. Would you know that building high land nearty will
attract a column of fire away from your settlerment, say?
And would you know to use fire yourself as a way of
drying oul a swamp that threatens o drown your men?

and

PREVIEW SPECIAL

MNote the new ‘island’ floating at the top right of the
screen, and the simplified icon control system.

‘One of the most important things about the new
game is that you can play it in four different ways. The
Conguest game is a sor of role-player, where you're
trying o build up your men and abilities with the sole
purpose of taking over the entire map - and that means
altacking and deleating the nval inbe of men loyal 1o a
rival, computer-controlled deity. With the Challenge game
you chose one of around 100 pre-sel cities and then have
to save it from disaster. The game will give you a cerain
amount of time 1o prepare for the tidal wave or earthquake
or whalever it i5 (o hit, and you've got to do the best job
preparing lor it you can

Then there's the Problem game, which gives you a
pre-5el task - say parsuading your tnbe to peacefully co
habet a map with the inbe of another deity - and then
grves you a certan amount 1o me in which 1o |'|"|"|_|'|‘-'|!'_j~|':l I,
while the Custom game allows you to sat up the
conditions and scenano pretty much any way you like

And that's not all! Populous If will feature a serial link
(which allows two players to join their machines and play
rival gods), a normal two player game (which allows rival
human player to use the sama machine, each using a cut-
down version of the screen), a rewind facility (which
allows you 1o rewind or fast forward through the last three
hours of events, allowing you to spotiight exactly where
you may have gone wrong), and (one of our favourites)
the option to sel up two computer opponents against each
othar and let them get on with if, allowing you lo come
back to the computer every 5o often, see how they're
doing, and perhaps make a lew malicious modifications

MEGA LO MANIA Image Works
Qut now

Mega o Mania (reviewed this issue) looks very similar 1o
Populous but has quite a different feel. The presentation is
much less ambitious for a start - you can't raise or lower
land, just flip from one sector to another - and the game
task is much more obviously wargame based. Here you're
not 50 much manipulating the destinies of your little
computer peopla, you're leading tham

The control is thal much more direct - the game has
probably less depth, bul it's much more easily accessible
I's also very funny - the digitised voices (especially
recorded by real aclors, not the normal samples or crap
programmer-speak) particularly drawing you into the
game. Bul you can read all this and more in the review on
page 22 — what you really want to know s the thinking
behind the game, how this is intended to be different 1o
Populous. And who batter 1o 1ell us than John Hare of
Sensible Software?

Just listen to this — our onginal design for the game
that became Mega o Mania - and tell ma how close to
Populous it sounds! We had a space ship moving across
a scrolling map and shooting oul enemy control towers
with bombs. When you'd done that the land would tumn o
your colour and you'd have conquered the seclor - you'd
then move onto the next one. Rather than have the
normal shool-'em-up collectable weapons we had a

Perhaps the most wisually distinctive
of the new god sims, Mega lo Mania
avoids the use of bometric ID.

nuclear missiles.
factory where you would actually build them from material
you collected - indeed, the management aspect was as
complex as it is now, bul we had a shool-'em-up tacked

on top! "What basically happened 5 that the publishers
said it was oo complicated having the two sors of game

The

lighthearted
approach

One minute it's swords and spears,
the next it can be jet planes and

By opting for a direct control system,
Mega lo Mania transcends the ‘cold’
feel of some strategy games.

in there, and since we'd got more intarested in the
management side the blaster had to go. With that out of
the way, making it scroll seemed sort of redundant, so we
changed it 50 you were controlling a race of alien animals
Iving on a static piece of land. Later we moved 1o robols,
which is whare the sod of strange mechanical way they
reproduce in the finished game comes from, while the
collecting minerals to create things is a fairly obvious idea
used in a lot of games - Millennium 2.2 is one that
definitely spaings to mind

"And then - and this is where we were influenced by
Populous - the robots became itthe people 1o humanise
proceedings. It developed logscally from there really

HIMOd YOINY
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REALMS Virgi
Available Dclober

Realms is being developed by Grahigold, makers of the

ds (well known for being
50 we expect a lot. This
traight stralegy game atwout il
1 others coverad on these pages
a certain ‘realm’, you inherit a certain number of
5 pasd taxes by the othars, and
50 becomes strong gh again, you've got to walch
you dont overlax your Satesite thire are up 1o
e NS
1 they're hkely to take advantage of any
disgruntied cilies) 2’5 also the possibiity thal a town
f and form a new realm of
Grafigold apparently had the wea
rum days
dea thal

e enced up

as heir o the

cities. One, your

oS

mputer conroled re on the same

map, ar

I's ar

whal w

a Im

H550E Map-vigw 57
ans, and then a ckoser, more

Thes ks more of a fast and

wing the

Powearmonger-style battle view

The contoured 3D map, while small is incredibly effective,
the curves and details of land being remarkably clear.

frantic strategy game than Powermonger though, and on a
maore global scake. We're nol concemed with the abikbes
of indnaduals at all - each time you see a little man on the
screen he represents an army of 1,000 men

Since we've been working on the game such a lang
fime, the timing is turning out to be annoying — there

The
super-strategy
game approach

seems 1o have been a run on this sort of game, following
the American style of PC strategy games, but using
European front-end graphics. Many PC games sound
great but tum out fo be very disappointing 10 play — the
diea here is to get that scale, but make it all lots of fun at
the same hme

A conlrantation Realms-style. Each warrior graphic
actually represents a horde of the little blighters.

Tha other thing we've ammad al
purselves to any paricular place of
workd leel ke a real place, and making events unfold as
thia by woukd. s not as ¢ 5, say, Mega lo
Mania, which, whal il works as doasn’l really
represent the way things happen in real e — hawving sad
that though, we do have races of dwarves and elves in
our game which takes it out of the area of reality!

The idea is that sometimes you will feel ke you're in
control of the game, gaming maore révenue and spreading
your sphere of influence, and sometimes you leel iU's
g goes wrong at once and you
have 1o take desperale measures 10 try and ames! the
decline. We imagine you'll be frantically clicking away on
screen and icons, moving yoursell around, checking that
while you're fighting one engmy on your nofhem front
say. a plague ravaging your capital city and 0 on
I'm not exactly sure how really senous wargamers wil
take 1o it — there probably aren’t enough statistics in it for
them — but | think if they try playing it they'll find it
represents a battie in the most direct way, while using the

same real workd rules as all those bonng baltie games.

whiba nod fixing
time — is making our

LY

drivirng you, as everythir

SN

WOUIR REALM QR O
e R

More strategy-based than the other games previewed
here, Realms could represent the future of wargames.

FLAG Gremli

Available November
Flag looks a bil
¢ things, and pr
K, but i real

v lirst

ke the 1 of these large scale 30D
jes a v
y it's proba

real differe

y similar sounding
y the odd man out
e is the scale - you'né much

jeed, the wew is mona that

ous), and while the game-play

The paintball
approach

is based on a conflicl batween two ir

the mos! [H"lfiil'i!

With Flag you are placed very much in the middie of the
action. There's no giant world to conquer here.

The blue standard bearer mopes inconspicuously in the
corner while his buddies go in search of the enemy flag.

all-out war as a stealthy commando-type operalion — your
task, as leader of one of the tribes, is to steal the other
side’s flag and get it back to your base, NOT 1o simply kil
everyone in sight. Yes, you're night, despite the medieva
trappings, thas is basically a painiball game

We actually have the choice between playing the
game in the prettier 30 view or a 20 looking-siraight
down-on-the-map view,” says programmer Simon Cooke
In the 2D view the scale is a lol smallér 50 you can get a
better idea of what's happening overall - when you stan
out you'll probably use that most, but I'd recommend
swilching between the two during the same game
In two player mode the game gives each player 30
seconds or a minule to take their wen, and then the little
men fight it out from whare they stand using their in-buill
artificial intelgence

Qur plan is 1o make it as whot proof as possible,” says
Simon, “s0 we're nang 1o get nd of icons and olher
confusing controls as much as possible, making the game

easier 1o use. I've been getting very paranoid that people
are going to lump 1his in with Populous, but once they see
the game | think theyll be immediately aware of how
different it i5. We're making no attempl 10 simulate the
world here - | know the lact that we say it's a confkct
between two lowns that extends through the ages Sounas
like that, but in fact all that really changes is the
architecture and the clothing. The time period is from the
medieval 1o the Elizabethan, so the technology level
remains more or less the same. I's no Mega lo Mania of
whatever - this is much smaller scale, shor-term stralegy
thing. Much morne an act:on game

Indeed, if Popwous puts you in the role of a god, and
Powermonger the role of a general Flag is perhaps best
imagined simulating what s like being a sergeant in a
combal situation. It makes you itch to know what Simon
Cooke's collaborator on Flag - lan Harling - could have
done with his Vietnam game The Lost Patrol using a
similar systam

With graphics reminizcent of Ultimale's old Spectrum
games, the tone of Flag is very much one of fun.




UTOPIA Gremlir
Available October
Gremiin's Uopia is set on a
the future - henca
il re and 50 on
pe sometnic
aclually has a |
god-sim’, Sim Ci

ther planet at some time in
all the: pink '}'“- nd, Dan Dare style
and while it shares the diamond-
nt ol F'-::pu ous, the game itsell
comman wilh the other classic

arc

Yes, says programmer Graham Ing, the man behend
wi aciually ke it il as a sor
jame came initially from
thanisng it '-'-JIJ'U D

The idea for the

'! C:l-:l War th I1f.;|
i of how much
down view we
11 think the

Mdp-View anymora

reedom that would give

Diceng eve sometnc viewpont certamnly
makes il ook a lol more iImpressive
What | 5 15 thal you star oul, in your role as

wader ol a sg

planet ~ about

cosony, with a sma
100 peopla, eght busl

| outpost on an aban

and that's

The futuristic theme to Utopia makes for some interesting
graphics. Just check out these building designs.

The sci-fi approach to the god sim concept is Ulopia's
winning card, lending the game a less pretentious feel.

The isometric
Sim Clty

approach

about it. I's your job 1o mine resources, build up industries
and make your seltlement grow — since the air isn't
breathable hera I"||;"|,|i._'l|l" YOLUTe in a much more precancus
pesition than in Sim City, with keeping essential supplies
coming being your first priority. The map you get to scrol
around 5 maybe len screen by twelve screens across - in
thaory it's possible to fill the whole lot with your
metropoks, thowgh in practice the best the programmers
have managed covers about a third

Where Uiopia really differs from Sim Cily though is in
the war element - it's not unlike that of Mega fo Mania in
fact. Somewhare off the edge of the screen is an alien
settlernant - of dilerant types with different ca

PREVIEW SPECIAL

The modular city designs takes away some of the realism,
but leaves the game simple to grasp, much like Sim City.

different levels - and sooner or later they
attack you. It's up o you then 1o
preparation lor this happening
o develop waapons is a good wdea
your people to stnke back as need be

g o
up your delenses in
g SOMe men aside

and thar

organisa

A minor civilisation in full swing, the similaritics with Sim
City become more apparent.

CASTLES Electronic Arts
Available early "92
Already a big(ish) PC hit, Castles will be ready on tha
n Movember or De Little has
2an on thal version in thes country 5o far - which s
ese are PC screens you see here - as it's being put
logether by Inlerplay, the well-known Amencan
developers ol The Bard's Tale senes, Neuroma
Wasipland and Battle Chess
S0 how does it all work? Well
1 P us, Rairoad Tycoon and the Atar
game Ramparts (itsell being devel
Domark). You play the lord of a castle - or a number of
casbes on more sophisticated levels - and the aim of tha
&5 10 a) complela your castie (iha dessgn is up 1o
b} build up your arméas, and c) defend against or
ds. It's not all straight fighting thowgh
ncluedes a kot of that keeping-people-sweet

per, all being we

nce

Magne a cross
arcade
yped for the Amiga by

L

Sometimes Casties feels less like a god sim and more like
a construction company simulation. (PC screens shown)

though don’t be too soft on them! A Inghtly taxed people
may be a happy people, bul they're also a badly defended
one, and that means you'll be pul out of the game pretty
damn smartish — also, it's worth remembering that
keeping the church and your armies sweet was at least as
important io the average medieval tyrant as tha general
well-baing of the peasants

Castles has been criticised on the PC for being a bit
oo samey, with less of tha grand scale and vanation of
events you get in games ke Populows, though apparently
5teps have been taken 10 reclify soma of thatl with the
Amiga. Just how eflective these improvements will be
remains o be seen

I think it's fair 1o say thal there are a number of
games arcund at the moment that've been influenced by
that whole Popwlous/ Sim Cily thing,’ says EA's Simon
Jefirey, "and this is one of them. It is odd though how
things seem 1o come in trends, often without anybody
imvohved being at least consciously aware of it. Castles

Statistics in abundance, the PC version of Casthes has been
criticised for it's lack of scope and feel.

has been included in with all the large-sc
games, bul equally it's been caught up
medieval castle-based game thing. T

The medieval
approach

Ramparts arcade maching fo
ol a puzzle game — almost a cross between Casties and
Tet and then there's a game from Mindcraft called

The Siege due early next year which has a similar theme
Mindcralt games tend to be much more hardcore role

playing onentaled though, so | sea
it's odd how these things come abou

¢ a slan, which is much more

The castie only part complete, it's time to get the archers
ready in preparation of the enemy assault.
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WORK IN PROGRESS

' ALL THIS ™
AND
LOTUS II

It’'s a hive of activity at Gremlin all right. It’s been two years

1991
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lan Stewart: Gremlin bess and all-round chulfed person.

IN PROGRESS

now since lan Stewart bought a slightly sorry looking and
rather run-down little company back from US Gold, and you
really wouldn’t recognise the place. Not surprising actually,
since they’ve moved - offices held at various times in
Walsall, Birmingham and Derby abandoned in favour of a
warren of tiny rooms in the middle of home town Sheffield.

Physically at least, the company’s back where it started around seven years ago.

LOTUS TURBO
CHALLENGE Il

Lodus Il - notice the missing word “Esprit’,
due 1o the fact that thera are Elan-based
sactions in this new game - is baing put
together by Sean Southern and Andraw
Marris al Magnetic Fields, the team behind
the first game. Sean, in particular, has one
hell of a background in driving games
both Supercars, Super Scrambie Sim, Kick
Start et al — and it shows. There are things
being tried in this new Lotus that just
haven't been sean in other Amiga car
racing games

Tha first ditference 1o take on board
over the oniginal Lotus i thal this new one
isnt based around race tracks — instead,
it's that old favourite, the OutRun-stybe
chase across America. There are eight
stages. 40 time checkpoints 1o cross, and
various backgrounds ranging from desert
to swamp 1o forest. In play the immediala
difference over the first game is that you
get lots of different coloured cars (rather
than milfions of red ones) and that the full
screen is employed in single player mode
{the unusual horizontally spiit affair is
retained when you'ra racing a chum).
More spectacular, though, are the new
waather conditions. Here you can see
snow, rain and the quite spectacular fog
sequences — where cars, irees and sign
posts loom up out of a vision-limiting
greyness - but the finished night driving
sequence is said to be spectacular 100,
with objecis again only becoming visibie
as you get close lo them. It's fast oo -
perhaps aven faster than the first Lolus

Of course, in every other way it's a very different firm. The impressive thing isn't just that it's now a
proper company again, though there is that (Gremlin's no longer just a handful of blokes using the
resources of Centresoft/US Gold to see them through) - it's that the products have been there too.
You couldn't really say they've had a duffer since, well, Impossamole — certainly the Switchblade,
Supercars and Lotus triumvirate, all three of which have spawned successful (or soon to be
successful) sequels, has worked miracles for the company. ‘There are people who remember

Gremlin from before
we became known
as the driving game
people,’ says boss
lan Stewart, and he
looks all set to
remind us all of the
fact too - this is
quite simply one of
the most interesting
Christmas product
line-ups they've
ever had...

'V soamtns MR

Lotus Ik Seen in these four sereens in single player mode (the two-player uses a split screen
i la the first Lotus) it's already obvious that it's a far more impressive game than its
predecessor. Ther.e are still a lot of graphical glitches in the desert section [bottom left) bat
check out the snow and (especially) the fog scenes on the right - nothing has been done like
thiz on the Amiga before. There's life in the sprite-based driving game yet...



game - but it's the weather conditions that
will win people over

Andrew Morris is graphic artist on the
project: ‘One thing we were certain we
wanlad to get in was the full screen
dispiay in one player mode — it's
somathing we were trying for with the first
Lotus but didn't quite have time 1o get
night, 5o this proved the ideal opportunity
for us

The thing everybody comments on is
ihe log effect and yas, we're very pleased
with it. 've seen people do fog on a couple
of things, but | don't think anybody's gat
anywhere near ours. Other things we're
peasad with foo include the fact you can
nk two Amigas to get four players racing
al once — each using a half screen display
- and the fact that having the races come
n stages with check points makes them
more exciting

| think this is il for us as far as racing
games are concerned though - for the
moment at beast. | know Saean (Southamn,
the programmer) wants lo have ago at a
shoot-'em-up next, and hopefully we'll be
able 1o make a good job of that loo. The
ihing is 1o look at existing genres of game
and then hopefully find a new way to do it
that nobody’s done belfore

HARLEQUIN

Play Harlequin and you're immediately
reminded of someathing. It's the way the
main character leaps, slides and bounds
across the roof lops, the way the baddies
all seem 50 stalic by comparison = hell,
gven the way he hang-glides in at the starl
of things! That's right, on first appaarances
Harlequin - a coin-op style leap-around
leaturing more than ks fair share of
moving platiorms and the like - seems
heavily influenced by, of all things, Strider
It's an eight way scroller - unusually, the
masn character walks right to left much of
ihe bime - built up of a fairy genarous 20
avais. Al one point they were apparently
not sure whether the main character
should be armed, or simply use his agility
io dodge the baddies, though as things
stand now weapons are certainly in the
game plan

Hartequin is baing pul together by
Andrew Findlay and Ed Campbell of The
Warp Factory, newcomars who've
previously only worked on the unreleased
baat-'em-up Baftlebound fior On-ling

50, Andrew, it looks to me a iol
like Strider

‘Well, yeah, perhaps some of the bils
you've seen, but we really haven't looked
al Striger very much at all = | think that'll
become clear as you see more of the
game. What wa've been aiming at is
simpsy getting a smooth scrofling platiorm
game on a grand scale - we've tried 1o
have lots of interaction with the
backgrounds and use as much
imagenation as possible. Al one point our
hero hangs off the arms of a giani clock, in
angther he has 1o avoid being eaten up by
giant faces who are frying to suck you up
through a straw

What we didn't want was one of
ihose games where you just follow a linear
path through the levels and once you've
completed the game, that's it. Maximum =»
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THE LEARNINE CURVE

THE JUSCLERS
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Harlequim It doesn't remain this purple - or this static - for long!(1) Al the top of this tower there's a giant clock - Harlequin has to
hang from it like Robert Powell in The Thirty Mine Steps”. In fact our hero uses lots of circus-type skills - wire-walking (1) amongst
them. It's when he's sliding down the angled wires (or indeed angled roohops or other walls (3 1) that the game becomes most
reminicent of arcade and US Gold home computer semi-classic Strider. Harlequin is at least as acrobatic as that character, but lives
in perhaps a more interesting world - the waterfall scenes (4] could come from Switchblade If or either Turrican game or goodness
knows what else. You couldn't say the same about some of the other places he goes though - Harfequin has a bizarre, dream-like
quality to it, especially graphicaily, quite unlike just about any other game. Some of it is simply hard 1o work out - we'll have to wait
until we play the game to really find cut what's going on in this circus-like location (5], while others are more identifiable, if just plain
bizarre. The House Of Cards (&) provides a number of weird platforms built from, well, playing cards, giving the game a surrcal edge
similar to Balmian comics, The Avengers TV show (or just aboul anything else that has giant playing cards in it). Iven weirder than that
though is the bit with the giant jugglers - ‘Harlequin must leap from ball to ball to make his way to the heavens' apparently - [7)
while The Learning Curve (ahem) - looking like it was ‘filmed' on the over-sized set of a manic Play School - puts him in a giant
kiddiez bedroom, complete with sad-looking (and hopefully non-hostile) giant teddy bear (1), There are no two ways about it -
Harlequin is one interesting-looking, but very peculiar, game.
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playability i5 what we've
aimed at, and to try and get
that we've allowed you io
take many diferant roules
through the game. At one
podint, for instance, you re in
a room full of TVs
depending cn which one you
pick, the naxt levels will be
based an the theme of
whatevesr programma was
playing at the time

Ed, you came up
with the bulk of the game
design, didn’t you?

Yes. First we thought of lots of ideas
for levels really, and then we
tried to think of ways o string
them all together, What
we've andad up with is a
game wilh a ver y dréam-bke
slightly surreal atmospherns
where just about anything
can happen. For instance, in
one bit the harlequin furns
into a fish and you find
YOUrse: | swimmeng Lhrough
the sewer uu‘:le" for a bit

If you had to name
one game *.r:ats been an
influence, what would it be?

Waell, | don't think there are any that
have really influenced us,
but one we like the leel of is
Switchblade Il - it's really big
and has a mce leeling of
freedom of movement about
it. That's what we 0 go for

‘work MR GREMLIN

IN PROGRESS

Videokic: You wani giant end-of-level
baddies? Hey, you got "em!|

Videokid: The first level is set in this
harror-film style castle abtair.

VIDEOKID

The concepl behind this is
simple, '.Zr-:u_,:]'m apparently
added al quite a lale stage 1o
: whal was a fairly ordenary
culesy platfarm shoot-'"em-up thing. Put
together by Stuart Cook and Pater

Tanersall of Twilightin n many ways lan Stewart still looks fairly young, but the
Harrogate (the people hair’s the giveaway - the sort of silvery grey the head of
working on Ocean's WWF the family always sports in US mini-series. Perhaps it's the
Nrestiing and US Gold's worry and struggle involved in turning the company around -
Mg fo, SR D These last two years have been the hardest for sure,’ he
POy S says, ‘but they've also been the most enjoyable’ - or perhaps

character who lives his life

ummummn&mmmm;uum
but this is perhaps the biggest room in the building - Gremlin's long, thin offices
contain a string of tiny self-contained work arcas, gach the size of a small bedroom.

Videokid: Notice how our h:ru doesn’t
really walk as such — he flies around.

P through — or, rather, in it's merely in keeping with his status as a senior industry-type
@ videos. Hence an excuse for figure. After all, he’s been around quite some time...

mediaval castles, "30's
T Chicago and the like as Were you always sure you could pull Gremlin back towards being
: backdrops. The basic a major player again?

thinking behind it is that if ‘Of course. | put an awful lot of money inta it and a lot on the line, so |
. Egm.-.;.q.rga.:;,,f-;.,; n vids had to be convinced it would work, didn't I7 It's belief in your own ability at
-  Wideokict In fact, you couldn't tell it here, then it's fair game — though you're the end of the day, and belief in ﬂu.r people around you or who you can
o bt it's more blaster than platform game. obviously not going to get any attract to work for you that counts.
w recognisable copyr ighted
0 characters (say Freddie from How do you feel people view Gremlin now?

the Nightmare On Eim Street “Well, the perception that's getting back to us is that this is a company
1 o e Ao that people are really watching, or at least, should be watching. Obviously
w 5 o e it Fors we can't get complacent, and we don't have vast amounts of corporate
z ST) CEPRIG.UP, S0 money to bail us out if we make mistakes, but | think we czn afford to be
o neither is thera going to be cautiously pleased.’
o anything remolely saucy
o . SVECUn fact,” says Do you see big changes in the market over the next faw yoars?
o Stuart Cook, ‘this is really a “The Amiga market is obviously very important to us at the moment,
- shoot-'em-up masquerading and I'm sure it will remain so. It has to be really - in the UK it's the only one
= as a platiorm game. What we've got! - though it has to be said the PC is coming through a bit in
<

Videokid: Having said that, some bits are
decidedly Wonderboy-ish.

ot |:' TV, ona

and shightly unusual, 1o say the least! -

happens is that this fairly
average kid, who jusl
happens to watch an awful
ay gets dragged into a new

Europe. What's happening is that we're filtering out the bottom end - the
Spectrums and so on. The other thing that's become crystal clear is we
simply have to become heavily involved in the console market by next year.'



WHERE DID THE IDEA FOR PLAN 9

FROM OUTER SPACE COME FROM?
AND WHAT DOES ‘GBH’ STAND FOR
ANYWAY? IAN STEWART ANSWERS

THESE QUESTIONS AND MORE...

Gremlin have recently acquired a number of unusual
licences - Lotus, Hore Quest, the recontly announced Plan
9 From Duter Space. How is this working out?

Very well indeed, and they're certainly a lot of fun to be involved
with. David Martin (who used to run Martech/Screen 7) handles most
of our licence acquisition. He sources them, comes up with proposals
and g0 on - I'd say probably 80 percent of things we put proposals in
for dont come off for one reason or another, but the ones that have
are proving interesting”.

How do you come up with the idea for something like Plan
9 From Outer Space?

‘Sean Kelly, one of our product development people and an ex-
journalist [indeed, he used o write for magazines like CU Amiga,
Zero and Your Sinclair), came up with the idea. Some of our
devalopment people in Ireland wanted to do a Cinemaware-type
product based around the theme of ‘B’ movies, you see, and we
started looking around for a suitable licence, but Sean - who knows
about these things - immediately jumped up and said 'f your making
a game based around a crap film it has to be Plan 9 From Outer
Space, because that's famous for being simply the crappest one
there is’. When we eventually managed to get hold of a copy of the
video we simply couldn't believe how bad it is! The game we've come
up with is very knowing and very tongue-in-cheek and hopefully very,
very funny.’

You guys have built up quite a rep now for doing driving
games, and with the second Lotus game due soon it seems
to be continuing. Is it something you intend to keep up?

I think we'll give the driving games a rest for a while, to be honest.
We're going to go a bit more actioney, a bit more arcadey, and a bit
more upmarket - basically just diversify a bit more. There are people
out there who remember Gremlin from before we were known as the driving
game specialists, you know!

‘Our basic thinking is that a two player driving game is a two player
driving game, and if we give it our best shot with the second Lotus we're going
1o really exhaust that area for a while. Better all round really to try and come
up with something new.’

Everything seem to be developed out of house these days. That's
not the Gremlin | remember.

‘We have to - it's simple. It just takes a lot more people to complete a
product nowadays, especially if it's across a number of formats. You have to
make sure that every product is the best that you can possibly do too, and that
can mean making sure you get people who are particularly good at a certain
sort of game to work on that project. It also means you have to get a lot more
selective about what you release.

‘For instance, with something like Gary Linaker's Hotshot - which isn't a
bad game - we never released it on 16-bit at full price because we thought it
simply wasn't good enough to justity the price tag. We held it over and brought
it out on GBH, our new budget label, at £9.99.

It's a similar story with a new product we've got called Pegasus. It's
always looked good visually, but when the developers first brought it to us it
didn't play all that well at all. It's taken a lot of work to get it to the stage it's at
now, and | really believe it's got the potential to be a first class product. If we
can't honestly review a game ourselves at around 85 percent I'd be very
unhappy about letting it go out. It's as simple as that. There's too much at
stake now - you just can't afford to put flawed products out there anymore’.

Finally, what does GBH stand for?

‘A-ha! That's really up to you! If you're a young, aggressive sort of a
person, it'd probably stand for ‘Grievous Bodily Harm', which sounds suitably
macho and so on. i, on the other hand, you're a bit older, a bit more mature,
you're more likely to think of it as ‘Gremlin Budget Hits’ or similar. It's certainly
a striking phrase, wouldn't you say?'

Thank you, lan. if you're going to keep making jokes like that | think we'd
better leave it there.

Videokict He's an odd-looking chap, this
Vidkid - hiz hair keeps changing colour...

JELLYBEAN LI P
Videokidt ...as do his clothes, depending
on the level (or ‘video') he's currently in.

MNow this one is weird. Imagine

tha har

Jellybeam Ah, yes. Mosi peculiar. That's you
there on the right (the rather sorry looking
aul. a Gonk character), those other things are the
them = bzans, and, erm...

Space Crusade: Imagine Mero Quest erossed with the high tech space-maring stufl
of the movie Aliens and you've got some idea ol what Space Crusade will be like.
The look of your rather squat littie men are all highly reminicent of the little lead
maodels you get in lantasy role playing shops - hardly surprizing, that's where the
board game started life.
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ncradibly sucCassiu
Herp Quest. Space

ame | relans

wis-style charactars
by robots, aliens

i 50 on. For a start

: game is played in plan view

which makas it rather easier
on. Claimed to

o Ques! all-roumn

on He
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first game — the cardboa
ersion of Space Crusade hasn
around all that long but is already the sixth

biggest selling board game in the UK

Evmart B thinas
Expect big things

SUSPICIOUS CARGO

5, ICOn Sinps

ed cameo

sCrear

player control the
sns of our hero as
'__':.r: g5 s Cango

through customs, laxkas

Jellybean programmer Tim May: 'l quess
you'd call it a sort of anti-Lemmings.’

Game-wise, the buck stops here: lames
Naorth-Hern, Gremlin Technical Director.

suspended

ialon Sysiem
and 50 on. Things
redlly heat up in
thia second par
though, whan -
yes! — a distress
message from
another ship
wakes him up
(shades of you
know-what), and
things starl 1o go
WIOng in a Senous
way. With
averything lrom a
boQus Space perale
atack 1o the genalically-angineanad alen
ndead formed his

a

Ki Mg machime (wht
; Caping anad runmng rngl around
his ship 10 cope with, the game's going 10
HEEp you very DUSY mnoead

Possibly the oddest thing about the
d it sounds ke an
nareo, you must admil — is the
ade sequences you musi
riain points in the game
The ‘Repel Boarders' sequance whan tha
space pirates attack actually turmms out 1o
be a variaton on Operation Woll, while the
Moon Lander ba works yas i
sounds. All good old time fun, no doubt -
parhaps the most interesting of these
saquences being your 30 Dungean
Master-style stalking of the monster
through the holds of the ship

Suspicious Cargo has been put
together Dy programmers Gareth Davis
and Dawd Lincoln, graphic arst Jules

ntnguing
Sernes ol mi

compiale a

Holign and designer Martin Cowan at
Imagitec

the window system you're
15 a bt like the one in
Wond d. Do you think that's the way

forward for text adventuras?

Actually arginally il was a ol mora

ke Wondariand than it is now. We slared

with a windows sysiam, but it was just 100
slow — exactly as it was in Wonderiand,
which we weren’l 100 imprassed with — 50
n tha and we weanl for a lexible fixed
system, one which offers you eight
variations on the layout, nol quite as much
as Wonderland but more than sufficient
Texi-based games are pretty much dying
don'l think tacking windows on is
aally the answer — wa'va made sure the
whole game is playable purely using the
icons, and we've added these arcade-styla
sequences for a real change of pace

ink you'll put off
adventure fans with these bils?
: be honest, 1ext adventure fans
will SNap up Il..?'-'.
about a"l"'“':"'lG at
the moment -
thara's nothing
much around - 0
dan’ think thesa
action bats wall put
anybody off loo
much. We're
aiming at the
Sierra-type game
playar anyway, |
guess — lhose
people who are
used to graphics
wilh their
aaveniuras. =

SUSPICIO

CARGO

Here's where the game starts, in
a "coffin’ (a small plastic pre-fab
hotel ‘room’) rented out near &

space port. Very eyberpunk.

And here we have one of the so-
called ‘animated stills’ it would
seem - one of the contrel
consales on your space ship.

: pheTs
iy kl
AT O e

And then there are the puzzley

bits - this is possibly something
to do with fizing your hyperdrive
or suspended animation.



5O CUTE... IT'LL MAKE
' YOU PUKE!!

bizarre has happened in the fairy village... the
cha from chmn’d r.;l:q:phl h:?_ﬂuﬂr
even gone a dnapped
ic fairy heroes, Tam and Rit.

1

be saved whopping anything
T B B':I’“'Ilhlld*“h
- their magic rods.

So cute... it'll make you M‘?

- Amiga, Atari ST £2599

U ATTTRETAY B4 cassette and disk - £11.99, £1
AL Spectrum cassefte - £11.99
London, SW11 35U o SO m SNt o R e
Tel: (071) 585 3308, - B



DMA Design, brainchild of programmer
David Jones, notched one of the biggest critical
and commercial Amiga successes ever with
Lemmings. We sent Stuart up to their Dundee
hideout fo mull over some other software hits and
misses with them. (And talk about Lemmings)

IN THE BEGINNING
Dave - After working at the Timex factory in Dundee, | wenl 1
college, wherng | began programming wilh ing AMmiga versiorn
ol Menace

Brian
he asked

Russell

LEMMINGS

Dave Jones: It's been tw
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MENACE

Brian - This was the first ever DMA Design game. If I'd
known then what | know now about Menace, | think I'd
have put Dave's name on the front and pretended | had
nathing 1o do wath it! It was his baby really, he used to sit
al the back of the class at college busily writing away,
and everyone assumed he was taking noles, but he'd
aclually be designing graphics and enemy patiemns for
Menace. The game itselfl was a good starting point, | hadn't
really done any 68000 programming belore, it was the first
major thing | did and to me, it was well worth doing, just, er, 1o do
Wedll, you've gol to cut your leeth on something. It was one of the first
games to aclually use the Amiga's copperlist graphics, make use of the hardware, and this
made it a real pain 1o converl o the other formats. if you've ever seen the ST version, it's
completely dreadiul
Aussell - Menace was a valuable leaming experience, for reasons not really related 1o the
game itsell. Before then we all knew how to program, but it was the first time we'd had 1o, for
example, work 1o a deadiine. There were a lol of ways we'd have liked to improve Menace -
I'd ke o basicalty rewnile it completety from scratch - but we couldn't, simply because we
had deadiines to keep. It made us realise that it wasn't a hobby
any more, W were running a business now as well

BLOOD MONEY

Brian: We'd have made it easier lor
starlers, thal's been the biggest criticism
we've had. Cerainly the first lew levels are
just oo lough for most people. The last
level of a game has got 1o be difficult, and
wi'd have kepl thal one as il is, but it
needs 1o be a bit more forgiving to
actually get info. Russell and Dave
played the game and played it, and Dave
himsalf is a big shool-"em-up fan and he
felt that he wanled to do a really hard game
for shoot-"em-up fans. The problem was that
not everyone who bought the game was
looking lor something quite that hard. | think we
learnt thes lesson with Lemmings, you have 1o have
some easy levels 1o start off with and let people into
the game. The first levels we did for Lemmings in the
ongnal version were things which are now in the Mayhem stage, but
we spent ages working o try and gel the difficulty curve just right. To be honest, |
don'l think there's much else wrong with Blood Money, the graphics and control
syslem and 50 on are Just about as good as they
could be, | don’l think we'd change
them at all

THE FUTURE

David: A lot of our time is being taken up
with Lemmings stufi. As well as Lemmings 2
wa're doing a Lemmings data disk with hots of exdra
levets for the oniginal game, a Lemmings construction kil, a Lammings
demd that we're going to be releasing info the Publc Domain featuring
the Lemmings Band, and we've had some creative input on the
Lemmings coin-op oo
Other than that we're working on a game called Walker (working lithe)
which is mostly being done by lan Dunlop. It's coming along quite well,
but there's a lot of work in it, and we're not expecting 1o see it finished until
January or February of next year. In fact we've made soma prefty major
changes lo it quite recently, taking out an Nemesis-style shool-'em-up section that
we felt just wasn't working. It looks like being a fairty good product, if's gol some great animation, loads of parallax scrolling,
and vaned gameplay, although it's basically a shoot-'em-up at hean
Scoft is working on a 30 game under the title of Hired Gun, which is a sort of cross between Gaunfiet and Dungeon Masfer
You can have lour players al once (on the same Amiga), and they battle against each other in first-person perspective
using lots of realistic tactics like pushing each other off clifts and shoving walls and blocks around to trap other players
Scoft is doing most of the game himsell, and he's spending a lot of time making sure it ends up exactly the way he's
envisaged it, really polishing it up. It's the kind of thing we're going for in the fulure, we're aiming for the best gameplay and
the best looking games too
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JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK “awerlay” shows all the information you could ever need to work on screens.
Special compacting technigues enable up to 3 programs to fit on one disk. Mo other product comes close to offering such dynamic screen handling of
How saves directly to disk as Amiga Dos - reloads indepandently of the frozen programs!
cartridge - aven transfer to hard drive! Works with up to 2 Megs of Ram - MUSIC SOUND TRACKER
even 1 Meg Chip Mem [Fatter Agrus). With Sound Tracker you can find the complete music in programs ,

UMIGUE INFINITE LIFETRAINER MODE - NOW MORE POWERFUL demos,ete. and save them to disk. Saves in format sultable for most track
Allows you to generate more and even infinite lives, fuel, ammao, ele. player programs. Works with loads of programal!

Perfect as a trainer mode Lo get you past thal “impossible” level. Very AUTOFIRE MANAGER
sasy to use. mmulmmnm-un—mmnﬂhﬂlum
IMPROVED SPRITE EDITOR from 0 to 100%. Just imagine fire p T Joystick 1 and 2 are

The tull Sprite Editor allows you to view/modily the whole sprite set sat separately for that extra advantage!
inchuding any “attached” sprites. RAMNGE OF IMPROVED FEATURES. DISKCODER

VIRUS DETECTION With the now ~Diskcoder” option you can now ‘tag’ your disks with a unique
Comprehensive virus detection and removal leatures to protect your code that will prevent the disk from being loaded by anyone else. Tagged®
software Investment. Waorks with all presently known viruses. disks will only reload when you enter the code. Very uselul for security.

SAVE PICTURES AND MUSIC TO DISK PREFERENCES
Piciures and sound ples can be d to disk. Files are saved Action Replay Il now has screen cok i with setup.
directly IFF lormat suitable for use with all the major graphic and music Customise your tuwhyu-h-n Very simple to use.
packages. Samples are displayed as screen wavelorm. DISK MOMITOR

SLOW MOTION MODE Invaluable disk monitor - displays disk information in easy to understand
Now you ean slow down the action to your own pace. Easily adjustable format. Full moedity/save options.
from full speed to 20% speed. ldeal to help you through the tricky parts! D05 COMMANDS

RESTART THE PROGRAM Mow you have a selection of DOS commands available at all times - DIR,
Simply press a key and the program will continue where you left off. FORMAT, COPY, DEVICE, ste.

FULL STATUS REPORTING DISK COPY
At the press of & key now you can view the Machine Status, including Fast Disk Copy at the press of & button - faster than Dos Copy. Mo need to load
Ram, Chip Ram, RamDisk, Drive Status, elc. Workbench - avallable at all times.

POWERFUL PICTURE EDITOR BOOT SELECTOR
Mow you can manipulate snd search for screens throughout memary. Either DFD or DF1 can be selected as the bool drive when working with
Ower 50 commands 1o edit the picture plus unigue on screen stalus Amiga Dos disks. Very useful to be able to boot from your external drive.

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

Full MES000 Assembler Disassombler Full sereen sditor Losd Save block Write Siring 1o memory Jump to specific sddress Show Ram as text Show
fraren piclure Play resident sampie Show and edit all CPU registers and flag Calculator Help command Full search leature Unigue Custon Chip Editor
allows you to see and modity all chip regisbens - sven write only regisiers Hotepad Digk handling -
show sctual track, Disk Sync. patiern elc Dynamic Breakpoint handling Show memory as HEX
ASCH, Assembler, Decimal Copper Assemble Disassembile - now with sullix names

WARNING 1988 COFYRIGHT ACT WANNING

HOW YO CEY YOUR ORPER FASY!

TELEPHONE [24Hrs] 0782 744707 CREDIT CARD ORDERS -~
CRDERS HORMALLY DISPATCHED WITHIM 48 Hre. ALL CHEQUES POSTAL ORDERS MADE PAYABLE TO.... Af Iﬁ
SO JIA S hh hmd b A AOINIECS JIIE s } Z

N

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.
FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324




STAND-ALONE

1500 COMPUTER

(@ 512K AMIGA £329.99 |
® TV MODULATOR FREE
® MOUSE CONTROLLER = FREE
PLUS! - FREE FROM SILICA

® ARCADE ACTION PACK

® PHOTON PAINT 2.0

£229.78

£89.95

TOTAL RRP: £649.12
£320.72

£329

D
NEW! CARTOON GUSSWS PACK

YOU SAVE:

S12K AMGA 0 s uuer PAINT I8 T SILICA PRICE:

| £329
K01 AN OPRISON 00 mmcatg acTon etz | PLUS! FREE HOLIDAY ACCOMMODATION |
SUTWARE - ENTERUMMGNT - PHOTON PANT 20
BART SIMPSON TOTAL RRP: T906.57
CAPT PLANET & PLANETEERS YOU SAVE: I8
LEMMINGS

i . SILICA PRICE - INCLUDES VAT + FREE DELIVERY

SR .£399
HOLIDAY

SLICA PRICE - INC VAT -+ FREE DELIVERY

§ FROM SILICA

o WITH EVERY

(TOTAL FREE PACKAGE)

An@ A.]E ﬂs'ﬂﬂﬂ ARCADE ACTION PACK - £229.78:
Asterix - By Cokiel Vision . £2499
The new Arcade Action Games Pack is THE Chess Player 2150 - 8y cP Sofware . £24.95 I
e e eI oL RN ouDS. fel g Drivin' Force - sy Digitai Magic ... £24.95
r:nﬁfgﬂ:uﬁhuw“ﬂhﬂni is mmm Live & Let Die - sy eie ... £19.99
Bt T oo s ed | [ OnSlaught -  mon £2499
when Amiga 500 from Silica. L Pipe Mania - sy Empire Software £24.99
= Rick Dangerous - ay Firebirg £24.99
FREE!) __£219.78| I | Rock ‘1 ol - o7 e 4w 51898
PHOTON PAINT 2.0 76_NIGHTS HOLIDAY) | | Soucek - & Us Gou . ; E1m‘l
(FREE! S5S0NPA 28 |(FREE! 2 Strautiostoar) | | mivil Pursit - o, ooman s
ART PACKAGE - £89.95:

Every Amiga 500 from Sdica Systems comes with a FREE | Every Amiga from Silica comes with a FREE 72 full
Photon Paint 2.0 (RAP £88.95), one of the most advanced | colour ’

an packages available for the Amiga. With it, you will be
able to harness the extraordinary graphics power of the
Amiga and produce inspirational f‘m" -,
pictures in minules. With 4088 | 277
colours, your pictures will reach ife- | I8 1
like appearance. These can ba | il i

Photon Paint 2.0 - By Microiiusions . £89.95
TOTAL RRP: £319.73

2% $320

animated in real-time uging a vast

range of graphical eMects. including |
blending colours and dithering,

stencils, shadowing, H L I
contour mapping and £§E95 -
surface mapping.

PLUS! FREE HOLIDAY ACCOMMODATION

— MAIL DRDER: 1-4 The Mews, Hmne{ Rd, Suwp. Kent, DAY dmt Tol: 061-309 111
SILICA_SYSTEMS OFFER YOU || Fumsor mor™ =5 G cum o o woss i ovi o
& TECHNICAL SUPPORT NELPLINE: s o A tecomc ity o o v | [ RO ELFROGESY,_ 1t foo, 30 Gitod Sl London, WIA 46, . 071620 2

® PRICE MATCH: We normally match competions on a ““Same product - Same price™” basis
& ESTABLISHED 12 YEARS: Proven track record in prodesssonal computer sales
* BUSINESS + EDUCATION + GOVERNMENT: olume discounts avalabls foe Larpe arders
i SHOWROOMS: Demonstration and training facilties at our London & Sidcup branches

® THE FULL STOCK RANGE: ANl ol your Amiga requirements from one supplier
® FREE CATALOGUES: Wil be mailed 10 you with offers and software/periphersl detaits
® PAYMENT: By cash, cheque and all major credit cards
Belore you docice whan 10 Duy your hew Amega COmpuUIor, we SUQEes! you Think vedy cansluly about
WHERE you buy . Conmider whal it will be b a few manths after buying your Amiga, whan you
mguine addilional pevipherals or software, o halp Bnd Bdvice wih your neew purchase. And, will the
company you buy trom contact you with details of new products? Al Silica Sysiemns, we snsus that
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mcurw o l-l Tht Mews, lel!ﬂ!yﬂﬂ Sﬂcun Kent, IJAH- llll ‘H H’l‘;ﬂ (]

l'___"""'_____"'__"\
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GAME REVIEWS Sliders + Sarakon

REVIEWS

CONTINUED

Welcome back to the game reviews. Budget,

compilations and PD all have their own

sections later on, but first, the full pricies...

SLIDERS

Publisher: Palace

Price: £25.99

Authors: Philippe Banwarth
(game), Cedric Cazal & Franck
Renard (graphics) at Microids
Release: Out now

Oh dear, oh dear. | tried io like this, |
really did. Il's another of those shightly odd
puzzlerfiuture sports-type games thal crop
up from time 1o time — often, but not
always, from Franch publishers — and tend
1o get at best a lukewarm receplion, at
worst a right slagging, in the pages of
AMIGA POWER. It's a real pain - the

publishars tand to think we've really got it
in for them, the programmers are likely to
get a bit upset, but what can we say? A
crap game's a crap game's a crap game.
And here's another one

But jus! because a game itsell is crap
doesn’t mean its component parls are.
Indeed, Sliders has a lot going for it. Take
the graphics, for instance — a bit
characierless, parhaps, bul they're clean
and clear in a vaguely futunistic biueish
sorl of a way. The look, and some of the
feed of the game, is that of early Amiga
affont Marble Madness - the one wherg
you had to roll a ball around a trap-filled
landscape, looking for the way out

Graphically they're pretty much the
sama, but this is a far more imprassive
effort scrolling-wise, with the balls here
ierally zooming up and down the courses
at pinball-like speeds, and the screen
keeping up with their progress, no
problem at all. Indeed, in the horizontally
split screen two player mode it becomes
positively remarkable, with the same
action kept tabs on from different
viewpaints with no discemable lack of zip

All this comes to naught though when
you take a look at the game. It just doesn
work. You control one colourad ball, your
opponent (either computer or human) the

b O o
1D rolling chaos in Palace's Sliders.

other, and it's your job 1o zoom off from
your goal, try and collect the ittle puck
thingie you'll find somawhere in the
landscape, and then herd it towards the
other goal. Of course, he (or if) is trying 1o
do the same o you, and 50 the game:
quickly becomes hectic, yes, bul all but
uncontrollable also, as the two balls and
the puck bounce and zoom around the
chequerboard play area. It all works on
magnetism, you see — aither attracting the
ball to you and ‘runnirg’ with it, or
revarsing the polarity and "kicking' it away
from you - giving the game an uncanny
resembalance o a one-a-side Kick O 2
This has its upside — spead and a

Obsessed by Shanghai? Itching for Shanghai II? This snack won't spoil your appetite...

SARAKON

Publisher: Virgin
Authors: Mills Heidorm (code and

symbol, find another replica stone, click
on that, and see them disappear. Trouble

graphics), is (and here's the tricky bit)
Stefan Jeworowski (sound) corresponding stones will only do your
Price: £19.99 bidding if they have free edges, so if a

Availability: Out now

nyone foolish enough to have tried
A Activision's Shanghai should beware of
this clever little Oriental puzzler - it's just

stone is surrounded by loads of others
you can't get at it.

Thus, the puzzle is lo clear pathways
through the collection of square stones,
s0 you can get rid of them all within the short time

...and yei, theie chinese shapes do all look the same

] as likely to have you virtually welded to your Amiga limil. Of course there are zillions of variables too 1o a layman. It dossn't make it a bad game.

hd for a similarly ridiculously length of time. complex o discuss here but, as is usual with good  panic can set in unless you fix your mind

o Like Shanghai, the principles are easier o puzzles, the rules are easy-peasy to understand completely. My only complaint would be thal some

e grasp in situ than to explain in words, but here once you get started. of the chinese-type symbols on the blocks look

w goes anyway: you are presented with a lableau of To win, all you'll need is quick thinking and a similar enough to each other for it 1o get a little

; stones laid both next to and on lop of one another.  lol of patience. Once you start playing there's no confusing, but once you're really inlo the thing

w Each displays a funny ancient symbaol. Click on one  time to think about trivia like the washing up, or your concentration level becomes such that

- where your next pint's coming from — total  distinguishing between one set of wiggly lines and

o concentration is essential. Thankfully another becomes pretty easy.

w though, this isn't - unlike Swap say, also Sarakon is one of the most transfixing games

o reviewed this issue - one of those games around, and, although it can hardly be described as
which need to be thought through before a speclacular piece of programming, it is a sure-fire

4 you gel slarted. Everything has lo be done  way lo lose all touch with reality.

- on the move. if you clear a screen within the COLIN CAMPBELL

z allotted time you'll move onlo another one,

E and beating it first time will be nigh on THE BOTTOM LINE
impossible unless you are gifted with a

< most uncluttered and analytical brain. As :::I’hnﬂdl'::;!nf”q:;:’q:;': fl';':i;:'

E the timer counts down an audible beat amiliar, but stil appealing in L

s becomes louder and more unnerving (like its own right. H you don't =

< the one on Countdown on TV), and bouts of already cwn something =
Okay, okay, 3@ it's not the most graphically similar. buy this game.. =

spectacular game in the world...

O




Robin Smith’s International Cricket + The Fxecutioner

high degree of two-player-ability - and its
downside, chiafly the old Kick Off problem
of lack of controllability, made far worse
here because with only three moving
abjects on screen, a mere twebve small
courses lo explore and none of the
emobonal tug of computer football, Shders
finds it very hard to hold the interest

It's true you're given the ability 1o
change averything about the game, from
maximum speed of the balls to power of
magnetic attraction — 50 it is possibhe 1o
manpulate it into a form you find possible
1o play — but it's unlikely it'll hold your
interest long enough for you to be
bothéred fo do it. The few people who
reckon they actually have some dagree of
control over Kick Off 2 — rather than just
enjoying it for its speed and pinball nature
- may find they get something out of this.
We don't

So, Sliders joins Stormbail, Disk, and
ihe ke in the: ranks of not very playable
and really not very interesting future sports
smulations. That it's a better game
particularly technically — than any other
recent contenders doesn't really count for
vary much I'm afraid. if you haven't
aready got it yet, buy Speedball Il instead
i you hawve,then why not go for the not
loo-dkssimilar Projectyle — now on budget
- and save yoursell 15 quid? Or what
about Spindizzy Worlds? Thal contains
many of the: same features. The point is,
there are a lot of better ways 1o blow £25. »
MATT BIELBY

THE BOTTOM LINE

Fast and perfectly well programmed two
player ball game sel on Marble Madness-
lype landscape. Competent, bul nepetitive,
uningpiring and for many likely to prove all

3b:

ROBIN SMITH'S
INTERNATIONAL
CRICKET

Publisher: Challenge
Software
Price: £25.99
Authors: Astros Productions
Release: Out now

Oh dear. | not at all sure where to
stari with this one, so | guess I'll start with
 question — whao is this Robin Smith
character anyway? Unfortunately, | don
know how o follow that up (| certainky
donl know the answer) except with
another question — like have there ever
been any good computer cricket games?

And, indead, have there ever been
any good management games for thal
matter? ('ve cerainly not enjoyed many of
ihem). When you realise that not only is
infemational Crickel a) about cricket, b) a
management game but ¢) endorsed by the
utterty unfamous Robin Smith, you'll bagin
Io see the extent of my predicament in
reviewing this. | really, really don't know
where lo start

bt uncentrodlable. Only
funmy in two player mode,
where you're both likely to be
#8 bad as each ather.

Thiz is Robia Smith's International Cricket -
and, yes, he's welcome o it

Well, let's starl at the beginning, with
the cricket bit. You could hardly accuse
the game of being well presanted, but it
does leature a neal little pad of cricket
scorecards where you can keep all your
averages or whatever they are marked
down. Now I've fargotien how you're
meant 1o score cricket anyway - indeed,
I'm not sure | ever really knew — so they're
not of much use to me, but they do, | feal,
nicely symbolise my fealings aboul this
game. It's all about numbers, and
statistics, and watching things you don'l
really understand

I's certainly not about joining in the
action, such as it is — once you've picked
your opening batsmen or bowlers, laid out
your fielders (if relevent) and waiched your
opponents pick the men they'll use, all you
get to do is watch one white ant-like figure
‘run’ towards the wickal, bowl something
that looks the size of a walermelon, and
stand still as various other little ants ficker
on and off screen haphazardly in their
atiempis to grab the melon and get it back
towards the wickel. To point oul that the
batsmen don't actually seem fo have to
move lo score any runs, or that the ball
dlways gets returned to the wicket keeper,
then miraculously re-appears in the
bowler's hand, seems almost churlish
this is only a representation of the game
we're walching, atter all, not something
you're infended 1o take part in and play

As for the sirategy/management side
of things - which you are meant to play —
this seems as dull and pointhess to me as
all straight management games. There are
cerainly a lot of names, figures and 50 on
bandied around - though | haven the
faintest iea if they're really accurate or
not, and no real way of finding out. | guess
the bast | can do is abandan any intention
of reviewing this as a cricket game - itll no
doubt sell almost exclusively lo cricket
fans, and there's so littie available for them
they Il probably lap it up - and treat i from
the parspective of a normal computer
game fan. For us, it's as lethargic,
mystenous, old fashionad and uninvolving
as cricket itsell.

(PS I've just found out who Robin
Smith is — he's a Hampshire and England
batsman, and the guy who won us a lest
against the West Indies earfier this year
50 sory, it seems he is actually quite
famous after all). - MATT BIELBY

THE BOTTOM LINE

Typically laughable graphics and lols of
fables in this very average management

-
-
L
Ll
-
-
—

game. Fine for the mone
forgiving cricket fan but a
complete and utter waste of
time for the rest of us.

EXECUTIONER

Publisher: Hawk
Price: £25.99

Authors: Andrew Prime,
Stoo Cambridge,

Doug Boari

Release: Out now

he box for this debut

release from new label

Hawk claims that ‘' The
Executioner is a new concepl in
quality arcade games'. The
justification for this patently
untrue claim seems to be that it
combines straightforward arcade
action with a strategic element -
well, pardon me if | don't get the
flags out and call the newspapers.

Cynicism aside, what have we
got here? Well, the game consisls
of two main seclions. One is the
Thrust-style sequence where you
pilot a spaceship around a series of
planets collecting fuel and
prisoners and looking for parts of a
key which will allow you to find and
kill some really nasty bad guy or
other, the other is the much lalked-
about torture section where you
beat up or electrocute your
prisoners in an attempt to screw
information about the locations of
the keys out of them. You can also
visit a shop to buy power-ups with
the money you receive for selling
prisoners as slaves - assuming of
course that you haven't tortured
them to death...

5o far so unsound then, but the
mosli unsavoury aspect of The
Executioner is the amount of
entertainment it provides. Both of
the individual sections are done
perfectly adequalely, but neither of
them ooze excitement, and the
amount of disk-swapping you have
1o do between them was almost
enough to make me think that
Cinemaware had come back from
the dead already. The ‘Thrust'
section screams out for keyboard

Thrusfing along, collecting prisoners
and shooting baddies in trad styie.

This gruesome looking screen is actually
where all the torture takes place.

control, especially on some of the
fiddly tougher planets, and the
torture sequence is both superficial
and slightly tastelessly executed
(mo pun intended).

There's also an ‘entertainment”
option included on many of the
menu screens, which when selected
brings up a tempting-locking shot
of a bar with music playing and a
little arcade machine running an
attract sequence in the corner.
Sadly though, after being led on in
this way, you aren’t allowed to
actually play the litile game, or
indeed do anything else, which
leaves me completely bewildered as
to why the sequence was included
when the disk space could clearly
have been put to better use (like
cutting down on swaps, lor a start),

I'd only been playing The
Executioner for about 20 minutes
before | started to be distracted by
some of the more inleresting things
going on in the office. Pat the
cleaner came in and moved a few
cotles cups around, Mark cleared
his throat a couple of times, Gary
sald something vaguely suggestive
and my BMX Bandits lape ran out in
the middle of one of my favourite
songs, as il always does. Pretty
soon | wasn't paying any attention
1o the game at all, and if that
sounds lo you like I'm implying it's
a bit on the not: ng
side, then you're not far off the
mark. In the end, it's all just too
repetitive for me.

STUART CAMPBELL

THE BOTTOM LINE

Mot bad, if a bit repetitive, but -
o
=

you're not going to need
adrenalin iransplanis after
playing it. A bit repetitive 100,

GAME REVIEWS

Thrust with extra nastiness... ”
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If something is wrong with your Amiga
500 or C64, who better to turn (o than
The National Repair Cenire.

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

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

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

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

The cost is £57.45 for an Amiga 500
and £47.45 for a C64. Payment can be
made by cheque, postal order or credit
card

THE
NATIONAL
REPAIR CENTRE

0733 391234

FMG House
Newcombe Way, Orton Southgate
Peterborough PE2 OSF

£57.45
COVERS
ANY

REPAIRS




ARMALYTE + THE CHARGE OF THE

THE CHARGE
OF THE LIGHT
BRIGADE

Publisher: Impressions
Price: £29.99

Author: Edward Grabowski
Release: Outl now

The Charge of the Light Brigade is set
n 1853 and pits the British against the
Russians. it uses the same control and
presentation syslem as its predecessors
Rorke's Drift and Cohorf), one which
complelely dispenses with flashing
squares, movemean! phasaes and lists of
numbears in favour of little animated
characters who march around the map
beating each other up and generally
looking very warlike. Call it gimicky, but
tha effect this achieves is superb, and
shows most other wargames up 1o be the
archaic crap they really are

The acton can be inlerrupled at any
fime, allowing you to assess the situation
and give orders 10 your Lroops
Unbortunately this is the point at which
Light Brigade loses most of the marks it

The Charge OF The Light Brigade — pointing
the way forward for wargames, but lawed
in terms of gamaplay.

gains for presantation. Most of your orders
will be concermed with moving troops, and
over long distances this can only be
achieved by giving the general direction
(from eight possibilies) you want them to
move in, hoping they pass somewhera
near their inlended destination and
remembering lo slop them when they
reach i. There is an allemnative method
which works by pinpointing a specific
destination, but this can only be done over
very short distances, which isn't much use
The other main snag crops up when
the two armies clash. As soon as the first
umit in a group maets the anamy, it stars
fighting while the rest either mill around
looking confused or just stand there
dumbfounded. You're expected 1o lell

LIGHT BRIGADE +

each individual unit exactly what you want
it to do, a pretty time consuming task when
you've got about 200 of the blighters to
play with. Surely some form of artificial
intelbgence could take over when
opposing units got within a cartain
distance of each other?

On top of all this there are numerous
menor irmtations, such as an ematic
reponse to mouse clicks, and the hopeless
method fior scrolling around the map

It's a shame, because the frustration
these problems cause just about ruins an
otherwise innovative and enteriaining
game. It's great fun 1o play around with
and watch, but attempting to pul sericus
battle plans inlo action sadly isn't really
feasible. This is definitely the way Amiga
war games ought 1o be heading, and i the
defightiul presentation can be mixed with a
more convincing style of gameplay, the old
days of substandard wargames, could be
coming to an end - JONATHAN DAVIES

THE BOTTOM LINE

Loocks brilliant and has plenty of instant
appeal but falls down as a
sirategy game. Even so, it
bodes well lor the luture
ol wargames .,

METAL MUTANT

8-bit shoot-’em-up days are here again. But do we want them?

ARMALYTE

Publisher: Thalamus

Price: £25.99

Authors Derrick Owens and Paul Michalak at
Arc Developments

Release: Out now

nyone who finds traditional sideways scrolling

blasters irresistable will probably have spent the

last few weeks ploughing through Activision's
seemingly unsurpassable A-Type Il. In comparison, it has
to be said that Armalyte, based on a fairly ancient C54 hit,
looks pratty sick. A surprise really, considering a) they're
essentially the same game, and b) the two were put
together by the same team, the normally excellent Arc
Developments.

The theory behind it is simple; take one space ship,
steer il through a horizontally scrolling space-scape,
tackle an assoriment of deadly obstacles, and attempt to
dismantle whole fleets of hostile enemy ships. Naturally,
there's the obligatory selection of end-of-level guardians
to negotiate. Armalyte also shares with the R-Type
games the super blaster avallable by holding down the

e fire button.
So where's it
{ gone wrong
here? Well,
¢ whereas A-

From the creators of R-Type If comes
something not very spectacular at all.

Smack! Skilttully fiying into an ~ Phew, time for a breather
energy field. betore the skies fill up again.

fairly tough - too tough from the outset, I'd say - but it's
about as user friendly as Quest For Glory Il. At the end of
each and every game you have to sit through both a still
graphic of your trashed space cruiser, and then an
(admittedly pretty) animation before it lets you get into
the game again. This is, of course, Infuriating - on the
early stages (where you're bound to make loads of
mistakes) you're walching this rubbish more than you're
actually playing the game! I'm sorry, but snail-like loading
is just unforgiveable.

It's also silly to insist on giving players only three
lives with no chance to continue play. | know some
people complain that continues make games foo easy to
complete, bul their omission tends o suggest the game
isn't quite as large as it might be.

Still, if you can stand these irritations (and you'll have
1o be pretty mellow nol 1o lose your rag) then Armalyte
isn’t all bad. It's tough, so getting through each section is
a salistying experience, and graphics and animation are
respectable enough, if a littke two dimensional.

Even so, despite the irritations, it is a game | found
myself coming back to again and again - not so much
because it impressed me, or even bugged me, but
because I'm such a hopeless sucker for sideways

scrolieing

blasters. That THE BOTTOM LINE
said, Armalyte

ot st [fpibToty
of time, just a bit fans of the génre. Pretty, bul

ol a wasle ol nol nearly good encugh o

time. « COLIN campele with the best.

CAMPBELL

GAME REVIEWS

METAL
MUTANT

Publisher: Silmarils (Palace)
Authors: In house

Price: 25090

Release: Out now

Computers
are a rum old
bunch. No sooner
have you spent a
billkon dollars
developing them
and sending them
oul info the big,
wide world, then they cock up on you. Just
like that. It's a bummer. Hal did it in 2001,
closer to homa Cybarcon il did it in, erm,
Cybercon I, and now Arod 7's sniffing wp
the same Iree — he starled off okay,
looking after lots of colonies like he was
foid 1o, but then all the power got to his
circuit boards, he did a bit of a Maggée,
and now he's pitching for universal
domination and all that

So something's gol 1o be dona. Cue
Mr Mutant, who's a much nicer chap
Except he's not actually just one chap, but
three. One minute he's a cyborg, the next
mament - ping! - he's tumed into a
dinosaur, and the next momant after that
double ping! - he's a lank. It's a bloody
good trick wilth the chicks,

Armed with different weapons, limbs,
body armours, varying levels of
intefligence, you-name-it-this-guy"s-got-it
Meatal Mutan! seems like the complete
solution, adaptable to every conceivabile
situation, and completely rust-free 1o bool.

Sibmarils’ latest tithe is a kick-blaster
arcade puzzier, sef on a green planet
called Kronox, There are three levals,
kicking off on the surface, then moving
through a sort of factory bevel inlo a space
complex. Arod's sitting at the end of 130
screens. On each of these you'll have
specific lasks lo attend to - killing baddies,
picking up weapons, and squidging your
grey matier around a trillkon indy-dinky
puzzies (basically)

I's a simple concept, bul it works well
After the first few screens (each with its
own reptilian monster), you're wondening if
it's ever going to pick up, whan it doas
axactly thal, and you suddenly realise
you've actually jusi leamit quite a bit about
which ol the three ‘'mutants’ o usa in
which situation, and how 10 juggle thesr
skills. The leamning curve reaches its dizzy
peak at the end when you're up against
Arod - he has access o any one of 27
weapons, which you must answer quickly
Playbility-wise, Melal Mutant comes up
trumps. It's also helped by some excellent
presemation. The baddies are given
enough space fo really come alive and
take on thesr own identiies. But overall, its
charm is its simplicity. Structurally, it's
dead straightforward. But it's 50 jam
packed with good ideas that it becomes
terribly hard to resist « ANDY IDE

THE BOTTOM LINE

18:

Cute and robotic -
Metal Mutant

HIMOd YOINY
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LEE L

Dainty arcade puzzler, with

some very neal preseniation
Stralghtiorward, but
inngvative al the same fime,
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AMIGA POWER

LIVING
JIGSAWS

Publisher: Miles Computing
(The Software Business)
Authors: Peter Fokos, Brian
Dixon
Price: £24.99
Release: Out now

| can't help leeling that jigsaw puzzles
are getting dangerously close 1o being
museum pieces. Sure, they were suited to
the days when peophe had nothing better
1o do with their leisure houwrs than ksten o
gnim radio broadcasts, play cards, read
books and generally ‘make their own
entertainment’, but today? Somehow
arranging colourful and eccentric shapes

LIFING JIGSALDS + BATTLE CHESS

Picking up the picces in Living Ngsaws. This
jigsaw iz almost complete, whercupon the
car will drive down the road.

n the correct order looks rather lass
than thnlling

The whole kea of pgsaws seems
aeven sormer - if thal's possible - on
computer, Like last month’s Tangram, it's
a lorm thal works pedectly using little bits

of wood or cardboard - it's hard to see
what you gain by putting the action onto a
computer screen.

Actually, s not that hard 10 see as
such - fairly obwiously, the pictures you
build up are animated, hence the “living’
part - it's just hard to understand. Is
seeing a rather sugary view of a hot air

balloon float over an English landscape, or
watching an ugly dinosaur’s last moments

in the locality of a seriously irale volcano,
really enough to justify spending 25 quid?
Pleasingly, each individual piece is
actually animated too, meaning objects
passing through the main screen will also
appear on loose pleces, This isn'
especially usetul, but it is a kinda neat
techie inck

The game works like this. You've got
a dozen piciure puzzles, and using the

A chess game with snazzy animated graphics? Well, yes. But...

BATTLE CHESS II
- CHINESE CHESS

Publisher: Electronic Aris
Price: £25.99

Author: Greg Christensan
Available: Out now

he original Baltle Chess

made a name for itself as

one of those programs you
buy so you've got something
impressive to show your friends, As
a chess game per se it wasn't really
up to much, but the (optional) 3D

view of the board with its little figures

going through their pre-set battle

routines when any piece took another

one was cute — in look at least, the

game was hall way towards being the

hologram version they played in the
Star Wars flick.
A nice thing to own then, but of

really of little more than novelty value

- two years ago, when it was first
released, defeated pieces going
through ‘amusing’ little expiration

routines involving the bishop's head
falling off (or whatever) were enough
to have us rolling in our swivel chairs

with mirth, but these days we're less
easily pleased, and a second Battle

The animations are faintly amusing, if extremely repetitive.
You can play in 2D, but that's not much fun either.

One of our chums has been laken oot

Chess game would have to deliver
something rather more.

Electronic Arts know this of
course, and have gone to some pains
to make Battle Chess Il a very
different proposition to the first
game. For a start,
and most obviously,
they've based it on
chinese chess,
which is a very
different game, with
ditferent pieces,
different moves and
even a river flowing
down the middle of
the board! They've
also made sure you
can play the game in
straight overhead
view mode loo, with
little counters
instead of animated

sprites - ideal for when you're bored
with the new set of "amusing’
graphics and want to actually get
down to playing the game.

They've succeeded too - Batile
Chess Ilis a very ditferent game, it's
just not a particularly good one.

Problem number one: clever little
graphical routines are no longer
novel, and while these are different to
those in the first one, they're still
really only "okay’. They can be
painfully slow too - in normal use
each graphical routine takes so long
for the disk to access that by the time
it's finished you'll have forgotten why
you made the move in the first place
= though this is less of a problem
once you've installed the thing on a
hard disk.

Problem number two: Chinese
Chess itself isn't that interesting -
you'll have no trouble working out
why it's never really established itself
outside of the mother country. it's
nowhere near as flexible and
challenging as ‘proper’ chess, and
maost people’s total unfamiliarity with
the pieces makes it off-putting to
get into.

Problem number three: The
software is all over the place. It's
hard to get pieces to go where you
want them, and trying to use the
‘sugges! move’ option is a
nightmare. | played the computer and
asked it for some advice, and the
bloody thing beat me in three moves.
Do you know what it's like to be
taken in and cheated by a piece of
software? (If you spend £26 on this,
you'll find out soon enough).

Mo, sorry EA, but this just
doesn’t cut it. If you want to play an
alternative game of chess, we still
suggest you try Exocet’s excellent
Distant Armies. » COLIN CAMPBELL

THE BOTTOM LINE

Boring, slow and irritating.

Only the most fanatical chess
fiends will squeaze any real
pleasure from this oddity.
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11 + CONFLICT MIDDLE EAST

mouse you've got 1o move pieces from the
storage screen o the puzzie screen, then
place them the corect way round and in
the right place. Each puzzle can be ‘cut-
up’ any way you like from a selection of
different styles of piece, and there's a
selection of four difficulty levels, based
mainly around how large and numerous
the bits are. Manipulating the difficuity
factor of the puzzries isn't the only
‘advantage’ Living Jigsaws has over table-
top versions, You can also cheal. Pressing
certain keys will actually place the pieces
comectly, with the aid of a "Help EI,
though why you'd want to do this | dont
know = il rather defeats the object of the
game. Still, it's not something you need o
waste much time wormying about — unbess
you're a bit simple you won't be Laying oul
a whopping £25 for such as this.

Cuickly, then, two reasons wiy this is nol
a wise purchase

1) Computer jigsaw as a concepl is
unbelievably kmited and a bit of a non
starter really

2) This isn'l even a good compuler jigsaw
game - ii's slow, primitive, and lacks any
charm or wit whatsoever. | could imaging
someone under the age of six gleaning a
smattenng of fun from the pretty pictures,
but litthe more than they'd enjoy from a
nommal jigsaw. The Amiga was made fior
better things — methinks this jigsaw puzzie
should have been left in its box. »

COLIW CAMPBELL

THE BOTTOM LINE

Wrong-headed attempl Lo bring an
unsuitable pastime 1o the Amiga. Badly

execubed from the star - it would probably

be scorned by jigsaw fans - 36

but perhaps an enlertaining
alernative lo shool-'em-ups
lor the very young

CONFLICT
MIDDLE EAST

Publisher: S51/US Gold
Price: £30.99

Author: Morm Koger
Release: Oul now

Mo problem guessing what this ona's
all about really, is there? The game's
sublitle speaks volumes — "Arab-Israeli
Wars: 1973-7 In fact, the question mark i
sor of irelevant now — real-life events in
the Middle East have already grimiy
overtaken the game’s pre-Operaltion
Desert Storm ‘conlemporary’ scenano

Reality aside though, how does this
work as a wargame? Well, for a start you
must remember that wargames are whal
designers at 551 have traditionally been
best at, and Confict Middle East
represents pretty much the state-of-the-an
in that particular branch of gaming. The
probbem isn't really with the game itself so
much as with whether what passes for
‘state-ol-the-art’ in wargaming terms is
really good enough any more.

But first, how does it work? Well,
pretty much in raditional wargame terms
Units are desplayed as icons on a
hexagaonally patterned terrain map and
movement and combat are handled in a



senes of controlled phases which make up
a furn. You can play either against the
computar of a human opponent, take
gither side, play out battles from the 73 or
90s war, pick the time of year and go for
complete or imited intelligance. If you're
playing on your own you can choose lo
alter the opposition's effectiveness

One th ng s0on bacomes clear
logistics, not just combat, are assantial to
grasp if you wanl 1o nick some Sinai while
nobody's looking. The most important
thang to remember is not lo over-reach
yoursell, Supply nets try to keep your
frontling troops stocked up with fuel and
ammunition as best they can, but i you
siredch them 100 far you'll 500N start losing
your front line armour en masse

Don't fret though = it's not too
complicated. Remember, in a game like
this it's perfectly acceptable to take your

Conflict Middie Last is traditional in almost
every respect, right down to the hex map.

SIAP

Just when good puzzlers seemed to have dried up, they did.

Publisher: Palace
Price: £25.99

Authors: Microids
Release: Out now

h dear, oh dear, oh dear. It

looks like we're finally

getting towards the bottom
of the barrel as far as these puzzie
thingies are concerned. We're not
quite there yet perhaps, but recent
releases like Logical and (ugh!)
Quadre! have looked increasingly ho-
hum with each new game released,
and while the software publisher’'s
legs aren't exactly sticking out of the
top of the container as they poke
around inside for more, they do
seem to be bending over at quite an
alarming angle.

They've bent over quite a long
way to bring us Swap, that's for sure
= an outrageously simple little
puzzier which takes about two
minutes to get the hang of, if rather
longer to master. Perfectly
respectable sounding so far for a
puzzler, it's true, but this does lack
one important element - any sense
of interest or intrigue at all. A good
puzzle makes you really want to beat

SWAP

That's not all though - there are
a few little extras to help you along.
For example, when you've run out of
swapping ideas you can press a
button and all the shapes left
hanging about loose at the top of the
screen will cascade down towards
the bottom, landing in new heaps
and hopefully offering new
opportunities to disintegrate them.

That's not the only piece of help
you're offered too - for instance,
you're presented with a small
selection of extra shapes which you
can place on the grid too, thereby
cancelling corresponding shapes.
(Just take a peek at the screen shots,
and you'll get the general idea,
okay?) Of course, as you progress
through the levels these little extras

GAME REVIEWS

!

the game but frustrated that you become a rarity, so working out the
time with things. Time only passes when can't, and | suspect this is where best way ol swapping shapes
you tell it to — either by ending a tumn or Swap is going to have difficulties. becomes mucho important.
camying out actions in a turn. This gives So what's it all about? Well, However (you knew it was going
you the chance o skim the manual you're presented with a grid built up to come, and yes, I'm afraid it's a
between moves (and thanktully, it's a clear of loads of variously coloured pretty huge ‘however'), the problem
and easy one to read). To start with, | was shapes. These can be big squares, When you've run out of ideas, hit the is simply that all this just isn’t
confused to find that airborne cavalry units little squares, hexagonals, triangles ~ Sascade screen, and all the blocks terrifically captivating. For a start,

are identified as ar llery unils (because
that's whal they're most like in effect), but
a quick flick throwgh the manual and I'd
worked out whal was going on

But back o my point about the validity
or not of traditional wargames. This is
without doubl a clever ong - somath ng as
simpéa as iha wealher can hamper crucial
air sirikes - but although I'm stll making
progress, | reckon I'll 5000 be abbe to
defeal anything the program throws al me
and then the game will only be brought out
when thera's a chance thal the company |
kep fancies a bash

Wargames have been moving closer
1o simulations terntory recentty and | think
they've baen betier for it. With stuff ke
M1 Tank Platoon, you get more of the feel
of playing a 1/300th scale micro ammour
game — aven as seen irom the tablatop
which is ideal. Playing the redundant
1990s scenano, | couldn’t help feal that
Conflict Middle East is already something
of an anachronism. Historically, it's a fine
wargame. But in style and subject, it has
ftie to olter those interestad in what might
uniodd in another Middle East military
crisis. Real wargamers have moved on. «
SEAN MASTERSON

THE BOTTOM LINE

A fine traditional wargame, but it's a lorm
that looks increasingly left

behind by the more
sophisticated wangame
techniques now in use.

- you know the kind of thing. In any  'umble down to the bottom of the screen. yq,'rg spending so much time

one puzzle though, the shapes are all
of the same type (and are
therefore interlocking).

By clicking on any intersection
between two shapes you can flip
them around so each takes up the
place formerly occupied by the other.
You want to keep doing this until two
shapes of the same colour meet, at
which point - bingo! - they
disappear. The object, then, is to
clear the board in the shortest
possible time, and with the smallest
number of swaps.

A collection of differing shapes give the game some variety (but not much).

swapping shapes that you're making
things disappear all the time, and it
soon loses the little satisfaction it
once held. You also have to
remember thatl one mistake early in
the game can foul things up a treat,
and who wants to work out a
complete solution to each screen all
the time before starting a puzzie?
Mot me, that's for sure.

The major problem with Swap is
that it provides very little reward for
quite a lot of work. | have to confess
to being more than a little bored of
the whole affair atter a matter of a
few hours, and to glean any extra
enjoyment would mean becoming
extremely proficient (not a prospect
that fills me with excitement).

Even so, it's the kind of game
that'll fill a few idle hours, and as a
programming job it's at least
satisfactory. Not great, not terrible,
just a game that would make far
more sense at a budget price, »
COLIN CAMPBELL

THE BOTTOM LINE

Entirely average shapes and colours
puzzher which could only appeal 1o

die-hard Solitaire types. -
Strictly for those who've
exhausted Purznic, Plofting,

Gem'X et al
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STRIKER
MANAGER

Publisher: D&H Games
Price: £24.99
Author: John Atkinson
Release: Oul now

Football managameanl games weare
bom to be bad. Even the most respected
seem to be either woelully inadequale
(Foothall Manager) or unbelievably towgh
(Player Manager). And the less said about
tha less known vanaties, the bafter

The only real exception seems o be
Football Director Il from D&H Games, 50 |
warmly greeled the opportunity 1o lest my
minor league skills on the same
publisher's new Striker Manager,
Unfortunately, this game reeks of all that is
wrong with sports management affairs, so
brace yoursell for a prefty funous rant

MNo matter how much you iry it seems
impossible 1o take any authonty over
Striker M"—?rlﬂg{'u’ In the managamsant
sequences opporunities to actually maka
decisions are extremely rare, and anyway,
whatever you do seems 10 be iolally
gnored, The short acton sequences lack
any direction or, for want of a better word
goal. The animation is too crap to be
laughable, it's just plain sad

Playing games seems o be little more
than watching el on the screen switch
from “Defence’ to ‘Widfield’ to "Attack’ and
back around again. The boredom is
pepperad with tiny goal-mouth shots
wherein players seem to shoot the ball in
just about any direction

Striker Managen Mice options screen,
shame about the rest of the game.

At the end of each maich we are
trealed to a results senace covenng the
first and second division results from
almost every European country. This
reveals the game's aspirations as a pan-
European management exiravaganza
John Atkinson, the game’s author, might
claim that this is a ‘comprehansive’
sanvice, In fact s almost totally irredavant
to the game, and worse, mpossible to
switch off - it goes on lorever.

We look forward greatly to a
revamped version of the two-year old
Football Director (due within a matter of
waeks). N take quite some game 1o stop
football management going the way it's
been threatening 1o for years - into
oblivion, * COLIN CAMPBELL

THE BOTTOM LINE

I'm afraid it's yet another ] H =

terrible soccer management

game. Look elsewhere for
entertainment.

BILLIARDS Ii
SIMULATOR

Publisher: Infogrames
Price: £25.99
Release: Out now

Why spend £25.99 on Infogrames
Billiards Il Simuwator when, for a pound
less, you could pick up the renowned
Jimmy White's Whinwind Snooker? Or, for
a greal deal less, why not plump inslead
for MicroProse’s 30 Pool on budget?

The answer is, bacause neither of
these options would let you play billiands’
of course. And in going for one of the other
games you'd also miss out on some of
Billiards [l Simulator's wackier, French
leatures, such as the opbon to play ‘crary
pool’ on an octagonal table with one

pocket in the middle (11 do ordinary poo
as well), and the slightly peculiar main
menu screen with its pool hall

sound effects. That being said though,
taking up esther of the other oplions would
see you ending up with a much better
game, Biliards s main problem is the
near impossibility of lining up a shot

INTERNATIONAL CHAMPIONSHIP ATHLETICS + STRIKER
FMANAGER + BILLIARDS 11 SIMULATOR

propery. In 2D mode, even with the help
of the rather cumbersome “ball path’
option, it's vary hard to tell whera the ball's
going 1o go. It's a bit easier in 30 mode
but the table rotates in such large
increments that any level of accuracy is
very incky indeed. The shol-strength
mater doesn’t help matiers aither, I
wobbles up and down and you have 1o try
to stop it in the nght position — a very silly
idea indeed. The whole game’s prefty silly
aclually. ItV's awkward 1o play, lacks any
sart of coherent Yfeel’ and just doesnl
make the grade. « JONATHAN DAVIES

THE BOTTOM LINE

Might just about be okay it

there wenen't any other 3D
poolsnooker games around
Buf there are, 30 i's nol.

41

We're all for 8-bit style games, but joystick waggling anyone?

INTERNATIONAL
CHAMPIONSHIP ATHLETICS

Publisher: Hawk
Price: £25.99
Authors: In-house
Release: Oul now

hen | suggested to

fellow reviewers that

this multi-event
Olympiad would be getting a
reasonably enthusiastic review
there were cries of protest. After
all, they reasoned, aren't the

the game control useless and

| don’t believe it - I've actually managed to
graphics laughably appalling? 150"t putt that shot straight for once!

unwieldy? Aren't the graphics way out of date? And isn't

the gameplay limited in the extreme?

Well, yes, all that is undoubtedly true, but apart from
the pretty second rate presentation this really is a lol of
laughs, and although my first impressions were derisive,

| ended up playing for hours.

You have about a dozen events to take part in
ranging from 100 metres sprint (waggle the joystick

madly and press fire for extra bursts) to javelin (waggle
the joystick madly and press fire to release the spear) to
5000 metres (use the joystick to keep a balance between
energy used
and energy left).
Yes, it's all very
simplistic, but
after being
beaten soundly
a few times by
compuler
athletes | got to
practicing, and
soon started
getting fired up
by the old
compelitive
spirit. And when
a few medals
started coming
in, | was hooked.
Perhaps it is the
hilariously bad

This slightly ridiculous-looking
commentalor pops up constantly.
Thankfully & press of the fire button
will soon send him packing,

I
[ o

The not-terribly-impressive overhead view
of the long distance running events.

presentation which
adds to this game’s
appeal. There s a
commentator who
POPS UP EVEry NOwW
and again to reveal
just which country is
leading the medals
table - the facial

animations of this guy op dear, Iveryone’s already finished
are 50 unrealistic, it the hurdies, but me... (Ahem).
looks as if the poor

chap is chewing an iguana.

And yes, it's true that some of the events simply do
not work - the 5,000 metres is far too long to retain any
interest at all, and the pole vault is difficult lo get the
hang of. But, in the main, these dozen little games are a
fun diversion. The only trouble is, who wants to spend
£25 on something so off the wall? Especially when
similar games like Daley Thompson's Olympic Challenge
are available on labels like The Hit Squad at less than
half the price?
Still, there are
loads of events,
lots of laughs, if

THE BOTTOM LINE

Terrible presentation, but lots of fun and

not too much in nol a littke addictive. There's hours of
the way of frenzied joyslick waggling
serious here, but even with the

game’s good points, it's hard

lay here.
ey et to justily the asking price.

CoLm
CAMPBELL

i
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BUDGET TITLES

The compilations are reviewed over the page

this month, so this spread’s pure budgies -

including one remarkable game that scores
more than any other in AMIGA POWER ever..!

TOP CAT

IN BEVERLEY HILLS
Publisher: Hi-Tec
Price: £7.99
Release: Oul now

We've been pestering Hi-Tec for
months now, but they repeatedly failed to

The indisputable leader of the gang - and
be's hurt by mice? Surely some mistake!

send us a copy of this. | wonder if there's
any reason why?

The first disappointment in Top Catis
the lack of the original theme fune
replaced for doubtless economic reasons
by a crap and irritating jingle-type thing
The second disappointment is the absurd
nature of the obstacles in the game. Top
Catl (who is, remember, a cal) is damaged
by mice, rats and binds, yet nol by bsg
growling dogs. The third disappointment is
the dire movement of the inammate
obstacles (dustbins, beach balls eic),
which makes it impossible 1o tell if they're
rolling, bouncing, gliding or whatever
Coupled with the pseudo-3D viewpoint this
makes enemy-avoiding a very imprecise
art. The fourth disappoiniment is the
utterly, utierly bog-standard arcade
adveniure game design, and the final
disappomntment is the realisation that we,
just like you, had to go cul to the shops
and fork out eight quid for this. (They
STILL wouldn't send us a copy you see). It
wasn't worth it. » STUART CAMPEELL

THE BOTTOM LINE

Lk nljc-m.!ln-;,'lng stull that

or the under-
i all, Cute

46:

BEACH
VOLLEY

Publisher: The Hit Squad
Price: £7.99
Release: Oul now

Thes was one of the first Ocean games
to be aimed squarely at the ST and Amiga
market, although just why the Manchesler
software giants imagined that it would take
16-bil processor power 10 produce this
two-a-sade volleyball game is anyone's
guess. Then again, the multiple frames on
the beautifully-animated characters must
have gobbled up byles, as must the
appalling ‘rock’n'roll tunes and the cute
animated interiudes between screens as
your team travelled all over the world to
jump around unfeasibly and occasionally
knock a ball aboul a bil

On the other hand, it's difficult to
imagine the barren gameplay being oo
mamory-intensive, and programming lots
of ricky moves and interasting extras
clearly wasn't a worry. Nope, | can’t see
why this game couldnt have been done on
B-bit machines - indeed, | seem to
remamber there was some talk of it at the
time, but the versions werna oo crap to
release (or something). Whatever, as a
reviewer of Amiga software, | dont half
wish it had. » STUART CAMPBELL

It may look good, with those big sprites
and everything, but just try playing it...

THE BOTTOM LINE

's incredible that this was once [25
let the cartoon graphics trick

you inla I:u_rr'lng: Ihes P |I"'-

disg d variation on a poor
tennis game

ARCADE
TRIVIA QUIZ

Publisher: Zeppelin
Price: £7.99

Release: Out now

Do software publishers know
something we don't? It's the only feasible
explanation for the constant stream of
gambling games like this, where the only
point of the original was to win money -
something which the Amiga clearly can't
deliver. This particular releasa follows a
pretty standard format, with loads of
multiple-choice questions eventually giving
the opportunity 10 win some cash by
answenng, er, some mulliple-choice
questions. There are six fairly broad
categones of leaser 10 chose between, and
up fo three players are catered for. The
questions are well-mixed for difficulty, but
on only my second game | was already
beginning to find them repeating. The
formal is remarkabdy similar (o, but not as
wedl designed as, Code Masters' Pub Trivia
Simuwlator from a year or 50 back, but this
version does have a complelely excellent
piano soundtrack as some lorm of

ARCADE

Hmm. Well, at lcast the graphics are betier
than those in the average pub qulz game.

compensation. There isn't really an awful
lot else | can tedl you about this cne - if you
can accept the concept this is a reasonably
{but only reasonably) well-exacuted
implementation of it, but as a one-player
game it's a waste ol money which could be
better spant on the real thing, where
there'd al least be the chance of winning
something tangible. If you regularty have
chums round 1o play with your Amiga
though, you'll probably just about gel your
money's warth from it = STUART
CAMPBELL

THE BOTTOM LINE

DEFIEnIﬂII'II; fnllrrl'!,' an how many al you
there are. a C:L',t‘l'l'lph',"]ﬂ',' pointiess or fﬁ1r|!I

oA

entertaining triv game. The
brilliant music is a bit of a
boon, bul not exactly worlh
ekght quid on its own

BALLISTIX

Publisher: Sizzlers

Price: £7.99

Release: Late September
When | was young (a long time ago,

believe me), | actually had the privilege of

owning a Crossfire set - you remember,

the thing where you had to knock a puck,

air hockey-style, into your opponent’s goal

by fining lots of little ball-beanngs at it. It

TOP CAT + BEACH VOLLEY + ARCADE
TRIVIA QUIZ + STACK UP +BALLISTIH

Ballistix Interesting, but badly executed.

was always a sure route 10 hours of fun
and blistered fingers, but somehow it didnl
seam like a very promising idea for a
computer game. Nevertheless, with the
addition of some power-ups and obstacles
that's exactly what we've got here on
Sizzlers, Psygnosis' brand new budget re-
rebease label.

Oddly, one thing that hasn't been
added is a computer opponent. In one-
player mode you simply have the table
tilted towards you, so thal you have lo
shoot the puck uphill, which makes for a
cunously unexciing feel. The game quickly
becomes frusirating and pointless, and
mast of the dozens of levels will remain
unseen by most people. Paradoxically,
Balistix is a game which is interesting (in
concept) but boring at the same tima. «
STUART CAMPBELL

THE BOTTOM LINE

A nice idea which just 5]

doesnt work due mainly to
the lack of confrontation
Novelty value only

STACK UP

Publisher: Zeppelin
Price: £7.99
Release: Out now

ILEELET]

PMaying with the ‘weather symbols” grapghic
sei, one of many neat options in Stack Up

Since Amiga fans are still waiting fora
definitive Telns conversion, this distinglly
similar puzzle game may provide a
worthwhile alternative

Actually it’s not so much Telns as a
variani on the Sega game Columns, wher
sets of three coloured blocks fall from the
top of the screen and by changing the
order of the colours in the line, you can
form rows of same-coloured blocks. Thess
then disappear, allowing the blocks abov®
them o collapse Klax-style, opening up
possibilities for multiple lines and big
bonus scones

The major ditference is that in Sfack
Lip the blocks fall in rows rather than
columns, but in most ofther respects this s
much the same game. You can vary the
speed and difficulty, there's a practice



mode to kel you get the hang of the
concapt bafora you throw yoursel inlo it
properly, and thera's even an option o
switch between four complalely different
(and rather appealing) seis of graphics

The game is shckly presented and
addictive (although the ‘continue’ seems a
ithe out of place), with well-graded
difficulty throughout and an absolutaly
gorgeous ornental iune accompanying the
action. If you didnt ke Tetris there's no
point n you even thinking about it, but il
you did there's no reason why you
shouldn't love thes hitthe game to death
does exactly what it sets oul 1o do
perfectly, and there are precious few
games you can raally say thal about
STUART CAMPBELIL

THE BOTTOM LINE
A lovely Hittle puzzie game

that's probably the closest
thing 1o a true Teiris
sequel we've seen yel.

THE GAMES: SUMMER EDITION
+ HEAD OUVER HEELS

THE GAMES:
SUMMER
EDITION

Publisher: Kixx
Price: £7.99
Release: Oul now

Ay gamea which aftempls 10 reprasant
absolutely loads of Olympic eventls is
going o end up spreading itsell termbly
thin, and The Games: Summer Edilion is
no excephion. it leatures eight very
differant sports jammed onto two disks,
and simply looks very old fashioned
people just don't come up with this sor of
thing anymare, The point is emphasised by
the choice ol sports - there are some
senously oodball events included which
any sensible parson would have kepl well
away from the ever-fussy computer game
format in the first place

Take Velodrome Cycling, for one. This

The event selection sereen. And what a
verled bunch of events they are.

5 the one where you go terribly slowly for
ages and ages, trying to force your
opponant 1o maka his break, then peddie
(or in this case waggle) like crazy in his
shipstream, hopedully just beating him over
the line. Yes, you're nghi, it doesn’t work at
all. The Hammer Throwing is a similar
dead loss S8gming to consist of ages
spent trying lo gel the hammer flying in the
vague direction of the pilch, followed by
(when you've eventually succesdad)
instant cudos as a master of the spor. |
don’t think s0. And then there’s diving,

BUDGET TITLES

which, sad 1o say, 5 merely a case of
earning the correct joystick movement
combinations to use as you fal

It's all, to its credit, quite intenasting in
a weird, pointless sort of way. Any game
which has martial arts, hurdling and
archery on the same disk is worth a look
merely for curiosity value, though you'l
probably decide a look is all it really
deserves. The downers - like the
chronically slow loading times, and that
frantic joystick wiggling control method
which immediately relegates it lo antique-
status - ane simply a bat 0o much
nowadays. Even in 1988 this one had its
long term playability severely questioned -
today its litthe more than a novelty. =
COLIN CAMPBELL

THE BOTTOM LINE

Tries hard, looks quite good, but
gameplay-wise falls down all
over the place. Strange,
pretty. bul not really a great
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The highest rating yet in AMIGA POWER, and - hey! - it's for a budget 8-bit conversion!

HEAD OVER HEELS

1D isometric days are here again, with the 92 percent(!)
scoring Mead Over Heek. It may look very B-bit and
unimpressive, but just you start playing il

Publisher: The Hit Squad
Price: £7.90

Release: Out now
v introduction to this game, but for the
benefit of everyone else they're going to

get one anyway. Head Over Heels was for many

people the ultimate game in the genre spawned by
Ultimate's legendary Knight Lore, the 3D isometric

arcade puzzle adventure. It featured two player

characters, Head and - oh go on, take a guess. The

twin heroes had different characteristics and
capabilities, and could be combined into one
super-character 1o negotiate some of the game’s
trickier obstacles, although others would require
Head and Heels to separate and take different
routes. The ultimate objective was to retrieve five

eterans of the B-bit scene won't need any

crowns from the evil Emperor
Blackiooth, but that's enough plot.

What you need to know is that
Head Over Heels is likely to give you
some of the greatest game-playing
pleasure you've ever had from your
Amiga, and lots of it too. The game
design is of a quality rarely - if ever -
seen in a 16-bit arcade game, and the
level of addiction is almost frightening.
Head and Heels start the game in
different locations, and getting them
together is a sizeable challenge in itself.
The reward for this Is a character with
superb powers of speed and
manoeuvrability, but after a few screens
your bubble of confidence is burst when
you reach one which can only be
passed by splitting the two comrades
up again. This, of course, simply makes
you all the more determined to re-unite them, and
the cycle of challenge followed by reward followed
by frustration is just one of the things which makes
this game so utterly compulsive.

It's far
from the only
thing,
though. The
monsirous
deviousness
of some of
the puzzies
makes it all
the more
teeth-
grinding
when you :
lose a life (as
you

Head and Heels are re-united - their talents now
combine 1o form a stupid-looking but pretty
lormidable good quy.

invariably do) on one of the embarrassingly simple
ones immediately before or afterwards, and you'd
be well-advised fo have something soft
strategically placed beside your computer lo save
you from punching goodbye to your warranty.

The game maintains a balance between
addiction and frustration, though, by the use of the
Reincarnation Fish, a novel gameplay device which
acts as a RAMsave. On touching one of the fish,
your game position is stored, and when you run out
of lives you can restart the game from the last fish
you reached, without all that boring techie
knobbing around with actual save functions. This
little touch is just one example of how much care
has been taken to keep you locked up in Head Over
Heels' little universe, and away from nasty
computer talk. You'll never see a ‘Decrunching
Level Two' message in this game, pal.

Still, this is supposed to be an objective review,
not a meeting of the Head Over Heels Fan Club, so
here’s a list of the game's bad points: the graphics
haven't changed visibly from the original 8-bit
versions; there aren’t any keyboard controls.

Pretty crap for bad points, weren't they? The
graphics are undeniably primitive for the Amiga,
but they're gorgeous and cute in their own right
and anyway, in the final analysis they re almost
entirely irrelevant. As for the keyboard, it IS a pity
(this is a game which was always meant to be
played with keys), but the joystick controls won't
give you any problems after 30 seconds’ practice.

I'm running out of space now, and | haven't
even told you about the user-friendly front-end with
adjustable sound and control sensitivity, or about
how clever and funny the in-game obstacles and
puzzles are, or about half of the things that make
me love this game so much. if you didn't believe
that they used to write better games in the old days
(creak creak), play Head Over Heels and eat your
words. * STUART CAMPBELL

THE BOTTOM LINE

One of the best games in the world ever,

and now it's on your Amiga 92

for eight quid! Are you going
to by i, or am | simply
going to have to kill you?
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TEST DRIVE Ii
THE COLLECTION

Publisher: Accolade
Price: £29.99
Release: Oul now

Al the heart of this rather inevitable
compliation is The Duel: Test Drive I
which is a driving game (obwiously) and
the saquel 1o Test Drive (even more
obwviously). S0 everything’s going to
depend on whether or not you like The
Duel Thal's pretty obvious 100, In case
you're not sure, here’s what it's all about
and what | think of it

Despite all the hype and genaral
Ameancan-ness, it's actually a very
straightiorward driving game, in which
you'vie got 1o negotiate the usual road
while keepsng an aye opean for other
drivers (crash into them and you lose a
life) and the polica wha'll give you a hicked
if they caich you speeding. Par of the
game's supposed appeal is the way il
simulates the car you'ng@ meani to be
driving right down o i1s acceleration
curves and engine sound. The Dual also
builds on the orginal Test Drive by
allowing you to race against an addihonal
computer-conirollad car (i YO Want)

And s it any good? Lots of people
seem o think 50, but I'm not entirely
convinced. The roads are certa nky

THE COMPILATION

Publisher: Libi Soft
Price: £25.99
Awvailability: Out now

So what have we here? Well, quite
simply five very different action titles
bundied together by France's finest
bundlers of games that have got so little

to do with each other they can't think of a

RVF Hondx jolly

decent, all-enveloping tithe for the
compilation...

RVF Honda - Jolly motorcyle racer with
a nice line in gear changing and sound
quality, onginally published on
MicroProse’s short lived MicroStyle
label. 5l manages to oul-manoeuvre
many of the two-wheeled coin-op
conversions you might have been
templed by, and subsequently proves to
be enormous fun - betier leoking than
Super Hang On, more playable than
Team Suzuki, it does everything quite
well without really being a major stand-

COMPILATIONS

Test Drive li: The Collection. Also known as milking a game for all it's worth. Not the best
1D driving game ever, butl a perfectly respectable compilation all the same.

ly the lunnels and
chiff-edge bits bit-mapped graphics
gad o a lew spook eflects, though
you spin off the road and end up at right-
angles 1o it you can sea all the other cars
driving past sideways! And if you gel close
enough to anather car o crash nto i, it
turns out actually o be a 1/32 scale
replica, But 2 [ack of

an imprassion of speed, Somé

MPressne, eSDe

liboe if

& main problem

After The War: ropey

out in any particular area

Pro Tennis Tour - Direct from the Ubs
Soft stable, it's another plus sign for the
complilation - codles of gameplay and
an interesting 3D presentation make it
perhaps the the best lennis game
currently available. The ‘tour” takes you
around the world playing lop seeded
fennis stars until you're good enough o
maka it into the alite, and most will find it
challenging enough o be worth coming
back to again and again. Nicely timed for
a re-release 100, just when we're still
glowing from an over-exposure of tennis
games on the telly.

TEST DRIUE 11 -
MAGNUM

THE COLLECTION +
= THE COMPILATION

F40 and Porsche 959. There's the Muscle
Cars disk which contains five atrociously
crap Sixties Amencan ‘spors’ cars, and
the Supercars disk which features things
ik the Lotus Esprit, the Lamborghini
Countach and (oh dear) the Cornvetie ZR1
Strangely enough they all seem 1o suffer
from the same wobbly steering system
which, until you get used to it, means that
thix shightest baalch of the wheel sends you
spenning ofl down a chiff. It also credis a
4WD Porsche with similar handling lo the
crap American cars (ie not much)

The scenery disks are shghtly morne
interesting. The European one takes you
through all the key countries. of our
beautiful continent apart from,
understandably, Britain. Curiously, our
friend from the LAPD crops up a lot here
oo, And the California Challenge one
takes you through several US states en
route for the Mexican border

Taking inlo account my earfier
comments, then, ths is a prefty sale bet
as driving games go, but a bel samey even
with all the extras. The price is worrying,
though. = JONATHAN DAVIES

comman o most of these "old Styla’ driving
games which is only solved by the
introduction of proper 3D graphics (a la
Siunt Car Racer and Indy 500). All the
same, The Duel is probably one of the
best driving games around and has plenty
of devolees

And then there are the four add-on
disks. Two of these contain extra cars 1o
supplement the anginal gama’s Ferrari

THE BOTTOM LINE

Test Drive Nwith all the trimmings. The
game's okay, bul if you've

already gol it give this a miss
as the trimmings don’t realty
add up lo much.

b2

After The War - Things start 1o get a bit
ropier around this poinl. This Dinamic-
onginated, post-apocalyptic beal-'em-up,
s@l in and around familiar inner-City
mean streets, looks good but proves
rather too simple 1o make any real
impression. There are plenty of fighting
maneovres and all the usual devil dogs,
punks and robols to see to loo — one bil
sees you louting giant guns in a scena
very reminicent of Abens - but really
nothing out of the ordinary. Safe and
entertaining enough to justity its

I T

Satam samey

fairly agreeable (if rather limited)

gxpenence nonetheless.

Satan - Wizards and wamiors get it on in
underground cavems and ancient

castles. There's bots to do in this

sideways scrolling arcade fantasy, and .
plenty to see, but all too samey for most

of us. Graphics are a litthe out of the |
ordinary, but gameplay is most definitely

not ~ in fact, much of it seems

suspiciously heavily based on US Gold's
Oriental Games: bowvver boy Black Tiger coin-0p conversion.
COLIN CAMPBELL

existence in this package, but that's
about as far as it goes.

Onental Games = Another bovver boy
game bul this time of a more
sophisticated nature. This, the ast
Firebird product ever released,
contains a whole bunch of martial ans
- kendo (the ona with sticks), karate
and suma, among olhers - set in some
kind of Far East Olympics stadia, and
as such score points for novelty value,
al least Joystick movements ake
some getting used, and while it suffers
from typical beat-'em-up sameyness, a

THE BOTTOM LINE

A prefty decent collection, and at a nice
price (just over a fiver a game), even if it
lacks any real stand out products. It's a
personal thing, but | find these varied,
themeless compilations actually more

salisfactory than straight thematic

attempts - al least you're not
being asked 1o play umpleen
variations on basically the
same gameplay all the time

14




UIRTUAL WORLDS + VIRTUAL REALITY 1

VIRTUAL
WORLDS

Publisher: Domark
Authors: Incentive
Price: £29.99
Release: Out now

My first experience of Freescape
involved Drilfer on the Spectrum, and
wasn't one I'd wish 1o repeal, but | have
to admit they've steadily go! bettar.

Indeed, Incentive’s three 3D games
have proved lo be hits across all formats
(althowgh they only really comea into their
own on the Amiga, of course) and, |
must admit, deserve it ioo. Freescape
may not exactly be state of the art these
days (you won't find yourself flying over
smoothly scrolling Hunfer landscapes, or
under pressure from waves of Cybercon
Iif baddies), but the aimosphara,
invention and spirit of adventure
Incentive have managed to incorporate
into their games make up for any
technical deficiencies like jerky screen
updates and lack of proper animation.
Good stuff, that's for sure, and - blimey!
= here are all three original games
(Driller, Total Eclipse and Castie Masten
on one compilation, together with a

VIRTUAL
REALITY 1

Publisher: Elite
Price: £34.99
Availability: Out now

Elita have gone for the ‘grand oid
men’ approach with five fairdy creaky but
undeniably classic solid 30 games in one
package at a not entirely attractive price. If
you already own two of three of these
games you'd have to think twice, but for
new Amiga owners this is an almos!
unmissable colpilation. | mean, just look at
the pedigree...

Stunt Car Racer - Geoll Crammond's
two-and-a-bil-year-old high powered 3D
dving sim puts you in a , erm, "stunt car’,
on a selechon of elevaled courses
peppered with nasty tums, stomach
chuming drops and suicidal leaps. One
mistake and you're flipped over the edge
of the elevated, roller-coaster like track -
ihe only problem with the game really, as
by the me you're winched back on any
race will be as good as kost

Cuite possibly the most original
drving game ever, it's important o get
your driving skills just perfect before
tackling the imprassive computer
opponants

this i
one of
those rare
gamas
that's
actually as
miuch fun
in practice
mode as in

continues in The Crypt

completely new one called The Crypt.

Drilier's first, chronologically
speaking, and already you're a planet's
only hope of survival. You've got o save
it by driving a probe around one of its
moons, collecting energy crystals and
drilling for gas. There's a flying thing you
can use oo, if you can find it, and
fearsome defences to walch out for,
Following that is Total Eclipse, which is
samitar but kicks off in Egypt, outside a
pyramid. It's the Earth thal needs saving
this time, s0 you've got to go into the
pyramid and nol come out until you've
destroyed a shnne 10 stop some curse or
other, There's a very Egyptian feel 1o it,
but don't expect all the locations 1o look
as nice as the first one.

Castle Master makes substantial
improvements over the first two games.
The puzzies are a lol more varied thanks

a real race
- while a
two Amiga
linik-up
option for
laking on
pals
proves 1o
be the
ultimate
fun. Quite simply, Stunt Car s still one of
the best - if not the best - games of its
genre, and a worthy number 10 in our All-
Time Top 100 Games. Tha only downside
is that compilation makers seem to have
started regarding this as a bit of a banker,
and it's starting fo make more
appearances than Michael Caine
Midwinfer — Another golden oldie bul,
again, well worth a look - interast in it
should be at a peak, with the sequel

Carrier Command

Starglider 8

(Flames Of Freedom) just weeks away
from release. Hera we have a huge mish-
mash of strategy and action with a
multitude of screens, options, characters
and vehiclas — Mike Singelton has
updated his old Lords Of Midnight idea
but this time set in a JG Ballard-like post
apocalyptic word, and it almost works,

The Castle Master adventure Spacebound, in the slightly
aging ‘classic’ Driller.

cor~P I

Total Eclipse: | Sphinx
therefore | am Freescape.

to the addition of an ‘action’ key which
means you can move things, eat things
and open things whereas balore you
could only shool them. It also culs down
a bit on the larga number ‘sudden
deaths’ that made the others shghtly
annoying. Having said that, you've still
gof o be prefty careful, though.

And then there's The Crypt, a
complately new game, though showing
less of an advance over previous
Freescape than the others did. It camies
on from where Castie Master left off -
you're trapped in a Crypt, having failed
to defeat the baddy in Castle Mastar,
and you're obviously quie keen to
escape. Luckily there are lots of keys
lying around, but you'll have 10 solve
puzzies to get them. Walch out for all
the scary coffins, 100. It might be a bit
smaller, but it's just as good as Castle

Centainly this arcade/adventure-style tale
of near-futura freedom fighters defending
their frozen island from a tin-paot dictator
looks impressive - if only it didn't have so
many ludicrous gameplay flaws. Despite
problems though, it still made our Top 100
- al numbear 66

Carmer Command — Mol surprisingly
this places you in command of a futuristic
aircraft camiar, on a mission o take control
of a group of islands and eventually defeat

International Seccer Challenge

an enemy carrier lurking somewhere
about. This game - part flight sim, part
fank sim, part strategy game and wholey
orginal - has proved a massive influence
on all sorts of games (even if it hasn't
spawned all that many direct imitators)
and remamns an all-time classic threa
years on. Slightly slow and daled looking
nowadays you might say, but undeniably
still a classic - something confirmed by its
number 15 (15!) placing in our All-Time
Top 100,

Starghder 2 - Another one from
Arganaut Software and possibly (just
possibly) the bast of the bunch. It's a lush
3D space adveniure starring oodles of
engmy ships, more planels and moons
than you could hope to explore, various

ATIONS

Master and so therefore a bit of a must.
S0 Domark have got you by the
short and curlies, really. If you haven't
tried Freescape belore you've absolutely
got 1o buy Virtual Worlds, no doubt about
it = there's a big chunk of gaming history
here airight, And if you have, well, this is
the only way you're going to be able to
get The Crypt, isn't it? It just goes to
show whal you could achieve with 30
Construction Kit if you put your mind
{and fifty quid) to it. »
JONATHAN DAVIES

THE BOTTOM LINE

Measured in hours ol playing 8 7 -

time per pound. this one has
‘essential purchase' stamped
all over iL. In red.

odd bits of
space
wildlife
and a
dehcious
Ing in
space
pirates. It's
the sort of
game that
peopla [fve inside, and, once you've gol
the hang of it, it's hard not to get sucked in
= defintely a game due a critical rethink,
especially as Empire's largely similar Eye
Of The Storm, programmed by some of
the same people, is due soon
International Soccer Challenge — Oh
dear. This is where the compiation lets
itself down — this MicroProse socoer sim
(sequel to MicroProse Soccer) what with
its first player parspactive and lovely 3D-
ness, was onginally billed as a real
advance for the genre, but in practice
proved to be a huge yawn. It's far loo
easy, and the sound (in particular) is
abysmal. Tima we skipped straight past it
really, and got to... » COLIN CAMPBELL

Midwinter

THE BOTTOM LINE

Ignoring the footie game, a quite incredible
compilation - there's enough gameplay in
here 1o keep you going for months, with
some of these unadulterated classics. At
E7 a game this is a must for anyone who

hasn't had the chance 1o explore these
landmark - the only downer really has 1o
be the high price. You may be better off

buying the lour true 30
pames as they become
available as sland alone
budget refeases instead
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30 Corstnaction Kit Mew 340
30 Pl Mew Prce 00
688 Subrmarine Sim 1750
153 Mew Price  7.09
0,000 Under the Sea 7599
A 10 Tark Killer 2409
AMOS The Crestor HwW
AMODS Compder 150
APE 199
Acharced Sim 17.50
Acharced Frt Machene 499
Afnca Koms .50
Ant Heads (R Came From
Diesert acicl-on) 1099
Adanoid - Revenge of Doh.___ 769
AR Mew 17.50
Aymour 1750
1168
Adorre ROt 17.50
AT 1750
1750
1750

The Bald 1750
] 199

Barchs Tale 3 17.50
Batrman The Movie Soecisl Offer  &.99
Bastie Chess 17.50
Bartie Cheis B Mew 1750
Batthe of Britsn (Ther Firest Howr i 81 50
Beach Wodiey Mew Price 799
Bill and T Excelient Adven. 17.50
Balliarchs § 5 tew 1750
Bacanic. Comimaaniio 19
Bade Wamot Hew 1750
Bliniey's, Scary School A5
1150

Boulderdah 455
Brat 17.50
Brian Chowrgh's Foottell Forunes 9.99
Bricige Pever 150 150
Fuciokan 299
M Mew 5%

= The Py OF e
Caldormus Games 70
1750

Captrve
Cor-Viup and Torvak the Warmicor . 17.50

Carclinal of the Krermibin 1750

Camer Camimand Qo

'l:trlrrhidml:s IPE
17

Chuck Rock 17.50
Cruck Yeager AFT § 17.50
Cruckie Eg9 1 or 9 oo
o New Price 7.609
Cohont Frghting For Roeme .50
Colamdo T
Colossus Briciae 17.50
Colotus Chess 10 17.50
Confiit Muticlie East 1.50
Continental Circus 18
Comporstion + Miston Dk 17.50
Crazy Can T84
Criciort 1 Meg) 7
Cruchoet Captar 1750
Crystals of Arones 1750
Curse of Arure Bonds
(1 Meg anky) .50
Cybercon 3 1750
Desty Doable Hore Racr .9 99
Daiey
Chal 199
Deaclive (rdocom ) MNew Pice 799
Defender of the Crown e
Do Sirpy Poloes L
Drermcrugh 150
Derars 199
Devpac § nw
Dy Anarmation Suchc .99
Donalds Alphatet Chase 17.50
Douiie C-m90n 18
Spents .99
Dl 7%
Duche Tales 17.50
Dunaeon Masher 17.50
E.boton Specisl Offer 199
Eiee 50
Emiyn Hughes Inl. Socoer 1750
Enchanter (Infocom) Qo9
Escape Planet Robot Morsten 599
Eve of the Beholder 150
Sl 1750
F1% Strike Eagle § (1 Meg).... 2499
P& Cormizat ol 17.50
FI9 Siealth Feghiter .50
Fie eaaliator 1750
Fartagy Workd Darry 499
Firal e
Flrght of the Intracer . New 2499
P Hew Pioe 999
Focibell Manager A
Foorall Deector § LER
Football Manager 7 +
L1 299
Foctialier of the Yesr § T

OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304

Call us on: 24 Hour Credit Card Hotline 0902 25304 Z2 & C [BFS

Mew 17.50

Frerete;

Full Contact e
Future Baietioall Special Ofler 9.99
Gk "

Godaen Ast

Gioody's Ribevlry Express
Grondd Matioral
Gremihid §

Guritoat

Halls of Montezuma
Haid Dty
Harpoon (1 Meg)
Heeart of the Deagon
et Qe

il Street Blues 1
Hitch Hiliery Guscie 1o She Galaey
I-W{{-'-gﬂ'ﬂ:-rv

1 Carne From The Desert (1 Meg) 71
Jack Mickious int. Courves-Add on
Jack Mackiaus Chamg
Conrses 1000

Jach Naokins Vol 4 Counes
Jack Mackdsn Wl 5 Coure
Jaci Rkl Unbmitecd {ourses

Smm e

Kenevy Dalgish Soccer Manager 7.99
Kick CHY + Extra Time 7

"
Kck Of 2 13599
Kok OFf (1 M) 17.50
Kick Off 2 The Firaal Whisthe B
Kick Off § Winning Tactics 705
Kid Gloves Hew rice 709
Kaltg Cloucd 17.50

Kinchwords T (Rordpecceaan) 34.99

League Challenge Hew G0
Lesther Gooddesses e1-]
Lerureist Lamy 3 neg

Lemuresust Lamy Triple Pock 4059
Lermmings 17.50
Life & Death 17.50
Littie Pt A9
Lomibard RAC Rally 199
Loops 17.50
Lordks of Chaos 1750
Lotus Espeit Turbo Challenge . 17.50
Man Lnsted 7.50
san. LUt Euope Hew 17.50
Manhunter In San francisco ...54.99
Mg Teaveler 1 21.50
Mercenary Compendium s
Marcy 17.50
Matal Mutant 17.50
MNabwrrier 21.50
Macbwsrner 2 MNew 2499
Mghty Bombiaci 17.50
MonCDoly 1309
Moonbese o]
Moonshine Racens 17.50
Matwalier T
Multi Player Socoer Mareger 1750
Fdapety 5 Mew 1750
FAM .50

Hew Lesland Story. Special Ofer 659

Hightoreed Special Offer 099
Nrght St 1193
Mt and Soath
[8 .71 ] W
Opseration Hamier, Special Offer W'W
(Opeerataon Woll
Outrun ?W
PGUA. Tour Golf 17.50
Parurs Mach Beoore (1 Meg) 17.50
Pazing Shot HEw Price 999
Prartase .50
Platencn e
Plaper Manager 139%
Police Cuest § i
Pl of Reciance (1 Meg only) §1.50
City 50
Popuiious Mare Worlds 959
Ports of Call 17.50
.50
PP Hamemer 17.50
Predstor § 17.50
Prefustori 17.50
Prince of Persia I;%
] S
o 2799
Progechyle MNow Price §99
Pl Trivia 4.

Puzamic 17.50
Cest For Glory § n=
Cusestion of Spon R
BLE .50

-]

Rochet Ranger 95
Rorkes Dnft 17.50
Run The Gauntiet.. New Price  7.69
Rurvrsy Man 7.9
Carghon L

Search For the King
Secret of Morkey island ([ Meg) 17.50
Secret of Sibver Baces (1 Meg) 21.50

Shaciow Dancer 17 50
Shasciow of the Beast § .9
Shadow Wamor 17.50
Sharirys Mol 19
Sherrnan M .99
Chanolsl Meer Price 7.99

Shuffepac Cafe Hew Frice 790
SllcwTHTr

o OhywPopulous

Sem CiylAychabeciune 1
Sam CitylAgchatecture
Chngdl and Crossibones
Srychase M Prce. 999
LT T Special Ofler 999
Sorceny Hew Price 999
Space Cuest 3
Sl
Speeciosl §
Spanckrry ‘Workds
Sportrg Triangkes
S0y Whio Lowed Me
Shellar 7

Sneve Daress Snooker
Shorm ACnoss Eurmpe
Saorrmioall

Levie Foroe Harner
Sy Py

Super Can

Super Con @ 17.50
Sasper Monaco Grand Pr
Super O Roadl Recer
Switchiblade
Swetchiblace §

T

o E
BELEEREEEES

- Bl
At S el e el

199

Team Yankee

Texrage Mutart Hero Turt
Terres Cup
Thuncierbiade

Thiee Siooges .
Tk 17
Tk

Towver Fra 17
Towots Cehca GF Rally 1
Trehile Champeons

T

T

-}

Trrvtal Purmt 13

Turf ForrmiSyasem 8

(Racirg & Pools) 9
9
T
2

fii
"0l 20 8 mh

Turrican Special Cfer
Turrican 2 1
TV, Sports Football Mew Frice
Typtoon of el {1 Meg)
Thompaoniew

LYy
UMS 201 Meg) 2
UiErna 5 i

Wilator 1.09
Wacky Dars &9
‘Wt Special D 599
Warrone (EL
Waterion bpw Pice 999
Wings of Fury Mew Pice 799
Winning Tactics 199
Wiosipack (1 Mg Special Offer 1299
Worckerland §1.50
Workd Champ, Soccer
Special Offer 968
Wiorkd Clasa Leadertoard 159
Wrecker Mew 17.50
Xaenoe 1
X-Out Special Offer 5.09
Xeron § .59
Dok Torford L
1.5 Doutsle
Double Density with lbets

1 05

W 550

¥ L1850
40 Pece 3 LR Dk Bom £5 99
B0 Pece 3 1R Disk Bom L1
190 Peece 3 1/ Diesk Bow 999
Misch Comnecior « § Midh
oS E145%
MADLRE Maty L9
ST & AG Extendaon Lesch . 599
Aregs 1/2 Meg Exparson
weith o walhout clock &)

DOUBLE DOUBLE BILL
TV Sports Football, Wings, Lords of the
Rising Sun & TV, Sports Gasketball
£24.99

MAGNUM
BV Honda, Oriental Games, Satan, Pro
Tennis Tour & After the War
£17.50

SPORTING WINNERS
Dasly Double Horse Racing, Steve Davis
Snooker & Brian Clowgh's Football Fortunes
E17.50 l

FREMIER COLLECTION
Rimio's Cuuest, Last Minja, Tusker
& Int. Karate+
E17.50

WHEELS OF FIRE
Turbo Cutrun, Chase H.Q1., Hard Drivin'
& Porwverdrift
£17.50

SOCCER MANIA
Footiball Manager 8, Microprose Soccer,
Football Manager World Cup Edition &
Garza's Super Soccer. £17.50

upP
Rainbcowy lands, Turrican, Chase HO,
X-Onst & Altered Beast
£21.50

HOLLYWOOD COLLECTION
Robocop, Batman The Movie, Ghostusters §
& indiana Jones The Last Crusade.
£21.50

If:.'I‘FI[ItEFI FORM AND INFORMATION

All orders sent FIRST CLASS wbvpct L] a\rallaniir;‘ Just fill in the

Unit 4, BDC, ﬁ 31I'BN Wol'fafﬁmlﬁﬂ WW2 4AN.
.............. ORDER FORM (Block Capitals) -------wmnnxx

S [ LI L L A L R L e e e

SIGNATURE

iPostcode . . Tel No .. -
i Name uf game Computer
!
J
1
I
]
I
I
I
I
(]
]
i
i Postage
: TOTAL
]
i POSTAGE AATES Mlﬂﬂ!ﬂhh’w{Ec w‘iﬂ{;ﬂm ES. EEC countries add T1 per tem. Nen
: Payrg By Chague - Cheguet payabie o Softwars City
1CARD TYPE EXPIRY DATE 08
1
1
1
1
1

CiuE RS
DATE ACCEFTED




YELFP + SPECCY EMULATOR + MISSILE COMMAND + LAMER
EHTERMINATOR

his month’s speedy little explanation on ‘Just

what is this PD business anyway?’ for people

who still aren’t quite sure: PD, or Public

Domain, is free software basically, stuff
which nobody holds the copyright on. That means you
can do what you like with it - copy it, give it to your
pals, stick it on a magazine cover disk, even start your
own PD library, compiling whatever bits you see fit to
cram onto a disk and then selling it for a nominal
postage, packing and duplication fee. That's why you'll
see some of the same programs crop up in different
combinations on different disks all the time - there are
an awful lot of people out there distributing PD in all
sorts of ways, which they’re perfectly entitled to do as
long as they don’t a) change it or b) charge for the
actual program itself. Shareware (where you are asked
to make a contribution to the author if you like the

RATINGS: % v 4 4 4 Excellen! s % % Nearly there % %% Verygood % Hasits moments #% Flawed + Dire

program),
Exclusiveware (which
is similar to PD but
only comes from one
library and actually
earns the author a cut
of the profits) and

Licenceware (where the author retains copyright - so
it's not really anything like PD at all) are extensions of
the same thing. Your host is, as ever, Mr Stuart
Campbell. (One final thing: the addresses we print on
these pages are merely where we got our disks from.
There are plenty of other places too — check the
adverts. One of the joys of PD is that it's so cheap that
you can afford to take a risk and order something you
know absolutely nothing about. Nine times out of ten
you'll be more than pleasantly surprised).

SPECCY
EMULATOR

VIRUS FREE PD

After the amazing success of some ol the
B-bit conversions we've seen recently
[Frantic Freddie, Gridrumner, Pharaoh's
Curse), | was well excited when this
dropped through the letterbox. Coming
with 15 classic Speccy games on the disk,
everything looked set for hours of colour-
clashing fun and larks. What | actually got
was, well, hours of sitting around. This
program emulates the Spectrum perfectly
but there's one drawback. For some

ST

MomEaurr DOBRYED

Moon Alert gets emulated, Speccy-style.

unfathomable reason, Commodore's state-

olthe-ar 18-bit baby just can't keep up
with Sinclair's 10-year-old rubber-keyed
dinosaur. In fact, it runs at something
under halfl the speed, and that's if you
switch the interrupts and colour off. This
makes playing any of the games to all
intents and purposes impossible, and
reegales the emulator from the realms of
something potentially incredible into the
pure novelty value stakes. The Amiga
CAN emulate a Spectrum, as Software
Prosects’ old-style conversion of Manic
Miner shows, but | suspect thal was a
complete re-write of the game, rather than
an attemnpt to go through the ROM-copy
route. I'd love o see some old Speccy
games running on the Amiga, but this isn't
the way 1o do it

VERDICT: An almost-brilliant program,
completely scuppered by the immense
slowness of the actual emulation.

Okay as a novelty, but completely
unusable in practice.

*

YELP

Start

This is anather variation on the Painter
theme (similar to the wonderful Drip,
reviewad in issu two), but this tme much
closer to the onginal idea. You control a
paintbrush, runnang around a grid and
trying to fill squares with colour by
enclosing them with painted lines. There
are vanous baddies running arownd trying
1o slop you by stealing your paint and
geftting in the way generally, and a few
power-up doobries 1o help you out. There's
really not much else to say, except that it's
smooth and fast, there are lots of screens
and a couple of difficulty levels to test
yoursell on, If Painter is your kind of thing
then thisTl be, er, your kind of thing.

VERDICT: Enjoyable enough clone -
not quite in the same league as Drip but

still perfectly respectable entertainment.

* ok

Mo undercoat required in ¥elp.

LAMER
EXTERMINATOR

Seventeen Bit

This is the kind of game you usually get for
frea when you buy a light gun. Little faces
appear in the windows of a varnety of
buildings and you have to shoot them. i
you let one go, or shoot and miss, you lose
a life, and when nine lives are gone it's
Game Over time. This makes for very
ghort and sweet gamas, and it's ideal fun
when you've got a lew friends round and
you lancy a quick spot of compatition. Not
being able 1o see your score after you die
knocks thal idea on the head a bit, and

LE - plenty of wiolence for your B9p.

the, er, kmited nature of the game makes it
a real drag if you're playing on your own
but 89p is a fair enough price lor the
amount of fun you'll get out of it

VERDICT: Simple throwaway fun of
the kind that PD does best. A chuckle
with some chums, but not worth
bothering about by yourself, +=

MISSILE
COMMAND

Start

Actually, forget Missile Command. Or
don'l, because it's a quite acceplable (if a
touch basic) copy of the venerable coin-
op, it's just that it's probably the least

remarkable thing on this disk. So what's
the competition? Wail for a start, the disk
also features Amoeba Invaders, the
wonderiul conversion of the grandaddy of
video games thal we gave you on our
issue three cover disk. Than there's Gird
Actions, a pretty average Galaxians clone
which is nonetheless remarkabile for the
complately heinous pun in its tile. You can
also find Maze Game, which as well as
having another remarkable tithe (if for
different reasons) has 1o be the most
unfathomable 30 maze game I've ever
seen (and I've seen plenty, believe me)
and Bally 2, the sequel to the PD Qix
game Bally (get away...) which is
remarkable for being, as far as | can see,
COMPLETELY IDENTICAL to the first
version. Finally, the disk features Think
Ahead, a one or two-player board/mind
game which calls for some major strategy
and tactics, especially against the
computer and is, on the whole, remarkably
challenging. Oh, and of course there's the
rather lovely professional presentation of
the whola thing, with pretty intro screens
and a user-friendly menu system. Nopa,
I'm afraid in the ‘remarkable’ stakes,
Missile Command just doesn't cut it. Good
game, though.

HIMOd YOINY

VERDICT: Remarkably interesting disk
containing lots of remarkably
remarkable stuff. A bit of a mixed bag,
but still a remarkably good buy. %k

LEGEL H3IBW3ILAdIS

Hostalgia trip 237 - Missile Command. 0
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PACMAN 87

Byteback

A curious title for this reworking of the
arcade maze classic that I've only noticed
appearing in PD listings quite recently, but
maybe I'm just not very observant. In any
case, Pacman 87 diffiers from the coin-op
game in a few ways, the biggest one being
that it takes place over a number of
different mazes, and you don’t have to
clear all the dots from each one before you
can move onlo another. The mazes also
include the occasional deadly trap, but
that's basically it as far as new features go.
As for the actual game, the maze-changing
is confusing, the ghosts are pretty dumb,
the death iraps are random and annoying,
and basically all the charm of the original
game is lost, leaving a fairly dull maze-
trekking afiair that's just a bit too
‘advanced' for its own good. | guess
sometimes the simpéer things in life ARE
the best. Then again, if it really was written
in 1987 you can't really knock it, though for
1991 it's not much fun.

VERDICT: Pretty poor PacMan variant
that's too unfocussed to be very
entertaining.

*k

PacMan - the game that launched a
thousand rip-offs. And here's another.

CHINA
CHALLENGE

Byteback

After the success of Tiles (the Shanghai
clone we gave away on our issue three
cover disk alongside Amoeba Invaders),
what should come along but this, another
variation on the same thema. China
Chatenge differs from Tiles in two main
ways. One is that it's all a bit slicker — with
pretier graphics, more speed, and more of
the arginal game’s frills (ke nested move
retraction) — and the other is that it doesnt
actually feature the original tile layout. This
is in fact a good thing, as it means people

Contact addresses for this month's games: viaus FRee PD 23 Eiborough Road Moredon,

whao've already got Tiles can still get a
shightly difierent challenge in the same

viin, without having 1o get the same
thing twice for the sake of nicer
graphics. The disk also features a
not-bad Tetrs clone called Qualiro,
the follow-up Wellirx [reviewed in
issue three), and a couple of other

games besides, making it an excelient

buy lor puzzle fans.

VERDICT: Three really good puzziers
and a couple of arcade games thrown
in for good measure. %k

¥

xO.x g%
Ot 0]

XFIRE

Byteback

This game bears a lew similarities 1o a
really ancient arcade game called Targ,
but without all the complicated stuff (ttle
joke there for Targ fans). You appear in a
square maze full of little square buildings,
from which bad guys looking not unlike
PacMan monsters pop out and shoot at
you. The object of the game is to shoot
them first. Extra features include, um..,
well, as it happens there aren't extra
features at all. Mol that the simplicity
makes il easy - the small screen area
means you've never got a spare sacond
to catch a breath, as thera's always a
bullet or several coming al you from ong
direction or another. Add to that the fact
that you can only stand still when you're at
a junction and you have an extremety
demanding little game. The graphics are
functional but the music is really quite
groovy, and with sevaral olhar games on
the disk, including yet another good
Painter game and a Frogger, this is
another great deal for cheapie fans

VERDICT: A tough and addictive
game which doesn't suffer from being
just about the simplest thing I've ever
SBen. ik

XFire - he most primitive PD game yet?

JUMPY

Start (disk Games Galore 6)
And talking of tough. .. Jumpy is a pretty
basic platform game, putting you in conirol
of an extremely bouncy rubber ball with a
mission to collect bones (7) from a senes
of screens simply swarming with evil
enemies and perplexing platform patterns
(soary about that, by the way). II's a
deviously designed game, and you'll need
1o be blessed with a faify calm disposition
it you're not going to end up putting your
foot through the screen in frustration, Still,
if it gets too much, you can always iry your
hand at one of the eight other games on
the disk, inchuding a Breakout clone, an air
traffic control simulator, a tiny litthe
Workbench baseball game, a space shoot-
‘am-up and an infriguing board game
called Raps, which s basically a much cut-
down drawghts-like game imwoiving some
serious tactical thinking for something 5o
shght. It's one of the most fascnating little
snippets of PD I've come across, and
together with all the other stuff makes the
disk too much of a bargain to miss

VERDICT: A wide-ranging mix of
games, all of which are at least
presentable and a couple of which are
very good. Yet another PD bargain.

PACMMAN 87 + CHINA CHALLENGE + HFIRE ~ SCUM HATERS +
JUMPY + THE ADVENTURES OF NORRIS

SCUM HATERS

Amiganuts

Imagine Knight Rider with genocidal
tendencies, and you've got Scum Haters

Another Shoot-' Em-Up Construction Kit
effort, this vertically-scrodling shool-"em-up
(now there's a shocker) sels you behind
the wheel of a car cruising through East
Lendon on a mission o shoot absolutely
everything with the lementy to be
occupying the same streels as you, and a
few trains into the bargain. s a bit inckier
than it looks at first glance, and thera's
enough variation in the scenary 10 keep
you interesied in getting just a little bit
further into it. There are some nice touches
of the kind more usually seen in
professional software, but particularty
sensitive kiddies should watch out for the
axclamation your driver emits when a life is
lost. Scum Haters isn't going o change
your life at all, but it's worth a look for the
title alone

VERDICT: Enjoyable little blaster
that'll keep you playing for a bit longer
than you might initially think.

ok

STOP PRESS: XFire is given away on
this month's cover disk. Hurrah!

Swindon, Wilts SN2 25 = 0793 512321 « AMIGANUTS UMITED, 169 Dale Valley
Road, Holiybrook, Southampton S01 60X = 0703 785680 = SOFTVILLE PD, Unit 5, Stratfield Park, Eleftra Avenue, Waterdoowille, Hants, POT TXN = 0705 266500 + START COMPUTER SYSTEMS, 20 Holmskde,

Sunderand, SA1 LJE = 091 565 2605 « SEVENTEEN BIT SOFTWARE, PO Box 97, Wakeofield WF1 12 = 0924 356982
BYTEBACK, & Mumby Closa, Newark, Nofts NG24 1JE = 0836 79097



AMIGA REPAIRS

JUST £44.95 inc.

* Commodore registered

* Over 10 vears experience with Commodore computers

* 20 qualified technician engineers at your disposal

* We will undertake to repair your Amiga 500 computer for just £44.95 including

parts, labour, VAT and post & packing

* Most computers should be repaired within 24 hours of booking in.
* Prices include full service check, overhaul, soak-test and replacement of power

supply unit if necessary

* Repairs to keyboard and disk drive also included (£25 extra if these units are

unrepairable and require complete replacemenis)
* All repairs covered by a 90 day warranty

How o take advantage of this r"l.-'r';.l.l’r:rr.l.;u' offer: simply send or hand
deliver your machine ro the workshop address detailed right, enclosing
payrrent and this advert and we will do the rest (1 ;rr.l_\_u'.l.l.rr please
include a daytime telephone number and fault description).

* If you require 24 hour courier 1o your door, please add £5 else your
compurter will be sent back by contract parcel post

WTS ELECTRONICS LTD

STUDIO MASTER HOUSE
CHAUL END LANE
LUTON, BEDS, LU4 BEZ
Telephone (0582) 491949 - (4 lines)

WTS reserve the right 1o refuse machines that in our opinkon ane mpened with, to an extent beyond

reasonshle repair

Amiga Mouse

&

1400 catalogued disks

Utilities, Soundtracker modules/instruments
pictures, art etc etc.

Free updated catalogue disk sent with orders
Buy 10 PD disks and choose one free.
A small selection from our games list:

TANK PD

To obtain probably the most detailed
catalogue disk around, which also features
some free PD every month, send 50p (inc P

60p

& P) or alternatively send your own blank | [g ]
disk with a suitable S.A.E. PER
What can you lose, send today and save DISK
£££9's on your Amiga PD. Why don't you i
get hold of some other catalogues from  g5op pgp
some of the other libraries and compare the TO
coverage and prices and then decide to buy  ToTAL
from which you consider the better? ORDER

MAKE CHEQUES/P.O MADE PAYABLE TO: J. FORD

TANK PD, 4 CHANDOS RD, REDLAND, BRISTOL B56 6PE

Games 029 7 Titles Amos 062 Arcadia
Games 031 Battleforce Amos 097 Dynamite Dick
Games 032 Return to Earth | Amos 085 Reversi

Games 033 Megaball Amos 085 Snakes 'n'

Fish 421 Zon Ladders

L* B) o= =
XE ~ 1253
All latest Amiga litles available - £1.00 per disk, posiage and packaging free.

FREE membership with 1st purchase. Regular competjtions held,
including our very own Kick Off League

Below is a small selection of lithes available
from our large stock.

Discounts for
orders over £20.00

Send 70p for Catalogue Disk. Fast Reliable Service
£1.00 per disk 50p Post & Packing
£2.50 Europe

Amiga Mouse

182a High Street, Margate, Kent.
o

Credit cards accepted with orders over £10

Tel: 0843-228166 A

Chubby Brown (1 Disk) - Comedy Flash Queen (2 Disks) - Music Sample
Definite Docklands (1 Disk) - A musi for "Jarre' tans
Groove Is In The Heart (1 Disk) - Music Sampla
Holy Smoke (1 Disk) - Loads of Utities
Kyflie Minogue (2 Disks) - Excellent samples and Skde Demos

Madonna (4 Disks) - Vogue Samploer

Mol the 9 O'Clock Mews (2 Disks) - Gorilla Skelch

Samantha Fox 2 (1 Disk) - Skdeshow (18+) Star Trek Trivia Quiz (1 Disk) - Game

Wi also supply sound tracker samples, T-Bag disks and our own disks and demaos.
Send S5.AE. for catalogue or blank disk for disk magezing
Please send to:- K.Larkin, X-Press PD, 12 Hathaway Court, Cheriton Road,
Gillingham, Kent, MES DES.
Tel: D634 30638

PD cLUB |

HIMOd YOIWNY
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EVERY
WEEK

GARY PENN AMES o5 A
Every Thursday 2 B o B £ e | 002
Amiga Power’s very

own Consulfant Editor ATI N I
writes on the fast- £

moving GUmes SENe £y pRESS: jt’s Amiga Power’s weekly

~ previews, ieviews, c¢ompanion - packed with Amiaa o=~
news, fips and more!

___ s w e

pah =ueryl'll'ﬁu}sduy, all

_..agunéws, Yyear roun % Jio
previews, r.,iew,_ e It's packed with juicy B8
and all the best pricest goodness! '

B Public Domain e You get quite a bit of

round-ups, techie change out of a quid &
twiddly-type pages,

e LT GIVE IT A GO - YOU NEVER KNOW, YOU MIGHT EVEN LIKE IT!

er... much, much more!




COMPETITION

WIN! A COMPLETE TV, |
VIDEO AND
SATELLITE DISH S

IN THE AMIGA POWER/OCEAN SIMPSONS GIVEAWAY!

‘Hands off, these are mine man"

It's & pretty nifty looking prize, ah? Mot only do you get a Grundig colour TV,
complete with an 15 inch screen and remole control, you get a Saisho video recorder
and a Ferguson satellite dish thrown in loo! The complele set up is worth a massive
£B00 and is sitting here in the office just itching 1o be won by some lucky reader.

But why the genercsity? What are we celebrating? Well, simply this - the release of Ocean's version of The
Simpsons (or The Simpsons — Bart Versus The Space Mulants, 1o give it its full title), as sure-fire a contender for all-
formats Christmas Number One as you could possibly hope for. Check out the review earlier in this issue for complele
details (it's actually a very characterlul and appealing scrolling shool-'em-up cum culesy game) because it's all but
cerainly going o be one of the mos! talked about games of the year — not only i it going lo be bought in its droves as
a stand alone product, it's also the star of Commodore’s new Cartoon Classics AS00 pack (5o thousands of new
Amiga owners will gel a copy). Now, with our prize, you can REALLY have The Simpsons coming out of your ears -
not anly can you play the game with your Amiga linked up to your new TV, you can check out Bart's carloon antics on
tha B Sky B television show too!

So what do | have to do?

We want you 1o wrile us a new Ban Simpson rap, in the style of the chan topping ‘Do The Bariman'. We've given you
the opening lines — now just complete the verse (or go on for longer if you're feeling particularly inspired). Extra points
MAY be given for any ‘witty’ references you can get in there to Ocean, the AMIGA POWER ‘posse’ or, indeed,
anything with a vague game relevance (but we're nol guaranteeing anything). We fully expect to be reading
RULES AND REGULATIONS thousands of these Bart-style raps over the next few weeks, 50 you're going to have 1o be either a) incradibly witty
and clever or b) unbelievably (and excruciatingly) bad to get a look in

HIMOd VYVOIWNY

= Thae closing date for this is
Efﬁli.ﬂlbtr I0nh. Aker that The rhyme begins: ‘Yo, hey dudes, what's happening.. man?
it's Wastaban City This here's young Barl's master plan..

(Hey, we never said we'd give you much to go on')

witerly final

* Employees of Future So, get scribbling! Send your entries, filled out on the back of a postcard or envelope (or on a separale piece of

LG66L Ha3AW3LH43S

ng and Ocean are not

o paper INSIDE an envelope i it's particulady long) to: It Wasn't Me (Nobody Saw Me Do It And You Can't Prove
competition Anything) Compo, Amiga Power, 29 Monmouth Street, Bath, Avon, BA1 2BW. Remember to include your name and
address, and be sure to get your entry in before September 30th!

O
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POST HA@STE| BYTE DIREGSU
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Well, we asked for it. ‘Send us fewer letters of praise,’ we
said. ‘Let’s hear from people who’ve really got something to
complain about.” And we did. (We should have kept our big
mouths shut really, shouldn’t we?). Hold on tight then, as we
take a two page journey into the land of the miserable, the

confused and the just plain angry...

® Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath, Avon, BA1 2BW

Dear AMIGA POWER,
| :am writing concerning the way you seem lo
be marking games. |'ve compared your
scoring of 10 randomly picked games to the
reviews of the same 10 games in Amiga
Format, which I'm sure you know is also
made by Future Publishing, and it makes for
quile inferesting reading. The 10 games and
marks were as lollows (Theve lollowed a long
and uninteresting lisf of 10 games which we
= shock horror] — didn't mark exactly the
same as Amiga Format, Ed).

Average: Amiga Format BO per cent, AMIGA
POWER 69 per cent.

50 | have to ask mysell, who am | 1o trust? |
realise that each reviewer is entitled to his
own opinions but what are you telling the
people who buy these games? | mean, |
myself could easily find a good game, say if's
bad (which | may waell think 1o be true), print
this in an international magazine and thus
prevent the game from baing bought.
Looking at the two magazines’ marks for
Quest For Glory Ii: Trial By Fire — which were
very difierent indeed - | feel that some sont
ol system is needed to ensure the mark for
each game is as accurale as possible. Hare
& what | suggest: along with the statements
n ‘Who Do We Think We Are? you should
put a word of two showing which type of
game: that reviewer prefers, and an example
= probably his tavourite. Then, afler The
Bottom Line, you should put what each
feewer gives the game. This way there
would ba much less arguing and no letters
such as this.

As another exampe, just look at the
teview of Bral. There was a 19 percent
diflerence between Stuart Campbel's overall
mark and Matt Bielty's - and it appaared 1o
ba mainly due 1o the fact that one liked the
way the main character was portrayed and
i other didn't. The thing about different
EVIBWENs' Opinions bacomes really
noficeable here; after all, does the look of the
hero affect the mark THAT much?

Apart from this | think the magazine is
great, and hopefully you'll think about my
idea, or another similar.

Yours faithfully,
Gerred Blyth, Bath.

Make your mind up, Gerred! First you want
Iots of different reviewers marks on every
game, then when we do exactly that (on
Brat), you actualy complain about the
difference!

There are two things fo bear in mind hare
raally:

1) Despite the fact thal there's anly one mark
and ong name on most reviews, we all see
vy game thal comes info the office and
e score lends lo represant a broad
consensus of our opinions. If any of us
stongly disagroes with the main reviewer's
mark, we use an 'On The Other Hand . box,
but, @5 you' have noliced, that isn't very
offen. Usually everyone here will agree fo
within @ couple of percent how good & game
&~ o be honest, most of the time it's just

2] We're all gelting a litle bit borod of people

complaining that we give games differant
marks fo Amiga Formal. We're a different
magazing, produced by a completely
different set of people, and tere’s no reason
whalsoever why we should have the same
opirmons as them. (Though if you read both
magazines you'll see that mast of the hime
we actually do pretfy much agree - ir's just
that we lend lo use a wider range of marks
than they do, dipping right down inlo the
twenties and befow), If if's fotal conformity
you want, why nol buy two copies of the
Same magazine?

The indicating what son of game each
reviewer likes is a good idea though - that's
why we're now doing exactly that on the ‘Just
Whao Do We Think We Are? page.

Dear Amiga Power,
| am writing to complain about the appalling
mark for 30 Construction Kit. Sadly | missed
the main review of it but seeing The Botiom
Ling in the July edition | was amazed a the
three stars you gave il it should have had
frve black stars at least! In The Bottom Line
very complicated’. Whal a load of rubbish!
Methinks that you have just ficked through
the manual! I'm far from a programmer and
find the easiest of programs hard, but
already 've mastered 90 percent of the
Freescape Command Language and the
Animation Controller is a cinchl
You probably think that | am some kind of
whizz kid who enjoys constructing tangents
and loves bisecting angles, but, using 30
Construction Kit, creating 3D objects (or
even 20 for deail) is easy! So the price is
hetty, but it's ideal for a binthday or Crimbo
prasant. If there's any justice there should be
hundreds of 30 PD games (yes, you can
make your own game autobooting and can
share itl). My only gripe is that this kit is
unsuitable for young children and don't
expect 1o make a Caste Master clone in a
day (it takes at least a forinight!). And that's
not all - if you get stuck with it there's a
brilliant club where like-minded people can
oot together and share the techniques, and
there's also a helpline! There, is that enough
for you?

Whoever reviewed it should be dragged
out into the street and shat! Right, now I'm

off to do a bit more design work on 30
Consiruction Kifl Addictive? It should carry a
health warming!

Yours i

Andrew (30 Fan) Herbert, Stockport.
P.S. | know you won'l print this!

Are you sure aboul this dragging the
revigwar out into the street and shooting him
busingss 7 For the record, the guily 30
Construction Kit reviewer (Jonathan Davies)
saud, amongs! other things, if's ‘a pretly
potent piece of soffware” there's somathing
for everyong’; i ‘achieves what it sef oul o
do vavy weil’; The only limi is pour
imagination’; 's very Nexible, and once
you've worked owl what's going on if should
theoretically be possibie fo program just
about anything and if's ‘an investment that I

really pay off in lerms of enjoyment per
pound”. Hardly a siamming, | think you'll
agree, especially whan he marked i ai 80
parcent - vary fugh in AMIGA POWER
terms. (What a pity you missed the onginal
review, gh?)

Oh, and by the way, from now on, any
Ietier which includes the words ‘1 know you
won'T prind this' will be consigned
immediately fo the bin. If's a compigtely
knobby thing fo write and there's nothing big
or hard or clever or grown-up about if af all

Dear Gary Penn,
Hmmm...Okay, hara we go. | think you are
the best games reviewer in the gaming
indusiry and you are really cool! Phaw! Now |
have expressed my fealings we can get
down to the nitty gritty. But bedore that, there
are a few questions | need fo put o your
expert brain

(a) Has Stuart Campbedl ever had any hair
(he books a tad queer), and
{b) ls Andy ide Jewish?

Right, | was very impressed with the first,
second and third issues of AMIGA POWER
(and | thought Amiga Format was good!l)
and | am continuing fo get my dad to dish oul
ihe wad for it. Al last the Amiga has a games
magazine with style! My mum look one look
at the use of ‘crap” and ‘bloody hell” and went
off muttering about ‘not for his age group’
{I'm only 121), but - hey! - it's got more
action than crappy "Prima’, ‘Best’. Bella’,
‘Woman' or ‘Chat’ (which she gets) and has
less swear words and sex scandals than all
the sex novels she gets. | especially iked the
reviews on Exile, Deuteros and The Botiom
Line at the back. | also enjoy playing Kid
Gloves, Bombuzal, and the demo of Exie. |
would be gratelul for some tips

Mati Bielby is cool.

Stuart Campbedl is a prat.
Andy Ide is, well...all right.
The rest are cool as well

Please print the lefter as | think loads of
gaoplaamstaﬂmt’xfh

ours hmmedly,
Chris Milkins, Dartiord.
P.5. Swart Campbell is a loss.

Erm, quite.

Dear AMIGA POWER,
| wish that everyona would get off Stuart
Campbell's back. He gives harsh marks, but
s0 what 7| With him doing this at beast | know
thal a game s really going o be axcallent
when he gives it a high score.

| aizo feel cbiiged lo enter the greal cover-
mounted disk debate. | simply don't see what
harm they can do. | know | speak as a keen
gamesplayer but - hey! - surely cover
mounts would mean that the quality of
software on sale would rise.

Let me explain.  software developers
realise that they are going 1o have o
compele with cover mounbed games then
thay will ba given the incentive 10 make thes
game tha best available. Such a move would
cut down on the crap that is curmently on the
market. It may also mean the end of your ‘'Oh

dear..." slot, fun as it is, but that's really Ktle
Weharod
Biddile, Leamingtlom Spa.

Sorry, Michael, but your argument doasn’t
aclually make much sense. ¥ magazines are
puiting high qualily games on heir covers —
things ke Bombuzal or Interphase (Amiga
Format) - for software house lo, as you say,
‘compete” with cover mounted disks they're
going to have lo make sure thal every
proguct they bring owt is of a quality higher
than that! Erm, how? Al the very leas! your
scenang would mean 30 parcent of fodays
product wouldn't be released at all, simply
because if wouidn't be good enough fo
compele with these fop-noich freebies, and
you woulkinT want tha suraly, would you?

Dear Amiga Power,

I wiould like to congratulate Lucasfim Games
tor probably the best end screens to any
game to date with their conclusion to The
Secrel Of Monkey isiand It is clear 1o see
that this was done by a film company. If only
athers would follow suit, games would be
worth complating. | wait with baited breath for
the loliow-up and more of the same.

JA “Jaws” Wilson, Berwick Upon Tweed.

Fans of end of game sequences will be
pieasead to know thal we're working on a
feafure on just that subject for a future issue
- quite possibly the next one,

Dear Amiga Power,

I havve just bowght the July issue of your
magazine, mostly because the coverdisk
looked 5o good. When | got it home, | stuck it
in the disk drive, chose Frantic Freddie and
got a nasty surprise. For a stan there was no
game o play, just loads of writing from ‘DA.
FX'. As if this wasn't enough, | was greeted
by a number of swear words.

If this is what you, AMIGA POWER, call
‘The Best Of PO’ then | leal very somy for
you. As in relerence 1o Mr. Palmer who sad
of June's issue, ‘| hope | don't have to censor
1he next edition belore my children can read
it". Well, you no longer have to worry about
thi magazing - i's the disks thal cause the
problems!

Come on AMIGA POWER, gel your act
logether and stop using such fith. Thes is
meant 1o be a family magazine, not one that
needs censoring bedore you can give it o a
young child. Don't get me wrong, | am noit
condemning the use of swearing in its rightful
place, but when | spend £2.95 of my pockat
maney on a magazing, | don't expect to be
sworm al. Al 15 years of age | hear enough of
this language anyway.
Please dont do this again.

Yours sincerely,
Tania Dodd, Colchester.

Hundreds of apologies for the swearing that
appears on the front end screen of Franfic
Frodde. The problem is this: the swearing
only appears if you sif and waich the
programmer s immensely dul scrolfing
message for aboul five minutes nsiead of
pressing a mouse button lo actually star -
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ihe game. If you'd actually done that and
started playing this incredibly fun (and foul-
language free) platiorm and [addars romp
you woulkdn't have seen the message af all
and thus wouldn't be offended - in fact, we
oursahves didn't see if unhil we'd already
gone quile a long way lowards pulting the
game on the disk. Thal left us with &
dilemma - shoukd we run with the game as it
is (remember, you aren'l allowed fo modify
PD programs in any way, 50 we couldn?
have taken the swearing out) or should we
drop it, and thus deny thousands of readers
the pleasure of playing one of the best littks
PD games in ages? You know whal we want
with, What IS our faull though is thal we
forgot lo mention that you have o press a
mouse button fo start the game - if honesty
didnt pocur 1o us, as it seemed patently
obvious thal this was what you shouid do,
but we should have made if clearer, and for
that we apologise sincarely. We'll try even
harder lo make sure if doesn'T happen again.

Dear AMIGA POWER,
Firstly, may | congratulate you on your
brilliant section conceming the ins and outs
of Rainbow Islands, showing each item and
their effects to the full. Alter reading this two
part article, | actually found out what the
whole game was all about - how very
different to the few sentences in the
original mstructions!

But now from the praise to the groans
which | feel mainly concem your ‘100 Games
Of All Time'. Stanting from number one, | was
happy to read the aforementioned game
taking pride of place, though | wouldn't
personally say it shoukd have ranked 1ops
(whatever happened 1o Electronic Ars’
Wasteland?) Then Lemmings appeared at
number two, which again is one of those
completely ludicrous games that once
Ioaded proves impossible to tum off! And so
| read on, nodding accordingly to titles such
as Speadball 2 and Sim Cify, when suddenly
~ Coughl Whoops! En? Excuse me? — what
game should rear its flamin’ head than one
thal I'm ashamed 1o own flor my computes.
Yes, none othes than your numbes seven,
Kick Off 2.

Thas is probably the worst software
purchase I've made ever! It's just so
undoubbedly stupid beyond stupidness that
I've had serious (very serious) thoughts of
formatting the disk and using it 1o put saved
games on from other products, such as the
excellent Powsrmonger. (Talking of which,

hysierical fits of laughter. Spindizzy Worids?
| mean, come on = the idea might have been
great when VIC-20s were all the rage, but in
19917 Unfortunately | had the ‘privilege’ of
playing the onginal Spindizzy on tha C64
and thought it was crap then — despite what
would have been called excellent graphics.

| mast say it book a good 10 minutes o
compose mysell to continue reading, then
what should happen but for me to come
across, at number 51, Wings! This had got to
b umtrse! | know, | know, there's disk
swapping leh, right and cenire, but if you're

Dear Sir,

In response to your All-Time Top 100 Games, here're my All-Time Top 20 WORST Amiga Games...

1) Kick Off 2 — I've a horrible feeling that about a month before this, er, thing was released, all the games mag
writers in the world had a huge meeting and decided to play a trick on the game playing public by writing silly and
thoroughly over-enthusiastic reviews about it. It is, in reality, a complete disgrace. At first | thought | was doing
something wrong because the ball was bouncing all over the place as if on some kind of ping pong table, but no -
it's meant 1o be like that. Dire.

2) Turbo OutRun — The arcade classic makes it onto the Amiga, though where it went in between remains a
mystery because this is monumentally abysmal. If we ignore the haphazard, jerky graphics, the painful music, the
relentless ‘hmm’ that the ‘car’ spews out, its ability to glide through buildings and trees, the laughable repetition and
the fact that this is one of the worst EVER coin-op conversions, Turbo OutAun is, indeed, a damn fine game.

3) Zombi - Hailed as ‘a massive arcade adventure’, Zombi is actually ‘a massive pile of crap.’ Ubi Soft have tried o
combine an arcade game with an adventure, and it's very boring and rather pointless. The whole thing is just awful.
4) Plexu — Oh dear, the less said about this the better. if you don't believe me, Iry it yourself or read the Amiga
Format review, which gave it one of their lowest marks ever, 21 percent. A complete and utter disasler.

5) Gremlins 2 — If you want 1o spend five minutes sitting in front of your monitor doing next to nothing, why don't you
load up Gremlins 27 You won't be disappointed.

6) Atomino — | love a good puzzle game. A shame, then, | had the misfortune 1o play this nonsense. The only good
points are it's got lots and lots of levels, boring though they are, and it's got "Psygnosis’ on the front.

7) Beast Busters — Well, the coin-op was pretty awful, and the Amiga version is sadly much worse. If you're
templed to play it more than three times I'll be more than a litie surprised because this is seriously unentertaining.
About as two-dimensional as the receipt you'll hopefully get with it. (Hang onto the receipt by the way, you'll need it).
8) Skull And Crossbones — ‘Whatever you do,” warns Domark, ‘don’t show it to your grandmother! My advice is not
to show it to ANYOMNE (unless, of course, you enjoy being laughed at).

9) Gravity - ‘Gravily almost made the Top 100, but not quite, AMIGA POWER cautiously wamns its readers. This is
a cunningly concealed code which means, ‘'If you buy Gravity you are guaranteed to waste lols of time and money.
10) Ghouls'n'Ghasts — I'm a platiorm freak myself, so | thought | might like this — but no. The graphics were very
poor, the sound annoying and the gameplay itself dull and ultimately non-existent (because | haven't played it since).
11) Archipelagos — Now don't get me wrong — | can see why many people like this. It may have very, very slow and
poorly updated 3D graphics, repetitive gameplay and dreadful sound, but — hey! — many people like that sort of
thing! ‘A genuine 3D classic?’ I's about as classic as Kick Off 2

12) Bombuzal — Oh dear. | may well make myself very unpopular with the AP lads but | have to come clean. To be
fair, the graphics are cute (but only in the unplayable 3D mode), and the sound effects are nice, but the controls are
just an incy wincy bit over-sensitive (by a mere several hundred times) and the lack of in-game music seems crazy.
13) Moonwalker — Read the ‘Oh dear... in issue three for the full run-down on all this game's bad points — for me,
the mind-boggling animation just has to rate amongst the worst ever. It's even worse than Quest For Glory Il.

14) Dick Tracy — Clearty very little (and | mean VERY little) time was put into designing this hopeless shool-"em-up.
There's no two ways about this - it's really very stinky and should be avoided at ALL costs.

15) Exile — We all know about Gary Penn and the dog food, but I'm convinced he's a bit of a dipsomaniac — he must
have drunk a ton of whisky before writing this review. The graphics are very 8-bit esque and the game lacks action. 1
bet Audiogenic couldn't believe it when it saw such a rave review in the best selling Amiga games magazine,
normally 5o brilliantly critical. | have great respect for you Gary, but stay off the alcohol mate.

16) Monty Python — Sadly only worth buying for the manual. The graphics are not very colourful for a cute platform
game, but | could have lived with this if the game itself had been any good. Frankly, it's just too hard to be addictive.
17) Warzone — Core let themselves down with this scrolling shoot-'em-up that's just too repelitive 1o be any good.
The crass overhead 3D view doesn't really help at all, but it's the monotonous gameplay that kills it after the first two
goes. A tad too much hidden danger too and a total lack of original ideas. Sick to platiorms, Core.

18) Viz — What can you say? If it's a choice between this or the comic you'd be down the newsagents faster than
you'll put the game back on the shelf and reach for the Hollywood Collection instead.

19) Moonshine Racers — If it's a laugh you're looking for then play this, because the jerky graphics make for a few
chuckles. If as much time had been spent on the scrolling as on the great music the game would have been super.
20) Brat — Actually, | was going to put Gods here, but | decided that this was worse. Much worse. Okay, so it's very
cute, and for the first few goes you think ‘Hey! This is great!’ But that's before you keep dying and sent back to the
beginning time and again. Hasn't Image Works heard of restart points? Far too close 1o Lemmings for comfort too.
Well, there you have it. | realise that some of my opinions may seem a touch outlandish, but these are my
true feelings and I'm sticking by them.

Yours

Gary Taphouse, Old Coulsdon, Surrey.




fortunate to own a second drive than many
ol the problems are solved, and i you load
up the 60 Hartz program from the June
edition of Amiga Format's covendisk the
pameplay is increased 10 fold

| could go on Tor ages, but 1o let your
eyes have a rast Il just mention two more
games. Golden Axa at number 36 is about
as hard as blended water 1o complete, but
tha sheear humour ol seemng your player
mount a dragon and fry the living daylights
out of your partner, wiho's trying frantically to
knock you off, is enough o bring anyone out
ol ihe deepes| depression and inlo screams
of taughter ~ especially whan ha/she is on
thair ast block of energy! Hal

Finally, number 100 — Grand Monsiar
Slam. What the hell ks this doing in the Top
1007 I's not as bad as Kick OF 2, but i's
not a Top 100 game. (Er, and by the way, is
Electronic Arts going 1o publish Wasleland
on its budgel label soon? Could you please
find out for me? Prefty please?)
Yours faithiully,
Darren Smith, Ashton-under-Lyne.

Well, Darren, you'll be pleased lo know that
al least as far as Wick Off 2 is concerned

you've gof a couple of allies. Ranged against
the 100,000 or so raving fanabics on the side
of Anco's footbaling mega-success are
yoursell and owr own Stuart and Mark, who
oned and shouted and pleaded and sulked in
an atempt fo prevent Kick O 2 appearing in
ouwr Top 100 af all, but ko no avail, As for alf
the rest, you're on your own (well, except for
regarding Grand Monster Slam which ex-
Amiga Formal edilor Bob Wade jus! sneaked
n whan no-ong alse was looking). Oh, and
with regard to Wasteland, EA say its re
iaase is possibie’, buf they don't have any
cancrete plans for it at the moment. Sorry

And now onto a lefler from ong of our reguiar
cormespandents..

Dear Sir,
| recently discussed with a fnend the games
avastable for his elderly C64 compared 1o
thasa on my Amiga. While having lo agree
thal the Amiga is far superior in the loading,
graphics and sound departments, il does
tend to suffer as far as the playability and
lastability of its games is concemed

Thase were the strong point of nearty all
the legendary ‘classics’ on the CB4, and
whila I'm not sure which ingrediants are
missing. many of the elderly Ca4 titles
certaindy baat their Amiga countarparts in the
staying category. While browsing through my
friend's gama collection, | must admst that
some of the really old stulf (which is sadly
very difficult 1o find) was a pleasure to play!
For example, PSI-5 Trading Company had a
real “Star Trek' feed to it which has yet 10 be
taptured on the Amiga The English version
ol Akens was perhaps the pioneer of the
Dungeon Mastertype environment and was
#s such highly atmospharic. An arcade
adventure named Shogun had a unique
system of randomizing character attribules
and cbject localions 10 ensure no two games
ware aver the same, Perhaps the first ‘great’
fight sim, ACE, had air-to-air refueling via
tanker (sadly not included in modemn games
ol this genre) and the enemy armoured
divisaons you shot al wearen't just for show
but could actually conguer your hometand!
The shoot-'em-up Sanxion was a spiil-
screen affair which gave speed and height
getails of your ship = this made judging
dstances much easier than in most modern
games of this type

The above are jusi a lew of the
mxcallant games which have now sadly

disappeared over the years. All are very
difierent, each received rave reviews when
first released over two years ago and did the
8-bit machines proud! It's just a pity nona of
them wera never converted to the Amiga
The sownd and graphics could have be
improved upon, while more characters,
levels and a larger playing area would
increasa depth. The lastabity and
playabdity, however, should remaan identical
to the original versions.

It may be the programmers have complately
mastared the C64 while the Amiga gives
them more memory than they really know
what to do with, | don't know. What s
obwious is that many of the newer games
cannol contend with the ‘Goldan Oldies’ on
improved sound and graphics alone

What are your views on this subject?

Yours faihifully,

Stuart Hardy, Wales, Shelfield.

Wall, you won't find much disagreement hare
al Nostalgics Anonymous on how good
some ol the old B-bif games used fo be, but |
fhink you're being a ittie bt hard on the
Amiga. What about Lemmings, Speedball 2,
Populous, Exlle and so many more for
games that have real lasting appeal? As for
Star Trek, have you checked out Tobias
Richter's PD version on the Amiga? Indeed
the Public Domain could be just the place for
you in general. We've already featured some
greal B-bil classics on our own cover disks
and hopafully thera'll be move lo come, but i
you check out a few PD libraries you'll find
thal many programmers seem lo share your
fealings. Just stick with us, and you'l get the
bast of both workds!

{And Stuart, please don't write the same
letter, word for word, fo three or 50 differani
computer mags again. It isn't big or hard or
claver, you know]

Finally, it's thai old ‘Tavourite’, the cover-
mound debale again, This reader, however,
has a rather different view o most

Dear Sir,
| write in reply 10 a letter which was printed in
your thind issue from "A womed fan of
AMIGA POWER'. The latter in question puts
forward an opinegn on the subject of cover
mounted games, and the ban on them, but if
seems bo me that whoever wrote it is shghtly
mixed up. Ha'sha writes: ‘Cover mounied
games starl appearing, quality titles such as
Interphase, Balance Of Powar, E-Motion,
Gravily, Bombuzal and Kid Gloves, 50 there
i8 no longer a need o pirale games’ - but
suraly il thera is no longer a need 10 pirate
games thera can no longer be a need 1o buy
games, so where do the soltware houses go
from these? (Don'T entiredy foliow that one,
aciually. Ed) Mind you, having said that |
don’t believe that cover-mounted games
affect piracy anyway. Jus! because
somebody has, say, Kid Gloves, it will not
stop them wanling, say, Gods, will it?

S0 at the end of the day the simple tact
i,  you want a magazine buy a magazine, if
you wan! software buy software. After all, we
have no nght 1o expect bath
Regards,
Craig O'Mahony, Northfield, Birmingham.

Come on Roger, we'd know your handwriting
anywhere... Senously though, an inferesting
(i stightly muddied) angle on the debate,
Craig, but ane that puts you in 8 minonly of
about one amongst the vocal portion of our
readership so far. S, if anyone glse out
there lhinks magazines are magazines and
softwara is soffware and never the twain
shall meel, why not write in and lel us know?

Remember, these calls costs 34p per minute, cheap rate and 45p
per minute at all other times inc. VAT, Average call lasts 3 minutes
Please ask the parson who pays the phone bill before calling

BCM Box 5374, London WC1N 3XX

AMIGA PD
NOW AVAILABLE

T L ST
WIN A GAMEBOY
70 GAMEBOYS TO BE WON
CALL OUR QUILZ ON

0898 805507

5

50 3.5° DS'DD
100 3.5° DSDOD ...
150 3.5° DSDD ...
200 3.5 DSDD ...
400 3.5° DSDD ... - J
500 35°0500...........coc0 £139.00
Price includes VAT & P&P

Bulk Buyers 2 for 1 disk quarantee
£91.00

100 3.5° DSHD PRy
£ﬁ1 E_"'.l":':-

| inc VAT & pip

3.5" DS'HD

60p

Oy BULK
37p

AMIGAS
£999  Class of the
Cartoon Classr 1Mb L3850 Fest Sieg
Conen Casrna T L8

L&S0

LBPS Mo e

Arrwga 1500
Amega 1500 + monites

Trade/GovernmentSchool orders
welcome

ATARIS

L&] BCS Ltd, E

ACCESSORIES

349 Ditchling Road,
Brighton,

E. Sussex, BN1 6JJ

Tel: (0273) 506269

BEEl  or (0831) 279084
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PREMIER MAIL ORDER

Titles marked * are not yet available and will be sent on day of release.
Please send cheque/PO/Access/Visa No. and expiry date to:

Dept AMPS, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. 5513 1BJ

Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and
Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail Order only.
Telephone orders: Mon-Fri Sam-7pm. Saturday 10am-4pm. Fax orders: 0268 590076. Tel orders: 0268 590766

24.99 Fun School 2 [under & 13.99 Powermonger Data Disk 1 * Qo9
» Schaol 3 (2 1699 Powerpock 14.99 ECIAL OFFERS
14 F chood 3 7l 1499 Power Up 1599

14,99

1659 AMIGA A500
6 990 | SCREEN GEMS PACK

O O

o9 MNightbreed, Days of Thunder,
oo |Back to the Future 2, Deluxe Painl
o 2, Shadow of the Beast 2

. ONLY £369.99

Aroc hnophs
Arkanosd i
Armaur Geddon

| Assoult an Alcotraz *
Awusoma

[+7+]

Reoch for the Skies *

Realms

4 UPGRADE YOUR
AMIGA TO 1 MEG

2 Meg Upgrode - £24.99
2 Meg Upgrade + clock - £26.99

16
9
2
2
&
& 99
9
&
oc
i

B O 0 e O O O e 0% 0 e 0 B

3 Al

-] n Desent [1 Meg) 7  Rocket Ronger
16.% art Dala 9 g Saar Ae My Han

2

DUl

BATMAN THE MOVIE
NOW ONLY
£7.99

9 Jock Micklous Unlimited Goll [1 Meg)
Jahangir Khan Squash

*2> | SPECIAL OFFERS
& 4 19.9%
. ’ 992 | ONLY £9.99 EACH!

26,99 James Pond,
Gremlins 2,
99 Sword of Sodan

1 Mg

y O
O

= P

O O — % O 0= O O 8

{fa e puliinlg]
orparation Daoto Disk

44 JOYSTICKS

20 x 3.5" D3DD - £10.99

&
(]
iy
19
&
19 16,99 Cheelah 125 + - £6.99
& g
~; 16.99 Comp Pro Extra - £14.9%9
699
% 19.99 Quickjoy 2 Turbo - £9.99
:3 ? ':rr Chuickshot 3 Turbo - £9.99
¥ :f, Quickjoy Jetfighter - £10.99
5t 19.99
i 1996
; 73 1499
:; I‘I.l - ">
% 3 3% BLANK DISKS
26 9.9 L Unbranded
6 16 16,99 10 x 3.5" DSDD - £5.99
14 14, @ a.79
) 16,99

69 50 x 3.5" DSDD - £23.99

o 1999 | 100 x 3.5" DSDD - £44.99
&5 1499

2] 165 il Branded - TDK

19 1 1299 3.5" DSDD - £1.25 Each

8 & b 41

18

L e, 2% TURRICAN

,: :. ; g 9.99 MNow Only

_*: 3 smised Londs [-. :JI';':' £7.99

1399 1999 13.99




Amiga for
Business

To advertise in the biggest selling Amiga
games magazine call Susanne Mansfield
on 0225 442244 (or fax her on 0225
480325) now!

Intronic Software

The Midlands Premier Mail Order Software House

CABLES !!

hﬂ‘ﬁh PRINTER * MONITOR * TELLY *...EVEN A BIONIC WELLY *
WE CAN SUPPLY IT !

J'I.HIIC'.I' ADD-ONS * .I'LMIL.-". FtLF‘.ﬂu AS *
g. AMIGA PSU - £20 *

G AMIFJ’. SPARES *
* FIXED PRICE REPAIRS &

RING US FOR A QUOTE! * ATARI * IBM * COMMODORE

LASEL AL " BBC " SINCLAIR " NINTENDO.
COLLECTION AND DELIVERY SERVICE WEST MIDLANDS AND NORTH WALES

Some of our !llllll tltlt!

FLIGHT OF THEIHTHUDEH N b e et e

MIDWINTER

CRUSE FQF!ACQ'RP’SE £

o F e e R I A T o S A s i e R £E8.50

Please add £1.50 for postage and packing. UK mainland only.
SEND FOR OUR LATEST LIST

R/O 236-240 Stafford Street WALSALL West Midlands
Telephone (0922) 725832

L18.50

DISKS DISKS DISKS

QUANTITY 25 50 100 500
3.5" DS/DD 135 tpi  0.39 0.38 0.37 POA
3.5" DS/HD 1.44Mb 0.79 0.78 0.77 POA
5.25 DS/DD 48 tpi  0.29 0.28 0.27 POA

All prices include VAT, label and P&P.

Cheques payable to Severn Software.
Allow 7 days for delivery.

| B Severn Software, 55A High Street, e
) Bridgnorth, Shropshire, WV16 H)Km
Telephone (0746) 767519

ADVERTISERS INDEX

21st Century ..........ccee... Premier Mail Order .. S -
ggusga Mouse .. 85 Qualsolt..........c.ccoeeemninnnnn 101
Byte Direct ... ':':': e 2?;?:2.?3;"5&,,9,;5@.; o
Ef’rfae DGO ...y 'BE% Severn Software....................93
Datelm e e S e A 68 SiicaShop.....cc.ovivicivenn B9
e Slom i e ieR
R Tank PR gs
MOISEADS ... 7T TIORBON ... DY
Mlndscape NI i s | L s -OBC
Mirrorsoft .. i WG — - L
Mew Age .94 | Virgo Deuelopmems 04
Ocean.......IFC-3, 13 15, 1E 52 | Voicaling ..............oocoees 19
PCS. A IWAS G B
Post Haste . B Aprass PD ..o B8

1/2 Meg Upgrades
without clock £19.95 with clock £24.95

1 1/2 Meg Upgrades
Fully populated only £69.95
Null modem leads £4.99
4 player lead £5.99

3.5" disks
1-4935p 50-99 30p 100+ 28p
3.5" 80 Cap. disk box locking £4.99
3.5" 40 Cap. disk box locking £3.99

All our products carry a 5 year unconditional
guarantee. All prices include VAT. P&P extra.
Please ask when ordering.

For credit card holders phone
0602 464188 between 9am-5pm
0509 674187 after 5.00pm

Cheques/postal orders send to:
Richards Developments, 14 Windmill Way,
Kegworth, Derby, DE7 4FA

PCS INTERNATIONAL PD

THE NORTHWEST'S BIGGEST PD LIBRARY
33 CHAPEL GREEN ROAD, HINDLEY, WIGAN WN2 3LL
A

Sisa 0942 521577 FS

SUPPLIERS OF AMOS, AMICUS, FISH, TBAG, SD-DISKS
SNAG, AMIGOS AND PCS PD

PUBLIC DOMAIN GAMES g
WE HAVE OVER 100 GAMES AVAILABLE m
PCG 1 Learn and Play (not Amos) PCGED Larmm V1.2
PCG2 Treasure Trap I I PCGE2 Moria (RPG D
PCG 3 :Illvh fllm- :; G Ih ack Hi I| wril
PCG 4 Areaker Construction Si v VFEmE .
PCG Seuk Games : I ; PCGHES Pacman 87 Z
PCGE  The Computer Conflict PCGHE The Lost Ocerest n
PCG T Games Comperlation PCGAT Cave Runner
PCG B Star Trek Game PCGES The Holy Grail "":
PCGY9 Tennis PCGES The Golden Fleece h
PCGLIO  Tramm Construction Set PCGT0 Xenon B -—l
PCG11  Castle OF Doom PCGTI ‘-|.|. er Of The To
PCGL2 “Pseudo Cop PCGT2 Chess El Ih
PCGIA Mechforee PCGTE ."u[.-.-‘.:-| Mind z
PCG14 Boar 11' (L TE PCG74 Tanx
F't'l 15 {;1 Galden Fleec PCGTS Seven Tiles u
"G16 irble Slidi PCGT6 Magaball
PCGLT |'|3'II VLMEE PCGTT Wheel OF Fortune I
PCGI8 Blizzard PCGTS Auto Bahn 3000+
PCG19 Drip PCGTa "|'I--=II B l\.q-rI Tennis a
PCG20 Card Gan PCGBD Star Trek
Next Generation _{
UK ORDERS ONLY SEND TO v 0P O
PCS INTERNATIONAL PD \BLE ONLY 155 I=
FREEPOST WN5157F \PER AVAILS >
HINDLEY CAT ONPA 2
WIGAN oy GAMES ¢ w
WN2 3BR o
ALL CHEQUES MADE PAYABLE TO PCS INTERNATIONAL D
WE ALSO TAKE CREDIT CARDS. EUROCHEQUES ETC wn
OVERSEAS ORDERS TO THE ADDRESS AT THE TOP -1

EUROPE ADD 25p REST OF THE WORLD "'LI'JH 507

--

f
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Amiga A500 2 meg expansion

Here at last is the memory expansion board you have
been waiting for! The V2000 will give you up to

2 megabytes of additional fast RAM.
The V2000 can be expanded in '2 meg stages, from

‘2 meg to 2 megs, and it represents the best value for

money available.

Compatible with Kickstart 1.2 and 1.3
Real-time clock/calendar
Top-quality gold-plated connector

Memory disable facility
Plugs into slot under your A500
(no soldering required)

* Comes with full instructions

Helpline available

N =
=

A UE COMFANY

Take it up to 22 megs

V300 512K extension without clock £24.61
V501 512K extension with clock  £28.61
(chip RAM configurable with Fatter Agnus)

Also available (phone for full range):

V2000 board only

V2000 + 0.5 meg
V2000 + 1.0 meg
V2000 + 1.5 meg

RAM chips per ' rnn:;é set

(compatible with A

inc VAT P&P

£]_04_95 Introductory price for

full 2 meg expansion

90)

Sound Demon 2 -
(quality stereo from your Amiga)

Kickstart 1.3

Disks (3.5" & 5.25")

Full range of software available.

Phone for details.

£37.95
£53.96
£70.95
£87.95

£18.59

£44 96
£28.40

35p each ( + P&P)

Yes. Prices include VAT & delivery

Virgo Developments Ltd, Sapphire House, Fishponds Road, Wokingham,

Berkshire, RG11 2QJ.

Tel: 0734 890588

Fax: 0734 891646

Same day dispatch. 24-month guarantee. Commodore-registered Amiga developer

credit card + 1,59

NEW AGE COMPUTING

il

chock. « ik £24 00

AMIGA DEALS HARD DRIVE OPTIONS MISCELLANEOUS DISK DRIVES
Weare wiated G sachusive New Ags pack 41500/2000 DOMAIN Malaina Binias » OXalion SHa AN dhrivey with fress s of Compuser LYNX
Conmiang. oniop ol T RnGarD packs GVP or XETEC SCSI HD controlle: with &
As leatured in NEW COMPUTER | 20 ) T2.00] |Exmmal St 3 &° Drven
& A o mouss ma RAM upgrade cplion on board EXPRESSEN ¥
NEXLIS cars. oul now - s just £20 o ot ES5 Vinyl mouss mats £1.99] | Thresphgon Sweich £55.00/
& A cigh haad Ceareng ot PR These ame mons than just Fandard diska. i S0 s £2 o5 |memal AS00 replacement drve £59 55
& 15 Prolessicrally Packed Pubic Domain | |50/ 10K] - please siate GVPXetec 119099 thery come with proper cases and % . irtmaal 1500:2000 2nd drive
Card + 52 Mog hard drive E425 55 i B T A urts BB000 replacement chp ’
e e Lo + 10 Mo tard crive £581 95| | FuLL LIST OF TITLES IN OUR FREE (7 ) £30.00] |Racemen s
¥ A compimentary issoe of Computer LYNX | | Card « 170 Mg Rard deve. L7878 CATALOGUE N8 Chip egquires Rewvision 52
magarne, ghving you Tal axira insght in 2 Megatryte FAM fwhen bought 1 sk Asroga’ abav JOYSTICKS
tha rew Wil of ALBGA Computeg! Wit e 7500 | | Moisspiayer 4 with documantation £1.50 | I'Thingi Il Ad copy holkders £3.58)
Dipatch « Aol E1250
4 Megalnte FAM [when boughl loe megadeTa £1.50 | | e asirack il chsk alders L1 99] | Compestion Pio £10.50
BASE SO0 512 Now Age Pack 315,95 | |with deive) £157.50 | | Piasied Pleasures [Terican i remix)... £1.50 o oo Casag (10 disk) £0.99
BASE ASO0 512 BARE £305.95 | 18 Mogabyte FLAM [when bought Slanca ol tha Demod [vanous demos) £1.50 -y "5_ | y n ﬁmlﬂtdﬂllll-"pﬂlbllm
BASE AS0D 1 Mg + New Age Pack. 344 85 | |wm drive) £314.00 | [Mysscal Tunes (Classic CHEP music) . £1.50 | | Universal Printer Saands L6 9% ather joyalicks
BASE AS00 1 Mog BARE 3 85 ASD0 Subsiarce - Quariax's frsl demo!........£1.50 | |3.5° disk head clsaning kit £1.09
A500 1 Mag Screen Gams + Pack . £385.00 | | Commodans ASS0 controller and 2 meg ram | |2 sk Mountain Breare Compuler A
AS0 1 Mlag Screen Gams C¥A00 uppncs cplion on board Bbars. Fowse - Throst game & music . €2 50 | |onisar £25.00 SOFTWARE
ASD0 1 Wag Cartoon Classcs « Pack £375.00 | | ASED « 20 Meg drive Wirtual WorkdAly Deags Teen Pack . £2.50 Wi can supply reary ol available
AV500 BASE Machina « Mew Age [standand bundie] 20508 [
Fack CETS.00 | |AS80 « 52 Mg Hard drve L4859 55 -
A 1500/ 108AT Siaree Momior + Fack £913.086 | [ AS00 + 105 beg Hard dreve Cf45.85 3.5" DISK STORAGE We w“;ﬂ:’;f‘g.ﬂfw*ﬁ“:“‘ s
ABS0 + 170 mag Hard drive £88% 58 | |40 Capacity Lockabie Boo £4.50 PRINTER RIBBOMNS priernd bators dpm
7 Magabyis FAM fwhan bought B0 Capacty Lockabis Bon £5.00
with driva) oo | [POSS0 150 capacity drawes Star LC-10 £300 ‘W will also masch prices with cur
w [T pigon] |5t LL24-1024-200 T450 compmtitgn &nd in mosi cated BEAT
Al deives and'or AAM fitbed by us ready BAM 90 & Spp— Epson MXUFX BOEO0 £1.50 " ted by others!
Banchmark branded bl desks bor you e jus plg In and gol K you meed | L) i 00| |Epson LBOBE £1.00 5o f you want the best price
weith Al FpLBCEME, Quaraniss maote wlotage, call faf b quote + Drder any 5 boxes snd get Parasonic BKXP 1124 £4.75 you MUST call
2% dimks i abals £16.00 0 disks FREE » Panasonic KUF 1080-1081/1180 £4.50
50 dshs with labals L2800
00 ks, el g Gu‘m LA AS500 0.5 MEG_ B LTON P WE ALSO SELL TELEPHONES
500 cleihs with Inbai 18200 1] (o anchusive iction packed magazing ON A L & FAX MACHINES
High dias gy, | mach) DHEH. T ol = v Expansions withoul a clock ane jusl
T €095 e morsl WE CANT EXPLAR IT ALL & waiste of Bma! DUST COVERS
ww Oroer 500 disks and FREE ONE MEG DEMD
phetiroy e "ENIGMA" by Phenomana Amiga 500 w50l |« SEND FOR YOUR FREE
o LY (lateat £1.50
Fiod of 1000 labsls 20,90 S o sbecrton - ictocing PP 62200 | Loy ety Lipgricia wih Monacr (Praios of o 147] £5.50 CATALOGUE NOW!

New Age mputing, Dept AP, 1Per

rysfield Road, Cheshunt, Herts, EN8 OTL

Telephone (0992) 465366 / (0831) 820097. Fax: (0992) 450009




THE LAST YEAR'S

GAMES

 AFRIKA KORPS  ARNHEM BACK TOTHE  o'sspmeipmoneson  BLUE MAX simossherc g
AN UrenEpaing start, t | : mitx ol purring and
Impressions £29.99 CCS£19.95 FUTURE PART Il . ciowun bo the classs Mindscape £34.99 DOWTars = O Of two MTtating
Image Works £24.99 Carrier Command. w# & momants and i's all & b lacking
i 1 gECARTR Ceparimant

BATTLEMASTER The Bottom Line - A ruce blend
PSS 020,049 ol 3D graphecs and advenburing
Uppers = A tirod fantasy/'sirategy (Bt '8 ot @ Classic). W&

¥

plat given nav ko i by

CADAVER - THE

extelend graphics and oodies ol
payabiity. Downers - Arcacs PAYOFF
RSN  ones nad not Apply. despi Renegade £16.99
Ll'ppﬂ'l - Waraty, neatl L und@ncs of gandtsdal q th me rather spatfing
Malion, Soma dec m. The Bottom Line - i Eor § thas WA e {
Downers - But 1 FI R PERE TR Sl LR Da-ﬂlu'l = ol & winner in
rgarty atways oot e usor frendiness stakes. and the
1-.-.'--*."':'41;\.-:: '--’\--1'-"-'-.- o TSRS CHTO Pl
e o e ; BEAST BUSTERS .. .. i The Botom
gt Fun i L D e b
lLPHA wnUEs A"I u T.ﬂHK diffgrant. Fun but slig LT Activision £25.99 l'-::'l =
h1ogramu £25.99 KILLER BADLANDS 1 Nt e,
Uppers - Mca 30 bouncing 570 punamix (Sierra) £35.75 Tengen (Domark) £19.99
Bizame, bul endear Dumrl = "I __ ) : . Uppers - A close cormversion BOTICS
A a"l" 'ﬁ"‘_‘ ap"n Ia o Downers - _ ol & crap Krisalis 51599
@ vry eap o at thal .
s Overaad-view ArCade race I.I'i:lﬂlv'!- B BoUnd, Tutursle
g e gama_ The Bottom Line - So gragncs. Downers - Absc
R Dl 1) VR SRy & workmankhg #s (Bans hang ower e ""-"'\'; siyle gamaplay. The
18 EFEE. W w Uppers - c c Bonom Line - G#l out of heng! =
THE AMAZING i, Dt AR IR
SPIDERMAN THE BALL GAME s ot rppeng sna s BRAT o
Empire £24.99 R Electronic Zoo £25.99 tar 100 wasy m- BotomLine-  Image Works £24.99 UM;:"‘ e et
= L i o - [ g 2 = = B BCOr-Conir
Uppers - O X ™ sam-ghyle ._\,.:.-, and & gon Uppers = Based on 1he excellent --""'j o B st % Uppers = iy prafty, vary & syshom 0nhances an atmosphe
pimeplay S a feing of taking purt in & major bl un-feleased fn oihes Ot ) b e Amiga wery Dn-wnﬂl ang :
Downers - Tiny sprifes and confial Dd-murs- Gameplay pame. Dowmers — ol very, v ) k] -:he g8 Downers
wl's oo & = it all looks ralhas s i P & sh frgeme rEle SPOHED DY SeNSDIeES f youd Rale T coniral chankcied Ry
and lack of & 0:. .":: toel The the nules ?nn.ﬂnﬂnmr..m BETRAYAL Bottom Line = Ouay -. ) play & 0"' :*1|-,5'rlu
i Batiom Lrne An ntaresing but IMenmesing, bul neptly executed Rainbird £29.99 with [fu mOuUnd ot Iraiks won'l find much 10 enay
mealty wanl 1o fork out 25 quid for Fawid afar f mo Tt ww nEASy el aki mare. The Boffom Line — A
l.l-;.:._t:;..._t ¥ 0 Crumt d 8 — _;-'-- T THE BARD'S BHE&:H 2 ganung Amiga Classic. & &bk
b -
Impr lon 4
B oA sl TALE 11l - THIEF Up:,‘,:,"f 38249 THE CARDINAL
OF FATE v an immensely Tevs OF THE KREMLIN
ENCOUNTER Digital Integration £24.99

Novagen £20.42

Electronic Arls 'E‘H '99

Bottom Line = C
Rainterd amempl

SpACASIrategy blast win loads o
e0is. Downers = Scrapoy
graphics and some awiowand

Accolade £24.99

it b diffarent. & &
The Bottom Lind - Fun oY BAOGRAMITSS BILL & TED'S "T”‘f".'i' ol
f goes. ww ing. The Bottom Line  EXCELLENT i

ATOMIC 8 a8 rf‘_p‘;':"; '; I :aE:QE:I:::E“} BH' G“DE

ROBOKID i b2 g COMMANDER
Uppers — Viry b an Activision £24, 95 L == Electronic Zoo £25.89
smasgharc. Downers - s s UP'PHI = Planty of levels, planty  UbI Soft 'EH 99
Bamigsone ol again. incr o D.-_-wmn Uppers = ind
amepiay for @t "\.-:' [ v fast (and cenainky not & riovel int
The Boniom Line - 3 o TMBOHMLHM- style D-nwrmr:-"-hl'll\.'l Mg ™o
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Bt 1 really should have been a

1 o in the 'son ol B disagr Bhows what oould have badn
Budget gare e Type vein. &= and actusmlly very good. ## & 3 wAnNEr T
ARMOUR- ATOMINO BATTLE Uppers - Desen Storm seeenos . CARTHAGE
ﬂEﬂﬂﬂH FE]"QI‘IQME £25.99 CGHHEHD gl it @ nice louch of lopscaly p‘?gm’“ £24.99
Peygnosis £25. '59‘ UﬂPﬂ'l Easy ho pick up, with Ocean £24.99 Downers - The ususl crig Uppers = Excellant graghics and
oig o v 3. The Bottom me

Fathes samery, very lough. C'ap

g The Bnl‘fnm Line - Shohiy

ﬂun‘om Line = Very differsnt

Jract

CADAVER

Image Works E24 99

somae nifty ancade segquences
irom the

masters of shek
DGIII'MF’ But

SVETAQE Siry
Bofrom Line -
APPOATANCES, N

THE BOTTOM LINE

Uppers - Gosgeously CrySEck junkias

. Where's the best place to go for a complete rundown on what's hot and what's most definitely rot in the
software stakes? The Bottom Line, of course - AMIGA POWER's utterly indispensable guide to every
significant full price game released over the past year or so. Every month we trash the old and stale, and squeeze in
the latest, greatest (and the dodgiest). As always, there's a chance to catch up on older games which you really
should have checked out already. And you can gauge the likely appeal of those which are making a play for the
charts. This month, keep an eye on the excellent new trio of R-Type I, Manchester United Europe and Hunter...

HImOd VDOINY

THE BOTTOM LINE

RATINGS: # % % % % Excellent # # s % * Nearly there s Verygood # Hasits momenis %+ Flawed  Dire 0
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THE BOTTOM LINE THE LAST YEAR'S GAMES

ssaww Excoler] wasan Naaly Favs sann Vary good eee ks s moments s Flawsd » D

CENTURION CHUCK ROCK CRIME WAVE acky

v The Botlom Line B wholp iF
Electronic Arts £24.99 Core Design £24.99 US Gold £24.95 2k ot e ——

EYE OF THE
i N BEHOLDER

. ' rm- annumr.-i{e “Yourgranoy  SSI (US Gold) £29.99

DISCOVERY LR

Micro lllusions £25.99 ELVIRA - MISTRESS
; 3 OF THE DARK

Accolade EH EHJ

Uppﬂr‘l F 5

i i ks
.Thﬂﬂnl‘fwnunc-
Juse 10 Sk Sl

and indunaling gameptay -

sty EMLYN HUGHES' ﬂmmf-l hebes

m Baioes Chas
CHALLENGE ch rses heaiyon oAkl Life T
o 2 Crasconm SUNEEIE AoeeltiS o svrs
FLIGHT TRAINER DISTANT ARMIES 7" "5 0 ¢ (070 ro sl E::?Pl:i::u.as

2.0 Exocel £24.99 OF chaar. &
Electronic Arls £24.99 Uppers - Ten different vanatans
fcre . nee  E-MOTION

Uppers - A vontabée air korce of
s i o US Gold £19.99

"

1. Downers

g-haads only. The

Euﬂnml.mn Thir shad p
y OErabral Amiga owrer

e \ he Beoren DRAGON BREED
werth Bhe efioe of Ac1|\r|5|un £24 99

. The Bottom Line -

ks this & Senously belne-par gofl w Bying fght sim - talls o 5tay

tmr

CHAMPION OF Mlnds:ape £29.99

THE RAJ CHALLENGE Lippers — The most scosksibla sut

it Enrl‘a;’n L.lmr
Image Works £25.99 US Gold £24. 99 m to date dem.-r- ~ __buf Tl

T I TR R

F-19 STEALTH

3 triss FIGHTER
MicroProse £29.99

555‘;:312499 Lrp_plp{] = Sir L!r:j, Al OBy

Uppers __-: P :

Dnl:;-wlnerl :

] FM Sorlum L-'rw
'::'.:.'_' e ' DRAGONFLIGHT

DEATH TRAP
Anco £24.99

Thallon £34, 95

COHORT

a I'“DG‘I;I"IHF -
Impressions £29.99 J

ang]

y. The o FCACE OFigEnal was P e a————

Bottom Line = A retreshing . The Botiom Line - A Bottom Line -

playablo game. = i DRAGONS OF reascrabiy conversion of simulation. # 4 a &
FLAME lenminally average game.

DEFENDER 1l FIGHTING

it 551 (US Gnm; £24.99 EUROPEAN SOCCER

Upgwrs - Almos
Lippers - Dedande g playak SUPERLEAGUE Activision £24.99
CDS £24.99

CHAOS IN
ANDROMEDA
On-Line £24.89

axpact bar
Downers

FE) Lungeor

o8 Conirols e ntasgoodasit @ jult rhl'u.ﬂﬂ.'lél:;mff..lﬂf il as -..'-_'.. www
4 be. The Bottom Line = A Evary homs should havn
ot i DRAGON'S LAIR II
riced i DEUTEROS Readysoft £44.95

E.Ip_pﬂr- Ragallty ingrodbey

THE COLONEL'S Activision £25.99 o

Uppers — Tha coin-op vwas mildy
SN h| DGW'I'N‘I‘I—T\..-

- [P
: BEGUEST ﬂﬂwﬂﬁ'ﬂ. s Dﬂml‘u-’ iy i |"|" 4
Sierra EZH 99 . Fh-ﬂuﬂumr.nq- re. How do
b upper, 4 'l\ L 1e DIS! vaks DB : = 1hey J'ru.- En!rw f.me & dated ﬂmmm Lime - Gt

world. e

THE FOOL'S
ECO PHANTOMS ERRAND

Electronic Zoo £25.99 EXILE Miles Cumpuhng 'E'.2-1| 'EG
Uppers - A puzrh

ﬂarrnmtme
hare, Cig

Audlngenlc £24, 99
L-'mMrl k- witid

ar1 R e ab tenl] ET . Wi CPalenois that

CHAOS STRIKES sbom periecty paced 1o be

SEPTEMBER

BACK COMMANDO with tha developing game-siills of the 2 e e, &
i wverage player. Downers - Visualy e Battom Line
Mirrorsoft £24.99 Elite !IZ!'QI.?B' e 1 can bo 2 bl of & yawn. The an - Jus! ckay, W
s and L??",.-:.I_..Jr =k Bottom Line - Dan ba Wﬁﬂ"’-

Uppers = C

nd Downers -

o i : FRENETIC
Botom Line e Core Design £20.99

everyone should try
" ‘J TS

The Botiom Live ) Downers - A iy :
i eI 1 MoK T DR C: e
Dungeon Masher g Loriciel £24.99

LA B & 3

Tudd & CADADAGES W@ d

COUGAR FORCE
Tomahawk £19.99

EXTERMINATOR

Audlogcnlc £24.99

Uppeu - gl (reat ey
V '*or o'} ArcacE Thirg

CHASE HQ 1l
Ocean 224 99

AMIGA POWER

EDD THE DUCK 0"
Impulze £24,99 Tor | wi
Uppers = Ranbow islands Tﬁl B-nrh;!m Line
LTS BOHTHD ot really maks i in th
1 Downers - Byt ety Slakes Wk i professional kind of a way, &8

The Bottom Line - Uppers = A few rc g
1 A AMam Vice s DOWTE -

. W At (AT

EpLEy willh wiry Bike oy




THE LAST YEAR'S

GAMES

THE BOTTOM LINE

FUTURE

BASKETBALL
Hewson £24.99
Uppers = Fasi vio
o well pressontod mayhem
Downers = The poor man's
Speechal 2 The Botlom Line -

5l fhe

ord paciing

GALAXY FORCE 1l
Aclivision £24.99

Uppery = An pmibitiows o
o & vaually stu 0 EOH-O
Downers - Evarything o

Boftom Ling = y r
can't do it why b

sttt irying T

GARFIELD - THE
WINTER'S TAIL

The Edge £24.99
Lippens — Brillanil Jam O

GAZZA Il
Empire £24.99
Uppers = Gazza doesn® achualy

el — il
The Boliom Line -
'S Bnough 1o fed
WAy W

GEM'X
Demonware £24.59

¥ mﬂa:m Llﬂ!- Lx
[ the bt puzie oames bo dal
oA

GERM CRAZY
Electronic Zoo £25.99

The Boftom Line -
baned iea. not Alovnd iy

&y as oome

ety (Whare 55 I

GENGHIS KHAN
Infogrames £39.99
risioncal siral
Downers = Ridoulousty

ERDENS, and requides a
ipir o of mar reacdng. The
Bottom Line = A -

o0 if you
ng'

GHOST BATTLE
Thalion £25.53

Uppevs -~ Tha

and tha

FapF
Downers — Evergiong ese
The Bohtam 1--'14 =

rid aEpculed

R Lg®

GODsS
Renegade £25.53

% pood as if
Fru- Bn!rwrr Line -

BTy

i BN Thiy Same, & & il

GOLDEN AXE
Virgin £24.99
Uppers = Pars

vl Downers -
eally was a ot of variation
s gameplay. The Bollom

Lineg - Yisually sturning
AiSgrant an SEpArT

sl boal-'em-ug

GRAND PRIX
MASTER

Dinamic £19.95
Uppers = En
Martingz (2
e B0
Downers ndlas ke 8

Rapliant R The Boftom Line

Mot 1o pult 100 fine a poind an A

ped By oy
famous on

L B

GREMLINS Il
Elite £24.99
Ll'pper.! Cutie as hall, with

GUNBOAT
Uppers £29.99

Uppers = A gm wh

# aciually doas

Downers =

sompthing differpnt

HALLS OF

MONTEZUMA
Elecironic Arts £25.99

HAMMERFIST
Vivid Image (Activision)
£24.99

gong. Downers -
The Boftem Line -
anpryabie {if you

HARD DRIVIN' Il

Tengen (Unmarhﬁ £24. '99
Unpers R

bug

a3l hand

aplion if you Enk fwo m
Downers - _bul 1

A & patch on the Arcade
maching. The Boftom Line =
5 i N

HEART OF THE
DRAGON
Avatar Computing £25.89

a5

o

ﬂdﬂﬂl’-‘l Llfli =

HELTER SKELTER
Audiogenic £19 5'9

while Fneﬂnrl‘mni..'m
Dhubriow i appeal, bul & fue

¥ SOmathing

HERO QUEST
Gremlin £25.98

HILL STREET

BLUES
Krisalis £24.99
——

= vigh

good teel o
A good b

Uppers -

played Sm G

a regrw coprpbral cradenge. Fair
rrubi] appsesal, though

-

HORROR
ZOMBIES FROM
THE CRYPT
Millennium £24.99

ex. Downere - B
if:-e ﬁnrrnm

play, and a prefty

HUNTER
Activision £25.99

Sturning 30 graphics and

o do, Dowrers = The oad
@ Bonam
g g

HYDRA

:rm- Bnﬂnm Lmr = s

il Eofrviaiiandi ol &

USSIASES QAME. W

THE IMMORTAL
Electronic Arts £24.99

Downers -
Amiga ownars will Aev
The Boftom Line - Mot
IBMMESY BICADN
migars, bul the gorges

5 B it W
EVETRgE. i

INDIANA JONES

ADVENTURE
US Gold £19.99

o8 W jUST @ we b
1. The Botfom Line - One o
vaiak

5t Arrecid

adviri e

LA BB}

INDIANAPOLIS
500

Electronic Arts £24.95
Upwi = An Immansaly

d of trud racing sim

51, with a nice

o lasting
Bottowm Line -.J

INTERNATIONAL

SOCCER

CHALLENGE
MicroProse £24,99
Uppers = Soccer in 307 A very
brave aftempt 10 Do Somathing

ad old game-§

| PLAY 3D
SOCCER
Simulmondo £25.99

Lippers Tha mos] dynamec and
vidiaally COPrnGIng repiesentaton of
Ayl Downers - The
i Ml
0 ball. and
:'.-; SyLIem Can be dowr

fusing The Boftom Line -

limately fawed. &

realsm is 50 Fegh thal y

IRON LORD
Ubi Soft £24.59
Uppers — Cinermawans-shybs

meiciarval apic wilh phanty of sull

QTS
presenty

4 Btmospharic

N Downers = ITs jus
o muast, and with bitle
The Bottom Line -
ot fun fof &

ly resfebtiteog, b

wihils, W

ISHIDO
Accolade £24.99

Ll'ppfrs =T

ST (30

rprtes an

Earcwen

Pt CF

lshwdo Downers

d ".\'j o bowes, and fhe luck
sharmnent can infuriate. The

Bottom Line - An engaging

JAHANGIR
KHAN'S
CHAMPIONSHIP

SQUASH
Krisalis £25.53

Li.npﬂ'!-'n. o play, chodsly
WS @ ral thing

ard thars's
Downers — The

you N do with & sguas!

ailly & lot
f Qa8
The Bottom Line = The

wcd or Ths

squash QA Bnou

JAM ES POND
Millennium £24.99

Botfom Line = Loads o
b app bt roally & profty

Ol =1Fug-rmull &rCadé ru

-

JIMMY WHITE'S
WHIRLWIND
SNOOKER

Virgin £24.99

JUDGE DREDD
Virgin £24.599
Uppers - Tw

JUPITER'S

MASTERDRIVE
Ubi Soft £24.99

rprisingly playabile

KEEF THE THIEF
Electronic Arts £24.99
Uppers = Excelont hac
wnd purs oG wilh SOrmes
b Ehylisad graphess
Downers - 1 pia
average mie-playing
The Bottom Line - Assp
Tolisn-ssgue [ahe W i i

THE KILLING

CLOUD
Image Works £24.59

S

Tiiitsg
Ficked witt

THE KILLING
GAME SHOW
Psygnosis £24.59

Lippers - Sirasghtioranr
Qi
qameplay wih Fanbow
The inte

-
u'“'l.
Psygn
roally
compiic
1, CHAraC

thaail elially m

Downers — Tr
S Eathil

hTT
:l'h- Enrfa.rn Line

LhST NINJA 2
System 3 t24.99_

LANCASTER
Actual Screenshots £24.95

Uppers - Fairty

polygon g

mprassaag 30
Downers =
alon and By red
mans il Danely gels
ynd. The Botfom Ling

= Ewvales averagen

phecs

LEISURE SUIT

LARRY 1l
Slerra £34.99

Bertom Line -

only i you ane over eightsen
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1991
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AMIGA POWER

LEMMINGS
Pasygnosis £24.99

Uppers = Litherly Bizame
plaasangly onginal Bnad iolaly
Bddiciive. Invents & iotaly now

calegary = the save-"em-up
Downers — AS & the R with
such strikingly cnginal concepts
BOME May wonder jus! whal a
tha fuss is aboul. The Bothom
Lirwe = Low it OF MOaIRg A, you
CAM gnare il Lemmngs rules
R

LIFE AND DEATH
Mindscape £25.53

surgecl Mgk @ gloves ang wild
] S0 Rty Susen] QarmeplEy
hings On (M Dod for & couple
wi Downers = Repeticn

al's thers i quite good, but
thane's sl nol encugh of & & &

LINE OF FIRE

US Gold £24.99

Uppers - Imagine & the Aambo
tirms Dack-1c-bDack on fast
fonward, and you have & good
dea how much viclence this
game conlaing. Downers - You
BlS0 have & profy good idea of
o intolligent it ks, The Bofiom
Line = An imposaible arcate
Cofmriion proved [olally and
utterly impossibla. &k

9.99
Uppers = The sase ol play Miked
this & nicely AoCELAdie urrien
Downers = But the amourd of time
waech v Eaps alss makes f &
sercusly tedous one The Bottom
Line = In & crowded workd of purze
pamas. Logoal is very biund in the
mustand afsa. W

LOOM

Lucasfilm [(US Gold)
£24.99

Uppers - Greal simosphare
enhanced by Bhg BOCompanyil
o, BOokatS aic. s camainly &
avish package. Downers - An
adveniure without typing? It
cortainky won'l appeal ko punsts
and the ‘audsh drafma’ i
aughabée. The Bottom Lime =
Once again Lucasiim strive lor
sompthing differont. The resulls
are inleneshing, d nol iotally
successhul. * & &

LORDS OF CHAOS
Blade £24.99

Uppers = Greal control system
comprshardive and logcal Lots of
\eveiy gyanl great nstabdey
Downers = Very e achion, mol
much Compulsion 1o reach your
rather sbatract goal. The Boftom
Ling = A dsapoointing game from
Julan Gollog, nol up 1o ks uSual
stanciard Wa lor Laser Sguad 2
T

LOTUS ESPRIT
TURBO
CHALLENGE
Gremlin £24.99

Uppers - A weallh of comrod
Oplicng lets you Maka 1ha Gama

MONE BICEORY OF SiMulalicny
accoeding o proferance. Bags o
ool Downers = The ©
ard & b Bat-lookng, and hall tha
SCrean (5 wasied in ona-playor
mode. [You don't appear 1o be
i Thl BRNGYING Music
The Boffom Line =

N meore fun with beed Pl
LR R ]

LUPO ALBERTO
Idea £25.53

AL e T
&

Uppers = Charming characherns, a
lerribly Transtased manual, and gooly
pamneplay maa i ideal for wids of all
Bps Downers — Tha aremato
my for all the weong ne
Lowpable bl nealy rather o
Bortom Line - A
CHUSD argumanl. A
you by, Wi

MAGIC FLY
Electronic Arts £24.89
Uppers = Very challengng
Downers — Bul nol too thillng
and who wants wirsframe 30 in
15817 The Bottom Line = You
may nod Bnd i wonh all the
bother ol getting inbo @, i

MANCHESTER

UNITED EUROPE
Krisalis £25.99

Uppers — Fasi, prefly, and hugsdy
piayable Downers = Tha strategy
sacton i Wegely supgricial (and
whal Bwehe & i aptional). Bohiom
Ling - Greal conlrd! makes [hes st
aboull T bast focsball sim so Gar

L it

MANIX

Millgnnium £24.99

Lippers = Charmingly surrea
Downers - B S ReSd @n
updated O-Badd really, ism it?
The Boftom Line = Never roally
pits its hooks imlo you, &

MASTERBLAZER
Rainbow Arts £24.99
Uppers — Excalleni two playar
mode, fast 30 action - all in all a
respaciabie updating of tha
oniginal fulune-Spon game
Downers — Despas 1he Ndw
leatures, Mashenharer Ios and
lenls dated. The Bottom Line -
Fun for a few howrs, but 100
Smplgts okl arry lashng
appenl &k

MAUPITI ISLAND
Lankhor £25.99

Uppers - Piasantly 3t wih
cads ol characier imdgraction
Downers = Jus! b0 small ko nealy
watly the prce. Botiom Line =
Cha and inleresting, bul there
ust isnT encugh of B

MEAN STREETS

US Gold £24.99

Uppers = Many diflprent stylas

oomibing well bor (ahem) & wide
ANING GAMEpiay EXpeance

dhisk Swlkpping
- Good sold sniertalnmant. A b
by Lanny Hanry, roally, & &

TRAVELLER 1
Empire £30.64

Uppers = Tedri#ying deplh, e
AR P s, greal
[ligs oy axcaland Dalance of
sirategy and acicn. Downers =
might & saem a bil 100 tamilkas 1o
Elte playens, oocasisnal ko
SCTEEE DauSes car
Botfom Line - A

of mie-plnying software

EVEryOne § play al laasi orce
Ampr il p uniogly 10 want o
Sop.

MERCS
US Gold £24.99

Con-0p., good-lnok
mcwing

MIDNIGHT
RESISTANCE

Ocean £24.99
Uppers = Wal-balanced
gamaplay with a smopih difficulty
il O e &
100
iy ModE

playable than the srcade orginal
Downers = Control 8 awloadnd sl
first; oould be & bouch faster. The
Battom Line - Basl of ds typa
W

MIGHTY

BOME JACK

Elite £24.99

Uppers — Classic gamaplay wih
added 16-bil leatures ke, arm
power-ups, Downers -
Sprawiing krvels lose the
originals brantic urgency. The
Bottom Line - dull, and
then agan dull, &

MIG-29

Domark £29.99

Uppers — 5 al you'll e be
hanging pictures of Gorbry on
your wall, Downers = Only fee
misEions, with litthe in the wiy of
axcitement. The Botfom Line -
Brave. bl ullimatedy 100 (echey
for mosl Amigh OWneTs. i

M1 TANK

PLATOON
MicroProse £24.99
Uppers — Chaapar (NAN A ma
tank Downers = Moods a |
pErsavarance. The Boflodm Line
= Mol a8 much fun &8 eclualy
harving & lank piatoon on e M1
ww

MONOPOLY
Leisure Genlus £19.99

A
= =

SEmonoporii=:

Uppers - Afa
chrssic (10 Say e least| board-game
Downers - Wha The hell warts 1o
Play B DOBO-armE 0N Pl COMpUTE
arywary? The Bohlom Line =
Competently done, bul anguably quite
ponbass. W W

MOONBASE
Mindscape £35.99

Qams v T D

Downers - bl 400 closa 1o
Sim City for comion, Ihough
Botom Line — Fairty shon-lgem
Bnlanaanminl, ARd Mora Fn 8

iDuch oveepaced. i

MOONSHINE

RACERS

Millgnnium £24.99
Uppers: Erm, great il
Doiners: Siow, 0
Botaly cis v The Borowm Line
Airrost @8 bad s Amega Chase HO
and you've Qot b Sl Bhal's presy

damn bad. w

MUDS

Rainbow Arts £24.99
Uppers = Quite funry. Downers
= Do v rmally nésid anothar
rugty Daskebal’ woiance-Dased
futurs spoet? The Bottom Line =
Girving everything silly names
doasnt misks this Game dilherent
RO 1R DT 8N CANBrE FD whalh i
almcist idenbcal W W

MYSTICAL
Infogrames £24.99
Uppers - Fre
approach 1o the e usua

fanasy scenano, Downers -
Aeally bady-thought-oul bag
player mode. The Boflowm Ling -
A ired Gaurdief clone

-

'NAM

Domark £24.95

Uppers - Haavily reseanched
rhy wornd]

il SFEISQC Wil (JAMe
Downers = Very hard bo win, the
whole serous Iook (o e thing
could ba o tum o, The Bofiom
Line - Poltcal as we¥ as lactcal
docison making gves a new
CRTMINSION 10 Wilf QAMES. Wi W

NARC

Ocean £24.99

Uippers = Groat blood-spatiorng
actson; vory closs
Downers = Very dodgy ©
Py franl (nal o aay
maoraly). The Botiom Line -
Limited, &

NARCO POLICE
Dinamic £24,99

Uppers - Looks axcelant
Downers = Compular takes a
creatrvg’ attdude towards
obaying control commands. The
Bottom Line = Loud and action
packed Diaster or axpaet
DOMMandas. ==

NAVY SEALS
Ocean £25.39

Uppers - ute good fun in a
mirchess Archde Funarourd sort of
wiry. Downers = Techncally

shane's vary
= Looks ke an ST part, bul I you

- eakd £9% for it it
L pet you pad £25 o 1
presly Bngoyabie. & &

NEBULUS
Hewson £19.99
Uppers = Truly innovative

Honty v s e aw Vary good «

pamaplay and graphecs which
woildn 1 ook oull ol place n an
arcade. Tha chmb upTall down
rouling makies it akmost oo

@ lor satety. Downers =
Mot S0 Cowld find
o0 frustrating. The
Boitom Line - Classicaly
simple design makes ior a game
that wonl led go once il gots its
Meocks inbd you {(which will be
about nules afer you pick
| up) & &

NIGHT SHIFT
Lucasfilm (US Gold) £24.99

Uppers - G Caty
IFMYETA A o char
Downers = Dotal-pachke

hground can haird 1o
S0 whiats 1r Bctual plationms
are; more fima spent ipadng than
aying. The Botfom Line - A

e iMSrLCtions would work
wOnoars, bul tha Qama's
cvanwhisiming charm puils it
IRrough. W

NEW YORK

WARRIORS

Virgin £19.99

Uppars - Reasonably
atmosphernic, undemanding
blastor. Downers - Oh God, Mean
Wirriors Piavt G44 184365400354
The Bottom Line = ¥ou can buy
miuch bafiar, chaapes. &

NINE LIVES

ARC £24.99

Uppers = Cube and imaentive

iy lun. Downdrs — Toughad
kg Tyson in 8 sud of
anmour. With a bazooka. The

misch chan
‘Wile E. Coyole has ol catching
Foad Runnes, & &

NINJA WARRIORS
Virgin £19.99

Uppers - Novel ‘Cinemascope’-
esgue screen layoul. Dynamic
Loading System i a boon but

€ 4
swapmng. Downers = Exiroemaly
regaliteeg action pal hfy
The Boftom Line - Even for a
game of this
5 100 Smitad B0 hold 1he affention
ary hangih of time. &

NITRO
Psygnosis £24.99
Uppers - Groovy gr
SO0 SCroling, exceban] Car
nandiing. Downers = A
practically infinfle-creda 5
mea s game has iftle sense
of urgancy. You have 10 guess
tha course on later levels. The
Botiom Line = Noeds mong in
tha way of immadiate danger to
b addictieg, but (unbie many
STl Qarmes) is &8s fun n one
player mode &5 with a couphs of
chums. %%

OBITUS

Paygnosis £34.99

Uppers = Intro would make &
greal Amiga Deathchase game
Downers = Dbius itsel! is A du
Dungeon Masher np-0M. The
Bottom Line - Borng and
FidRCulOUSTy phad. & &

ONSLAUGHT
Hewson £24.99

Uppers = Lovely sound and
musics lots of dopth. Downevs -
Viary conlusing graphics and
gamepiay. mnd e msn
SRJUBNCES A7 bochreCally Dalcrs
the vl of your average budgst
gama. The Botlom Line -
Caught Detwesn tha two slocks ol
wikigaming and platform rap
pamas. this isn't a very good
sxpmpld of gither &%

Q00PS UP
Demonware £24.95
Uppers = Arcacas fun in the

gy dn Somets ae Faesd « O

Pang. o tradition’, Downers =
gssally indgnor §0 the real
thing  The Bofliom Line - Tha
axcalan samplad musc snl
Enough B0 save Thes bare-faoed
rip-oif. Check oul the real thing
imEtEnd W

OPERATION

THUNDERBOLT
Ocean £24.99

Uppers = Litlerty mindess
gendcdad slaughiertest, perfas
the best Op Woll style gams fo
date. Downers = bore of the
coin-o0's Bppaal is down 10 e
cabinal-mounded Uz than you
mught Thenk, lsaving th Amiga
virsion somewhat Tar'. The
Boftom Line — Evenyihing you
could axpec! a conmverson ol
Oparation Thungorbol 1o ba
o

ORIENTAL
GAMES

MicroStyle £24.99

Uppers = Joyshch elor mskes
lighting iser-lriendly. Downes =
S0 oul-pi-date it's wearing flans
The Botliom Line - Mislsading
tithe clisguises & slandand beal
Sm-up. W

PANG

Ocean £24.99

Uppers - A pered arcade
cormersson; novel two playes
made and heaps of aodctvensss
rrdkl il 1R 1aS0 word o Suls
games, Downers = The long wal
batween games is a bit of a bind
The Bohiom Line = Youl be
blorwing bubbles forever
o

PARADROID 90
Hewson £24.99

Uppers — Nothng compares 1o
Paracroid in terms of coiginal
gamaptay and obogant b -kl
aphica. Downera — Old CB4
TS players may b
desappointed with the lnck of ree
atures. The Bonhom Line - A
Tl yolir Dkd game cea, and i
shill wipes tha Boor with most
cOmpailion =& W

PGA TOUR GOLF
Electronic Arts £24,99

fe

Uippers - Encellergy protened
comprarEnsye. Bnd sasy &5 DB
ot inio. Downers = There's a

mited amount of soape 1o ey gl
Fa PGA dossnT even iy B
raracerd & The Bofom Line =
Tra# pinnacie of Armaga goll 50 e
TTLE

PICK'N'PILE

Ubl Soft £19.99

Uppers — Fascinating ma ol
Purrnic and Bowaer Dash
Downers = B-bil graphics dont
hdp visual clanty any. The
Bottem Ling — Mot enough
WAriaton ko suslain & for long
ww

POLICE QUEST 2

Slerra (Activision) £34.95

Uppers - Er, very reakistic sim of
SCRITAN'S |
the game is form
Botiom Line = Too m
lpdious day o
ot Mohs axpenasss wrir




POPULOUS
Electronic Arts £24.99
Uppers - Tolaly unigue
pameplay and smodath 30
somatric graphics add up o a

gama with depth and sparkie
|

Downers = Tha icon conbr
Syl really is vory contuging
The Bohom Line = An esserilia
lor 8l opan-minded Amiga
ownars, Bhough poThaps showing
15 800 just a bl wE e

THE POWER
Demonware £24.99

Lippers - FHoaps of levels and a
RN ASgrel hep Wshng snpoi
o, B Tha Miukc i Anddent
Downears = A iguch desvainee gnd
s thal indefnable someTung that
MEADE A puIzie game greal. The
Bottam Line = Try balors you buy
you rathir avorage
Do oyeE. W

POWER DRIFT
Activision £19.99

Uppers = All the arcates's iracks
characiens, and secret features
Downars - Tha praphscs can got
wery confusing, and 1he gamedlay
=1 really that close 1o tha
orgnal The Boftom Line = A
pood SIaD A & very difficul
PODGDY IMpOGSDis | Dofmvlirson
Bt nol Quite po0d enough

o

POWERMONGER
Electronic Arts £20.99
Uppers - Thi brave naw tace of
wgames._.. Downers - which
DOkS 5 usy o

Popuwlows. The Bottom Ling -
Despide similantsss 10 & Certamn
gther tithe, Powermongey really is
an excelant game in #s own
nght, though perhaps nol s
accessible, & %

PP HAMMER AND
HIS PNEUMATIC
WEAPON
Demonware £25.53

Unpers — Mocely obd-fasfeorgd
plaBloTe Boton. Plen soope Ao
Soutse pnirenckes 100 Downers -
Anndyng niggies and & Iendency
ceilicls over-Comphcaton spod it a
4. The Botfom Line - Good, bt
i Eould maesily have baen A ol bemier
wwE

PREHISTORIK
Titus £25.53

Uppers = Some axoelen] cancon
Faphcs and humorous. iouches
makp & &0 inslanty Husabis game
Downers - Sutters in comparnson
8 Tk and Chuck Rock. Moads a
rumber of rough edges polshing up
The Botfom Ling - A nice encugh
ity Caveman romg, but i's not really
an gssentisl punchase

wEw

PREDATOR 2

Image Works £25.99

Uppers = Lots and lots of rappng
o D Dok BN, &, hal's aboud i
really. Downers — Podd oolour
choice, unimaginalive gameplsy, Bad
worivol leel. The Boftom Line =
Mol as good a3 Opeaation Woll, and
now soma ©16 mone Expanssne

Donl bolhee, W&

PRINCE OF
PERSIA

Broderbund £24.98
Uppers - Phenomonal
animation, bads of slmosphens
and some Qocd sd-IEEhianed
pamaplay. Downers - Control 18
wnitslilly tricky, and getting send o
ihe slan of & evel eveny limae you
o Is alwiys annaying The
Bottom Line = Technicaly
slunning and great fun al tha
BATE . WY an't all games
bl BRUST & # i

PROFLIGHT
Hi Soft £39.95

Uppers = Temfyingly ac -
poastdy [N MOS BOOUTEMe Mgl
smuiaior sl Downers — Such a
oo samutaior thad thaes s raally
¥ game al al. Bofiom

Line - Mies 100 realisic 10 Do any
fun Bo play. S, I8 l648 Expénshe

thar a real Bying Wesson. &w

PRO TENNIS
TOUR 2

Ubi Soft £24.99

Uppers = Possibly tha most
realistic &pons Sm io grace the
Armiga, with fealunsd galohe
Downers = 50 il you hate ihe

real thing, you won go for this
The Boftom Line - Mathing shor
of wonderful & & & &

PURSUIT TO
EARTH

Exocet £19.95

Uppers - Reminiscent ol Gyruss
the classic arcade Japper
Downers - Bul complately crap
The Boffom Line = Aboul &s
miach fun as gatting kil by a rea
Exocal. #

PUZZNIC

Ocean £24.59

Uppers - Classically simple and
vy BOGRCve, Nol B3 menbicn
orignal. Downers - Inlunat
tough on later levels The Boniom
Line - Don't ba ofl by tha
usSelsss graphics, this is a
WOrBeriul Ermin IEEEeT a ok w W

QUEST FOR
GLORY Il - TRIAL

BY FIRE

Slerra £40.85

Uppers = Sorry, can't think of ary
O iy, wilill, you 00 9l Iots of disics
o your money. Downers - Bul ng
Qi b put o thisrm Incompsd
pfogrammed, dreaciuly-designed
slagpenngly-overpriced Irash. The
Bottom Line = Possibly the worst
ATl Garn you will rver s, Avoed
I oy an Dad-bempansd bged with
toothache &

RAILROAD

TYCOON

MicroProse £29.99

Uppers - Frightening amduni of
depth. Downers - Very slow 10 got
S (i very slow even whsn you
oo et inda 5). The Bottom Line =1
youlve e 1o invest in i
witll worth & look. & #rw

RALLY CROSS
CHALLENGE
Anco £19.85

Uppers - Wall programmioed
Super Sprnf chons thal's gheat
tun with mulbiple players
Downers = Lsmited lastabdny
The Boltom Line = 5
tha besl in its feld, But that's
oD down 1o lack of compaliban
than ahything ol + %

ong o

RANX

Ubi Soft £24.99

Uppers - Totally ideclogically
wunsound. Downers — Totally
deoiogically unsound

The Bohiom Line = Brilantly-
presenbed but ulimabely imiled
COMIC SN beat-'em-up. And it's
Ally Qepiocally ursiurd

w

RBI TWO
BASEBALL
Domark £29.99

Uppers = Excallent simulaton of
taseball and baautituly prasenied 13
bool. Downers = Sighily
prced ard, because of ¢
o sport, nof &l ihad hot o ksl
appeal Bottom Line = Vry good
bul & bit kmited, and not quite
Thane with Mé al-trme Claisic
R

RENEGADE
LEGION

INTERCEPTOR
SSIUS Gold £24.99

&S vy oul ¢
Tinkes of galactc emprss and wariare
are & good idea, bus this one just fals
B, Thes wieie thing looks e @ was
wiithen 180 years ago. &

REVELATION
Krisalis £19.99

Uppers = Noal s - & pursie
game based on sate crackng
Downers = Too complex 1o just
pick up and play - bad news for a
purzier. The Botfom Line = Mot
bad, but could have been better
presented (and who thought up
that uflary meaningless nama 7}
w

RICK
DANGEROUS 2

MicroStyle £24.99
Uppers = Cute. colpurud, action
packed, immensaly playable and
betier paced man Fick 1
Downers = bt really not &
that depgamalar, and slill packed
wilh laf 156 much i tha way of
unlores.peaie car The
Boitom Line = Loveable waw

ROBOCOP 2
Ocean £24.99

Uppers = Graal graphics,
gererally excolent progsent
and b moi ‘clompy’ robolic loel bo
tha main charactar. Downers -
Awkoward confrols, Soems
rifuriating gameplay irats, ang
7' all & lowch oo lormulaic. The
Boittom Line - Could have baan
8 good deal teatior. i w

ROGUE TROOPER
Krisalls £24.99

Y erenaining

B wilh oeveous
TTles mnd an
axcaliant frgd SOlSCIORE" Comic
Downers = Ona life - o
mistakn and you're all the way
Back bo 1he Stan of tha G v
Anarrgh!) The Bottom Line -
Good fun for e persistant, and &

R-TYPE 1l
Activision £25.99

Uppars - 00 00% sroade-paedt
and a baaubiful and sddkctive shoot-
&m-up N it own right. Downevs =
A couple of ny bugs, and maybe of
puitingly décull. [Fiod wimps
anyway). Boftom Line = Tre best
space biast lor e Amiga yet. and

SATAN

Dinamic £19.99

Uppers - You won'l finksh if in a
Fiery. Downers — Spookily
similar 1o Black Tiger. The
Bottom Line = Tha gama thai
P this ‘age’ in ‘Bverage’. & =

SEARCH FOR THE
KING
Accolade £34.99
Uppers = Supord Elvis gags and

! partcularty in the
Faphics) maan graphic Sthantung
8 10 1 imirsasdabely
olace blow it o e
itir ing Mgt
The Batfam Line -
wiy o go
COMpatas with the i
ity [

SHADOW OF THE
BEAST 2

Paygnosis £34.95

Uppers = Jaw-dropping graphecs.
and, @, wm . hal's 1. Downers =
Your first few games will be
shorigr than 1he BoCessng
pauses betwean tham. The
Roger Dean T-shirl s nauseous
The Botfom Line - £34 957 Gt
out of hatal &

SHANGHAI
Activision £19.99

Uppars = Basad on an ancsa
Chingss lile game, 50 you know
'S going b0 torturne your mind,
andd it does. Friendly presentation
b0, and the mulli-player aganst-
the-ClOCk GamMas &ng BCHon-
packed and or ihy maost
frenzed blasting fan. Downers =
Sy Fdcly graphics can play
havoc wath your oyes. The
Battom Line = Scarily gripping
for  gama with No Moving
graphics. Tha first tima you do i
you'l want o out an advor
i Th Temsad 1o bell everybody
EEEEE

SHOCKWAVE
Digital Magic £24.99
Uppers - Lighining tas! arcace
quality ARgrburnes’Siar Wars
graptecs, Downers -

Tactchl Sechans get in 1he way
The Bottom Line - A polertially
groal arcacy morsler shool-am-
up ruined by tryging 10 be braany
as wall waw

SIMULCRA
MicraStyle £24.99

Uppers — Mad, frantss 30 blast
Downers - Mol much brain
aupangang involved  The Botfom
Line = An amphaiaming classic
Ew

SIRIUS 7

CRL £24.99

Uppers = Technically sdaguale
Downers = Mo thought, no
magination, no game, no fun
The Bofiom Line - Alrost (but

LAST YEAR'S GAMES

SKI OR DIE
Electronic Arts £24.99
Uppers = Skate Or Die but with
snow. Downers - Skale O Die
but with srow. The Boftom Line
= Fun (for a whilie) with friends
but basically an old tashicned
sollection of unimpressive
BUD QAMEE. &

SKULL AND

CROSSBONES
Domark £24.99

LUippers = s & rsasonably inas 1o
ha coan-op. Downers — Pty & wad
50 crap then, isn it? Appalingly
Siorw, CRDCEty Wreled & Cud
riciden. The Botlom Line

You'd Fdve miong lun baeng
epginguied o

SPEEDBALL NI
Image Works £24.99
Uppers = The ultimals fu
Spof game o date - lasd, ¢
Enarmously plavable The
Bamaps’ hnest momar
Downers = Toams can bo hard
1o tell spart in tha heat of th

ctan, The Botfom Line - Buy
of clei & & & &

SPELLBOUND
Psyclapse £24.59

Uppers - Wel-drawn backdrops
and, @, [he PECKERNG I8 Mo
Downers = Almos! no in-game
sound, practically nothing in the
way of B The Boltom Line
= Hugely boring arcads
adventure thing thal's overpriced
by £20. &

THE SPY WHO

LOVED ME

Domark £24.99

Uppwers - Lovedy liny graphics
tough gam ¥ that nonsthsless
rewilnds & bil of aflorn

Downers - Only hall-a-dasen
vels — all complMable afer
S0 practicn = means i wont
ast all that ko The Botfom
Line - Easily 1ha best Bond
game so tar, and & fun Spy
Huniar clona into the bargain
thaugh not something you'll play
iFa

SPINDIZZY
WORLDS

Activision £24.99

Uppers = Another exampls of an
B-bit classic brought bang up ko
dEle vl B Speamlin iy anod
and ipads of new laatures
Downers - Bizarme controls to
@& bo grips with and thea graphics
could be better. The Bottom
Line = Superiative game design
and | mddiction. Frusirating as
Fill, Bul nonstheless a

MRS I &

SPIRIT OF

EXCALIBUR

Virgin £24.99

Uppers = Planty of varnabon, and o
ceranly ol looks lovely. Domners -
Prtrtylly show ang the Jfprerd
SECHONS 0N T Bally Sid 10 G
togethes. The Bottam Line = i
you've gol & lew hours 10 kil whils
you're wailing for & ftrain, s s a
game Tl you can ioad up without
fear of it chusing you 1o miss it {On
™o o hand, standing on the
plationm might be mone funj. % %

SPOT
Leisure Genlus £25.99

Ll

Uppers = Brilanty-designed
Offaslin-basad bosn game which 55

marages 10 offer someihing rew and
diflgrent (and meen BUPPCrs up 1o
lour players). Downers = Tha
presartaion ok polish in places
The Boiftom Line - A dads board:
R SISy BT W il o

STARGLIDER Il

Rainbird £24.99
Uppers = insiant 30 bla g
appaal, with axtra deplh for those
who want i. Downers - Sighily
100 FepEive in he lon
The Botrom Line - 5l one ol
M st Star Wars-inspired
relaases on ihe Amiga. ik

ST. DRAGON

Storm £24.99

Uppers = Lovely graphics, &
Flptul software auioting opton
i @ challenging dificulty curve
ihes out of the morass ol
hodizontal zappars. The Dynamic
Loadeng Systém is an infinfely
wonderul dea Downers = A bit
bon towgh for most, and he
powr-ups are unexciing. The
Bottom Line = Ono of tha Tew
Sacderways-scroling shool: em-ups
hal you really $hould owh
aEEw

STELLAR 7

Dynamix (Sierra) £24.99
singly Oid-lashioned
n T foemi of (el

£ 2

SAIQEES WICED QTRpPeCh and
DpETREiS DACng Make it o b of &
unury. The Botiom Line -
Satistyingly mincless - bul al's
bolf & strength and & weakress. & &

Millennium £24.99

Uppers - Roascrabdy cassable
graphics. Downérs — Ltéry drg
e desgr. no lesling of speed or
sactement. highly confusng and
argedy pointiess. The Bottom Line
= If you'ne loaking for & good way o
wishe [25, Throw il down & crain
rathar Tan buy this. &

STRIDER 2

US Gold £24.99

Uppers - Good Enimatan and
planty of challonge. Downers -
Vary kitle advance on Siiger, and
shoddly presanisd. The Bohtom
Lire = It's everyihing thal's bad
about soquels, and bears all the
ralbmarks of & resh job. %

STUN RUNNER
Tengen (Domark) £24.99

= Er.ihe music 'l

al kack of gxcAemand
The Boitom Line = 'Wa
580 & Qredl converson of
Galirans than SOMeons make &
pig's ear of & game thy knaw
hey coulan't oofver in the first
place. &

SUPER MONACO
GP

US Gold £24.99

Uppers = Woll-programmasd and
tun. Downers - Bears wary ity
resamblancs 10 1he coin-of. The
Battom Line = A vary good recng
g, but don’t expect the arcede
L

SUPER OFF-ROAD

RACER

Virgin £19.99

Uppers - Flialass arcade
convarsion. Downers — Tha 1rack
ssquence, Though identical to the
onginal, s sily (four ol the first
#ghl reces Ane on irack 1) ihe
cfficulty curve is stoep, and

= i just & tad over
sensitve. The Bohlom Line -
The Amiga's best Scper Sonnf
pama yel, but with some

G sap i

BNy

THE BOTTOM LINE

H3IMOd VOINY

LEEL H3IEBW3ILdAS



THE BOTTOM LINE

[l

1991

SEPTEMBER

AMIGA POWER

being tha brue clssic it might

g TETRIS
Infogrames £19.99

have Doon, f e e

SUPER SKWEEK
Loriciel £19.99

Uippers - Wel, if is sl Tping
Downers - Bul t's

Boitom Line o
Shich with [he PD versions) &

THEME PARK

MYSTERY

Image Works £24.99
Uppers — Groal sl lboks and
sounds kovely, Downers -
s are ladary
ntiwss. The Bottom Line -
a @ETILINGS
JENCRS

SUPER WONDER
BOY po
Activision £19.99

abways

THE SECRET OF

MONKEY ISLAND
US Gold £25.99

T Sof AACHY MO
aking Frur Bu!rom Line -
Sront T i
LELR T
dipih. & &

and morne

SWITCHELADE Il
Gremlin £25.99

hedver

TEAM SUZUKI
Gremliin £24.99

o5 Downers - Pertags o

mple. The ﬂr.m'nm Line

sl a

SWIv

Storm £24.99
Uppers - Looks

QOOd, COMS W
playor opton

and all in o

(masshe) evel b Downers -

Theere arent ary (unbess you find &0 aahslic §
al those drad matary-5hylo MpEE Wil L
colours a bit depressing) The

Bottom Line - erect TEAM TﬁHKEE

Tt B BP0 S W Empire £29.99

BOEN. kA upper:_'r." Bt

SWORDS AND ekttt it g
GALLEONS Downers - .
Idea £25.99

lacks depth and sxc
The Boftom Line =

Uppers = Usos :I'+ £

trading gaim style

&5 & stralegy sim or
aftect Downers = I'-Hr

m aland on the

Doesn work
arcade
Try Sherman M4 il you mu

awn & L
ESCrAphon. Wi

TEENAGE
MUTANT HERO
TURTLES

Mirrorsoft £24.99

Uppevs - It doesn't have the
ward e lithe . Downers
= . bidl even that doosn't save it
inoem being witarly pradul i every
wiy. The Batfowm Line - Youd
have mong iun playing with a rea
T, Or a moad mutant. «

TOKI
Ocean £25.389

Bottam Line - A«
sort of aftair, =%

TANGRAM
Thalion £25.53

Uppws |"|"'l"l"-._|.l'.|f" F
slation of the classic
Dﬂwﬂf"!—

s A really dumb idea

Uppers = The (lalest) definitree
COr-0p Comvension. Besutitu

e dide BCBOM 0 Maky you 90 A0
Downers = Tha sound & slightly

gisappoiniing, and he gams
. amall The Bonom Line

B o b

anl, il only
mcen of & e o i ol

TORVAK THE

WARRIOR
Core Design £24.99
Uppers = Baautha gloomy

s Downers = Incredibéy
slow and unmemarcable Rasta
Tﬁr ﬂmnm Lime -

IPeel WS

i

TOTAL RECALL

Ocean £24.99

Uppers -

Vi -\:' on. Downers - U
ok Lt ¢

Thﬂ Bottom Line

TOURNAMENT

GOLF
Elite £24.99
Uppers - A

o played
ama. The Boifom
mpagtely average
geolfineg yamnErama. W

TOWER FRA
Thalion £24.99

s still Pairky
ugh The Boftom L|I‘|E'
raineng for the nexd

¢ Braf

TOYOTA CELICA
RALLY

Gremlin £24.99

Uppq.rn- vy
taken 10 ga a1 &
e ﬂqwnﬂl

Essvely

T NS Dafn
W Fpe!

prapansd 1o

CONSTRUCTION
KIT
Domarkincentive £49.99

TURRICAN 2
Rainbow Arts £24.99

Uppers - Engoyable r

blastng. Downers = Emm, has

THE LAST YEAR'S GAMES

e

e Deen some mistake hera?
% 10 hawve sent

onginal, ¢
which ii's diflgrend, & & %

ULTIMA V
Origin (Mindscape) £29.99

SCOE ard Sbpih
s way L
cERr roh0-playirs
u
Downlrs Mol & b
i ) saghil SOETH "'~.'|, firgd thuy
size of the gama daunting. The
Bottom Line = Uima V oMers

iy TP I

B prew

ULTIMATE RIDE

Mindscapa £24.99
Uppera — Fealshc handing
Downers — Dvaadtul

garr wy. The Bodtom Line -
Ar taded aniempt &t 1he
RCCUMRCY/Tun gama balance. & &

ums i
Rainbird (MicroProse)
£34,99

conile] raprinly SCar
o, The Bottom Line

VAXINE

US Gold £24.98
Uppers - Boau
ofiginal arnd dragn it
ET-up. Downers = Viary, vary
wary (vary) hard, The Bohom

Lingé - Ba prepancd 1o 1ead your
e Ul

VECTOR
CHAMPIONSHIP
RUN

Impulze £24.99

Uppers - Praity sp

Downers = Unco
B‘aﬂam er -

vIZ

Virgin £24.99
Uppers - Ve
Downgrs — Very shalos and

milgd

Thae posgss: cenly roally work The

it ater tha Rrst
FOU v SDen o

LR

vooboo
NIGHTMARE

Palace £24.99
Uppers = Claar, sharp graghscs
Downers

SENSArE CONLN
Line = A nice change = an
AVITAQD game. W

WARLOCK THE
AVENGER
Millennium £24.99

wwwww Maddy et @@ b @ YViey good & & & Hes i3 moments e Flawed = D

WARZONE
Core Design £20.89

Dlowners = Adds very
Tt 10 e hacknyed an Wamon
formal. The Bottom Line —
Compaiant bul dabdly dull Shool-'sm
J thil yOul Wi SBBN @ DO2eN himgs
bplore. &

WHITE SHARKS
Demonware £24.99

Uppers = Exceplionally good

hics, Al ERGOLE-yOur-Owr

Oweit-Uld slBDON §yBIRM
Downers = Too tast 10 Fave ary
decen leel, and ncrmibly

st The Boffom Line =
it put Tha Dog standard
andard §

RGO ' #m-up

WILDLIFE

MD Production £19.99

Calty Sourd

an Wl
WOl SR S IR SWirmming
waihoul water. The Bottom Line
= Uttorly desporate.

WINGS

Cinemaware £29.99

Uppers = Authants W

porhaps thesh Mos) cing

%8 10 dale. Downers -

OUS sk FWappeng. Vary
filg gamepiay. The Botfom Line
Far 100 he fof @ S, mnd

150 ExbrEes 1or whal i 5 &

WINGS OF DEATH
Thalion £24.99

Uppers = Rangs ol powes-ups is
good, aven inchuding power
downs’ Downers — Mol the mos!
The

a5 much

FOyElg QaT el

ol s

WOLFPACK
Mirrorsoft £24.99

Uppers = Vary desp (ho o)
Downers — Sub §iMs N
score vary highly on ihe
thinikomater, and this one
exception. The Batiom Line -
as owarly lech-biased as
s ganng, But 55 not
onp 10 FeCOmmsnd 10 the
harderned Behan
T

WONDERLAND
Virgin £24.95

I8 nd

[uniiEs

Uppers - -’-“:ll" oAl leikrg of e
classc Lowis Carnol tale utlising a
prefty advanced Mac-style user-
rigface Downers - Uniess you've
goil & ey pownriul Amega with a
screan thal can handie interiace, the
whiig Thing i very unwasldy, 'S not
got the besst parsad in the workd
either. The Bottom Line - Brave
Buf ahee il T by T product 5
somathing of & kl-0cwn. Mot a paich
on {it's Thal gme again) The Secrs!
OFf Morkey lsiand. dririk

WORLD
CHAMPIONSHIP

SOCCER

Elite £24.99

Uppers = Vary pood copy of ihe
coin-op (sob). Downers = Poor
playability, you fnear it two
Saconds on ihe ball. The Bothom
Ling = Knocked ouf in ths firsl
roiang. & ¥

WRATH OF THE
DEMON

Readysoft £29.98

Uppers = Chaaper than Shadow
Of The Beas! Il Downers -
ANToAT axacily 1he SBME N ey
ol respect. svon down 1o
nciusion ol a spiMfing ntro
sequence. The Botlom Line = Il
you liked Shadow OF The Beast i
alrpady have bought it, 86
eed thes. Ciharwise &

oo Alermatve. &

WRECKERS
Audiogenic £24.599
et b

Uppers = Some ref W] GATE
Seas add & new Bngie 10 the oid
Bbdrrd-Jy@run- [Pe-GDace Slabon
sory. Downers = The whole Fing
foels tar 100 much e an B-b game
The Bottom Line — Al e

of & ready pood gams an

L

XIPHOS
Electronic Zoo £24.99
Uppers = Silkcy smooth and
1 0. Downers — Takes [ar 100
long o gt inbo the action. The
Botiom Line = Onily for the
dedicalod Spacs 1rder

T

ZARATHRUSTA
Hewson £24.99

Uppers = Tha Thrusd gamaplay
s limaiess, and iT's been updated
with 19908 graphets, nesulting in
ey Specal inceed

t.'-lag'l'r-n‘l' d o
‘I"i‘gcr '|_;|I-'r'i 25 n-lr' GLE ]

TM Eﬂfl‘om Llﬂ! = Good fun
but 10 be honest, not really vy
pood valeo

Ew

ZIRIAX
The Software Business
£24.99

Uppers = Praity Scrambie
vanard Downers - Sefoudly

ewbricaced in the dificulty
dopartmant The Botfom Line -
Stupicly dfficull, 100 much o
abmosl eviryone Mong sulled 10
B Budpet relaass

i

Z-0UT

Rainbow Arts £24.99
Uppers = A huge improvement
on X-Oul. Downers - T
nhedizarialy scroling shoot-om
up wilh knobs on thing has
alrpady been dong bo death. The
Boftom Line - A baiter R-Type
than A-Type, bul it isnt Gferant
ancugh 1o maks it stand ou from
iF Crowed

L
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Football's back!!!!

| same impact. Call me if you want to

Whew! What a summer. No, obviously not the weather, but for British football. On June 9th, I
cheered myself hoarse at Wembley as the Monarchs took the first World Bowl. A few weeks earlier,
Man. Utd. proved the "experts” all wrong about the quality of British soccer, when they easily beat
Barcelona in the European Cup Winners Cup Final. United played 9 European matches without a
single defeat. And now, a new NFL season, and Arsenal, Spurs, Liverpool and United back in Europe.

It's been & busy summer for game design too. In 1983 [ wrote my first game "League Division One”
for the BBC Micro. Subsequently "Mexico '86", "Soccer Supremo” and "Rome '90" ap
was "Division One '85" that really hit the button for most fans. It was the game, unlike any other
computer soccer game I know, which took soccer seriously. So, this summer, it had to be "Div One
‘92" for the Amiga and ST computers. It's six times the size of "B5" and I believe it will have the

ared. But it

chat about it.
Malcolm Howard

DIVISION ONE 92

"HUGELY ENJOYABLE, BUT DANGEROUSLY ADDICTIVE.”
Dr. Trevor Harley, psychologist

soccer management is about judgement. Judgement of a player's
skills and the combination of skills that make up an effective team,
Judgement of an opposition's skills and the tactics that will ensure
that vour team's skills overcome those of the opposition. This
season's league champions will be managed by the guy whose
judgement proves correct more often than that of his fellow
managers,

Division One '92" will give vou the opportunity to pit your
judgement against the omputer simulated managers and teams of
the English first division. As new manager yvou must, initiallv, make
the best of the squad of players that vour predecessor has left. But,
through the vouth squad, the reserve ‘-||n.||| and the transfer
market, you have the opportunity to assemble a squad that plays
yvour type of football. Success through the seasons will be vour
responsibility. The first division. the FA Cup, the League Cup and
the three European titles are there for the taking.....for the right
manager

HEADCOACK v3

"IT'S A PITY TO CALL THIS JUST A GAME"
A & B Computing

The new NFL season is looking fascinating. The Bills, the Bears. the
Raiders and the Chiefs all looked good last season. and with the
i9%ers returning to earth, and the Gianis likely to be affected by Bill
Parcells joining Bill Walsh in the commentary box, the SuperBowl
could go o one ol many teams And who will be the top coach this
season’

"HeadCoach V3" has been designed for lesser mortals, like you and
me, Lo pit their wits and knowledge of American Football against the
giants (sorry about that) of the game. Through the seasons you will
need to build a 45 man squad to allow a gameplan design that will
overcome any team in the NFL. SuperBow] glory can be yours, then
you can join the Bills [sorry again) or go on to build vet another
squad, and take vet another SuperBowl. The team and coach of the
nineties haven't vet been decided. Time to stake vour claim?

- - HC D1'92 The Midnight Oil,
¢S E el sales Amiga [ £19.95 [ £19.95 Lirect Dpept AP]
—an 43S 721D Tate " Sales 18 Hazelmere Road
_— 1 e ey Stevenage SG2 BRX

AMIGA 500

MAMMOTH

/2 MEG UPGRADE

LATEST DESIGN INCORPORATES ‘CHIPMEN' OPTION AT NO EXTRA COST!

Increases computer memory from norma

fo 1 megabyte

Includes disable switch/incorporates high quality silver
coated pin connector

16 bit technology

Fit in minutes

Direct replocement of Commodore A501 expansion
Includes “CHIPMEM OPTION" - Phone for details
12 month warranty

In stock now!

Price includes VAT and post
and packing

Tel: 0582 491949

Send order with payment to:

-
I

BRITISH MADE

WTS ELECTRONICS LTD, chaul End Lane, Luten, Beds LU4 8EZ
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You reckon good graphics
stop at 32 colours?

e e
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Amazing game, that Lemmings. Those little fellers are so cute, aren't they? Incredible what some of these
game programmers can do with a 32-colour Amiga game.

But why stop there? Don't you realise that the Amiga can do a whole lot more besides? Yeah, sure, theres
the famous HAM painting programs that help you create pictures with 4,096 realistic colours in, which is
good stuff. But is it good enough?

Not any more, no! The very latest thing in computer graphics is 24-bit colour, a cunning combination of
hardware trickery and software excellence that lets you create pictures with up to 320,000 colours on
screen, from a palette of more than 16 million. Its known as True Colour, because you can make pictures
that look as real as the best colour photographs.

Which is why our Lemmings are traversing a grand canyon that really looks like the Grand Canyon, even
though its an imaginary landscape created entirely by the Amiga and an £80 program called Vista.

If you want to be in on the very latest thing in Amiga graphics - the very latest thing in computer graphics,

full stop! - then you need to check out the next issue. Get up to date with a scene thats really going places!

You mustn't miss Amiga Format Issue 27, on sale September 12
Don't get left behind as Amiga graphics enters a new era!



TELL US ABOUT
YOURSELF

(AND MAYBE WIN A PHILIPS COLOUR MONITOR!)

We're five issues old now, so it's about time we found out what you think -
about the mag, about Amiga games, about, ooh, the computer industry in general.
What you tell us now will atfect the way we put together the magazine in the
future, so it's well worth your while taking part - especially when it won't even
cost you the price of a stamp (the address is FREEPOST, you see) AND you get a
chance to win £270 worth of Philips colour monitor!
So what exactly is it | could win? Well, it's a Philips CMB833/11 model

(whatever that means), which just happens to be the most popular monitor
amongst Amiga owners across Europe - a nifty plece of kit alright, and about 100
times better than linking your Amiga up to a poxy old TV. In fact, it's so good we
use three of them in the AMIGA POWER offices. That's not all though - those nice
Philips people have bunged in a free copy of F-19 Steaith Fighter with it too!
Anyway, that's enough putfery - just grab a biro, clear a space on the kitchen
table, and get ready to reveal all..!

Just fill out this form and
send it (or a photocopy if
you don't want to rip your
mag) to:

AMIGA POWER Reader Survey
FREEPOST

29 Monmouth Streat,

Bath

Avon BA1 2XF

Okay, to kick off with it's
THE USUAL BIT

1. How old are you?
Under 10
10-14
1518
20-29
30-39
40 of over

2. Are you:

Male?
Femala?
3. Are you:
Al school
Al collegaluniversity
Unemployed
In full tieme mploymant

4. I in full time

employment do you earn:
Less than £5000 a year
ES000-EB000
EB000-E12000
£12000-£16000
£16000-£20000
Ower £20000

YOU AND YOUR AMIGA

5. How long have you
owned an Amiga?
Less than six months
Between six manths and a year
Between a year and two years
Between two and three years

Mare than three years

6. Do you own...
A S.Ir.;i:;;!". ATy Ba B0
An upgraded Amiga 5007
An Amiga 1000, 2000 of (ahem)
30007
7. List your five fave
Amiga games ever...

1
2
3
4
5

8. Do you have a favourite
games publisher?

9. Do you have a favourite
programmer or
programming team?

10. How many full price
games will you buy in the
next three months?

1-5

B-10

21-30
Maore (1)
11. How many budget

games will you buy in the
next twelve months?

6-10

11:20

21-30

More(T)
12. How much do you
spend on games every
month?

Less than & fer

Lass than & lenngs

E10-20

E20-30

E30-40

£40-50

£50-E100

Mo than £100
13. On average, how
much time do you spend
playing games a week?

Liss han two hours

2.4 WO

5-8 hours

10-15 hours

16-20 hours

More than 20 hours
14. How often do you buy
Public Domain games?

Al the time

Ewery now and again

Raraly

N
15. Which of the following
has the most influence on
your choice of the games
you buy? [List 1 to 6)

AMIGA POWER reviews

Reviews generaly

Adwertising

Packaging

Word of mouth

A hunch
16.List the computer
magazines you buy
regularly and rate them
out of ten?

AMIGA POWER

17. If you rated any of
these magazines higher
than AMIGA POWER, in
what way are they
better?

18.Do you a) own any of
these machines?
bjintend to buy any of
them over the next six
months
ab

Sipectrum

CE4

Amsirad CPC

Alarl 5T

Sega Masier

Sega Megadrive

Minlando

Supar Famicom

Neo Geo

PC
COTY
Oaher

¥OU AND AMIGA POWER

19.How often do you buy
AMIGA POWER?

Subscriber

Every month without fall

Mas! months

Evary now and again

This is the first one ['ve bought

20. If you've subscribed
or are thinking about
subscribing, are you more
attracted by:

The frée game

Money-off offers

The guaranies of petting you
copy every month withoul Iraipsing
arcund the Shops
21. How many people
read your copy of AMIGA
POWER?

o e W MY -

More
22, Give us an ‘out of ten'
rating for each section in
this issue of AMIGA
POWER

Cover

Disk

Comants

Disk pages

True Slores

Crib Sheats

Oh Dear!

Charts

Who do we think we are?

Two and three page game
reviaws (p22-28)

Complate Controd (in general)
Complate Control = Prince Of
Persia Guide

Compigte Control - Gods Guide
Peler Molyneu Popwious feature
Gramlin Work In Progress

H we'd known than

Game reviews (p70-T6)

Budget reviews

PD revdews

Littars

Simpsons Compelition

The Botom Line

Second Opinion
23. Which ONE of these
features from previous
issues NOT in this issue
would you like to see
more of:

Giant Praview Sectons

In The Style Of

Tallong Heads interviews

L iy p'egramn\e' IMErVIEWS

COTV Coversage
24, What other topics do

you think we should
cover?

25. Give us a rating out of
ten for each program on
the cover disk:

Barbarian N

Metagalactic Liamas

XFirg

K..".g

Amigoids

Raps

26. What would you like
to see changed about the
magazine?

27. What would you like
to see changed about the
cover disk?

IT'S THE IRRELEVANT
BIT

28. What's your favourite:
Mawa

Band

Non compulter mag

Thank you for your time,

LE6L HIBWILdIS HIMOd VOINY

O



AMIGA POWER BACK ISSUES Amiga

Copies of the first three issues of AMIGA POWER are still available - though perhaps not for long! Each Power
one costs £3.50 including packing and postage within the UK. To order yours simply fill out the form

opposite and send it with a cheque or postal order. (Everything else you need to know is explained on
the form).

1 May 1991 Who do Renagade think ihay ane?; Work in

0 Blnde
o

Ll L1

#;'-ﬂx s M

== Progress: Birds Of Pray, The game | wish I'd written — veteran
¥, ]
=

-

coders speak; Rainbow [slands Players Guide, over 40 new

games reviewed, including Exfle, Gods, Cybercon I, Eye Of
The Baholder, Ralrad Tycoon

Plus! On tha disk: Bombuzal - the complele game!

2 June 1991 Creation, Bob', P

i = Bultfrag

imMendewed. 20 Amiga classics for £10.99 or less; Enc s
e MNow you can keep your
lade i, Hero copies of Britain's best-

selling Amiga games

Maitthews, Rainbow Islands continued,;

reviewad, including Monkey island, Swiic
Quest, Wanderiand
Plus! On the disk: Kid Gloves - iha complele game!

3 July 1991 Thunderhawk, Retro, Frenetic - Core magazine pristine and

imerviewed; What's so special about COTV?, If | wera nol I"f i 3 th - a -
L
in this indusiry = game authors speak; Powarmaongar in pE ectin ese gﬂfg.,-:lh.:
the style of Salvador Dabi; 10 pages of tips; over 40 new games white binders, finished with

reviewed, includming F-15 Stnke Eagle I, Deularos, Tok
Plus! On the disk: Exile special world, Prehistorik preview
three top PD games! precious copies will never
4 June 1991 The Ultimate Aulumn Preview — 11 pages of the o o
best forthcoming games, Zan And The Art Of Film Conversion QET FEIQQE.‘CI oF IjUQ'Edﬁ:.‘ﬂ
o'l = everything revealed; The aga|r'||

ps, including Gods and Prince Of DI'II',I' £4.95

a smart royal blue logo. Your

y wihy some work, why Sof

Assembly Ling, 11 pages o

Parsia; Over 40 games reviewed, including A-Type N, Jimmy

White's Whirlwing Snooker, ABI Two Baseball, Hunter
Plus! On tha disk: Beast Busters praview, The
Execulioner preview, threae first rale PD gamas!

Plus! Gianlt siped tips postér — on oné ssde [he Comphaie

solubion to Kid Gloves, on the other Bombural You won

babeve your eyes

W July 1991
220 pages! COTV

special = is this the fufure of
hame entemanment?;
Graphics special report, and
morg! Plus! Two disks! ———
Archipelsgos - the complate [T e
game! Vaxine — the complete
game! And more! £5.00

T} January 1991
'-.l_al 300 page Chrisimas

@ June 1991
236 page giant! 30
special: How 30 games are
created - The Assembly Ling
tedl all; massive guide to 3D
graphics, and more! Plus! Two
disks! Balance Of Power -
the complate gama! Aloming
- playabie demo! 30
Construction Kif - useabla
demo! And more! £5.00

spocial! Games of the year
rovealed, Top codars make
thadr prediclions for games ol
i future; All the big Xmas
games reviewed. Plus! Two
disks! Interphase - tha
complete game! Total Recall
= playabde dema! Lemmings
- playable dema! And mare!
£5.00

Subscriber

problems solved here Sllbsn'ibel's cub

You not only receive an excellent free gift when you
subscribe - you can also take advantage of our exclusive
subscriber offers! An extra bonus or what? Just take a

look! This month's special offer to subscribers is...

The Secret of Monkey Island

Quite simply the highest rated game in the (admittedly quite
short) history of AMIGA POWER. A brilliantly thought out,
supremely user-friendly and quite hilarious graphic
adventure, it's one of the best games ever seen.

Subs Club Price £18.50
Save £7 on the RRP £25.53

Address change?
Duplicate or missing issue?

Question about a gift?

Amiga Power

Telephone: oasa 74011




Amiga games.
low or tall our

.-’.I

Just look at all the
benefits you get
when you subscribe

We presented an excellent playable demo on lost month's
cover disk, now here’s your chance fo get completely
embroiled in the foscinating world of Audiogenic's incredible
Exile, the future of arcade adventures.

AP rated at 89 per cent.

RARAEAERE oz » You save time

> You save trouble

» You guarantee your
opy

> You get it delivered

> You receive one of
these superb games
- as a gift!

MEGA-LO-MANIA

This month’s highest rating game, the incredible Mega lo
Mania from Image Works, makes the ‘god-sim’ genre more
occessible than ever before. Fost, engrossing gameplay,
hilarious sound and an incredible hook factor make it perhaps
the most unputdownable game of the year!

AP rated 90 percent

SWITCHBLADE Il

Gorgeous pseudo-Japanese graphics, wonderful scrolling and
ployability coming out of its ears — that's Gremlin's simply
stunning Swifchblade I, perhaps the Amiga's best ever

L
arcade-style platform game. A" "IIS for il.lS'l

AFluledﬂ?pertanl. R e o T I : . £34 95
RETURN THE COUPON BELOW RIGHT AWAY OR CALL OUR CREDIT CARD HOTLINE ON 0458 74011 ®

T e . S . e S B B S B e
YES! Please enter my subscription to AMIGA POWER and send me the game of my choice...
Tick 85 appropriate EXILE MEGA-LO-MANIA SWITCHBLADE
Tick as appropriaie UK £34.95 EUROPE £56.45 REST OF WORLD £75.40
N.B. To ensure you receive your magazine and disk quickly and undamaged, all overseas subscriptions are sent Alr Mail
PLEASE ALSO SEND ME:- PLEASE ALSD SEND ME:-
AMIGA POWER BACK ISSUES AT £3.50 EACH ek meues required 1 2 3 4 AMIGA FORMAT ISSUES AT £S5 EACH  fick issued roquired 18 23 24
AMIGA POWER BINDER AT £4.95 EACH indcale number reguined MONKEY ISLAND AT THE SUBS CLUB PRICE OF C18.50
TOTAL COST € please remember io include all fems (hal pou have Bicked adove

METHOD OF PAYMENT pisase mocate

VISAIACCESS carmne Exps CHEQUE make payabie fo Futue Publshing Lid
HNAME = TELEPHOME NO
ADDRESS

POST CODE

I
I
I
I
I
I
|
|
I
|
I
I
: Exigting subscriters piease quols your reference number on your acaress labe
I
|
I
I
|
I
I
I
I
I
I
I
|
|
1

Enclose this coupon (together with your cheque if applicable) in on envelope to: Amiga Power Subscriptions. FREEPOST. Somerten TALT 78R THIS COUPON 15 VALID UNTIL 30TH SEPTEMBER 1991 AP/MAG/T99]



SECOND
OPINION

SEAN KELLY OF GREMLIN

Sean Kelly is Product Manager at Gremlin, looking after the
day to day running of all sorts of games, including recent
hits like Hero Quest and Switchblade Il, as well as having a
hand in the development of Utopia, Daemonsgate, and
other up-and-coming potential hits.

The interesting thing about Sean though is that he's not
always been in games development. Oh no, he used to be a
journalist, reviewing games for Your Sinclair , before taking
staff jobs at (first) CU Amiga, and eventually Zero, where
he became dep ed. What this means is that Sean’'s played
and evaluated in his time more games than any sane man
ought to. It also means that he's seen the industry from
both sides — as a games reviewer giving harsh criticism,
and as a developer knowing what the limitations are -
making him the ideal person to ask to pick a wodge of
recent(ish) Amiga titles and then tell us what he thinks of
them. Or at least, that's what we thought...

‘You're not going to be very pleased with me,” Sean begins.
‘You see, I'm so busy these days | hardly get to play any

games.’'

But your whole life's games, Sean, we protest. You live,
breath, sleep and eat them - you must have opimons on at
least a few. Give it your best shot, eh? (And he did).

MAVY SEALS
Ocean

played this on the Amiga quite
racanthy as, wa
alr! Z:"': Tt ang ang some nece

ACILAINY and il s

efects in it, that's for sure - like
the way the guys climb up onto
ne overnead walkway's and s0
Ofn = DUl 1 was Gisapposniing

beca I was 50 very much a

58
I'LCG Ocean film

cence

1991

Navy Scals from Ocean

They've done it before and much

Batman ar

SEPTEMBER

I

they seem 10 De :" Jrm ";] out just

2 thing again and again
uch a bad game, just

r best, and tha fact
I

rr'
doesnl

RoboCop was suc

iher

Cenire

AMIGA POWER

<

mmedialely ident fiable on
sCreen a whergas wno

N earin Kno

the time

ows who these guys

it to be? If | was st

are mear
reviewing games | SUppose g
give it in the high 70s, but then

m probabiy a lot mora generous

an you ol amsway

LEMMINGS
Psygnosis
| know this one has been talked

about 1o geath, but you
can't really saa what a
5 about. When it first came oul |
:}"‘:-' was alr gni anad very
carianty, and | st
that m just nol very exciled by

& Lammi

HKNoWw

i
thi fuss

think

t. Sure, the

are genuinely funny o

.3‘.‘." a5
they dig or hold up those
umbredlas or whatever

and you
do find yoursall gatting involved

Lemmings from Psygnosis

n what thay

W but at the
end of the day it's just a puzzle
game, and weve seen an awlu
lot of those lately, haven't we?
The fact is, | find it quite quickly
y dull just clicking on lots
of little blokes and then watch ng

tham do things

ra doina
a doing

S
gets

T

he intro sequence isn't the best
Psygnosis have done edther, but
then you're almost temptad to

say thank God for that = | hate

the idea that stulf is going oul on
the stre
sequence

Tha A [ S
@ other thing that

gth of the intro

r_;l-'e'.!-'\. mea =
ust a problam with
5 the packaging. It
comes in this gigantic box you
could practically move a house
in, and all you've gol inside are a
couple of disks and some bits of
paper. It's gatting a bit barmy the
way evenyone 1rinKs :Zl.l:_; Doxes
equals premium product, even
whean there's no book inside or
any real reason for it at all, but
than we're just as guilty, | guess
Litopia, Dasmonsgaile and Flag
will all go out in enormousky over-

Sired packaging

and ths isnl
Lemmings

THE AMAZING SPIDERMAN
Empire

s quite obd, | know, but I've
really gol into it — | just picked it
off the shelf because of the
comic character, but was very
mpressad Dy Ine way ihal fney
resisied the lemptati ¥
big sprites and imprassive
graphics and instaad placed th
characier in a computer gama. Il
reminded me of Bruce Lee on tha
C64 more than anything — 50
what if Spidey is really small and
waedy looking, the gama isalf
really works. | can aven lve with
body turns into a
skidelon as you hosa
e--s--t-re. iha side of ihe

sCreen

TV SPORTS:
FOOTBALL
Mirror Image

When this first came out

the wa ¥ his b

| thought 'Oh no, i's a
t American

an't handle that

a
3 Déan going
games recently and
really got imo American
tie, 50 | went back to TV
Sports: Footbal, and yes, i's

TArcns g

really very good. The
ara genarally of a pretty

y anyway - it's greal 1o
%@ this Now COMmINg
at a budgel price - and
be playing this for quite
tirma_ At least untd John

5 the Amiga

V Sports
SBrIas

high ¢

see games |

oang

Magden’s Foolbal

anyway'

Armalyte from Thalamus

ARMALYTE

Thalamus

Yeah, the new Thalamus thing -
was quite impressad by

of this, but i's a bit har .‘1 st 17

£ i

¢ the ook

too hard for me, that's for

sure, And have you seen what
happens when you die - you get
this ndicwious animaled

sequence pop up all the bme and

means it's ages belore you get
gama! Goodnass

back in tha

ough for me
2% close to B-Type
um. Thal's my

-UD Ve

nathing come

on the Specl

F-19 STEALTH FIGHTER
MicroProse

Mow this is a really exceliant
':_]i-'l""-" SImply 50 wedl prasented
and s0 professional - it shows
you whal top-and gamas should
'I-"-.J:" b lika, I've heard [?El.’f"'!‘.-?
complain that it can get too easy

[ you'ra good at it ssmply bacauss

the plane’s 50 sophistica but

I've cer v not found thal. For

me the game has lots of depth
especially as you can pretend
recent

kimg parf in

¥

ayva
surprised “"c'-? was a Gu
Mission disk winging is way

across the Atlantic lowands us
any day

f War

‘Navy Seals...
was so

very much

a typical
Ocean film
licence.

TOKI
Ocean

A great turn-your-brain-off

NEXT ISSUE: The October issue of AMIGA POWER will be ‘hitting’
the shops on September 26th. It’ll feature a great cover disk, the usual
fabulous reviews and - yes! - another extra free gift! Order your copy now!

like this sort of gameplay
anyway — to be honest, when
you're working in this industry,
it's not all that often that you want
to go home and gel yoursalf
embroiled in lots of really
complicated, involved stralegy
stufi. Far better 1o sit down, tum
you brain off and kill lots of
horrible itthe creaturas

POPULOUS

Electronic Arts

Yes, this is really ancient, | know
b | just love the game. | played
it to death whan it first came out
= d ngd 5',' unigua concaplt and
they pulled it off 50 well. It's one
that comes up a lot in
comversations about Litopia of
course, though | don'l really think
Uitopia - and | suspect any of the
other 3D isometric games around
at the moment - has all that

do with Populous

¥ The v gwpoinl asige
Utopia really has more in
commaon with Sim Cify - it's the
conirol, the influencing of
people in such relalively subtle
ways, that makes the difference
This was 5o onginal when it

Anyw

Indarect

came out, and | still think i
stands in a feld of its own now

SWITCHBLADE 1l

Gremilin

Yes, | know it's one of ours, but
you never really feel ke p laying a
game when you've pust finished
development of it - it's bast o
gave il a whnile and than g0 Dacx
to it. Amyway, that's what I've
done with Swilchblade Il recently
and, d'you know, I've raally

ved it, Nice brainless fun, and
50 ditferent from the first game. It
feals big too, ke you're gelting a

ol for your money. But then |
wouldn't 17

would say tnal




As an &lite member of ‘"MERLIN® you will be employed specifically to defuse
crisis situations around the world without provoking full scale war.
Control Thunderhawk in what is proclaimed to be “The fastest 3D graphic
system to appear on any home computer”,

Awvaflable on
ATARI 8T,
COMMODORE AMIGA
and P.C.

By
= m Suite C, Tradewinds Houss. 65/71a Ashbourne Road, Derby DE3 3FS. Telephone: (0332) 297797, Facsimile: 10332 381511



FROM THE CREATORS OF

iy mmﬁ

Atar 5T/Amiga
M & PC (CGA, EGA, VGA
TANDY, AD-LIB & ROLAND)
v

It is the 1920's. Inspector Raoul Dusentier has been -mm
Invited ona cruise in the Mediterranean, aboard the '-._‘ mmmmmﬁm
superb ship belonging to Greek shipping more depth of gameplay.
magnate s Karaboudjan. But no sooner has the cruise ® A
when Raoul Is summoned to investigate a
uﬁ-mmuumm IWsmow
to Raoul to throw some light on this sinister mystery —
w..-mnmmmhmﬂhew @ Charactersize has been doubled for all verslons of the game.
’ -wmmmmﬁm @ Amiga version features 32 colours.




