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ETER PAN has now grown up,
far away from NEVERLAND, but his old enemy
CAPTAIN HOOK has not forgotten and schemes
his revenge. Kidnapping Peter's children, he
lures our hero back to the Island of PIRATES
and'L0ST BOYS" for a final confrontation.

With the help of TINKERBELL
the faithful fairy, you take
on the role of PETER in
this magical adventure
fraught with danger
and excitement.
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Rut not now that the,'‘e been ei icier!!
Ilorticia. Lunt. Gram. rugslo
and ilednesda have gone back to
their creep) abode to regain
pomession.

But not now that the,'Ie disappeaml!
‘s Comet. )on must find win' loom
loied ones hi their spook) mansion
house.

ft,. fArAlro f i t e .
But watch out for % K u r d  - he
plos mean. ToII) Is the treacherous
law)er Intent on stealing the famih
fortune and who has nun a  dir1.
trick up his slee c.

Ind ▶ou'll be shakin'. rattliir and
rollin' when the spikes. monsters
and & N S  sale the last one for you!
If rou sohe the pirates and follow
the clues )ou might lust SAC the
Addams Familh so that they can...
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10 T R U E  S T O R I E S
Our news section shrinks in size

this month — but don't worry, it's only to
make room for our giant Things To
Come section! And anyway, there's still
room for AMIGA POWER Recommends,
all the top game news and more!

14 G A L L U P  C H A R T
Sponsored by Penguin, this is

the place to come if you want to know
what's selling - and why!

17 T H I N G S  T O
C O M E

New! Our first purpose-built previews
section arrives, complete with revealing
Work In Progress reports on System 3's
Silty Putty. Team 17's Assassin, Core's
Premiere, Loriciel's Entity and - yes! -
Origin's stunning Wing Commander on
the Amiga!

61 C O M P L E T E
C O N T R O L

John Madden American Football,
Shadowfands. Parasol Stars. Apidya,
Moonstone, Space Crusade, Cover Girl
Poker(!), Rome, even Mad Bomber, plus
your questions answered in The Last
Resort. If you're stuck on an Amiga
game. this is the place to come!

74 I F  I ' D  K N O W N
T H E N — .

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

88 P O I N T S  O F
V I E W

No, we didn't learn our lesson the first
time. Once again we all try to sum-up
what we think of the month's games in
lour words or less. Impossible? Maybe,
but we'll give it a shot anyway...

93 D O  T H E  W R I T E
T H I N G

It's the rudest, most opinionated letters
page in the business, and this month
that's more true than ever!

97 TINETHEE B O T T O M
All new! You've never had it so good -
the all-new Bottom Line features more
reviews in fewer pages! Don't miss it!

70 H 1 :1

G A M E S  O F  T H E

E P I C
It's been a long wait, so
it's a shame it wasn't
really worth it... Page 34

D U N E
Perhaps the most
completely ill-timed
film game ever Page 44

H O S T I L E
BREEED
Bizarre and perplexing
blasting fun P a g e  52

W I Z K I D
The most imaginative
Amiga game of this (or
any) year... P a g e  26

SENSIBLE
SOCCER
The greatest football
game ever! P a g e  36

T V  S P O R T S
B A S E B A L L
It's good, but no home
run here P a g e  46

•  . 4 1 , Z 0 1 5 6 ?  •

i s  r a n .  . 0  op
• P  ...twill a. fire • •

- •  -
-  •  e l l  I M O  IP

' •  '  A O  t e
. . .es,

LURE O F  T H E
T E M P T R E S S
Monkey Island, British
style? P a g e  54

J A G U A R
X J 2 2 0
Core take on Lotus ll
head on! P a g e  30

THE SECRET O F
M O N K E Y
I S L A N D  2
Nutt said? P a g e  38

I S H A R
Don't hold your breath.
but yet another FRP
enters the tray! Page 48

R I S K Y  W O O D S
It's risky, and it's got
woods in it (copyright
Matt Bielby '92) Page 56

C O M E S  S L I M M E R !
Join us on the beach for your
essential AMIGA POWER guide to
the things you really should be doing
this summer. From the latest coin-
ops to the best in handhelds, it's all
here. After all, you can't spend your
whole life inside with your Amiga,
now can you?



D V E R  3 0 0
A M E S  R A T E D  I N  E V E R Y  I S S U E !
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art
S T R I K E R
Vew sof tware house,
.)erhaps. but i t 's  a great

;0 looly game P a g e  32

H O O K
Meanwhile, over  at
Ocean, someth ing
similar brews... Page 42

M Y T H
Monsters, gods  and
ancient h is tory -
they're all here P a g e  50

112BACK
ISSUES

)rder the old AMIGA
'0WER's you're missing here!
lus! Don't miss our brilliant

Subscription offer and more!

114A M I G A
U N I V E R S E

Every month this builds :I i:L1
:omprehensive guide to
every major character on the
Amiga. Except this time it's
lot one character but lots —
the Lemmings!

PA M
F U L L  P R I C EP R I C E

C h a m p i o n s h i p  M a n a g e r

D i s c o v e r y

D u n e

— 8 1

- 7 9

4 4

Epic   3 4

E u r o p e a n  F o o t b a l l  C h a m p

H o o k  - 4 2

H o s t i l e  B r e e d - - - - - . . . . . . - - - - - - - - - - - 5 2

la  h r

J a g u a r  X J 2 2 0  - - - - - - - - - - - - - - - - - - - - - 3 0

J i m

L u r e  0 1  T h .  Te m p t r e s s ----- - - - - - - - - -54

M i l l e  M i g l i a

M o n k e y  I s l a n d  2 - - - - - - - - - - - - - - - - - - - - - 3 8

R i s k y  W o o d s  5 6

S e n s i b l e  S o c  cer

S t r i k e r  - 3 2

T o u c h d o w n 8 0

T V  $ p o r t s :  B a s e b a l l 4 6

U g h ! 7 8

W i n t e r  S p o r t s  9 2 8 0

Wlzkid ----------------  - - - - -

B U D G E T

A r t u r a -

B a t t l e s h i p s

D o g s  O f  W a r

M a d s h o w  T V

- 8 4

- 8 4

8 4

8 4

M a n c h e s t e r  U n i t e d 8 3

R a i n b o w  i s l a n d s 8 2

S t e g  T h e  S l u g 8 4

To y o t a  C e l i c a  G T  R a l l y 8 2

Viz8 3

C O M P I L A T I O N S

B i t m a p  B r o t h e r s  Vo l  1  0 2

F a n t a s y p a k  8 3

P U B L I C  D O M A I N

A s t e r o i d s  D e l u x e 8 6

D a t a c l a n  G a m e s  D i s k  2  8 7

D r a g o n  T i l e s 8 6

----- — ----- . — . - - - - - - 8 6

M i c r o b e s  B e

O n e  M a n  A n d  H i s  D o g 8 7

S m a s h  T V:  T h e  R i p  0118 7

T W
DISKS!
Yes, once again it's double-disk
spectacular time at AMIGA
POWER this month, with a
selection of fine games and demos for your
delight and delectation. Like these...

A N D  T H I S  I S  D I S K  1

G A L A C T I C
Old C64 programming ace
Stavros Fasoulas (remember
Sanxion?) has broken cover at
last - and with the weirdest
Amiga game this side of Wizkid!
Find out more in this exclusive -
and quite brilliant - eight level
playable demo!

0
o  O

re
lb-stor• 4141

0

sr

A M E G A  R A C E
Like Asteroids? Then you'll just love
this brilliant inertia-filled blaster!

N U M B E R  F U M B L E R
They don't come a lot trickier (or
more frustrating) than this one!

M E N T A L  I M A G E  D I S K

I N VA D E R S  I I
Mental Image Game Disk 2 features
some of the best in shareware
arcade action ever! For a start
there's Invaders Ii, which, despite
the name. is actually a horizontal
shoot-'em-up (and a half!)

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

W I L LY
I N  T H E
CASTLE O F  D R E A M S
And last, but by no means least, there's
Willy- a poor little boy scout, lost in a
vast, platform-filled castle. on a quest to
save an old man's sleeping patterns (or
something). Whatever, it's fabulous!

G O T  A  F A U L T Y  D I S K ?
•  This isn't the son of thing we like to hear, and happily we don't hear it very
often, but if you do have disk problems, simply place it in an envelope, along
with an SAE arid a letter explaining what's wrong, and return it to this address
(NOT THE AMIGA POWER OFFICE): AMIGA POWER Disk Returns 15, Tit, plc, 36-
50 Adelaide Street. Bradford 8D5 BEA. There are more details over the page._

rn

L
C
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START READING HERE!
We're going to give you the disk
instructions here, so pay attention.
•  With the exception of Willy In The
Castle Of Dreams (which will only
work on 1 meg machines), This
month's coverdisks will work on all
Amiga A500s, A500Ps, A600s, and
pretty much any other Amiga you
care to mention.
•  To load the disks, first make sure
you've switched off your Amiga,
removed all peripherals and
plugged a joystick into Joystick
Port 2 and a mouse into Joystick
Port 1. Now insert the disk you wish
to load and it will autoboot.
•  Disk 15 (the one containing
Galactic, Amega Race and Number
Fumbler) actually contains a neat
little game to play while it loads.
Then there are two menus to worry
about - one for half meg owners
and one for one meg owners.
Prior to the main menu you will be
requested to type (return) for the
half meg menu. or 'n' (return) for the
one meg menu, Once the main
menu has loaded, simply select the
game or demo you wish to load by
pressing the correct Junction key on
the keyboard. Voila! Your game
should now boot up.
•  The Mental Image Gamedisk
works thus: From the main screen,
click on the mouse button. Then
once the main menu has appeared
(the one with the book) select the
game you wish to load by pushing
the joystick left or right. then click
on tire to load. It's that easy.
•  As we said, Willy In The Castle Of
Dreams will only work with Amigas
of at least one meg memory.
•  Please keep the disk you are
playing your game from in the drive
at all times, and remember - it's the
wise man who switches his machine
off for 20 seconds or so before
loading up a new program to keep
his disks free of any stray viruses.

IF YOUR DISK DOESN'T WORK
•  First, try the process again, once
again making sure you've removed
extra peripherals the program may
not 'like'.
•  tf it's only one of the programs on
your disk that doesn't work, not the
whole thing. try phoning our new
COVERDISK HELPLINE. Call 0274
736990 and ask for Sam Hiah
•  If either of your disks fails to load.
then pop em in a padded envelope
to this address:
AMIGA POWER Disk 15 Returns, Tib
Plc, 36.50 Adelaide Street, Bradford,
BD5 OEA. Give Tib a couple of
weeks, and you ought to receive a
shiny, working new disk.

ME
S H A R E W

NTAL IMA
A u t h o r s :  M e n t a l  I m a g e

Continuing our quest to bnng you the very
best in shareware PD, we've got an entire
disk of the stuff to give you this month.
You may remember Stuarts glowing
words about Mental Image Gamedisk I in
his PD column a while ago i AP4 to be
precise). Well, now the Mental Image boys
are back again with not one. not two (0h,
get on wrth d - Ed), but three (three')
fabulous shareware games for you.
the reader

Covering three of the most popular
arcade genres - platformers. puzzlers and
shoot-ern-ups - we're sure you'll agree
that the Mental Image Gamedisk 2 is
worth. ooh, at least £3.00 And by a
strange cosmic coincidence we'd like you
'providing you teat that the disk is well
worth the expense, of course) to send the
boys a registration fee of £3.00 for the
delight of using il. You don't have to do it,
of course — you may think the disk is a bit
crap and not worth anything at all really
i though we very much doubt it). Much
more likely, we feel, is that you II feel it
within your head to send a fee of £5.00 -
at which point the Mental Image team will
post you a copy of their Gamedisk 1 as a
thank you. (What a friendly industry this is.
eh?I Of course, as we say, you don't have
to send any cash. but if you do want to
support your local PD team (and it's a
good thing to do. we think) send your
money to:
MENTAL IMAGE
16 MILE END AVENUE
HATFIELD DONCASTER
SOUTH YORKSHIRE 0M7 6AU

•  While you're at it. why not drop us a line
t,ere at the AMIGA POWER offices and let
us know what you think of having
Shareware on the cover disk? If you like
the idea we marl :us! do it again

LOADING MENTAL IMAGE DISK 2
structions for this (and

naeed Ines month's other) disk you'll find
over on the lett of the page there. but
before we start, just a quick word about
the loader. You may think that your Amiga
is doing ST impressions here, but don t
worry — after a few moments the title
screen will appear Click on the mouse
button, and an options screen will
matenaliSe, featuring a book in the centre
of the screen By pushing the joystick lett
and right it's possible to turn the pages.
thus highlighting one of the three games.
Simply press the joystick fire button to
select the required one, give ii a few
moments to load, and away you go_ (Easy,
eh/ I Now on with the show... •

INVADERS II
. "  a l &  i s m . ,

1 4 1 1 . 1 , "

f4h4* m a i

OOOOOOO
O..

You want simple scenanos? You got
'em' In invaders ll, you have been given
the task of stopping the Xargonian
motherships from reaching your base.
This is achieved by flying over a planet
surface in your craft and, erm, blasting
hell out of the motherships and smaller
alien escort craft_ The motherships have
strong shields which will take several
shots to destroy - and that's just at the
beginning! You actually gel progressively
stronger rnolherships on each level,
while the game will continue until you run
out of energy, or until a mothership
reaches your base.

And that's al there is to the game
really, except for a few quick hints. and.
of course, the controls:

INVADERS II HINTS'N'TIPS
•  If the smaller Xargonian escort ships
reach your base then your long-range
scanner will be destroyed. This won't
end the game, but will make it very
difficult for you. so keep an eye out fOr
the little beggers.

O1
Taking on the might of eargonian empire
in the cracking Invaders H.

•  Every so ollen, your base wid sena a
supply ship to you. carrying one of three
ferns: a new weapon, a power-up, or an
energy pod. There are three weapons to
choose from, indicated by the colour of
the square above the pod which is
dropped A power-up increases the
efficiency of the current weapon, and the
energy pods increase your energy level
by half.

IT'S THAT SIMPLE?
Yes, it's that simple. Just fly up, down.
left, right and fire. P pauses the game.
and ESQ quits. •



RE S P E C I A L

GE
SATU

GAM
The second sweet and tasty treat we've
got for you on the Mental Image disk is
Satu. a game of strategy leatunng a play
area divided into nine blocks. The blocks
the placed in a 3x3 grid. with each block
ether 'on' or 'off. At the start of each level
the computer genera te  a random
pattern of blocks, and it s your job to move
them around until they match the pattern
shown at the bottom of the screen. To do
this. you must click on a block, which will
O W  one or more of the others -  turning
them on rf they were off, or (indeedt off If
they were on.

BLOCKING TACTICS
After each six ievels. the rules governing
how one block affects others will change.
Here's a bit of a Punt to gel you going
though: for the first six levels, clicking on
one block will only affect the stale of one
other block That should be enough of a
clue to keep you going, but if you find
you-re in real trouble it's also possible to
select trainer mode, which lets you see
just how each block will be affected. Ill's
only for wimps though

SIX GO MAD IN THE ORIENT
That's not all there is to the game though -
every six levels you'll find yourself
presented with a memory-test bonus
stage What happens here is a number of
symbols are shown on-screen. and after a

E
short time covered up. The computer then
reveal the symbols one at a lime.
challenging you to remember where the
matching one is — the more pairs you
match up. the higher the bonus for the
next six levels.

SA) can be played via the mouse or
loystick. Its also possible to toggle
between sound FX and music, start the
game at any six-level point. and to alter
the number of Ivies available. All of these
are defined from the main options screen.

IS THERE ANYTHING ELSE WE
SHOULD KNOWT
No. not really •

Ancient philosopher, he say, ' Moody hell, that's tough. I  think I'll try the trainer mode."

DISK 2
WILLY IN THE
CASTLE OF DREAMS
INN

URI

Rose deep Is s e e k *  bodies -  bey, Wakeman/Set Wasn't that tact meath's u p t i o w t

I I  I

This one's a platform game, and here's
the plot: Willy was walking home through
the woods one day after a meeting of the
Sunny Willow Cub Scouts, when he took
a wrong turning and ended up outside an
old castle. Something strange happened
then. and Willy fell asleep.

Time passed. and when he
eventually awoke, Willy realised Thal
he'd been transported inside the
building. Seemed the castle was actually
owned by the wizard Ozzy. who'd been
hanging round for quite some lime
waiting for someone just like Willy to
chance along and help him out with a
little task. Ozzy had been unable to
sleep for over 100 years. you see. as
every night his dreams were plagued by
ati manner of strange events.

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

t i l l

t 1  1

I 1  1

I 1  I

1 1  1 (  1  1

reactor room, where the power source of
the dream baddies can be shut down.
Failure to collect all hve pieces of the suit
before going into the reactor room will
have fatal consequences.

From the main menu, there are lour
options to select. Fl will alter the number
of lives. F2 will let you enter your name.
F3 enables a password to be entered
while F4 toggles the introduction screens
on arid off. Give the pause mode a try -
there's another lop game in there for you
to try your hand at -  while pressing
either mouse button will return you to the
main menu. •
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AMEGA
RACE
A u t h o r s :  Ad Soft &
Leopold Soft.

This month's dose of lop PD sees the
long-awaited resurrection of another old
classic. Like Asteroids, this is a game at
inertia. blasting and the need to slay calm,

Yep. once more we've dragged
another piece of black-and-while
excellence from the pits 01 coin-op history.
from the days when men were men and
arcade games really had to be bloody

forgotten
arcade classic

Omega Race
sets the PO

treatement on
this month's lop

AMIGA POWER
disk. I f  you

liked Asteroids,
you'll lout

Acnega Race.

playable inot lust dreamy looking,' 12
attract the punters

DO THE RESURRECTION SHUFFLE
So what's it all about then, eh? Simple. On
each screen you'll gel the chance to jet
around in a groovy little fighter, blasting al
cogs (yes. cogs) Of course, these are
space cogs. and. as such, are damn tricky
fellows Interesting points to note about
them there space cogs are:
1. Some space cogs have dots in their
centre - these are worth more points
2. Some space cogs shoot back Avoid.
3 Some space cogs drop mines. These
mines are lethal to touch. but can be
blasted out of the way.
4. Some space cogs spawn little spinning
nestles These nastes will also drop mines
in your path
5. Some space cogs will move faster, and
some will chase the player
6 All space cogs must die'
A level is completed when all nasties are
destroyed. To control the craft use the
joystick for left. nght, thrust and lire. •

O O
S h i p s
S c o r e

t h — S c o r e
163
884

0

NUMBER FUMBLER
A u t h o r s :  D a v i d  Alves .

Number Fumbler

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

1. Hooked
2. Slumped.

SLIDE IT ON NOME
Once loaded, the game will display a 4x4
grid of numbers, all in correct order from
top lett. to bottom nght. As you can see
the spare space is after the number 15.
Remember this layout - this is what you've
got to get back to.

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

fumbling with
numbers III
Number
rumbler.
Remember
those 'take
anywhere'
sliding block
p u i s k e
M O W  Y O U  C a n

play one on
your totally
um-portable
Amiga!

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

To move a life, lust click on it with the
hand. 11 l's next to the blank area, then rt
will slide over to the space, thus leaving a
space behind it.

MANIC, SOUND, PANICI
If a screen looks impossible. then it may
well be. (Not all of these things can
actually be completed, y-know?) 11 it looks
insolvable, then we re afraid you'll just
have to select the quit option, and reboot
Incidentally. if you lancy taking a peek at a
cbgirsed photo of Number Fumbler
programmer David Alves. then click on the
'who" button with on-screen hand. Now
steady on, girls. Don't stare at that
scrummy piccy for too long' •

GALACTIC
Author :  Stavros Fasoulas
Pub l isher :  To be confirmed

Gala cL'c comes to you direct from new
Finnish programming team Tenamarque,
headed up by one•lime C64 hero Stavros
Fasoulas. (Remember him") The only
simple thing about Gatactrc is that its the

head-Inp you're ever likely to find
on your Amiga. Expect lo go more than a
little bit wibbty as you play it...

So how can we possibly describe
the game/ Well. imagine. just for the

sake of a!g,,ment. a cross between
Robotron and and Rainbow Islands.
That's sort of what 'Vs like, but it doesn't
tell the whok story - Galactic isn't that
easy to pin down. Which leaves us with a
bit of a problem - do we go on for hours
trying to make the gameplay really clear,
or do we let you dive straight in and try to
make head or tail of rt on your own? We
thought about this for a while and then
decided the best thing to do would be to
give you same instructions, which you're
free to use or cove as you will
Here goes...

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

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

rt

•
Ul 7  7 7

The fact that it's wrap-around means that
the floor is also the ceiling_

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

Still know what we're taking about/
Okay. back to the meanies These guys
run around. colliding with the currently
controlled king (thus depleting valuable
energy). The player can fight back with
playing cards however, which fly out.
trapping the bad guys. Walking into a
trapped meanie will increase the energy
level of a king. Some bad guys are
orange (and so increase the orange
king's energy level), while some are
purple (and can be used to boost the
purple king's energy). Time is of the
essence, because the two teams are
always waning with each other.

(Phew.) And there's yet more. If
trapped meanies are nal collected they
fall to the floor and turn into a toy.
Shooting the floor or the ceiling (they are,
as we said, one and the same) will also
create toys. and collecting them will give
the player extended time on a level

Other items - things like bubble gum, ice
cream and coins - have other uses too,
but no, we're not going to tell you what
they are.

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

This exclusive playable demo
comes complete with eight levels ol
spaced-out excellence. while the finished
version is expected to contain more than
the Empire Slate Building. Well give you
more details as we get them. •

newer
card

Plum up/
P m *

I

Move •  M a w
k f t  r i s a t

P= pause M o v e  down



EAD US
NOT INTO

TEMPTATION,
BUT DELIVER US
FROM EVIL...

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

adventure?

Then envisage a new playing
experience where each

character can go about his or
her own affairs independenth
of your actions, w here each
scenario is different every

time you return to it. where
you can experience "real

world" environments.

It's happened.

LURE OF THE TEMPTRESs has
been developed using the
Ilte%olutionary' Virtual

Theatre', system.

virtual
theatre
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CRAZY
LIKE A
FOX

Hey Remember Crazy Cars i  and ft?
Well, now forget them again, because
Crazy Cars N is  a completely different
beast (honest) Indeed, Crazy Cars iN
could well be surprise hit of the Amiga
racing wars

Whys that then? Well, for a start
it's got more in common with Gremlin's
Lotus games than its predecessors. and
even more in common with movies like
The Gumball Rally and The Cannonball

Though you can easily see from these screenshols just how wonderfully colourful
Crary Cars Id  u, you cant  tell how fast and fluid it moves. And the answer is 'very'.

Run. By competing in four divisions of
illegal races across America (14 races in
each division), the player pits his driving
skins and his Lamborghini Diablo against
a whole bunch of local amateur drivers
as well as 20 professional nvals.

Goodies to watch out for include
the ever-present police to dodge, on-
road objects to smash into. loads of
upgrades for your car, the chance to bet
with other competitors. the fastest 3D
graphics we've ever seen on a racing
game (it's possible to hit 4O0 kmt l )  and.

best of the lot, a high degree of artific
intelligence -  it's amazing to watch a
whole bunch of computer-controlled
vehicles slow clown just before a speed
trap. for instance, then see one get
impatient and speed oft, closely followed
by the irate cops.

You'll have to wait until the next
issue (fingers crossed) for a lull review,
but from what we've played so far, it'll
easily be worth the wail Now if only they
Could have managed a decent two-
player mode..

HEAVEN SENT EVENTS
Due for completion any day now by programming team
Toque. Psygnosis" Carl Lewis Challenge will be the lest
ready of the two Olympics-related games due on the
Amiga this summer (read about Ocean's efforts on page
12), Built up of five events for between one to four
players. Cart Lewis is initially most striking for the fluid
animation of the athletes -  they've apparently been
repainted from actual digitised footage.

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

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

With tedmical input from Fatima Whitbread aciparentIV0L
Cad Lewis Challenge promises stunning graphics and spot-
on event accuracy. In tact, there's Fatima nowl

relies more on timing skills. With five events -  the 100m,
the hurdles, the long jump, the high lump and the javelin
— Cart Lewis is smaller than Ocean's effort. but it looks
tho stronger, visually. The game will be released within
days of you reading this (at £25.99), but while you're
waiting why not check out the Carl Lewis compo on
page 91? You might just win a bike!

EMPIRE AND
STATES BUILDING

i i i i t a  * u m  cr t a l l a r  7—.,;:...,,,,...a. A  mum
B a r b a r i a n s  c a p t u r e
S u m e r .  2 3 ( 1  g o l d
p i e c e s  p l u n d e r e d .

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

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

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

MICROPROSE
BUY VEKTOR
Vektor Grafix, solid 3D specialists and creators of
Virgin's soon-to-arrive Shuttle, Image Work's The
Killing Cloud. Activision's Fight Bomber, Domark's
Star Wars and others, has been bought lock, stock
and barrel by MicroProse By all accounts this isn't
the first time a large software house has
attempted to get control of the Leeds-based
development house - rumour has it Activision tried
a few years ago - but this time it's happened, in a
move which on the one hand gives MicroProse a
top-notch 3D development team based in this
country, and on the other allows Vektor a far
greater degree of financial security than before.

B.I 7 Flying Fortress, due for a late summer
release, will be the new partnership's first game.
but it certainly won't be the last...

This isn't the only expansionist move from
MicroProse recently. The company has recently
opened another in house development. this time
based in Manchester, using local programming
talent. Manchester is, of course, one of the big

centres for
game creators
in this country.

6-17 - the
sexiest flight
aim planned
this year?
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11 VIVA ESPAGNIA!
Leh: So which
sport do you
want to play, sir?
There's boxing,
swimming, diving,
Judo and all sorts
to chose Iron,.
Below. The
training includes
this hospital
sequence_

Almost a decade after the 'classic Daley
Thomoson's Decathlon, Ocean are limbering up for
another shot at the multiple events style of Olympic
game. the only one this year officially endorsed by
the Barcelona Olympics people. and trading under the provisional title of Espagnia
Olympics '92.

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

The other thing that an Olympic game traditionally means. of course. is lots of ioystick
waggling, and never ones to let the side down. Ocean have included some here. Events
include discus, hammer. shot, long jump, triple jump. high jump. pole vault, various running
events, hurdles, steeplechase. and lavetm - you can guess which ones are the wagglers
yourself - while training team members for the individual events is also included

While the pictures you see here are actually taken from PC version. the Amiga one is
likely to be very similar Better get into training now - it'll be out in time for the Games..

A N O T H E R  B R I C K
I N  THE W A L L
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D o m a r k ' t  R a m p a r t ,  t h e
To n g e n  c a s t l e  c o n q u e s t
g a m e  b e l o v e d  o f  t h e
B i t m a p  B r o t h e r s  ( i t ' s
r u m o u r e d ) ,  i s  d u e  f o r
i m m i n e n t  r e l e a s e  -
p r o b a b l y  s o m e  t i m e  i n
A u g u s t .  M a k e  n o  m i s t a k e
t h o u g h  -  t h i s  g a m e  h a s
very  l i t t l e  a t  a l l  i n  c o m m o n
w i t h  E A /  I n t e r p l a y ' s  s i m i l a r
s o u n d i n g  C a s t l e s .  I n s t e a d
i t 's  a  m u c h  f a s t e r  t h r e e -
p l a y e r  a c t i o n  g a m e ,  a d d i n g
a Te f r i s - l i k e  w a l l  r e b u i l d i n g
e x e r c i s e  ( y o u  h a v e  t o
r o t a t e  v a r i o u s - s i z e d  b r i c k s
to f i t  t h e  g a p s )  b e t w e e n
b o u g h t s  o f  o f f e n s i v e
c a n n o n  f i r e .  B e l i e v e  u s ,  i t ' s
lo ts  o f  f u n .

MILLIONS
WILL DIE IF
YOU ARE
WEAK...
Remember Megatravelfer 1? It was reviewed in an
early AMIGA POWER 'quite positively actually - 88
percent in issue 4) but at the time we all assumed
the '1' was just wishful thinking. Not so. apparently
- here's 2 subtitled Quest For The Ancients, and
looks set to be bigger and better than the first.

Space pirates, over 100 details worlds to
explore, a mysterious ancient civilization to
uncover, alien artifacts to unearth and a threat to
the lives of millions - it's all here. Fans of science
fiction role playing should be in their element -
look for a release any day now at f29.99 on the
Empire label. and a review in our next issue.

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

R E C O M M E N D S
Actually, this month we recommend nothing at all. We didn't like any of last
month's games. Not a single one. Well, okay, except maybe for these...

LEGEND
( M i n d s c a p e )
Every month we bung a
load of RPGs in AMIGA
POWER Recommends. tell
you they're the most groovy
accessible fun around. and
each month we then watch
as thousands and
thousands of you sit
resolutely at home and play
Project X. This time, if you
don't go out and buy a copy
of this fabulous game within
the next four weeks, we're
going to do a complete
issue about nothing but
Rainbow Islands. You've
been warned.

THE ADDAMS
FAMILY
( O c e a n )
Okay. If you're looking for
Nintendo's Super Mario
World on the Amiga you
won't find it in this super-
slick, wildly addictive but
simplistic platform romp.
but if you crossed The
Addams Family with
Harlequin you wouldn't he
far off at all. So, er, why
not buy a copy of both. get
your assembly language
manual out and see if you
can make yourself a
fortune? Or something.
Ahem.

FIRE & ICE
( R e n e g a d e )
You'd expect a game from
the man who brought you
Rainbow Islands to be
something pretty special,
and Andrew Braybrook
doesn't disappoint with this
lushly cute platform
adventure game. ti's
packed to bursting with
nice touches and lovely
gameplay, but the best
thing about Fire And Ice is
that it's the game Magic
Pockets really should have
been in the first place.
Beautiful. playable, and
really rather lovable.

s 1101 g a d
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FLOOR 13
( Vi r g i n )
Disturbingly plausible
secret service simulator
which has you discrediting,
kidnapping. torturing and
assassinating all manner of
completely harmless and
innocent civilians in the
name of national security
Atmospherically rendered
in black and white with the
minimum of frills, Floor
13s realism is its strength,
but not at the expense of
gripping gameplay. And
yes. it really is all in played
in black and white.
Excellent stuff.

DIZZY'S
EXCELLENT
ADVENTURES
(Code  M a s t e r s )

This one's excellent stuff
too - it tells us in the title.
This five-game compilation
brings you addictive arcade
games and tricky puzzlers
as well as a couple of fine
examples of the arcade
adventure genre that made
Diz the huge success story
he is, and as such has to be
seen as the best value.for.
money this side of. well. a
copy of AMIGA POWER.
Thank you.

EYE OF THE
BEHOLDER 2
( S S I / U S  G o l d )
Okay, so it comes on
several disks which access
interminably and it's almost
exactly the same as the
first game with different
monsters but very little in
the way of actual new stuff,
but the original was so
much fun that more of the
same doesn't really feel like
such a bad deal. Weeks of
tun then, but let's just hope
they don't milk the formula
for a third installment.
Two's great fun, but three's
a bore [or something)
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It's the enemy's worst nightmare; a nearly
invincible heavy bomber, carrying enough
firepower to destroy the most heavily
defended installation in the world.

Megatortress is in a class by itself; a radically
modified B52H Stratofortress, with
radar-absorbing fibresteel skin and enough
state-of-the-art sensory and weapons systems
to jam and blast its way into any target on
earth.

Flying Megafortress isn't easy, you're a Pilot,
Navigator, Electronic Warfare Officer and
Gunner all rolled into one!

Megafortress' multi-position bomber featur
complete electronic countermeasures
technology, terrain guidance radar, multiple

missions, and a massive arsenal at your
disposal. Full colour VGA graphics and

Sound Blaster/Adlib sound boards
support brings the reality of

long-range strategic air
assaults into your home.

Based on 'Firght 01 the
Old Dog, Dale Brown's
best selling novel.

Arlindscape International Ltd
Priorpty Howe
Charles Avenue, Malting Park
Burgess Hill
W Sussex RH15 9PQ

Tel: (0444) 246333
Fax_ (0444) 248996

Available for Commodore
Amiga, IBM PC and

compatibles, and
CO ROM.

7 i L l i t A d j A O M I T I

M I N D S C A P E

For information on al Mindscape products please phone
(0898) 234214. (Please note, cash charged at 36p per minute
during cheap rale and at 48p per minute at other limes)Navgatoe s St obon-Grobor aspiay Not's Staten
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F O O T B A L L
C R A Z Y !
We. what did you expect? Its football
lever m the charts this month, with the lest
of the European Championship be-ins
pushing and Jarring lot the top slots. It's
going to get worst before it gets any bemer
too (tor football haters, at least), with many
of the big guns yet to enter the fray.

But who've we got so tar? Well. US
Gold make it to the number two with The
Manager. while the Codes are not far off
target with First Division Manager. a game
that actually made it all the way to the lop

Maracay if oi ly ha could raproduce (etc).

a couple of months ago Another budget
soccer release doing well at the moment is
Gremlin s Manchester United. which is
keeping the terraces happy at number 10,
while Knsaks seem lo be hitting the
woodwork a bit with John Barnes
European Footba# at 15

Some of this will comes as little real
surprise. of course, but we're always
astonished al how well footy management
games seem to do. So much so. in fact,
that we thought a bit of investigation into
The Manager might prove useful

F O O T B A L L
M A
T h e  M a n a g e r
N e w  E n t r y ,  N u m b e r  2

E y e  O f  T h e  B e h o l d e r  I I
H i g h  R i s e r ,  N u m b e r  6

For US Gold's Danielle Woodyatl, this is a
fine result arid -lust shows that soccer
sells very well ' Indeed - but are boning
old management games always so
popular? -Hmm, that's a tricky one To be
hOnest. I think were surprised that it's
been so successful, but we re obvtously
very Pleased that it has II is, alter all, a
quality product and a very good package
German company Software 2000 spent
over two years researching and
developing the game. their first attempt at
a management game as far as we know

O1 course, it's not all football games
- US Gold are also doing pretty well with a
representative of what s shaping up 10 be
the summer's other big game type. the
RPG Many of you will have read our very
positive review of Eye Of The Beholder If
last month - this sequel to last year's
biggest fantasy role playing success is a
game fans have been wailing well over
twelve months for, so its no big surprise
that it's doing so well
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1 (2) JOHN MADDEN AMERICAN FOOTBALL
Electronic Arts E29 99

2 (NE) THE MANAGER US Gold £30.99
3 {NE) EPIC Ocean £29.99 .

4(19) FIRST DIVISION MANAGER Code Masters £7.99
5 (1) PROJECT X Team 17 £25.99 . . .

6(27)1VE OF THE BEHOLDER 2  US Gold £35.99
7 (6) RAINBOW ISLANDS Hit Squad £7.99

8 (4) FORMULA ONE GRAND PRIX MicroProse £34.99
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10 (1B) MANCHESTER UNITED GBH £9 99 . . .
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24
25
26
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27 L I T T L E  PUFF Coo Masters £6 99
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30 W W F  WRESTLENANIA Goon C25 99 '
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33 IT) SLACK CRYPT Elackorm Ads 025 99 ""
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35 121) SPECIAL FORCES MoroPYoui CH 99 "
n(14) PIPER OFF ROAD Toro £9 99 —*
37 ITE? PAPERBOY i  rare (7 "
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39 '47i TOYOTA CELICA RALLY GBH C7.99 —
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41 '221 W O K E  BOBBLE 144 Squid C7 99 - -
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M I  DIZZY COLLECTION CNN Madan
E2,4 99 "'

71 IIIIIROD0COP 3 Ocean C2599 "'
71 (67) MONKEY ISLAND US Gold 02999
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73 (FIE) INTERNATIONAL ICE WICKET Zappe*,
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77 (45) NOWIA.041AMILINIIST

. " L
71(S5) ALIEN SPIED rnarri 17 C2.4 99 ••••
79 (RC COVERT ACTION NIANIPRIN £34 IV" '
SO (28) POPUL0tIS — , , , , n u e s  CIO 99 ""
41 (RE i SOCCER STASIS (COMP) EmEso £2599 "
42 (NE) YOGI'S RIO CLEAN UP HI Tic Sclowe

r7 "
93 (RE 1 LEANDER Plyi)FKAR £25 99 •"•
34'NE I EASY AMIGO Euitpross SoRasua C34 99 "'
Ild 2 - 0 0 1  Kill [7 5.9

SHA DOMAIN'S Comm% 029.99 " -
17 , • 3, GIANTS OF EUROPE Area E7 99 —
N  ISE I BOARD GENIUS Saki .loft C29 99 "
el INEI MICROPPOSE SOCCER v ( 7  99 '
W I W I  LOTUS TUNSO o t a u L t i w a

Gwen Gratetcs C25 99
Id NMI WHIT  M D  N A M  3 LIS OW C40 99 "
II2 dlE) KNIO14171I OF THE S i !  AlletoPlose£4 99
53 r37) VUNDIMAN supouAAONI  COS E24 99 -
PI ill 1 ADS Acia, M i l  -

' C O M B O  NAOMI Gel C7 99 "'"'
96 I N D Y  NEAT 54:06 E26 99'•'
97 U L T I M A  1/1Ocanlarchcaps 030 99

' P a p u a * "  2 IN*Nuto t25 99 "
91. i n u m u i A 2 N 1  2 Gear C25 99 "
100 RN CASTLES EARImnic AM E29 99 '"

Ph Sours you must kayo mum Idea goo Do &ads ic i l  by moo, so Nulty. Play,' put irquetwo by Cianup,
Puy 'Nu buikpat rid Rill preen mgeoher, oirrAt ar. nmed In stars, And now they'. Il itYltue'

BETTER
L AT E  T H A N
N E V E R . _ .
E p i c
N e w  E n t r y ,  N u m b e r  3

S i m  A n t
N e w  E n t r y ,  N u m b e r  2 1

We've been promising reviews of it for
months. and at long last it's here - though
not without its problems. Ocean's initially
impressive (but see the review this issue)
Wing Commander-influenced 3D blaster
suffered from a deluge of returns in its first
days on sale - seems there was a gremlin
in one of the duplication machines used
for disk one, resulting in lots of failures -
though copies on sale now should be fine

Despite these 11th hour troubleS.
however• the mood at Ocean remains
enthusiastic. Ocean's Ken Lockley
confirms 'the game was a long time
ooming, but Maly it has arrived and
people arena disappointed.'

Ocean's own enthusiasm for the
game has been matched by huge sales
even on its first day. Northampton-based
distributer Leisuresoft, for instance, are
sad to have started selling at 9 00am on
the Monday. and had shifted 5,000 copies
by 11 30 One reason for this has to be the
length of erne people have been kept
waiting - demand for the game started
over two years ago when the first

Epic brilliant to look at, I ts ;  so to play.

magazine previews appeared'
Such success certainly makes up for

what night be seen as the disappointing
showing made by Srm Mr. which has
entered the charts at number 21 Ken is
'initially disappointed with Sim Anfs
current position, but I think it's the type of
game Mal wiN be a steady sell till never
set the charts on lire, but we expect it to
Hter through .lowly lust like Sim Earth'

T O U G H
T R E A T M E N T
F O R  T A N K S
P a c i f i c  I s l a n d s
N u m b e r  3 1
This is an odd one - we rate this game
highly, and are surprised that it didn't peak
a bit higher in the charts. Empire's Manssa
PauwenS isn't worried though: *As a game
it's great -we've had brilliant coverage in
the press, which is great as this is the sort
of product that re-emphasizes the
company's new direction Pacific Islands
really shows what we can do." •
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From the darkest  corner  of

the Nth dimension, comes the

hippest cosmos  dwel ler

ever to take centre screen.

Z O O L - N i n j a  a l i e n  a n d

r ighteous dude is on his way.

Hedgehogs beware! 4
6 6 Greml in  have produced

a masterpiece 5  5

A m i g a  a c t i o n  9 6 %

6 6 Fast, ac t ion packed.

challenging

and highly addictive 5  9
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COMING SOON ON:
AMIGA (1 MEG ONLY) A1&) ATARI ST
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The oriental warrior
with fists of steel
Guide Dojo Dan, the oriental teen-warrior,
through a multitude of gruelling
challenges in his quest to liberate the
innocent people of Banzaari. Bottle
with the mutant hordes of Valrog to
break his evil stranglehold on this
beautiful mystical land.

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

i m p f  ,
a p p a l  111111111

. ; e 1  t i p  • • •  •  • • •

AMIGA
W E N

Europa House, Adrirpoon Pork.
Moccleslield SK10 4NP
Telephone: 0625 859333
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T H E  S H A P E  O F
T H N G S

T O  C O N I
And there came a time when the normal Work In Progress
stuff in the news pages just wasn't enough. That time is now...

Game:  Silly Putty
P u b l i s h e r :  S y s t e m  3
Author: Phil Thornton
ETA: September

B r i e f l y :  I n  February 1991 System 3
arinGurice i t  was looking to publish
cartridges for the Amiga. but it was not to
be. The cost of producing them was far too
high to be worthwhile -  cartridges would
cost over 10 times as much to
manufacture as floppy disks. and the end
result would be a product selling at three
times the usual retail pace

The reason we men▶ion this, of
course. is that Silly Putty was to have
been the first cartridge release. Now.
though, i ts very much a floppy product -
and in every sense of the word. The
eponymous star of the game is quite
literally the most flexible character ever
seen Putty bounces and bends and
stretches and can transform himself into
all manner of different shapes — and it
makes for a very unusual feeting game.

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

The Bots can build a tower from
Earth to Puny Moon. you see, so Putty can
climb it to reach and defeat Dazzledaze.
The thing is. the Bots only work by day -
by night. some of them recharge their
batteries. while the rest are a bit dense
and wander around the construction
randomly. often falling off the edges to
their deaths. It's Putty's lob to round them
up in order that the tower erecting can

S o o n e r  or later we had to admit it - the news pages just aren't big enough to take the sheer
amount of preview material we want to cram into every issue of AMIGA POWER. That being
the case. something radical had to be done - something like this new regular preview

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

SILLY PUTTY
IK

continue, which gives the game a certain
similarity to Lemmrngs. However, there's
more to Silly Putty than simply saving
lives. You see. you also have yourself to
protect, as Dazzledaze has sent his cat,
Dweezil, and his wicked servants down to
the planet Construct° with the aim of
putting a slop to Putty How will rt all end/
The  creators  speak:  Silly
Putty represents a new direction for
System 3. a company recognised more for
its onental arcade adventures 'We will still
be doing beat•'em•ups but there won't be
any more Nola.' says System 3's Public
Relations Manager Adnan Cale. 'We can't
take that character any further. Now we're
concentrating on creating new characters '

Softy Putty designer and artist Phil
Thornton is a big fan of Tex Avery
cartoons. Screwball Squirrel in particular.
With Silly Putty he's attempting to create a
cartoon quality arcade expenence Music
isn't evident while playing Silly Putty-
instead there's a cacophony of sampled
sounds lover one megabyte's worth, in
tact) composing cinematic spot effects.
such as slurping and squelching and other
Putty sounds, and plenty of talking (the
voices are provided by actors▶.
Verd ic t  so far: Stay Putty is
one of those busy, surreal, slightly mad
experiences perhaps best typified by the
likes of this issue's Wiz/rid— it's certainly a
game with a lot of character built in Take

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

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

Definitely an intriguing and unusual
game, then, with a number at strong
features. What isn't clear yet -  and is likely
to remain so until we actually receive a
finished oopy -  is how good it'll be to play.
That's something well have to wait for.
•  GARY PENN

17
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O N o w  this bit really (really} es like Strider, our hero making his way up an angled wire
being very reminiscent of one of the most famous bits from Capcom's coin-op classic.

G a m e :  C o d e n a m e
A s s a s s i n  ( w o r k i n g  t i t le  — the
g a m e  wi l l  p r o b a b l y  e n d  u p
s i m p l y  c a l l e d  ' A s s a s s i n '  o n
r e l e a s e  )
P u b l i s h e r :  Te a m  1 7
A u t h o r s :  D a v e  B r o a d h u r s t
a n d  H a y d n  D a l t o n
E T A :  N o v e m b e r

B r i e f l y :  Readers of issue 13 will
know we had our doubts about the long
term playability of Team 17's last release,
Project X (too hard and off •puttingty unfair
to keep the interest just about sums it upl,
but its undoubtedly been a major success
-  the lads from Wakefield are on a roll

This here's the follow up - after
producing an /K. style beat. em-up, a
Gauntlet lookalike and a scrolling blaster.
the boys are now setting their sights on
that other great arcade genre, the running-
aroundiumping-onto-platforms-and•killing-
things game, perhaps best typified by
Capcom's Studer. The plot has you, as a
criminal leader in some future time where
a gang war is fast brewing. setting out on
a one man mission to destroy the rest of
the underworld, and. in particular. kill the
gangster Miclan, the most powerful mob
leader of them all

Don't, however. get the impression
that this is a Godfather-style game —
instead its spectacular arcade action all
the way. particularly in its depiction of the

ASSASSIN
central 'Assassin character. who s one of
the best running. jumping, climbing and
somersaulting characters ever To create
such an athlet▶c chap used up a massive
200K. a lot of it going to accommodate his
200 animation frames - but that doesn't
mean there wasn't any room left for
anything else. Indeed no - not only do you
get a tine range of collectable weapons to
pick up along the way Including a
protective robosual). you also get five
scrolling levels (totalling over BOO screenS)
to gel through.

Most of your assassination mission
takes place underground but it doesn't
start that way Indeed, in the very lirst level
you find yourself in a forest - your job here
is to find a cave. break into the dome
tars  in there, then make your way
through the construction site you II find
inside. This constitutes the second level,
and provides a lot of opportunities for you
to use all your acrobatic skills, bouncing
oft the cranes and machinery as you tight
your way through to the high-tech-
weaponry-filled third level Next up is an
asylum, tilled with a vast range of trapped

Looking rather like a scene from the beginning of Welichild, this screen shows our
acrobatic hero using one of the sillier-looking of his 900 frames of animation.

TIN bits of ibtsassin that aren't like Strider are not unremintseent of Switchblade
funnity enough. Here we are on a lift, various baddies, power•ups and so on all around.

alien creatures. followed by the very
futuristic fifth level where you'll go up
against Midan himself

Throughout the game, an evil and
varied cast will be out to stop you. ranging
from knife throwers to mad dog handlers,
armed with ferocious pit-bull terriers. From
what we've seen 01 the game so far. and
taking into account the slick arcade look
Team 17 have managed to give all their
stuff so far, it's a pretty safe best that
Assassin will prove to be the best Strider.
alike seen on the Amiga to date - big,
smooth and vaned enough to leave all

n•nteni�e-r n its wake
T h e
c r e a t o r s
s p e a k :
Everything is still at a
very early stage -
'eam 17 have only
peen working on the
game for two and a
halt months so far Ex-
&Ode Bobble
programmer Dave Broadhurst, who's
written the code, is still developing how the
various enemy characters will move at the
time of wnling, while graphic artist Haydn
Dalton has only got as far as the
background for level two Their style of
development is very much of the 'make Il
up as you go along' school -  neither
creator liking to slick to a set game
structure or storyboard They told us:

-We very much prefer to do it as we
go along. The nearest we get to a
storyboard is at the beginning of a level.
Well sit down and design a map, to sort
out how each section relates to the rest.
We're pretty loose after that though - we
produce something much better if we don't
have to stick to a certain story "

And. as if to prove their point while
we were talking in their office the boys
noticed an interesting looking bug-like
digger through the window II was being
used on a construction site across the
road 'Hey, look at that," Dave shouted.

'It'd be good to have in level two for the
construction s1e.• Haydn enthusiastically
agiretcl, so look out for it in the finished
game! And that really sums up their
enthusiastic use of improvisation.

It cant all come as easily as that
though. so I asked where the guys got the
idea for Assassin.

Dave 'We wanted an arcade•type
adventure which would revolve around a
guy who could fly and swing - a character
who was really flexible. For instance, he
can fire in all directions when he's
swinging or climbing. That was the main
aim, for me anyway -10 create a character

who could clo just
about anything we

" S p e c t a c u l a r  could think of. The

arcade
action a l l
the w a y "

graphics and style is
all down to Haydn,
though He decides
visually what's going
lo be in '
Haydn: •We meet hall
way if I like it and he

doesn't, but usually I just sit down and
draw something - like I did the second
level in five days. The graphic style I've
made very Mega Drive-isti. with the main
character drawn very much in a consote
style too -
V e r d i c t  d o  f a r :  This promises
lo be the best thing Team 17 have ever
done - but then, so did Project X before it
We know Team 17 can comeup with
strong ideas. great visuals and a good
solid game hook - they've come out of
nowhere to being one of the hottest
development teams around. after all - but
they do have a tendency to tall down in the
game testing department

It Assassin manages to be as sexy
as Project X. but without the odd flaws and
unfriendly difficulty curve that featured, it
could be a massive hit Indeed. even it it
just manages to be sexy looking it'll
probably still be a massive hit - we lust
won't like it so much Here's hoping,
•  MATTHEW SQUIRES
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19G a m e :  P r e m i e r e
P u b l i s h e r :  C o r e  D e s i g n
A u t h o r s :  D a n  S c o t t  ( c o d e )
a n d  J e r r  O ' C a r r o l l
( g raph i cs ) .
E T A :  J u l y

B r i e f l y :  Fans of Core's cartoon•fike
FRP game HeimdaR, one of the biggest
hits the Derby-based software house have
enjoyed yet, will be on familar ground with
Premiere - graphically at least. Though
the two share the same graphic artist -
one Jerr O'Carroii, an ex-animator. anc
arguably one of the most talented crayon
wielders currently working in computer
games - and thus are drawn in a very
similar style. the game styles are quite
different. Heimdall was a 3D isometric
puzzle-based sort of game. whereas this is
a much more action packed side-
viewed platformer

The two plots are very different too.
The FRP and fantasy elements of
Hermdall have gone here, with the action
this time being relocated to a film studio.
You play the hero. a young film editor
called Clutch Cable. desperate to find a
film which has been stolen from his cutting
room floor on the eve of the movie's
premiere. You've got a pretty good idea
who did it too - the head al a rival film
studio, who will have hidden the film
canisters around his various film sets Cue
six levels, each with a different setting. as
Clutch searches the locations of various
different movies being shot in the nval
studio - including a western, an old-style
horror film. a sci-fi B-movie, a black-and'
white
Keystone
Kops•type
thing, and a
few more

Being a
more action
orientated
game. our
hero can do
a lot more than the lead character in
fiermdall ever could — its not Just walking
around throwing switches here Instead

" P r e m i e r e  looks
gorgeous,

there's no  doubt
about  i t "

PREMI

%fagot ty Heinntlealype graphics here,
for sure -  this is Clutch trying to blast a
nny space ship, by the way.

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

the Western
levell, throw
switches to
deactivate
assorted
traps (okay,
so some of
that stuff is in
here), and
pick up extra

energy from pizzas, hot dogs and id the
programmers have thought of this, and I
hope they have) buckets of popcorn.

ERE

Rounding the protect off are so—c
neat bits of intro animation, as you might
expect from someone with Jerr's
background. with the odd bit incorporated
into the game too, such as animations
showing what happens when our hero falls
into a trap. There's even a whole level set
in a cartoon film, a la Roger Rabbit, with
the already-quite-cartoony Clutch up
against much more broadly drawn
cartoon baddles
T h e  c r e a t o r s  s p e a k :
Working alongside Jerr O'Carroll is
programmer Dan Scott. new to Core.
though he did turn his hand to the
Wolfchiki intro sequence a few months

r L - 0 - . 1 1 0
any way create a Heirriefe 2. say Core -
that will probably come later. though when
isn't clear - but simply to apply a similar
slick visual style to a platform arcade
adventure game.
V e r d i c t  s o  f a r :  Just take a look
at the screens - Premiere looks gorgeous,
there's no doubt about it However, at the
time of writing it was still at quite an early
stage - things are going to have to really
start moving if the game's la make its
proposed July release date. Keep your
eyes peeled f0r more details in the next
issue of AMIGA POWER
•  MATT BlELBY

L
C
r

Gangster action from the black-and-white film level h e r e  Clutch stems to be trying an
interesting method for dodging bullets. O r  maybe hc's rust lager, shot )

Yes hot i n  Ts olds Wild West level, with Clutch desperately trying to avoid being shot by
d u  go/ b i l l s  barrel above him. (Maybe the worry is what's made his hair go all whits...)
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O W h i l e  in this bizarre (bet undeniably pretty) shot, she (sorry -  its not the cat's mother,
she doesn't actually have a name yet) sops a tree, No doubt all will be captained ( t ic ) .

G a m e :  E n t i t y
P u b l i s h e r :  L o r i c i e l
A u t h o r :  N o e l  B i l l y
E T A :  N o v e m b e r

B r i e f l y :  Yep, it's the old 'Earth is in
imminent danger. so average girl is given
super-human powers and must save the
planet and defeat the bad guy' story once
again. this time presented as a mixture of
cinematic and action sequences not unlike
Detphine's excellent Another World The
first obvious difference, however, is that
the animated sequences in Entity blow
anything we've yet seen out 01 the water.
Don't get too over excited though — they
only form the intro and framing sequences.
the bulk of the game being more standard
side-on viewed running and jumping stuff,
albeit with nifty graphics, and shockingly
detailed end-ot-level creatures. It's a
shame that the movie-style clips don't form
a more essential part of the garneplay, but
with graphics this stunning it would be
pretty much impossible to make them
interactive On a standard Amiga

Spirt into live distinct levels (100
screens in total) — the stone age, a forest,
some mountains, a network of caves, and
finally the apocalypse level -  you guide
our heroine around a series of scrolling
landscapes, collecting power-ups
{including a flight spell) arid lighting to the
death with end-of-level baddies. These
guys range from a Tyrannasaurus Rex
iPicturedi to the Entity himself, while each
level also features an assortment of gross-

EWirt

New hem. Aber a  g
our heroine, r i n k  goodness know what
that titling to the rhght symbols
(These heath ,  ch?)

Ws Ow /Whoa Years MC all war ago's' Ow wen twill busies anew up against as war
hefts built Twansissaar M a scene straight ad al lap Ilwryhaammt.

out creatures, including such wonderfully
named nestles as the Pfourl fa spore-
spitting plant -  honeStl, the Flyopthere and
the Vdbr0S. Other details are still to be
sorted at the moment, though it's likely
that on lop of alt this lighting and explonng
malarkey, various traps and puzzles will
be included
T h e  c r e a t o r s  s p e a k :
Putting puzzles and other details into the
game is still some into the future -  at the
moment designer Noel Billy has his work
cut out getting the suitably spectacular
graphics up and running. Having worked
on his own on the
project for a year,
he's only now
recruited another
programmer to help
out with the main
game engine. It's an
ambitious project -
and amazing to think
that it's actually the
first game Noel's ever
worked and

"Inspiration for
the characters.
monsters, decor and so on was drawn
from my imagination and dreams," he told
us. 'though heroic fantasy illustrations
from artists such as Boris Valejo and
Rowena Mornl were also an influence.'

How do you think it compares to
Another World?

'Graphically, Entity will be very
different from Another World. While
Another Worlds graphics were based on
3D vectors. the graphics of Entity are hand
drawn and digitised.

-In play, Entity will feel a lot more like

an arcade kind of game, although it will
have adventure game features. as in
Another World

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

-There will be five to six minutes-
worth of cinematic stuff, used as an
introduction and between the playable
levels. These sequences well give things
continuity, and sh0w the player what to do
next. However, they don't form the bulk of
the game,"
V e r d i c t  s o

" Inspi ra t ion
was d r a w n

from m y
imaginat ion

and
d r e a m s "

f a r :  Sctnvingl Thai
was the initial
response in the
AMIGA POWER
offices to early
demos of Entity -
there's no getting
around the fact that
the first things that
hit you about this
game are the rather
(ahem) generous
proportions of the
central character.
Okay, so she's

slightly unfeasible, but this is a fantasy
game we re talking about after all.

However, at this stage judging the
game, not just the character, is rather
more difficult Although the cinematic
sequences, graphics and basic game
concept are at an advanced stage, the
coding al the actual interactive parts of the
game is only just underway. More news as
we get it, of course, but in the meantime
we think it's fair to say that Entity looks
likely to be Londe' s biggest hit yet.
•  MARK RAMSHAW
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11G a m e :  W i n g  C o m m a n d e r
P u b l i s h e r :  Origin
( M i n d s c a p e )
A u t h o r s :  N i k  Pe l l i ng ,
Justin G a r v a n o v i c h
E T A :  S e p t e m b e r

B r i e f l y :  Shock news of the month
has to be that Wing Commander is back
on course for release Yes. the game that
re-defined the PC games market is finally
going to get the Amiga treatment. Our
version will not only feature all the
between•mrssion plot screens and briefing
sequences. but the full texture-mapped 3D
graphics system used in the main game
too' Currently running at 10.12 frames per
second - about the same speed as the
original did on a low end PC lie fast
enough for a playable game. and with just
as much detail as the PC version} - Origin
promise that the graphics system will be
some 30 percent faster in the finished
game. Support for the minority of Amiga
owners with accelerator boards is also
promised.

Coding duties are being handled by
old hand Nik Pelling (aka Orlando. the
man responsible for ancient classics like
Fr.*, and from what we've seen so far.
he's doing one hell of a job
B a c k  t o  b a s i c s :  For the 10
readers out there who are currently saying
'Wing what? Never heard of C. this is the
sort of giant space adventure Epic can
only dream of being. The game combines
an evolving storyline with a number of

WING
COMMACOMMA

An out-of-cockpit shot showing a solid, fully
coloured space ship spinning in space. The
finished graphics will be even more impressive.

Each mission is introduced b▶ a Star Wars-style briefing sequence. here, the flight path,
objective, any known enemies and asteroid storms are described to you.

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

N

deep space missions for the player -
these range from escorting friendly
transporters to hyperspace lump points, to
undertaking reconnassance missions. to
launching search and destroy operations.

The action is shown in an out-of-
cockpit view, as the player (with the aid of
a wingman) slowly rids the universe of the
surf Kitraihi warriors, rising through the
ranks (and getting better space ships to
fly) in the process. In
short, Wing
Commander
combines good old
fashioned blasting
with extraordinary
visuals.
V e r d i c t  s o
f a r :  Origin!
Mindscape are keen
to stress that the
graphics in the
screen shots shown
here will be vastly
improved for the finished game The
original PC visuals have been ported
directly onto the Amiga, hence the rough
and grainy look at the moment. An artist is
currently touching up all the space ships
arid other 3D object. which should ensure
are cleaner, more polished look.

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

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

DER

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

" N o  chance
of anybody
complet ing

all  the
missions in  a
f e w  hours"

What else is there to
say? Well. like we
said. the screen
shots you see here
may looked damned
impressive, but they
aren't as good as
you'll get in the
finished game. And
of course, there's no
chance of anybody
completing all the
missions in a few
hours las with some

epic 3D space games we could mention -
eh. Ocean?)

For those readers who don't know
what the fuss is about texture mapping,
and think tilled polygons are fine, thank
you very much - we really can't stress
how much difference it makes. Imagine
the visual quality of spntes, but with the
flexibility and 3D appeal of polygons With
Wing Commander's routines the player is
given huge, detailed, complex land mufti-
coloured I space-ships to blast. And there's
even a plot in there This is space combat
the way it should look. Let's 'lust hope they
can get the whole thing together and bring
the 3D routines up to speed...
•  MARK RAMSHAW
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JUST W H O  D O  W E  T H I N K  W E  A R E ? G A M E  R E V I E W S

J U S T  W H O  D O  W E  T H I N K  W E  A R E ?
M A T T
B I E L B Y
Cars have been the name
of the game for Matt this
month. His five year
mission to actually buy a
Set 01 wheels ended in

tears once again. when he discovered that Ford no
longer produced the Capri with the fluffy dice and
go-faster stnpes as standard
Matt's catchphrases of the month:
'spooky', and 'Get out of the pool,'

M A R K
R A M S H A W

'nencan culture. Mark
is been carefully

,:Jdying Wayne 's word.
The result is that Ine n o w  has to put up with
hni shouting 'not!' arid Ichwing!' along with the
usual round 01 'excellent' and dude C '
Mark's catchphrases of the month: That was a
lofty good computer game - Not!'

S T U A R T
C A M P B E L L
Spare a thought for poor
Stuart this month White
the rest of the team were
grooving on down al the
-cal beach, poor Stuart

stuck IP g  wing Sensible Soccer a
norough going over Then again, he lust wouldn't

,he same 5%21 with a sJrian
Stuarts catchphrases of the month: 'Gooaaaal!',
And he heads it in the net', etc, etc, etc.

G A R Y
P E N N
Gary s been combining
reviewing with his passion
for musicals this month.
'The Pirates Of Penzance
and Monkey Island 2.

*hal a gorgeous, dreamy combination,' gushed our
Gaz. Next month he hopes to combine the
pleasures of Me And My Girl with (Sno - Ed )
Gary's catchprase of the month: 'How much
wood could a woodchuck chuck... etc.

A M A N D A
C O O K
Amanda s oefatt. •
book a holiday in thi-
Dominican Repub'
her wedding. Sc ,

Amiga Format s crayon maestro. no less; ly'r'e
least it should put an end to Amanda's Ian ma,
Amanda's catchphrase of the month: 'No
honestly, I m not joking

S A L L Y
M E D D I N G S
This month its been the
turn of Sally to jet off to
foreign climes. So white
we slaved away in the
dark dingy AP offices. Sal

was soaking up that Mediterranean sun in Majorca.
Of course we re not bitter or anything Not even
slightly No really We don't like holidays anyway.
Sally's calchphrase of the month: 'So, do you
like my lovely suntan?

N E I L
W E S T
Neil wants us to send out a
message to one of our
readers this month. So rf
you're reading this Carrie
Otis. Ned would love you to

pop round some time for a nice hot cup of tea and a
sticky bun. (Honestly, we don't know why he can't
use the phone like everyone else.. 1
Neil's catchphrase of the month: 'II she was
president she'd be Baberaham Lincoln

J O N A T H A N
D A V I E S
.,unathan lei lout of the
Curse O1 The Amiga this
month. Hey - a broken
cower supply is no poke
when you've got seven

thousand tips. runts and cheats to try out. After that
ordeal, we just didn't have the heart to make him
play another wargame. We're not that evil.
Jonathan's catchphrase of the month: 'Another
naval wargame - hurrah!'

1

M A T T H E W
S Q U I R E S
We sent Matthew. p  to
visit Team 17 Irks month,
and. urn, we haven't seen
him since. Some
incriminating photos were

fru ! '  e L" ..,, but Mr Squires himself is
nowhere to be seen So. if anyone in Yorkshire
spots a rugby-playing type lying outside a pun
somewhere please Tye us a cat'
Matthews catchphrase of the month. 'Bleugh!

K A R L
F O S T E R
In a desperate attempt :c
prevent Karl from playing
Legend all the time, we
decided to give him a
nice, zappy shoot-'em-up

to review. Unfortunately, the packages got mixed
up, and he got landed with Epic instead. Three
hours later he was back playing Legend again
Karl's catchphrase of the month: 'I finished Epic
in three hours!'

p r z  D A V E

Annis has been playing a
major part in Dave s

G O L D E R
Ever since reviewing
Dune for us, Francesca

daydreams (see p44) It
'.'.irk's o f  the top' actress has

fut00e0 oft on him, and now Dave suffers from
constant urges to watch tacky old fantasy movie

erm. constantly. What a strange boy he 6...
Dave's calchphrase of the month: Sigh..?

R I C H
P E L L E T
With one hand tied
behind his baCk (so that's
what he does with the
sulk-lined handcuffs) and
a clutch of klevei exams

to finish off. John Travolla-esque night groover Rich
still found time to do some reviewing for us this
month What a dude and what a nice moustache.
Rich's catchphrase of the month: 'Get that
stupid moustache off my picture right now!'

I w o  Food" -  will t i l l  crowd go wild?

It's here! It's here!
Monkey Island 2 is
finally here. Find out
just how Gary Penn
got on with our old
friend Guybrush
Threepwood on
page 38. But don't
go away there're Wiskid - spaced our and scrioesh hot.

plentyplenty more reviews this month. in a special bumper
-sized reviews section. We've got Mark totally losing
his marbles over the utterly hatstand Wlzkid, Stuart
complaining about dodgy refs and wet pitches in
Sensible Soccer, and we've got the definitive
reviews of such long-awaited titles as Jaguar. Dune.
Myth. Hook, and - yes! -  Epic. It's all here...

But before you going skipping joyfully into our
big reviews. spare a thought for the smaller. but
equally lab, little ones further on down the line
(page 78, to be exact). Here we've got the best (and

the worst) of the
rest, with such
memorable titles as
Ugh!. Discovery, and
Domark's Euro
Football Champ.
And - hey! - we
haven't even
mentioned the
budget games yet!

T H E  A M I G A  P O W E R
S C O R I N G  S Y S T E M  ( A N D
H O W  I T  W O R K S ) :  A N  E A S Y -
T O - U S E  B E G I N N E R S  G U I D E

The AMIGA POWER reviewing philosophy is an absolute
doddle to understand. No, really, it's simple, But If you're
reading this al all you must want to know at least a little bit
more. so here, in all its glory, is The Way We Do Things At
AMIGA POWER...

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

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

3) This month we re actually going to have a third point - Not!
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G A M E S  R E V I E W S L U I Z K I D

is

Wiskid basins the game, and hit
quest, on Sunset Wisovard. Notabte
areas of interest are the well (try
mucking about with this) and the
tree-mounted bell. Above ws see
Within unable to get past a vicious
guard do-9, while to the right and
below he explores the seedier side
of life under ground....

G a m e :  Wizk id-
Of  Wizbal l  I I
P u b l i s h e r :  O c e a n
P r i c e :  £ 2 5 . 9 9
A u t h o r s :  Sens ib le
Sof tware
R e l e a s e :  July

T h e  Story

H e l l o ,  good evening, and welcome.
Today. we'll be charting the
progress of young Wizkid. as he

uncvlakes perhaps the biggest challenge
of his life. Mark Flamshaw, our man on the
spot takes up the slory:
Mark Ramshaw: ..and then he said, 'A
round of applause lor the donkey'.
Hahaha.. Er, what? Oh. we're on air.
ISoffY.)

(Ahem). Hello, this is Mark Ramshaw
at Wizworld Boot Camp - current abode of
Wizkid. son of famous guy-on-the•rebound
and international playboy, Mr Wiz Ball
With me here is drill sergeant BD Snail
Can you tell me Mr Snail, lust why has
Wizkid enrolled in Boot Camp? Isn't he still
a little too young?
BD Snail: To train himself for a special
mission, sir' Yes. he is younger than our

A visit to both male and
female 'public
conveniences' Is a must.
Remember, try using
tverrthing you see- -

normal recruits, sir' But he s got a lot of
ability tar his age. sir'
Mark: And can you tell me about this
special mission?
BD Snell: I think you better ask young Wiz
about that. sirs Classified information and
all that. sir! Ah_ here comes the young
recruit now, sir'
Mark: Ah, Wiz, hello. Ern Mark Ramsbaw
from AMIGA POWER. Can you tell me
about your special mission? IThat's right
son. lust talk straight into the microphone.
Wizkld: My parents - Mats Wizball and
the wizard of course E d . )  - have been
kidnapped (whimper},
It was the nasty
mouse Zark that did it.
He's really bogus. and
I'm going to make
myself big, clever and
strong (just like my
dad), and go smash
his lace in.
Marc: And can you
tell our readers just what your Boot Camp
training involves?
Wizkid: Well. I'm learning to smash these
bricks, which is really tab. And when
baddies are near. I can knock the bricks

" A n  A m i g a
based mind-

a l ter ing
substance"

LETS GET WIZZY

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

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

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

onto their dumb heads (lee-he0. Arid it I
gel my special red nose I can bounce the
bricks on my head. so I can use the same
ones again and again. Or even better. I
can gel some teeth (goggle) and then catch
and carry the bricks. Thunderchoppers
(that's what we call them) are really skill,
'cos then I can really aim the bricks al the
bad guys, y'know?

SOME TIME LATER...
Mark: W i z ,  here you are on Sunset
Wizovard. What's your plan?

Wlz: It's a really
sound plan, mars
what it is. Y'see.
there are like nine
areas which I've got
to fight through, using
all my really ace
moves 'n' sluff. So I
reckon if I beat them
bad guys and collect

the note bubbles which they drop (nah.
don't know why they do that either), then I
can make a tune and collect some extra
pocket money
Mark: Pocket money?
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Wukid Hies between
that
(*elms

levels, prays
hell
a little

to nng that bell. What next, Wiz?
Wiz: I'm going to go for me bell, like so.
Mark: Look0000ull
Wiz: Wow' Who would have expected a
toilet shed to drop from the slues? Like
(giggle) banging, man'
Mark: Hey Wiz, why not open trial
shed door?

Avit-dasta
Wiz: I know, why don't I open that
shed door?
Mark: Sigh.
Wiz: (Knock knock). Nobody's answering.
ill Just (snigger] open the door and take a
peek inside. Eek' Its a ravenous dog'
(Slams door.)
Mark: Try the newspaper. Wiz You

never know.
Wiz: Yeah_ tab idea. If I put the newspaper
through this letter box, and try opening the
door again. Yuck' The dog is on the toilet
AND he's reading the newspaper. Gross
Still, it might mean I'll be able to sneak
past the ravenous beashe now. Let's try
again, shall we?
Mark: And there he goes. where he'll
appear nobody knows. I'm off to the next
island in Wizland. Join me, and Wizkid
he makes ii) after the news

AFTER THE NEWS...
Mark: So here we are at the Jail House
Wiz island. Tell me. Wizkid. Just how tough
has it been so tar?
Wiz: It's been well 'ard. mister. I've been
underwater, in volcanoes. I've been flying.
I've been killed and re-Incarnated. I've
even been in space. Lighting waves of
names. I had a laser gun an' everything

was wicked, y'know? And I learned so
much. Like, it really pays to save up and
buy everything posAthe cos you never

Left. In  the bawds of
one of the Icycls we
find this tasteful little
screen. This here clown
likes a bit of whetting
and dealing, end the
odd lucky dip. It's his
thirst for new objects
which really matters
though...

Below: Here we see
Wiskici and his donkey
(don't ask) parting
company as he I
the Wnoyard. There's
treasure to be found in
the sea, but Wit can't
breathe underwater.
Or can he...?

know when you'll need it. rye found that
unless you wipe out all the baddies and
collect the money, it takes ages to make
any progress. And it pays to expiate,
y'know what I mean?
Mark: Quite. So what next? The battle
isn't over - you still lace terrible odds
Wlz: I know, mister. But I ye been getting
all the cats, so when I gel the boat over to
Zaik's island. they can help me row.
Somehow I think n e e d  their help, 'cos
sometimes (sniff) I think I II never rescue
my parents.
Mark: I see Well Wiz, it lust remains for
me to wish you good luck. I think we've
taken enough photos for our feature.
Thanks for letting us follow you on your
daring mission Take care now.
Wiz: Just one more thing, mister.
Mark: What's that?
Wiz: This is lot a photo feature in the next
issue of AMIGA POWER, yeah?
Wlz: Can you send me a copy? It's my
favourite.
(One more review like that. Ramshaw, and
either go or you go. -  Ed.)
•  MARK RAMSHAW

U P P E R S  Wrzkids real
genius lies in how all sorts
of game styles are blended

seamlessly into one another to make
a crazy, yet cohesive, whole, where
you never know what's going to
happen next. It's got a wonderfully
thought out learning curve too - one
of the best we've ever seen, with an
excellent training section al the
beginning. Technically spot on, with
wild graphics, excellent and varied
sound, and an evil sense of humour,
Wizkld realty is as close as we re
going to get to the the first Amiga-
based mind-altering substance_

D O W N E R S  Working
out where the smallish
Wizkid is on the screen

(particularly at the Marl) is
sometimes a bit tough. Our only real
gripe, though, is that it's possible to
play right through the levels. only to
be told that not enough kittens were
collected to progress to the last
section. It's 'Game Over' at this point
and you have to start again - how
very annoying.

T H E  B O T T O M  L I N E
Playing Wizkid can result in a
scrambling of your brain nodes. I'm
currently trying on stratliackets and
weaving baskets (And utterly
incapable of writing a
comprehensible review - Ed), so
deeply has its bizarre, surreal sense
of humour affected me. Wiziud Is a
psychedelic mix of arcade
adventure, football, bad Jokes. and
arcade games like Breakout and
Pengo - but with a perfect control
system. The most refreshing thing in
years, and so Individual it's as much
tun to play as it obviously was to
write. If you don't buy
Wizkid, your life really will
be a lot poorer.
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30Come on - you must know the story by
now. First there was Gremlin's Lotus
Turbo Challenge, then there was Lotus

and now there's Lotus -  oops!
Sorry, now there's Jaguar, Core's stab
at a sprite-based driving game, and it
just begs for Lotus comparisons...

Here we are, playing the first English triode In two player mode A s  you can see, the
AMIGA POWIR team currently look! positions 11 and 20 i n  a 20 cat held. Oh dear...

G u A k k
Game: Jaguar XJ220
Publisher: Core Design
P r i c e :  E 2 5 . 9 9
Authors: Mac Avory
(design & coding), Jason
Gee (graphics). Martin
Iveson (sound) & others
R e l e a s e :  O u t  n o w

I 1  seems that Gremlin really started
something with their Lotus Turbo
Challenge games -  not lust the

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

hoping has happened. because if no-one
else does a Lofus-lookalike supercar
game they're going to look rather out-on•a•
limb. With Jaguar XJ220, you see, Core
have taken Gremlin's seminal Lotus Il and
replaced the Esprit by
a Jaguar XJ220. And,
et, that's it

Okay, perhaps
that's not entirely fair
And to make up for it.
here's the 'descriptive'
part of the review with
the emphasis firmly
placed on the
differences between the two games.

Urn. (This isn't easy.)

LOTUS II VS JAGUAR X1220
I T A I I I I I I M P O r  as

possible to both games,
here's a quick break down

on the strengths and
aknesses of them both...

APHICS
rus II 8 -  Jaguar 9
fast end slick as one could possibly

pe for In both games. Lotus's are
perhaps more attractively drawn (I'm
not too keen on Core's block outlines),

h_but Jaguar heaves a lot more around
! M e  screen.

DRIVEABILITY
[  tus II 9 -  Jaguar 9

re's really nothing In it. Both
mes strike the perfect balance
tween realism and fun.

DICTIVENESS
tus II 8 -  Jaguar 9
ile they're both as unputdownable

I M F

eeer�R ` T  t i l t s
. . . . g i f t :  L e f t s

t w o  / w e *

Chasm* M.

as each other to start off with, We
likely that Jaguar's flexibility and
general 'bigness' will make it the mo
viable longterm proposition.

FEATURES
Lotus it 8- Jaguar 8
Lotus 11 packs a two-computer, four-
player option and a choice of two
but Jaguar holds it off with its track
editor and more complicated moving-
around system.

TOTAL
Lotus II 33 -  Jaguar 35
A photo-fintsh, but it looks like
by a whisker, is the one that gets
squirt champagne all over the place.

" J a g u a r
X J 2 0 0  is

rea l ly  qui te
fabulous"

Right, got one. Lotus II featured eight
courses, which were played through in
order To  complete a course, and progress
to the next one, you had to reach all its
checkpoints within certain time limits. And

that's all there was to
it It worked, but had a
rather linear feel.
Jaguar takes a rather
more flexible
approach, revolving
around cash. II allows
you to play three
courses in each of 12
countnes (that's 36

altogether, and they're racetracks rather
than continuous roads). and once you've
played through England's three courses
you can choose which country you move
onto next The only snag is that you've got
to pay to gel there. and the further away it
is the more it'll cost It 's lust as well, then,
that winning races nets you cash in the
form of prize money — the higher placed

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

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

Another difference is the scenery.
although it's more of an improvement than
a difference Lotus H locked nice, with its
trackside ornamentation and weather
conditions, but Jaguar really pulls out all
the stops There are tunnels, bodges.
caves (complete with spooky stalactites),
waterfalls, marshes, roadworks, the lot.
Even Rolf Harris makes an appearance.
complete with Stylophone, ii you get as far

T e  track editor: Using one of the Ingiand tracks as the ' N M I  for my new creation, I'm
currently potting together a nice little hairpin bend at the lip of this hill. !Amin, perhaps I
should stick some rocks over on the leh there too t h a t  should obscure the view nicely.
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Into the fog, a la Lotus IL Jaguar uses neat hazing effects and a lack of background
detail to great effect -  Gremlin certainly started something with this fog stuff, alright.

In the desert levels drivers must be wary of sandstorms. Masses of dust flies over the
screen, making the task of negotiating those bends and obstacles that bit harder.

as Australia. The variety is dazzling, and a
great incentive to explore all 36 tracks
And Lotus Its weather conditions have all
been faithfully transplanted - rain, snow,
night-time, log - ol-is a slightly over-the-
top sandstorm

THE COMPETITION AND THE
struggling now, but here's

CAT another: the cars you race against
Locus //put you up against other Lotuses.
Jaguar has you racing against Ferraris.
Lamborghinis. Bugattis. Porsches and loll
deaf) Corvettes. and they all behave
rather more intelligently than Lotus its
And each manufacturer has his own team
racing against you, so as well as working
your way up the drivers- rankings, it's up to
you and Player 2' to do your bit for Jaguar
in the constructors championship.

W H E E L  M E E T  A G A I N

0  rice the three English courses
have been completed, the
world is your oyster -

provided you've got the dosh.

Money governs Just how far
the player gets to jell around
the world. The further the
destination, the more it coils.

All this said, however. once you've hit
the road the similanbes flow thick and fast.
and it's easy to see how the two games
could be confused. Jaguar moves just as
fast as Lotus II, the graphics are just as
tasty. the road undulates just as, urn.
undulatingly and the way the car handles
is virtually identical j u s t  as realistic)
Even Lotus Its dearth of crashes has been
included - you lust slow down when you
hit something. rather than exploding. The
overall result is that Jaguar captures that
'dnving feel perfectly. and is brilliant fun to
play and utterly addictive. Er, just hke
Lotus It. And, lust like Lotus II. Jaguar
really comes into its own as a fiercely
competitive Iwo-player game, the only
&Malty being in trying to reach an
agreement as to when to turn it oft.

In tact, the two games are so
outrageously similar (and both so good)

ON THE
OTHER
HAND...

I didn't like Lotus tall that much, so I was hoping that Jaguar
would show how it should have been done in the first place.
And while It does have many commendable features the
track editor, the excellent weather effects, the lap-rather-I hart-
course structure etc), I have to say I found it a lot duller even

n Lotus 2. For about NI percent of the lime there are no other cars on the
n, and not having to reach any particular position In a race to qualify for

next one removes all sense of urgency or compulsion from the proceedings;
'a an Interesting 'rally' feel here, but It you're atter arcade racing fun, •

get It. In any case, this Is nowhere near as good as Vroom, and barely worth

that I'm not even gotng to attempt to pick a
favourite. What a thought it would be like
trying to choose between Macallan and
Lagavullin. or Roseanne and Have I Got
News For You?. or Sonia and Sabrina,
(Eh'? - Ed.)

So what do you do? Do you buy this'
Do you buy Lotus It (if you haven't
already)? Do you buy both? Or do you
wall for Lotus I/P lOr do you simply pack it
all in and lake up a less mentally taxing
pastime, like brass rubbing?) I suppose
that if you really twisted my arm, really
twisted it. I-d have said that Jaguar XJ220.
with its as-yet-unmentioned track editor.

Left In addition to
travel money, cash is
also needed to repair
the old Jaguar
(particularly if you're
crap).

more adventurous - and numerous -
courses, and more varied opponents, is
probably just (lust) about the better buy.
But there really isn't much in it.

Forgetting the oompansons for a
moment, this is a really quite fabulous
product that utterly restored my faith in
computer games (I've been playing rather
too many wargames recently. through no
fault of my owns. It's been running
uninterrupted on my Amiga for days, and
see no reason why I'm likely to switch it off
in the near future. (t do - hereS another
wargame - Ed )
•  JONATHAN DAVIES

UPPERS A lop quality
product, from the British
Racing Green packaging

down to the noise road cones make
when they fly over your bonnet The
exploring-the-world element adds a
welcome extra dimension, and the
actual driving itself Is above par.

DOWNERS It depends on
how you feel about lookalike
games, of course, but II

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

THE BOTTOM LINE
Arguably the best of the sprite-based
driving games, and the most fun two
people are likely to have
together short of, erm...
riding a tandem. 5=

31
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G a m e :  S t r i k e r
P u b l i s h e r :  R a g e
P r i c e :  2 5 . 9 9
A u t h o r s :  G e o r g e
C h n s t o p h o r o u
( p r o g r a m m i n g ) ,  A n d y  R i x o n
& K a r e n  D a v i e s  ( g r a p h i c s ) ,
D a e v i d  P e e l  &  Ph i l l  To o t i l l
( s o u n d )
R e l e a s e :  O u t  n o w

C a n  we get someone else onto
the magazine team who likes
football soon - please? I mean,
I love the game and everything

and sooty games on computer are always
good fun lexcept when they're Gazza's
Super $occert. ifs lust that I'm starting to
hear whistles in my sleep and I can't stop
dreaming about Jimmy
Greaves Ibut then, who
can?), and I've even
started walking down
the street in 4-3-3
formation. But I guess I
can survive for one
more game. so let's
take a look at the one
they're all calling 'That
funny 30-ish one by the guys who did
Midnight Resistance'

THAT FUNNY WISH THING
t h e

IN F U l l  unseen (on the Amiga i previously•
second-person perspective viewpoint.
which means the action is viewed from
one end of the pitch and from a position
lust behind and above the current location
of the ball. As usual you Control what the
computer deems to be the player nearest
the ball, and control itself is as simple as it
comes, lust left, right, up. down and fire to
kick, with the same directions giving you a

" T h e  b i g
p r o b l e m  is
there 's  n o t
a  l o t  t o  i t "

bit of ahertouch for those impressive
swerving shots.

Immediate playabilly, then, is an
area where Striker scores big points
straight away. Forget the manual, lust pick
up the stick. click on a couple of menu
options and you're right in the middle of
the action, pulling off overhead kicks and
dramatic diving headers with the best of
'em. Less happily. if you do read the
manual and study the available options
arid attempt to lake things a little more
seriously, you find that. er, there isn
actually very much more to it

FROM THE OffENSE TO THE
DEFENCE Andwith tsharserthethebigtepr.s not anan

awful lot to it. Rage
themselves said (in our
Footy Games Preview
Special last month) that
Sensible Soccer was the
game they were going to
have to compete with,
and while Striker is
pretty good fun by itseff,
when you put ii up

against the Sensible title it begins to look
like a pretty poor second-best. Sorry about
this, Rage. but you kind of asked for it...

Ranged against Sensible's multitude
of domestic and international competitions.
leagues and customisable tournaments for
up to, er. lots of players. Striker lets you
play either a single friendly game (one or
two players) or in a preset knockout
tournament (seven rounds) for one player
only, and that's all. Where Sensible lets
you choose from dozens of teams. each
with inckviclually•named and accurately-
rendered players. alter their formations at
will even in the middle of a game, make
substitutions, completely redesign their

HE SHOOTS, HE SCORES

O

ne of Striker's best features
is the replay mode. It works
rather like a video recorder,

In that you can play a goal or other
piece of top footballing action
'forwards or backwards, at normal,
last or slow speeds, pause It. advance
It or rewind II by a single kerne. h's
great fun lust mucking around, In fact.

'Let's lake advantage of II right now,
and watch a bit of action from a tense
England Venezuela tussle...

1

T h e  V e n e z u e l a n s  t r y  a  l o a f  h o p e f u l

c r o s s  p i t c h  p a w l  l i e n  l i g  h a l f w a y  N o e .

S u r e t y  t h e y  w o n ' t  c i e s : h e w  t e i g l i a l s

d e f e n c e  o u t  w i t h  t a r t l e t  I k e  t h a t ,  O r l o n . . .

New boys Rage promise top 3D football
stnps or even change the players' names
Sinker gives you 11 anonymous, identical
players and a choice of formations. and
that's all

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

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

And, most annoyingly of all, while
Sensible's teams behave in ways
identifiably similar to the real-lite ones on
which they're based l as tar as general skill

FRIENDLY

o n a r g . . . . 4  M i n o r

a w l .  •  a r i a  • h p
Melia i . a r e m o r -
r  m a t  ,  o r  r a s a  M U N N .

Oilmen . w  O M N I
r  4 . 9  -  W a f t e d a  l I l .  enu

r  wan. r i e s a u e — t r  aria w 1wmba-
raaw • We N a i r '

w r y  C a n n -
. W o w "  t .  all 4•Ni1 P V C

04MMINK4-- —
mum m m t e l i !  -

Kamm - o t  e. -  4
or w e b  ~ M r -  l e  m o n o  -
%MO 1.1.41• •  to: n o  op, ifrig %

T o p :  I f  y o u ' r e  l o o k i n g  f o r  t h e  s c r e e n  w h i c h

lets you change the parameters of the
game, it's hidden away on here.
N o t  q u i t e  s o  n e a r  t h e  t o p :  Y e a r n s ?  Y o u

w a n t  t e a m s ?  W e  g o t  ' e m !

Leh: Mot only one of the most action-
packed moments of the game, but also a
h a n d y  g u i d e  t o  s o m e  o f  t h e  ' s t a t o r

g a l a x i e s  f o r  b u d d i n g  l o o r y  a s t r o n o m e r s

auk there. (Ho ho ho. Not! -  I d . )
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tteh coif in towards the boa and
Walt he's pithy so let are Ityt He hits It. it
scorches goidwards, bet can Woods gel
kit hands to it? We're not sire..

—bat the 'midfield ware Imola" • Wife
moose, and die Ventraalan whiter Me
found am overlap, He s p e e d i n g  towards
the penahy area and he's got l o t  of
space In front of him, /1•1ffly

•  gavel The English keeper pa
the bah viewisrhdlir, but the defence run
In the wrong *taloa,  the South
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-.dad fri a GOALLO Oh no, Ws Is a
disaster for the inglawd Noel Theyll have
it all ado in the second list ad Oda Me,
Brian. Unless the boys tale idebalbewil tied
their second wind, this'll be s a d
day few English
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and deliver.

levels go. anyway). if you play
anything closer in Striker than,
say, Germany versus Trinidad And
Tobago (with you as Germany. of
course), the computer teams are
orntatmgly talented.
on such a way as to
make the game
incredibly stopistart
(you get the ball, run
along a bit, one of
the opposition
players races up
from behind and
chops you down
before you can work
out what.s going on,
you take the tree kick and the
whole Thing starts again).
Repeatedly. in a second-round
lournament match my supposedly

"Scores
big

points
straight
a w a y "

world-class German players were easily
outpaced by cloggers from the 62nd-
seeded lout of 64) Venezuelans, which is
plainly silly as well as frustrating.

And so it goes on. While Striker is a
neat little kickabout. Sensible
Soccer is pretty much a total
football experience, and
putting the two head-to-head
is like matching Brazil up with
the Faroe Islands under-16
squad - extremely
one-sided.

But anyway, for
those of you who haven't
been put off completely and
are still reading (and I hope

that's most al you. because this isn't
nearly as bad a game as a direct
comparison with Sensible makes it look.
and ,t'd he a hie, of a shame it it was

overshadowed by it totally). what else is
there to know about Sinker?

Well, as I've said. the main problem
is that there 'soft a lot There are still,
though. many things to admire in this
game. For a start, you can tailor the way
players behave with the ball. choosing
whether to have ot sticking to their feet or
flying around all over the place in Kick Off
2 style (there are live different 'stickiness'
settings to chose from).

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

The animated electronic scoreboard
is neat. too. and the toughness of most of

Now if only it wasn't for pesky old Sensible...

free kick technique: blast the ball straight
at the wall and flatten the sunnes...

the computer teams (although that's
negated a at by a recurrence of the old
'one-weakness-goalkeepers' syndrome I
means that at least this wont be a game
you beat in a couple of days then never
play again (like, say, John Barnes
European Football), and the enormous
playa& t'y means that as a two-player
game I ' v e  you endless entertainment,

THERE'S ONLY ONE GAME Of
SOCCER Strikerisgooa run, basically,

and oi we'd been reviewing it
d mor.in or two earlier it would have had a
much easier rode - without Sensible
Soccer's appearance on the scene. this
would have been. with the possible
exception of Manchester United Europe,
the best Amiga footy effort available
However, when it all comes down to it.
there's only going to be one Amiga football
title this year. and ifs not this one
•  STUART CAMPBELL

U P P E R S  Fast-moving,
immediately playable. and
the 64 differently-skilled

computer teams make for a wide-
ranging net of difficulty levels. ICs
fun, quite simply. and nowhere near
as frustrating as Kick Off if

D O W N E R S  It's lust a
bit too unsophisticated for
its own good, and proves

very frustrating to play unless you
take one of the top six sides. The
wildly Inaccurate collision detection
is annoying, too.

T H E  B O T T O M  L I N E
It's got the right idea. but at the end
of the day Striker lacks the
necessary polish to make it
stand up to the sheer class
of the all-conquering

33

0

3

-

Above; Srawl prepare to sensationally miss yet another penalty lock!
Right: Um, a goal kick. Note the interesting and informative electronic scoreboard.

Sensible Soccer.



G A M E  R E V I E W S E P I C

34INTRO SEQUENCES A-GO-GO - THAT LENGTHY (INDEED ̀EPIC') ANIMATED BIT IN FULL
S e t t i n g  the scene properly is an

important element in any game,
particularly if you need to really

create a sense of 'being there' in the
player. However, there are limits - lots of
atmospheric intro stuff is all very well, but
shoving it down the players' throats at
over-long and utterly tedious length is
more than likely to set them screaming.

And that. as you may've guessed, is
the case here. I can only think that Epic's
been named after the length of its intro...!

• -
Sere IISIIIket.2.a 0 1 .

re* ,  our un, ;4%44 and aSuPP
etre t'illitettiew le the
t t

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

1  •
A p e  f i e

The Heel messed icauntrtliemoons of Payne
Eight almond ewe n d, exerted by the inshfy

Well, we crammed the population into 1,000 spaceships.
(Ilteeathe rn folks, and move along at the back there.)

Mere we are bearing down on another
unfortunate victim i n  one of  the deep-
space shoot-outs. but this time it's my own
motheriniel (setter not shoot it men.;

These *ere graphics are pretty dawn
sparnray. Enemy ships explode beautifully
and go careening off in clouds of little
whke P i la te  Pop' (Or something.)

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

IE
G a m e :  E p i c
P u b l i s h e r :  O c e a n
P r i c e :  £ 2 5 - 9 9
Authors: Digital Image
Design
Release:  Out now

0  h dear. And I was so looking
lorward to this. Epic has taken
a long lime to arrive, and you'd
think that we'd be in for

something pretty special considenng the
months of hype. Oh dear...

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

EPIC: A GAME IN TROUBLE
W h a t  you may not realise from just

playing the game Is that Epc's had a
troubled lime reaching us al all. For a
start, it's been around a very long time -

rumours of Its release stretch back over a year, and
(indeed) we've been expecting to finally get a finished
review copy In for months now.

(Other reviews which you may have read In
other magazines - usually glowing. we might add -
which appeared up to six or seven months ago were
based on fairly early demo versions. and thus are

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

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

space-bound shoot-'em-up outings
together with a fairly linear galaxy
spanning plot. (Talking Cl which, I gel the
impression That the game's designers
spent an awful lot of time watching
Battlestar Galactica. The ships. the
missions and all are suspiciously
reminiscent of that heave body of actors
harried across space by the nasty Cylons.l

The game hangs an a senes of
missions, each with a specific objective
and each with a lime limit - I can't say I'm
a great fan of the latter idea. as it gives a
finite air to what is, after all. supposed to
be an epic adventure. To give you some
idea of what's in store ii you chose to buy
the game, g o
through my lust play of
it in some detail.

Alter a series of
graphically impressive,
hut tedious. intro
screens - lots of
spaceships zipping
around Star Wars•style - I'm told to go
and clear a path through the mine bell
surrounding the Rexxon planet of
Arniagan Nine and destroy a tracking
station that poses a threat to the human
fleet. I've a stadighter to play with - and d
3D bunch of space mines to get
through'blow up

It's rather like a shooting gallery
here. All you do is squirt laser lire at the
mines, dispatch the one enemy tighter that
has taken exception to your excursion,
and watch the mission percentage figure
tot up as you go Your spaceship is quite
easy to control and the quality of
animation is impressive, which makes
suspension of disbelief quite easy - its not
quite like 'being there'. but quite
jolty nevertheless.

Assuming that the first pail of the
mission is there just so I can gel to grips

"It simply
fails to

d e l i v e r "

with controlling the ship. I i  1r-en
off to the next objective - blowing up ttie
planet-bound transmitter. As I mentioned.
there's a lime limit on this - the pretext is
that the planet goes through an eclipse
clunng which it is incommunicado from this
rest al the Rexxons. and that when
you've got to make your strike. Hitting
Help} gives you the co-ordinates of the
tracking dish. making it very easy to find,
and so I park the spaceship by it and
pump everything I've got into the
damn thing.

'Shoot the generator.' says the on
screen message. -Er, what generator?.
says 1. There I am, blasting gigalons of
fiery death into the target, and I'm told to
shoot at something I can't even see
Scratch one mission - the Rexxons know
where the human's flee) is and I'm in the
doghouse. (A colleague later told me that
the generator is some way oft to the nghl
of the dish, and no, he couldn't find
mention cot it in the manual either.)

It's not Same Over' time, however -
this is an awfully forgiving program, in that

I'm given a bio-clone of
myself with which to
attempt the next
mission: destroy some
space ports and a
mining complex Its all
very well, this conttnual
self-regeneration, but it

does nothing to build up a relationship
between yourself and your game
character.

MISSION IMPLAUSABLE
AGAINBack to the mission. then. and

once again we've got a problem
with the navigation data. I'm given co-
°manatee for the target (some mines', it's
blown to smithereens and 20-odd percent
of the mission is complete. New co-
ordinates please? No chance It keeps
sending me back to the minehead I've lust
destroyed. After a white it dawns that
someone hasn't been too clever at
programming this bit of the game, so I
whizz off willy-niNy and, sure enough,
there are more mine heads scattered
about the surface of the planet — lour in all.
And no, that's not in the manual either.

seem to be the most useless?
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Oh dear, the Ressons aren't too keen on trespassers.
(Someone write us a space shoot-'em-up, queckl)

-

And before you know it, someone whips out an Amiga
and programs a lethal-looking ray-traced ba t ik  fleet!

You can stop programming now. (No, really - we've
quite enough animations to be going on with thanks.)

Uh-oh, a vicious looking space mine. But no Worries -  Mg photon cannon will take it out
with a single blast. (This lirsi mission is all a bil too easy really.)

A-ha! A vicious looking mining complex. Sure no worries -  irty photon Call1100
mincemeat of the Raison' .  (This second mission is all a bi t  too easy really too.)

After a string of impressive titles, here Ocean get it wrong in a spectacular way.
Ah yes, the manuat. I u tell you one

thing that is in ate manual - a gronity
written affair set in an eye-straining
typeface. by the way - and that's the
definition of an ion as: -...a particle of
'FILL IN LATER' (sic). And in the German
section, if's- Ein Parlikel von 'FILL IN
LATER' So why do I gel the impression
that parts of this game are unfinished?

Anyway, back to the game, and alter
several abortive efforts at this second
mission it is completed with relative ease
once I know where the targets are - even
the enemy fighters sent out to stop me
cause little concern.

I feel I'm just about getting the hang
of things, having learned to use my
initiative a bit more than I thought I would.
when I hear that the Rexxons have got
word from Amragan that humans are
about. arid the main battle fleet is headed
for the Federation's armada Ifs here that
the most stupid, idiotic. mind-numbingly,
incomprehensibly dumb feature of the
game comes in - the cheat I'm out there.
once again in the starfighter, as streams of
Rexxon ships fly in with weapons blazing,
doing their best to destroy the Federation
ships Fuel is dwindling and I've only got
limited weapons: what do I do?

The answer is easy. Hit [Enter] on
the keypad - sorry you A600 owners -
arid I've got them all back again Stupid.

stupid. stupid. Sure. I think it's line for
game designers to put in an obscure cheat
that can be leaked out in six months time
- but for heaven's sake. don't put it on the
pilot control card' II you're about to gel
wiped out in a battle, there's just no way
you're not going to hi the cheat button.
What's next? Well, according to the
messages on-screen. I'm a great hero
'yeah, yeah, let's have some actions, my
name will be revered throughout all
eternity and the Rexxons are defeated. Er.
game over, Playing lime three hours.

THE EPICENTRE Of A REAL
EPICNow hoed on a i • I  n u b .

Three missions, the first at which I
fouled up. and I've won?' What s going
on? I thought this was Epic, 'a soil'
extravaganza featuring spectacular
graphics and stunning gameplay.' Okay.
the graphics are very nice - the
programmers. DiD, are the folk who did
RoboCop 3- but it's all a bit short and a
little bit easy once you've figured out that
the mission details amount to little more
than pointing you in the rough direction of
where the action is.

So what went wrong? Well, seems
me fluffing the first mission rather mucked
up the flow of the whole game. It turns out
that if I'd hit that tracking station (hey. I

tried righl?) back at the front end of the
game. the Rexxons would never nave
come out in such force on mission 3. thus
dragging the game into further missions.

In the spirit of lair play. I didgo back
to the beginning and try out some of the
missions I'd missed through my pre-
emptive, complete and utter destruction of
the Rexxon menace — but s0000orry guys
Mission 4 entails flying to a magma
cannon and blowing it up, a two-minute
job. Mission 6 entails flying to a command
centre and blowing it up, another two-
minute lob. And Mission 7 is to destroy the
entire enemy fleet - and we've been here
before. haven't we guys?

Summing up is simple. Sorry. but this
game is just not up to the mark. II suffers

ta t  photon, Klingon scum! Oh, sorry Mr
tauten .  (Could've sworn you were a
Hin ton  t i rd  of Prey there.)

tnat most typical of failings. great graphics
but Crop gameplay I  feet disappointed and
cheated by a game that promises so much
but simply faits to deliver Wait for Wing
Commander. or dust oft your copy of Elite.
I never thought I d use Wayne speak. but
as far as this game goes it's Epc notl
•  KARL FOSTER

U P P E R S  Very good 3D
graphics, lots of big sound
effects and some pretty trick

weaponry make Tor a limited amount
of spectacular screen time. It's slick.

D O W N E R S  ...but slick
Is one thing it isn't when
you look beneath the

surface. It's way too easy. its logic
seems to collapse if you tail the first
mission. and it wastes too much
computing power on Irrelevant
between-mIssion sequences.

T H E  B O T T O M  L I N E
Put that wallet away. The only thing
that's epic about this one is how,
long we've had to wait for it. It
scores on the graphics,
and can be initially lun, but • - •
really -  it's no game_
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SE NSI S L E
S O C C E R ' t t
P u b l i s h e r :  R e n e g a d e
A u t h o r s :  S e n s i b l e  S o f t w a r e
P r i c e :  5225.99
R e l e a s e :  O u t  n o w
O t h e r  d e t a i l s :  R u n s  f ine

m e g  A r n i g a S

l i r  ou've waited, And waited.
You've suffered the hype.
You've read the 'reviews' of the
halt finished demo version

elsewhere. But now, Serrsrble Soccer really
is finished, really is ready. and really is here
in front of me as I type. No, really. And it's
totally wonderful. Surprise surprise.

But first, the facts. Sensible Soccer
gives you 100 (32 international. 64
European club) realistic learns fie Germany
are better than Iceland}, each with 16
currently up-to-dale players You can
change the names of the teams and players
at will. as well as the colours and designs of
the team strips, the colours 01 the players
themselves, and even the colour of their
hair. Your chosen tar
customised) team can
play (depending on
whether you're in club
or international mode)
in any of the three
mayor European club
competitions, a
European
superleague, the
European Championships (which should be
in progress as you read this), a knock-out
international Euro-Cup, a League Of
Nations, a league or cup competition of your
own design, or a simple Inendly If you like.
you can even watch two computer-

.

" D o n ' t  even
think a b o u t

any other
footy g a m e "

Let's be completely up front about it: this is the best two player game we've ever
played (yes, better than Speedball 2!), and easily the best footy game of the year.
human players.

During play you can have an action
replay at any point (normal or slow motion,
and you get them automatically after goals.
although you can switch this feature oft if
you want). and you can choose to save the
replay into the optional end-game highlights
sequence which replays up 10 10 incidents
trom the previous game in chronological
order and can be saved onto disk to
impress your friends with al a later date.
Any time the ball goes out of Play• you can
call up your bench and make substitutions
or change your formation (arid for once. it
makes a tangible difference), or simply
exhort your team to desperate attack or
defence. You can start a tournament, slop
hall-way through. play a couple of friendlies,
start a completely different tournament,
then slop and rejoin the first one again at

the point you left it,
without having to
resort to saving at any
time. There's more,
but how much do you
need?
Okay, still awake out

there? I know this
sounds like Sensible
wrote it themselves

so far, but there's a reason. All the other
tooty games we've looked at recently (John
Barnes. Sinker. Euro Football Champ) have
been fun in their own ways, but they've all
shared a common flaw - having no depth
whatsoever In John Barnes you get eight

L L

rabil i imi mikes as Ablutions d e n  sasodses
gella N e i  ills hapless Celiac defence...

- M O  • • • • I N O M I I I I M A .  • • • • • • • • • , . .

Cup design. "Aad
sou Hhe served at hall-Mews. e i r r

* M o i s t  uses Ms power of levitation to
good effect to gain height in the
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controlled sides of your choice play a
friendly against each other and try to pick
up some tactical lips

There are seven different types al
pitch to play on, which you can select
manually. take randomly, or have accurately
mapped to the time of year each game is
taking place (so that, for example. in a
league which starts in January - you can, of
course. choose when you want it to begin -
there'll be more icy pitches at the start. but
as the league progresses into summer dry,
hard pitches become more commonplace).
You can save custom team data or half-
finished tournaments to disk at any time
(save slots provided on the game disk for
three sets of customised teams). and in
competitions you can have up to 20 learns,
any or at of which can be controlled by

Get your authentic AMIGA POWS: football
strips from the mail order department now!

£nd-game highlights -  lets watch Scotland
beating Holland Just ont  inert  time. eh?

teams and one competition — you can
complete the whole thing in a day and not
be overly fussed about playing it again.
Sfhker gives you a single even less
sophisticated tournament or straightforward
friendlies, and Euro Football Champ is the
thinnest of the lot, with practically no
structure at all beyond the matches
themselves

Sens,'bi'e Soccer, however, is a game
that ad in all probability last you as long as
your Amiga does. In solo mode the difficulty
is perfectly judged for a constant chaNenge
lyou can beat Holland in your first game If
you're very good or very lucky, but a
drubbing from San Marino is always a
possibility however much you practice), but
the game's biggest strength lies when you
gel a few chums together for a tournament
(something that Striker and Euro Football
Champ sadly lack), and with up to 20
players catered for most people wont have
problems giving all their pals a game. (In
fact, with the whole AMIGA POWER crew
and ail their friends all playing al once,
there was still room for the entire staff of ST
Format to join in). If you ever exhaust all the
possibilities of this game, contact The
Guinness Book O1 Records pronto, 'cos the
chances are you'll be at least 140.

THE TRUTH AND NOTHING
kYnknowyyeosu ISolvueiritr'but - WirlY7exacts°;#"; BUT o

. its like this. Everything that people
used to say about Kick Off 21s true. but its
M e  about Sensible Soccer. This is true
instinctive control (sliding laddes. volleys,
diving headers are all within a single touch
of the fire button), this is true perfect
playabifity. this is a true football simulation
as well as being a fabulous game. The
single-touch pixel-perfect passing makes
the creation of beaublul flowing moves
easier than falling out of a rowing-boat off

Ow l

That whining goal in full -  loin k i s  c rack le  S m u t  before she keeper can get to it, Hans
vicious swerve' towards tha Celtic louts_ Q d l h a u t  latertcepts W i l l o w *  im dte box_

C0penhagen. and the scale of the graphics
actually gives you a chance to use tactics,
planning and skill.. The constant and ever-
changing crowd noise (the crowd actually
react to events on the pitch in a realistic and
geographically-sensitive manner) gives the
game an atmosphere
so close 10 the real
thing that you'll find
yourself completely
immersed in it inside
60 seconds

The goalkeepers
are spot on too.
They're computer,
controlled and very
good, but - and here's
the crucial bit -
they're still fallible, in that every now and
again a speculative 40-yarder or a half-hit
daisy-cutter will squirm out of thee grasp or
under their body. There's no simple
exploiting of algorithmic weaknesses here,
the best lactic is to rain in shots from all
angles and ranges and try all sorts of
different approaches - in fact, it's Lust like
the real thing.

"Sensible
Soccer wil l
last you as
long as the

A m i g a  does"

And if there's one thing that makes
Sensible Soccer stand out from the crowd
(and especially from K02), it's that - from
the first kick to the end of the penalty shoot-
out, this feels like real football, not like
some crazy pinball game or a dull slog up

and dawn the middle
of the park_ It takes
what good points
there were in the Kick
Off games and
expands infinitely
upon them, adds the
best bits of Speedbaii
land every other
football game ever.
and then executes the
whole thing to a level

only previously seen in Jimmy White's
Whirlwind Snooker and Fl Grand Prix.

Even up to about a week before it was
finally finished, I had doubts over whether
this game was going to fulfil its promise. I
was wrong ti's damn near perfect. Don't
even think about buying another football
game until you've got this one.
•  STUART CAMPBELL

...evades a sc./dual uscitk from Cream', as — e n d  * t a w  die ball gleffulny nolo the
Pat gonna, comes out of his goad.- u n g u a r d e d  set front four yards. Goal!

U P P E R S  Unbelievably
playable, incomparably
realistic, totally

comprehensive, infinitely long-
lasting, amazingly atmospheric,
supremely entertaining... I've got a
whole thesaurus lull of superlatives
here, how many would you like?

D O W N E R S  Urn... I
suppose it could occasionally
be a bit better at judging

which was the best player for you to
be in control of. And world rather
than just European teams would have
been nice. But then, you can make
those yourself.

T H E  B O T T O M  L I N E
One of the Amiga's lop three games
of all time, and definitely, without the
merest inkling of a suggestion of a
shadow of a doubt, the best
lootball game ever. What did
you really expect?

L

G a b e =  kinds for die centre as the
iniainimplisou mart ansessint C e k k
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H u r r o u r  in computer games is a
:'e and beautiful thing, But

..,ny'S it so rare? Well, it has beer
argued (quite a few times actually) that
comedy is such a subjective thing you'd
have problems making it appeal to a wide
audience, but I can't see it. (Comedy films
and TV shows wouldn't be big hits if that
was true.) No. I reckon
the real reason there
aren't many
(deliberately) funny
computer games is that
most programmers and
designers aren't very
funny people. Most are
far too senaus for their
own good - and yours
and mine for
that matter

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

ANOTHER GUYBRUSH WITH
SUCCESS Angdenrioywawnearited see s inisq

s e q u e l  eato
the biggest and best of what we might call
Lucastltm's comedy adventures, Monkey
!stand- a real AMIGA POWER favourite,
and arguably one of the most significant
games of the last five years The great
news is that, although this new game is a
definite improvement over the original in a
number of significant ways. it retains its
soul and proves just as entertaining (see
THE SECRETS OF MONKEY ISLANDS
SUCCESS). In short. its just as much a

" B y  and
large a
sheer

del ight  to
p l a y "

°oozy as its predecessor.
Monkey island 2s story begins not

where the first episode left off, but with
Guybrush Threepwood hanging around in
a pit where he's discovered by the light of
his life, Elaine Marley. She wants to know
how he got into this predicament. so
Guybrush explains and the adventure itself
begins. as  a flashback'

BABY, BABY, BABY LITE MY
WAYFrom the g o ,  both the piceS

and the user-fnendly nature of the
game makes themselves apparent -
sometimes intrinsically linked. For
instance. when you first start the game
you can choose between Monkey Wand

2 want  it ALL' ALL
the puzzles! ALL the
work!'), which is the full
blown adventure. or
Monkey 2 Lite ("I've
never played an
adventure game before.
I'm scared") which has
less puzzles. It's funny
but it's also a
considerate touch.
Even if you go for the

full-blown adventure, however, it's far less
intimidating than many similar games-
you never worry that you might just get
stuck and unable to continue. One reason
for this is that making life-threatening
mistakes during play is impossible - you
know that you will win at some point. it just
might take a lot longer than is necessary.
Thus a very welcome confidence is
instilled in any player - in some ways it's
less of an adventure game, as such, than
an interactive -experience'. and you find
yourself coming back to it as you would a
good book.

Let's look at it as if it were a book
then This particular novel isn't very deep
— it's more a punchy, wacky-zany-crazy
short story concentrating on inoffensive
humour. An abundance of encounters
with, and references to. characters and
exploits from the first adventure 00 well lr
create a sense of belonging, and the non-
interactive 'cut-scenes' (where the aCtier
momentanly shifts to the main badose or
some other character, where you see
something significant happen, then flicks

Guybrush is back in the most eagerly
awaited adventure of modern times...

CC
1 1 1  S

O F  M O
3 S L A N D

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

L

!". •  _
Island has a problem by the name

of Largo LeGranokilirrner aideidck to
LeCruck. A lilt le n e e d e d .

Y e a h ,  b u t  t h a t . a a n

There's only one room for rent in the local Inn -  and il's Largo's! The sap behind the
counter won't let you in (surprise, surprise) but he does awn a baby crocodile with
strange tastes- High time a diversion was In order, methinks!

K E Y
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Seeing as Largo's stolen all Guybrush's dosh, he needs some more to aid his
escape from Scabb Island. A job would be handy, but the most recent
being chef at the local pub, has been filled. Maybe ICI time n was e m p t i e d

The barman in Woodlick s pub won't sell Guybrush any grog. And he won't stand up
to Largo, either. He runs an honest, clean house -  or so he'd like to think... Here he
gives Guybrush a bit of advice on how to defeat Largo.

Wally, the dreary monocle-wearing cartographer, does work which is useless -  to
Guybrush, at any rate Still ,  there s something about him which catches the
(He said, In a cryptic clue•ish kind of a way...)

back to your own predicament) serve to
enhance the cinematic feel

As in all good novels, the pace
vanes. although not always for the best -
for example. the exploration and
conversations on Phatt Island drag on a bit
at times. On the whole, though, the
dialogue. characters and situations are
judged just nght. with more than enough
vanety to keep you from getting bored. ye:
without moving everything on so fast that
you begin to feel lost. The situations are
generally completely unbelievable too, and
this is used to good effect -  it's all so far
removed from the real world that you lust
can't help being drawn into it. The puzzles
don't seem like individual problems. as

they so often do in adventures of this type.
but as lust one part of a cohesive whole -
and solving them is all the more rewarding
tor that

GORIIIA TACTICS - NIT
P I C K I N G  s u c h k a e y b i g -

e re,e,sse ;I  s only fair to stop gelling
carried away with praise (though it
deserves praise, make no mistake about
that) for a moment. and to step back and
take a look at some of its faults. It does
have them, and I sincerely hope they can
be smoothed out an time for another
sequel -  otherwise I can't see how a third

Woody the Woodsmith lets Gaybrush look but not touch. He likes everything in its
place and goes to great lengths to point out that N's all his stuff. There's a
chucklssome Wood Chuck 'sketch t o  be had here, too.

Monkey Island will be practical on
the Amiga.

For a start. Monkey Island 2 lacks
some of the charm of the first instalment.
partly because we've seen something
similar before -  the element of surprise is
lost -  but also because expectations are
so high this time round. To be honest, I
don't see how this could have
been avoided.

It's not so easy to pardon the level of
disk swapping and accessing involved,
though Installation on hard disk is
recommended, but for the sake of the
masonry of you out there, I also had a go
at playing Monkey Island 2 from good old
floppies. Ouch.

It takes a good 10 minutes and owe"
half a dozen disk swaps to get staled -
and that's skipping the film•like title and
introductory sequences Loading a
previously saved position from scratch can
take a further five minutes and involve yet
another half a dozen or so disk swaps.

As always, all this malarkey taints
suspension of disbelief something cronic
and does no Justice at all to the carefully
crafted atmosphere. Here's an example of
the sort of thing I mean, and one of the
worst instances. Bad guy Largo walks into
a bar and sorts -  and at this point the
screen goes blank, the music stops and
you are asked to insert Disk 3. The screen
is blanked again and the music plays — •
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PART 1; THE LAIGO IMMAIEGO
As the song says, 'I'd rather be a pirate an
Scabb than a scab ow a pirate....'llfekoune
to Scabb Island, which is w h e n  GuyInrush's
flashback -  and the adventure -  begins.

•

•
•

i t  •

• 1%. l r

14'
• reed niallsedirktels e  part,

o f a l s o  says 'non'  a lot. His houseboat,
the folly Rasta, is used to take
duiyhoinish further afield ogee the Largo

is lifted. Well, provided he
- -  earn get his hands en a lucks neddace...

N
at

3

0
0
4

4

O

!c• a rew seconds more before you have to
insert Disk 2. Eventually a close-up of
Largo's green glob of gob is shown flying
across the room' Now tnis scene would
probably lOOk fabulous in a more fluid
stale, but from floppy disk rt's shown up for
the stilted series of still frames it really is.

Other Quibbles? Well, I'm surprised
that the sense of humour doesn't extend to
the 'Please Insert Disk..,* messages. We
know rt has to be done with this product.
so why not make light of the fact? Also,
the game could do with being slightly more
consistent, or just plain cleverer, in the
way it deaiS with the various possible
Permutations there are on the order
Of events

Let me explain- for example, I saw
Captain Dread before going back to the
beach for another chat with Bart 'n" Fink
They suggested I went to see Captain
Dread and Guybrush spoke as though
he'd never been there. Surely the dialogue

could have been adapted accorclingiy? (Of
course. nearly every adventure game
suffers from this sort of problem, it's just
that Monkey Island 2 is so slick in other
areas. what weaknesses there are
somehow become much more
ritarirly obvious

TREASURE BURIED IN THE
DISKSAnd last, foruotnntoitutecaasstfiiiofnr. tie

Games are attempting to create a film-like
experience here, and yet the AmigaDos
and Workbench screens are displayed in
all their blue and white ugliness during tne
initial stages of loading. Am I being
pedantic? No. I'd like to have experienced
a cinematic event from start to finish

This all said, however, Monkey
Island 2 is Still a great game. You must

Iu[Ih iii
s  you can see, the scenery A

looks jolly pleasant. There's a
healthy attention to detail,

appropriate and atmospheric lighting
and a sense of depth (objects closest
to the viewer are blurred). There are a
few special effects, but most fall flat
due to lack of size and aural
accompaniment.

However, on the plus side, the
scrolling is smoother than that in the
first game (but still not as slick as it

should be), though the way the t h e  text for the commands Is
characters shrink or grow when they
move 'in' or 'out' of the screen, and
the way their heads and mouths move
to Indicate speech, all works well. The
absence of close-up shots Isn't very
noticeable either.

GUYBRUSH'S COMMANDS
The mouse-and-keyboard•driven
interface has been tweaked slightly for
added user friendliness. For a start,

Pick sari US4r ' f r
Cir.eri L o o k  a t  P u s h

' P u l l  0 4 1 . 9

physically larger, and there are only
nine commands Instead of Monkey
!stand's 12.

When you want Guybrush to wall
somewhere, you simply point and
click to the destination on the Action
Window. And when you want him to
talk to someone, you select 'Talk to'
and then point and click on the person
for a list of questions or replies. It's
that simple, albeit a little sluggish at
times for some strange reason.

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

SOUNDING OFF ABOUT IMUSE
The MUSE (interactive MUsic and
Sound Effects) system is theoretically
used to tailor the soundtrack and spot
effects to suit the mood of the action.
But it doesn't work - certainly not on
my one megabyte machine. I'd like to
have heard some spot effects as well
as music throughout, but Monkey
island 2 Is played mainly in silence.
Boo. hiss.

4

&clone you get down to the now gritty you
see Guybrush en the beach, telling Bart 'n'
link about how he disposed of LeChuck.
These two towel lads also have plenty to
say for themselves p r o v i d e d  Guybrush
gives them the chance.

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

The Cemetery. You cant  enter the tombs,
but you can read the gravestones H e r e
Lies Nibbles the Dog H e  was a bad dog.
We're glad he t dead, says one.
Interestingly enough, one of Largo's
relatives is burned on the hillside yonder...

bear in mina that its not been bunt !or trie
standard Amiga - although I reckon it
could have been if a top coder had been
allowed to gel his hands on it - and that
you're going to suffer moments of
frustration if you try and run it off the
floppies, but it you own a hard drive I'd
whole-heartedly recommend it.

Monkey Island 2 is. by and large. a
sheer delight to play Certainly, compared
to a great many other Amiga releases,
similar adventures in particular, Monkey
Island 2 is quite excellent - a better game
than its illustrious predecessor even. Sure.
it's not a completely seamless experience.
not yet. arid I'm disappointed by the very
high price lag, but few games will make
you smile like this one will_
•  GARY PENN

U P P E R S  Gorgeous
graphics - the lush scenery
doesn't look computery at

all, and is all the more atmospheric
for it - and with so many groansome
gags on offer there's a laugh and a
half of full cream fun for everyone.
Thal the user interface is superb, the
plot witty and suitably twisting, and
the lone perfect almost goes without
saying - these were the great plus
points of the first game, and little
has changed.

D O W N E R S  Unless you
have a hard disk drive you
can't ignore the fact that

there are 11 disks and plenty of
swapping involved, which does mar
the proceedings to a greater or less
extent, depending on how easily
annoyed you are. It's a pity the
music system doesn't work as well
as it might, too.

T H E  B O T T O M  L I N E
A worthy sequel, as they say - and
to be a worthy sequel to the
excellent Monkey Island takes some
doing - despite a few flaws.
Essential if you enjoyed the first
game (and. let's be honest. who
didn't?), with enough in the way of

9  iimprovements and
changes to keep you on
your toes.
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Across the top here we can see that intro
animation in full. Peter comes home.

G a m e :  Hook
P u b l i s h e r :  Ocean
P r i c e :  £25.99
A u t h o r s :  Bob Earl
(programming).
Kevin Oxland (graphics).
Dean Evans (sound)
R e l e a s e :  Out now

H o o k .  hook. hook•ability, that's
the beauty of this game. Or ,li
least, it is in theory. Ocear
seem to be going for a

completely different game design every
time They convert a film property these
days. and you've probably all heard the
Monkey Island comparisons about this one
several thousand limes already I
won't say anything else on
the matter for the time
being. then, but
prepare yourself for
a few Lucasftlm
references later
on in this review.
because they
really are valid.
Not only that -
they give me a
good reference
point for explaining
just where Hook is
corning from, and
where it's going.

Background guff out the
way first though -  many of you will
have seen Hook the movie. and I guess
most of you would agree it was a fairly
typical piece of Spielberg schmaltz

WITHERING FLIGHTS

B e f o r e  Peter stands a chance of
recovering his children from
the clutches of Captain Hook.

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

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

( D e u r  (Po la r
Yo u r  powscnce,

quiry af at
requet t  of  y o

chiLfren.
per.o-Hol re

7 4 . 5 ` 1 7 / 0 0 % .  ,
..and discovers his children have gone.

All that remains is this challenge.
.from Captain Nook! Tinkertell  arrives

and tries to remind Peter of who he is...
...fails, but uses some fairy dust to whisk
him off to Never Nevertand anyway.

O K
Ocean seem to be raiding a different style of game every
Though undeniably rather fun. I found it a
little shallow and unwilling to really stretch
itself, despite the presence of such class
acts as Robin Williams as Peter Pan and

Dustin Hoffman as the ubiquitous
Captain Hook himself It was

also an all-action type of
him, which made it

quite a surprise
when we heard

that Ocean were
intending to put
together a
pseudo
adventure for
their conversion.

rather than some
sort of platform

leaparound. We had
our doubts about the

wisdom of this, but it
looks very much like they've

pulled it oft - this is one game that
manages 10 follow the plot and, indeed.
the visual style of the original (but without
giving those who've seen the movie an

unfair advantage) while. al the same time,
working exceptionally well as a game.

Load up the game then. and the first
thing that stnkes you is one of those neat
animated intros which everybody loves
using to fill up disk space II looks nice.
and it fills in the story for those who
haven't seen the movie, but the really
interesting stuff comes when the game
itself starts.
dropping the player
into a Monkey
island-style graphic
adventure,
complete with
character
interaction, multiple
choice
conversations and
a similar piratical theme. Hell. there are
even the underwater scenes you got in
Monkey Island in here'

Anyway. back to the plot. The grown
up Peter Pan -  now called Peter Banning
Ise grown-up. grouchy and yuppie•fied
that he doesn t believe he really is Peter

" M o r e  s u i t e d
to  t h e

y o u n g e r
a d v e n t u r e r "

Pan I - stands bewildered in the
pirate village in Never Neverland. A
glowing, shimmering light flits
around overhead -  this is the ever
present Tinkerbell, who s always
good for a laugh or a snog fin the
movie anyway) Movement is
simply a matter of clicking the
mouse cursor on an area of the

screen -  Peter well
find his own way
there -  a la
Monkey island
Using the icons
below the main
screen, Peter can
talk to people, pick
up objects. use
objects (or

combinations of obleciS). and give them to
others Communication is simply a matter
of clicking on the talk icon. chosing a
character, then using the right mouse
button to cycle through a list of possible
phrases. These are all context-sensitive,
lust as they are in Monkey Island Initially

anD•
3ww•
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The pub's a useful place to visit, but if you get no luck here, try
chatting to Tink, who flies around your head. She can be useful ..

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

Occasionally the game gets very carloony in style H e r e  Peter
snaps closed a roller blend, and it leaves him in pirate mode.

Peter gets all uppity with Nook, but to no avail. The Captain
wants a fight with the real Pan, not this yuppie he sees instead
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HOOK, UNE (BUT NO STINKER)

R e t h e r  than opt for the sort of
text-based menu system seen
in The Secret Of Monkey Island,

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

The Magnifying
Glass icon
surprisingly

enough, this is
used to examine

objects.

The Talk icon -
simply click on

here, then click on
a character to

have a  chat with
him (or her).

This semi animated piccy of Hook will
shake his fist whenever ▶eter solves a
p u n k .  Note the pic of peter over on the
other side -  when he remembers his pan
identity, his appearance will change

The Object display. Peter (hawing hero-
sited pockets) can carry as many objects
as he wants The arrows at either side of
the display enable the player lo scrol
through this rather unwieldy list.

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

The Use icon -
used in
conjunction with
o n e  O r  m o r e

objects, ▶eter can
manipulate or
create things.

The Give icon -
used for passing
objects to other
characters. Very
'handy'. (Ahem.)

a movie licence these days - but they don't stop having hits. Here's more proof...
the player finds that nobody will stop for a
chat because Peter isn't a pirate, so
mission number one is to get yourself a
decent pirate's outfit

AND SO THE FANTASY
Hee! wies vie Lost Boys,

UNFOLDS re-discovers his old tree
nideot.,t, ana. but wait a minute. I don't
want to spoil the story for y o u  Hook-
less types out there. Suffice to say that it
follows the film pretty well, without making
all the puzzles too obvious

Where Hook really scores. however.
is in the atmosphere stakes. The sound is
particularly is gorgeous The spot FX - the

Lost Boys eating, the crickets cricketing -
are ace. and although the music used isn
the same as the soundtrack we heard in
the movie. it's damned effective. recalling
the epic. emotional, and lighthearted
moments of the movie surprisingly. and
equally, well. The way Hook shakes his.
um, hook in anger whenever a puzzle is
successfully solved is also pretty cool

Puzzle-wise. however. Hook is
occasionally a little predictable, sometimes
a bit on the obtuse side, and lust a tad too
linear It's very rigidly structured, with the
solution of one problem leading into the
next all too surely It's lust too limiting and
organised. particularly given Hook's
diminuitive size - and no. I m not making a

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

And that lust about rounds off what I
want to say about it all realty - I think I II let
the pictures do the rest of the talking I
must confess to going to the movie Hook
deliberately no! wanting to like it - quite
perverse, I know - and I wasn't exactly
looking forward to the version game either
Ws nice to be proved wrong sometimes,
isn't il"

The conclusion. then Where Hook
falls down. it's mainly though the subtect
matter. As I said before, the movie was
somewhat shallow and lacking in plot. and
the result is that Hook the game is short

Now you won't find this scene In the m e r i t  eit e t  but giving your
gold teeth to the dentist(!) is a handy way to make a fai t  buck.

A few mugs of 'cocoa' later and one of the bar regulars is fast
asleep, but -  heyl -  h e  didn't suit those pirate trousers anyway.

As with the movie, Hook features a gratuitous underwater
sequence. Meke sure ▶eter examines the huge conch shell..

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

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

In some ways it's not fair to compare
the game to LaiCashIrris masterwork, I
know - even rf, with the pirate locations
and very similar presentation, Ocean are
rather begging the comparison Lel us
instead treat it in its own right, in which
case it's fun. it's slick and it stays true to
its subject matter (as true as the film did
anyway). More suited to the younger
adventurer, maybe. but Its another
success for Ocean Keep it up, guys.
•  MARK RAMSHAW

U P P E R S  Beautilul
sound, relevant plot, nice
shiny-smooth graphics, and

lashings of creamy goodness. The
story of the film Hook - which is
Peter Pan, presented Spielberg style
-  is captured perfectly.

D O W N E R S  Despite the
look, this is a much
shallower game than

Lucasfilm's. There isn't really all that
much to it, and some of the trite
sentiments expressed la carry over
from the film) might grate a bit.

THE B O T TO M  L INE
Small, perhaps. but still golly nicely
formed. I guess I'm just an old softie
at heart (that's what all the 8
other reviewers say,
anyway) but I II give it,..

" I V
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DUNE KNOW WHO'S WHO?
y o u  play FBI Agent Cooper, cherry pie-eating - oh, I'm

sorry, I mean Paul AresIdes, son of the Duke Lelo of the
House of Artreides (it's Just that they're both played by

the same actor, which explains my confusion.) Don't worry
about his long and complicated name though - this isn't Lord of

Rings, and "Hi, my name's
Paul" will usually do line.
Your mission Is lo rid
Arakis of those nasty
Harkonnen types and make
the planet all green and
lovely while turning
yourself into a demi-god at
the same time. (Hang on a
minute though - are you
sure it isn't David Icke
we're talking about here?)

This is
m a r  Dad,
the Duke
Leto. Fie's
just
sent to
*rains by
the
Imperor

to mine Spice. He's a bit of an
old fogey who looks, and acts,
like kssica has starched his
uniform using qukk•drying
censent -  his main role in l i f t  is
to whinge on about Harkonnens
and rush off on futile battles all
over the place.

Ilk re's
mummy.
Aren't
you lucky
to have
someone
that looks
like
Francesca

/Unix as yer mumT Jessica, for
that is her name, is one of the
Bens Gessent -  these are •
chapter of powerful psychic
nuns (or, at Feast, they're
something like that). Her main
role in the game is to be as
irritatingly cryptic as possible.

Signior
Nalleck is
•  lot
s n o r e

helpful -
in fact,
keep
inking
him for

advice In the first part et  the
game, otherwise you're net
going to gel very far. He's a
military Expert -  he trained you
and will help forge the fremen
(well  eeplain who they are in a
bit) into •  fighting force. Hain
role: to fill you in on the plot.

G a m e :  D u n e
Publisher: Virgin
P r i c e :  £ 3 0 . 9 9
A u t h o r s :  R  Herbulot
(designer and programmer ) ,
P Dublanchet  (programmer) .
JJ Chaubin ,  D  Bouchon.  S
Ty  (graphics and  animators)
and others,  all at  Cryo
Interactive Enter ta inment
R e l e a s e :  O u t  n o w

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

here. and for two very good reasons. For
one thing, the movie wasn t exactly
successful Icntically or financially). and for
another thing it came out about eight years
ago. (Even by film conversion standards.
which hardly ever make it out in time to De-
in with the movie. that's pretty late...)

No. you're best off thinking of Ibis
more as a game of the phenomenally
successful book, then - one which just
happens to make use of much of the look
of the film. Think of it also as being

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

THE PLANET GREEN

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

0  CFNEWEII

U N E
It's the rare film licence that comes out at exactly the same
different to most film tie-ins in that it's
actually rather good

Let's concentrate on the visual side
first though, as rt's rather interesting As
you can probably see from the
screenshots, the faces in the game look
Just like the characters from the film -
somehow programmers Cryo have
Persuaded Kyle McLachlan (more famous
now for Twin Peaks) and Francesca Annis
(more famous now for, urn... well, Mark
thinks she's pretty good) to let them use
their fizogs. And a damned fine lob the
artists have done too

A lot of the look' of the hardware in
the game also borrows heavily from
designs seen in the film, though they're
not direct copies. Still, it gives the game a
very professional, designy look — and
when you think of how little a game like
Total Recall really looked like the film, this
has to be seen as a real achievement
Other details of the visual side of things
will become dearer as we go through the
game - for now, let's Just say it's very
good looking indeed

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

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

Click the cursor on any of
the icons or commands in
the panel at the bottom
here to  access your options,

Clocking on these
a r r o w s  m o v e s  y o u

around when you're
on foot.

dollops of strategy thrown in. I'd normally
at this point say the plot'll be familiar to
anyone who's seen the film - except that
anyone who's familiar with the film (or.
indeed. read the book) will tell you there's
nothing the slightest bit basic about it

Certainly. eight years ago most
audiences were leaving the cinema totally
bewildered, and things haven't become
any dearer on repealed TV viewings - so
much so that the programmers here have
actually done their best to simplify things
so as not to lose their audience note away.
Having said that while this new version of

Talking to characters Is •  bit limited. You
only usually have rwo or three options to
go for, and choosing the wrong one rarefy
proves to be disastrous

Choose TAXI AN ORNIT1401TIR and you
can use these bug-like craft to fly around
the planet. You set your destination by
clicking on a map.
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look out,
Stuart
Campbell
-  this
dude has
art even

l i t  Meaner
haircut

•  t h a n  you!
He's Duaelu Idaho, a (amity
friend of the Artreides oho
keeps an eye on the Spice
stocks. A bit of a coward, but he
knows all there is to know about
Spice production, and can help
work out how many Fremen you
can spare for military training.

Thu&
Hawaii is
the (amity
M o t e t ,  or
strategist,
who, for
s o m e

strange
reason or

other, hangs around in the
communications room a lot
looking spooky (and not do l l y
much else). Check out his s e e k s
once you have started training
Freemen for fighting though, as
he tends to drop useful hints
about their readiness.

Stayer is
the leader
of the
Fremen.
Once you
make
contact

h a  S  S w i t h  him,
the

h a s t e  will follow you slavishly -
I k e  you were em011111411 them all
molts of passion with Jessica or
something. f a c t ,  d o e s
seem keen on meeting your ma.)
Hawing said that, he's a bit  of •
old woman, always nagging you
about what TOY 111.0411hd be doing.

The
Madero'  -
los this is
he -  keeps
sending
you
messages
asking for
TO M

Spice, so make sure you have
enough of it -  If you miss •
shipment you could find yourself
visited by his troops, the
Saudaukar, and you don't want
that. Oh yes, and there's
something he's riot telling you at
the beginning too...

Know your
enemy.
This Fs
Karoo
Marti-
onnen. Bit
of a fat
bast, isn't
he'  In fact

he needs anti-gravity plates to
help keep him uptight! The
Harkc l a n  are em Arakis
before you girt there, but they're
a rotten bunch r h o  can't offer
the Framer Francesca A/14iit, so
they need to be booted right oft
the planet.

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

time as the

the plot at least has a linear
development (This rs beginning to
sound like The Late Show... -  Ed.).
it still doesn't make a massive
amount of sense. Still, what the
heck, eh? It's still better than the
usual cliche-ridden Lord 01 The
Rings rehash.
Here, then, is the basic story - or
the best I can do anyway. The

Emperor has sent the Anreicles family (of
which you, Paul, are a member) to the
desert planet Arakis, also known as Dune,
to mine Spice t h e  most valuable thing in
the galaxy, as it prolongs life.
Unfortunately, the Harkonnens, your
family's long-time enemies, are already on
Arakis and mining away merrily. This
causes problems for you obviously, as
does the tact that Dune's local inhabitants,
the Fremen, are on the lookout for an
outsider who they'll worship as their new
god and who'll make the planet lush with
vegetation - and the reckon it's you'

Your mum, a psychic nun. seems to
confirm this too - she's trained you in the
secret ways of her Bene Gesserit sect,
and believes that your being near to so
much Spice will awaken great powers
within you. And thus the scene is set
There's a 101 to take on board, but as the
game develops. more and more of it starts
to make some sort of sense - and
anyway, so long as you know what your
immediate game
task is.
understanding the
overall picture can
probably wait.

That's the set
up then - the story
itself is divided into
three main sections,
When you first
arrive on Arakis you have to make contact
with the Fremen and get them mining for
you. (This is necessary to keep the
Emperor off your back - he keeps sending
messages demanding Spice.) Next up you
have to train the Fremen into armies to
attack the Harkonnens. Finally you have to
make contact with a fabled ecologist called

" D i f f e r e n t  to
most t ie- ins
in tha t  it 's

ra ther  g o o d "

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

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

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

meaningful
conversation you
lust highlight the
character you want
to talk to. then a
selection of likely
things you might
want to say pops
up. You simply
choose the one you

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

Don't worry though -  Dune never

becomes simply an interactive storybook,
rather than a game, as tends to happen to
graphic adventures. The main reason is
that the strategy elements intact an extra,
and much less black and white, dimension

to the thing For one thing, you have to
deploy your Fremen sensibly -  you

need to make sure that you always
have enough of them producing

Spice to send the Emperor
(otherwise you'll get a ratner

nasty visit from his
Saudaukar storm troops)

while at the same time be
training plenty of them

to attack the
Harkonnens.

There's equipment
to find, various

way to speed
up Spice

production to uncover, ways to improve
Fremen military training to suss out, giant
sanchvorms (who tend to chew up vital
equipment) to avoid arid so on - there's a
lot to try and sort out as best you can.

Inevitably, however, there are faults
with the game. Battles, for instance. are
simply a case at indicating which troops
you want to attack which area. then sitting
back arid waiting for a vision to tell you
how things have gone - they could be
more exciting

SAND IN THE PLACE WHERE
rile maps could e  a

YOU A R E  more helpful too.b It would
be nice to have one which tees you how
things are going at each 'seitch' (the
Fremen's name for their settlements) at a
click too [though having said that. a
comparable ability does become available
when Paul gains his psychic powers)

The main problem. however, is that
the game's all a bit leisurely, and you
rarely feel under any kind of pressure. The
plot developments are virtually handed to
you on a plate, and a lot of the characters
act as mere cyphers to push things along.
It would be much better it there were a few
more options available to you. [Also, some

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

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

U P P E R S  II looks great.
the control system is
straightforward, the plot is

original (for an adventure game, that
Is — I know its been swiped from a
book, smart elect and engrossing
and it features a digitised Francesca
Ann's, (Are you sure that's really an
important plus point? - Ed.)

D O W N E R S  Issuing
some of the commands
could be easier, while all the

seitches (towns. remember?) you
visit look the same - which, besides
being confusing, is also downright
dull. Worst of all, though, there's
never any real feeling of being
threatened; it's all a bit too comfy
lor, well, comfort.

T H E  B O T T O M  L I N E
Not so much a simple adventure as a
strategy game-cum-animated-book,
this should appeal to adventure fans
and garners not usually into the
genre - and, indeed, non-game-
playing fans of the book - alike. I
enjoyed it -  this is one of the few
games where you actually
find yourself caring about
some of the characters!
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Cinemaware's acclaimed TV Sports series returns, this time under the
Mindscape label. First up to bat (ahem) is this long•awaited baseball simulation.
P u b l i s h e r :  M i n d s c a p e
P r i c e : 1 ^ 2 5 . 9 9
A u t h o r s :  C i n e m a w a r e
R e l e a s e :  O u t  n o w

A l i n o s t  a year ago. RBI Two
Baseball arrived on the Amiga
scene ID mixed reactions It
wasn't that the game wasn't up

to scratch Everyone agreed that it
covered the sport of baseball fairly
comprehensively and was on the whole
(ignoring a few gameplay niggles) a
thoroughly professional and well
produced package

The probiem was with the sport itself.
Don't get me wrong, no one was of the
opinion that baseball was the pitiful C5 of
sports, but there
was a strong tide
of feeling that the
game simply isn't
suited to a home
computer. The
people who felt
this most strongly
argued that the
thrill 01 baseball is in getting out in the
fresh air. having a slog with your males in
the summertime and generally - we,
getting physical Playing baseball on the
computer is like trying to fly a
computerised kite - a pale. shadow of the
real thing that totally misses the point at
doing it.

SWINGING SPORT OR BASE
BORE? On the other hand though.

. were those baseball
atficienados who waved two fingers at
such poncy theologists and thoroughly
enioyed playing RBI Two Baseball on their
Amiga all the same OK, so this is all
ancient history, but the arguments have
resurfaced with the emergence TV Sports
Baseball from Mindscape

Now it must be said at this point that
I find baseball great fun to play in the park,
but find the thought of slugging out a long
season at home a lad daunting - and not
Just a little boring. Sorry, but there you go.

0 Having said that. however, I was
pretty impressed with the range of options,
choices arid decisions that you'regiven
here. Thal they're so extensive isn't sa
surprising, however, when you realise that
you're in fact lumbered with not only the
coach's lob, but also those of batter.

2

0

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

" O n l y  to b e
recommended

to the  d ie
hard f a n "

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

Greetings sports fans.. You join us at the
Colosseum for some first rate baseball  f l u i d  b a t t i n g  graphics, why don't w e '

•
Thwack! Let's lake a closer look at those

pitcher and l.eider In tact it woulo seem
that the only fob you don't get to have a go
at is selling the hot dogs to the crowd at
half time - sorry, in between each 01 the
nine innings.

So assuming all of us know roughly
what baseball is all about, let's take a look
al what you actually get to do under the
guises of your four chtlerent roles.

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



T U  S P O R T S  B A S E B A L L G A M E  R E V I E W S

He ran nimbly past tint bass and was just on his way to second when he realised that
he'd forgotten to Artex'"" the shed. (What sett anl caption to that, WM? - fal.)

One of the most obvious dangers Inherent in a game of baseball is being hit by a hard
round object travelling at 10 mph. That, and this game's crap organ music, that is.

The swim's! They can't do that, can they? Or can theft I donna - Milwaukee have hit a
home run, and all their little men arc legging It back to the team's dug out. Gel me the
rule book right now! Oh yes, and a peanut butter arid jelly sandwich while you're there.

or enter a n o  t h e
championships. it's up to you. Nothing too
taxing there really

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

However good they are, tropgri players
tire quickly when playing, so the rigours of
team selection boil down to striking a
balance between skill and stamina.

Into the game itself, and as soon as
play starts you slap on your cap and climb
the pitcher's mound with a hardball in your
hand. It's your aim to throw a fair ball past
the batter without him hitting it, and to do
that three times. There's only one fly in the
ointment -  the computerised batsmen are
really quite good. dammit. Luckily. in Iwo-
Player mode the opposition Is slightly less
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140.)3191.4

AnFhANCIE
I I

l 'e
c I  Pl I t4t1E1O1,.

Lrzfi i"_E
I. -i_

: F r  r 4
c c..r4T

r _e
j r ,  E 'F

r ' • I L • r . • E S

h i  r , ` "  A c t
Clash of the titans? Not! Minnesota might by the 1111 champions, but Milwaukee aren't
exactly going to offer a hammy:Hos challenge. It you lost this, you're a real 'chump'

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

When (and I mean when. not if -  at
least in the one player game) the batter
connects, you become the fielder nearest
the ball's estimated destination. A dot on
the pitch indicates where the ball will land
and you must try and get there before the
ball does. If you're successful, you'll make
the catch and the crowd will go wild. If the
ball hits the ground, however, you must
pick it up and lob it to whichever base has
got a batter running to rt. If the ball gets to
the base before
the batter. he's out.
There's not much
skill involved, and
really everything's
decided the
second ball makes
hits
with bat.

Eventually
(depending how good your pitching was) It
will be your turn to bat_ You swagger onto
the diamond (in the guise of whoever it
was you chose to be your opening
batsman) and attempt to slug each pitch
out of the ball park You  can bunt (tap) or
slug the ball, but gelling used to the timing
IS difficult. The direction, height and
strength of the swipe is seemingly
completely random, so really you've just
got to hope that your Amiga's feeling
generous. Running between bases is
automatic, but you can sneak bases

And so it goes. After three batsmen
are out, it's time to pitch again. Then bat
again, Then pitch again. Then bat again
Then -  well. you get the picture.

So what did I make ofd all/ Wed. the
two player mode TV Sports Baseball 15
lots of fun, in a beered-up. after the pubs
shut, with your males, kinda way.
However, the fact has to be faced that in
one player mode this game seriously
drags. Monotonous is the word Really,

So, back to the the argument at the
beginning of this review, and you could
quite easily say that this dullness isn't
really the game's taut!, more that of
computerised baseball as a whole. Or at
least, you could it it wasn't the case that
RBI Two Baseball offered slightly more
excitement, ,ncluding comedy scoreboards
and natty tingles to accompany the action

Dear me, its all gone horribly wrong.
Milwaukee are miles ahead and still that
old bag insists on playing duff Hammond
organ music. (Where's Val Doonican when
you really need him?)

-  superficial novelties

" S o m e  th ink
the g a m e

isn't  suited to
a  computer"

maybe, but they
sure helped jolly
the game along. In
R81 Two Baseball
the gameplay itself
was also more
vaned. offenng
more hands•on
excitement -  It haS
to be seen as the
better of the pair,

Which all leaves TV Sports Baseball
a bit lost really. It's a competent but
uthmately tedious game that really can
only be recommended to die hard baseball
nuts who fancy wallowing in a whole
season's worth of slats, player rosters and
limited action. In short, baseball should be
confined to the park. There, I've sad it.
•  NElL WEST

UPPERS Fairly competently
put together. and, since
there really only are two

decent baseball games on the Amiga
(and this is one of them) you could
do a lot worse than buy this...

DOWNERS However,
baseball can get very tedious
on the Amiga (especially in

one player mode) and, all told, chief
rival RBI Two Baseball is really the
better game.

THE BOTTOM LINE
It's all very well put together -  and all
very tedious after an hour or so. If
you're seriously into the sport arid
have a like-minded buddy.
then, e t i u y  RBI Two
Baseball instead.
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48G a m e :  Ishar  -  L e g e n d  O f
The  Fortress
P u b l i s h e r :  Si lmari ls
P r i c e :  £ 2 9 . 9 9
A u t h o r s :  Miche l  P e r n o d  &
Pascal  E inswei ler
R e l e a s e :  O u t  n o w

T h e  forces of evil and darkness
never seem 10 Sit still for lOng
Last month we had a bunch of

merry adventurers slugging it out in SSI's
Eye OM. Benorder If, while over on sunny
Trazere there was another upping tussle
under way courtesy of Mindscape's
excellent Legend

Now there's Isnar. which brings us
yet another chance to go a-wandenng in a
land ridden with evil creatures, liberally
peppered with treasure and stuffed to the
gunnels with RPG.style silly names. The
interface rs in the EOTB mould; a first-
person perspective vewscreen, you have
to click on arrows for movement, and sub-
screens are used for slats, inventories and
certain actions It differs from EOTB on that
the voiderness-based parts of the
adventure play a more significant role, and
differs from a good many other RPGs in
that the test-person view is retained when
in the great outdoors.

THE LOST GENERATION Of
HEROEAnd sa to the pool a p

S called Krogh has built a
le lve to ect lshar in the land of Kerxiona
and is intent on making Me thoroughly
unpleasant for all your Kendonan kinsfolk
Its your ob to find the temple and have a
few stiff words with Krogh - or bosh him
one ii he's not prepared to listen to reason.
There are several ways to win, most of
which entail scooting about the country
trying to build your party up. equip them
with the huge variety of weaponry and
armour you'll find is available, and bump
up their magic-using capability wherever

The FRP bandwagon rolls
inexorably on, this newest--1-
one offering some laugh-a•

s 4  •  •  % W W I .minute character ,. u si f  ob,„,.'

piossible, more 01 which later.
Character generation is very simple -

there isn't any You start with a tighter
chappie and must recruit extra party
members as you go along. A total of 30
potential recruits -
including rangers.
paladins. monks.
clerics. wizards and
the like - are
doled about the
game world, so
thereS no shortage
of choice, but there
are some added
complexities.

For a start,
this RPG breaks with tradition and otters -
wait for it - live characters! Yes. five
That's four plus one for those of you

"Character
generat ion

is v e r y
simple -  there

isn't  a n y "

labouring under the apprehension that all
good adventuring parties come in tours.
Its a fairly fluid group of five too - you can
boot individual members out if you come
across someone you fancy more (but see

'Just one big
happy family' box
below), and you
can replace those
killed in action.
Then we've got the
interaction of party
members to
consider New
members must be
voted in, existing
members may

have arguments with each other, there's
even the potential for internecine
bloodletting it disagreements go too far As

if you didn I have enough to do in getting
through the adventure proper.

Setting out, the first thing that hits
you is the graphics. The landscape is
glonousty realistic, as IS the effect of
distance - buildings show as hazy outlines
when they're fan away, and are realised in
glorious detail clOSe up. Even the trees.
grass and rivers look realistic, which all
adds to the game's atmosphere.
Unfortunately. the monsters leave a little to
be desired They jerk towards you. a la
EOTB, and do the usual two or three-
frame stutter-swipe swordplay that adds
so little to combat encounters

Once you've hacked your way past
the inrhal random monster encounter, arid
picked up some gold to boot, its time to
pop into a few buildings at the first village.
Here you can buy food and weaponry (if

IUST ONE BIG HAPPY FAMILY - NOT!
One of the most original things about ishar is the way the party S R I  GLI! :
members relate to each other. When recruiting, existing members
will vote on whether the newie should be allowed to join. Factors t i l j t g l a t j t i l e 9  : 4 2: 79
such as race and alignment (good or evil) will sway them, so it's '  FIRST A l  B : 4 9

1 HAND &JERKINS : 6 7
0  2, HANDS IICAKINS :65

THROW I NG : 6 4
SHOUTING : 6 0  A .  a m
LANGUAGES : Z 9

not always a dead cerl that your paladins will welcome the
psychotic orc you're keen to hang out with. You could find
yourself unable to recruit potentially useful characters.

T h a t s  not all though. Even it
you do get someone past the
entry committee, often as not

they'll behave like a schmuck-
One cantankerous dwarf. for

Instance, will refuse point blank to give
first aid to certain party members - if
this winds you up, you can always try
to get him booted. though he may have
made other friends in the party who
will object.

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

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

So what's the point? Well, it's
kinda fun, and adds a dimension not
normally seen in FRPs, but (more
importantly) this is. I believe, the first
time a computer game has ever
managed to adequately capture the
sort of mindless hostility which so

N .  111111 0 4
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New personalltitts !Rini new skills and personal foibles. In called attitude, ellinow.

many paper-and-die role players
routinely engage in when there's a
dispute about the rules. (And if you'
ever played MD. you'll know there

can be a lot of disputes about the
rules.) Anyway. if you think you might

ye e n j o y  that sort of bickering, you'll
probably quite like this.
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MAKING FRIENDS IS EASY...

T h e r e  are numerous encounters awaiting your
band of brave adventurers; some folk you'll
meet can be useful, while others lake an

immediate dislike to the concept of your continued
existence. It's usually fairly plain how an encounter
will turn out -  If a text box comes up, then you're
generally okay. If, however. a red splodge with a
number in it appears over an adventurer's face, then
you're generally going to have to hack your way out.
Here're a few sights you'll come across in the game...

Lire in the big city is no bed of roses. Mindless thugs roam
the streets intent on causing trouble, like this geese,
here, who'd sooner bap you one than stop for a chat.

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

Mere we see the natives engaged in a 'mein:sting tribal
d a m e  ritual. No, sorry, it's a bunch of ores -  and they
want to kin est some thongs never change, eh?

You've got enough dOsht, go to the tavern
to pick up useful gossip, recruit your first
party member, train to up your strength
(rather expensive this one and get a hint
from a wise old man as to your next move

There are many such encounters in
the game, giving a certain linearity to the
plot. but you could feasibly go meandering
for days in your own sweet way

YOU'll WA-WA-WA-WA
WANDERLinlortunaliH. .1 s all too

easy to end up wandering
fOr days y o u  do stick to the
storyline -  you ve got a map to refer to. but
it only shows coastlines, rivers arid
bridges. It's al limes like these you'll go to
the orientation function on the actions
menu. but the
advice given on
your whereabouts
here is pretty
vague. Also, the
concept of roads
seems to be lost on
the inhabitants of
Kendona. so don't
be surprised to find
yourself trudging
about for ages
when looking for the elusive bridges that
provide the only means of gelling on in
the world.

That said, however. there is a fair
amount to do. As your party progresses, it
encounters vanous folk who will either

The l i n t  bod you'll encounter points you in the right
direction, but volunteen little else. You could try beating
information out of him, but that would be churlish.

Striding heroically across the veldt, we come spew a
village. Clutch, let's hide behind that silver birth before
we're asked to register for the community charge...

"Breaks  w i th
tradi t ion a n d
offers -  w a i t
for  i t  -  f ive

characters!"

Stop 10 chat, trade, light or loin your posse
Taking on a magic user (either cleric or
wizard) means getting to grips with spells.
and. as you'd expect. these increase in
power and range as experience points are
accumulated and characters go up in
level. -Mires also the facility to mix your
own potions, the ingredients for which
have to be bought at apothecaries along
the way. You can mix ingredients (eye of
toad, brain of rat and other delicacies) any
old way if you're feeling particularly
adventurous -  they can have odd results rl
you don't know what you're doing -  or,
alternatively. you can look out for people
bearing specrloc recipes. Of course, youll
need to find the magical mixing flask first -
and there's only one in the game, so you'd
better keep your eyes peeled.

The way the magic
works is certainty a
move in the night
direction,
combining the
standard rote of
pre•tormulaled
RPG spells with the
more versatile
Legend-style 'make
it up as you go
along' approach,

(hough it still doesn't match the sheer
spellcasting fun of Legend.

In all, then, what we've got here is a
game that could probably run a close race
with EOTB - the graphics are better and
the party make-up is more malleable -  but

it doesn't quite draw you in in
the same way. One
reason for that is that
it's quite frustrating
to begin with. as
the game gives
you no clear idea
of your location
or how best to
get from A to B. I
had to start
afresh several
times after venous
party-totalling
encounters, including
a run-in with an invisible
wood spirit — damn trustrating
getting killed by something you can't
even see. ITo be lair. there is a 'helm of
dear seeing' to help out with this particular
10-do, but you've got to find it first.) Also, a
combination of the onentation-nobbling
first-person view, the lack of auto.mapping
and the vagueness of the descriptions
given of ones location makes finding
anything in this game world some task.

VERILY THE EARTH HAIL
S H A K E W h a t  else? We i o n

of character interaction is good
you can even visit a psychiatrist for an

assessment of the party's karma! — but iTS
tricky keeping members alive for long
enough to build up any kind of meaningful
relationship. This is an interesting and
unexpected variation on the way things

are usually done, though I
can't help thinking it'll

make as many
enemies as it earns

friends.
.'elty. then,
riere's enough
novelty and more
than enough daft
names in here to
keep the RPG

buff amused for a
fair while. and

some damn titanic
.•-icounters 1n the

temple of Ishar that will
certainly slake the hack-'n.-

slash merchant's thirst for virtual
murder, but it's no world beater, (hate
frankly. there've been an awful lot of
impessive RPGs this year, and while this
is a worthy addition, n o t  an earth
shaking one.
•  KARL FOSTER

U P P E R S  Great graphics
and neat sound effects make
this huge game world an

atmospheric experience. Many
thoughtful and original touches set
It apart Iron, the rest of the RPG field
— and it's certainly a long way from
the same company's earlier Crystals
Crt Arborea, which II in many ways
closely resembles.

D O W N E R S  It's tough to
get going and far too easy
to get lost. You can end up

stumbling around for a long lime
before gelling into the real meat of
the action.

T H E  B O T T O M  L I N E
Good enough considering the
competition, but it could have
surged ahead with lust a 7

friendliness.
little more us user-

1:13MOd VOIWW

OPop into the pub and you con catch up on gossip, have a lop, get
some trough in or find a new party member. Handy, eh?

Ah, ye olds shoppe. Here you can kit up with potion ingredient,
food, weapons and the like o f  course, d all costs money.-
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soG a m e :  Myth
P u b l i s h e r :  System 3
P r i c e :  £25.99
A u t h o r s :  Dave Colclough
(code). Robin Levy
(visuals), Richard Joseph &
Phil Thornton (sound)
O t h e r  d e t a i l s :  Three
disks, one meg only
R e l e a s e :  Out now

S y s t e m  3 are a funny bunch Not in
a laughably deformed banana-like
way you understand. but because

of their peculiar taw unto themselves
moctus operand The sad thing is that this
is obviously a publisher that cares about
providing value for money and having
good products out there, yet which is
having real trouble providing them

The story can be told fairly simply
Oct C64 tans will remember when System
3 were recognised as one of the top
developers. with games like the original
Last Maya and 1K. scoring in the nineties
everywhere -  a remarkable record, but
perhaps not Quite so surprising when you
realise the talent behind the games
included such luminaries as Mev Dinc (Cl
First Samurai fame) and Archer Maclean
The move onto 16-bit has been a
surprisingly Ina), one. however, with
numerous false starts -  perhaps the big
name programmers (who've since moved
on i have proved impossible to replace
perhaps the games they've done have
remained too 8-bit in style.

Whatever the past. this. System 3
insist, is the Amiga game that'll realty
crack it for them To  ensure this is what
happens the company has scrapped three
versions so far. apparently due to their
poor quality, and have decided to go with
this fourth attempt. It's not a bad game,
indeed there's much to praise about it. but
I can't help feeling -  especially in the light
of rivals like Leander. Gods or, indeed.
First Samurai -  that they've shill() hit the
spot And I think that's a shame. I
really do.

But before I continue, lets take this
brief opportunity to fill you in on the
sloryline. Fans of the (quite spectacular) 8.
bit versions of the game from a couple of
years ago will be familiar with the basics 01
i t  though a few things have changed since
then. As with the 13-bit versions. a Bad God
IDameron) has corrupted assorted Good
Gods from various ancient religions -  the
future of the human race is at stake (of
course). which forces you on a mission to

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

Here's a game that's been under way almost as long as Epic,
put things right, one spread across four
time zones, There's an Ancient Greek
level, a Norse level , a Celtic and an
Egyptian one, each presented as part of a
three-disk. five-level mixture of four basic
game styles: run l u m p  romp, shoot-em-
up. beat-'em-up and arcade adventure.
Each mythological period, or level, is split
into three sections, while an extra fifth
stage forms the eventual two-part
showdown with Dameron, set somewhere
in the timeless void.

So how do these levels work') Well,
first up is the Greek one. which
concentrates on your lumping from one

To the far ',gilt of this section there's a giant death
dealing Chimera to kill -  but you need more than a
sword to do it. The first step is to cut down this hanging
skeleton, like so...

The skeleton falls into the raging on of fire below_ By
decapitating another skeleton and ensuring that its head
bounces into the pit, too, this huge devil figure f l ies
from the flames and releases a flying demon.

Here we are in Hades. the first section of level one, a
O m u l t i -directional scrolling cavern lull of hellish

creatures_ Our hero takes on sword-wielding skeletons
(collect a sword off one of them) amongst others.

floating ledge to another and fighting
different types and sizes of mythological
beasts against a lava-strewn, hell-style
backdrop. Level Two. on the other hand, is
almost the opposite -  there are no
platforms, and the emphasis is on combat.
set in a spooky Celtic forest.

The third stage, in which you
eventually get to fight the Norse gods Thor
and Odin, consists mainly of leaping
around and hacking, white the fourth one,
set m Egypt (and chiefly inside a
labyrinthine pyramid) requires small
amounts of mapping, the solving of logic
problems. and a certain amount of combat

and precision lumping.
Then there's the fifth and final shoot-

ern•up section I t s  action all the way here
as - set against a backdrop of stars -  you
have to blast fixed attack patterns of
Dameron's creatures before taking him (or
it) on directly.

And that's it. One of the biggest
changes to the game since the 8-bit
originals -  and one of the things that
seems to have been modified with each
(now scrapped) version System 3 have put
together -  is in the main character
Originally, he was a Michael J Fox-style
everyman, in jeans and trainers, somehow
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OBJECTS TO HIT WITH IN MYTH

T h e  Status Panel at the top of the screen shows not only your score and
lives, but also which objects you currently hold, represented by the three
icons in the centre. Briefly then, this is the sort 01 thing you can expect.

000 0€€080 r  "

T
6 4

Over to the
left hcrc is
the icon to
punch and
kick.

The object
y o u  C a n  a f t

is shown
here -  i t
this case
the sword.

Whik to
the right
hire  yon
can sae the
fireballs.

THOSE WHO LIVE BY THE SWORD...
B e a s t i e s ,  nestles and monsters parade all over the ship In Myth. If it isn't

one legion of the undead trying to put paid to your heroics, then It's a
winged dragon hurting balls of nastiness at you. Like these guys...

Ilispowe remember this T h a t ' s  one in the eye
scene front Evil Dead 1? W  this spawn of hell!

last got it right?

Nidhog can breathe fine
and shoot laser things.

finally here. This is the fourth version of Myth - but have they at

but now, just like Epic, it's

dragged into saving the world
Then he was a squat. rather evil-
looking console game-type. Now
ne-s mutated again. into a slimmer.
taller barbarian warrior. modelled
to some extent, it would appear,
on 2000AD's character Slaine.

One thing that hasn't changed.
though, rs System 3's basic way of
structuring a game Au first glance
you'd probably say the company is
attempting to shake off its Last
Nava image with this game, and -
certainly - it looks quite different
However. look beneath the surface
and you'll see the structure is more
or less the same.

In all but the last load the
action is punctuated by a series of
arcade adventure-style puzzles to
salve. Here's one: how do you

pass the big monster at the end o, the first
level. Hades'/ Look at
the picture captions for
some heavy clues as to
the answer, and while
you're doing so
consider this - iS this
really a logic problem al
all, or merely a Questio!)
of trial and error/ The
solutions are usually so
unobvtous - much like those ieventualise
found in the Afinia series - that youre
more likely to stumble across them
accidentally than realty work them out. In

"A l l  a
l itt le too
l inear  for

my l i k i n g "

doing so you II probably find yourself dying
many. many limes. and we all know how
frustrating that can be...

The problem is given further
emphasis by the sizes of the levels - ail
fairly small - so a good deal of your
playing time is likely to be spent mucking
around with the tnree or so main puzzles
you'll find per load. It all makes the game
expenenCe a little too linear for my liking -
there's tittle of the flexibility needed to
keep your on-going interest high. Once
you've finished the game there seems little
point in playing it through again

GAME LOGIC WINING IN
ACTION So where does that leave us'

Well. with a disappointing
game, and one where the whole lends to
be less than the sum of its parts. In many
ways Myfh is too ambitious for its own

good, tailing between
not two, not three, but
tour different stools. In
short. there are too
many dilereni tits to it.
each one is too short to
really grab the interest,
and the overly knear
puzzle solving game
style means il's a game

you 1, only want lo play through once. Its a
shame. considenng how many good things
there are in Myth. Like these, for instance:

For a start, there's over 700K of

In this scene from the Egyptian era, our hero has made
his way into a pyramid to do ba t ik  with the Irving, the
undead and plenty of tricky traps (such as vicious spikes
popping unewec-tedly up from the floor),

sound in Myth. and to be lair it shows.
Almost every action or event has a
suitable sampled sound. and most of them
are a pleasure to hear. There's always
some background noise for atmosphere -
take the roaring flames and screams of
tormented Souls in Hades (which grow
louder as you get near) for instance, or the
thunderstorm in the Celtic forest There's
some speech too, and that works
well enough.

Then there are the visuals. The main
character alone has 175 frames of
animation. used to Sheer him running and
jumping and fighting (often while carrying
an object at the same time). It looks nice
though I can't help feeling we'd be better
oft without a few of the poses and with a
bit more effOrt Spent on making him move
faster, and in less of a stop-start fashion
too. Seeing our hero's arms pull back in
preparation for a punch, or seeming to
make a real efion to jump and land. is all
very well, but gels frustrating when he
should simply be running taste*.

Its a nice looking game then, and
one which seems to have garnered rave
reviews elsewhere, but I can't help feeling
it's all a bit of a - and sorry about this -
lnythed opportunity. We're not going to be
looking back on this as a classic a year on
from now, and considenng the high targets
System 3 are (quite rightly) selling
themselves. it has to be seen as some sort
of failure An okay buy, but little more
OGARY PENN

Chopping off the soldiers heads isn't Just terrific fun -
you also get more points than N you'd just nabbed them
to death. This horizontally scrolling section is the second
one you'll find in the Greek era

U P P E R S  Novel - and
occasionally playable -
blend of game styles: beat-

"ern-up. shoot-"em-up. run' n'jump
and arcade adventure, presented
with some sporadically beautiful
graphics. Control of the hero is
Intuitive and easy to handle - and
the limited edition version comes
with a free full-colour comic book,

D O W N E R S  The main
character's many animation
frames mean that his

movement is sometimes too
sluggish for comfort. There's
actually not a great deal to do either
-  the levels are fairly small, the
'puzzles' sometimes annoying, and
the game structure really rather old-
fashioned In feel.

T H E  B O T T O M  L I N E
System 3 certainly get an 'A' for
effort. Myth is a well researched and.
by and large, lively project with hig
spots of gloss and variety.
Unfortunately It lacks real depth.
Look out for the sequel, Dawn 01
Steel (System 3 isn't sure when that
will happen, as it's still al the
storyboard slagei and
remember, you'll need one
megabyte or more of RAM. 67

This hare ara-bratadria, drag.' - mow el II  u !  - ubs
you find at  the and of the Norse period W I W I ,  SOMMIS ler
be invincible, but he doer  have a weak spot. The nick,
you see, is in finding out where it is.
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G a m e :  H o s t i l e  B r e e d
P u b l i s h e r :  P a l a c e
P r i c e :  £ ? _ 5 . 9 9
A u t h o r s :  R o b  S t e v e n s
( p r o g r a m m i n g  &  d e s i g n ) ,  J o
W a l k e r  ( g r a p h i c s  &  d e s i g n )
O t h e r  d e t a i l s :  O n e  m e g
r e c o m m e n d e d
R e l e a s e :  O u t  n o w

A h h ,  the joys of bugs. Not those of
the programming variety. Oh no.
I'm talking about the kind which

have more than their fare share of legs,
eyes. and wings. The kind which flap
around, wait until you're asleep, crawl up
your nostrils, and lay eggs in your brain.
You know.

Hostde Breed certatray has bugs in.
lois of them. and they do some rather
nastier things than that too. The plot is
your usual Doctor Who scenario -  we've
got an eighl•spoked research base located
on the mysterious planet Genano. we've
got a team of scientists happily ensconced
inside. and we've got several thousand
bio•medianoid superbugs and horror-
weeds lounging around outside, cursing
their lack Of welding equipment. and lust
waiting for their big break.

Said break comes with a handy
dandy earthquake which smashes the
research station's outer defenses to
smithereens. Soon all eight spokes are
overrun. with only the central control room,
located at the hub, remaining bug-free. But
the creatures are advancing down all eight
corridors. and time is running out.

If you were one of those scientists,
what would you do in this situation? Thal's
right, one of you would get aboard the last
remaining spacecraft left in dock, cockily
announce to the rest of the crew that they
should 'Smoke me a kipper, I'll be back for
breakfast'. and pet off around the eight
spokes, blasting the scummy space bugs.
Okay, okay. so I made the kippers bit up.

A COMPLEX COMPLEX

T e k i n g  a quick stroll round (1*
most important bits of the
control centre, it's obvious

that there's a lot to be taken care of
lusually all at the same lime). On the
right there you can see the main
reactor. Dangerous stuff.

Nest aims& we come to the robot
production line. Provided with enough

energy (courtesy of the main reactor), ii
will churn owl tilde droids until the end

of time. Of course, it's not the lasterl
production liar in the world, and the

demand usually outstrips supply by
tenfold, but you can't have everything.

Deep it die Penedo mono in  pea
imother day at be research lab...

...until an earthquake cracks Ike lab
she% that is. Your dela r e  down...

_and it's only a matter of time before the
hostile Miens infiltrate the compke

Is Palace's bug-fest a new kind of blaster, or just too clever
but you get the gist.)

So that the customary silly 'though
for once. actually relevanti plot over with -
now onto game rnachanics. It's interesting
to note that programmer Rob Stevens'
original inspiration for this was Defender.
Armed with the idea of updating the
Williams classic. his first (and arguably
most important) task was to create the
hundreds of different
alien types needed.
each of which f CalOWS
astoundingly realistic
behavioural patterns
Larvae hatch. fly off
and lay eggs. the eggs
hatch, and so the cycle
continues. inexorably
(I love that word)
getting closer and closer to the control
centre. Even the alien plants (including
hero -  as opposed to fly -  traps) follow a
logical growth and reproduction model,
and it all serves to complicate the game
beyond the obvious shoot-'ern-up basis.

In play then_ it operates on several
levels. First is the blaster -  it's possible to
venture down any of the eight space
station spokes, blasting all and sundry.
while slopping off at the landing pads
littered around the corridors. Landing on
one of these brings up a sub-game
however -  complication number one -
where a security lock must be realigned.

" A  do -
every th ig -

at-once
conept"

Achieve this and a piece of cargo
could be the prize. This could be some
sort of extra armanent (maybe napalm
bombs, missiles and the like) or upgrades
for the control centre (which I'll come back
to in a moment). While they may not be
levels exactly, each of the eight spokes
has as own individual look, and (just for
added fun) ifs own breeds ol aggressor

Arid of course.
because they're
spokes. if any
particular lot proves
too lough to you, you
can always turn
around and fly back
down the corridor
towards the control
centre again.

It's here, back at base. we come across
complications number two to 259. You
see. in addition to jetting around and
blasting sluff, the player must also control
the reactor, the remaining robot production
tine. and the weapons systems. There are
computer terminals littered around the
place which can give you quite a lot of
helpful information too, but that's already
quite enough to worry about for the first
time player.

I guess at this point it's about time for
a few quick wards on robot
manufacturing. The first land most
essential) robots will patch up holes in the

corridor walls (thus preventing any more
aliens invading, though the existing ones
will, of course, continue to breed), while
other. hardly less essential types, repair
wiring, landing pads (and other structural
damage) and the rail system.

The weapons screen gives control a1
all auto•defences in each corridor (which
unfortunately consume power faster than a
two bar electric fire) and access to the
cannon (heh heh). Requiring heti the
battery charge (Otherwise your reactor
goes critical), the cannon can be directed
down any corridor and will blast the front
line of aliens, giving you just that little bit
extra time to play with.

So what do I make of it? Well. okay,
it sounds like an impossibly complex
hybrid of game styles, but surprisingly
enough. I found the constant to-ing and
fro, ing the most enroyable aspect of the
game (once I-d worked out what the hell
was doing) My main criticisms actually he
with the shoot-'emup side of things. The
player's craft is too large and sluggish, the
playing area too small and the speed of
the bugs makes flying around a bit of a
pain. Its incredibly hard to avoid crashing
into the bugs hall the time, while for a
game based on Defender. Hook, Breed
lacks fluid craft control An agile, slightly
inertia-prone little space-ship would have
worked a treat. but instead we get a
leviathan of a thing which trundles around
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for its own good?
(thank goodess they included the speed
rat) picking off the bad guys in a
ponderous. unenthusiastic kind of way.

However, when I say that the
complications make the game, that's not to
imply that they're all a good thing. The
terminals are useful, for instance
but 1 can't see too many people
bothering with them, while the
inclusion of landing pad and
electricity cable-eating bugs and
robots to repair them) is perhaps
taking things just a bit far. The fact
remains though. it's the tight-and•
Hight stud which lets the side down.

In the end then, this is something of
a damn fine game - and a very addictive
one - if flawed. Certainly. the core of the
thing is fabulous ithe do-everything-at-
once concept recalls the Spectrum
classics Worse Thongs Happen At Sea and
Psytron). while the graphics are
wonderfully atmospheric (lull marks too for
Ihe intro and end sequences) and the
sound surprisingly effective. And it makes
such a refreshing change to play an action
game which actually requires a modicum
of intelligence. Its just that I feel a litde
more attention should have been given
to the arcade side of things. As it stands.
Hostile Breed is a 'buy on the proviso Mat
you want an utterly complex hybrid' kind
of affair. Okay?
•  MARK RAMSHAW

Here we see the player in
Spoke Eight of the lab

complex, making full use
of the speedy rail

service to blot
around the

place.

Below, in
Spoke Saute,
we h i d  a d r o l l
patching up the
wall. There's still a
huge tear Deer to the
right though.

Levee liner the ' k w  of
Spoke Sot, and mastics
are beginning to
gather on the rod.
Blast 'em before
do any
damage.

Over lo the right
there we can see Spoke

Five -  and our player about
to tot the ground In a great

big ball of flame.

This is Spoke One, but that
doesn't mean tt's super easy
to clear of the alien b k .
haunts  stalking the
place!

The spokes
are numbered in

clockwise rotation,
which means this is

Spoke Two o n e  of the
lesser headaches {relatively

speaking, of course).

Spoke Three (above) was obviously
once a hydroponics arse, full of

earth plants -  but now its
over-run by hostile alien

trees and other vicious
nestles. Blasi 'em -

all of 'em.

Now with the added
luxury of bombs, our

hero finds It a lot easier to
despatch the mastics crawling

around on the floor.

This evil looking screen houses
the defence systems -
Including that there whopping
g r e a t  g u n .  i t I N I O N V I I I 4 f  t o

charge the batteries to half
way first -  otherwise the
reactor will go critical.

The fishlike object pictured
left is actually the player's
craft. This screen gives access/
to all the various weapons and
power-ups collected from
landing pads. (Quite why the
space skip looks completely
different in the main arcade
bit, I've no idea-)

Reaching an adieu inhaling pad brings up this
vrooderfsdly devIlivela little sub-gams. Two b a n  are
highlighted, and as one is raised the other will
lower. The important thing is to get all the gaps
lined up in the middle before the time limit runs
out. A lock will then slide from left to right, and if it
slides all the war, the cargo can be Wren.

U P P E R S  Luvverly
graphics, an entertaining
mix of game styles, unusual

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

D O W N E R S  The shoot-
'em-up element doesn't
work as well as it should,

and there's no doubt that some will
be overwhelmed by the whole thing.
Half meg owners will find the disk
swapping a bind.

T H E  B O T T O M  L I N E
Brave, different, and mostly
successful attempt to add
intelligence to the shoot-'ern-up.
Ironic, then. that It's the shoot-'em-
up bit that lets the side down,
preventing the game from
being a 90 percenter.
Which is why it gels.

1:13MOd VOIVIV



G A M E  R E V I E W S LURE O F  THE T E M P T R E S S

54

In
al

O
o.

L I M  111.E,
O F  T N
T E M P T

The Brits hit back, with an adventure which promises to beat
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R e v o l u t i o n ,  a British based
development team. have come
up with one of the finest
adventure games yet, proving

that not all 'tog' adventure releases come
from the other side of the Atlantic. Make
no mistake -  Lure of the Temptress is a
very welcome addition to this Amencan-
dominated genre, coming across as a sort
of mix between Sierra's King's Quest and
Lucashlm's The Secret of Monkey
Island 2.

Indeed, with Temptress release
following so closely on the heels of
Monkey ISIand 2 (also reviewed this
iSSue). it seems appropnate to compare
the two. Lure of Me Temptress definitely
has a good deal less humour than Monkey
Island 2 - it'd be a brave man who tried to
beat LucashIm at that game. after ail -  bur.

more than makes up for it in other areas.
So how does this more subttey flavoured
Bnt weigh up to its Amencan counterpart?

The scenano first: you are Dermot
an unenthusiastic hero who finds himself
the prisoner of the evil Selena. the
Temptress from which the game takes its
name. She's taken over the town of
Tumvale with her hordes of creepy
meathead mutants, the Skort, and to start
with you're in no position to stop her You
begin the adventure trappP • •  y o u

go •  • "1
•

•• •  •  .
"

1 . 1 4  •  ; 1 '

• .

• •  •  at

•  •  •

Here I  that lovely sequence with the
wasps, your first sight Of the town.

see, deep inside the dungeons and torture
chambers of the evil femme's pad. Your
first task. then. is obviously to escape to
the town, where you can start to do some
good. tne ultimate aim of the game being
to dethrone the evil temptress and rescue
an innocent young girl called Goewin.

eave Sierra games standing.

co
ai
ECD
01
C

O

CD

1

who's been impnsonecl by the
nasty Skort.

The essence of Temptress is
character interaction Indeed.

Temptress has a lot more of thus
than Monkey Island 2, and this is
the essential difference between
the two games. You'll find well over
25 different characters here -  all
acting individually. They go about
their daily life in the quaint, cobbled
streets of the town, chatting
whenever they please -  you might
be in a pub having a word with the
blacksmith, when an old woman
walks up to the bar and has a
conversation with the barmaid
about her noisy neighbours.
for instance

Of course, all this talking

" A  sty l ish
g a m e  t h a t

shows
loads o f

p o t e n t i a l "
proves incredibly useful. To
succeed in this game you must
consult and chat with every
character possible. And when I say
every character. I mean every
character -  right at the beginning
you'll come across a bloke called
Wulfe. another prisoner, hanging in
shackles from the dungeon wall.
He's dying, but in exchange for a
dnnk he tells you some important
info to get you started on your
quest. Here. too. you'll find the serf
toker. Flatpouch, who on release
from a torture rack becomes your
loyal and faithful servant.

Okay, so now that you're at
least a little bit familiar with the
game's scenario, let's talk about it's
mechanics. Much of the gameplay

is based on questioning other characters,
as I said. which is achieved by first finding
someone to talk to, then using the mouse
to click on that character. This brings up a
menu of possible lines to open up the
conversation. You can choOSe between
Ask, Tell, Bribe. or Talk To categories from

You can just feel that olds world,  charm, can't you' Here's one of the pubs with our
hero, his sidekick and a stranger waiting around on the cobbles for opening time.
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T M .  f ou le rne i re l l iwe  t o r c h
s u p p l i e s  l o t t o  i l l v i r s i n i t i o n ,  b u t•

Give WuIle a dnnk and he'll tell you where to go once
you're free. He also knows of a secret escape passage_..

the list which, when selected. bnng up a
series of menus to help you construct a
sentence. In practice it's not complicated
at all -  indeed, very intuitive, in many ways
more effective than the well worn
techniques used by Monkey Island 2 I t s
more flexible too -  you're not limited to a
short list of pre-prepared responses to
choose between.

This system enables you to
construct some quite out-of the-ordinary
requests. For example, you can ask
Gwynn. an old lady in one of the bars. if
she has a door I t  might not get you
anywhere — a  fairly pointless request_
after all -  but even though the tongue-in-

The dank cell where you begin the game. Hmm, don't
wanner stay hcrc all the lime, so how do we get out '

tam, limit! Just set fire to your straw bed. Then run out
the cell door when the meathead Skorl guard walks in.

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

_
0161npoirc.16

"Thaw% raw, w  teed"
a n  Ihr•awer i n  ?war
N W  s a n  Illaavievot.

' f k  . 1  •  • • •  ,  .•.•
•  d i  •  GO •  • r

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

cheek response
you'll gel is a fairly
standard one that
you II hear a few
limes in the game
the fad that you're
allowed to ask it in
the first place helps
build a sense of
reality beyond the sort of interactive
storybook effect you sometimes gel from
Lucasfam releases. The trade off is that
the pokes aren't as sharp or a6 well
orchestrated as in Monkey 2 - you do get
the odd bat of funny stuff, but it won't be
long before the same pun is repeated

Another feature
that makes
Temptress feel
more versatile
than either
Sierra's King's
Quest or Monkey
Island 2 is the
command option
This is brought up
via the game
menus and not
only proves very
useful, il also
allows you to set
up a few laughs
For instance,
there was much
guffawing in the

If you've got time, have a laugh watching the Skorl pacing up and A M I G A  POWER
down, cursing you for locking him up in the cell. What a thicky! o f f i c e  w h e n  I sent

"I  a n  Lutheons the.
Wachs...sit). W h a t  do
r o u  r a n t ? "

I  /

le
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•••••••••••MG
V

finally you find the blacksmith, who Wale
told you about. Use the TalkTo option...

of
nieh414.4. W I /  Csooiiinri
l a s t  soon?"

cs$

sr

...and hel l  tell you about Goewin and
where to find her and her herbs.

" T h e  essence
of  Temptress
is charac te r
i n t e r a c t i o n "

You haven t got the energy to remove those loose bricks
in the prison wall, so tell Ratpouch to do it

Ratpouch to the
bar. He makes a
real twit of himself
ordering the beers,
you see -  watch
him get turned
down for looking
underage. then
eventually get

served with a shandy.
It isn't all funny sluff. however -  in

the later stages of the game the command
facility becomes very important. when
giving the correct order can be a matter of
life or death. Your use of commands
provides the backbone of this game -  it's
a very effectrve feature, one that Sierra
and Lucasfilm would do well to pick up on.

Lure Of The Temptress deeSn't fall
down in providing atmosphere either -  It
shares with Monkey Island 2 the fact that
it's got bags of the stuff Indeed. with its
quaint olde %Wide pubs. cottages and
cobbled streets all enclosed by a towering
city wall, Temptress' scenery is perhaps
more believable (at least to a UK
audience) than many we've seen -  It
brings to mind the historical streets and
olde worlds feel of York. Might it be that
the Hull-based learn behind the game
were inspired by their neighbouring
minster city?

The great area where Temptress
score over most rivals. though -  and
especially the otherwise-very-impressive
Monkey :stand 2 - is in its user
InerxIlmess. The minimal disk swapping of
Temptress comes as an incredible relief
after the 11 disk nightmare of Monkey 2.
Though you'd ideally have a second disk
drive to get the most fun out of this -
Temptress does test your patience with its
disk accessing on single drive Amigas -
this is by no means the nightmare it could
have been.

This is a great game, then.
Amazingly. I've got this far into the review
without really mentioning the graphics yet
-  there was so much to say -  so I'll make
amends now Visualiy Temptress is
gorgeous -  in my book its animation and

graphics are lust as good, if not better
than, those in Monkey !stand 2. IA good
example is the animated wasp sequence
when you reach town from the secret
passage -  it's lovely.) .

So where does that leave us" Well.
with is a very big game. full of scope, and
packed with plenty to keep the avid
adventurer content On  their first attempt,
Revolution have come up vide; an
adventure game to knock Me stuffing out
of recent Sierra eft:ins. and to go head-to-
head with its Lucasfilm peers It's a quite
remarkable achievement.
•  MATTHEW SQUIRES

UPPERS A stylish game
that shows loads of
potential. Mouthwatering

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

DOWNERS There is very
little wrong with Temptress
to put your linger on. to be

honest. If I had to find fault anywhere
it would be the loading, which can be
tedious tedious (with loading
between every location) when you're
running it from the one disk drive,

THE BOTTOM LINE
This game may not be as big as
Monkey Island 2. but it's seven quid
cheaper and has a hell of lot fewer
disks. It doesn't contain as much
humour as Monkey Island 2. but if
you prefer the slightly more serious
approach to adventures (as I do)
you'll love it. If you're serious about
adventure games -  even if you're a
devoted Monkey-dc -  do yourself a
favour and check
Temptress out. You won't
be disappointed. 88a
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G A M E  R E V I E W S R I S K Y  W O O D S

ssG a m e :  R i s k y  W o o d s
P u b l i s h e r :  E l e c t r o n i c  A r t s
P r i c e :  £ 2 5 . 9 9
A u t h o r s :  R i c a r d o  P u e r t o
(code )  a n d  R a u l  L o p e z
(g raph i cs )  a l  Z e u s  S o f t w a r e
for  D i n a m i c
R e l e a s e :  O u t  n o w SK IT
W O O D S
With Risky Woods, even Electronic Arts are muscling in on the console-style beat-

Slimming stuff: this monk whines into the
sky after you've released him from stone.

In level three you merit the first of the
guardian bust les  i n  this case it's Labrus.

Young Rohan finally makes it to one of  the 'eye tolls' on stage two b u t ,  as you can see
41 the bottom of the screen, there's still one stone•capsuled monk to release yet.

001/

;  •  1 0 4  " 0 . ,  ! O . ? . . .

O A f t e r  buying a fob throwing alit al the
shop, watch the gore as it rips into the
various demons' mutant flesh.

• l e
-..rp!•rrpom•••••••••••••••••••.•••••••••••.

• 1 , 1 . 1 . 1

La$
In stage nine r e a l t y  need that age to
slice up this beastly dragon h e  suffers
from a very bad case of hell halitosis!

I c a n  just imagine how this one came
together. Somewhere in Europe in the
not too distant past, a Spanish

development learn (for Zeus Software,
who originally developed this for Madrid.
based Dinamic, am Spanish I decoded to
sit down over a meal to discuss this brand
new game they were putting together. But
- oh no! - they decoded to try this new
restaurant in town. a sushi bar, and
somehow the Japanese influence got
lodged in their minds, and grew and grew.

They must have been back to that
old sushi bar quite a few times during
development too, for the over-hard-yet -
graphically-impressive style of game that
Spanish developers used to specialise in
(remember Diname's older stuff, like Army
Moves, Navy Moves and
Alter The War?) has
been all but dropped in
favour of one of those
wannabe Mega Drive
games that seem lo be
all the rage at the
moment. There's lots al
very similar competition
around at the moment,
so what chance does Risky Woods stand?

Wen, for a start it's got lust about all
the standard features of the genre. Its got
pretty, big-eyed graphics, crowd pleasing
parallax scrolling. lots of collectables, and
big end-of-level baddies. all wrapped up
behind a suitably odd (and rather silly'
name Because its such a typical console•
style game. there are half a dozen other
recent releases we could legitimately
compare it too. but I've picked Psygnosis"
recent Leander - the current AMIGA
POWER benchmark far -this sort of thing".

" G r e a t  to
look a t . . .

d h  e v e r y w h e r e  a n d  rottinggoo
term

On initial impressions there's not
really much to chose between the two
games. Both of them have a very slick
feet, with smooth scrolling and big sprites
- at first if all comes down to which
graphics style you prefer. In the interests
of creating a bit of tension, I'm not going to
ten you if thongs change after you've
played both games for a while - not Just
yet anyway Instead let's take a closer look
at the ins and outs of the game they're all
calling Risky Woods.

The story of Risky Woods (I keep
wanting to wnte Wisky Woods ) takes
place in a Japan-esque 'Lost Land' in a
time when an order of monks guarded the
place. Or, at least. they used to guard d -
until a wicked demon character called

Draxos came along and
turned them all to stone!
Evil has taken over
pretty much, then, with
vicious creatures

s  o r t -  animated skeletons
roaming the woods.

f u n "  m a k i n g  them rather
'ahem) 'risky'. The

kingdom is not safe until you, in the guise
of a young warrior called Rohan. arrive on
the scene.

Right. so, as you may have guessed
by now. its up 10 you 10 enter the Risky
Woods, free the monks from Draxos
stoney spells and send the evil tyrant back
to hell (or wherever it was he came from'.
It's the classic Japanese fairytale, if you
like, where the young samurai-type comes
along. helps out the wise men, and
banishes evil.

The game is built up of 12 stages —

T H AT  G A M E  M A P  IN F U L L !

4  e i r l i N t11 Y .  , . .  . 0 .  . 0  .

• I

Here is the Lost Land, but where arc l i p
risky woods? Looks like our pint size
samurai, Rohan, has his work cut ou t
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SHOP'N'DROP

T h e  toughest parts of
the game to deal with
are the guardian

monsters. Luckily, they all
gel inroduced by the game,
so you know exactly what
you're facing....

First, spend all those coins
you've picked up from the
carcasses of dead demons on
groovy new weapons. Now
check out your nest guardian
monster. This is Labrus -  he's
not that strong, as you can see

. , . n
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from his strength bar, so a
boomerang will probably do
the job nicely.

Once you've selected the
appropriate weapon, it's worth
considering whether you're
going to  need any extra
energy. You can buy that here
too, a must for later stages in
the game where the monsters
arc a  lot stronger.

Everything Is clearly
marked out on the screen for
you. The sandglass represents
the time you've got to
complete each stage. Rohan's
animated face shows how well
you're doing.

'em-up, with this lush looking epic - from Spain of all places!

I
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Use chains to pummel those flying demons
- and don't forget the trr e !

with a more or less continuous flow of evil
demons in all shapes and sizes out to stop
you. and a big end-of-zone guardian
cropping up every few levels You're given
three lives to help you out -  but keep an
eye on the time limit for each level, and
the set number of monks you must tree on
each one. Throughout the game, enemy
demons drop coins when you kill them -
these you can use to buy weapons,
strength and extra lives at the shop, which
you'N find at the end 01 each stage

Other important items to look out for
are the halves of 'eye keys' that
occasionally crop up, guarded by lealous
guardian demons. Kill the guardians, then
put the two pieces together to form the
completed eye key -  you can now use
these at 'eye toll gates, which control
entry through each stage. You'd better
make sure you collect all the eye halves
you find as you come to them too -  they're
the only way off a level, and (unlike in
Leander) there's no going back more than
a couple of screens to collect stuff you
missed Another thing to be on the look
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Finally, the most dastardly demon of them
all. lie's tough, he's foul, he's Dreams.

oul lot treasure chests. Open them up
wherever they appear -  they throw out all
sorts of goodies. but be careful not to pick
up certain items which can hinder as well
as help you)

As the game advances, the terrain
and obstacles in your way gel more
difficult to deal with, Take, for example, the
narrow stepping posts you must pimp
across at the end of the first stage. A giant
blade rears up between them to make life
even more difficult for you. while demons
fly in from either side. And individual
obstacles can get tougher than that too...!

The only other major game elements
to deal with are the guardian monsters.
which live in caves between each zone
Their strength gets greater the further into
the game you get. so make sure you
increase the power of your weaponry at
the shop IYou're unlikely to get very tar if
you don't.) You'll find the shop very easy
to use. simply by selecting the
appropnate icon*.

And that, in a nutshell. is the game.
So how does ii shape up against all the

Rotten shows us just how those 'eye tolls
work, throwing his 'eye key up in the air,
while pulling a very odd face

other console-inspired platlormers.
particularly y o u  remember that far back)
Leander? Well, on its own terms you can't
deny it's lots of fun -  so much so that
you're likely to bash through it in a few
days. not so much because re's particularly
small, but simply because you'll be going
at it so much

That sad though. there are a few
speak  and important niggles. The
controls, while okay, are still a lair way
from spot on -  our hero rs rather more
plodding than I would like (though not as
bad as the bloke in Gods, thank
goodness) while his lumping ability
sometimes teats pathetically weedy. I wish
you were given a bit more freedom of
movement too -  the very best platform
games are less linear than this, and
particularly when success depends so
much upon collecting the eye keys you'd
think being able to search behind you
would be essential

Still, ifs not a bad buy at all. I found
the first seven levels absorbing and
entertaining. the hectic sound effects,
frenzied animation, and pretty graphics
making tor an atmospheric experience.
That said, the later stages -  when you
realise that really nothing changes from
level to level, save for the graphics - begin
to get a bit dull (a problem also suffered by
Leander. if we're being lair). Great to look
at, then, and good short term fun, and
while it's probably on a par with Leander et
al. it's certainly no better than them. Our
favounte of the type remains First Samurai
(where you get a lot more freedom of
movement I but you could do a lot worse
than this
•  MATTHEW SQUIRES

•

t e r
Our victorious hero raises his fist in the
air. -Phew!", he says "Ilth glad t h a n  over.
Can I have a new pair of trousers now?"

RISKY POWER-U1.1S
K e y  to goodie the

and not-
s 1

so-goodies in t 2 0 4 ) ? . .
treasure chests...

Apples -  Can be worth
10,000 points (or put you
to sleep, losing valuable
game lime).Very risky.

1 : i  S t a r  -  Worth 5,000 points. each.  Not bad at sit.

Arrow -  Worth 10,000
points (or bock tracks
you to an earlier point in
the level). Again, risky.

-  Worth 10,000
nts. Luvverly fubberly. •

Sandglass -  This is we
worth picking up for a
whole extra minute of
game time.

Heart -  Gives you en
extra th
energy

Thunderbolt -  This
f , „  m a l e s  you tempo

. i I m m u n e  to damag
Dead useful.

Skull -  Loses you six
notches of energy or
stands you and the ga_

U P P E R S  Tasty elements
of the very best console-
esque platform action are

abundant in Risky Woods. The
graphics, animation and sound are
presented fairly expertly too, while a
couple of interesting touches (the
'bad' power ups. for instance) keep
you interested.

D O W N E R S  Restrictive
one way scrolling, non-
perfect controllability, and

shallow game play do let the game
down. There are some novel graphic
innovations. but there's also a lot
we've seen before.

T H E  B O T T O M  L I N E
Lacking variation and depth, Risky
Woods does compensate with plenty
of frenzied, and atmospheric
platform action. It's a good
buy tor fans of the genre.
but by no means a must.

51
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Over 100.000 people have joined Special Reserve
The club with no obligation to buy

Tel. 0279 600204 for a free COLO R  catalogue
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0279 600204
Open to 8pm Weekdays
and to 5pm Weekends

A N N U A L  M E M B E R S H I P

U K  £ 6 . 9 9  E E C  £ 8 . 9 9  W O R L D  £ 1 0 . 9 9
We Only supply menItow 9 but you can order . a  you }Qin

T h e  S p e c i a l  ReSerVer  fu l l
c o l o u r  c l u b  m a g a z i n e  N R G  I s

s e n t  t o  a l l  m e m b e r s  b i -
m o n t h l y .  N R G  f e a t u r e s  l u l l
r e v i e w s  o f  n e w  g a m e s  p l u s

m i n i - r e v i e w s ,  a l l  t h e  g e n  o n  n e w  p r o d u c t s .  t h e
S p e c i a l  R e s e r v e  c h a r t s ,  R e l e a s e  S c h e d u l e  o f
n e w  g a m e s  a n d  h u n d r e d s  o f  s p e c i a l  o f f e r s .

P L U S  -  E V E R Y  I S S U E  C O N T A I N S

£30 worth of money-off coupons
to s a v e  e v e n  m o r e  m o n e y  of f  o u r  a m a z i n g  p r i c e s

W e  s e l l  g a m e s  a n d  a c c e s s o r i e s ,  a l l  e t  a m a z i n g
p r i c e s ,  f o r  M e g a d r i v o ,  M o s i e r  S y s t e m ,  G a m e

G e a r .  S u p e r  N E S ,  G a m e b o y .  N E S .  L y n x ,  A m i g a ,
A t a r i  S T.  I B M  P C ,  C O T V  a n d  I B M  C D  R O M

B e s t  S e r v i c e ,  B e s t  P r i c e s ,  B i g g e s t  S e l e c t i o n

That's why over 100,000 people
have joined Special Reserve.

NE1NANUGA 600

t i  A - 1 - 1 .

NEW AMIGA 600
KICK OFF 2 PACK
DELUXE P A W  3. GAME DISK,
BUILT-114 TV MODULATOR,

ME0 RAM EXPANDABLE TO
2 ISEG 04-1404K SERVICE

399.99
FREE COMPETITION PRO JOYSTICK FREE ILICK Of  F 2
FREE SPECIAL RESERVE MEMBERSHIP

AMIGA 600 HD ROGER RABBIT PACK
WITH INTERNAL 20 MEG HARD DRIVE DELUXE PANT 1 GAME Ode.
BULL T-04 TV MODULATOR, M E G  RAM I N -HOME SERVICE
FREE ROGER RABBIT DISNEY GAME
FREE COSIPETrTION P a o  J o r s n c K  A 9 0  1 ) 9
•  a r  FREE SPECIAL RESERVE MEMBERSHIP -w

HARDWARE PRICES INCLUDE VAT AND MUTER'' ,  TO UK I IMM.ANO

i n t e r - M e d l i d e s  L t d .  R e g i s t e r e d  O f f i c e :  2  South Block,
The Mertingt,  Sal l t r idgerpoi th.  Ne i ls  CM21 9PG.

INEV ITABLY,  S O M E  G A M E S  MAY N O T  YET B E  RELEASED
P L E A S E  P H O N E  S A L E S  O N  0 2 7 9  6 0 0 2 0 4  F O R

L AT E S T  R E L E A S E  D AT E S  A N D  S T O C K  AVA I L A B I L I T Y

*au  CAN A  AS
n e a r  A  S u n g u a l d  OF 302 R A DAME ON IELEPRONED ORDERS

I M A M  PORK IN BLOCK CASNTALSI
AKIPOWER 21

NEWS

Address

R o s c o e .

To r p h o r e A M d u r e  type

E n i d  membership mercer  (it applicabe) or
l i O I N D I R L 1 2 1 9 I L L I L S U I E L L A 1 2 9 2 1 9 9 0 9

derf

Rem

ALL PRIDES M A U D E  UK P O S TA G E  £  VAT

Ovio.a lP 0  accesslANAPONDSwechvia S w e l l  Issue NO

C AW  Ciid
* a n ,  der

Crieraws c S P E C I A L  RESERVE
P.O. BOX 847. HARLOW. CM21 9PH

Overseas Orders.  E E C  W h i m s  attars n o  aura  charge
w o r d  sorreare crews p l o w  add CI 0 0  par a m

Non-sothirere ewes l a m e  add 10% EEC or 2.3% Worm
Oversees orders N o i r  be peel  by m e e t  cord.
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50act Owed 4 C 9 4  09

L17.99 Golden Mr  C S WA 7 S-̂ esnte. &Ott
• r v n
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The 11:o9 lois Owe Dizzy a Keel Snot
£17.11 AIR AND SEA SUPREMACY
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Sow Daft Srraw. L 9  Pi 94 '  •
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Alexander Scott of Sheffield is a bit of a 'star' himself. He
reveals that typing 'WHERE ARE MY CREDITS' will give you
infinite credits. Paul Leeming of Acomb, on the other hand,
advocates pressing Fl for infinite lives.

Justin Jonas of Shenngham puts
forward the following suggestions:

•  When faced with a long line of fruit.
throw a bubble through the lot to called
them guicky.
•  Throughout the game you'll be
presented with icons that appear at the
top of the screen when collected. Collect
any three and all the bad guys will be
miraculously zapped, ready for popping.
Collect three identical icons and a mapor
miracle will happen - all the bad guys
will turn into giant pieces of food wont
00.000 points each. This has the added

bonus of opening a secret door on the
boss screen (just like in Bubble Bobble)
where you can pick up extra bonuses
•  If you zap one of the larger bad guys.
leave him spinning, as any smaller bad
guys that hit him will also be zapped.
•  Al the end of the game. when you
return to Rainbow Islands Land. make
sure you have three star cons, as when
you finish this land they will cause a
giant key to drop from the sky. Pick this
up and the final two secret worlds will
appear. Now finish these to complete
the game.

Gorgeous big graphics with Bubble
Nobble 'chantey  -  Nut's Parasol Sian.

Ana L Plowiinson of bnieborough cams
to have gone one better than us. finding
a third secret world that lies between
Ocean World. Casino World, Woodland
World and Machine World. To access it.
find your way to Ocean World level 4. In
the middle are some shrimps in a
rectangle, and the power-up is a pink
heart Get the heart and kill all the
baddies, and then collect all the peppers
fwhich isn'I easy, as the top row must be
shot with the lightning from outside). The
screen should then flash and the map of
the universe will appear, showing the
location of the new world.

I N D I A N A P O L I S  5 0 0
( E l e c t r o n i c  A r t s )

At the risk of turning the mag into a thinly disguised replica of the
Kwik-Fit training manual, Gideon Cresswell of Maidstone reckons
that H Jordan's lap time (AP 12) is pathetic. He thinks he can chop
a wacking 0.84 seconds off it, with a car that'll top 250 mph on the
straights and turn in a lap time of 37.41 seconds. Here are his Lola
Buick settings:

Fuel - 5 for a quick lap, 10 for qualifying
Wings - front 1 notch from top, the rear
one on the lop notch
Tyres - r. front medium, the rest soft
Stagger - +1.00 inch
Pressures - r. front 25 psi, r. rear 25 psi, I
rea▶ 25 psi, I. front 27 psi
Shocks — all as stiff as possible

lady 500, eh? Whet a
Barrie -  Quote simply, the
Lost Impressive 3D racing
game ever (pre-formula
One Grand Prix, of corrsa)
and still, at budget prior
now, an aecellent buy.
To really do well at the
sense though, you'll be
wanting this help...

Cambers — r. front —0.5. r. rear +0.25. I
rear +1.0, I. front 40.25
Gears — 4th gear 3.40

He also recommends pausing the game
after the menu has appeared while making
pit slops. You can still change the tyres
and things. but all in under a second.

Stuck on a game? Come on, you can
admit it - we won't laugh. Indeed,
whether by luck or judgement, you've
come to the right place - we're here to
help out with all your gameplay probs.

A C T I O N
R E P L AY  P O K E S
Here're lots more pokes -  great it you've got an Action Replay
cartridge, of precious little use it you haven't. Now, let's go!

Action Fighter 193DC lives
Air Ace TFD 34AFC TFD 34AFA lives
Arriegords 1C327 lives
Apidya 7369 lives
Armatyte 4455 lives
Atomic RobOkid TFD 276C lives
Sombuzal 1C137 lives
Chase HO 2E7A8 time 29FCB turbos
Crazy Cars If 32F62 score
Crazy Sue 14CAF lives
Dan Dare 249D3 lives 24E42 jets
24030 plasma rifle
Deathtrap 2E3 player 1 lives
Dizzy Prince 16D lives
Downhill Challenge 324F9 warp drive
Ougger 4BDCB lives
Fed of Free Traders 4E2C7 missiles
Fernandez Must Die 84B lives 840
missiles
Frostbyte TFD 1E546 lives
Future Basketball 1E481 player 1 score
E427 player 2 score 1 E4D9 time

Gods 225 lives
Hawlieye EC9B lives
Ilyad 1060 lives
Jim Power TFD 595 lives
Katakis 452E lives
Killing Game Show 2255 lives
Kwik Snax EA69 lives
Leander 7D03B lives
Mad Bomber 1203E lives
Magic Pockets 179A credits
Mega to Mama 17ED7 men
Mr Wobbly Leg 27FAF lives
Nebulus II CUE timer
Necronom 502E Wes
Populous 2 C59855 money
Prehisfonk COI3311 energy C08,30F lives
Project X C01581 lives
Puggtes 1C17B lives
Raid TFD 1BC7A TFO 1BC7C lives
Raid II 178E3 lives

Rainbow isianos TED 1106 credits
Return to Earth 2C90F cash
Robocop I! TFD 8034 lives
R-Type II 1497F lives 149F3 credits
Silkworm 235 lives
Soldier of Light C113B7 lives
Spenbound Dizzy EA69 lives

Storm Master 1DD36 cash

Storm Master tarn yourself lots of
lovely cash without working for it!

Strider F9C5 lives FF01 health
STUN Runner 8DFD minutes
7urrican 7AB1 lives 781A mines 781E
smart bombs
UN Squadron 6857 shields
Video Kid 3028E lives
Vothed C2CD87 lives C2CD88 shield
Wicked TFD 5ca lives
Wings of Fury TED 2E154 kites
Woitchild TFD F36 smartbombs
Xenon TFD CCA lives
X-Fire C26723 lives

A big Thanks' to Gareth Meney. Roland
Corbel. Murat Haiti. Gary Cole. Brian
Nicholls, Andrew Gregory (aged 14f and
Paul Bagnarol
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American football's still a bit of a minority sport, but it's a
great one. There's no better way to get into it than playing
EA's brilliant Amiga version either, but to get you started
land give you a fighting chance!) here's a helping hand...
W h a t  can we say about John Madden American

Football? Well, it's undoubtedly the best American
football game available for the Amiga. That's nothing

too tricky, you might be thinking — its only real rival is the ancient
TV Sports Football, after all -  but if we were to tell you it's also
one of the best sports games around of any sort. and an essential
for any sport-loving game player, you might prick up your ears a
bit. Unfortunately John Madden himself, one of the greatest
coaches in grid iron history, proved unavailable to help us out
with the tips, but here's the next best thing - AMIGA POWER's
Matthew Squires and the boys from the EA offensive line up...

USING THE SCOUTING
REPORT

4411
You can see from your settudnig report
t h a t  N e w  Y o r k  h a v e  a  v e r y  s t r o n g  o f f e n s e .

Use this knowledge to prepare your
tactics against them in the game.

Don't forget. this is there for a purpose —
its a mistake to ignore rt. Through it you'll
discover the strengths and weaknesses of
your team and its individual players, as
well as those of your opponent. For
example. your kickers are crucial for field
goats, but some aren't as good as others.
Some may even slip when their foot
comes into contact with the bait' One way
to try and make up for this is to always

atf.0,44

Hey Me, you sure you ain't wearing my
jockstrap? Mint's awful small - I can
hardly mover Ah, the joys of the huddle!

kick with maximum power when using an
average or ropier kicker.

Then there's the huddle - the circle
each team forms to discuss tacbcs before
a play begins. Once you've chosen a play
for your learn, they'll face oft against the
opposition In the formation you've chosen
along the line of scrimmage There's a
narrow neutral zone (measuring the width

Don't jump the gun and enter the neutral
tone before the ball is brought back into
play - it's a pretty serious mistake to give
away an offside penalty.

of a football!) between the two teams - an
offside penalty (the offending team gets
five yards deducted) will be called if either
team enters this area before the ball is
brought into play.

W H AT  O N  EARTH'S A N
'AUDIBLE'?
Okay, so you're both lined up facing each
other on either side of the scrimmage.
Your next task is to try and guess the
other team's strategy from how they've
placed their players - you may decide
your own men are set up wrong as a result
of this, and while you can't totally re-

Choosing a last minute audible could be
the best way to launch an attack - 'cos
now you know their defense formation!

Never miss an opportunity to exploit your
strengths or the defense's weaknesses -
that's what the games all about.

arrange things, you can make one of two
last minute changes. You do this using
(you guessed it) an 'audible' -  this is a
special pre-arranged play tit could be a
trick offensive play or defensive rush) that
the other team won't be expecting from
your formation. What happens is the
quarterback calls out a series of code
words or numbers before the ball is
snapped which alerts the team that a
special play will replace the previous call.

Choose HANDS end SHOTGUN to lake a
'long bomb'. Then choose your best
running audible to surprise the bed guys.

As you may have guessed about
such a useful tool. it's wise to call audibles
as much as possible. For instance, you
could select a deep passing play with a
formation and set that will fool the
computer into thinking you are attempting
a 'long bomb' (example. HANDS and
SHOTGUN), then choose the team's best
running audible before the snap - this
should leave the opposition completely
wrong-footed.

PLAY TO YOUR
STRENGTHS
Remember, your plays should always be
designed to either exploit the strengths of

your best players or expose the
weaknesses of the defense - and
prelerabty both. You've wasted an
opportunity if you don't (Having said that.
it's often a lot easier to do this against the
computer than a human opponent.)

A good example would be to select a
formation and set to foot the compuler into

TIFIE a
A M E
T h o u g h  plenty of us spend our

winter evenings stuck to
Channel Four's Yankee

lootball coverage, not everybody
does. That being the case, we
thought a quick (well, as quick as it's
possible to manage) explanation of
'what it's all about' might be in order.
Here we go...

For a start. each learn has 11
men on the field at any one lime.
During a game there is an attacking
team - called the 'offense' -  and a
defending team, the 'defense'( note
that dreadful American spelling!)
while the pitch Is divided into two 50
yard halves. At each end of this pitch
is an additional ten yard area known
as the end zone. The aim of the

_ .

t -f teal Nave's Sleinre yew ton Striftleri like a
peacock after scaring a touchdown.



J O H N  M A D D E N  A M E R I C A N  F O O T B A L L C O M P L E T E  C O N T R O L

A D E N
F O O T B A

thinking you're going for a running play.
say BIG GOAL LINE. then, choosing the
team's passing audible instead when
you're at the line of scrimmage. Fools em
(nearly) every time.

N O W  T O  H A N D L E
P L A Y I N G  O F T E N S I
When you're playing in ottensive mode
and picked your play, your centre will srao
the ball back to your quarterback Your
team must now move it towards the
defense goal line. They have two ways in
which to do this — the ball can be carried
towards the goal line, known as a running
play, or it can be thrown forward to
another player. This is known as a passing
play. II you're on a fourth down — and too
far away to attempt a field goal -
remember to use your passing skills.
Passing is the key to winning a game
quickly. but can also be your downfall if

We turned HANDS, SHOTGUN and
FLOODRIGHT into an effective running
play. Here our 49ers quarterback runs the
length of the pitch for a touchdown.

your receivers aren't up10 scratch.
If you've got a team with good

passing skills you can go for a take punt -
where your punter makes like he's going
to kick, but at the last moment throws the
ball to an open receiver or hands it to a
fullback. Faking that you're going to try for
a field goal and then getting a guy to run

411,74,7
There are a lot of ways to win In this
game, but a simple lake hardly ever fails.
Try the lake punt (as here) to really upset
your opposition's defense!

with the ball instead is also pretty useful if
you need the points, but only use them as
a last resort - they're risky.

One thing passing always requires is
concentration. Keep one eye on the
receiver windows, making sure you select
the appropriate guy (the receiver who IS
free or ahead of the defense is not always

11:

To throw a successful pass, make sure you
select your best receiver. Always be
aware of the defense moving in on your
receivers -  don't allow an interception.

the best option). Always watch the
distance meters.

When you're in a running ;Nay. or
your receiver Is running with the ball for a
touchdown, a defensive player may be
close to tackling you. To avoid the tackle.
run upwards at an angle lup lett or up
right). As soon as the defense dives to

M I C A  P O W E R  G U I D E  T O
C A N  F O O T B A L L

offense is to score points by moving
the ball across the defense's goal line
and Into the end zone - this is known
as a touchdown, and earns the offense
six points - while the other teams
defense will try to stop them.

As you may have noticed Prom
watching American football, its a very
stop start sort of game. Each time the
ball is brought to rest on the pitch, the
Iwo teams line up against each other
on either side of an imaginary line -
the line of scrimmage - drawn across
the pitch through the point where the
ball hit the ground. An offense team
has initially four attempts to move the
ball from the line of scrimmage len
yards up field. Each attempt Is known
as a 'down', end will be called as the
first down, second down, third down
or fourth down. Success in moving the
ball ten yards up field will win another
series of lour downs. Ultimately the
aim is to score a touchdown.

Those are the basics. but, of
course, there s a lot more to it than
that. The game's structure has it that
you've got four downs to move the ball
al least 10 yards nearer the defense
goal line - it you manage this you get
four more downs to give you a chance

to gel even further and maybe score, if
you don't (or if you actually manage to
score a touchdown) play passes to the
other team. That team then becomes
the offense, and they II start to move
the ball In the opposite direction. Play
continues like this through four 15
minute quarters.

Let's describe a typical game to
give you some idea of how it all works
in practice.

P L A Y I N G  A  T Y P I C A L
G A M E
The game begins with the visiting team
kicking the ball Prom their 35 yard line
towards the players of the home team.
The home team then catch the ball and
run with it towards their opponents"
end zone. Al the same lime the kicking
team go for the player who caught the
ball and try to tackle him - when he's
tackled or runs 'out of bounds'
{leaving the held) play slops. The
referee will then mark the spot at
which this Incident occurred - this is
known as spotting the ball. and play
resumes from here.

The team that kicked the ball is
the defense. and the team that caught
11 is the offense. II the kick is caught in

War sone -  the line of scrimmage, where they don't just wear those helmets for showt

the end zone, the home team can
touch the ball on the ground rather
than run towards the centre line.
Known as a touch back, this action
automatically sets the line of
scrimmage on the 20 yard line.

A touchdown is also followed by
a kick off to restart the game. Practice
hard at achieving an onside kick
during kick off - that is, kicking the
ball a short distance in an attempt to

recover it on a tumble by the
(hopefully hopeless) receiving team.

So now you're ready for the big
game. Compose yourself, don't let
anything distract your concentration -
maybe even kit yoursell up in Dad's
old crash helmet (with some cricket
pads around your shoulders. an old
sweat shirt over the top and some coal
streaks on your lace, If you want to
really get in the mood!) and let's play..
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J O H N  M A D D E N  A M E R I C A N  F O O T B A L L

If the delves* is close to tackling you, run
upwards a1 an angle. When one of their
gays dives for your kgs, change direction.

Having problems with your o f fense  Then
try HANDS for the set, SHOTGUN for your
formation and POSTUP as the play

If your defense is going to Tel though and
sack the quarterback, you must force a
gap in the offensive line.

tackle you, change your run to the
opposite direction (example: it you're
running up and left for example, change to
up and right!. For extra strength, hold
down lire an the poystick_

However, there'd be times when
you're about to be tackled and there'll be
nothing you can do about it. If this Is the
case, try spinning, This will only work,
however, in a one-on-one situation - any

111"112111
••

_ -  r  i•f".

Os a fourth down, with desperation
looming, try drhiing the opposition deep
into their own iemtory with a punt.

more of the wrier team about and you're
likely to be cannon fodder.

On a fourth down - when you'll
probably be quite desperate to get
somewhere, as it's unlikely you're going to
get the ten yards to earn a new first down
-  the offense can choose to punt the ball
towards the opponent's goal line. If you
want to do this, the punier - instead of the
Quarterback - will receive the bail lrom the
snap. He then kicks it into the defense's
halt as if you were actually starting the
whole thing with a kick off. The idea here
is to drive the opposition deep. deep
(deep) into their own territory, thus making
it incredibly difficult for them to gain
enough yardage to score when they
eventually get their go at offense.

To make it even tougher for them,
kick the ball as far as you can to the left or
right - never straight - as they'll find it
much harder to collect that way.

Last but not least. always (always!
Always!) keep your eye on the game
clock. Timing that all important clever.play
can make or break a game.

L E A R N I N G  T O
M A N A G E  Y O U R
D E F E N S E
As the defense team you will have two
things in mind. First is to prevent the
offense from gaining ierntory. making first
downs, and scoring touchdowns. Your
second goal is to take possession of the
ball and become the offense yourself.

So how do you manage this? Well
through turnovers. There are a few ways
to manage this. One. called a pass

interception, is wnere, quite literally, you
intercept an offense pass. The other is the
fumble, where the offense accidentally
drops the ball and one of your guys gels to
pick rt up first - d this happens he's
considered to have taker, possession of
the ball and is free to run it toward the
opposing team's goal line.

Here's anotner neat tip when playing
defense: select a good strong formation,
then manoeuvre a player from the centre
zone to the line of scrimmage. Slip him
into a gap between two men, which will
force am your guys along a bit. The
offensive team will then have to spread
their guys out to compensate, but - having
fewer in the line - there will be gaps
between them. This often upsets the
offensive line. giving you much more al a
chance to get through them to sack the
quarter back.

It may sound obvious, but whenever
there're more than two of your defensive
players near the ball. always use the
opportunity lo try and strip rt away from the
offensive team. If you're in defense playing
against the computer lit doesn't always
work with human opponents!) and it
chooses a running play, do not tackle the
ball carrier. Instead run in front of him - he
will try to go around you, so block his
change of direction. He'll respond by
running backwards away from you -  keep
this up and you can push his yardage right
the way back.

"WM

salk

When the offense drop or fumble the ball,
defense can pick it up, and take
possession of that ball Ira a recovery.

And that's basically it. game fans.
For an all time favourite offensive play try
HANDS. SHOTGUN and POSTUP.

A M I G A  P O W E R
P R O G R A M M E R ' S
C H A L L E N G E
T h e  John Madden programmer

Gary Roberts has issued this
special challenge to all AMIGA

POWER reading John Madden
players. Can you score over 100
points against the computer, he asks,
when the computer has control of the
'All Madden team? You're allowed to
play any team yourself. but its not
going to be easy -  it you manage it
you'll gel lobe what Gary describes
as 'an ace player, and good enough to

actin the 'elite team of Electronic Arts
John Madden playlesters.'

And as an additional challenge
he otters this tricky little number: lake
Atlanta to the Super Sunday game -
and win! Manage this and Gary will
eat his hal!

Thanks for both the general John
Madden tips and the special AMIGA
POWER Challenge must go to Gary
Roberts and Simon Jeffrey al EA -
grld iron superstars both.

Crunch, Crack. ( '  Soy, am I glad roe eventually gave the OWN W W 1

HANDS is a set. II will put the best
group of receivers on the field, including
two of your best running backs

The result of a good defense move. The
i t e m  (in red) have burst through to
splatter the New 'fork quarterback.

SHOTGUN is the formation It is
basically a passing formation in which the
quarterback receives the snap about live
yards behind the line. The advantage here
being that your quarterback is already in a

Don't tackle the ball carrier. Instead, run
in front of him, then block his change of
direction lo push his yardage back.

position to throw the ball - so he doesn't
have to drop back after the snap.

POSTUP is the play - ideal for your
taster players. The receiver will run
downlield and then angle in towards the
goal post_ Providing that your quarterback
doesn't throw a lame duck parr:, and your
receiver runs like the wind, such a play will
score. We've lound that both this and a
DEEPOUTS play are very effective.

Use the stets screen -  you can see exactly
what you've been doing right and where
your tactics have been going wrong.

For an all time favourite defensive
play try 4-3 READ and WIDE ZONE 2. 4 -
3 is your formation. It is the standard four
down linemen with three linebackers. It is
the most effective tactic for short and
medium zone pass coverage or basic
defense against the run. READ is the set
and gives you balanced coverage. With
such a set your defense can react quickly
to the pass or run. WIDE ZONE is the play
and refers to a particular area 01 the held
which must be covered. •
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C O M P L E T E  C O N T R O L

Roboced -  half fish, half machine, all cute!

M O O N S T O N E
(Mindscape)

Stephen Brown of Warley has
discovered not one. not two,
but. er... two loops) tips:
•  y o u  enter Stonehenge, and you
-ave to offer a magical item to Danu, click
on Strength (STRI for an extra lite. Do this
as often as you like.
•  Select the monster which you find the
easiest to kill. Leave something in the
treasure chest in its lair (gold or a scroll,
for example) and keep on going back and
attacking the monsters that appear. You'll
get more expenence points each time.
Use these on your Constitution ICON' for
extra hit points.

Moonstone-. I t  all boils down to Just
picking the softest animal you can find,
then bashing its head in. ( I I  only bps to all
games were this simple!)

R O B O C O D
(Mil lennium)

Never mind infinite lives, here's a game that seems to have
infinite cheats, and they're still coming thick and fast.

James Watt of Pevensey reveals
that. having typed in the LITTLE
MERMAID cheat las detailed in AP
12). you can type LITTLE M to bnng
up a level selector screen. Just type
in a number between 1 and 50 and
you'll be whisked directly to the
relevant section of the game

Jonathan Ashlord of
Windermere says that if you press W
atter extending Robocod's body hell
remain fixed at that height.

A P I  D YA
( P l a y  B y t e )

Here are some codes to type
into the title screen:

SHOWCREDITS (plus Return)
for the end sequence and

MISSHONEVBEE
DEPUTYOFLOVE
SNEAKPREVIEW

for the various levels Martin McGuire
(who sent them int has also discovered
that typing HASTALAVISTA causes the
game to ask for disk 2 and try to load

Apidy.t. I f  at first you can't do it, cheat!

something. but he's not quite sure what.
Anyone got any clues?

Oh, and Justin Jonas of Shenngham
reckons that holding the Help and Del
keys will slow the game down by. ooh
about 50 percent

J I M M Y  W H I T E ' S
W H I R L W I N D
S N O O K E R
( V i r g i n )

Paul Slater of Rotherham makes the
following wild claim. Atter all the reds
have gone you can choose which
colour is potted next by pressing:

2 for yellow 3  for green 4  for brown
5 for blue 6  for pink 7  for black

hewn! White, I f  you thought
you couldn't have a snooker
game cheat, you were wrong.

S PA C E  C R U S A D E
( G r e m l i n )

When you're being
attacked, press the
escape key repeatedly,
advises David Pilgrim
of Rochlord.
This will reduce your attacker
score inflicting less damage on
your soldiers

Space Crusade-. How to avoid
getting killed, the easy way

a--
DO
ma w e

C O V E R  G I R LG I R L
P O K E R
( E m o t i o n a l  P i c t u r e s / T h e

R O M E

Sales Curve)

For titillation beyond your
wildest dreams (Not!) here's a
weird one.

You see, raincoat wearing Waquas
Naseem of Kilmarnock suggests typing
'DANCEOFTHESEVENVEI LS' (without
spaces), The scamp'

Oh dear oh dear. Ocare dearie dear. t ic .

(AP Disk 12 )

The four level codes,
reveals Simon Hawes
of Wokingham, are
as follows:

Level 10 — Gemma
Level 20 - Carrie
Level 30 - Sam
Level 40 - Rachel

I •

f  T A A I L  g ,a •  i  Ron r - 1 1 1-t r"-ltialir , ' ' r —t r  rrg. MIT Fr: Fr- ri -- raw=
MI Pig ri-- ri-- ri-- rxr= i
frr, ill V. FF. ri: IT- FRIT

ano •  •.4(f30,f i jao )  .tte3
•-•"'

Rome, Yo r  saw it here hrst, now gal the cheat too!

M A D
B O M B E R
(AP Disk 1 3 )
Press F5 while on the trite screen to lump
straight to level 13, says Dennis Wachtel
who lives in Holland.

It's mad and y e s !  i t ' s  got bombs in it!
PO Man aiclby 7992)

• I V I V

V i t r
I Y  o n . -  •  . , • • • • • • • • • • • - • • • • • • • • • . , w

o p  o p  o n  o p  vii• v p  l e  o .  o .
Do a n  I P  • •  VIP M I  I D  S e  V S  M a

ovi  o p  osi o .  o p  o n -  MS V S  o .
Op M B  I D  M D  l i p  I D  OM VD O M  I D  W •

o p  o w  o w  o p  iimo o p  o n  V i m .  •Mb
op  o w  a g  p ip  o p  n o  o n  I D  V W  SD IPS

Om
I D  O N  I N  •. M P  N N W . .  OD S W  I S M  I P S

o n  o p  On o m
vps g p  •Nmir I S  IND 11.  3 .  O M

M l l e  •  Mi l  •  ' W M  W a  W P M
go g o  . 1 .  I l i  = P M  WO I D  D S

MIMI 1 0  • • •  • • • •  1 .  M N ,  W U .

D E S P E R A T E LY
S E E K I N G  T I P S
II the size of our mailbag is anything to go by. we've got a very large mailbag
But it needs filling up with bps, so get writing! C'mon - lips, maps, cheats end
complete playing guides are what we're after, and the rewards are handsome.
Namely, piles of scintillating software for the very best stuff we print each
month. So, are you top of the tips? Find out by sending your outpourings to:
Complete Control, AMIGA POWER, 30 Monmouth Street. Bath BA1 2BW.
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C O M P L E T E  C O N T R O L S H F I D O W L R N O S

T H E  C O M P L E T E  P L A Y E R ' S  G U I D E  P A R T  2
Welcome to the second half of our giant player's guide to Shadowlands. It's not a
complete solution as such - we don't tell you exactly how to do everything - but
with a bit of inventive play added it should see you through with energy to spare.
Our very own Matthew Squires hosts, with help from the boys at Domark...
Y o u ' l l  remember we left you at the end of level 5 last

month, hopefully with all your characters intact. Where
better to start this second instalment, then, than with...

LEVEL 6
In this section of the game you'll find there
are a number of keys and switches to be
found which, when used. open doors
elsewhere in the level. The simplified
diagram below should help make your
quest a little easier:

Switch A opens door B.
Key C. which can be found in the chest,
opens door D.
Once you are through door D. throw a
few fireballs down the corridor until
key E appears.
This one opens lock F
In order to coiled T
key G. use

4 3 9  1 -49

the switch combination 2 - 4 - 3 -1 in
quick succession to gain access to the
room. Key G opens lock H.
Now collect key J. which opens lock K.
You will need an empty chest 'I am 1. act
like 6'.
Exit this level via teleponer I

Remember: as far as food. water, potions,
equipment, or. indeed. any nasty creatures
are concerned, the same general rules as
detailed in last month's AMIGA POWER

apply. (And if you haven't got that
copy. where were you?)

tNIt i  uva

LEVEL 8
THE EGYPTIAN LEVEL

Throw three coins at the fountain (or urn)
at the end of the long corridor Ipast the
sarcophagi). Come back to the double
doors near the entrance and press the
secret switch near them Now press the
next secret switch in order to enter the
-Zodiac Room',

In the diagram above, to gel The key
you'll need to place two men on each
pressure pad in the fotlowing order.

1, CAPRICORN 4  AIRES
2. AQUARIUS 5 .  TAURUS
1  PISCES 6 .  GEMINI

Simply use the pressure pads in the same
order as in the Zodiac sequence.

AO.

Remember — your key collector can walk
one step further each time a switch is
activated without getting tefeported.

Collect the key and go through the
double doors. To solve the 'Sacrifice
Puzzle', stand one figure holding no items
at the end of the passage. Now have a
second character throw a fireball at him.
The fireball will explode inside the altar and
the doors will open. Leave via this Exit.

Now fireball into the leleponer
created by the secret switch with the sign
'Send an appropriate sacrifice'. But be
careful - if you mistime the fireball, it will
reappear behind you.

Next, walk the characters carefully

LEVEL 7
THE M A Z E
Again, we'll set this out In the lorm of a
map. The Maze - you'll probably find it's
one of the toughest parts of the game.
incidentally - would take you ages to Ind
your way around otherwise.

Making your way around Level 7

In the above map. switch C opens wall Z
key A opens door Y. while Key B opens
door X
Lock W is opened by the key you'll find at
the end of the Egyptian section of the
game (level 8) You'll need to come
through this part of the maze later on. so
don't forget to collect the blooming thing
once you get there.
Exit 2 will take you down into The Cave
level 12).

1_o

I O

 * 0
0$

t

IL

WAIT -AN.' I I

Here your four blokes are, m the mate,
and they're lost. That's Why you need this
here map, you set, to girt out. (Ahem.)

So. what you have to do in this level first
time round is simple: collect keys A and
B open the wall with switch C and go
through exit 1 to level 8.

Hurrah! You've now completed the
maze. and -  as the game is only 13
levels long - it's all downhill from here.



stint-mull ANUS C O M P L E T E  C O N T R O L
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/RP, Egyptian style -  send your guys
through the tekpor t  in the middk  there.

around the pits (the switches do nothing),
and push the secret switch in the alcove at
the end ol the passage Iwith snake and
torch) Now enter the skip. Do not buy the
third item. Exit the passage.

When you reach the sign 'Read the
heiroglyphics', light all the decorated walls
by walking around them. Eventually the
keys you require will appear. All lour keys
must be collected in order to open the next
series of rooms.

At 'Send me your champion', operate
the three swatches and send your best
fighter through the door Leave all his
items behind ('Travel light') and walk him
over to the switch. He will teleport beyond
the axe.

Now press the secret switch, ante'
the room and kill the minotaur using the
torch Collect the chest, which contains
two keys - one will let you out. Kill the
other minotaur also using the torch. Put
the two spare keys in the two locks by the
steps. This will create a tereporter back in
the Send me your champion room Now
reunite your characters via the teleporter
and collect the chest in the secret room
beyond the steps. Go down the steps into
level 9.

LEVEL 9
Use the cheeseboard to copy the switch
pattern. Now lead your men in formation -
you'll need to in order to operate the four
switches simultaneously Throw a lit torch
down into the pits to open the next doors
(lightlalls'1, then extinguish both torches
to open the next doors, Throw a fireball
Into the rightmost teleporler to close the pit r ; . . ‘
and open the wall, then go around to 'Fire p i n  IP \
Straight'. Throw a fireball straight over the •
pits - as it tells you - and eventually two
teleporters will appeal. Go into them and g r e n i a n
warp Over the pits.

In the diagram to the right, read sign
X. It will teleport you. Try and read al the
signs you encounter as they can move you
around_ Read them in the following
sequence (tbe > sign indicates you are
going to be teleported): XeY > 2>A> B.
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L E V E L  1 1
T H E  G A T E W A Y

There ar t  steps down into the ground
hidden in the woods here.

Use all the Gateway keys you tl have
collected, going tram room to room until
you get to the final teleporter Once
there. collect the Woodland key and
enter the teleporter. You will reappear in
the Mare (level 7). Open the Woodland
door. but beware of fireballs tram the

minotaur. (You can trick him into
launching a fireball when you're hiding
beheld a tree, which will cause the
fireball explosion to ricochet back in his
lace.) Obviously you cart use fireballs
and spells of your own too. Find the
steps al the end of the wood. which will
take you down into the Cave, level 12.

OPEN
PHOTO
RECEPTOR

DOOR
OPEN
Tr

[  CHEST

L E V E L  1 0
Here is another of those wonderful maps
to make your quest easier As tar as
switches are concerned in this level, your
first task is to pull switch A. Then push
secret switch B. which will open walls C
and D. Open up and go through door D
Stand in corner E This wilt open wars F
and G

Now, solve puzzle H; SWITCH >
TELEPORTER > FIREBALL. This will
open the doors at J. Go in and collect the
:.hest, which contains key K. Use key I<
Io open either locks L or M To open
locks P or 0 collect either key R or S.
Open the door. II you go via P you will
reed 2.5kg weight If, however, you go
via O. you will need three gold cans, but
no more. Kill the two anubises, collect the
keys and exit into level 11.

L E V E L  1  2
T H E  C A V E
Go through this area in darkness to get to
the teleporter at the end. However, it has
to be said, the odds are against you down
here, with countless lireibreathing ghouls
and a herd of minotaurs roaming about. II
you do succeed against the beasts, exit
via the teleporter and reappear on level
13. Untortunatety this was where nearly all
of our boys got picked oil by the lire
breathing ghouls. so only the warrior lived.

It's getting tougher now -  in fact,. only two
of our guys have made it this tart

And by this ste le  there's only one guy k i t !
Now there's just the final teleport to go.

L E V E L  1 3
THE TEMPLE
This is it, you've nearly completed the
quest. There's lust one last Job lett for you
and your men. (Thai is, If you've got any
left!) You've got to find the Overlord, a
shady looking bloke in a cloak, and kill him.

He's dead. eh? Great, now collect his
key. use i1 to get into the temple room,..
and that's re You've done it. It's a bit of an
ant-climax, you have to admit, but then by
this point you've probably got so few men
left, its probably no bad thing anyway... •
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C O M P L E T E  C O N T R O L T H E  L A S T  R E S O R T

°8 FRUSTRAT D ?
Then you need...

TH
It I M M

M E M

LAST
SORT

with Jonathan Davies

Spit out those aspirins! Don't let that game get on top of you! Why kick the
bucket when you could be kicking ass? Let Jonathan Davies show you how...
Games. eh? One minute you're tripping along nicely. showing the
bad guys what for and saving kingdoms left, right and centre, and
the next you're completely thrown by some silly little problem that
you can't for the life of you seem to crack. But rather than heave
the whole lot out of the window and take up brass rubbing. why
not write to me? As one of the profession's most celebrated
games gurus (not!), it's my sincere hope that I'll be able help you
out, either by simply 'knowing' the answer, or by eliciting it from
our notoriously knowledgeable readership.

FA N TA S Y  W O R L D
D I Z Z Y

n  'Where's the key to the lift controller
m  that lakes you to the dragon with the
egg? How do you get over the spikes in
the guarded hallway? What do you do with
the rusty old pickaxe, the clump of leaves
and the piece of rope? And are you
supposed to do anything with the empty
bottle atter drinking the whisky?'
Stephen Prior, Spalding

A  Cnkey Well, I think the key you want
i n  is  in the church. Cover the spikes
with the rug The pickaxe is for getting
through the rocks in the mine and the rope
is for tackling the alligator. Oh, and forget
about the leaves arid the bottle, I should.

LuCr R - T Y P E

O
0.

Q-P lease  could you tell me the cheat
m node?.
James Sampson, Weybridge

A A l l  right. Type in your name as
'SUMITA: for infinite kves.

4
O P E R AT I O N  STEALTH

GQ'I've been stuck for months. I've
finished swimming and have bought

a bracelet from the man on the beach
Now I can't do anything, I've tried walking
through the hotel. and talking to the
receptionist amd cleaning lady
Stephen McCeflerly, Vienna, Austria

A  I t 's  not really all that tricky. Press the
F a  lilt button and go up to the second
teior, Then lake the stairs to the third floor.
turn right and go through the last door.
THEN it gels difficult.

CRUISE F O R  A  C O R P S E

A  'I 've interviewed Tom. Suzanne,
m  Julio and Father Fab. I've got the key
to the roll-lop desk and the diamond
necklace, the receipt, the thank-you note
and the bishop's letter, Now what?"
Sam Jones, Bovingdon

A  Have you opened the necklace? And
m  have you checked out Suzanne's
cabin? Don't forget that it's a good idea to
talk to everyone about everything. (Plus,
there's the complete solution in AP9.)

T H E  S E C R E T  O F
M O N K E Y  I S L A N D

A H o w  Co you beat the
::,Nordinaster?'

M Hammond, Maidenhead

A  You'll need plenty of experience, so
M  test get Captain Smirk to train you
and then pick a few fights with any
...vandenng pirates.

n  t h e  given the monkey three
m  bananas but he still wont follow me -
Mark Shipman, Leyton

A  Er.  the thing is. you see. you've got
m  to  give him all live.

LOOSE E N D S

Even Spanacus knew when he was beat.
so I'll hang up my poncho and leave you to
cast your eye over the following list of
stranded readers_ ft you think you can
help, please wrile n.

n  *I'm in the part of EYE OF THE
m  BEHOLDER after you've collected
the four wind horns and blown them in
front of the wind coming from the entrance
of the temple. The plaque reads 'Faith is
the key' and there are tour levers in a
square room. each of which opens a door
I can I work out the correct combination.'
Rob

al& c a n ' t  get past World 1 Level 4 of
‘ I r  LEANDER When I get into the cave,
I can get the silver bow but I can't gel out `
D McCrory, Slealord

f r i  I n  MAGICLAND DIZZY, how do you
N i  kill the rat down the well, how do you
get the sword out of the rock how do you
wake Dozy. where do you find Daisy and
Grandizzy and how do you get the jewel
from behind the beast?'
Mettle Whittle, Dunmore East, Eire

A  'On INDIANA JONES AND THEQ
CRUSADE, we keep getting

killed at the start of the first trial. Are we

supposed to kneel and it so, how')
Dave and Deb, Barrow-in-Furness

A  'And I'm stuck in the tunnels under
l i g  the library. There's a door in front of
me and a row of skulls on a bench before
me. I've discovered theta I push the skulls
down five times the door will open slightly.
but then closes again.'
K McKay, Tamworth

`How do you get past your reflection
at the end of Level 12 in PRINCE OF

PERSIA?'
Jonathan Inns, Wirral

A  'How do you gel out 01 the museum
m  in  THE SIMPSONS? Alter you ve
lumped over the flower pots and spikes
there's something on tne floor. but I don't
know what to do next '
Craig Lowe, Beccles

n  'How do you build a colony on
m  another planet in MILLENNIUM 2 21
I know SIOS ships are something to do
with it, but I can't build one because the
moon doesn't contain copper. The
instructions are Wet to say the lease'
MA Knoblett, Bedford

Q ' I  can't find the the trader on either
world in ELVIRA THE ARCADE

GAME. Please put me out of my misery
David Rowell, Palgnton

n  ' In  POLICE QUEST III, I've found
m  the cocaine in the locker and told the
captain, and got to the Bain's house, but
can't work out what to do next -
James Milner-Walker, Pelersfield

And that's as much as we've got room
for Remember the address - The Last
Resort. AMIGA POWER, 30 Monmouth
Street, Balh BA1 2BWO.



AMIGA REPAIRS
JUST £44.95 inc.

*  Commodore registered
*  Over 10 years experience with Commodore computer
*  20 qualified technician engineers at your disposal
*  We will undertake to repair your Amiga 500 computer for just 044.95 including

parts, labour. VAT and post & packing
* Some computers can be repaired within 24 hours of hooking 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 (C25 extra if these units are

unrepairable and require complete replacements)
*  All repairs covered by a 90 day warranty

Upgrade your Amiga from 512K to 1Mb of memory for just £25.00
SPECIAL EXCLUSIVE OFFER:

If you submit your computer to ourselves for repair, enclosing this
advert along with just an additional £25, we will supply and fit a

A m e  a n s i o n  at no extra

VISA

How to take advantage of this exceptional offer: simply send or hand
deliver your machine to the workshop address detailed right. enclosing
payment and this advert, and vsy will du the rest. (Important. please
enclude a daytime telephone number and lault description.)

If you require 24 hour courier to your door, please add LS else your
computer will be sent back by contract parcx1 post.

WTS ELECTRONICS LTD
STUDIO MASTER HOUSE

CHAUL END LANE
LUTON, BEDS, LU4 SEZ

Telephone (0582) 491949 - (4 lines)
NTS o r b s  io tritinc m a  bane. that in our tsitinnst ac tansprtval wIt h. to an d e n t  ha-ant at

frawonahl.

,CIAD@LiN, 5000
L\ 1 _roralIDPS 88VI  @ M O M

gd'L 'ARC) © I
PLUS

• Cartoon Classics • Lemmings • Captain Planet •
•  Bart Simpson •  Paint III - with animation • Workbench 2 •

PLUS
• Hollywood Collection • Robocop • Batman - The Movie •

• Indiana Jones • F19 Stealth Fighter • Wicked 30 Game Pack •

•  Another 50 great games •  Microswitch Fighter joystick
• Dust Cover •  Mousemat

ALL THIS COULD BE YOURS - JUST CALL
4140 0  0 Se

ENTER As MANY TIMES As You LIKE. IF You DON'T RING You CAN'T WIN
So call now to win this fantastic prize

• permission before you call
okoase *vie to the above.
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There's little excuse for this
really. It's really got nothing to
do with Amigas. But - hey!
-  it's summer. It's too hot
to work in the office.
It's too hot to play
Amiga games.
So we all went
to the beach
instead, and
it made
us happy.

j l i s t  for two pages. forget about the
Amiga lor a second and think
about a few other things you really

should be doing this summer It 's true.
Ihereve been a lot of great games
released this summer, with more to com
but you can't sit indoors with your
computer aN the time Why not. instead,
go out and do some of the things covered
on these pages" Remember, though,
these are only our ideas. we're sure you
can come up with lots of better ones
yourself Just have yourself some fun,
lhats the main thing

S O N  O F
T H E  B E A C H

U S E  T H E
W A T E R !

cr
j  I n  summer the only sports worth
2 mentioning are watersports.
< M a k e  yourself a promise -  this year

you II try a watersporl you've never
© d o n e  before (even if ti's only learning lo

swim) You won-I regret it...

I N V E S T
I N  A
H A N D H E L D !
You don't really want to be
playing games on your Amiga
when it's sunny outside.
No. you want to be out there yourself -  but
if you can keep playing games. well, so
much the better. With that in mind. we
.ocirrimend you get your hands on the nee
'st thing to your Amiga -  a handhold

There are three of these nifty little
portable video game consoles to chose
from - Nintendo Game Boy, Sega Game
Gear and Atari Lynx -  al prices from £70 to
£100. and games from £20 They all have
their fans -  many of us here prefer the
Game Boy for ors small size. but this is our
Amanda, and she's a dyed-in-the-wool
Game Gear fan n i c e r  to hold and it's in
colour,- she says We  don't care if you
agree with her or not, but she's having tun
here, and that's what counts



sub-games. bonuses, liberal spashes of
humour and all sorts of ciever stuff
abound, making this a game which bears
more repeated playing than you might
imagine. as long as you can stand the ail-
Out assault on your senses.

Another seminal Williams coin-op to
get the '90s treatment is Defender The
new version of that one -  again produced
by Midway - is known as Strikeforce, and
it takes the basic defend•the•humanoids
gameplay and really goes to town with it,
slapping in all the power-ups, horrible
aliens and dramatic backdrops you could
wish for and turning what was already a
frenetic and hideously challenging game
into something truly awesome Worth a
few plays. for sure

A bit too much for you/ Well, how
about something with a shgritty more
leisurely pace/ Star Wars, for example/
Step right this way. sir

You see. Narnco's Starbade plays in
almost exactly the same way as the old
vector-graphics movie game. with the
machine thong you around and you merely
moving your gunsight to blast squadrons
of enemy spaceCraft Actually. thinking
about it, under al the flash that really only
makes it an Operation Wolf derivative. but
don't worry about that -  this is a game you
really ought to see. Coming in a cockpit-
shaped cabinet with a huge curved

G O  T O
THE F A I R !
Do you rea l ly  n e e d  u s  to  tell
you h o w  m u c h  fun  g o i n g  t o
the fair  c a n  b e ?
No. of course you don t -  and giant
permanent sights like Blackpool
Pleasure Beach or Alton Towers are
even better than travelling fairs Get a
few pals together and make a day of it
- we did (this ride is on the end of the
pier at Weston Super Mare) and il was
truly excellent..

•heteeel (I think I m going to be ill!)
(Niel while you're sitting melt to me
',mire not!) Pass the sick bag! lItc )

B E S T  O F  T H E  S U M M E R  C O I N - O P S !
There's only way to play video games when it's hot. and that's down the arcade. With that in mind,
we sent Stuart Campbell off to check out the best of the summer coin-ops...

11
Vetoert tither the
beer/talks m ids
Slartriade cabinet are
wobbling it around so
fast it's tricky getting a
clear picture (tut there
aren't any hrdraulicr in
Multitude -  Pd.) or our
photographer got so
excited watching Mark
▶e forgot to focus, or
this is an 'arty' shot
designed to show the
slicer excitement of the
arcade - whatever the
truth might be, the bey
Mark's having fun here,
and that's what counts.

termarsalle. Meekest gets
his Owes In World Grand
Mu, a elle-0am r
hydrate motorbike
game. titre's a tunny story
about Matthew end a
motorbike actually (and
this is ova). once when he
was riding a big bike in
France he came across an
articulated lorry which
soddenly zoomed out in
front of him, blocking the
road Me braked, of
course, the wheels
skidded (maybe there
was oil on the road or
something) and he went
risk/ under the back of
the truck and out the
other side. True

Here we are among the coin•ops Things
are getting bigger, brighter. flashier, faster,
but when you really take a look at what's
been happening with pay-as-you-play
video games as has been too often the
case over the last few years, the answer's
nothing new

But that doesn't mean there's not
some top entertainment to be had though.
because many of the games that are being
rehashed and brought up-to-date al the
moment lust happen to be some of the all-
time classics. and at the top of the heap
for us has to be Midway's Total Carnage
The sequel to Smash TV (which was in
itself, of course, the sequel to the
magnificent Roborran 2084). Total
Carnage is a game so astoundingly
bloodthirsty and violent that it manages
the not-unimpressive task of making its
predecessor look like a quiet night out with
your grandmother

Utterly over-the-top genocide is the
order of the day here. with the main
distinction between this and Smash TV
being the fact that Total Carnage scrolls
around Mercs-style. rather than being
restncted to single screens at a time. This
is also, as far as I can remember, the first
arcade game ever to include level codes
to save you from having to play the same
areas over and over again -  a highly
commendable innovation Secret rooms.

. . .you m i g h t  just  b e  l u c k y  e n o u g h  to  f ind a n
arcade tha t  f e a t u r e s  th is  l i tt le b e a u t y.
If you think Speedball Ills fast and furious in two player mode,
lust try your hand at air hockey -  the simplest yet the best
indoor Iwo player action game around. Every arcade should
have one. (Indeed. we'd probably go so far as to argue that
every home should too_)

screen, Starbtade boasts lust about the
most impressive coin-op graphics we've
ever seen -  enormous 31) filled vectors
depicting alien cities. huge canyons. deep
space sectors bristling with gigantic enemy
cruisers and lots, lots more. The
soundtrack is neat too, with crystal-clear
speech telling you what to attack now and
what s coming up next -  listen to it, it's not
lust window-dressing To  be honest, the
garneplay's a little on the simplistic side
after a bit, but i1 you don't get a rush out of
this one you must be dead

And that's about it, really, as far as
video coon-op kcIts go I f  you're
completely osijicolly sad. you can always
throw your money down the slots of The
Uncanny X-Men (the latest identical-to-all-
the-other-ones-since• Teenage-Miran:-
Nino. Turftes four-player beat-'em-up from
Konami) or the still-amazingly-popular
Sfreerfighter 21 now in a special 'Hampton
Edition'. whatever that means), but if you'd
rather NOT see the arcade game industry
nosedive Into another five-year decline of
rewriting the same two games over arid
over again (one tedious beat-'em•up and
one dull scrolling shoot•'em•up with big
monsters). then don't chuck any money
into those machines. It's simple

And tha t ' s  it — a p re t ty  fair
representa t ion  o f  h o w  w e ' r e
p lann ing  to  s p e n d  (and,  indeed ,
have  b e e n  s p e n d i n g )  o u r
s u m m e r.  R e m e m b e r .  i t 's  not  ho t
all y e a r  round ,  s o  m a k e  the
m o s t  of  it.
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NOW WITH A MASS
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JUST LOOK AT THE UNMATCHED RANGE OF FEATURES
•  S A V E  T H E  E N T I R E  P R O G R A M  I N  M E M O RY  T O  D ISK
Special  c o m p a c t i n g  techn iques  e n a b l e  up to  3  programs to  fit  o n
one disk.  N o w  saves  d i rect ly  to  disk a s  A m i g a  Dos  • re loads
independent ly  of the  car t r idge  • e v e n  t ransfer  to hard  drive! W o r k s
with  up to  2  H a g s  of  R a m  - even  1 M e g  Chip M e m  ( F a t t e r  Agnus) .

SUPER POWERFUL T R A I N E R  M O D E  •
now w i t h  DEEP t ra iner.  E v e n  b e t t e r  than before  • a l l o w s

you to g e n e r a t e  more  or  even inf in i te  l ives ,  fuel ,  a m m o .
Per fect as a Tr a i n e r  Mode  to  get  you pas t  tha t  '  impossible '  leve l .

Easy to  use.
•  I M P R O V E D  SPRITE  E D I TO R
The full  Spr i te  Edi tor  a l lows  you to  v iew/modi fy  t h e  w h o l e  spr i te  set
including any  " a t t a c h e d -  spr i tes .  P L U S  A R A N G E  OF I M P R O V E D
FEATURES.
•  V I R U S  D E T E C T I O N
Comprehensive  virus d e t e c t i o n  and  r e m o v a l  fea tures  to  p ro tec t  your
sof tware  inves tment .  W o r k s  w i t h  al l  p resent ly  k n o w n  viruses.

4 i t i l k , B U R S T  NIBBLER.
Now this  super  disk cop ie r  program is buil t  in to  Ac t ion
Replay M k  I I I .  J u s t  imag ine  a  super fast ,  e f f ic ient  d i s k

copier  program a t  t h e  press of  a k e y  • no more  wa i t ing .
•  S A V E  P I C T U R E S  A N D  M U S I C  TO D ISK

ctures  and  sound samples  c a n  be  saved  to  disk.  F i l e s  are  s a v e d
in 1FF format  su i tab le  for  use w i t h  al l  t h e  ma jor  graphic  a n d

ges. S a m p l e s  a r e  d isp layed as  s c r e e n  w a v e f o r m .
SC M O D E S  SELECTABLE •

c 1  M oving ugly borders  w h e n  using N T S C
my w i t h  n e w e r  Agnus chipsl .

l ion to  your o w n  pace .  E a s i l y
speed. I d e a l  to  help you through

I C O M M
opy, e tc .

rogra

l a w  t
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isk,

E j 2 4 H r s ]

I
•  P O W E R F U L  P I C T U R E  E D I TO R
N o w  you c a n  man ipu la te  a n d  search  for  screens  throughout
memory.  O v e r  SO c o m m a n d s  to  ed i t  the  p ic tu re  p lus  unique on
screen  s ta tus  "overlay" s h o w s  al l  t h e  in format ion  you could  ever
need  to w o r k  on  screens .  N o  o ther  product  c o m e s  c lose  to  offering
such dynamic  s c r e e n  handl ing of  f rozen programs!!
J O Y S T I C K  H A N D L E R  • O

a l lows t h e  user  to s e l e c t  J o y s t i c k  ins tead  of Keypresses  •
very useful  for  m a n y  keyboard  programs.

•  M U S I C  S O U N D  TRACKER
With  Sound Tr a c k e r  you c a n  f ind t h e  c o m p l e t e  music  in  programs ,
demos,e tc .  a n d  save  t h e m  to  disk.  S a v e s  in fo rmat  su i tab le  for
most t r a c k  p layer  programs.  W o r k s  w i t h  loads of  programs!!
•  A U T O F I R E  M A N A G E R  ' - . . . „ .
From t h e  Act ion  Replay  I I I  p r e f e r e n c e  sc reen  you c a n  n o w  se t  up
autof i re  f r o m  0  to 1 0 0 % .  J u s t  i m a g i n e  cont inuous f i re  p o w e r ?
Joyst ick  1 a n d  2  a re  se t  s e p a r a t e l y  for  tha t  e x t r a  advan tage !
0  IMPROVED RAM E X PA N S I O N  S U P P O R T.

N o w  m a n y  m o r e  e x t e r n a l  R a m  Expansions  wi l l  w o r k  wi th
all A c t i o n  Replay  I I I  c o m m a n d s .

•  D O S  C O M M A N D S
N o w  you h a v e  a se lec t ion  of  DOS c o m m a n d s  ava i lab le  a t  a l l  t imes •
DIR, F O R M AT,  C O P Y.  DEVICE.  e tc .

FILE R E Q U E S TO R  •

1 0  • DISiKf

you e n t e r  a  c o m m a n d  w i t h o u t  a  f i l ename,  t h e n  a  f i le
requestor  is d isplayed.

Disk Copy a t  t h e  press  of  a  bu t ton  • f as te r  than  Dos Copy.  N o  need
to load Wo r k b e n c h  • ava i l ab le  at  a l l  t imes .
•  B O O T  SELECTOR
Either  DFO or  DF1 c a n  b e  s e l e c t e d  a s  the  boot  dr ive  w h e n  working
wi th  A m i g a  Dos  disks.  V e r y  useful  to  be  a b l e  to  boot f r o m  your
ex terna l  dr ive.

PLUS I M P R O V E D  DEBUGGER C O M M A N D S  -
including M e m  Wa t c h  Points  and  Tr a c e .

•  D I S K C O D E R
With the  n e w  "Diskcoder"  opt ion  you c a n  n o w  ' tag y o u r  disks

nique coder tha t  wi l l  p revent  t h e  disk f rom being loaded  by
'Tagged"  d isks  wi l l  only  re load w h e n  you e n t e r  the

ul for  secur i ty.
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L . . . . „  MORE FEATURES INCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING...
•  Ful l  M68000 Assembler/Disassembler •  Ful l  screen editor •  Load;Save block
•  'Write String to memory •  Jump to specific address •  Show Ram as text
•  Show frozen picture •  P lay  resident sample •  Show and edit all CPU registers and flag
•  Calculator •  H e l p  command •  Fu l l  search feature •  Unique Custom Chip Editor allows
you to see and modify all chip registers - even write only registers! •  Notepad
•  Disk handling • show actual track, Disk Sync. pattern etc. •  Dynamic Breakpoint handling
•  Show memory as HEX, ASCII, Assembler, Decimal •  Copper Assemble Disassemble - now
with suffix names

E 2 5 6 K  OPERATING SYSTEM
WHOLE NEW RANGE OF
FEATURES

Of  P O  E R  111. E E  I L I T Y
EVEN BETTER!! -1-4141[1--l=

C a g r ' s s
A M I G A  40%.5CbCO/SCOCO-i-
FOR 1500/2000 VERSION £69.99

AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE
EXPANSION PORT OF YOUR AMIGA AND GIVES YOU THE

POWER TO FREEZE MOST ANY PROGRAM
d o i l i k o  SET M A P -a l lows you t o  Load,'Save,Edit a  K e y m a p .

•  P R E F E R E N C E S
I l l i t i t : o n  Rep lay  I l l  n o w  has sc reen  co lour  p r e fe r ences  w i t h  m e n u  setup.  C u s t o m i s e  your  sc reens

to suit your  tas te .  V e r y  s imple  to  use .

1 : 1 1 , I M P R O V E D  P R I N T E R  S U P P O R T  -including compressed /sma l l  c h a r a c t e r  c o m m a n d .
•  D I S K  M O N I T O R

Invaluable  d isk m o n i t o r  - d isplays disk in format ion  in easy  to  unders tand  format .  F u l l  modi fy /save
options.

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

REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S
"FROZEN" STATE WITH ALL MEMORY AND REGISTERS INTACT
- INVALUABLE FOR DE-BUGGING OR JUST THE INQUISITIVE!

WARNING 1 9 8 8  COPYRIGHT ACT WARNING
D E W  E.e.  .  x i i s c b a .

- -  -  F L O C  Damao*
W W o n  [pi . ,  p m f r a m  a  s e t a r e  y e w s  p w - . 3 4 4 . - -  los n ‘0 .8  bozWpit  baS W s ^  c 4 r d y  r w i n

1 4  . 4 0 4  In 0 . 3 0 . 4 4  F M '  ta, p u r  g m ,  wee • 0  OOPONPI.P4i .ni l l  r t e '  . (  r r  c 4 . 0
i m r . h e s s .  t o g r y . q i 4  v . / n o v . 1 P o  m e s a /

a<<<<<



14

to
Oi

a

O

c

IF
I'D K N O W N

THEN. . .

J E F F  M I N T E R .  eh? Legendary
programmer, fierce supporter of the shareware
concept, and outspoken software individualist, he's
produced more Williams coin-op influenced blasters
than any sane man ought to, brought sheep and
similar 'nice. big. furry, good-natured beasts' to the
Amiga in more acceptable ways than Peter
Molyneux could dream of, and come up with some
of the most bizarre game control systems of all
time. We thought it was high time this software
legend spoke to AMIGA POWER about what he's
been doing all these years...

S U P E R  G R I D R U N N E R
The Amiga version of Super . .  r  rs esse•r  a  ST one, but with a few modifications
so people didn't think I'd been conipietely lazy and just ported it across The play area's a bit bigger - I
thought lb better use the bottom 56 fines of the Amiga screen - and I did the spnles with the butter I
always feel really guilty il t don't think I'm giving good value for money. which is why I bothered with
the modifications The only thing the game doesn't have which it really should is sampled sound.
but at the time I didn't have a program written to do that.

Of course. Super Godnomer is based on the anginal Vic 2O and C64 game from 1982. which
was intended to be like a harder version of the even earlier Centipede. I wanted to get rid of all
the cuteness and lust make it tough. but al the same time I was keen to try out an unusual control
method. One thing this did was make it possible to have things like the detachable nose cone
which you couldn't do if you were using a joystick normally - there just arena enough controls.

Something that isn't in Super Gndrunner but which I now put in all my games. and would like
to have had in this one. is an 'assist' mode That's when the computer lakes over as an intelligent
second player - as in Llarnatron and Revenge - which gives it a tunny sort of half demo/hall game
quality. It allows you to get into what can be quite intimidating looking games by holding your hand, if
you like - then. mice your confidence is up. you can just switch it off

Just about everybody was playing Liamatron last year, and I think the idea has rubbed 011 on a few
people too - certainly The Bitmap Brothers are talking about having something which sounds very similar in
The Chaos Engine. which I'm very happy about

T R I P - A -
T R O N
This wasn I actually a game but
a tight synthesiser, so I'm not
sure d it should be in here or
riot (Oh, go on then - Ed.) I
didn't actually do the Amiga
version of it myself - it was a
guy called Andy Fowler, and I
think he did an okay lob. The
reason I didn't do it myself was
mainly because I lust didn't have
the time. That's all there is to say
really, but at least it proves I don't just
write shoot= em-ups!

L L A M A T R O N
This ones my ultimate homage to Miens - and
Eugene Jarvis, the creator of Defender and
Robotron, in particular. I haven't met him, but
apparently a copy of Llamatron got sent out to
Williams in the States and they've been playing
it, I don't know if Eugene Jarvis saw a copy_
but I'd love it rt he could give some of his
opinions on my game

That's all there is to say about this one
really. I lust wanted to lake the idea of Robotron
and do something with rt. Why llamas/ Well. I've
been into them for years now. They're such nice,
big. furry. good natured beasts, with nice big laces.
Don't you like them"

P H O T O N  S T O R M
Like nearly all my recent stuff. this one was dev&oped on the ST first, but oddly enough it was the
game's publishers. Arc, (Alan's own software label - Ed.) who got me to write an Amiga version
A tort of irony there

As fans of old coin-ops will know. the game is loosely based on William's Srnistar
machine Actually. it'd be more accurate to say it was 'influenced by the arcade machine.
because there's nothing about it that's exactly the same. What I wanted to do was a multi-
directionally scrolling game with a mouse control - the sort of control the game needed
couldn't really be done using a normal joystick. It you remember Sinistar, it had a special
greater•than•eight-way-moving joystick. and the mouse was really the nearest I could get to

When people complain about the controls on Some of my games. I think it's often
because they're just too lazy to learn something new They're used to simply moving the joystick
left and right. and it can be hard to persuade people to give something else a proper try With me
it's the opposite - many of my favourite games are ones that force me to master something new
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Again done for Arc, and it's not too hard to see where the influence for the game came from! What was

nice about it was a allowed me to do decent versions of Defender and Stargare. two of my favourite
games, for the Amiga.

That said though, because this was developed for the ST first there are a few things about the
Amiga version which are less than ideal The minimalist graphic style is there because the first thing
a Defender game has to be is fast and smooth, and the ST couldn't cope with moving much more
around the screen and remaining so -  for the Amiga version we could probably have put some more
complicated graphics in The other thing I'd do to this one now is make it a bit easier -  as il stands

its too hard for many people to see the later levels
Actually, having said that about the graphics, I think these are pretty good -  the space ships are

small, sure, but they've got a tot of detail on them. They're certainly better than the sort of thing I can do
-  d you're doing a serious Commercial release these days you really need a good artist, though I can still

get away with my stuff on the shareware games I  wouldn't mind working with some of the Psygnosis graphic
artists, or the guy who did Protect X. (For Team 17 - Ed.) I really liked the subtle parallax shading on that one.

R E V E N G E  O F  T H E
M U T A N T  C A M E L S
It was about the end of '83 when I did the original version. and the
new 16-bits ones were done more or less as a response to popular
pressure People tend to write to me asking when there'll be a 16.bit
version of this or that game. arid Mutant Camels was one of the ones
they asked for most. People also seem to like Sheep In Space a lot
too, so its possible I might update that one at some point.

With the new Mutant Camels it took me about three months to
do the ST version and another month on top of that to get the Amiga
one as I want it The biggest difference was with the Amiga scrolling -
otherwise ifs much the same game

T H E  F U T U R E
!nip! a  !e....• •nole shoot-'emups from me' That's not to say they won't all be quite

different from each other though -  as I said. I like games which have an unusual control system
much takes a bit of lime to learn. I think you get more fun out of the game that way, and it's

certainly more satisfying to really master it I  may also bring a few more of my most popular
old games to the Amiga as shareware.

As far as commercial stuff is concerned, I'm doing a new sort of Super Liamatron lob
for another big computer company -  I guess they're the enemy as far as you're concerned.
(f think he means he's doing something for Arc to appear on the ST - Ed.) It's a great
game actually -  you control lour guns around the edge of the screen, and you use them to
shoot at a puck in the middle to make it move about The puck kilts things as it his them.

The problem with me doing what I call commercial games for 'real' software houses is
that I feel guilty at the idea of charging more money than I think one of my game's is really

worth, and as I think nearly all commerical games are really over-pnced. trial causes
problems The other thing is that I hate games that feel like they've been designed by

committee, arid that tends to happen all too often — I like to see an individual behind them,
People like Andrew Braybrook. Geoff Crammond. Tony Crowther, Archer Maclean — they're all top

guys, and produce the sort of games I like to play. And I also like Eugene Jarvis games. but you
might have guessed Mat by now
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I f  you think the Amiga
is more than just  a games
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If y o u r  in terest  i n  t h e  A m i g a  goes  b e y o n d  p lay ing
games, y o u  o u g h t  t o  t a k e  a  look  a t  t h e  latest  issue
of the  world's t o p -selling Amiga  magazine.

Get the low-down on the death of  the A500 and read the
full review of the new Amiga 600

Find out what happened when we took the A570 CD-ROM
drive for a test drive.
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Discover h o w  a  Li-leap sampler or  scanner could b e  your
way in to the Amiga's amazing world of graphics and music.
Explore the complete CanDOI program, worth E100, and
see how it can help you become a multimedia master.

And while you're there. i f  you still haven't had your fill o f
games you can read the full review of Monkey Island 2, see
if you agree with our top ten of the classic games of all time
and discover some amazing facts about football...

A M I G A  F O R M A T  I S S U E  3 6  -  I T ' S  W A I T I N G  F O R  Y O U  A T  T H E  N E W S A G E N T  N O W !
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AMIGA POWER

GAME
REVIEWS

C O N T I N U E D

Games-wise, this has been a most
spectacular month so far, and it's not
over yet. Join us for the also-rans...

MILLE
MIGLIA
P u b l i s h e r :  S i m u l m o n d c
P r i c e :  5.225.99
A u t h o r s :  Gaetano
Da'bon', Mar io Savoia and
others
R e l e a s e :  Out now

One glance al the rather nice 1930s•style
box artwork will tell you that this IS
anything but your standard roiling road
driving game Despite using the basics of
a game style that's seen service in
everything hom Out Rorie Lotus 210 this
month's Jaguar XJ220, it's not an arcade
game, not really. Instead, it would seem to
be aimed at the more (ahem) mature
individual who enjoys magazines like
Classic 8 Sportscar and probably keeps a

UG

I I  '  . 0 . i .11

P u b l i s h e r :  Play Byte
P r i c e :  £25.99
A u t h o r s :  Thomas
Klinger & Bjorn Roy
(programming), Rudolf
Stember (music)
R e l e a s e :  July

Dumber than dumb isn't
necessarily such a bad thing -
take Ugh! for example. The
concepts incredibly simple,
and not a little old fashioned -
its the sort of game which
probably could've been
conceived over a good strong
cup of tea, then knocked out
using AMOS in a week or two -
and yet it's got a certain
something.

Look, can I just get straight
to the point? I love games
which have simultaneous two-
player options. I'd much rather
play a computer game with, or
against, someone else than sit
around with only the Amiga for
company. And while Ugh'
makes Asteroids look like a
NASA mission simulation in
terms of complexity, it's got
cute appeal, play-and-learn
controls (there's plenty of
inertia and gravity here - the
things which made the coin-op
Joust such a masterpiece), and
a simultaneous two-player
mode going for it.

The cute appeal mainly
comes from a Flintstones-
esque prehistoric man
scenario. based around that
age-old profession - the taxi
service. Added problems with
floods and various unfriendly

dinosaur types complicate things a tad
-  to the point where it all reaches
Pythonesque proportions of silliness,
in fact - but the basic game is very
simple indeed.

So how exactly does it work?
Well, each player (it is possible to play
solo, but that's not really what it's all
about) controls a little crate with a
rotor blade mounted on top. The
mission Is simple - cavemen (and
cave-babes and cave-OAPS. come to
that) will walk out one of a number of
on-screen caves, hail a taxi (you) with
a speech bubble, and tell you a
destination. The player must then
swoop down and land flaking care to
miss the passenger!) nearby, he or
shell then climb aboard, and it's off to
the required cave. Each cave has a
handy little number posted on a sign
outside. so there's no guesswork
about where anyone wants to go.
Complete several taxi runs, and It's
onto a more complicated screen.

That's not quite it though. While
all this tail palaver is going on there's
a grub meter slowly but surely
decreasing al the bottom of the
screen. If this gets to zero it's a life
lost, but the problem is easily
remedied by picking up a rock,
dropping It onto a palm tree. and
collecting the fruit it then desposits.
(Logical, huh?) Later screens offer
more complex cave layouts. the

Tam work, prehistoric,
mite. As our hero flies
around, the water krvel
I M O '  to rise in the
usaW of Ugh! The small
thing bobbing around in
dee water u /WNW*, a
atom passenger who's
reddens/Oh been
knocked overt

introduction of various dinosaurs (the
breathing of some Is enough to buffet
your crate!) and the added danger of a
rising water level. (It is possible to fly
the taxis underwater. but, being light,
they pop to the surface very quickly).

This stuff is all lust so much
fancy dressing. however - the root of
the game Iles in the inertia-overload
control system, as it does in games
like Thrust Asteroids et al. Gravity
constantly conspires against the
airborne taxis, any over compensation
with the joystick easily sending your
fragile crate hurtling into a nearby
rock. It's this that makes the game.

Good fun then, but if you suspect
it of being rather slight, well, you're
right There's lust not enough variation
from level to level to keep the interest
up for any great length of time, and I
doubt the-Hy-around-collecting-
passengers concept is really the sort
of thing classic games are made of.
Fun, then, but a little too lightweight
for the price.
•  MARK RAMSHAW

T H E  B O T T O M  L I N E
A laugh and a half, Ugh! otters
excellent (one or) Iwo-player tun, for
a while at least. Not the
sort of thing you'll still be
playing next year, though 9I N

•—•
P . "

Old car lovers will be hi their 'Wilmot, but
for the rest of us M i g O i a  just stems
slow, stilted, and very, very foreign

wire•wheeled MGB in the garage for
summer weekend use only. The people
who buy this won't care that it's tar slower
lhan nearly any comparable driving game
(which it is) or that it lacks such niceties as
varied road traffic. great scenery variation
and so on (which is doesi, but will worry
instead about Is historical authenticity,
sense of atmosphere and technical
accuracy. So let's lake a look at those
areas, shall we?

Erm• this is gang to be pretty tacky,
actually. Despite the tact that I do quite
like my old cars. I can't in all honesty tell
you whether an 'Alta Romeo RL Super
Sport' ever really existed or not, and
certainty not whether it was any faster than
an'OM 665 -Superba- 2000'. Equally, I
don't know t drivers like 'Tam Nuvolari•
were really around either, which puts me
in a bit of a quantity. Let's lust assume
that it's all true - in which case the game
scores heavily for historical accuracy -
and move onto the rest of il. shall we?

Unfortunately that means mentioning
a few of the games problems, and it has
some. Not. let me hasten to add. that I'm
going to have a go at Mille Miglia for its
lack 01 speed thrills ithe manual states that
'the sensation you II experience will not be
ot pure speed alone'. and ifs not wrong) -
I think it's fine to have a slow sort of
driving game. as long as you substitute the
lack of speed with something else. And
this. as tar as I can tell, is something it
doesn't do - as it is, you gel the feeling
that the game's alright. but very hard to
get excited about. There are also
problems with its logic. Let me explain:

The real Mille Miglia. you see. was a
1000 mile road race. taking place in
stages around Italy (Mille Miglia means
1000 miles"). so the game is split into
stages (some are Italian country roads,
some snow-covered mountain paths and
so on with a nice digitised picture of the
correct Italian city to reward you as you
pull into it. Before you set on you're given
a choice of spare items to take with you,
and these are apparently all•important -
there was no back up to Speak Of in the
Mille Miglia. no pit crews to change tyres.
and if you couldn't repair whatever
damage you might do to the car yourself,
chances are you were out ot the race.

This being the case. the game
punctuates the driving action at annoyingly
regular intervals with a Trouble Screen',
which tells you what's gone wrong with the
car and how much time you've lost fixing
it Its a reasonable idea in theory. but
once I started playing t soon became
incredibly annoying. Every 40 seconds or
so the race would freeze, the game would
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19load the message that I d lammed the
wheel and that II 'd take around 15 minutes
to tix, then put me back into the action
where I'd lee oft - all for no apparent
reason at all. Drive oft the road, Ihroug,
house and two trees then back onto ihi'
road again and sometimes the game
wouldn't mind at all - but pootle along
perfectly safely in the middle ol the road
lot a while and, uh oh. it's buckled wheel
lime again.

Urn, so what's the conclusion? Well,
if you like fast driving games don I apply
If you like adult race strategy type things
tread warily -  I don't fully trust the slats
and logic in it. It, however, you're an
Amiga owning '30s car fan with a very low
frustration threshold, this could be the
game for you Yes• both of you
•  MATT BIELBY

T H E  B O T T O M  L I N E
Slow, old fashioned driving game
dressed up in historical authenticity.
Great for fans of slow old
cars, of dubious worth tor
the rest of us.

DISCOVERY
P u b l i s h e r :  I m p r e s s i o n s
P r i c e :  k : 29 .99
A u t h o r :  D a v i d  L e s t e r  &  c o
R e l e a s e :  O u t  n o w

Discovery if you're into old tailing slops
you'll be Into this. for the rest of us,
however, it's hard to keep the interest up.

What is it with all these 'maritime.
expioration games. I wondered as I
unfolded yet another battered•looking
chart of the high seas, and why do I have
to review them all? Then I remembered:
this year's the 500th anniversary of
Columbus's discovery 04 America, and
everybody hales me

So. what better way to celebrate the
discovery of the New World than by. er.
discovering the New World? (Or one of
live alternative worlds thoughtfully
provided for when the first one gels too
overrun with hamburger restaurants and
rap artists' ) This is done by sending ships
out into the unknown and waiting for them
to encounter land Their crews then
disembark and start building settlements.
Of course. you're not alone out there -
lour other powers are vying for the same
goal. and conflicts 'both sea and land-
based) are inevitable.

This could all have been horribly
boring. but I.SurPnsingly) it isn't The
graphics are a brig help. While not exactly
breathtaking, they're extensively animated
and I particularly liked the 'ship sailing —0

Kith  a name like that he just has to be a star, doesn't he?
Publisher: Loriciel
P r i c e :  E 2 5 . 9 9
Authors: Digital Concept
R e l e a s e :  O u t  n o w

I s  I m  Power. eh? Sounds like
some kind al new super-hero,
doesn't It, or maybe a super-

. cient games reviewer. You know,
type who could possibly host the
pages (move over Jonathan). or

maybe the letters... (Now wait a min
i r  Ed.) Then again, it would be just my
wick it he turned out only to be a lousy

old game hero instead...
And that's exactly what he turns

out to be - though less of the lousy
surprisingly enough. While It's true
that Lorlciel haven't always fared too
well in these pages of late (who could
forget the so-so Baby Jo. the average
Builderland, the frankly hopeless
Breve McQueen and the rest). Jim
Power looks to be a bit of a turning
point. While by no means a classic, it
is one of those games that proves
more or less impossible to dislike, and
one that bodes well for the future -
especially when the future would
seem to contain products as exciting
as Entity (see the speical preview in
our new Things To Come section
this month).

But back to Jim Power. The gist
ol the game is to go from tell to right
(the screen scrolling right to left, you
know the drill) through a series of
platform sections, shoot-'erreup
sections, and end-of-level guardian
sections (each successive one with an
Increased amount of shooting in ill,
killing everything in sight. Looking
rather like Turrfcan, but playing more
like Rolling Thunder, it puts the player
in charge of a cool little dude with a
baseball cap and mealy looking gun,
who (for the shoot-'em-up sections)
can don a rocket pack and take to the
skies. He's also got a limited number
of smart bombs - which is just as well,
because there're 250 screens of game

to battle through.
The first thing which you notice

about Jim Power is how everything •
moves so wonderfully smoothly, in a
multi-layer parallax kind of way. Each
level comes complete with
thoughtfully designed level layouts
and traps, giant end-of-level guardians
to send a shiver up the old spine, and
a generally professional feel, It's not.
however, a perfect game, and here are
some reasons why:
1) The control method takes tar too
long to learn. It's almost impossible to
move and shoot at the same time, and
for the first 10 minutes I loend myself
losing life after life because of ( M i d -
jump control Is also pretty minimal,
but for some reason, it doesn't Irritate
too much,) A few hundred lives info
the game you may find the control
becomes a close, intimate friend, but
it'll take some getting used to...
2) It's dull (at best) sonically, True.

One of the neat things
about Jiro Power is the
way it combines scrolling
platform levels with
shoot•'ern•up levels and
end.of-level guardians.
Here we see Jim using his
power in level one. In
addition to various
knights, there're also
these dogs to be laced,
and several thousand
spikes. Shooting at that
helmet-like object
hanging In the alt wit
yield some extra energy
and points.

things aren't entirely unpleasant (the
spot F X and samples work better than,
the music), but we're pretty much in
McDonald's territory (ie they're no
great shakes) here.
3) Okay, the visuals. Apart from the
pretty crappy first level, the major dr
with Jim Power is the iffy colour
palette used to such average effect.
It's a shame, when you've got all lh
nicely drawn graphics and smooth
parallax scrolling, that the loreground
colours look like the monitor's just
been kicked in the RGBs. The problem
is worsened by the fact that the sprites
are also composed of the same blend
of black, green, white and red. (It's a
colour scheme Jim, but not as we
know It...)

Still, good game design m
than makes up for these lapses of
presentation. This is one game that
definitely has that 'just one more go'
factor, largely due to the fact that
every life lost is entirely down to
playing incompetence - there's rid
-unfair death syndrome' on view here.

Jim Power, then. is one of those
toasted marshmallow sort of
experiences. It's kind of sweet. rather
tasty and mildly addictive, and while
won't change the state of your
lastebuds forever, you'll have a
pleasant warm feeling Inside for a
good while afterwards.
•  MARK RAMSNAW.

T H E  B O T T O M  L I N E
No ground breaker, but a smooth
and Silky (if slightly gaudy) platform
shoot-'em-up effort - what it lacks
in originality it more than makes up
for in evidence ol sheer
&tort and good design.
Not al all bad.
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over the horizon effect The other major
plus is that the game plays itself until you
intervene. SO its not constantly hanging
around waiting for trivial input from you.
(This is the same approach Dreadnoughts
used last month, and the only sensible
way to go about things it you ask me.)

The problem is the user interface
isn't up to much The cursor moves around
all jerkily. and the menu system leers
disjointed and cumbersome And while the
icons are quite pretty, I had to look them
ail up in the manual to work out what they
did (thus defeating their plated'. It's quite a
nice manual, though. with plenty 01
background info on our man Columbus.

So what's the verdict then? Well.
while Discovery certainly isn't up there
with Powerrnonger or Mega to Mania.
Compared to the Sort 01 thing I usually
have to put up with 4's a breath of fresh
air. A 'sea breeze'
•  JONATHAN DAVIES

T H E  B O T T O M  L I N E
Quite a few numbers knocking
around. but it's playable enough to
Compensate_ Just the job it you're
planning some sort of
Amiga-based Columbus
anniversary celebration. 15=
TOUCHDOWN
P u b l i s h e r :  S t r i k e  F o r c e
D e s i g n
P r i c e :  £ 1 4 . 9 9
A u t h o r :  I n  h o u s e
R e l e a s e :  O u t  n o w

Touchdown, Nice looking graphics, but the
underlying management stuff is fairly
weak. A shame -  for Neil W, anyway.

What'S this/ Another (mail order only
american football coaching sim
swaggering onto the Amiga gndiron/ Last
month's readers will remember my review
01 the essentially identical American
Football Coach. a game that tumbled the
ball in its attempt to reproduce the ups and
downs of the NFL This month's offering is
a slicker, more prolessional package
(complete with sampled speech and
digitised action stills), and -  as there's
surely only room tor one amencan football
management game in this country - looks
likely to eclipse the earlier offering totally.
Or not/

Unfortunately things aren't quite so
cut and dried. In some ways this package
alters more, in others less To be concise
(for some strange reason the rest of the
AP team have yet to be convinced of
american footballs' page worthiness -

Philistines' -  so h a v e  to be briet),
Touchdown otters very Mlle hands-on,
real time decision making. Your praybooks
are severely iimited (14 offensive and 10
defensive plays). So the emphasis iS
strongly placed on pre- and post-game
analysis and backroom coaching.

The chance of each play's success is
calculated with ruthless statistical
efficiency, based on a play's default
likelihood of success Ilarge gain plays are
obviously riskier than short rushes) and
then tailored (before the snap) by the
following criteria: your opponent team's
choice of play. the skill 01 the players in
your team that will be directly involved
in the play (you get marks out of a
hundred here - yes() and
(correspondingly), the skills of your
opponent's relevant opposite numbers.

So, deciding which plays to base
your offensive and defensive strategies on
is best done before kick off. Train up your
players as best you can. compare your
team's strengths and weaknesses with the
scouting report from your opponent's
camp and see which plays place your
strongest jocks against their weediest. It's
as easy as that. Obviously you'll have to
break up the plays throughout the game.
but you'll already know which ones you're
going to rely on

The results of all this planning and
tactical play calling is displayed
immediately (if a receiver catches a ball or
a running play IS successful then the gain
in yardage pleasingly clicks up, pinball
style) with the aid of pretty but ultimately
superficial (after your first game you'll
ignore them) digitised stills. Every now and
then a sampled voice shouts
Touchdown". but then it's heads down for
the next play.

That's not quite all though. Between
matches there are other coaching
decisions to be made too - including
scouting for new team talent As seasons
come and go. players grow old and
college rookies come up for grabs You
can painstakingly tweak and tailor lot
completely replace!) your team as you see
fit by introducing this new blood, though an
easier way to victory is simply lo elect to
coach one of the better NFL teams to start
off with. (This is a neat way the game gels
around the problem of difficulty tuning
actually. The potential Ion different
difficulties al game is sort of built in.)

So is the game any good? Well, yes
-  it is in a inconsequential kind of way.
There's nothing here to get really excited
aboul. but because the presentation is so
slick, it's both easy and fun to play What it
isn't is the definitive amencan lootball
coaching sim - looks like we're still waiting
for that, and (sad 10 say) I think it'll be a
fairly long wail too
•  NEIL WEST

T H E  B O T T O M  L I N E
Slick presentation keeps up the pace
of a technically sound. if uninspired,
coaching sim. All the basic features
you expect are here, but gridiron
fans deserve more hands-
on action and a little more
to excite the imagination.
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WINTER
SUPERSPORTS
92
P u b l i s h e r :  F la i r
P r i c e :  £ 2 5 . 9 9
A u t h o r :  C h r i s  R o b s o n  &
Peter  J o h n s o n  ( c o d i n g ) ,
K e v i n  P r e s t o n  &  P a u l
D r u m m o n d  ( v i sua l s ) ,  Ph i l l i p
N i x o n  ( v i s u a l s  &  m u s i c )
R e l e a s e :  O u t  n o w

The bele jumping scalers tmatrewewfa are
believable, bat Ws all van ears to Oa.

This IS a collection of simulated spoiling
events set in a chilly clime and very much

in the mould of the Epyx 'Games senes. it
any of you remember that. There's
Downhill Skiing. Bale Jumping, Boosted,
Giant Slalom, Speed Skating, Pro Ski
Challenge and Skidoo Racing to try your
hand al. but it you think that makes eight
different events in total (and I can see how
you would) you'd be wrong. In fact there
are only four

How so/ Well, the Bale Jumping and
Speed Skating differ only because the
former has a single row of hay bales to
lump on its circular course. while the
Bobsled and Luge are pretty much one
and the same too. save for the modes of
transport used to hurtle down the runs.
There s more that these four events share
too - they're all built as polygon block
constructions And it's to good effect too.
though it must be said that in each case
the racing action isn't racy enough

As for the remaining events. these
are presented in a more 'traditional
manner - that's to say, slantes and bitmap
backdrops are used. That doesn't make
the games any more individual, however.
The three skiing events - reminiscent of
the one seen in Epyx's Winter Games in
many ways - are basically variations on
the same thing. a selection of different
courses where the player must dodge
flags. leaving the Skidoo as the lone
individual of the bunch, a real drop out

EUROPEA
In a packed field of quality football
P u b l i s h e r :  D o m a r k
P r i c e :  £ 2 4 . 9 9
A u t h o r :  Te q u e
R e l e a s e :  O u t  n o w

0  )the seven different footy
games clamouring for your
support this summer.

Domark's Euro Football Champ is the
chirpy, rather silly Garza of the
bunch. A comedy releree. diving
headers. back heels and over-the-
head bicycle kicks give a good
indication of the game's roots - a
high-speed, ever-so-sightly tongue in
Cheek Tailo coin-op. Domark haven't
released a comedy single to
accompany their entrance into the
Amiga's very own summer soccer
play-offs (yet), but with the standard
and number of computerised

Converted from the arcades, the Amiga
plays surprising like the original.

contestants at an all-time high,
they might just find they need one
to gel noticed.

A quick glance at the
screenshots will tell you the
game's layout: a horizontal-
smiler with big sprites. Thanks
to Kick Ott, most people reckon a
vertically scrolling pitch is the
most reliable way to present a
good fooly game these days, but
there's no proof a horizontal one
can't work, and Domark are
determined to prove the point,

One of their tactics Is to
make sure they include all three
gameplay options of the coin-op
two players can play head to head
(the best way to do it -  taking on
a buddy at any game is always good
for a laugh). on the same side (a
complicated affair in which all
intentions of cooperative teamwork
get thrown out in pursuit of individual
goalmouth heroics), or. more simply.
one guy can take on the Amiga_

Whichever mode you play. the
action is at least fairly last and
furious. The coin-op version featured
some pretty heavy-duty graphic
scaling as the game 'camera' zoomed
in and out of the action, highlighting
special moments like tree kicks and

games, you've got to be a
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tram the Super Sprrnt,Supercars school of
racing. with its every-which-way scrolling
track, if ever I saw one.

As is often the case with these
things. playing wintry events on your tod is
not much tun, so it's nice to see that a
maximum of six players can take part in a
competition, with up to two of them on-
screen simultaneously. (In the absence of
a chum. the computer controls the second
player and seems to take great delight in
thrashing your pants off - a bore, if ever
there was one I

That's all there is to say really. The
music's quite lolly and actually manages to
come across as lele-aurat. while the use
of sound is adequate. if a little
inappropriate al times. The presentation's
no big deal either, but it's better than
nothing -  preceding each event there's
some big scrolly transparent lellenng that
moves across a snowscape (that's not
bad) and a digitised animated sequence,
usually involving a camera - though I can't
help feeling the designers and
programmers should have spent the effort
providing more interactive placability
instead. As I said. the multi-player element
is Winter Supersports 92s saving grace.
Otherwise. there s nothing much
worth broadcasting.

Stet if you do decide to pursue
Winter Supersporrs 92. here's a lip to

improve the atmosphere: lake the lump of
polystyrene used to fill out the packaging
break it up into little pieces and voila' You'
own snow.
•  GARY PENN

T H E  B O T T O M  L I N E
A high price to pay for what boils
down to tour different events. None
of them are particularly involving or
compelling, but there's fun
to be had when more than
one player is Involved.

CHAMPIONSHIP
MANAGER
P u b l i s h e r :  D o m a r k
P r i c e :  £ 2 4 . 9 9
A u t h o r s :  P a u l  &  O l i v e r
C o l l y e r
R e l e a s e :  O u t  n o w

i t  you like football, you'll love this."
promises the back of the box, Okay, well
let's say for the sake of argument that I've
been a fanatical Bristol Rovers supporter
for as long as I can remember. and was
only prevented from pursuing a career in

The bale lumping skater's movements are
believable, but it's all very easy to play.

'7•7 rip
' r

.tr,11: I J

..r'e sport by an unfortunate skateboarding
ccident at the age of seven. I still can't

see what I'm supposed to be getting
excited about For me, the joy of football
has always been found out there on the
field, not in the huge quantities of statistics
that are generated as a by-product.

All the same. I have (sort oil enjoyed
football management games in the past,
and it's inevitable that. whatever I write in
this review, a certain percentage of the
population will consider this to be the
answer to all their dreams. It's certainly got
more options, more leagues. more lists of
numbers and more evidence of a
concerted effort to 'get it right' than any
management game I've played in ages

It's unfortunate, then. that Domark
have committed the fundamental error of
overlooking the only reason most people
ever bother loading up these things elan

there aren't any match highlights! What
are they playing at' What's a football
management game it it hasn't got little
,tick people running around scoring the
same goal over and over again? The only
real concessions to the 20th Century we
have here are those two digitised
footballers you might be able to make out
in the background. Make no mistake -
we're looking at something marginally
more attractive than the announcement
boards at Victoria station

Not only that. there's a ridiculous
amount of disk accessing and general
hanging around to be endured too. during
which you're lucky to be placated by a tiny
*Please wait' message in the corner of the
screen You're often lett wondering
whether the computer has pemaps found
something more interesting to do.

You can write me all the letters of
complaint you like. but this is by far the
most ied-ous game I've played this year
•  JONATHAN DA VIES

T H E  B O T T O M  L I N E
All the ingredients of a classic footy
management game and in many
ways that s exacly what it 3
is. That said i t  bored me to
tears all the same.

FOOTBALL C
1 PM' 1spit.

r

The fat old ref m i t  to

e p   pace with the of  hra rwahe ace - l b *

bit special to stand out. But is this?
kick-offs. As was the case with
Pithghter, the Amiga's interpretation of
these graphical gymnastics leaves a
lot to be desired, but at least it tries. II
can't help but be an odd sensation,
however, when the couple of hugely
overgrown sprites who take the kick
off suddenly lurch Into the middle
distance as the 'camera retreats to
normal game mode, while the illusion
of reality is further shaken by the
generally jerky and over exaggerated
animation of the players,

Ah, yes. The players. Each guy

has two controllable moves at his
disposal - while he's got the ball, a
player (indicated by a big sign over his
head) can lap the fire button once to
strike the ball along the ground, or
twice to hoist it up and under - there's
no atter touch, so the ball will
inevitably end up about ten yards away
in the direction you were facing when
you hoofed il. Similarly, the same one
or two tap trick is used when you
haven't got possession - a single tap
executes a bona fide legal attempt to
tackle. while two of them sends you

HAMP
Into Vinnie Jones mode, punching or
kicking at your opponent_ This illegal
sluff can gel you sent off. but as the
comedy ref actually spends most of
the time rolling around on the ground
(he's tat and falls over a lot - it's really
hysterical for the first three seconds}
there's a good chance you could get
away with it. (That said. I still managed
to get live of my men sent off in my
very first match...)

II you think this all adds up to a
simple, but possibly quite lun, sort ol
game then you're probably right. This
is simple, and stays that way. There
are trick shots, but they're executed
automatically (your player just
happens to be at the right place in
relation to the ball at the right lime).
while fancy stuff like the zooming in
arid out of close-up serves no useful
purpose. a comic referee can't remain
funny forever, and there's very little
scope for developing an individual
style of play. Add to this the fact that
there s no fancy shot targeting. no
leagues, no skill levels, no
substitutions, no extra lime, no set-
piece construction, no goalkeeping
duties to perform (except chosing to
dive left or right it facing a penalty), no
player analysis and no sign of any
championship to win, and you gel a
game that goes on but never seems to
get anywhere. (It hardly seems
sporting at this point to mention that

two of the nine learns you get to chose
between - Brazil and Argentina -
weren't part of Europe last lime I
looked.)

Here's the weird part, however.
Having said all that. Euro Football
Champ still isn't a gameplay disaster.
In two-player mode it can be a lot ol
fun and Domark have managed to
make player-switching and passing
almost instinctive - you only tend to
notice these features if they're bad,
and I can't say I've spent any time
worrying about them at all. The real
problem is that there are so many
better titles around at the moment.
Everyone goes on about Sensible
Soccer, but my personal advice is to
check out Striker - now there's a footy
game that realty kicks.
•  NEIL WEST

T H E  B O T T O M  L I N E
A no-frills (though slightly off-beat)
bog standard booty game that s up
against some pretty classy
opposition. Forget the coin-op -
there was little chance ol recreating
the fancy graphics here - so instead
Domark have concentrated on
keeping what gameplay there is up
to scratch. A nice try. then 6 4

se-  let's lace it - unlikely to
win the cup.
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TOYOTA
CELICA GT
RALLY
P u b l i s h e r :  G B H
P r i c e :  £ 7 . 9 9
R e l e a s e :  O u t  n o w

They say 'You shouldn't judge a book by
its cover - But then again, they also
carnally allege that "You never get a
second chance to make a test
impression " I must admit to never being
quite sure who to behave, but after playing

If you've ever complained about the price of
games - and we think that's probably most of
you - take a look at these instead. Nearly
everything ends up at under £10 sooner or later,
including some rather lab stuff like this...

Interesting 'through-the-window' new adds
realest, to Toyota, but tn the recent 'Car
Wars this game's been rather left behind.

Toyota Cubed GT Raiiy, I think I ll use
Head and Shoulders for life (Eh" Ed 1

I mean, take the title Toyota Cehca
GT Ratty II hardly has the same '000mph

as something like Hard Drivirf or ClutRun,
does rt? Which is uncanny, because
Toyota Celica GT Rally is a kind of cross
between those two games. and as such
has little of the aforementioned -oomph'
in the gameplay department either.

To get a proper idea of what I mean,
either a) look at the screenshot. Or bi
imagine the in-car view and kind of 3D
effect of Hard Onvin' (with optional gears
and all that pavlova). then add the jerky
spnles which increase in size as they
come towards you of an OutRun-style
game Gremlin may be undisputed
masters of the driving game at the
moment, but this dates from the period
when they were lust starting to gel their
act together. and as such may disappoint

THE BITMAP BROTHERS VOLUME 1
P u b l i s h e r :  R e n e g a d e
P r i c e :  £ 2 5 . 9 9
R e l e a s e :  O u t  n o w

I t  5 been a long lay-off for
Renegade, as they retreated t
their wounds after the less-Ilya

cstatic critical reaction to Magic
ockets (in AMIGA POWER and one or

wo other of the less sheep-like
gazines, at any rate), not that it's

ul them off - even as they prepare for
busy summer with The Chaos

Engine, Sensible Soccer and Fire And
Ice, they're planning to mop up a few

ore paying customers with a couple
I compilations of back-catalogue
ilmap Brothers games.

First up, and covering almost the
mire published lifespan of the ever-
*ending programming team, The
itmap Brothers Volume I features
ertically-scrolling shoot-'em-up

Xenon. Knight Lorestyle arcade
dventure Cadaver, and totally violent
uture sport sim Speedball 2in what's
I nothing else a varied collection.

It's a varied collection in more
ays than one, though. The quality of

he games here swings wildly from the._ _  _.... ,  . .

Cadaver. Not the big a y  Mimeo
games hare been, bat twurarding wed

SpottlIsoil t  Pre-Seesible Soccer, the best
twwthlamer Amiga gaunt ever. tabalaes.

sublime ( Speedball 2) to the ridiculous
(Xenon), with the quite good Cadaver
somewhere in the middle, Speedball 2
has been Number Three in our All-
Time Top 100 for Iwo years running,
and comes perilously close to
justifying the price of this compilation
by itself. (If you couldn't buy it from
numerous discount outfits for about
seven quid these days, it'd do lust
that.) In our very first issue we called it
'a subtle blend of extreme violence
and really extreme violence', but that's
only hall the secret of what makes this
such a great game. The other half

Xenote Great looking at the time (tarty '
but realty very so-so with hindsight.

comes Prom the instinctive control and
the potential depth (le it's there it you
want to explore it. but you can zap
straight through just for quick thrills if
you like), but mostly from the plain
and simple enormous playability. And
just as a bonus, the graphics and
sound are excellent too.

Cadaver Is an extremely pretty
game, but an over-complicated control
system and some heavy disk
accessing drags it down a bit. Still,
there's a lot of life in it, a fact indicated
by the number of letters we still gel for
The Last Resort about It, and it's
pretty rewarding sluff if you stick at it.
Not bad at all, and if you look at it as
an eight-and-a-bit-quid budget title, it's
a fair enough deal.

Xenon, unfortunately tor a
compilation with only three games in
It, is the traditional turkey. Inexplicably
popular on lirst release (il was prettier
than other shoo)-'em-ups at the lime,
but not really any better to play), this
now comes across as a dull, tediously
difficult, unexciting-looking and
unpleasant-to-control blaster that
you'll stick with for about as long as It
look you to read this review. I m bored
with Xenon now. Can we lust pretend
it didn't happen or something?
•  STUART CAMPBELL

T H E  B O T T O M  L I N E
Mixed bag, lair value il you don't
have Speedball 2 or Cadaver, but
the price-to-number-of-games ratio
Is far loo high considering
the age of the contents.
Think about it carefully.

`OP

those buyers hoping for a 07.99 version of
the great Lotus ll

The other point of comparison is, of
course, Test Drive, which featured a
similar combination of 3D and sprites,
though in Test Drive you weren't driving a
Toyota, you weren't racing around a load
of tracks, and the computer didn't shriek

'Right'. 'Hard left' and 'Hard right"
every time you needed to turn lett. nght
and so on Test Drive also didn't give you
the choice to enter the world rally
championship. nor did it including different
weather conditions. both of which weigh
things heavily in Toyota's favour.

In short, this is still the best rally
game, if only because there aren't many
others. and tans are bound to be quite
keen on il. Me/ I thought the graphics a bit
naff, the car handled badly and, all in all, I
found it a rather boring and unmoving
experience But then, what did you expect
from a game that claims to have been
written by Fungus the Bogeyman/
•  RICH PELLEY

T H E  B O T T O M  L I N E
An average sort of driving game
which, all things considered, is a
little too boring for comfort.
Rally fans only hve this and
Lombard to choose from

RAINBOW
ISLANDS
P u b l i s h e r  T h e  Hit  S q u a d
P r i c e  £ 7 . 9 9
R e l e a s e  O u t  n o w
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What can you say about The lest  Amiga
Some Of All Time? c o l o u r f u l ?  It's cute?
Or how about just 'lluy it'?

you know wrier. you gel up in the middle
of the night. go downstairs to the kitchen.
and make yourseff a huge snack loops, I
lust typed 'snake' there, bit of a Freudian
slip. I think) with loads Of cheese and
pasta and chocolate and toast and stuff,
then when you gel up in the morning you
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find a load of oddly-coloured sticky mess
all over the table and tomato ketchup in
the sugar bowl and you can't remember
for a minute how it all got there? Well
Rainbow Islands is a bit like that. (Er,
what -  Ed.)

You go for a quick game. you plai,
away quite happily for 10 minutes or sr,:
and you get up only to find that irs 45
years later and you're married with three
children (Er -  Ed.) Ifs a bit like being
sent to jail for life atter murdering
someone, only more fun. (Nurse) - Ed
you imagine life as being like a movie.
Rainbow Islands is the but in JFK where
they show the Zapruder film of Kennedy's
assassination over and over again, plus
the bit in Misery where Kathy Bates
smasheS James Caan's ankles with a
hammer, plus the bit in 1984 where
Richard O'Brien rips out John Hurts tooth
with his bare hands. plus the bit in
RoboCop where RoboCop looks straight
into the camera and says 'Slay out of
trouble', p'us the be in Star Trek II where
Spock dies tragically of radiation
poisoning. plus the bit in The Shining
where Jack Nicholson hacks through the
door with the axe, plus the whole of An
American Werewolf In London, plus the bit
in Airplane where the tower says 'They're
on instruments up there, all rolled into
one. Finishing Rainbow Islands is like
scoring the winning goal in a cup final,
only more exclusive.

Rainbow Islands is the game
keyboards were built for (only the truly sad
play it with joysticks), and the only game
that makes Super NES owners wish they
had an Amiga. It's beyond criticism. It's the
game that separates the true lover of
video-game entertainment as a concept.
and a part of a complete and fulfilling fife.
from the pathetic no-hope transpotter
loser too terminally screwed-up and
repressed to enjoy anything with primary
colours in it. If you don't like this game, I
hope you die horribly Of something painlul
before your breathing pollutes the air of
the planet for another single second. Your
sort makes me sick
•  STUART CAMPBELL

T H E  B O T T O M  L I N E
II this game was a tree, It'd be a 250-
foot Canadian Giant Redwood.
Which, if you haven't got it yet. is
exactly what you deserve to be hit
around the head with. Don't
be an idiot all your life, go
out and buy this now!

• • •

MANCHESTER
UNITED
P u b l i s h e r  G B H  G o l d
P r i c e :  £ 9  9 9
R e l e a s e :  O u t  n o w

Anyone not sick of football yel? Well. for
the lour of you, here's a budget re'release
of the predecessor to our old favourite
!pre-Sensible Soccer. that is) Amiga footy
game, Manchester United Europe

P u b l i s h e r :  Si lmari ls
D a z e  Marke t ing)

P r i c e :  £ 1 9 . 9 9
R e l e a s e :  O u t  N o w

H e r e  we have a curious
collection of wares from
maison de software Silmarlls.

Fantasypak comprises the French
publisher's three finest hours to dale,
namely Boston Bomb Club, Colorado
and Crystals Of Arborea.

Boston Bomb Club's the best of
the bunch. This one's a peculiar
puzzler which reminds me of Rainbow
Arts' Logical, only BBC has a olde
world flavour and scantily-clad. top-
heavy dolly birds. And bombs, of
course. The idea Is to guide these
explosive devices. deposited from a
dispenser, around tables of grooved
tiles to the target areas.

The tables are presented as
oddly-titled levels ('Baby's War'?) and
feature gates to open and close.
rotating grooves, dissolving tiles,
trampolines, and the occasional bonus
point tile to collect. Each table Is also
home to some strange characters
hanging around the edges. One old
boy fiddles with the tiles, while
another blocks your vision of the
bombs* route with a newspaper. On a
later level, a baby crawls across the
table and causes havoc. It's all a little
odd. but there are enough playable
benefits on offer to make the Boston
Bomb Club well worth joining.

The olde worlde theme continues
with Colorado, in which you play a
strapping western trapper. I'm not
going to bother relating Colorado's
dreary storyline or even the tiresome
task in hand. but suffice it to say. the
arcade adventure action has a beat-
ern-up bent and Is slow-paced,
vacuous and boring.

And stupid. Should you stray loo
far from the path and fall to the water

FANTASYPAK

!Boston Bomb Club: only out at lull price
a few months back, and excellent fun

Colorado: the French 'Wil low' Westerns
l e i s  alter everyone else Sot bored...

below, you die Instantly. This is all
very well in the Real World, but does
little for playability. The best bits In
Colorado are a) the indians blowing up
when you hit, stab. shoot or hack them
to death (!), and b) shooting the rapids
and using your oar to bash other
canoeists against the rocks (strangely.
you can hit obstacles without fear of
death). Other than that. though, the
game's largely tun-free. Colorado?
Col-BORE-ado more like_

The third and final part of the
pack is a Role Playing Adventure of
sorts called Crystals Of Arborea. In it
you play Jarel, last prince of blah blah
etcetera and so on. and your quest is
to find the four crystals of Arborea and
put them back from where they came.
Or something.

Crystals Of Arborec close inspection
reveals it to be a close relative of Isharl

With a team of six characterless
chaps by your side lyou get a choice
of Magician, Ranger and Warrior) you
explore an Island by means of two
displays: a bland map and a (much
more impressive) Jarel s-eye-view.
There's no smooth or fluid movement
la la, say, a driving simulation) here -
just a step by step update which is
actually quite believable.

During your travels you meet
characters to fight and can sometimes
acquire items of interest by correctly
answering trivia questions. Sadly,
there's little sonic support (a few bird
noises at best) and interesting events
are few and far between (the fighting
takes place on a silly little grid-work
screen). Crystals 01 Arborea? Crystals
01 Ar-BORE•a more like. And that's yer
lot. Not a great collection.
•  GARY PENN

T H E  B O T T O M  L I N E
Well, it's not my idea of a 'fantasy
pack, that's for sure, but having
said that, 20 quid doesn't seem too
extortionate a price to pay
for a little cracker and two
pieces of pap.

Manchester United" completely left behind
in the wake of a ',Ilion great football
games. Still, at least it's cheap..

Manchester United is a game in much the
same style. mostly arcade-onentated
sideways-on action, with a httle bit of
management simulation thrown in just to
make it interesting. Be the team. be the
manager, be both al the same time, or
switch around and join in at will - this is a
game where you only have to play the bits
you like. So far so geed. but are there
actually any bits you will like?

The conclusive answer to that is
'Well, sort of, ish . As an arcade tootbali
game Manchester United is a bit of a

disaster - no flow at ail, incomprehensible
kicking system. bnlliant goalies that give
you a better-than-even chance of getting a
no-score draw even if you don't touch the
joystick - but it's a reasonably tolerable, if
far from comprehensive. management
game. Having to pick your entire team
indiwdualty before every game is a pain in
the backside. as is the pointlessly
confusing loon system - I've never
understood what was wrong with words
myself - but this way the game is at least
a bit entertaining. as long as you don't
mind only seeing a goal once in every
three games Not realty 10 quid s worth of
entertaining. mind you, but you pays your
money and you takes your choice, I guess
•  STUART CAMPBELL

T H E  B O T T O M  L I N E
Pretty hopeless football game, better
as a management sem but still not
much cop. Five bonus 4 5 1.marks for having Jim
Leighton in H, though.

VIZ
P u b l i s h e r :  Tron ix
P r i c e :  £ 7 . 9 9
R e l e a s e :  O u t  n o w

Viz from out of nowhere this has been
voted Official Toilet Humour Computer
Game Of The British Olympic Team -  Not!

As V,rgin s refreshingly truthful advertising
campaign vaguely hinted at the lime of
first release (-You'll never play a bigger
load of crap in your kW). it may be
assumed that those programming people
at Probe weren't really in the business of
creating an earthshakingly historic
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Amiga product here. I mean, how do you
convert everybody's favourite lav-mag
onto the small screen? According to
Probe, its by doing away with such
frivolities as gameplay and concentrating
on the graphics, humour and (slightly
mutedI bad language instead.

A wise move one may think, but
unfortunately there are a few flaws in the
plan Firstly, the graphics. All your
favourite characters are bowel-shatteringly
accurate to the comic. but once you V8
seen them all on your first go. the interest
level flags a bit

As for the game: this comes al you in
three stages. Firstly, pick a character out
of Johnny Farlpants. Buster Gonad and
Biffa Bacon Then enter an all,out joystick
waggling nice-graphiced but phewthis-
hurts-your-hand sub-game in order to build
up your tokens Then start the race
against the other two characters, avoiding
hazards (else you fall and lose time) and
using tokens to clear your path or avoid
tricky situations, each character boasting a
special feature - it you know the comic
you can probably guess who does what
Then you have to keep this up for five
levels lor you die and start again)
Unbelievably shallow, then, with frustrating
and boring gameplay, not helped by long
disk accesses. It is, however. endearingly
crap and very true to its source

So what's the mark? Well, at this
point I'm going to tread in territory only
dreamt al by other reviewers and (gasp,
swoon') out-Stuart Campbell Stuart
Campbell. who originally gave this 58
percent (al full pnCei on the grounds that rt
was quite funny 10 play. Funny. maybe.
but surely you'd be better off buying a
whole load of the comics instead?
•  RICH PELLEY

T H E  B O T T O M  L I N E
Hooray! for the graphics! Hurrah! for
the jokes! But Boo! Hiss! for the
crappy gameplay. Only 5  .1.7
worth it for novelty value.
even here on budget.

STEG THE
SLUG
P u b l i s h e r :  C o d e  M a s t e r s
P r i c e :  £ 7 . 9 9
R e l e a s e :  O u t  n o w

After a casual fling after one too many
drinks al last year's office do, Steg The
Slug now has to spent his days catching
food to feed the hungry mouths of a

Cute, and decidedly un•sluvlike, Ste ,
looks all set to become Code Masters' next
big game star. lest you watch him._.

number of newly acquired odspring, and
here's where you come in. You are
separated from T'yungunz (as they're
known here - try saying it out loud) by an
vertically inter-connecting series of
passageways and rooms. Maggots appear
with you at the start of each level and by
blowing and trapping them in bubbles you
can send them floating up towards your
nest of T'yungunz al the end

The bubbles are likely to pop on
spikes but via various methods.
introducing the puzzle element of the
game. hopefully when they do, they'll pop
so the maggots land nearer their goal than
where they started, putting them in an
ideal spot to be re'bubbled and then re-
directed upwards

If rt all sounds a little out ol the

ordinary (in fact, Mastertronic's 8-bit One
Man And KS Droid is the only near
comparison I can come up with), this is
perhaps why I i t  so much The Overall
originality (nal to mention the neat
password system) explains Sfegs hook -
you want to get onto the nail level if only
to see what it looks like. The Codies' usual
budgety cartoony graphics fit in welt -
though these are a lot better than most -
whilst once again they've implemented
enough features (Steg can climb walls,
and gam feet and jetpacks from bonuses)
lo keep the interest level high throughout
This is just frustratingly addictive enough
(expect to run out at time or bubble energy
just at the last minute) to keep you coming
back time alter lime

All in all then, a great Codies game -
very simple underneath. but nicely
presented, packed with little surprises, and
with a lovely friendly feel. For good clean
fun though. you can't go wrong - and
expect to see Steg again very soon.
•  RICH PELLEY

T H E  B O T T O M  L I N E
Obvious budget material, but great
stuff all the same. Top fun
for hermaphrodite lovers
everywhere.

GETIT HERE FOR E2.99! ,,:tcehstPerilrliesymobnatrhges.
ARTURA MADSHOW DOGS BATTLESHIPS

TV O F  WAR
I"

. 1 • •  a •  1 . I M ,
.".  •

• •  , • • • •
r I  •  rl

& t u r a  -  the dullest type p l a t t o r n s c r
And Ws already been on a meg cover.

An ex-covergame from a certain rival
magazine that is best left unmentioned
(ZERO. of course), I don't think It
would be too unfair to label Arfora as,
well, a bit of a steaming great pile of an
arcade adventure really. Once again
the problem is speed: your character
trundles along at an appallingly slow
pace which, as it always does, soon
puts any game where all you have to
do is to walk around a large map
shooting things in its place.

Come to think of It, how many of
these walky roundy mappy shooty
games have ever been any good on
the Amiga? Very, very few of them I'd
say - personally I always seem to think
that they seem much more at home
and are tar more successful on the
8-bit machines. II you agree with me
on this one, you'll leave Arturo well,
well alone.
3 0  P e r c e n t

Ii there's one person I wouldn't like to
meet down a dark alleyway in the
middle of the night, it's the author of
Madshow TV. You see, he's mad - at
least it his game Madshow TV is
anything lo go by. Load up the game
and you're introduced to the 'Mad
Show' by a talking plant followed
closely by Miguello the Midget. You.
and up to live equally mad pals. are
then transported into the gameshow,
where you can take part in lour
separate (and far too strange to
explain here) sub-games, the only
physically playable part of what you're
paying for. None of them are worth
more than a couple of plays, but the
remaining presentation is just so weird
and wonderful that it might just be
worth the Cash to see It for yourselves.
5 7  P e r c e n t

Mad TY it's mad and t o t  1Vs in it. And
it's nothing like Smash TV whatsoever.

Mari Warrior, sets dotted in Does Of
Wait Does of BORE mew. like.

After ploughing my way through 11 of
these Prism games recently. it seems
to me that most have very little going
for them, especially considering
what's available on PD for much the
same price. Most ol them originally
came out when the Amiga was new
and programmers inexperienced, so
they tended to be crude versions of
games that were really better suited to
the lesser machines anyway.

Dogs of War Is a classic example
ol this. It is a straight *8,1 Warriors
vertical shoot-'em-up, but with the
quality of every factor from graphics to
sprite handling reduced by around
half. It ends up only fractionally as
enjoyable as fhari, a game which here
in 1992 seems chronically dated
anyway. So see what I mean?
2 7  P e r c e n t

imnielhipg whets there to sin? (reser),
that t h e r m  totality crap.)

Hmmm, well, it's Battleships, innil?
Three quid might seem quite a good
buy for an Amiga game, but surely it's
a little expensive for a pad of paper
and a pencil -  which, face it, us all you
need for a decent game of Battleships,
should you ever feel inclined to
snuggle down into it. Obviously not
the most promising licence ever (my
mad Grandpa claims he invented it),
but (original publishers) Elite tried to
make it vaguely entertaining by adding
digitised speech and actual gun fire.

Of course, this didn't help al all -
the actual gameplay is no more
Interesting than the original paper
version, although games are tar
quicker as here you take multiple
shots at a time. On the Amiga it's a
non-starter though, and no where near
as good as the electronic board game
version either. Avoid.
1 3  P e r c e n t
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MICROBES

Bfi Welcome, once again, to the wonderful world of Public
Domain, Shareware and Licenceware - basically,
games playing on the cheap. Your host, as ever, is The
Man In The Know, Mr Stuart Campbell, and this month
he's got some truly excellent offerings to rave about...

Mitrobitt Bice looking, but s0000 easy.

Several people mentioned this one to me
this month before I saw it. so I was fairly
looking forward to what sounded like a
lively and zap-crazed Tempest derivative.
But yet again. in what's becoming a
horribly familiar scenario (I know. Can't
you think of a different way to start a PD
game review for a change? - Ed ).
shattered dreams were the order of the
day. It all starts promisingly, and for the
first few minutes you think -Yeah. corking
stuff?' as you whrzz around the rim rata
circle blazing away heroically at the
pulsating horde of tiny amoeba-like
Daddies throbbing their way out al you

Sadly. an hour and a half later when
you're on level 53 with all your lives still
intact and the difficulty level not

signiticanIty higher than it was at the start.
you begin to have doubts. I ended up
playing this one-handed while conducting
a telephone conversation and riot even
watching the screen. and I still couldn't get
killed. It's all lushly presented and
professionally done. but this is strictly for
those of you who find Fun School 4 (the 4-
7-year-olds version) too taxing,

VERDICT: Very nicely done, but an
unutterably dull game beneath the
attractive facade. For the terminally
untalented only. *

GALAXIANS
/ . • • • •  I

Ws W i  i t  i t
n  I  i t  14 ) 4

I t  t  t
I t  I

t I  •

GalaiOana classic whitish., pity about the
way everything moves , rather jerkily.

Attentive readers will remember my
savage disappointment last issue when a
clone of lop vintage arcade shoot-'ern-up

Galaga turned out to be a lirt of a non-
working disaster. Imagine tfie thrill, then.
of discovering this in the review pile Well,
sort of.

Despite the title. it is indeed a Galaga
game. and it does indeed work, arid it
does have most al the coin-op features,
but style-wise it's just simply not there.
Character movement leaves a bit to be
desired in the smoothness department
and the sound is particularly flat and drab
That s pretty much all thal s wrong with il.
but then there's so little to the game in the
first place that if you screw up the
character movement and the sound
there's not really a heck of a lot left. ll's not
awful by any means -  some 01 the alien
attack patterns are quite cute and there's a
decent level of difficulty - but the feel for
the original so evident in. say, Smash TV:
The Pip-Off is sadly lacking.

VERDICT: Pleasant enough but
ultimately tame and timid single-screen
zapper that you'll be bored of in an
hour. * *

DRAGON
TILES
( V i r u s  F r e e ,  d i s k  2 4 0 5 )
Shanghai lime again. lolks. This lime.
though, there's a bit of a difference. While
Dragon Toles is the same old Mah Jong-

Dragon Tiles: With Actiyision's Shanghai
' l a b i a ,  this could be a very good bet,

inspired tile-removing game it always was,
this version al it grves you a choice of 15
different starting layouts. which all call tor
slightly different strategic approaches Oh
'yeah. and the designs on the tiles are
qute sweet too. especially the Miner Willy
One. There's no sound, though. And no
cheat mode or move-retract or anything
like that. And, urn, that's it. basically.

While it's the best Amiga PD
Shanghai game so tar, probably, I can see
no reason why a version as good as this
with options shouldn't be in PD very soon.
Still. it you want one now, and haven't got
a dozen already, this is the one to get.

VERDICT: A five quid shareware fee is
probably a bit optimistic, but this Is
about as nice a Shanghai game as
you'll get. A little bare on the options
front, though * * *

griTiatti9IDS DELUXE(Ke

Aarraida Deluxe, Classk whits-on-black graphics (or lack of them), boys of Wert*,
and brilliantly mindkss gankplay - there are still few more playable games-

A r i d  on arid on it goes-..Old
arcade games just don't want
to die, and Asteroids seems

more obstinate than most. To prove
the point, here's another cracking
variant on the game, to go alongside
Amigoids, Cabaret Asteroids and
Lemmingoids.

Making it that little bit different to
most is the tact that this Is. In fact, a
conversion of the little-known Atari
coin-op Asteroids Deluxe, a sequel to
the first Asteroids game, which was
essentially the same thing as its parent
but a lot meaner and with a couple of
extra bits. What's happened here is
that Canadian programmer Ken Kumar
loved the game so much he went out
and bought up a load of spare parts,
used them to build an Asteroids
Deluxe machine In his kitchen, and
then did the closest conversion he
could manage for the Amiga.

Pretty damn close it is too, with
all the features of the arcade monster
(er, rocks, spaceships and funny
hexagon things that chase you all over

the screen when you shoot al them),
arid a few extra ones besides.

Well, about three actually, in that
you can change your number of lives.
the point al which you get extra ones,
and you can fiddle around with the
colour scheme (by way of a series of
sliders which allow for extremely fine
tuning), allowing you to play a game of
Bright Purple Asteroids Floating
Through Pea Soup If you like. It's not
quite as stick as Cabaret Asteroids,
but it's still great stuff - the only flaw
being that there's no keyboard control
option (apparently Ken doesn't know
how to read the Amiga keyboard
properly. so if anyone can explain it to
him he'd love to hear from youi. If you
think you've got the better of those
pesky space-rock blighters, here's
your next challenge.

VERDICT: Excellent conversion of
a classic game, and that's all
there is to it really. More top
entertainment for rock-haters.
* * * *
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G A M E  R E V I E W S

SMASH TV: THE RIP-OFF
( M a r k  G a l l e c h e r )

W e l l .  it
shouldn't lake
you long to

work out what this
ones all about. The
second PO tribute to
that grooviest of
arcade genocidal
blasters, Smash TV:
The Rip-Off is tar and
away the better of the Iwo
(see Smash Toffy, issue 13),
and not only that, it's better in
many ways than Oceans official
conversion, It's taster, slicker, better
to control (the firing mechanism is
particularly inspired - more on that in
a second), and much closer to the
spirit of the original game than the
lacklustre full-price port, and it's one

4iikkre

of the best PD games we've
ever seen, basically,

How the firing
o t Abe 4yr system works is this -

r   y o u  simply fire In one1114- ;A; direction unless you
,..10 ho ld  down the fire

button, which makes
you fire in the direction

of movement until you
let go again, a system that

worked (albeit the other way
round) in Llamatron and works

here too. It really makes you wonder
why the 'real' Smash TV conversion
didn't handle things this way in the
first place.

Thai's it really. This is gloriously
psychopathic action from start to
finish, and with no slow-down no

0 0 1 1 8 5 0 0  2 1 v  0 0 0 0 0 0 0 0

4 4 4

Above and right: Brakkag Orakka! Orakkal Pow! Pow! Pew! Etc. More mindless mega-
death from Stoat,* TV: Tht Rip Off. (Mice' blood splat effects on the ground too.)

s . M i r  IP to "lir

a r  1 0 8 3 9 4 _ 0  C I .  O O O O O O O O
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Boddie Dodd& Budd'? P lum!  M o v e  r k o w l  Slam! Slam! Alain! Etc. This is, perhaps,
the most mitiornbin Smash T v r e l l i e •  w t  art Seen (bet  don't tell Ocean ire said that!)

matter how many dozens of enemy
sprites are knocking around. either.
You don't really need to know any
more than that (well, except for the fact
that it's one meg only), do you')
Thought not.

VERDICT: Absolutely fabulous
blasting romp - if you ever liked
Llama Iron, you'll love this. Three
quid shareware fees have never
been better spent - get yourself a
copy at once.

abovel. and it that little lot for the price of a
stamp sounds hke a bargain to you. you're
not as daft as you lookDATACLAN

GAMES
DISK 2
( D a t a c l a n )

Mier the success of Dataclan Games Drs.
(see laSt issuel. our favourite PD people

of the month (because they do it the way it
should be done - send a blank disk. or two
in this case. and an SAE and they'll send
you the stuff. No £3 50 bcenCeware
here) have come up with a sequel.

What we've got here is a two-disk
package for one meg machines only. and
it features some more excellent titles,
several of which we already put on our
coverdisks, The full listing is Zeus (brilliant
Puzznrcctoce). Drip (all-time PO classic

Well, yes, alright, so Mr Munk doesn't look
like the most amazing thing ever, but rt's
quite good tun to play, honest. And theses
lots of other great s te t  on the disk too,

painter game). Megaball( hugely popular
Atkanoid copy, although I don't like it
myself), Rollerpede (groovy Centipede),
Shoot Out (fabulously mindless blaster),
X-Fire (tricky maze shoot-'ern-up). Wizzy's
Quest immdbendmg platform adventure
puzzler) and Mr Munk (or, none of the

NEXT MONTH: CALVIN AND HOBBES!

VERDICT: Some exceptionally good
games all conveniently bunged onto
two disks for your playing enjoyment. It
would be pointlessly stupid of you to
miss it. * * * * *

ONE MAN
AND HIS DOG
( H i g h l a n d .  d i s k  2 1 )
Good grief, I haven't seen one of these in
a long time. Way back in the days of the
2X81 (sigh). every other type-in program
in a magazine (yes. you used to actually
get programs listed out on the page which
you typed in yourself - no coverdisks in
those days. all you MTV-generation kids)

API

411

A t I
Gel the sheep is the seism tit ahoy - NMI

was a sheepdog simulator Basically, you
controlled a sheepdog. you had a sheep
pen somewhere on the screen, and a load
of sheep flitting around which you had to
herd into the pen by, essenhally, standing
behind them. It was great tun And now
you can do it on your Amiga

VERDICT: You don t often see a blast
from quite this tar back in the past.
Totally ridiculous, but good for a laugh,
especially for kiddies. * *

This month 's  contact  addresses:  KEN KUMAR, PO Box 443, Dartmouth Main, Dartmouth. Nova Scotia. Canada, 82Y 3̀O3: VIRUS FREE, 31 Faringdori Road, Swindon.
Wiltshire. SN1 5AR Tel 0793 512321; 17 BIT, 1st Floor Offices. 28 Market Street. Wakefield. WF1 1DH Tel 0924 366982, DATACLAN, cio 17 Saltford, Allerdene Est. Low Fell,
Gateshead. Tyne & Wear, NE9 68G Isend Iwo blank disks and SAE); HIGHLAND PD 255 Drumossie Avenue. Inverness. IV2 3SX Tel 0463 242431; MARK GALLAGHER. 116
Broomhiil Drive, Glasgow. G11 7AS: and that's yer lot. See you next month
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P O I N T S  O F  V I ElAr
It's back! The incredibly-hard-bit where we try to sum up the month's big games in a couple of words!

WIZKID

•4

IAGUAR X1220
" M U  O M N I
STRIKER E P I C  S E N S I B L E  SO( MONKEY IS 2 HOOK D U N E  T V  BASEBALL ISHAR H O S T I L E  BREED TEMPTRESS ?ISKY WOODS

MATT
BIELBY

Gremlin won't
be qualuni...

• •  • QM' Got n t  into
the book_.!

•  •  •

goring sport, G o o d  but no
okay game w o r l d b e a t e r

• 1  •  •  •  •

Parts greater
than whole

•  •  •

A v o w  bat
WO fan
* * *

MARK
RAMSHAW

o a k  for
Cress Cars 3

* * * mai Better Than k i n d  of
RBI. 4 • I n g h t
• r  •  •  •

0n9inaltre
Z e r o

•  •  •

STUART
CAMPBELL

Atoll a1 a
moon

M o r t a l
played it

baseball -  H a v e n ' t  A  bit as .
crap, rsn't i t !  p l a y e d  n c o m p l i c i t * /

* * *•  •  •

Ion but very
blended

*  •

GARY
PENN

We've seen it N 1  M a r t e l
all before p l a y e d  it p l a y s /  It

•  •  •

Myren.'
played it

Haven
played it

Have n't
played it

Haven I O l d
played el f a s h i o n e d

•  •  •

bsolute
briNiant

One of
millfons

•  •  •

MATTHEW
SQUIRES

An insult to •
steal cat

• • •

I'd rather
strike a  match

•  •  •

Come on!
•  •  •

Kaweset H a v e n ' t
played II p l a y e d  It

Haven't S o r o o l d m r s
played a  m i s s i n g ,

* • *

nyoyabie
Sagnifra. stroll

J E T  I N V A D E R S !
It was how computer games began. Celebrate

i V I O N T H  yevery possible variation on the classic game-style
ou can think of with us, including the results of

our Win A Job With Bullfrog competition from way
back in issue two!

PLUS! TWO PLAYER EXTRAVAGANZA! With the release of Sensible Soccer, what better time to check
out the 20 best Amiga simultaneous two-player games? AND! Vertically scrolling shoot-'em-up buyer's
guide! REVIEWED! Dojo Dan, Ashes Of Empire, Crazy Cars Ill, D-Generation and more! DON'T MISS IT!

N



ULTIMATE PD
D264 • Shark Animation ( I Meg
13278 - Madonna Hanky Panky (P)
D240 • At The Movies (2 Meg)
13279 - More Aemtoons (1Meg) (P)
D280 - Amy V.S Walker Anim

(1 Meg)
O294 - Life Of Brian (P1 (2 disks)
D297 - Anti Lemmin Demo ( 2 Meg)

(2 disks)
D298 - Robocop Animation (I Meg

(P)
0300 - Silents: Ice Demo
D254 - Virtual Wut Id (1 Meg)
0150 - Vi'indsurfer Animation (P)
D3I 5 • M r  Potato Head ( 1 Meg) (P)
D316 - Creature Comforts Demo
1)318 • 3D Pinball Animation (1 Mcg)

(P)
1)001 • Walker 1 (1 Meg)
O002 - Walker 2 ( 1 Meg)
13003 - Walker 3 (1 Meg)
1)004 • Cool Cougar (1 Meg)
13012 - Rebels Megademo
1)014 • Space Ace Demo
13023 - Stealthy 2 Anim (1 Meg)
13028 • Budbrain Mega Demo

(2 disks)
D047 - RAF Megademo ( 2 disks)
D045 - Arse Wipe Advert
13059 - Red Sector Megademo

(2 disks)
13062 - Red Sector Cebit 90
D077 Good Morning Vietnam
D088 • Silents Megademo
D095 • Outsiders Acid Demo
D115 • Vision Mega Demo 4
13127 - Chubby Brown
13134 - Garfield Demo
13147 • Neighbours Slideshow
0148 - Viz Slide-show
D151 - Robocop 2 Slideshow
D153 - Epic Game Demo (I Meg)
DI58 • Operation Vark
O160 - Exodus Real 3D (I Meg)
13163 - Probe Sequence
D164 • Slvcath Amazing Demo Comp
0168 • Horizon Mega Demo
1)169 • Budbrain Mega Demo 2
D176 - Jasper Carrot Demo
1)184 - Dragons Lair 2 Demo
0185 Wrath Of The Demon Demo
1)187 - Batman The Movie Demo
D251 • Decaying Paradise ( I Meg)
D264 - Hardwired (I Meg)
D225 • Phenomena Enigma

(I Meg)
D231 • KGB Mega Demo (2 disks -

I Meg)
D237 - Silents • Global Trash
13240 - Vic Reeves Demo ( 2 disks)
0241 - Ray Of Hope ( 2 disks)
'3247 • DMob It's A Lame Demo
13284 - Odyssey • Alcatraz (5 disks'
13312 • Anarchy - Seeing Is Believing
D325 • Hvnautic Hammer
D327 - Greatest Demos Vol
D330 • Greatest Demos Vol 2
13333 - Greatest Demos Vol 3
D345 • It Came From The Desert

Demo
0346 • H a m  Meets A ST Owner
D347 - Shuttle Cock Animation
D354 - NASA Slideshow
D357 • KGB Mega Demo 2
D359 - Kefrens Guardian Dragon
D370 • Terminator 2 Slide Show
13379 - Navy Seals SlideShow
D388 • Track Ro Vectra

M001 - Seriously Good Music
M002 - Seriously Good Music 2
M003 - Seriously Good Music 3
M011 - DMOB Music 2
M012 - DMOB Music 4 (2 disks)
M014 - Rebel Megablast
M016 - Micromix 2
M022 - Amiga Charts Mix 3
11029 • 13-Mob Music 3
11023 • Titan Trax
M026 • Amiga Charts Mix 5
M029 • 1)-MOB Music 3
M034 - Arnie Swarzenaggar Total

Remix (2 disks)
M035 • Digital Concert 2
M036 • Digital Concert 3
M037 - Digital Concert 4
M038 • Digital Concert S
M039 • Digital Concert 6
M040 • RAF Megantix 1
M042 • Bat Dance Remix
M049 • Ben Elton (xxx)
M057 • DMOB Music I
M081 • Flash 2 (disks)
MI02 - Debbie Gibson's Electric

Youth (2 disks)
Ml 14 • Betty Boo- Doing The Do
MI21 - Band Aid 11 (2 disks)
MI22 - RAF Beat Thiz I
M123 - RAF Brat Thiz 2
MI24 - RAF Beat Thiz 3
M125 • RAF Me m i x  2 (2 disks)
M126 - Amiga Charts Mix 2
M127 • Amiga Charts Mix 6
M134 - Miami Vice Theme (4 disks)
M136- Laurel And Hardy (2 disks)
M141 -  JM Jaffe • Definitive
M143 - CD Player Demo (1 Meg)
M144 - Flash! Queen (2)
M159 - Techotronic Remix
M161 - Crusaders Bacteria
M1$3 - ScooPex Beast Sonix
MI57 - Digital Concert 5 (VI)
M151 - Crusaders: Genesis
M132 - Depeche Mode Mix Disk
M156 - Seal Crazy Remix (1 Meg)
MI85 - I Think Were Alone
M186 - Everybody Dance Now
M187 • Doing The Do (Remix)
MI89 - Amazing Tunes (I Meg) (3 disks)
M190 • Move Any Mountain
M192 - Charly Remix
M193 - What Can You Do For Me?
M194 - Bruno Music Box (2 disks)
M195 - Manic Raves (2 disks)
M199 - Star Trek Theme
M201 - Journey Info Sound
M203 - Looney Tunes
M205 - Vogue CD Player
M206 - Flashing Bytes
M208 - Remember The Time (Remix)
M209 - Enjoy Live
M2I1 -  Rave Around The Clock
M212 - Raver's Delight
M216 • Genesis
M217 - Dirty- Digit Songs
M225 - Phil Collins
M226 - The Wall By Pink Floyd (6 disks)
M229 - Desire Lego Land
M230 - Manic Raves Remix
M234 - 808 State Remix
M241 - The Equiliser
M246 - Music Dream 2
M247 - Four Seasons
M248 - Flash Team Music
M249 • Move Any Mountain
M251 - Roger Ramjet
M253 - Crazy. Looney Tunes
M260 - Old Soul Remix
M265 - Stand By Me
M269 - My Girl
M271 - Simply Red-Stars (2 disks)

Please make cheques and postal orders pasabk to.
Uhentare PD.

The Ultimate PD Mat • Catalogue disk is available
n  f o r  75p or free with orders of 2 disks or

m a r e .

0001 - Sound Tracker
(3 disks)

11012 - Mega Utilities (175 utilities)
(1024 - Sid Cli Utility
0039 - Amibase V3.76
U042 - Front Disk
0043 - Kim Database
U059 - Clip Art
U062 - Ultimate PD Copiers •

Virus Killers Disk
L'069 • Demolisher Utilities
'071 - D-Copy

0073 - Hard Disk Utilities
1'074 - Easy Back Lip And View 80
('075 - Pascal C Compiler
1.'078 • A500 • Utilities (For The

A500 .only)
1'080 • Turbotitle
1'081 S•Movie
U082 • Graphs
L:083 • Drawmap V3.1
0085 • RBase II VS
L.'086 - Text Engine V3
U025 - Sid VI 6
L:091 - Opti Utilities 2
0093 - PCO Pascal
U(394 • M.U.K V2,1
U095 - Zeros-le-us • Boots V4.30
11096 - ST Emulator
U098 • Amibase V3 6.7
11099 • M -CAD
11101 C  Manual V2.00
(1103 • Iconmania
U104 • Messysid 11
11105 • Insanity Tools
U106 • Implode'. V4.0
U107 N -Comm V1.921
11108 - Amiga MCAD
U109 - D Paint Cartoon Brushes
U I I I  - D  Paint Font Disks (4 disks)
U112 - Ham Radio Utilities (5 disks)
UII3 - Programming Disk (2 disks)
U117 - Sound Applications (2 disks)
0119 - Video Applications (2 disks)
U12$ - The Comets Disk
U129 • 0- Paint Clip Art ( 2 disks)
11130 - Video Graphics (4 disks)
11132 - Genealogy ( I Meg)
U066 • C•Light (1 Meg)
U135 • New Super Killers
U138 • Electrocad V1.4 Demo
11139 - Spectra Paint V3.0
U140 • Language Timor
U145. Database Master 2.0
U146 - Dynamite Brush Fonts
U147. Textplus Word Processor
U149 - Med V.3.10
U151 - Dice V2.06A
U152 - Pagesetter Clip Art ( 8 disks)
U154 - Night Flyers Utilities IV
U156 - Vector ball Editor (1 Meg)
U157 - Antivirus V3.14
U158 - Kids Paint
U159 - Text Engine
U160 - Windows Bench
U161 • PDS Utilities Nol Printing Utilities
U163 - NComme VI. 921
U164 - Work Bench 2. Work Station
L1165 - Video Screens
U167 • Cursor Basic Compiler
11168 •  JRComm V1.02
U171 • Super C. Commands
1.1172 - P. Suite 111.4
U173 T h e  Ripper Guide
U174 - Jam Ripper VI .7 Jam Cracker VI
U175 - Beams Potter Clip Art
U177 - Thief Sound Ripper V3.0
U178 - Faulty Towers Samples
U179 - News Flash 21
U183 - Swag No 4: Fractals
U184 - Little Bench
U185 • Plotting • Graphics: Plot-X•Y

44 FESTINIOG ROAD,
GABALFA, CARDIFF CF4 2

WALES

- Draw Map V3.1
G001 • Star Trek 3 (2 disks)
G006 • Breakout Construction Kit
G008 • Board Games (Monopoly etc)
G014 - Buck Rogers
G015 - Star Trek ( 3 disks, I Meg)
G016 - Tennis (1 Meg)
G020 - Train Set
G024 - Pipeline
G026 - Treasure Hum
G031 • Drip!
G033 - leopard (1 Meg)
G034 • Dragon Cave
G037 • Seven Tiles
G038 - Porn Porn Gunner
G043 - Mental Image Games Disk
G056 - Strategy Games
G057 - Simpson Game
G059 - Bionix II (1 Meg)
G062 • Atic Atac (I Meg)
G065 • Battle Pong (1 Meg)
G066 - Frantic Freddie
G068 - Air Ace II
G069 - Down Hill Challenge
G070 • Llamatron
G071 • Sky Flyer
G074 • Revenge Of Mutant Camels
G075 Jet man
G077 - Asteroids
G078 -11vintris
G079 - Card Games
G080 - Battle Cards
G081 - Mind Games 21
G083 - Sword Of The Warlock
G084 - Solitaire
6086 - Scramble
6087 • Dungeon On Nadroj
G088 - Royal Boulder Dash
G090 • Sub Attack
G092 - Mega Ball
G093 - Air Warrior
G095 - Super Skoda Challenge

*  SPECIAL *
OFFERS

UNBRANDED
BLANK DISKS

38p EACH

DISK BOXES
3.5"C a p  109 9 p
3.5"C a p  40£ 4 . 0 0
3.5" C a p  80£ 6 . 5 0

Mouse Matf 2 . 9 9
1000 Disk Labels 19.99
512K Memory Upgrades
With Clock£ 3 2 . 5 0
Without Clock£ 2 8 . 5 0

We also stock Fred
Fish disks 1-596 &

T-Bag 1-59
All disks are 99p each, Wine titles are or, more

than 1 disk.
Please add 30p p&p to the total order.

EJAMpfart orders please add SOp per desk and -
the the resr of the world add 75p per disk A L L ,



TOTAL! The only magazine dedicated
to Nintendo garners, full of  reviews
and tips for the NES, Game
Boy and Super NES!
Our logo. Proudly displayed on the
shelves of all good Newsagents!

A totally independent mag
from Future Publishing

We delve into the
C a s t l e v a n i a g a
on NES a n A N E S
-  read our
reviews before
you lash out!

Ws not my fault!
This flippin' thing's

got a life of o w n l
ie I  nearly had my eye

out just now!

S I M  Ci ty !
Soper on

need.
7 1 . •

Flo< Saslow

M o r e
N i n t e n d o
than any

other
mag in
Britain!

Oh now look!
You've got the end
caught up! Maybe
you should stick

with the bazooka!

12 stunning pages of tips with player's guides for Super
Mario World (SNES), Star Wars (NES) and Duck Tales (GB)!

It's classics month with
new Game Boy
versions of old gems
like Q*Bert, Pac Man,
Centipede and
Missile Command!

Masses of up-to-the-
minute NES reviews.
And we're telling you
everything you need to
know about all the
Castlevania games!

More Super NES
reviews than ever
before, including our
first reviews of
Japanese and
American imports!

Got a Nintendo? Then get TOTAL!
Issue seven is on sale right NOW!



C O M P E T I T I O N

AMIGA POWER and PSYGNOSIS present
a CARL LEWIS CHALLENGE competition

A  REFLEX
M O U N TA
BIK

RULES AND REGULATIONS
(GETTING IN MY WAY)

•  Sorry, but employees of
Future and Psygnosis are
not (not!) eligible to enter.

•  The editor's decision, no
matter how twisted, is final,

•  The closing date for your
entries is 31st July. 1992.

E

(CZED:o g1
N

Thrilled and excited, as you might expect, by the impending release of their
remarkable new Carl Lewis Challenge athletics game, our pals at Psygnosis

offering a superb aluminium ALX Reflex mountain bike, fully equipped
h Shimano LX500 bits throughout - and worth a massive £900! - to one

lucky AMIGA POWER reader, with 10 copies of the game for the runners up.
If you want to enjoy the summer, this is the way to do it...

R IDE ' E M  C O W B O Y
Its a competition worth winning, ainght, so how exactly should you go about it? Well, it is, as ever,
ludicously easy Simply send us your answers these three untaxing questions:

1) Name the Lewis out of The Professionals?
2) Name the Lewis who wrote Alice In Wonderland?
3) Name the Lewis-related island off Scotland?

Got that? Okay. now lust write your answers down or a postcard -  or, if you wish, the back of an envelope
-  and send your entries in to God Helped Me Do It Competition, Amigo Power, 29 Monmouth Street,
Bath, Avon, BA1 2BW. That's it. now ad you go to the next page Go on, on your bike..
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BUILD MUSCLES
FAST
YOU CAN BUILD
A FANTASTIC POWER
PACKED BODY IN ONLY
12 WEEKS!
NEW! Fastest and best way to build
muscles and strength without weights
EVER! SCIENTIFICALLY PROVEN.
Just 20 minutes daily in the privacy of your
home will develop on amazing physique.

MUSCLE DYNAMICS is o new bodybuilding system bosed on
principals developed otter years of exhaustive research. I t  is a
total exercise programme involving the very latest scientific
breakthroughs in the field of muscular development. I t  is the
fastest, most effective way to build muscles in existence.

NOTICEABLE RESULTS IN 2 8  DAYS GUARANTEED
Send for exciting FREE information pock today

MUSCLE DYNAMICS (AP), PO BOX 40, GATESHEAD, NEB 1PD
Yes! I wont to build muscles fast. Please rush me my FREE information pockl

Name

Address

 P o s t c o d e

(A stomp for reply appreciated)
L

CRAZY SUMMER OFFERS FROM BCS
AMAZING

DEALS

Bulk B u y e r s  l i f e t i m e  D i s k  G u a r a n t e e
50 3.5-  DS DO L 2 2 . 5 0

100 I V  05, DO  £ 3 7  0 0
150 3.5-  DS DO £ 5 2 5 0
200  3 .5 '  DS DO . £ 6 9 . 0 0
400  3.5" OS DO . L 1 3 6 . 0 0
500 3.5" DS.DD£ 1 6 0 . 0 0

Price includes VAT a P&P

100 D S / H D

£61
inc. VAT a  p d p

3-5- DS/10

60p

10 3 5'
TDK DO

Branded

£7.50

5.45 '  0 5 / 0 0  2 1 p
5 25' DS/HD 390

tn. en (m8633
ovual grylece .  wary
.  rt0Sortmee •

cence warcenerce
Nov.,. woo
£228 ,

14' Monitor
Stand£8.50
Pnnter Rand

£6 5 0

N e w  A 6 0 0

£358
3 5' Posso 15,. j

cap stacksble o •
£15.00

50 cap box
100 cap box

11X 3 5'
HD box In

£10.50

£510
£S90

3 . 5 "  D5:  DD D i s k s  &  b o x e s
Lifetime Disk Guarantee

50 disks + 100 cap box £ 4 5 5 0
100 disis + 100 cap box F A O  50
150 disks •  100 cap box £ 5 6  50
900 cbsks + 1 0 0  lxixes E , 7 4  95
400 dos • 4 %too tom ....£14900
SCO disk •  s x 100 bones £ 1  74 SO

Price includes VAT  a P i P

3- too40 COO box
cap box

10 cap 35'  Bo.

£4 10
EA SO

100

Star LC-200 colour part el
£205

Star LC-24-900 Colour Printer
£265

AMIOAS
A500 l u x  Puck £ 2 9 9  A m o s  Distaset, Rot I
CDN. 1 4 4 5  1 / 4 4  •  clad
Gotom Claw Peck £ 3 4 5  N e n  MOO
Asto Pius hike Upgrwit £57 N e w  A000 • 2Castls, PO £4 -
Curnre t ier  £ S B  G Y P  52vb HO £ , 3 4 5

STE Discondy Pock P
ATARIS
IMO F e n *  (urn:main Pock

ACCESSORIES
Wino out 0 2  n  talatia Mixac
i c e d .  D T  50 ICCO Traci= labnier
C6 Turbo •  L 9 5 0  E a t
n u n  teal L I 3  91 l a dce ix 4  Play Gyms aelenaorStever looter

Arrograll°°"71wi Mau Cow
LL so Wa n e  Ocat cat trod
is 03 PC Sena Muse

£4000
£10 00
0 0 0
LS 00
6500

1.59 00

TradeiracmeminentiScheat
orders wiakoma

Aoki C4 00 oda add £a 00 4 day
1000 nod dery (ken clospelcht

cs won lit held Orr ,_Iror•-rr

BCS Ltd.
349 Ditchling

Road, Brighton,
E. Sussex, BN1 6JJ
Tel: (0273) 506269
or (0831) 279084

our to cask shortegors prima may
c h o w  lettliout notice

SIDEWINDER
s o f t w a r e

Please tick the boxes below to indicate which
games you would like.

CHOOSE EITHER 1Q 2 OR 511 GAMES

ANY 10 GAMES -
ANY 25 GAMES -  £ 1 5 . 0 0
ALL 5 0  GAMES - 2 0 . 0 0
LISTED HERE!!!£

.1 ALL SO GAMESH
Tick here if you would like all SO games he ally DV
TGOI M E M  QUEST
You could pry up lo L20 fora game of this qualit'
Aertrgi b's.er Anterneerevad

J 70:02 LLAMATRON
▪ 100 screens of absolute nonstop hieing'

u  C O
kgiAvowal.

M U N I  CAMELS
itil Minter's other bbst-ens up clause.

J  7C-04 AMOEBA DIVADERS

j  I
*ace Inyaden. I n t  Invent got -  GET IT'
V O  G1112.

A tembie pun but an excellent Kaman dame
J  11:04 PADUA

Arcade hob-akka. Much better then Pacman
3  TGOT POOUTIDUIPI

'A damn Me game Amapa Format.
J MOS BALLY HI

Improved version of Ibis Wry popular dame
.J T000 'ROC

Very p/ayable Frogger clone
J  TSUI m i r y

S▪ hould keep you happy for at leant a few hours'
Sharman SAopper.
TG1 I MISSILE COMMAND
'Reproduced wonderfully n this sanirl Pt/ version'
Amigo POUT/
Tct2 PocRosEs
Tempest inspired germ warfare.

J TGl3 PIEGARALL
'Makes for a tplerefklar rederutnirri time'
Amigo Comma*

I .

J  I G I 4 n u o r r i c  m o o r
'Monstrously addictive piatlnnn and !widen romp'
tempo Prow:
TG I S CAR
'Brilliant car raring Same Public IA-Awn'

J  TGI6 DUMP
'Would he well worth hkwong a few quid on.
Buy I  now' Amigo Preece

J  TG I T ZACKGMOION
A good jaotityotsii know' how to play LL

J Te l t
Can ritil putt your compute to bankruptcy?
TGIII CLUED°
Full COF/WrIKII or the whodunnit hoard game.

J TO O  CHESS
Eventing you m e e t  from a commercsal venom

.J TG2 I KAILULAZE CHESS
Lake Chen but the ann u to low.
Not as taffy ao it murals

..J TC32 ICLONDIKE
Pete Wmurtan't orruon • the one actually worth
Vienne

J  TG23 CHINA CHALLENGE
By tar the best wrsion or Manlong in the Public
Domain_

.J TG24 CHECKERS
Not bad it sniu lief this sort of thing.

J  TEES CONQUEST
Was game umilar to krill.
TC26 LENMINCOIDS
'Great graptors. great gameplap - one bed of
perm Pirel,hr fkanmel

TGIT WET BEAVER GAMES
&ill Ping, Puns games lamb grunt n
Plotekk

J  M S  EIRSTINKTION MOONRASE
Dicky We  space lending darn NY hr. barber

0  T O R  HAIWOOTA
Pm Mat Priddy ink platform game

7  TG30 SEA LANCE
'Sliek graphics, good presentation ..1 love W
Amigg Fanner
11:31 QtrIZMASTItli
A bit shod on gunmen but its easy to add your
ow&
TG32 DIPLOMACY
Fran the board ga, r u n w

J  TG33 CASTLE 4111% 's 11 Il i
A perfect int r r i d  of adventure
OSITIff

2  W M  WELLTRIts
'Mikes the Nan& wrote practically redundant'
Amapa Parte

7  TG3S ZEUS
'Has a quality unseen in many comenncial games'
Maio  &imputing

3  TONI DILEMA
The M a m a  man.' Tem

2  TG3T COMIECT 4
May aping 11w computer or a Mend Very o
T M  WOM.
Hot Maatennand gape around play II otainit the
clock.

Please make all cheques/POs payable to "Sidewinder Software"
Overseas orders add 12.00 (EC) Z.00 (Rest of world)
Name:
Address:

Post Code:

J  1G39 SUPER TWIN'TRIS
Thu version U probably the bar
Amigo LIP7 innerbaniandi

J  TG40 CABARET ASTEROIDS
Man =mbiletY than many more modem damn-

POW D O N t i l i r t
TG41 AMIGOIDS
"Excellent Mgt" Amapa Format
TGII2 FM$IT MACHINE

a stupid idea but once you get started...._
J  M U  ORBIT 3D

Can be played with a  without all-Specs
loot suppked)

J TG44 CAVE RUNNER
Boulderdash game rob rams LefrIMINI• like
puska
WAS TANN
'CNN et apitori & round effects...real km'

Shoroserm  7 WAS POOLMapper Very um* pool game. AM be a Weds
J TGAT THE SDIPSONS

SUCK game featuring Bart.
TC40 TRON
late Cycles Best played with tiro or more players.

J 1C.49 I t t iLLE•Pne
• 4 -cm-up I n  Mt furb and addictive

I tH TUFA IT Nit.- her)
'It it w i t h  a tratILIall
arid •  I  MY/ CIO'
Arroyo L

To
Sidewinder Software
PO Box 2354
London
E5 OUE



Are you lot mad or what? This month we have one
eminently sensible and well-reasoned letter (immediately
below), the usual number of complaints (including one from
A Famous Programmer), and lots of, erm, drivel. FRP freaks,
Gamesmaster-haters and Stuart Campbell-lovers, they're all
here, and each one generally makes less sense than the
last. Enough already! The campaign for sane correspondence starts here...
•  Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath Avon, BA1 2BW

LONGEST LETTER

winner
' I  C A N ' T  TA K E  I T  A N Y
L O N G E R ! '
Dear AP,
Atter reading your magazine since issue one, I can't take it
any longer! Not the magazine -  that's fine - but the letters
printed each month. All of background here: I've worked as
a games programmer for almost a decade now, since the
dawn of lime it seems. I've seen magazines come and go,
and the same complaints on the letter pages. Someone
should put these people straight.

First. why complain about the price of games? £25.
£30 even £35, is a fair price. Computer games are a form of
entertainment. right? So how does the price of a game
compare to other entertainment prices? See a movie, for
example. £3.50 entrance lee, a couple of quid on popcorn,
nachos or coke, a few quid bus fare or petrol money all for
90 minutes entertainment. Even without food, you can see
live movies maximum for L25.99. That's eight hours of
entertainment. 'Slu' from Manchester should perhaps
ponder that when complaining about completing Mother
World in one day.

For the price of a budget game, you can buy a sell-
through video release. A couple of hours later you'll have
seen it and probably not watch it again for quite a while.
Rainbow Islands suddenly becomes a hell of a bargain
considering the many (enjoyable) weeks It takes to master.

You can buy almost three CDs for the price of Geoff
(Sir Geoffrey - Ed.) Crammond's Formula One Grand Prix.
But that game offers many months of entertainment - I'm
still playing It several months after buying it and will
probably still be in many months' lime.

The usual follow-up arguments to these points are
as follows...

'Most games are crap.' Yes, I couldn't agree more.
90% of games are crap. Just as crap as 90% of movies.
videos, music, television and so on. Most of everything Is
crap - a fact of life. Read reviews or ask to play in a shop
and then you won't buy a crap game. Simple, really.

'But I only have £x pocket money.' But you have £400
worth of computer, you can't expect to pay peanuts for
sluff to run on it. Just as cars need petrol, tax and
insurance, computers need games. This should be
considered when buying the machine. II you wait 6-12
months, the game will probably be re-released at a termer
or less. And a few months later on a compilation at six or
seven quid a game. You don't have to pay full price, at
least not for the 99% of games that are handled this way.

'I bet all you programmers are rich anyway: No. You
can make heaps of cash from a big hit, but there aren't
many of those. Most programmers earn fairly poor wages
compared to people with far less knowledge writing boring
business programs for people in suits. And the hours can
be long, there isn't much lob security and you slave for

months trying to produce something decent arid then the
punters queue up to buy WWF because it's got a picture of
Hulk Hogan on the box.

'But why should I buy something when I can get it
ripped off for free?' Because 11's Illegal. And it's killing
your machine.

Perhaps the final point is the most important. As I
said, I work in computers. (Blimey, doesn't It gel a bit
cramped? - Ed.) Or used to. I am moving to the consoles,
as most of my contemporaries are. That's where the sales
are, that's where the money is, Ask anyone in the industry.
Piracy is the only reason for this. There are many fewer
Mega Drives in the UK than Amities. but this Christmas will
probably see Mega Drive games outselling Amiga ones.
Why? There's only one reason — you can't rip off a console
game. Well, you can, but it costs El 50 for a copier so that
puts most people off.

I think an Amiga console is a good idea. That, or
releasing all future games on cartridge. Maybe the A600's
card slot will take off, but I can't see it. Why should a
software house support a very small card-slot market when
owners of A600s can run ripped-off disk versions anyway?
Universal cartridge releases would save the day, but only if
they are genuinely Impossible to pirate.

Then those who complain about the price of a game
could rent them from a video shop. just like growing
numbers of console owners already can. Then, if the game
is crap or they can finish it in 10 minutes, it only costs a
few quid. A lair system of compensation for games rental
must be devised or the software companies, as well as
programmers like myself, won't have the financial
incentive to allow games to be rented.

I hope that someone somewhere stamps out piracy,
otherwise it's bye-bye Amiga. I'm lairly well resigned to the
fact I'll be reading complaints in 'Console Power' or
whatever in a couple of years' time about paying £45 for
Sonic 3 or Mario 6 (fiat's a bit optimistic, I think. Some 8-
bit Nintendo games already cost over £5D!- Ed.)

The 8-bit markets are already dead, save for the odd
twitch here or there. The ST is dying. Unless the punters
want the Amiga to be next. they should stop whining about
the price of games whilst copying everything they can lay
their hands on. Realising the price isn't that steep should
be the Mal step.
Yours feeling-better-for-that-rant, Peter Scott,
Dylan Productions, Bedlington

Lots of interesting points there, Peter, and one of the most
coherently-argued letters we've had in quite a whole. All the
same, I would take Issue with one point - computer games
are too expensive. I think we've pretty much reached a
point where the consensus of opinion is that yes, they
should be cheaper, not only to stop piracy, but also
because we can't see games being the mass-market
entertainment they deserve to be when they cost such a lot
more than CDs and videos. Certainly, most of us here in
the office go out with the idea of maybe buying some
music, but we don't know what we'll get until we're in the
shop . We're witting to risk £10 on something we don't
know much about, you see, but we'd certainly never dare
risk £25 or £30 - and entertainment-per-pound, CDs are
arguably better value than even the biggest game too.

' M O R A L  VA L U E S '

I wish to complain most strongly about the
moral values which your publication, and
others like it are instilling in young people
today I  am referring to your regular
reviews of that disgusting fantasy
role-play software.

Now I am a peace•loving ogre as a
rule, but ever since games like Eye Of The
Beholder and Dungeon Master became
popular. lam not even sale in my own
hovel. Only last week. a group of acne-
ridden teenage adventurers burst in with
an unlicensed spell book and a dodgy
theatrical sword, and stole all the food
from my fridge'

It used to be only the Black Satanic
Witness people who came knocking on my
door with leaflets just as my tea came to
the boil, but these adventure types just
won't go away They'll stand on my
doorstep for hours spouting nonsense
about lame and vast wealth until I sign up
for their quest (ten days free home trial
and no commitment).

Now you may think this is all
amusing, but for me and thousands of
fantasy creatures like me. fantasy role play
is becoming a Knigntmare —  Ed'. The
vampire family next door have been forced
to move out by these people and yet you
still refer to these acts of violence and
aggression as harm!

How would you like it it me and the
lads came to your town, slaughtered the
population and looted your houses? Not a
lot methinks So please show a little
consideration for underworld dwellers in
future, you'll find that deep down under the
scales, we are jusl the Same as youl
Yours. Boggit The Ogre,
13a Black Pit Street, The Dark Crypt,
Under-water Deep.

' O F F E N D I N G
ARTICLES'
Dear AMIGA POWER,
I am wilting to complain about two letters
that were published in last month's mag
The offending articles were written by
Peter Whelerton and Pat Reeve. Both 01
these letters had a bash at role playing. Mr
Whelerton seemed to believe that we are
'introverted Dungeons & Dragons freaks
with acne* while Ms Reeve called RPGs
occupy. Let's get a few things straight

Firstly, I play role playing games and
I do not believe that I am an introverted
freak. Mr Whelerlon is moaning about a
biased and incorrect view of his hobby
while he harbours such a view about one
of mine Let's not descend into name
calling. I'll admit that there are people - 4
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who live on role-playing and lake it very
seriously, but the computer world has
these too. I know of quite a few adolescent
computing freaks but I also know well
enough that this is not the general case.

And as for Ms Reeves' comments
about the occult. I thought Thal role playing
had got over that years ago I have been
playing them for years now and a lot of
people I know do too. and not one of my
friends has ever dabbled in the occult. I
can clearly stale Thal I am not a Satanist
nor do I go around worshipping some sort
of 'demon'. I see no reason why a
Christian should object to these games. In
the rarest and most extreme case. the
character you control might be a blood-
letting demon-worshipper, but the player
still isn't. a very dear distinction

Rounding off. I believe that
computers have a lot to offer rote playing
and vice versa. I sincerely hope to see the
two hobbies gel closer together, not
further apart, and I also like to think that
the views in these letters are in no way an
indication of the general opinion of your
mag's readers but are the ill-informed
ramblings of Iwo ignorant people.
Yours sincerely, Mark Oliver,
Hornchurch

PS I can guess that you'll lake a lot
of stick lot making Rainbow Islands the
No.1 game again, but I'd like to cast my 'at
by saying that it IS the best game —
anyone can like it, sim addicts, arcade
Oa'ne 'ans and even role players.

' I N  F R O N T  O F  T H E
A N T  H O L E '
Dear ScSirs,
In the 13th issue of AMIGA POWER I got
my two free disks, one of the games was
called Sim Brick. Inside the magazine you
said you would not bother us with the
instructions but I lust CAN NOT get past
the stone in front of the ant hole. Please
could you tell me what I am doing wrong?
Thanks for reading, Miss C Llttlewood,
Stockton

PS I am sure a lot of other people
are having the same problem and I think
they would like nil you printed the

S E N S I B L E  SOCCER

winner
' S C AT H I N G LY  U N T R U E '
Dear AMIGA POWER,
I was deeply disgusted with your views on my excellent
game Kick Off 2. Having spent two long hard years writing
and researching the game, I was overcome with emotional
tearlerking turmoil when I was glancing through issue 13.

The reason for my turmoil was the comment, or
should I say the scathing criticism, that Kick 011 2 was an
'Inexplicably-overrated pinball piayalike that lt really
And then I read on and lound another scathingly untrue
criticism, it's 'Simply too frustrating by half'. Well, it's as
frustrating as Super Space Invaders is original.

I would also like to inform you that over 59,000 people
have bought my game, it was 7th in last year's Top 100.
and Final Whistle is still in the present Top 100, so by
slagging off this game you are simply slagging oh the
people who bought il.

However, as an avid computer football player, I would
be very interested in what all the fuss is about with this
new game. maybe it could give me some ideas about my
forthcoming games Player Manager 2 and Kick Off 3, so if
you are feeling generous I could see myself forgiving you
II you sent me a copy of the full game of Sensible Soccer,
so I could review it.
Yours sincerely jerked off, Dino Dini, Bristol

Hmm - interesting football game Super Space Invaders
analogy there, Dino. To be serious for a moment. though,
we're extremely concerned that you're upset about our
views on Kick Off 2 -  it's not a personal attack, you know,
just a view on a game.

Anyway, as any of you who were at the Amiga
Shopper Show will know, we did indeed suggest that Dino
and Sensible's Jon Hare (who's himself a big Kick Off fan,
actually!) meet up, review each others games, and we d
print the results in the mag. Unfortunately however, when
it came down to it Dino had to back out due to pressing
Kick Olt 3 deadlines (or something) so it now looks like
this potentially fascinating meet will never happen. (He did
offer to send three of his playtesters along instead, but we
didn't think that would be quite the same,) And, this time.
that really is the last correspondence we're going to print
about Kick Off 2. Its time is over.

instructions in the next issue

' I M P R O V E  Y O U R
M A G A Z I N E '
Dear AP,
Here ,s a suggestion which would improve
your magazine. Get rid of Do The Right
Thing and replace it with something better
(Such as an advert). II may sound harsh,
but it's the most duff and tedious letters
page I've ever read. It may not be your
fault but if it must stay. al least do
something to improve it. How about
shortening it or making up some of the
letters yourself. There must be some
readers who have something of interest
to say
Yours faithfully, Brian Jones,
Bridgwater

Firstly. Brian, il ours is the °fullest fetters
page you've ever read you obviously don't
ever read any other magazines. Secondly,
if youre so convinced that some readers
have things of interest to say, why haven':
you? And lastly, we'll leave the 'inventmg
letters' bit to others. thanks Naming no
names. of course.

' T H A N K  G O O D N E S S
FOR A M I G A
A C T I O N '
Dear AMIGA POWER.
So. my family and I had lust finished an

excellent turkey dinner and wouldn't you
know it. I had 10 go and make a large
deposit at the porcelain bank Might as
well bring some reading material with me, I
figured, as this could lake a while. So I
brought along the latest copies of AMIGA
POWER and Amiga Action So I'm reading
away, and after a good halt-hour ifs time
to leave. But wait - there's no toilet paper
left' What's a guy to do? Thank goodness
for Amiga Action
Yours erm truly, Dallas James Parker,
Winnipeg. Canada

' S TA R T I N G  W O R L D
W A R  I I I '
Dear AP,
I'm afraid this is going lo be one 01 those
long, discursive 'stated-the-industry'-type
letters, but bear with me, because I have a
serious point to make.

It someone tells you that one of their
favourite pastimes is playing computer
games, what do you think? Well. YOU
probably think it's a perfectly reasonable
way of spending your spare time, but to
the average man-on-the-street it conjures
up one of two images. There is either the
socially-retarded acne-ridden D&D tanatic
(Here we go again - Ed.) trainsponing
geek, a  the moronic clinically-addicted 8-
year-old Nintendo brat.

These two images come straight
from the media coverage tor more

importantly the lack of Ill which computer
gamesplayers are given. In TV shows and
films, anyone who can operate a computer
is about 14. called something like Melvin
or Kevin, and can type instructions al
about 800 words a minute into a computer
that's capable of everything from making a
cup of coffee to starling World War III.
(Yeah, Wargames was a great movie.
wasn't -  Ed.) The only coverage
computer games are given in the news is
when some American professor discovers
conclusive evidence to show that
computer games are responsible for
underachievement. petty cnme anddr
serial numbers. (? - Ed.)

Up until recently, the only non-
magazine stuff aimed al gamesplayers
themselves were the rather half-hearted
attempts on Saturday morning kids'
shows. but as these were usually
sandwiched between Thundercats and
some fool pouring gunge over Timmy
Mallet's head it's not surprising that they
didn't reach a very wide audience

And so I come, inevitably. to
Gamesmaster. What a catalogue of
wasted opportunities. What we gel is
about a minute-and-a-half of extremely
dodgy game reviews I'And on the
Nintendo it's Extremely Dull And
Derivative Platform Game. Great fun. the
best game I've played in ages: 96
percent-) surrounded by pointless

A N D  A N O T H E R  T H I N G . . .

• Well done to Matthew Addyman end Mark Porter for
spotting that if you press F5 on the menu screen of
our lab Issue 13 coverdisk game Mad Bomber, the
game plays a quick snatch 01 'Holiday' by Madonna
and skips you straight to level 13. Ii was certainly
news to us...
• John Shields of Bordesley Green says 'Please
could I have a signed photo of Stuart Campbell and
Matthew Squires 'cos my sister fancies them'. John,
your sister is completely mad.
• And on the subject of completely mad, several
people wrote in predictably whinging about Rainbow
islands still being our all•time Number One, but since

none of them had anything more interesting or
original to say that It's crap', we're not going to print
any of their names. Ha!

•  And finally...
OH NO! YET MORE LEMMINGS!
KYLIE LEMMING - Same as a Blocker but uses
bloody awful MUSIC to keep other Lemmings from
their doom, (The views of contributors do not
necessarily reflect etc. -  Ed.)
ROBERT MAXWELL LEMMING - Throws itself into
the nearest river, thus creating a sturdy bridge for
the other Lemmings to use.
LAST NINJA LEMMING - Same as a normal Lemming
but refuses to respond to your mouse controls,

walking backwards at the wrong time, falling off
cliffs etc.
KATE ADIE LEMMING - Looks for the nearest trap,
throws itself In headfirst, yet still comes out alive.
DAN OUAYLE LEMMING - Strangely finds itself at
the front of every Lemming group, testing new areas
for hidden traps.
MAGIC POCKETS LEMMING - Same as a normal
Lemming but moves at a quarter of the speed.
MAGGIE THATCHER LEMMING - Sends 98 percent
of the Lemmings to their death, then gets John Major
Lemming to help out and claims the glory for
rescuing the last 2 percent.
Thanks to Paul Sisson of SI Helier for those. Gave us
a chuckle, anyway.



'Celebrity Challenges'. a manic presenter
whose excrullating style Mudge nudge.
wink wink, whip out your ioystick. eh
lads?") could only possibly appeal to
socially•retarded teenage acne-ndden
D8D fanatic trainsponing geeks or
moronic clinically-addicted 8-year-old
Nintendo brats (nng any bells?) and an
audience composed of_ well, guess who?
Yes. it's our old friends the geeks and
brats Far from showing the unbelieving
public that intelligent adults also play
computer games, it lust reinforced all the
old stereotypes

I read in API 3 that the BBC and ITV
are planning their own games shows. so
perhaps we do have something to thank
Gamesmaster for bringing the public
interest in gamesplaying to the attention of
the TV companies I lust hope and pray
they don't follow the formula and dig up
more geeks and brats.
Yours. Paul Hunter, Edinburgh

And there we'lf heave the subject of
Gamesmaster. !think. Letters defending
the show against the barrage of criticism
aimed at it in the Oast couple of issues
were conspicuous by their absence, but I
think what we said about it before shit
stands - yes. it's not the world's best TV
show. you might even think it's a Oftte
cral3(fsh), but its not really for the 1rkes of
us in the first place. The best news, as
Paul noticed, is that the shows success
with viewing figures might hopefully point
other TV companies in the video game
show direction, hopefully with slightly more
ofcivri-up results.

' A  S U C K Y  K I S S '
Dear AMIGA POWER
Hello AMIGA POWER I ye stuck the F-19
on autopilot and I'm not scheduled to
arrive al the primary target for another 31
minutes (flying stealthy you see) so I
thought I'd take the time to wnle to you. I
seem to be flying into the teeth of an SA-
13 but we'll forget that for a minute.

Thank you very much for the demo of
Pinball Dreams 4 is utterly funky. the
ultra-sexy cherry on top of an insanely
erotic issue. Walud was only slightly less
good in being a teeny weeny bit too short.
but I don't like long demos very much any
church so it kept me lammy dodger.

That Rainbow islands must be a
sucky kiss of a game to rank higher than
Speedbal) il, eh I t s  a sphacelating
shame (No. we don't know what this one
means either - Ed.) that I'm an
impoverished student and can't afford il.
but my thought was that being. as you
doubtless are. witty. creative, generous.
un.ugly people. you could seduce Ocean
into giving you an extra review copy and
then send it to me out of the charity of your
hearts. ts that a rampant idea or what/
Anyway. you all love me. (it's true. we do -
Ed )

Yeah, arid I was really interested to
read the Ultima VI review but not exactly
moshing in the rafters at what you said
about virtually needing a hard drive so is
there anything similar I could play from
floppy you can recommend" It's right
up my neighbour's street. so it I can
persuade her to buy it I can use theirs
Cunning, what?

Anyway. toodlepip lovies. I really
must go Thank you for reading thus far.

'What man has created
Man can destroy
Bring to light
That day of pay'

Philip Turner, Whttwell, York
PS You i be glad to hear I was

awarded a Congressional Medal Of Honour

Oh well, you can pawn it and buy a copy
of Rainbow Islands, Men.

'PLEASE G I V E  H I M  A
C H A N C E '
Dear AP
Being a great tan of Kick Off 2. and riot
100 percent in agreement with Rainbow
Islands being the best Amiga game ever
(not even one percent in fact), I was of the
opinion that Stuart Campbell was a total
IWe can't print this word - Ed) Then I met
him at the Amiga Shopper show I  would
like to Say lo all the people who feel the
way I did land I know there's a lot of you).
that he isn't. In fact he's a good bloke. He
has reasons for not liking Kick ON 2, and

not as if he played it for five minutes
and said 'This is crap'. He has given it a
fair chance and still doesn't hke it. So
please everybody give him a chance and
the respect he deserves
Yours now liking Stuart Campbell,
Paul Sheriffs, Northwood

Cheers, Gran - Stuart.

' R E A L LY  B A D
N I G H T M A R E '
Dear AMIGA POWER
I had this really bad nightmare the other
week. I was standing in WH Smiths
reading AP. and I dreamt that in the An-
Time Top 100 chart, Rainbow Islands was
still at the top. It was really terrible,
everyone was laughing at AMIGA POWER
for being so unrealistic Amiga owners, the
programmers, everyone stood there in
hysterics. It was all so embarrassing
Thank God this could never actually
happen - I mean what with all the great
games that have come out since last time.
there is just no way it could be at the top
again Phew. its Just that dream was so
vivid. spooky, huh?
A Partly Toasted Cheese Sarnie, Kent

' W I D E  F A N  B A S E '
Dear AMIGA POWER,
What is this terrible aversion you seem to
have towards football management
games? I don't see why you were so
surprised that Code Masters First Division
Manager was the tap-selling game in a
recent chart. To my knowledge football
management games have always been
popular and it is because they have such a
wide tan base among the gaming
fraternity. Let's lace it ?Snip' - Ed.1
Yours, Jonathan Wren, Ilford

And that's all folks' More next month

COMPO WINNERS
A MILLION WAYS TO FLY
First up, here are the answers. Chuck
Yeager was the first man to break the
speed of sound. 2) Captain A Roy Brown
shot down the the Red Baron - not some
Aussie geezer as some of you seemed
to think. 3) Charles Lindbergh was the
first chap to fly the Atlantic. 4) Captain W
E Johns created the Biggles books. 5)
Algy and Ginger were Biggies' two
wizard churns. And the winners were_
Peter Tucker of Ramsey on the Isle of
Man; Peter Harrison of Byfleel. Surrey: S
Hamilton from Stanley In County
Durham: J Featherstone of Handforth in
Cheshire and Martyn Reed from Kenley
in Surrey.

And the 15 runners up: GJ Sadler
of Reigate, Surrey; DJ O Donnell from
Stourbndge, West Midlands; M. Bloor of
Downham. Kent; Ryan Martin Elliot from
Cardcross in Dumbartonshire: Jo Dowley
from London: Ian McCormick from
Liverpool; Liam MacKenzie of Inverness:
James Plant of Manchester; James .
Forington from Boston in Lincs. David
Grimshaw of Guildford, Surrey: David
Challinor of Bibury Glos.: Ben King from
Chelmsford, Essex; Christopher Gibbs
from Sale, Cheshire: Paul Chapman from
Peterborough. Cambs and S Jones from
Stourbndge. West Midlands,

ISLANDS IN THE STREAM
The answer? South Ronaidsay is not a
Pacific Island (it's oft Scotland).
Hat and game winners: Richard Hood
from Doncaster; Lee Hinkins from
Huntingdon, Cambs, David Sayre of
Liverpool: Graham Lally of Kingston
Upon Thames. Surrey. and Derek Uoyd
of Meath. West Glamorgan.
Hat only Danny Coates from Canvey
Island. Essex; J. Rae of Lincoln; D.J
Steers from Ashford, Kent. Darren Gray
of Newton Ayckfte, County Durham and
Jonathan Inns of Neston. South Wirral

MARQUIS DE SADE
Answers_ 1) 360 degrees. 2) Owl Iwe
also accepted 'Writ, which was how he
wrote it) 3} Nile Owl.
Winner Chris Dunn from Edinburgh.
Runners up: Mike Bloor from Downham,
Kent; Anita Jones of Caemaffon.
Gwynedd; WJ Collins of Willenhall, West
Midlands: Trish Collins. also from
Willenhall. West Midlands; Mess P A
Alldritt from Wolverhampton: Robin
Jones of Bangor. Gwynedd; A Brumpton
from Bridlington, E Yorks; Bill Collins
from Wolverhampton; John Abbot from
Harrogate. N Yorkshire and Nicholas
Hillier from Trowbridge in Wiltshire

I'VE GOT A GREEN CONSCIOUSNESS
AND IT'S NOT JUST THE DRINK
Winner of the (much desired) office bin
bag lull of all our old rubbish - a truly
crap prize - was lucky' Morgan Bowen
from Milton Keynes.

NO SWEAT: THE JOHN MADDEN
ANAGRAM COMPO
Winners: Emma J Keen from Sheffield.
South Yorkshire. who came up with
EMMA J COLD AND ALONE. NO FAB
SHIRT.

Shirley Hanson. from Hull. OLD
HAT MADE FROM CANNIBAL JONES.

Alistair Sturrock from Stevension.
Ayrshire came up with STOLEN
FOODJAR CHINAMAN BLAMED.

Dale Gregory from Newquay,
Cornwall, whose answer was LAST
BOHEMIAN MANACLED ON FJORD.

Arid finally, the terminally crap
James Mountford from Solihull, West
Midlands. who appears to have just
randomly rearranged the letters to get
HJNO DSAEDNRN MAIACE
TLOAFOBL Completely useless. we
know, but he gets something because it
made us laugh

Lots more winners next month!

A500 PLUS COMPATIBLE
Are you an A500 plus owner or thinking of upgrading?

Why risk software problems? Buy your Public Domain software
from us. Al l  checked for viruses and compatibility.

GAMES PACK 1
Sealance 'sub surd. Air Warrior
nli�ht .lint Compilation
Disk tflulln)n, 11111111,1, 8: [Atter%)
Star Trek Illy T Itchier 2  rIPtIpst
6 genies on a laks14 .25
GAMES PACK 2
Zeus II/111,1e a..unr). Battle Cars
1.1I) tthout rtn up). Return To
Earth (Tarr trading)
Truckle 'trading µo)ir-2
4 twines on 5 disks £4.25

GAMES PACK 3
kevenge of The Mutant Camels Ithi,

Jr It Mit Act) Soccer
Management. Wastelands fit )
ad% cut tt I rt Wizity's Quest
IputArIpIttlfttrut gtintri NU
ISh.rtot rut up)
5 games on 5 disks £4.25

SPECIAL O F F E R  •
B U Y  A L L  3  PA C K S  F O R

£ 1 2
PRICES:-

Pick Any Individual Disk For .twit 95p R i a n k  Disks ryOtt
Disk Catalogue Listing Compatibility 75p

Mouse Mats £3.50 A 5 0 0  Dust Covers £3.99
POST & PACKING INCLUDED

PATHFINDER PDDept AP, 41 Marion Street. Bingley.
West Yorkshire BD16 4N9
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PREMIER MAIL ORDER
Titles m a r k e d  •  a r e  n o t  ye t  ava i l ab le  a n d  w i l l  be sent  on d a y  o f  release.

Please send c h e q u e / P O / A c c e s s / V i s a  N o .  a n d  e x p i r y  d a t e  to:

Dept AMP10, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. 5513 1BJ
Please state m a k e  a n d  m o d e l  o f  computer  w h e n  order ing.  P 8 P  inc. U K  on  orders  o v e r  £ 5 . 0 0 .  Less t h a n  £ 5 . 0 0  a n d

Europe a d d  £ 1 . 0 0  p e r  i tem. E lsewhere  p lease  o d d  £ 2 . 0 0  p e r  i tem f o r  A i rmai l .  These of fers  a r e  a v a i l a b l e  M a i l  O r d e r  only.
Telephone orders:  M o n -Fri 9 a m - 7 p m .  S a t u r d a y  1 0 a m - 4 p m .  F a x  orders:  0 2 6 8  5 9 0 0 7 6 .  Tel  orders:  0 2 6 8  5 9 0 7 6 6

NEXT DAY SERVICE AVAILABLE - RING FOR DETAILS.
2 Hot 2 liondle
3D Construction Kit
AD Boxing M e g )
4D Driving (1 Meg)
4 Wheel Drive
Abandoned places
Addams Family
Agony
Air Bus
Air Duel •
Au land and Sea
Au Support •
Alien 3-•
Alien Storm
Altered Beast
Amos
Amos 3D
Amos Compiler .......
Another World
APB
Arkanoid 2
Arsenal FC •
Ashes o f j : z
A S  T O V I r o :

ASIOVIt on Alcatraz
Award Winners •
B-17 Flying Fortress (10149)•
Bards Tole-Triple Pock
Bownon Coped Crusader.
Bohnon The Movie
Bottle Chess 2....
Bottle Command
Beach Volley
Beastbusters
Birds of Prey ( 1 Meg)
Blue Max IT Meg)
Blues Brothers
Board Genius
Bonanza Brothers •
Budokon
Cobol
Cadaver
Codover Dab Disk ...
Cohlornia Games._
Campaign •
Capcom Colleclkon
Captive
Castles (1 Meg)
Centurion ....
Chart Attack 1
Chow Engine •
Chaos Sinles Bock (I Meg)
Chase HO
Civilisation • 11 Meg)
Conon the Cimmerian •
Covert Action (1 Meg).
Continental Circus ...............
Crazy Cars 3 •
Cricket I llMeg)
Cruise For A Corpse
Curse of Azure Bonds (I Meg)
Cyberboll
Daley Thompson ChoM�+g.
Death Knights of Krynn ( I Meg) .
Disney Animahon
Dizzy Collection..
Double Dragon
Double Dragon 2
Double Dragon 3 . .
Dreodnought

Elf
yne •

E
Elvira 2 1Mb ..
Epic
Euro Soccer •  M e g
Eye of the Behc;ider (1
Eyis of the Beholder 2 (1 rd
F15 Strike Eagle 2 (1 Meg)
F16 Combos Pilot
F19 Stealth Fighter
Falcon 3 '
Ferrari Formula I
Final Fight .
Fire And Ice  . . . . . .
First Somuon •  Mega Lo Mona

F FI6gisi :of the Intruder .
Hood
Footboll Crory
Football Director 2 (lMeg)
Forgotten Worlds
Formula One (I Meg)...
Fun School 4 5.7
Fun School A 7.11
Fun School 4 under 5
Gountler 2

16 99
32 99
16.99
19 99
19 99
19 99
16.99
19.99
22.99
22 99
24.99
19.99
16.99
16.99
6.99

29 99

19.99
19.99
..6.99

...6.99
16.99
19 99
16.99
16.99
16.99
22.99
24 99

699
6 99

16 99
19 99
699

11 99
22.99
19.99
16.99
19 99
16.99
8.99

..6.99
12 99
9 9 9
6.99

22.99
19.99
12 99
19 99
899

19 99
16.99
16.99
899

22 99
1999
22.99

8.99
1 6 . 9 9

9.99
19 99
19.99
6.99
699

19 99
59 99
18 99
899
8 99

16 99
19 99
19 99
16 99
24 99
19 99
16 99
19 99
21.99
22.99
.8.99

. 19.99
24.99

8.99
6.99
6.99
9.99
9 99
A 99
8 99
6 99
6 99
6 99

22 99
16 99
16 99
16 99
699

Gauntlet 3
Ghoubussers 2
Ghouls and Ghosts
Global Effect ( I Meg)
G Loc •
Godfather Action
Godfather Adventure M e g )  •

16.99
.6.99
.6.99
19.99
16.99
19.99
19.99
16 99

Graham Gooch • 1 9 9 9
Gunship 2000 • 2 2  99
Gin, Spy • 2 6  99
Hard i v i n   6  99
Head Over Heels . 6 9 9
Herokiest  1 6  99
Hero Quest Data 9 9 9
Harlequin 1 6  99
Harpoon (1 Meg) 2 2  99
Harpoon Bottles* 3 9  99
Harpoon Bottles* a . . 9  99
Harpoon Scenario Editor . .  1 3  99
Heart of China .  2 2  99
Hitchikers Guide .  7.99
Hook • ... .  1 9 . 9 9
Humans • 1 6 . 9 9
Hunter 1 9 . 9 9
IL+ 6 9 9
Indy Mete  1 6  99
Indy Jones Allares-Action • 1 9 . 9 9
Indy Janes-Aillorilis Adv (1 Meg) 1 9 . 9 9
Interceptor 8  99
Ivanhoe 6 9 9
Jock Nicklaus Clip Ari 9 9 9
Jock Niddous Extra Courses 9 9 9
Jock Nicklaus Golf- . 1 2  99
Jock Nicklaus Unlimited Golf (I Meg) 19.99
Jaguar YJ220 it Meg) 1 6  99
James Pond ... 6  99
Jimmy_ Whites Snooker 1 9  99
John Borneo Il Megj• 1 6 . 9 9
John Modden 1 6  99
Kick Off  . 7  99
Kick Off 2 (1 Meg) .. 1 1 . 9 9
Kings Quest 5 (1-hirleg) . 2 2  99
Kniglemore 1 9 . 9 9
Krights of the Sky I1 Meg) 2 2  99
K. 2  • Final Whistle . 8 . 9 9
K.O 2 • Giants ol Europe 7 . 9 9
K O 2 - Return to Europe 7 . 9 9
K O 2 - Super League • . 9 . 9 9
K O 2 - Winning Tactics 5 . 9 9
Loser Squad 2 •  1 6  99
last Misr° 2  6 9 9
Last Nuys 3  1 6 . 9 9
Leander 1 6 . 9 9
Leisure Suit Lorry 5  2 2 . 9 9

19 99
14 99

Lemmings Construction Kit •  1 6  99
Lemmings Data Disk__ 1 3  99
Licence to Kill.... .  6 .99
Lombard Rally . 6 . 9 9
lord of the Rings 1 9  99
M1 Tank Picot:ion 1 9  99
Magic Fly 8 . 9 9
Magic Pockets 1 6 . 9 9
Mon Utd Europe 1 6 . 9 9
Max 1 9  99
Mega Traveller 1 I  Meg 1 9 . 9 9
I  Mega Traveller 2 l Meg) • 1 0 . 9 9
Mega Twins 1 6 . 9 9
Microprose Golf (1 Meg) .  .22.99
MJC.f0p1014 Soccer  .  . . . 6 . 9 9
Midnight Resistance. .  6,99
Midwinter  . . 1 4 1 . 9 9
Midwinter 2 11 Meg) 2 2 . 9 9
Moonstone (1 M 4  . 1 9 . 9 9
Myth •  .  16.99
New Zsolond Story  . .  6.99
Nino Collection 1 3 . 9 9
Operation Thunderbolt 6  99
Ork 1 9  99
Operation Wolf .. ... 6 9 9
Outrun .. . . . .  .  _6.99
Outrun Europa .  . 16.99
Perboy 2 .  16 99
Parasol Stars 1 6  99
PGA Golf Courses . 9 . 9 9
PGA Tour Golf .   1 6 . 9 9
Pinball Dreams 1 6 . 9 9
Plan 9 Form Outer Space • 1 9 . 9 9
Platoon  . 6 . 9 9
Player Manager 1 2 . 9 9
Pool of Rodionce II Meg). 1 9 . 9 9
Pools of Darkness (I Meg) 2 1 . 9 9
Populous. .  .  8 . 9 9
Populous 2 (1 Meg) 1 9 . 9 9

*tend
Lemmings

PowerckIlt
Powoonoiver
Powennanger Data Dusk 1
Predator
Prince Of Persia
ProitxtYle . 8 9 9
Race Drilein 1 6  99
Railroad Tycoon I1 Meg] . 2 2 . 9 9
Rainbow Collection 1 3 . 9 9
Rainbow Islands 6  99
Rambo 3 6 9 9
RBI 2 Baseball 1 9  99
Reach for the Skies • 1 9 9 9
Realms ll Meg) 1 9  99
Red Boron (1 Meg) 2 2  99
Red Hear 6 9 9
Renegode 6  99
Rick Dangerous 6 . 9 9
Rise of the Dragon (1 Meg) .  2 6 . 9 9
Robin Hood 1 6 . 9 9
Robocop -. . . 6 . 9 9
Robocop 3 .  . . .  ... .  1 6 . 9 9
Rock Star Ate My Hamster 4 . 9 9
Rodbnd .   1 6 . 9 9
R•Type .  6 . 9 9
R - T t  .  1 6 . 9 9
Rug W o r l d  Cup 1 6  99
Run The Gauntlet 6  99
Secret of Monkey Island (1 Meg) 1 6 . 9 9
Secrets of lufhvolfe • 1 9 9 9
Secret Monkey Island 2 I I  Meg) '  2 4  99
Sensible Soccer • 1 9  99
Shodow lands 1 9 . 9 9
Shadow Soccer°, 1 9  99
Shadow Warriors 6 . 9 9
Shoot Em Up Con Kit .  .. 6 . 9 9
Shuttle • ... . . . . . .  ..  3 4 . 9 9
Silent Service 2 I 1 Meg) .  2 2 . 9 9
Silkworm . . 8 . 9 9
Sum Ant ......... ..., 2 2 . 9 9
Sim Crty •  Populous 1 9 . 9 9
Sim Earth •  1 9 . 9 0
Simpsons 1 6 . 9 9
Ski Or Die .. 8 . 9 9
Smash TV ... 1 6 . 9 9
Space Ace . 2 6 . 9 9
Space Ace 2 2 6 . 9 9
Space Crusade 1 6 . 9 9
Space Gun 1 6  99
Special Forces I  I Meg) 2 2 . 9 9
Strider 6 9 9
Striker 1 6  99
Strip Poker 2 •  Dohs 6 9 9
Stunt Car Rover 6  99
Super Hang On 6 9 9
Suspicious Cargo 1 9  99
Switchblade. 6  99
Switchblade 2 1 6 . 9 9
Teom Yonkers 1 9 . 9 9
Team Yankee 2 •  1 0 . 9 9
Teenoge Moore Turtles 2 1 6  99
Terrninaior 2  1 6 . 9 9
The Immortal (1 Meg)8 . 9 9
The Manager 1 9 . 9 9
Their Finest Hour 1 9 . 9 9
Their Finest Missions . .  9 9 9
Thunderhawk 1 9  99
Tip Off 1 6  99
Titus The Fox 1 6  99
TNT 2 ..... 1 9  99
Toki ... 1 6  99
Toobin 6  99
Turbo Challenge . 6 . 9 9
Turbo Challenge 2 1 6  99
Turbo Outrun 6 9 9
Turrican 2. 9  99
TV Spars Baseball • 1 9  99
TV Sports Football.. 7 9 9
Ulhma 6 (1 Meg) 1 9  99
Untouchables 6  99
UMS 2 (1 Meg)... 1 9  99
Utopia  1 9  99
Utopia Dote Disk •  9 9 9
Voyager 6 9 9
VVorlords (1 Meg) . 1 9 . 9 9
Wirboll 6 . 9 9
Wirkicl • 1 6  99
Wolfchild  l b  99
Wonderland ( o t 1  .  1 9  99
World Class c a r d , .  6 9 9
World Series Cricket ll Meg) . .  1 9  99
World Wrestling .  1 6  99
Xenornorph 2 1 6  99
Zuni...station • 1 6  99

6 99
19.99
9.99
6.99
6 99

SPECIAL OFFERS

FLIGHT OF
THE

INTRUDER
NOW ONLY

e14.99

UPGRADE YOUR
AMIGA TO 1 MEG

1/2 Meg Upgrode £24.99
1/2 Meg Upgrade • clock £26.99

LEMMINGS
NOW ONLY

£14.99

SPECIAL OFFERS
ONLY £1 2.99 EACH!

Captive,
Cadaver,

Jack Nicklaus

JOYSTICKS
Cheetah 125 + £6.99

Comp Pro Extra • £14.99
Quickjoy 2 Turbo . £9.99
Quickshot 3 Turbo - £9.99

Quick joy Jetfighter • £10.99

BLANK DISKS
Unbranded

10 x 3.5' DMA) - £5.99
20 x 3.5' DSDD - £10.99
50 x 3.5' DSDD £23.99
100 x 3.5" DSDD £44.99

Branded - TDK
3.5" DSDD £1 25 Each

PUBUC DOMAIN
Please send SAE

for list



Y O U R  E S S E N T I A L  G A M E  G U I D E T H E  B O T T O M  L I N •
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Yes, it's time to completely revamp The
Bottom Line - Britain's most complete
guide to old games - from top to
bottom. In our new version
you get mini-reviews of every
major game reviewed in
AMIGA POWER over the last
10 months, plus more facts
and figures than ever before.

4111r01011-S NOIR

Ai m e t  lin
CC • Can Capp60
00 • Own (100o
OP • Gorg Penn
JO • Joraltret Dm*
KR • NM Plow
MS • 10.0
ION •• Merl Ilasuemit
NI • 11.01wool1001*
NW • 114111000
RP 1110.140.7
IC • 10061 W O W

THE ALL NEW BOTTOM LINE
*  •  r

(AND HOW TO UNDERSTAND IT)
Excellent  N e a r l y  there •  * * *  Very  good

* *  •  H a s  K t  moments  * *  F lawed  *

lie WAWA pools, Pa new .new.
unit • Ni pow um. wan intanAllen
INA Ire.. opRie. Mena Rat II wets_

no V* Olt *or *
Wig MANN
N M I .  Pima

1 * *  w  p l  / • •  • • • •  • 1 4 • 1 • 8 • 0 .
watt Pe MAR r  4.103A sOVIIII
wow Res 40$1,0110 .00,011 F. M
iinwhIty01011000.• one Ps
Rpriumor's 10105.11 No pow
INPR001 F pp r m. up1000140-tme
top 10N Cloma. IR power/ or**

Rett,010.01 IT MI Rem mart•••••
00a w. *01.0010**000 to**
re snos lo, *0 owl Pm 1401
I N *  0,,o kroit 4 - 0  yew *PA PRP
mud le Won OPP smf RPM *00 •
.  0.1,* gym ma* NW/ 0 0 0 , A  Pa** 00R, owl rem,

ABANDONED PLACES
E lac troruc Zoo (29 99

API' K F
O M N I *  omelet* leepse APO.
yeill *Wit plity, 00I as you mogre
malla. Rid sneer* in PRA at of
W I %  about PO Mc& MINORS • 04
tlidty IRO. lot mar OMR*  pot piety
Ca W M  *Or your money •  • •

THE  ADDAMS FAMILY
Ocean U S A
APIA MN NO
H O *  slosstoto Mune Mos bun no
lees playable PRIORI Huge are
Pugh_ and M e  4 Pass a I I  bee m
Mmes. fun's no tramps of thew
Mint 05 A FOO, 10, ors

ADVANTAGE T O M S
Plogrome £25.9,
API 2.9%. DG
Wan sal meting lot ire deanerve
Mega tame germ The M a r e
afth ew best al Am carearrIent Isa

COVIPOW IN 0 dOwli * 4  •

W O  ADVENTURES
WILLY B L U E I S H  O P
SWIM M e e
AP/2 09% MR
Greet plot web soma gsrmoro homy
M O W  of Ihrnoto, MA Me game
P O  s Cleapporempy
eloneefcrensol ano Meer For £35.
re is be OW 01 don t o p s *
owing * •  •

AGONY
Psygnoets £2S 99

-*vs t a n u p a r o u r ,
volt Iluming grapfam are Waged
baseeshoul gerrepery fbul harry
tragic insedo 11* its WWII sail
luta you keg lo 9M I s m *  torph
so welch csA I  you re alter a reel
of/Merge e t  • •

AH37.M THUNDERHAWK
Core 1-30 99

APS ft% JO M O  No47
A Pamper s i f t * .  Pas new
moo of a illaphl mesa 00aler.
elfh Iced 44 scam tut rat 1.W110
rock at The moues to
miry. At so a stessers fun N Os
W V  •  tr•it

ALCATRAZ
Irdegremes
AP/3 73% MR
A 01 c4 a per/ in onepirmr rrafe
hi01.0 *WA 10 0 0  ho crewmen
. 1 " , 0 4 8 0 0 0 , 0 " ) .  s  * W C *  m o o
lb., a Muni Rome Pm men
gernerWvxSamvp e abooptem
are adectres. 1 not Pe biggest MN
your ever see NW OM •  • •

ALIEN BREED
T a p  17 U S K
API MS RP
UlIrs-eick GRARNI0 dot* - 4 gels I
04 weave MA Morel Imes of top
ray-004110111611un 12 0.0 hid
b0010,004 1eM WRAP 11V4$*:* tt
one meg byre used 1441 e v e

ALIEN STORM
IJS Gold C25 99

PPS
snow -  • a s  same as
Cr UM AAL, onthAil OW clever
sectpecated 1N1. Yap. es r a p
plea Wasted *

ALTERED O U T W I T
Accolade CHM
AP? 73% JO
Tiocmcally IrS prep Orlin Out a
Poem enough issonso• aWrIt
W O W  ere pl ies pepper sna
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BE!io
Receive one of  these
three games when you
subscribe to A L N I PA Z

C H A R T  A T T A C K H A R L E Q U I N CELTIC L E G E N D S
Ideal for the budget-minded gainer -  you get four of the
most individual and ' m o n i s m (  Amiga games around in
the same pack! Impressive is the only way to describe
Lotus Esprit Turbo Challenge, the original and (some say)
best Lotus clnying game, and here j o i n e d  by
Isaciereslash romp GhouisN4hosts, the bisarre Venus: The
Hrtrap and lovable old lames Pond. An eacelknt choke.

Robocod is a great game, there's no denying it, and an
eacellent way to prove to your friends that the Amiga can
do the sort of things people buy i  ( a t  consoles for.
However -  and make no mistake about this -  Harlequin is
better. It's Wr i e r,  it's more packed with stuff, its just as
imaginative, and things don't stow down half as much
when thitres lots gang  on on screen. It's the bee's knees'

'Celle l ike the Northern Curelaean race, not 'Cede' like the
football team, this stunning sereeephscbearroleislaylei
game has proved a shock hit in the AMIGA POWER offices
farts of the Chaos-style of gameplay will love it' Especially
fun in two-player mode, this unusual het -based
wargameaction game proves once and for all that strategy
doesn't have to be boring indeed, it's gorgeous stuff!

J U S T  L O O K  A T  A L L  T H E  B E N E F I T S  Y O U  G E T  W H E N  Y O U  S U B S C R I B E !

iYou save time s•You save trouble II.You guarantee your copy
0.You get it delivered Y o u  receive one of these superb games

ALL THIS FOR JUST £ 3 4 . 9 5
RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0 4 5 8  7 4 0 1 1

rYES! Please enter my subscription to AMIGA POWER S i g n a t u r e
and send me the game of my choice

to? 1.5 appwf ,d , t .

CHART ATTACK

L I  H A R L E Q U I N

❑  C E LT I C  L E G E N D S

UK c 3 4 . 9 5

E U R O P E  C 5 6 . 1 0

R E S T  O F  T H E  W O R L D  C 7 6 . 7 5

So that you Warm your mapsortes que:kty and urelareaped, ovenleel MEM ae0 twit At Mel

c o p  your yue wit be ereeessee immediately, please Mow 28 days lar claims a/ your game

METHOD OF PAY M E N T  , - • .

A  X  C H E Q U E S  ,Dayable to Future Pub4stry Ltd

r -17771

Name

Address

Post Code

Telephone No
Enclose this coupon (together with you' Cheque if am/cal:NI m an envelope 10
AMNIA POWER SUSSCRIPTIONS, FREEPOST. SOMERTON Ta l l  TER
T H I S  C O U P O N  I S  VA L I D  U N T I L  31  A U G U S T  1 9 9 2  A I N I I A C V 0 7 9  2
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G A M E S
for  some, M O R E

1 May 1991 Our very
first issue! Big games
like Eye Of The
Beholder. Gods and
Cybercon W. the test

M O R E  p a r l  of a gigantic
Rainbow Islands
players guide. lots of
chat from the
Brenap.Renegade
crew and more'
On the disk:
Bombuzal -  the
complete game!'

2 June 1991 And it just
gels better! If you
manage to get past the
(ahem) swoony picture
of Peter Molyneux on
the cover you'll get lo
thrill to such treats as a
giant f3uirlrog interview
and reviews of games
like -  yes' -  Monkey
lsfarid
On the disk: Kid
Gloves t h e
complete game)

3 July 1991 You want to
know about Core
Design? CDTV7 F. 15
Stroke Eagle fP
Deuteros? Told> Then

vim N o n a  costraesior t h i s  issue is the place
to come! It's even got
our first 'In The Style
O1.... in
On the disk: bnIliani
Exile special world,
Prehistorik preview,
three typically
excellent PD games i•

FREE,
M A S S I V E

MN ...maw
AuTutAN

6 r e i v i s w

4 August 1991 The
Ultimate Autumn
Preview, film games,
The Assembly Line
interviewed, Jimmy
White's Snooker
reviewed and more!
On the disk: Beast
Busters. The
Executioner plus three
PD games' Plus!
Giant tips poster -
Kid Gloves and
Bombuzal solutions''

5 September 1991
Giant Gremlin Work In
Progress feature. all the
new god suns
compared, DMA
Design talk Lemmings,
plus Mega to Mania
The Srmpsons.
Thunderhat*
reviewed.
On the disk:
Barbarian ff demo,
plus five (Nell  groat
PD games!'

woo Namoar

BACK

o r i r m a r . •  0( w o n  W o w  c i o r p

• • "  r  •

. wwwn Pow
eivalwrviuris... • I
.0.••••
. . .Pi I r . .
r - : •

W W I  PION w e l l

6 October 1991 Indy
Atlantis, and more -
grant US Gold Work In
Progress feature,
Midwinter If, Cruise For
A Corpse. Magic
Pockets reviewed
On the disk: Rolling
Ronny, Captain
Planet. Butlfrogger
and more!
Plus! Five free
AMIGA POWER
postcards!

7 November 1991
Monkey Island If.
Young Indy Jones -
Lucashlm tell all, Wcriv
O1 Commodore show,
Bob Jacob of
Cinemaware
interviewed, Formula I
Grand Pnx, Shies
Brothers, Lotus
Robocod reviewed
On the disk:
Leander. Video Kid,
plus PD games!'

8 December 1991 All I
want for Xmas_.
seasonal hardware
guide, giant Xmas
compilations feature,
reviews coming out of
our ears (Populous ff.
First Samurai,
Heirndan, MicroProse
Goff. Knights Of

614" T h e  Sky
On the disk: Cisco
Heat, Elwra Arcade

.7.• ( 1  megl, best of PD"

STV"S"

9 January 1992 Giant
FRP game feature
Code Masters
interviewed, our
Games Of The Year,
,evIews of Smash TV,
Birds a  Prey.
Knightmate and more!
Double disk issue!
Giant Knights Of The
Sky entire training
section ft meg).
Puggles (great 0
Bert- slyie PD game)

I L O  1 0  February 1992 The
" .  M .   U l t i m a t e  Spring Game
i k a w l i  G u i d e .  It Graftgold had

known then t h e  best
and worst of games
Packaging. plus
reviews of RopoCcip 3.

N. M o t h e r  World, WWF,
P I N N E D  L e a n d e r  and much,
D O W N !  m u c h  more!

On the disk: PD
Special -  featuring
Mr Wobbly Leg. Raid
and Sguarnble.

ISSUES
11 March 1992 The new
Ocean -  all the year's
beg previews, Mega to
Manta If -  diary of a
game starts. buyer's
guide to platform
games. plus reviews of
John Madden.
Shadowlands,

" ,  a Har lequ in ,  and more!
p l y I l l i t a v a i  O n  the disk: Pacific
s y ' i i i m  Is lands exclusive

mission, plus three
PD games'

S A C I I I I
S O W N ' .

L-111111

M U M  N N W (  RATE THE

- 1 1  1 1 0 0
= M r

r i j E l l a  B E S T

----tGAMES
EVER!

12 April 1992 Giant
Psygnosis preview
teature (all the new
games). massive beal-
em•up buyer's guide,
and some great games
reviewed -  Parasol
Stars, Titus The Fox,
Vroom and more'
Double disk Issue!
Great demos -  Titus
The Fox. Protect
plus Rome complete
game and morel

13 May 1992 Bumper
Anniversary Issue'
includes the new AP
Top 100. hidden games
guide. plus reviews o1
Apiclya, Protect X.
Ultima VI and more'
Double disk issue!
Special Sensible Usk
including Soccer and
Waled. And' Playable
demos of Campaign.
Pinball Dreams and
the Hook sideshow'

14 June 1992 A n e w
new footy games
previewed! All the top
foysticks tested! All the
big games reviewed'
Fire $ Ice, Addams,
Eye Of The Beholder ff.
Legend, Pushover,
SimAnt, and more'
Double disk Issue
Great playable levels
01 Legend and Aqua
Ventura, plus Oster &
Mrssis and more'

AMIGA FORMAT BACK ISSUES
D o n ' t  forget these

old Amiga
Formats' Both

with complete games.

Issue 23; 2 disks Inc
Balance Of Power -  pure
strategy (an ex- Top 100
game!) £5.00.

AMAMIG4
e a . . . - - -

Issue 24: 2 disks, 2 games - Vaxine and Ar
"$4.4.44 rare sus 1.3 4  & i f  7 .  an O S " ,  NOT A300 Plus a n o i n t * .



S P E N D L
a i r

Essential A m i g a  goodies g o
on, t rea t  yourself!

B I N D E R
N o w  you can keep your copies of

Britain's best-selling Amiga games
magazine pristine and perfect in these

gorgeous white binders.
finished with a smart

royal blue logo. No need
for ragged, dog-eared

maps again'

£ 4 . 9 5
1414uct4

f i l  U M W  l ' , 1 . 1 4

I i s  black. it's cotton, it's stylish -  it's the
AMIGA POWER long-sleeved T-shirt,
featuring the AMIGA POWER logo on

the front and 'ATTITUDE down one arm.
One size, Extra Large. fits all' Don't be
seen without one!

A P I D Y A
A t  last! After years of over-blown,

graphics-heavy blasters comes a shoot-
'em-up with Imagination, flair and sass_

beautifully-rendered graphics, this Is a must-buy
a w a s h *  ,  an absolute bargain'

� y f s 0 . 9 9

Late simply, the best Amiga game tips book you II
find anywhere. 180 pages of tips! Over 100 games
reviewed! 12 games mapped! 13 complete

solutions, 20 complete player's guides! There s more
games-help on offer here than you'll find assembled
together in one place anywhere else_ You could live
without it, but ask yourself the following question. Why?

RITURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0 4 5 8  7 4 0 1 1

I  Y E S !  P l e a s e  s e n d  m e  the  fo l lowing  i t e m s  of  m y  choice . . .  M E T H O D  OF PAYMENT a/ease Intkell

Please )ndicato as appropriate

2 3  •  9  6  7
AMIGA POWER BACK ISSUES cii40 SAM Li

9  1 0  1 1  1 2  1 3  1 4
f i

API0TA E A C H  P l e a s *  Indicate the number you requwe
AMIGA POWER BINDER E A C H  R o a s e  rndrcate the number/ you requao
AMIGA POWER T•SHIRT E A C H  P l e a s e  endocate the number you tooune
SCREEN PLAY 2 BOOK E A C H  P l e a s e  endrafe the number you (Nora
AMIGA FORMAT BACK ISSUES CS.00 UCH 2 2  : 2 •

-Armrx, to --z,IAN ,reins t h e  cost. TOTAL COST C
Pk; i • : • y, lot de4vel, of your goods

card no

espies

Z  c o s t a u i s  NNW* 02 Fulls@ PublioNng Lid

D O D D  D O D D  D E =  D I D L I E
D O D O

Signature

Name

Address

Post Code

Telephone No _
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AMIGA POWER SUBSCRIPTIONS,  FREEPOST,  SOMERTON TA11  7 B R
THIS COUPON IS VA U D  UNTIL 30 AUGUST 1992 A P / S A A D I / 7 9 2
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UNIVERSE

This month we don't have one
hero, but thousands of 'em...!

L E M M I N G S
FULL NAME There isn't one Lemming. but lots - all identical {with
the exception of the various abilities they temporanty receive - see
Known Abilities) and all conspicuously lacking in personal names.
OCCUPATION As small furry creatures the Lemmings don't have an
occupation taped tram temporary ones, which they undertake with a
laudable single mindedness - see Known Abilities). They simply 'are
LEGAL STATUS Unknown. As animals it is unlikely the Lemmings
enjoy any legal status. However, their humanlike behaviour makes it
possible they could be citizens of some unrevealed 'Lemming nation
MARITAL STATUS Unknown. though it is possible that some
Lemmings are related to others through marriage or similar.
KNOWN RELATIVES AND ASSOCIATES Other Lemmings.
ADVERSARIES The Lemmings nave no known enemies as such,
but prove extremely vulnerable to natural traps and pitfalls Real
lemmings I Lemmus temmus) migrate in tate summer after a
population build up. the targe numbers involved often causing mass
panic to set in, resulting in reckless. undirectional movement and
many deaths. The game animals, however. don't so much panic as
walk blindly ahead no matter what's in front of them - different
behaviour. though the resulting mass deaths are the same.
AGE Real Lemmings only live a few years, though in the game they
tend not even to make it that far, such are the perils they face'
DISTINGUISHING FEATURES Unlike real lemmings, our heroes
stand erect upon their hind legs. Their colour scheme is also
unmissable - wearing blue jumpers(!), they have green hair and white
skin The only time this changes is in two player mode, when one set

i•ni•-•irls get a green jumperstlue hair colour scheme.
BASE OF OPERATIONS Unknown. Apparently migratory.
FIRST APPEARANCE t,..,mmengs (Psygnosis, Christmas 1990).
GAME APPEARANCES TO DATE Lemmings (see abovel, Oh
No Mote Lemmings (Psygnosis levels disk and stand-alone game,
Christmas 1991). Lemmingotds (PD), Operation Lemmings (PD),
assorted PD demos.
HISTORY The Lemmings first appeared on the Amiga in the game
Lemmings, where they were introduced as a fun loving. cuddly but
essentially dense race, seemingly hell bent on sett destruction The
data clistommediale sequel Oh Nor More Lemmings saw little real
change in their character. though assorted unofficial PD games and
demos have depicted them in a number new lights (see picturesl.
HEIGHT Normalcy a handful of inches in length, though putting a size
on the game creatures is hard - there's nothing to give them scale.
WEIGHT Normally less than 100 grams, though see above.
EYES Black,
HAIR Green (some are Blue in two player model.
STRENGTH LEVEL Unknown
KNOWN ABILITIES The average Lemming is a Walker - a
suicidally stupid creature who will simply walk into danger unless
forced in a different direction However, individual Lemmings can gain
additional abilities for short periods of time - Climber Lemmings can
climb vertical surfaces. Floater Lemmings can jump from high ledges
without harm. Blockers prevent fellow Lemmings from passing. Bridge
Builders build bridges, Bashers dig horizontally, Miners dig straight
down, and Diggers burrow vertically,
PARAPHERNALIA The Lemmings use various tools to help them
through the game. Miner Lemmings use pick axes, Bridge Builders
carry a sack of bricks which they use to build bridges, while Floater
Lemmings use an umbrella parachute to gel safely to the ground
NEXT APPEARANCE Lemmings P (-though it may not be called
that" say Psygnosisl, due Chnstmas 1992

L E M M I N G S

a- H o w  do you
n  g e t  across this

one then? A o n e
Lemming ponders the

problem in this screen
from the original (and
best) lemmings game.
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famous US-based
demo creator Eric

Sehwarti included the
Lemmings m one of

his impressive military
style PD animations,

Here they are getting
shot al by a cartoon

fighter plane...

One o f  the 'Wild'
screen from OA Nof
More Lemmings. Our
cuddly little heroes
have yet to drop out
through the trap door
at the top into the
screen -  time, then, for
you to take a few
seconds out to think
up a plan about how to
complete the level.

Lemmingoids • an  Asteroids-.
style PD game with Lemmings in
it, the big difference being that
you get to shoot Lemmings
instead of, er, asteroids. Mg
Lemmings spin into little ones
when shot, pretty much as you'd
expect, while you control the
blue umbrella you see in the
centre of the screen. Arid that's
about it, realty...



"International Sports Challenge brings you all the
excitement of 6 different sporting events in the most
realistic multi-sports simulation ever produced"

SHOW JUMPING
• A masterpiece of 3D simulation! •  Unique perspective,
superb realism! •  Different courses offering o
multi de of challenges.

CYCLING
With stunning 30
vectors and
unbelievable speed,
the cycling event offers
the most exhilarating
and exciting rate of
your life.

MARATHON
The unique marathon is o test of strategy and technique
as you take your runner through "the wall".
• The marathon, linking oll other events together, allows
you to Cockle the trItimate challenge. • 4 courses. • Choke
of six different runners. • Changes in terrain, weather and altitudes.

'Agh
A . i n c i n t l

DIVING
• Over 40 dives to pick from on 1, 3 and
5 metre boards, together with a medley
option. *  More than 140 frames of
animation gives this
event unsurpassed
realism and
garneplay.

6 POW COMM
21 RIMS

SWIMMIN
Test your skills in the 100m
Breaststroke, 200m Freestyle, 400m
Butterfly or 4x100m Medley.

empire
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SHOOTING
5horp reflexes will be needed

to break records in the shooting
events.
• 4 totally different events
offering a wide spectrum of
challenges from pistols to double
barrel shotguns.

IMPIRI  SO/TWA I I ,  41 M I  STANNITTS, LIIINDON NONTIf TRAM a w n " ,  SASOLOON, I S M  SS /S O N .  714.. 0  26 a 5 4 ' 2 1 7



•  f  f  • •  1 1 : 1
the you
young

1 • s t  fully-qualified F. \ .  ,_-:•Jusil, Jr  2-.) he r.....i
.-;/ a n a j e r  In the foot•Jull 1-,J:ju-,.,. h i  1 7;'2, I t

• 1 r _ i •  . . ,1 •  • J r  4 11 ! ) 11  ! ) 1 1 1  J  .-.1 • - 1 ' : j 11 '  '  •  I I J a f  J j l i  1! )11

Ill •  El!: '  '11f • V.111 ....1/1•_)t • •  Jr.).;1•J- •A11/ u ir_n
.iii• Ju l _  •_,;1-:.? '..1 1' • 1•J' •  •  n  in-,: i•..i. nil -Jill:,
11 J  1  •  9  ' I n u i r  . .  •  -J ' _12; . ) . . )  1 •  . .

• i i  ,  ,  '  r i  I  i l l  1111 ;  I l l  U1/ '..1j .• '.1.11/11 ; 1111 U  •
,j,r„._, ,

.  . .  e V  -•-)/1b1 J r  111 it11 lirJ1Ju:),:s.; In i•J•_)ii)y11 rw.J!..!

G R A H A M  T A Y L O R  S O C C E R  C H A L L E N G E  -  M A I N  F E A T U R E S
1! Two seperote seasons follow the manager's kd cover Take charge ° ta loa) *  Gib and work you way to the top then try to guide the England
team to success is the Europeon Oxrndonships
2/ (recited wit assarante from Graham Taylor and the Foorboll Assoaction
3/ Includes over 203 reams. al with realistic step colours skill leveb grand names and squads wets red names and data Player doro includes date of
bet'. height and over 10 shill faders that combne ro moire every player nuly unique
If Convections include the Engleh league. over five divisions ( nduchng the new Premier Denson and GM Conference ) FA Cup League Cup ZDS
Trophy. Autoglas Trophy and European Chomporahos C cpahers and finds )
5/ Other lectures include

Over 3030 indmck.oci players F a y  animated graphic march sequence Watch you own marches or any other Realm.
ircrder market Other learns buy. l o o n  ad  free-fro-der players Dory season Ron The week oheod and choose 'Toning dotes or orcno-
friendly mcoches ((king dose season) Full rroree and reserve squad for every ream M o v e  your talents and brng platers I v a *  to the serve •
squad. 'Nunes, suspensions and medical records view fixtures cup drows. top score tables. 'rogue rodes and many more mato pages Choose
tionng programme fa teom or ndreduol players Scar reports Doty news pages keep you abreast ofd developments to you own crud other
learns Players will age may deteriorate n slid and everruoly retire Realm aowd toques dependary an leogue parrot. oaucd gorse copodes
and *am dowry. Manager may be fved or you moy resign or any rune so lake over another morn
ALNAIINALTIMAANAGM. llegorore with league Monogers for the release of players for the Nonand squad Mend league gorses to assess
potemol of doyen for Noland squad. Mange trendy Intessrunuirul garnes. Ploy European Chompronship quoilyng games Play n the European
Osornponsho folds n Sweden Fully onvnatedngane sequences A l  European llonand teams ridoded A l  Nononof ream players Update
MicrooKs dory kcouv  for ("Jed and suspended players Rovers status appearance and goofs scored Royer reports

C  Krisalls Software Ltd., Teque House. Masons Yord, Downs Row, Moorgote, Rotherham. Te l  0709  372290
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