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Lure Of The Temptress and more! H_!




§

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

the faithful fairy, you take

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

and Wednesday have zone back Lo
their creepy abode Lo regain
possession.

But not now that they've disappearcd!
As Gomez vou must find your loapm
loved ones in their spooky mansion
house,

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

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

CBM AMIGA

THE ADDAMS FAMILY TM & © 1991 PARAMOUNT PICTURES.
ALL RIGHT'S RESERVED. THE ADDAMS FAMILY LOGO 1S5 A TRADEMARE
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‘ TRUE STORIES
Vst GAMES OF THE |

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

make room for our giant Things To

Come section! And anyway, there’s still

room for AMIGA POWER Recommends, ¢ . [EE= 3

all the tap game news and more! -

'I GALLUP CHART

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

I 7 THINGS TO
COME

Mew! Qur first purpose-built previews
section arrves, complete with revealing
Work In Progress reports on System 3's
Silly Putty, Team 17's Assassin, Core's
FPremiere, Lonciel's Entity and — yes! -
Origin's stunning Wing Commander on
the Amiga!

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

74 iF I'D KNOWN
THEN...

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

88 POINTS OF
VIEW

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

93 DO THE WRITE

WIZKID JAGUAR

The most imaginative MXJZ220

Amiga game of this (or Core take on Lotus Il
any) year... Page 26 head on! Page 30

EPIC SENSIBLE THE SECRET OF
It's been a long wait, so SOCCER MONKEY
it's a shame it wasn't The greatest football ISLAND =2

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

Ao, Y |

Page 38

DUNE

Perhaps the most
completely ill-timed
film game ever Page 44

ISHAR

Don’t hold your breath,
but yet another FRP
Page 46 enters the fray! Page 48

It's good, but no home
run here

THING _
It's the rudest, most opimionated letters o e > e g £
page in the business, and this month . o, B o> 1 ]
that's more true than ever! v/ a LY

-
HOSTILE
BREEED
Bizarre and perplexing
blasting fun  Page 52

97 THE BOTTOM
LINE
All new! You've never had it 50 good -

the al-new Bottom Line features mare
reviews in fewer pages! Don't miss it!

RISKY WOODS
TEMPTRESS It's risky, and it's got
Monkey Island, British woods in it (copyright
style? Page 54 Matt Bielby '92) Page 56

70 HERE COMES SUMMER!

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

LURE OF THE

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




TWO
QVER 300 RIS

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

G AM E s delight and delectation. Like these...
REV.EWED AND THIS IS DISK 15

THIS ISSUE
JULY

GALACTIC
Old C64 programming ace
Stavros Fasoulas (remember
G o Sanxion?) has broken cover at

i | Championship Manager -—-—---—--81 last — and with the weirdest
STRIKER Discovery Amiga game this side of Wizkid!

New software house, O ———— 44 Find out more in this exclusive -
and quite brilliant — eight level
playable demo!

perhaps, but it's a great
o footy game Page 32

AMEGA RACE

Like Asteroids? Then you'll just love

JAGUAP XJZZ0 eessemsmrensnns sensmsan a0 this brilliant inertia-filled blaster!

Jim Power e 79
Lure Of The Tempiress ————- a5 Number Fumbler
8 12 15
) 4 9 I
- HOOK
Meanwhile, over at NUMBER FUMBLER 5 1

Ocean, something Risky Woods They don't come a lot trickier (or a8
, similar brews... Page 42 more frustrating) than this one!

Sensible Soccer
Striker
Touchdown

INVADERS 11

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

MYTH

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

BUDGET

Artura
Battleships
Dogs Of War

Madshow TV o ---84 sﬁ'u

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

Rainbow islands

WILLY
iIN THE
COMPILATIONS CASTLE OF DREAMS
And last, but by no means least, there's
Sitmap Brothers Vol 1 s oz Willy - a poor little boy scout, lost in a
l I IBSnSEI.éS Fantasypak vast, platform-filled castle, on a quest to
Jrder the old AMIGA save an old man's sleeping patterns (or
OWER's you're missing herel PUBLIC DOMAIN something). Whatever, it's fabulous!
“lus! Don't miss our brilliant
subscription offer and more! Asterclds Deluxe _-____“ GOT A FAULTY uls“?
'I 'I 4 AMIGA i by e i g @ This isn't the sort of thing we like to hear, and happily we don't hear it very
UNIVERSE e 88 often, but if you do have disk problems, simply place it in an envelope, along
Every month this builds into a Galaxians N1 with an SAE and a letter explaining what's wrong, and return it lo this address

:u.nprenﬁnsw;a _guz:ir-:- to , Microbes
avery major character on the

Bmiga. Except this time it's One Man And His Dog

not one character but lots — Smash TV: The Rip Offceresenes —-B7
the Lemmings!

{NOT THE AMIGA POWER OFFICE): AMIGA POWER Disk Returns 15, Tib plc, 36-
50 Adelaide Street, Bradford BD5 0EA. There are more details over the page...

HIMmod YODINY
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We're going to give you the disk
instructions here, so pay attention.
@ With the exception of Willy in The

Castle Of Dreams (which will only
work on 1 meg machines), this Authors: Mental Image
month's coverdisks will work on all
Amiga AS00s, AS00Ps, AGOOs, and

pretty much any other Amiga you Continuing our quest to bring you the very

care lo mention. best in shareware PD, we've got an antire

@ To load the disks, first make sure disk of the stuff to give you this menth

you've switched off your Amiga, You may remember Stuart’s glowing

removed all peripherals and words about Mental Image Gamedisk 1 in

plugged a joystick into Joystick his PD column a while ago (AP4 to be e

Port 2 and a mouse into Joystick precise). Well, now the Menial Image boys I ‘

Port 1. Now insert the disk you wish are back again with nat ane, nal two (Oh, %,

to load and it will autobootl. get on with if — Ed), but three (three!) - ‘\m

® Disk 15 (the one containing fabwilous shareware games for you,

Galactic, Amega Race and Number 1he reader

Fumbiler) actually contains a neat Caovering three of the most popular o fd

little game to play while it loads. arcade genres - platiormers, puzzlers and L ;

Then there are two menus to worry shool-'em-ups - wa're sure you'l agree

about - one for half meg owners that the Menlal Image Gamedisk 2is

and one for one megq owners. worth, ooh, at least £3.00. And by a

Prior to the main menu you will be strange cosmic coincidence we'd like you

requested to type 'y’ (return) for the (providing you feel that the disk is well

half meg menu, or ‘n’ (return) for the worth the expense, of course) 1o send the

one meg menu. Once the main boys a registration fee of £3.00 for the

menu has loaded, simply select the delight of using it. You don't have to do it, sl alhopie bl s it il gl L gl i

game or demo you wish to load by of course ~ you may think the disk is a bit Mi e e

pressing the correct function key on crap and net worth anything at all really

the keyboard. Voila! Your game (though we very much doubt it). Much 0] DD[]DU DD

should now boot up. more likely, we feel, is that you'll feel it

#® The Mental Image Gamedisk within your heart to send a fee of £5.00 -

works thus: From the main screen, at which point the Mental Image team will Taking on the might of Xargonian empire
click on the mouse button. Then post you a copy of their Gamedisk 1 as a in the eracking Invaders il.

once the main menu has appeared thank you. [What a friendly industry this is,

{the one with the book) select the eh?) Of course, as we say, you don't have & Every 50 oftan, your base will send a
game you wish to load by pushing fo send any cash, but if you do want o supply ship to you, camying one ol three
the joystick left or right, then elick support your local PD team (and it's a items; a new weapon, 3 power-up, or an
on fire to load. it's that easy. good thing to do, we think) send your energy pod, There are three weapons 1o

@ As we said, Willy In The Castie Of maney io;
Dreams will only work with Amigas MENTAL IMAGE

choose from, indicaled by the colour of
the square above the pod which is

of at least one meg memory. 16 MILE END AVENUE dropped. A power-up increases the
@ Please keep the disk you are HATFIELD DONCASTER You wanl simple scenarios? You got efficiency of the currenl weapon, and the
playing your game from in the drive SOUTH YORKSHIRE DM7 AL 'em! In Invaders If, you have been given  energy pods increase your energy level
at all times, and remember - it's the {he task of stopping the Xargonian by half,
wise man who switches his machine @ While you're at it, why nol drop us a line motherships from reaching your base.
off for 20 seconds or so before here at the AMIGA POWER offices and lat This is achieved by flying over a planet IT'S THAT SIMPLE?
= loading up a new pragram to keep Les know what you think of having surface in your craft and, erm, blasting Yes, it's that simple. Just fly up, down
& his disks free of any stray viruses. Shareware on the cover disk? f you like hell out of the motherships and smaller left, right and fire, P pauses the game,
@ the idea we might just do it again alien escorl crafi. The motherships have  and ESQ quits. @
2 IF YOUR DISK DOESN'T WORK strong shields which will take several
> @ First, try the process again, once LOADING MENTAL IMAGE DISK 2 shots 1o destroy — and thal's just at the
- again making sure you've removed The loading instructions for this (and beginning! You actually get progressively
?, extra peripherals the program may indeed, this month's olier) disk you'll find stronger matherships on each level,
not “like". owvar on the laft of the page there, but while the gama will continue until you run
@ If it's only one of the programs on betore we stan, just a quick waord about out of anergy, or until 2 mothership
E your disk that doesn’t work, not the the loader. You may think that your Amiga reaches your base
> whale thing, try phoning our new is doing ST impressions here, but don’t And that's all there is 1o the game
e COVERDISK HELPLINE. Call 0274 woiry — atter a few moments the title really, except for a few guick hinis, and,
B 736990 and ask for Sam Hiah. screan will appear. Click on the mouse of course, the controls:
& I either of your disks fails to load, button, and an options screen will
< then pop ‘em in a padded envelope materialise, featuring a book in the cenira INVADERS Il HINTS'N'TIPS
E to this address: of the screen. By pushing the joystick laft & If the smaller Xargonian escor ships
s AMIGA POWER Disk 15 Returns, Tib and right it's pessible 1o turn ihe pages, reach your base then your long-range
< Plc, 36-50 Adelaide Street, Bradford, thus highlighting one of the three games scanner will be destroyed, This won
BDS OEA. Give Tib a couple of Simply press the joystick fira button to end the game, but will make il very
weeks, and you ought to receive a select the required one, give it a few difficult for you, 50 keep an eye out for
o shiny, working new disk. miaments 10 load, and away you go. (Easy, the little baggers.
eh?) Now an with the show... @




lARE SPECIAL @ ]
GE GAME DISK 2

SATU

The second sweet and tasly treal wa've
gol for you on the Mental Image disk is
Satu, a game of strategy featuring a play
area divided Into nine blocks. The blocks
are placed in a 3x3 grid, with each block
either ‘on’ or ‘off'. At the start of each lavel
the computer will generate a random
patiem of blocks, and it's your job to move
them arcund until they match the pattemn
shown at the bottom of the screen. To do
this, you must click on a block, which will
affect one or more of the others - furning
them an if they wera off, or (indeed) off if
they ware on

BLOCKING TACTICS

After each six levels, the rules governing
how one block aflects others will change
Here's a bit of @ hint 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 lo keep you going, bul if you find
you're in real trouble it's also possible 1o
select trainer mode, which lels you see
just how each block will be affected. (s
only for wimps thougk. )

SIX GO MAD IN THE ORIENT
That's nat all there is to the game though -
every six levels you'll find yoursel
presenied with a memary-test banus

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

i i

SEV NS

short time coverad up. The computer then
reveal the symbals one af a time.
challenging you lo remember whera tha
matching one is — the mare pairs you
mateh up, the higher the bonus for the
next six levals.

Safu can be played via the mouse or
joystick. It's also possible to loggle
between sound FX and music, stari the
game al any six-level point. and lo alter
the number of lives available. All of these
are defined from the main options screen

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

CONTROLS

Yo

e

Left — ight

[MENTRL TMAGE]

Ancient philosopher, he say, "Bloody hell, that's tough. | think Il try the trainer mode.”

WILLY IN

THE

CASTLE OF DREAMS

-1 1 f==] I—1—1—1—1 1 1 1 | ] | L=
Iy ®& == [[RI]] (= = &k
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Mnee deep in violent bodies - hey, wail a minute! Wasn't that last month's caption?

This ona's a platiorm game, and here's
the plot: Willy was walking home throwgh
the woods one day after a meeling of the
Sunmy Willow Cub Scouts, when he took
a wrong tuming and ended up outside an
obd casile. Somathing strange happened
then, and Willy fell asisep.

Time passed, and when he
avantually awoke, Willy realised thal
he'd been transported inside the
building. Seemed Ihe castie was actually
owned by the wizard Ozzy, who'd been
hanging round for quile same lime
wailing for someone just ke Willy to
chance along and help him out with a
little task, Ozzy had been unable o
sleep for over 100 years, you see. as
every night his dreams were plagued by
all manner of strange evenls.

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 baddies, who will wake
you if they touch you (and, of course,
you are only allowed to wake up a
limited number of times). As progress is
made you will be awarded parts of a
space suit — collect all five pleces and
after the 20th dream you will enter the

reactor room, where tha power source of
the dream baddies can be shut down.
Failure to collect all five pieces of the suil
befare going into the reactor room will
have fatal conseguences

From the main menu, there are four
oplions fo select. F1 will alter the number
of lives, F2 will lef you enter your nama,
F3 enables a password to ba enlered
while F4 loggles the introduction screens
on and off. Give the pause mode a iry —
these's anolher lop game in there for you
lo try your hand at {!) — while pressing
either mouse bution will return you to the
main menu. @

HIMOd YOINY
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AMEGA
RACE

Authors: Ad Soft &
Leopold Soft.

This month's dose of top PD sees the
long-awaited resurrection of anather old
classic. Like Asteroids, this is a game of
inertia, blasting and the need 1o slay calm,
Yep, once more we've dragged
another piece of black-and-while
axcellance from the pits of coin-op history
froam the days when men wera men and
arcade games really had o be bloody

h‘f-fic ore

playable {not just dreamy looking) to
atiract the punlers

DO THE RESURRECTION SHUFFLE
S0 what's it all about then, eh? Simple. On
each screen you'll gel the chance fo je
arpund in a groovy [itlle fighter, blasting at
cogs (yes, cogs). Of course, these are
space cogs, and, as such, are damn incky
ledlows. Interesting points to note about
Ihem there space cogs ang

1. Some space cogs have dots in thedr
centra — thase are worth mare paints

2. Some space cogs shoot back. Avaid

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

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

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

6. All space cogs must diel

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

Sh li{}_,‘j

Score 163

864

——?"'-‘1_
*

N

NUMBER FUMBLER

Authors: David Alves.

Number Fumbler

15
11

i 2
1

3

Our second plece of PD perlaction is a
computerised version of these
maddeningly addictive sliding block
games. Yeah, so it sounds like a
ridiculously simpla thing to transfer to your
all-poweariul Amiga, but just try playing the
thing. We guarantee you'll be:

1. Hooked
2. Stumped.

SLIDE IT ON HOME
Once loaded, the game will display a 4x4
grid of numbers, all in correct order from
tep left, to bottom right. As you can see
the spare space is after the number 15,
Remember this layout = this is what you've
gat to get back 1o,

When you're ready, use lhe mouse
to place the on-screen hand owver the mix
button {ai the lower end of the screan)

puzzhes? Well,

7

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

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

MANIC, SOUND, PANIC!

It a screen looks impossible, then it may
wedl be. (Mot all of thesa things can
aciually be completed, yknow?) i it looks
insolvable, then we're afraid you'll just
have o select the quit option, and rebool
Incidentally, if you tancy laking a peek at a
digitised pholo ol Number Fumbiler
programmer David Alves, then click on the
‘who’ bution with on-screan hand. Now
steady on, girls. Don't stare at thal
scrummy piccy for too long! @

GALACTIC

Author: Stavros Fasoulas
Publisher: To be confirmed

Galactic comes to you direct from new
Finnish programming team Terramarque
headed up by one-lime C&4 haro Stavros
Fasoulas. (Remember him?) The only
simple thing about Galaclic is that it's the
bégges! head-inp you're ever likely to find
on your Amiga. Expect fo go more than a
little bit wibbly as you play it,

S0 how can we possibly describe
the game? Well, imagine, just for the

'-'*;uwmsamz_uau
e

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

sake of argument, a cross between
Roboiron and and Rainbow (slands
That's sort of what it’s like, bul it doesn'l
fell the whole story — Galachic isn’t that
gasy to pin down, Which leaves us with a
bit of a probiem - do we go on lor hours
frying to make the gameplay really clear,
ar do wa let you dive straight in and Iry fo
maka head of tail of it an your own? Wa
thought aboul this for 8 while and then
decided the best thing to do would ba 1o
give you some Instructions, which you're
free 1o use o ignore as yau wil
Here goes

The first thing to grasp is that you
controd 2 king who can mave around a
wrap-around, scrolling play area at will

mmwgw D5~
oo

%
Y

&
* &

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

The next thing to grasp is that ihere
is aclually a purple king and an orange
king, each with his own energy level
(energy 15 continuously drained from the
currently controlled king, or lost if you
collide with a meanie, which we'll come 1o
in a momeant). It's possible ta swilch
between kings (when anergy is running
low on the current king) by finding the
mirialure king in the play area and
running into him,

Still know what we're talking about?
Okay, back 1o the meanies. These guys
run around, colliding with the currently
controfled king (thus depleting valuable
enengy). The player can fight back with
playing cards however, which fly out,
trapping the bad guys. Walking into a
rapped 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 arne
purple {and can be used 1o boost the
purple king's energy). Time is of Ihe
essence, because the two leams are
always warming with each other.

(Phew.) And there's yet more. Ii
frapped meanies are nol collecled they
fall to the: floar 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 bubbla gum, ice
cream and coins - have other uses too,
but no, we're not gaing o tell you what
they are

Right, that's abaut it. There's no
room left to tell you the meanies alsa lob
migsiles at the poor king (50 keap
mioving) and there's no space to tedl you
1o waich out for the benus platform level
(you'll know it when you get thera) or the
legendary love chase

This exclusive playable demao
comes complate with aight levels of
spaced-oul excellence, while the finished
version is expecied to contain more than
the Empire State Building. Wa'll give you
mare details as we get them, @

CONTROLS
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LURE OF THE
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AMIGA

ATARI ST

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

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

Then envisage a new playing
experience where each
character can go about his or

her own affairs independently
of your actions, where each
scenario is different every
time you return to it, where
f you can experience “real
world” environments.

It's happened.

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

virtual
theatre

IBM PC
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Hey! Remamber Crazy Cars | and I

Waell, now forged them again, bacause
Crazy Cars lilis a completely different
beast (honest). Indeed, Crazy Cars Il
could well be surpnise hit of the Amiga
racing wars
'.,'l'fs.lﬁm than
it's got more |

? -.'.fF' for a star
miman with Gremlin's
Lfus gamas than s predecessors, and
aven mare In comman wilth mowvias lika

The Gumball Rally and The Cannonbal

i
i Tk
A 2

Due for completion any day now by programming team
Taque, Psygnosis' Carf Lewis Challenge will be the first
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, Car! Lewis is initially most striking for the fluld
animation of the athletes - they've apparamly been

ready of the two 01

repainted from actual digitised footage.

Humv.ﬂmt‘ammunpmnmmﬂu-mj

- it offers either strategy, arcade, or full

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 avenl. 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

DISTAMCE

Though you can H:ll'r se from these screenshots just how unudtr‘fulhl colourful
Craxy Cars Iil is, you ean't tell how fast and fluid it moves. And the answer is ‘very'.

Run, By competing in four divisions of bast of the lot, a high degree of artificia
ilegal races across Amanca (14 racesin  Intelligence - it's amazing 10 walch a
each division), tha player pits his driving  whole bunch of computer-controdled
skills and his Lamborghini Diablo against  vehicles slow down just before a speed

a whola bunch of local amateur drivers
as well as 20 professional nvals impabeant and speed
Goodies to watch out for include by the irate cops

the evar-preésent polica to dodge, an- Youll ha

trap, for instance, 1hen 588 one gel

vaul untl the next

read objects o smash into, loads of IS5UE I"'E.E‘ 5 Cr d) for a full review
upgrades for your car, the chance to bet  but from whal we've played so far, it
with other competitors, the fastest 3D easily be worth the wail. Now if anly thay
graphics we've evier Seen on a racing could have managed a decent two-
game (it's possible to hit 400 km'hl) and player mode

simulation

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
mmlmummmumu
the third player competes against the two recordings,
and so on. With three ditferent control options, it's
possible to opt for a joystick intensive game, or one that

relies more mmmmﬂhm—mim
the hurdies, the long jump, the high jump and the javelin
- Carf Lewis Is smaller than Ocean's effort, but it looks
the stronger, visually. The game will be released within
Mﬂmmmemmﬁm i

waiting why not check out the Carl Lewis compo on
p.gm-rmmmmim| [

off, closaly lallowed

CRAZY CARS 111 + CARL LEWIS CHALLENGE + CIDILIZATION
+ MICROPROSE BUY DEETOR

EMPIRE AND
S'I'ATES BUII.DIHG

“Humer Eﬂ.ﬁn-
T

LGy L B

Bdi‘bd!"idl'\i (“ui]Hun-
Sumer. 230
plt-r. o5 ]‘J]undrn*{l

Fans of all-action arcade-style games may
well ba 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 somathing like
this — we're in 4000 BC, and the biggest
groups of people around are small,
nomadic tribes. As you'd probably expect
by now - post Populous, Sim City and
Meler's own Railroad Tycoon - you're in
charge, with the task of building this tribe,
through trade, conguest 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
{hopetully) control new inventions (The
Wheel, Alphabet, Mapping and, if you get
that far, The Bomb), you also get to
compete with rival world leaders,
including such historical types as
Napoleon, Julius Caesar and Alexander
The Great. Look for it in the shops in early
July, and an in-depth review next issue.

MICROPROSE
BUY VEKTOR

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

B-17=the
sexiest Might
sim planned
this year?



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

-~ -

TEAM 17
GO INTO OVERDRIVE

We'va got a lull Things To Come report an Assassin — one of the most exciting new
projects from Wakefield-based Team 17 = in a couple of pages, but here are some of the
other things we can expect o see rom the group who are shaping up to be perhaps the
hottest new team af the year...

® Cverdnve, Team 17's new arcade racing game, is a project of their Croydon based
developmant team. Headed by Junior McMillan (code) and Steve Middleton (graphics),
work began on the title at the end of March. Up uniil then the same team had been
developing a neéw pinball game, but, to the frustration of all concerned, the gama was
rethought and then cancelled in the wake of the successful Pinball Dreams, a 2151 Century
Entertainment game — Martyn Brown, the company's director. felt that there was no place
in the market for another pinball game”, The good news was, however, thal with the
scrapping of ‘Pinball’, development on Overdrive could commence. W asked Martyn
Brown whal he expecis of the game

‘Overdnive s gaing 1o be an amalgam of a ot of styles that we've always wanted 1o
bring into gur games” — Martyn at this point lists his favourite racing gameas, which include
Hot Rod and Super Sprint — the idea being to mix a lot of difterent driving styles, and allow
you to play in various differant modes. 50 in arcade mode, for example, you're given a sel
car and a sel objective. We're still considering a two player mode, but it'll probably need a
two compauter hink,

Martyn insists that the game will “olfer a mynad ol novel and exciting features.”
Indeed, special ieatures listed so far inclede 10 diferent terrains and tracks, and a vaned
array of race track vehicles — including Formula 1 cars, stock cars, sireet cars, trucks and
mator bikes, which all sounds good to us.
® Sweden is a long way from Croyden, or Wakefield for that matter, but that's wharna you'll
find the second of Team 17's new development dugs. Superfrog, as their game is known,
is being developed by Andreas Tadic and Rico Holmes, both of Alien Breed and Project X
fame. I1's very early days as far as this one's concerned - Andreas and Rico are still
putting the basic game angine logether - but we asked whal's going to ba different about
the game

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

Align Breed 2 doesn't pick up where the first game left off, however, but is instead set
quite a few years into the future. Martyn tells us that “the stary for Alien Breed 2 has
already been written. The game will be an enhanced version of its predecessor, with a lol
more free roaming and larger levels.” Expect 1o see more variety o the enemies and a
greater range of missions too, Expect also a two player oplion, 32 colours used
throwghout, it 1o be 1 meg only, and a 1983 release — so don't hald your breath
@ Mow turm 1o our new Shape Of Things Te Come section for a full Wark In Progress
report on perhaps the most impressive of the new games, Assassin..

Superfrog - erm, well, it looks a bit boring a1 the moment, bist they haven't finished it yet.

MAXIS FOR
MINDSCAPE

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

STUMPED?

THEN YOU NEED...
Stuck on a computer
game? We'd normally
recommend The Last
Resort (with Jonathan
Davies), but here's another
option - Corish's Computer
Games Guide (3rd Edition),
which features 750 pages
of game hints across all
formats, all for a mere
£14.95. Worth thinking
aboul anyway...

RACE FOR THE

NEW WORLD

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

O0O0PS! DEPARTMENT

Don't know how it
happened, but somehow
wa got the Suncom phone
number wrong in last
issue's joystick feature. It's
actually 0453 T53585 ~
apologies to the owner of
the number we printed last
month, who apparently got
bugged by codles of calls
from pecple wanting 1o
know where they could buy
an Analogue Plus...

CRIB SHEETS

AUDIOGENIC

Froduct developmani

al

Final Waord

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

HIMOd YVOINY

Z6E6 L AONDPF

O



1992

JUuLy

AMIGA POWER

V)

ESPAGNIA OLYMPICS "92 + RAMPART + MEGATRAVELLER 1
+ AMIGA POIMER RECOMMENDS

ANOTHER BRICK
IN THE WALL

MILLIONS
WILL DIE IF
. YOU ARE
WEAK...

..-::Illif'ﬁ.ﬁ f"l ﬁ*f?":o‘ e

.-|- o

Lett: So which
spori do you
want to play, sir?
There's boxing,
swimming, diving,

ua-x-.-.n-.n-.—.u.n-...-.u_#d._

jude and all sorts :

to chase from. L -{51'

Bzlow: The ;-' e _:_;: G{‘ Remember Megatraveller 17 It was reviewed in an
training includes "W’ e '{L garly AMIGA POWER [quite positively actually - BE
this haspital :;\ percent in issue 4) but at the time we all assumed

the *1" was just wishiul 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 mystericus 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 £29.99 on the
Empire label, and a review in our next issue.

sequence.

Domark's Rampart, the
Tengen castle conquest
game baloved of the
Bitmap Brothers (it's
rumoured), is due for
imminent release -
probably some time in
August. Make no mistake
though - this game has
very little at all in common
with EA/ Interplay's similar
sounding Castles. Instead
it's a much faster three-
player action game, adding
a Tetris-like wall rebuilding
exercise (you have to
rotate various-sized bricks
to fit the gaps) between
boughts of offensive
cannon fire. Belleve us,; it's
lots of fun.

Almost a decade after the ‘classic’ Daley
Thompson's Decathion, Ocean are limbering up for
anather shot al the mulfiple events style of Olympic
game, the only one this year officially endorsed by
the Barcelona Qiympics people, and trading wnder the provisional title ol Espagnia
Qlympics '92.

50 what difference does having the official licence really mean? Well, for a start, it
means Ocean have been able lo include a realistic event diary for the entire competition
and include full (and, apparently, accurate) stats for the British Ofympic team. It also
means they get 1o use the inevitable cule animal mascol, though opinion i split as to
whaiher thal's actually a good thing or not

The gther thing that an Olympic game traditionally means, of course, is lols of joystick
waggling, and never ones to let the side down, Ocean have included some here, Evants
include discus, hammer, shot, long jumip, triple jump, high jumg, pole vaull, vanous running
events, hurdles, steeplechase, and javelin — you can guess which anes are the wagglers
yourselt — while training team members for the individual events is alse included

Whila the pictures you see here are actually taken from PC version, the Amiga one i5
likely to be very similar. Better get into training now — it be out in time for the Games

Megatraveller & blgger and better than the first
game, and packed with things to uncover.

Could it be the best space RPG yet?
PRV e > -

2= RECOMMENDS

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

- - -L_“

g
LEGEND THE ADDAMS FIRE & ICE FLOOR 13 DIZIY'S EYE OF THE
(Mindscape) FAMILY {Renegade) {Virgin) EXCELLENT BEHOLDER 2
Every month we bung a (Ocean) You'd expect a game from  Disturbingly plausible ADVENTURES (SS1/US Gold)
load of RPGs in AMIGA Okay, if you're looking for ~ the man who brought you  secret service simulator (Code Masters) (kay, so it comes on
POWER Recommends, tell  Nintendo's Super Maria Rainbow lslands to be which has you discrediting, several disks which access
you they're the most groowy ~ World on the Amiga you something pretty special, kidnapping, torturing and This one's excellent stufi interminably and it's almost
accessible fun around, and  won't find it in this super- and Andrew Braybrook assassinating all manner of  too - it tells us in the title. exactly the same as the
each month we then watch slick, wildly addictive but doesn’t disappoint with this  completely harmless and This five-game compilation  first game with different
as thousands and simplistic platform romp, lushly cute platform innocent civilians in the brings you addictive arcade  monsters but very little in
thousands of you sit but if you crossed The adventure game. i's name of national security.  games and tricky puzzlers the way of actual new stuff,
resolutely at home and play  Addams Family with packed to bursting with Atmospherically rendered as well as a couple of fine but the original was so
Project X. This time, ifyou  Harlequin you wouldn't be mice touches and lovely in black and white with the  examgples of the arcade much fun that more of the
don't go out and buy a'copy  far off at all. So, er, why gameplay, but the best minimum of frills, Floor adventure genre that made  same doesn't really feel like
of this fabulous game within  not buy a copy of both, get  thing about Fire And lceis 135 realism is its strength,  Diz the huge success story  such a bad deal. Weeks of
the next four weeks, we're  your assembly language that it's the game Magic but not at the expensa of he is, and as such has tobe  fun then, but let's just hope
going to do a complete manual out and see if you  Pockets really should have  gripping gameplay, And seen as the best value-for-  they don't milk the formula
issue about nothing but can make yourself a been in the first place, yes, it really is all in played ~ money this side of, well, @ for a third installment.
Rainbow lslands. You've fortune? Or something. Beautiful, playable, and in black and white, copy of AMIGA POWER. Two's great fun, but three's
been warned. Ahem. really rather lovable. Excellent stuff, Thank you. a bore [or something).



MEGAFORTRESS is
ready when you are . .

: y _'_f Lores muih- ositior Jomb
complete electronic countermeasures
> technology, terrain guidance radar, multiple
> P, missions, and a massive arsenal at your
N disposal. Full colour VGA graphics and
Sound Blaster/Adlib sound boards
support brings the reality of
long-range strategic air
assaults into your home,

Available for Commodaore
Amiga, 1BM PC and
compatibles, and
CD ROM.

Based on ‘Fight of the
Old Dog’, Dale Brown's |
best selling novel.

Mindscape International Ltd
Priority House s < P O N}

Chairles Avenoe, -‘1.1.|'I|'1|:r-. Park

Bufcpigs Hill MINDSCAPE
W. Sussex RH 1S 9P0

Tel: (D444) 2463313
Fax: {(D444) 248996

For information on all Mindscape products please phang
(DE9E) 234214, (Please note, calls changed al 36p per menule
durning cheap rate and at 48p per minute at other tirmes)

Nawvigator’s Station-Global Display Pitot s Station
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FOOTBALL
CRAXY?
Well, what did you expect? It's football
fever in the charts this month, with the first
of the European Championship be-ins
pushing and jarring for the lop slots. It's
going 1o get warst before il gets any betler
ioo (for football haters, at least), with many
of the big guns yel to enter the fray.

But who've we got so far? Wall, US
Gold make it i the number two with The
Manager, while the Codies are nol tar off
target with First Division Manager, a game
that actually made it all the way to the top

I
|
|
|
|
I
|

1

Barnesy: i only he coiuld reproduce (ete).

a couple ol months ago. Another budget
soccer release doing well at the mament is
Gremiin's Manchester United, which is
keeping the terraces happy al number 10,
while Krizalis seam 1o be hitting tha
woodwork a bit with John Barnes
European Football al 15

Some of this will comas as little real
surprise, of coursa, bul wa're always
aslonished al how well footy management
games seem 1o do. So much 5o, in fact,
that we thought a bt of investigation info
The Manager might prove usetul

FOOTBALL
MAD!

The Manager
New Entry, Number 2

Eye Of The Beholder 11
High Riser, Number &

For US Gold's Danielle Woodyatl, this is a
fime resull and “just shows (hat soccer
sells very well.” Indeed - but are boring
old management games always s0
popular? “"Hmm, that's a tricky one. To be
honest, | think we're surprised thal it's
been 50 successiul, bul we're obwviously
very pleased that it has. it is, aller all, a
quality product and a very good package
German company Software 2000 spent
owver two years researching and
developing the game, thedr first atlempt at
a management game as far as we know

Of course, it's not all lootball games
- LIS Godd are also doing pretty well with a
representative of what's shaping up 10 be
the summer's other big gamea type, the
RPG. Many of you will have read our very
positrve revigw of Eye O The Beholder I
tast month - Ihis sequel to last year's
bigges! fantasy role playing Success is a
game fans have been waiing well over
twislve months fior, 50 it's no big surprise
that it's doing so wel

PENGUIN GALLUP CHARTS

1(2) JOHN MADDEN AMERICAN FOOTBALL

Electronic Arls

£2999 annus

2 (NE) THE MANAGER LS Gold £30
3 (NE) EPMC Ocean £29.99 «
4 (19) FIRST DIVISION MANAGER Code Masters £7.99 e
5(1) PROJECT X Team 17 £25.99 sus
6(27) EYE OF THE BEHOLDER 2 US Gold £35.99 s
7 (6) RAINBOW ISLAMDS Hit Sguad £7.99
8 (4) FORMULA ONE GRAND PRIX MicroProsa £34 99
9 (24) F=16 COMBAT PILOT Action 16 £
10 (18) MANCHESTER UNITED GBH £9.99 ss

11 10 SCO0RY.-DO0 AND SCRAPPY.DOO0
Hi Tec Scftware £7.99

12 |81) JAMES POND GBEH 75 **

13 (8 LOTUS TURBO CHALLENGE GEH
Ir.ee

fd [3) SPACE CRUSADE Gresrdn Graphecs

g e

15 |ME| JOHM BARNES EUROPEAN FOOTBALL
Knsaks

16 [16) NEW IEALAMD STORY Ha Squad
ET.88 =

17 [5) GOLDEN AXE Tronis ©

18 |NE| FANTASY WORLD DIZIY

18 (71) WACKY RACES H Tec Sofwans &

20 (ME| DIEZY'S EXCELLENT ADVENTURES
Code Masbes {2

1 (32) $IM ANT O 99"

22 (54) JIMMY WHITE'S WHIRLWIND SNOOKER
Virgn L2999

235 MINBALL DREAMS

STRIDER Fixr £7.69
| BLACK CRYPT Elecirons Arts
0 GRAEME SOUMESS SOCCER MAMAGER
Leppalin £7.599
[27) SPECIAL FORCES M
3 14 BUPER OFF ROAD Tronas £9 55
37 [7H) PAPERBOY Enc
38 (41) BIRDS OF PREY Eh
30 (4T) TOYOTA CELICA RALLY (

47 (AE) QUATTRO FIGHTERS Code Masieny
g -
ROBODCOD Mliennegm £

THE GUEST OF AGRAVAIN
o Arly
HE| INTERMATIOMAL MINJA RABBRITS
Mecr
(AE| SHADOW OF THE B
A8 (80) ULTIMATE QOLF GARH (
45 (RE) ALTERED BEAST H
50 (46) ITALIA "800 Tronds 0900 ™
51 (68) LOMBARD RAC RALLY M
52 (AE) PRAO BOXING Co
53 (3% CHASE WG Hit

U missl have soma idea how [he charls work By now, 80 Brheim,

54 052) MIDNIGHT RESISTANCE e Souad

E7.99""

41 AMOTHER WORLD |

57 RICK DANGEROUS

79 AWARD WINNERS Erore

37 VIE Tiore -

145) A320 AIRBUS Thalon 3%

|72 OH HO! MORE LEMMINGS s
fio6s "

dd) PGA TOUR PLUS Elocironc Arts €

F| MAGICLAND DIZZY
£7.99
66 (NE) HOVERSPRINT Code Masters £799°
MICROPAOSE GOLF 2
ER %5 PARASOL STARS Ocoan
E@ (NE| DIZZY COLLECTION Code Masiers
2499 "™
T0 (91} ROBOSOP 3 Deaar
T1(67) MOMKEY ISLAND |
72 (RE) DOUBLE DRAGOM 2 Tronis £9 5% *
71 (AE) INTERMATIONAL ICE HOCKEY /

76 (34) AGOMNY P
TP A5 MEGA-LO-MANLAFIRST SAMURAN

T8 (55) ALVEM BREED Toam 17 £34.99
T4 (RE) COVERT ACTION M
B0 (28) POPULOUS =

81 (AE) SOCCER STARS |COMP) Empie €
B2 (NE) YOGI'S BIG CLEAN UP Hi Tec

78

BS (RE) Z-0UT Kixx £7 55
BE 5% SHADOWLANDS Dok

El BOARD GEMIUS Booaw
B3 ME| MICROPROSE SOCCER foo
0 [RE| LOTUS TURBO CHALLEMGE 2

Cermrmdan Gir P

181 MIGHT AND MAGIC 3 US Go
32 (HE) KMIGHTS OF THE SKY M«
31137 EUROPEAN SUPERLEAGL
84 [31) ADS Acion 16E9
#5 NE) COMBO RACER
96 (HE| INDY HEA
AT (50) ULTIMA W1 Or
Sf (NE) PAPERBOY 2 Mindic
8 (RE) TERMINATOR 2 Co
100 149 CASTLES Elect

Iy mia budgies and Tull pricers logether, games are raled In Slars, and now they e s !

L £10.99 =

that by Gallup

rowee 1OP 100

BETTER

LATE THAN
NEVER...

Epic

New Entry, Number 3

Sim Ant
New Entry, Number 21

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

Despite these 11th hour iroubles,
however, the mood al Ccean remains
enthusiastic. Ocean’s Ken Lockley
confirms “the game was a long time
coming, but finally it has arrived and
people aren't disapposnied.”

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

Epic brilliant 1o look at, less so to play.

magazing previews appeared!

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

GH
FOR TANKS
Pacific Islands
Number 31
This is an odd one — we rale this game
highly, and are surprised thal it didn’t peak
a bit higher in the charts. Empire’s Marnssa
Pauwells isn’t worried though: “As a game
it's great —we've had brilliant coverage in
the press, which is greal as this is the sord
of product that re-emphasizes the
company’s new direction. Pacific lslands
really shows whal we cando.” @




From the darkest corner of
the Mth dimension, comes the
hippest cosmos dweller
ever o take cenlre screan.
Z00L-Ninja alien and

righteous dude is on his way

Hedgehogs beware! ‘

& & Gremlin have produced
a masterpiece. 99

Amiga action 96%

& & Fast, action-packed,
challenging
and highly addictive 99
The Sun

COMING SO0ON ON
AMIGA (1 MEG OHLY) AND ATARI 5T




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. Battle
. with the mutant hordes of Valrog to
D 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!
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THE SHAPE OF

THINGS
TO COME

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

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

Briefly: In February 1991 System 3
announced it was logking 1o publish
carridges for the Amiga, but it was not 1o
be. The cost of producing them was far too
high o be worlhwhile - carridges would
cost aver 10 timeas as much o
manufacture as floppy disks, and the end
result would be a product selling al three
times the usual retaid price

The reason we mention this, of
course, is that Silly Putty was 1o have
been the first cariridge release. Now
though, it's very much a floppy product -
and in every sense of the word. The
eponymaus star of the game is guite
iterally the mast flexible character aver
seen. Putty bounces and bends and
sirefches and can fransform himsel into
all manner of different shapes — and it
makes for a very unusual feeling game

So what's the siory? Well, an evil
wizard called Dazziedaze has sent Putty's
similarly squishy pals packing fo 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 neads the help of the Bots, the
natives of the planet Constructo which is
orbited by Putty Moon

The Bois can build a lower from
Earth 1o Putly Moon, you see, so Pulty can
climby it 1o reach and deleat Dazziedaze
Tha thing i, the Bots anly work by day
by night, some ol them recharge thair
batteries, while the rest are a bit dense
and wander around the constructon
randomly, oiten falling off the edges 1o
their deaths. I's Putty’s job 1o round them
up im order that the tawer erecting can

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

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

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

SIL
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continue, which gives the game a certain
similarity 1o Lemmings. However, there's
more to Silfy Putly than simply saving
lves. You see, you also have yourself 1o
protect, as Dazzledaze has sent his cat,
Dweezil, and his wicked servants down lo
the plangt Construcio with the aim of
putting a stop lo Pulty. How will it all @nd?
The creators speak: 5y
Putty represents a new directian for
Syslem 3, a company recognised more for
its oriental arcade adventures. “We will 51l
be doing beat-'em-ups but there won't be
any more Ninfa.” says System 3's Public
Relations Manager Adrian Cale. “We can't
take that character any further. Now we're
concenirating on crealing new characlers.”

Sty Putty designer and arlist Phil
Thornton is a big fan of Tex Avery
cartoons, Screwball Squirrel in paricular
With Silly Pully he's attempling to create a
carloon quality arcade experience. Music
isn't evident while playing Sily Putfy —
instead there's a cacophony of sampled
sounds {over one megabyte's warth, in
fact) comprising cinematic spot effects,
such as slurping and squelching and other
Putty sourds, and plenty of talking (the
vialces are provided by actors)
Verdict so far: Siy Futty s
ana of those busy, surreal, sfightly mad
gxperiences perhaps best typfied by the
likes of this isswe's Wizkid - it's cerainly a
game with a lol of character built in. Take

LET BT S BT BT B SR

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

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

Definitely an intriguing and unusual
gama, then, with a number of strong
features. What isn'l clear yet = and is likely
fo remain 50 until we actually receive a
finished copy — is how good il be to play
That's something we'll have to wait for
® GARY PENN
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Game: Codename
Assassin (working title — the
game will probably end up
simply called ‘Assassin’ on
release.)

Publisher: Team 17
Authors: Dave Broadhurst
and Haydn Dalton

ETA: November

Briefly: Readers of issue 13 will
know we had our doubts about the long
lerm playability of Team 175 lasl release
Projact X {leo hard and off-puttingly unfair
ta keep the interest |ust about sums it up)
but it's undoubtedly been a major Success
— the lads from Wakefield are on a roll

This here's the follow up - afler
producing an [K+ slyle beat-'em-up, a
Gaunitet lookalike and a scrolling blaster
the boys are now setling their sights an
that other great arcade genre, the running
around-jumping-onta-plattorms-and-kiling
things game, perhaps best typified by
Capcom's Strider. The plol has you, as a
cnminal leader in some future tima whera
a gang war is last brewing, selting out on
A one man mission o destroy the rest of
thie underworkd, and, in particular, kill the
gangster Midan, the most powerful mob
leadar of tham all

Don't, however, get the imprassion
that this is a Goalatherstyle game -
nsiead it's spectacular arcace achon all
fhe way, particularly in is depiction of the

ASSHSSIN

ASSA

central ‘Assassin’ characler, who's one of
the beast running, jumpeng, climbing and
somersaulting characters ever. To create
such an athletic chap used up 8 massve
200K, a bot of it going to accommodate his
200 animation frames — but that doesn't
mean Ihere wasnt any room left for
anything else. Indeed no - not only do you
gel a fine range of collectable weapons to
pick up along the way (including a
protective robosuil!), you also get five
scrolling levels (totalling over BOO screens)
o gl throwgn

Most of your assassination mission
takes place underground, but it doesn't
start that way. Ingeed, in the very first lave
you find yourself in a forest - your job hare
5 1o find a cave, break into the dome
ihal’s in there, then make your way
through the construction site you'll find
nside. This constitutes the second level
and provides a lot of oppertunilies for you
to use all your acrabatic skills, bouncing
off the cranes and machinery as you fight
your way through to the high-tech-
weaponry-filled third level. Next up is an
asylum, filled with a vast range of rapped

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

Mow this bit really (really) is like Strider, our here making his way up an angled wire
being very reminiscent of one of the most famous bits from Capcom's coin-op classic.
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The bits of Assazsin that aren't like Sirider are not unreminiscent of Switchblade II,

funnily enough. Here we are on a lift, various baddies, power-ups and 5o on all around.

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

Throughout the game, an evil and
vared cast will be out to stop you, ranging
from knife throwers to mad dog handiers,
armed wilh ferocious pit-bull terriers. From
whal wa've seen of the game so far, and
taking inta account the slick arcade look
Team 17 have managed to give all thair
stuff so far, it's a pretty sale best that
Assassin will prove to be the best Sirider
alike seen on the Amiga lo dale - big
smooth and vaned enough to leave all
other pretenders in 15 wake
The
creators
speak:
Everything is still at a
very early stage -
Team 17 have only
been working on the
game for two and a
half months so far. Ex-
Bubble Babble
programmer Dave Broadhurst, who's
written the code, s still developing how the
varipus enemy characters will move at the
time af wriling, while graphiz anis! Haydn
Dahon has only got as far as the
background for level twa. Their style of
development is very much of the ‘maki i
up as you go along’ school = naither
creator liking to stick fo a set game
siructure or storyboard. They lold us

We very mueh prefer 1o do it as we
go along. The nearest we gel to a
sloryboard i at the beginning of a leve
We'll sil down and design a map, 1o sor
out haw each section relates to the resl
We'ra pretty loose after that though — we
produce something much better if we don't
have lo stick o a certain story

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

I'd be good to have in level two for the
construction site.” Haydn enthusiastically
agreed, so ook out Tor it in the finished
pame! And that really sums up their
enthusiastic use of improvisation

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

Dave: “We wanled an arcade-lype

adveniure which would revalve around a
guy who could fly and swing = & character
who was really flaxible. For insta
can fire in all directions when he's
swinging of climbing. That was the main
alm, fof me anyway — 1o creale a characler

who could do just
aboul anything we

“Spectacular ..o m
arcade

action all

the way”

graphics and style is
all down 1o Haydn
though. He decides
visually whals going
lobeinid i
Haydn: “We mest hall
way it | like it and he
doasn't, but usually | just sil dewn and
draw something = iike | did the second
level in five days. The graphic style 've
made very Mega Drive-ish, with the main
character drawn very much in a

LUCH IN & Cons0we
shyle 100,

Verdict do far: This promises
to be the best thing Team 17 have ever
done = bul then, so did Project X before it
We know Team 17 can comeup with
sirong ideas, great visuals and a good
sahd game hook = they've come out of
nowhere to being one of the hotlest
development 1eams araund, after all - but
they do have a tendency lo fall down in the
pame teshing departmeni

If Assassin manages fo be as sexy
as Project X, but without the odd flaws and
unfriendly difficulty curve that leatured, it
could be a massive hil. Indeed. even if it
just manages 1o be sexy looking it
probably shill be a massive hit = we just
won'l like it so much. Here's hoping

® MATTHEW SQUIRES




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

ETA: July

Briefly: Fans of Core's canoon-like
FRP game Heimdall, ane af the biggest
hits the Derby-based software house have
anjoyed yet, will be on familar ground with
Premiare = graphically at least. Though
the two share the same graphic artist
one Jerr O'Carroll, an ex-anmator, and
arguably one of the most talented crayon
wiglders currently working in computer
games - and thus are drawn in a very
simiar style, the game styles are guile
ditferent. Heimdall was a 3D isometric
puzzle-based sor of game, whereas this is
a much more action packed side-
viewed platformer

The two plots are very different too
The FAP and fantasy elements of
Heimdall have gone here, with the action
thiz time being refocated to a film studio
You play the hero, a young film editor
called Clutch Cable, desperate 1o find a
fitrm which has bean stolen from his cutting
room flgor on the eve of the maovie's
pramiere. You've gol a prefty good idea
who did it too - the head of a rival film
studio, who will have hidden the film
canisters araund his varous film sels. Cue
six levels, each with a ditferent selting. as
Clutch searches ihe locations of various
different movies being shot in the rival

PREMIERE

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

Clutch can walk, jump, kick, pick up things

studio = including a westemn, an old-style use suitable weapons (custard pies in the
harear film, a sci-h B-mowvie, a black-and black-and-white bit, sticks of dynamiie in
while thie Western
Keystong 7 - lewed), throw
Kope-type Premiere looks ...«
thing, and a deactivale
faw more gﬂl‘g&ﬂlls, assoried
Baing a traps (okay,
more al;;'.u:?r: ‘l'l'lel'e's no dn“b‘ s:-F.tl;ame? nj‘j
origntated - that stuff is in
GHme, 0% about it here), and
hero can do pick up exira

a kot more than the lead character in
Heimdall ever could — i°s not just walking
around throwing swilches here. Instead

energy fram pizzas, hot dogs and (if the
programmers have thaught of this, and |
hope they have) buckets of popcom

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

Rounding the project off are some
neat bits of inlrg animation, as you meght
gxpect from someone with Jerr's
background, with the odd bit incorporated
inta the game o0, such as animations
showing what happens when our hero falls
into & trap. There's even a whole level sel
in & cartoon film, & la Roger Rabbil, with
the already-guite-cartoony Clutch up
agains! much more broadly drawn
cartoon baddies
The creators speak:
Working alongside Jerr O'Carroll is
programmer Dan Scott, new to Core
though he did turn his hand o the
Walfchid intro sequence a few monihs

Yee hal It's ye olde Wild West level, with Clutch desperately trying 1o avoid being shot by
the guy in the barrel above him. (Maybe the worry is what's made his hair go all white...)

ago. The idea behind this game 15/ 10 in
any way create a Heimdall 2, say Core -
that will probably come later, though when
15t clear = but simiply 1o apply a similar
slick visual style to a platform arcade
adventure game

Verdict so far: Justtake a look
at the screens — Pramiarg looks gorgeous,
lhera's no doubt abouwl 0. However, al the
time of writing it was still al quite an aarly
stage — things are goang 1o have o really
start moving if the game's fo make its
proposed July release date. Keep your
eyes peeled for more details in ihe next
issue of AMIGA POWER

® MATT BIELEY
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Game: Entity
Publisher: Loriciel
Author: Nosl Billy
ETA: Movember

Briefly: Yep, its the oid '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 saquances not uniike
Delphine's excellent Another World The
first obwious difference, however, is thal
the animaled sequences in Enfify blow
anything we'va yet seen out of the waler
Dan't get too aver excited though — they
onky form the intra and framing sequences,
the bulk of the game being more standard
side-on viewed running and jumping siufl
albeit with nifty graphics, and shockingly
detailed end-of-level creatures. It's a
shame that the movie-style clips don'l form
a more essential part of the gameplay, but
with graphics this stunning it would be
predty much impossible 1o make them
interactive on a standard Amiga

Split into five distinct levels (100
screens in total) — the slone age, a forest,
some mountaing, a network of caves, and
finally the apocalypse level - you guide
our haraine around a serias of scralling
landscapeas, tollacting power-ups
(including a Hlight spell) and fighting to the
death with end-oi-level baddies. These
guys range from a Tyrannasaurus Rex
(pictured) 1o the Enfity himself, while sach
avel also features an assoriment of gross-

It's One Million Years BC all aver again! Our well built hercine comes up against an ever

ENTITY

EN'I'ITY

L

-

Hem hem. Abo

our heroine, while pwuu know ﬂuf
that thing to the right symboli:

{These French, ch?)

better bulli Tyrannosaur in a scene straight out of Ray Harryhausen.

While in this bizarre (but uldnl.-w pmw]n shot, she (serry = it's not the cat's mother,
she doezn't actually have a name yet) zaps a tree. No doubt all will be explained (etc).

‘(r‘*

oul crealures, including such wonderfully
named nasties as the Plourt (2 spore-
spitling plant = honest), the Flyopthere and
the Vilbros. Ciiher details are still to be
sorted al the moment, though it's likely
that on ftop of all this fighting and exploring
malarkay, various fraps and puzzles will
be included

The creators speak:
Putting puzzles and olher details into the
game is still some into the future - al the
moment designer Noel Billy has his work
cul 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
oul wilh the mamn
game enging. It's an
ambitious project

an arcade kind of game, although it will
have adventure game features, asin
Another World”

But just how much of a pan will the
impressive cinemalic effects play in the
finished gama?

Thara will be five to six minubes-
warth of cinematc s, used as an
introdwction and between the playable
levals. These requer‘uos will give things
continuity. and show the player what lo do
next --I-:r.-n.m-. they don't form the bulk of
the game
Verdict so far: Schwing! That

was the inial
response in the

oo l nspi I'll"iﬂl‘l AMIGA POWER
was drawn
from my

offices to early
demos of Eniity -
thera's no getting
around the fact that
the first things that

- .
and amazing 1o think il‘l’ltlg ination . you about this

that its actually the game are the rather

first game Noel's ever ““d {ahem| genarous

worked on! F 4 proportions of the
“Inspération for t.l"Elll‘l‘ls central characters

{hiz characiers

monsters, decor and 50 on was drawn
Iram .""l.:ll' 'I'II.Hgi'H-I,I on and dreams,” he told
us. “though heroic fantasy illustrations
from artisls such as Boris Valejo and
Rowena Mol were also an influence.

How do you think it compares 1o
Ancther World?

“Graphically, Entity will be very
ditterent from Another Worid, Whila
Another World's graphics ware based on
AD vectors, the graphics of Enfily are hand
drawn and digilised.

“In play, Eniily will feel a lot more (ke

Okay, 50 she's
slightly unfeasible, but this is a fantasy
game were lalking aboul, after all

However, at this stage judging the
game, nof just the character, is rather
mare dificult. Although the cinemalic
sequences, graphics and basic game
concept are al an advanced stage, the
coding of the actual interactive paris of the
game is only just underway. More news as
we gel it, of course, but in the meantime
we think it's fair to say that Enkity looks
likely 1o be Loviciel's biggest hil yet
® MARK RAMSHAW
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Game: Wing Commander
Publisher: Origin
(Mindscape)

Authors: Nik Pelling,
Justin Garvanovich

ETA: September

Briefly: Shock news of the month
has to be that Wing Commander is back
on course for release. Yes, the game thal
re-gdefined the PC games markeat is finally
going to get the Amiga treaiment. Our
version will not only feature all the
between-mission plol screens and briefing
sequences, but the full texture-mapped 30
graphics system used in the main game
tool Currently running at 10-12 frames per
second = about the same speed as the
original did on a low end PG (ie fast
enough for a playable game, and with just
as much detail as the PC version) — Origin
promise that the graphics system will be
some 30 percent faster in the finished
game. Support for the minority of Amiga
owners with accelerator boards is also
promised

Coding duties are baing handled by
okd hand Nik Pelling (aka Orlando, the
man responsible for ancient classics like
Frak), and from what we've seen so far
he's doing one hell of a job
Back to basics: Forihe 10
readers out there who are currently saying
"Wing what? Never heard of it”, this is the
sort of giant space adventure Epic can
only dream of baing. The game combineas
an avialving storyline with a number of

20 lets go get them!

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

¥ .‘I
i ]

IING COMMRANDER

WING

COMMANDER

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

The briefing ower with, it's time to climb inte the cockpit, and gt into the 30 part. i
your craft is In such a good state at the end of a mission, you probably deserve a medal!

e

5§t

deep space missions for the player
these range fram escoring friendly
transporiars o hyperspace jump points, to
undertaking reconnasance missions, to
launching search and desiroy operafions.
The action is shown in an out-of-
cockpil view, as the player (with the aid of
a wingman) showly rids the universa of the
avil Kilrathi warriors, rising through the
ranks (and getting better space ships lo
fiy} in the process. In
short, Wing
Commander
combines good old
fashioned blasting
with extraordinary

Verdict so
far: Origin/
Mindscape are keen
lo stress that the
graphics in the
screen shols shown
hiere will be vastly
improved for the finished game. The
onginal PC visuals have been ported
directly cnio the Amiga, hence the rough
and grainy look al the moment. An artist is
currently touching up all the space ships
and other 3D object, which should ensure
are cleanar, more polished look.

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

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

“No chance
of anybody
viuals completing
all the
missions i & .o ooy
few hours””

in the disk requirements. The original
came on rather a lot of disks and required
a sizeable chunk of hard drive space,
while the Amiga game is expacied (o only
consume two disks, with oplions available
for hard drive installation or tha use of an
exlernal drive, It's looking Bkely that one
meg of memory will be neaded, but what
did you expect ~ this is Wing Commander,
after all.

Whai else is there to
say? Well, like we
=aid, the screen
shots you see here
may looked damned
impressive, bul they
aren'l as good as
you'll get in the
finished game. And
of course, thare's no

completing all the
missions in a lew
hours (as with some
‘epic” 30 space games we could mention —
eh, Ocean?)

For those readers who don'l know
whal the fuss is about texfure mapping,
and think filled polygons are fine, thank
you very much — we really can't stress
how much difference it makes, Imagine
thie vizual quality of sprites, bul with the
flexibility and 30 appeal of polygons. With
Wing Commander's routines the player is
given huge, detailed, complex {(and muk
coloured) space-ships to blast. And there's
even a phot in there, This is space combat
the way it should loek. Let's just hope they
can get tha whole thing together and bring
the 30 routines up io speed...
® MARK RAMSHAW
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JUST WHO DO IVE THINK DE

JUST WHO DO WE THINK WE ARE?

MATT
BIELBY

Cars have been the nama
ol the game for Matt this
monih, His five year
mission 1o actually buy a
5ol of wheels ended in
jears oncae again, whan he discoverad that Ford no
langer produced Ihe Capri with the Hufty dice and
go-laster stnpes as standard

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

MARK
RAMSHAW
Continuing his soul-
searching loray into
American culture, Mark
has been carefully

A J studying Wayne's World
The result is that the office now has lo put up with
him shouting ‘not!” and ‘schwing!” along with the
usual round of ‘excellent’ and ‘dude’. Oh dear
Mark's catchphrases of the month: ‘That was a
jolly good computer game — Not!'

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

Stuart’s calchphrases of the month: 'Gooaaaall’,
‘And he heads it in the net', elc, elc, elc.

GARY
PENN

(Gary's been combining
reviewing with his passion
lor musicals this month
“The Pirates Of Penzance
and Monkey Island 2,
what a gorgaous, dreamy combination,” gushiad our
Gaz, Mext month he hopes 10 combing the
pleasures of Me And My Girl with {Snip - Ed )
Gary's calchprase of the manth: ‘How much
wood could a woodehuck chuck...’ elc.

AMANDA
COOK
Amanda’s desperate o
book a holday in the
Dominican Republic - for
her wedding. Sorry
readers, bui the oid
crayon wielder is tying the knot this summer (with
Amiga Format's crayon-maesire, no less). Well, at
least it should put an end 1o Amanda’s fan mail
Amanda's catchphrase of the month: 'No
honestly, i'm not joking."

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

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

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

JONATHAN
DAVIES
Jonathan fell foul of tha
Curse Of The Amiga this
manth, Hay = a broken
power supply i5 no joke
when you've got seven
thousand tips, hnts and cheats to try out. After that
ordeal, we just didn’t have the hear 1o make him
play another wargame. We're not thal evil
Jonathan's catchphrase of the month: ‘Another
naval wargame - hurrah!’

MATTHEW
SQUIRES

We sent Matthew up 1o
visit Team 17 this month,
and, um, we haven'l seen
him since. Some
mcnminating photos wara
posied to the office, but Mr Squires himsall is
nowhere 10 be seen. So, if anyone in Yorkshire
spots a rugby-playing type lying outside a pub
somewhere, please give us a call

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

KARL
FOSTER

in a desperate atlampt to
prevent Karl from playing
Legend all the time, we
decided 1o give him a
nice, zappy shool-'em-up

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

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

¢ daydreams (see pdd). i
seams Mark's undying love of the “top’ actress has
rubbad off on him, and now Dave suffers from
constant urges 10 walch tacky old lantasy movie
Krull, erm, constanily. What a strange boy he is,
Dave's calichphrase of the month: ‘Sigh...”

RICH
PELLEY

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

ARE?

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

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

Wirkid - spaced oul and seriously hot.

ke
Euro Fooly - will the crowd go wild?

THE AMIGA POWER
SCORING SYSTEM (AND
HOW IT WORKS): AN EASY-
TO-USE BEGINNERS GUIDE

The AMIGA POWER reviewing philosophy is an absolute
doddle to undersiand. Mo, really, i's simple. But if you're
reading this at all you must wanl to know at least a little bit
mare, 50 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 really good to be worth buying -
or worth giving a good mark. Happily, there's more than
enough top-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. That's why we just 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!

HIMmOd YOINY
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WIZKID

| of

iona

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

icia

It's off

miZin

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

to a space cadet. Imagi

-

game reviewers in

Wirkid begins the game, and his
quest, on Sunset Wizovard. Notable
areas of interest are the well (try
miucking about with thiz) and the
tree-mounted bell. Above we sec
Wizkid unable to get past a vicious
quard dog, while to the right and
below he explores the seedier side
of lite under ground....

Game: Wizkid: The Story
Of Wizball Il

Publisher: Ocean
Price: £25.99

Authors: Sensible
Software

Release: July

ello, good evening, and welcome.
H Today, we'll be charting tha

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

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

BD Snail: To train himsedf for 8 special
mission, sirl Yes, he is younger than our

Remember, try using
everything you see...

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

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

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

Mark: Ah, Wiz, heflg. I'm Mark Ramshaw
from AMIGA POWER. Can you fell me
aboul your special mission? (That's right
som, just talk straight into the microphone.)
Wizkid: My parents - thal's Wizball and
the wizard of course (/- Ed.) - have been
kidnapped (whimper}.
It was the nasty
maouse Zark that did it,
He's really bogus, and
I'm going o make
mysel big, clever and

“An Amiga
based mind-

LET'S GET WIZZY

Before Wizkid can rescue his folks
from Zark's castle, he has to fight and
explore his way around the Wiz world.
While it is possible to complete aach
individual round in arcade mode, vital
objects (needed for completing the
game proper) can only be found when
fully 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't want to give loo
much away here, 0 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 (tee-hee). And il |
gel my special red nose | can bounce the
bricks on my head, so | can use the same
anes again and again. Or aven better, |
can get some leah (giggle) and then calch
and carry the bricks. Thunderchoppers
(that's whal we call them) are really skill,
‘cos then | can really aim the bricks al the
bad guys, y'know?

SUME TIME LATER...

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

Wiz: It's a really
sound plan, that's
what il is. Y'see
thera are ke ning
areas which |'ve gol

- 1o fight through, using
sirong (just like my “I'Erl “g all my really ace
dad), and go smash gy  Moves 'n swff Sol
his 1808 in, substance”” o ibeamen

Mark: And can you

tell our readers just what your Boot Camp
training involves?

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

bad guys and coliect
the nole bubbles which they drop (nah, |
don’t know why they do that aithar), then |
can make a tune and collect some exira
pockel money
Mark: Pockel money?



Wiz: Yeah, then | can buy some fab gear
o go exploring, and hind the cals (theyre
pals of Nifta, who's a really fab'n'ace tniend
af ming)

Mark: Cats?

Wiz: Don't you oldies know anything?
Thera's a catl in each area, and 50 i | can
find all thase, then they can help me when
| need to cross the sea 1o get 1o Zark's
castle - that's where he's gol mry lather
ocked away (sob). Them cals row like
nobody’s business, yREnow what | mean?
Mark: Er, quite

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

INTO THE WIZWORLD

Mark: And off he goes, as the sun dips
down over lhe mountainous horizon on
Sunsef Wizovard - ducking, diving
weaving and parlorming headers even old
Joe Jordan would be proud of, For such a
young player, our Wiz is a remarkably
skillful litthe mover. He's not hall as green
as you'd expect. (Excepl he is, if you sae
whal | mean.) Waich as he roundly whips
those evil (?) butterfies with those huge
yin-yang (7% symbols. What a pro. And in

no ime at all, he's collected enough cash
io pop to the shop and buy himself a
tile pair of legs and a newspaper. S0
what now Wiz?
Wiz: Well.., (snigger)
Mark: Well what?
Wiz: Mo, I'm mean I'm going 10 go down
fhve well. 1l be well sound, just you wail
and sea. |1l winch the buckel up like 50,
and climb in, then down | go. Calch you
later, dude
Mark: Goed luck, Wiz. And there
I'l wager there're male and lemale todels
down there (don’t ask me why, it's justa
vibe thing). Mow, it he can somehow clear
the blockage in the volcanoes, and collect
any objects lying around, | think hell be
ready 1o mowve an
Whila he does that, though, lel's take

time oyt here 1o marvel al the beauty of
thiz place. it may be manacing. but it sure
leoks nice. And the acoustics are just
periect for that rousing music we can
wafling across the Wizovard. And whal's
this? Here's Wiz clambering out of the

wedl, even as we speak. In his hands we
can definitely see a can of coke, which |'m
sure will come In handy atl somea point, and
t looks like he's heading over -+

cuie

1 he goes

near

miZEiID

GAMES REVIEWS

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

*k
120930

-

r-'
f—l"

-~

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

HIMOd Y2IWNY
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Mow here's a blast from the past! Wizskid finds himzelf playing a shoot-'em-up - compleie
with power-ups and yucky end-of-level guardians. Mote the presidents at the back, by
the way - just like in the original Wichall Mice to see a game with a sense of history.
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wiZipn

pul the newspaper

1o sniak

1 ._",F never know
S Wiz: Yeah, fab idea. If
" through this letter box, and try apening the
‘—'} door again, Yuck! The dog is on the loilet,
l: ’ AND he's reading the newspaper. Gross
Still, it might mean Il be ab
past ihe ravenous beastie now. Lel's iry
again, shall we?
Mark: And there he goes, where ha'l
b - appaar nobody knows. I'm off o the next
' island in Wizland, Join me, and Wizkid {if
Wizkid flies between he makes il] after the news
lewels, prayiyg that
s g AFTER THE NEWS
a little (N { -
1), Mark: So here we are at the Jail House
r

o ring that bedl. What next, Wiz?

Wiz: I'm gaing o go for the bell, iike 5o
Mark: Loo
Wiz: W
]

axpecied a
skigs’? L e

Wiz: | kmow, why donl | open that

shed door?

Mark: Sigh

Wiz: (Knock knock). Nobody's answering
st (snigger) open the door and 1ake a
inside. Eek! II's a ravenous dog!
(Slams door

Mark: Try tha newspaper, Wiz. You

Wiz island. Tell me, Wizkid. just how lough
has it been so far?

Wiz: If's been well ‘ard, mister. I've bean
underwaler, in volcanoes. I've been flying.
I'vié heen klled and re-incarnated, |'ve
even bean in space. fighting waves of
nasties. | had a laser gun an’ everything —
{ was wicked, y'know? And | learned so
much, Like, it really pays to save up and
l5.'I|..3.' '.-"'.'Hr'r'llll"IE [JES'i e, Cos ','IDL: meyar

Left: In the bowels of
one of the levels we
find this tastetal litthe
sereen. This here clown
likes a bit of wheeling
and dealing, and the
odd lucky dip. It's his
thirst for new objects
which really matiers
though...

Below: Here we sec
Wizkid and his donkey
{don't ask) parting
company a3 he leaves
the Wizovard. There's
treasure to be found in

-

{
ot
3 e o e o T T

the sea, but Wiz can't
breathe underwater.
Or can he...T

know when you'll nead it, I've Tound thal
unless you wipe out all the baddies and
callect ihe money, il takes ages o make
any progress. And it pays 1o axplore,
yhnow what | mean?

Mark: Quite. So whai next? The baitle
isn’t over = you still face terrible odds
Wiz; | know, misier. But I've been getling
all the cats, 50 when | get the boal over to
fark's island, they can help ma row
Someahow | think Il need their help, 'cos
somelimas (sniff) | think Il never rescue
my parants.

Mark: | see. Well Wiz, if just remains for
me 1o wish you good luck. | think we've
taken enowgh pholos for our feature
Thanks for letting us follow yow on your
daring mission. Take care now

Wiz: Just one mare thing, mister

Mark: Whal's that?

Wiz: This is for a photo feature in the next
issue of AMIGA POWER, yeanh?

Wiz: Can you send me a copy? t's my
favourite

|Gl“E' maré review ke thal, Ramshaw, and
aither | go or you go. — Ed.)

® MARK RAMSHAW

UPPERS Wizkid's real
@ genius lies in how all sorts

of game styles are blended
seamlessly into one another to make
a crazy, yel 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 an, with
wild graphics, excellent and varied
sound, and an evil sense of humour,
Wizkid really is as close as we're
going to get to the the first Amiga-
based mind-altering substance.

DOWNERS Working
@ out where the smallish

Wizkid is on the screen
(particularly at the start) is
sometimes a bit tough. Cur 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 1o progress to the last
section. It's ‘Game Over’ at this point
and you have to start again = how
very annoying.

THE BOTTOM LINE
Playing Wizkid can result in a
scrambling of your brain nodes. I'm
currently trying on straitjackets and
weaving baskets (And utterly
incapabie of writing a
comprehensible review - Ed), so
deeply has its bizarre, surreal sense
of humour atfected me. Wizkid is a
psychedelic mix of arcade
adventure, football, bad jokes, and
arcade games like Breakout and
Pango - but with a perfect control
system. The most refreshing thing in
years, and so individual it's as much
fun to play as it obviously was to
write. if you don't buy
Wizkid, your lite really will 9]
be a lot poorer.




 (TEUGSAMG
N A0YOU YN
NOTCELOn




JAGUAR HJ220

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

JULY 1882

AMIGA POWER

O

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

something with their Lotus Turbo

Challenge games — nat just the
resuscitation of the old Fole Position-style
racing game, but the infroduction of a
whole new genre of uncannily similar
looking splil-screen, two-player racing
games. Al least, that's what Core musi be

I1 seems thal Gremln really stared

hoping has happened, because if no-one
else does a Lotus-lookalike supercar

game they're going 1o lock rather out-on-a-

limb. With Jaguar X220, you see, Core

have taken Gremlin's seminal Lofus I and
replaced the Espril by
a Jaguar XJ220. And,

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

Right, got one. Lotus /i featured sight
courses, which were played through in
order. To complete a course, and progress
to the next one, you had 1o reach all its
checkpoints within certain time limits. And
that's all there was to
il.  worked, but had a

a8
er, that's il. Jﬂg var rather linear feel,
Okay, perhaps - Jaguar takes a rather
that's naot entirely fair x’zoo is morne fledble
And to make up for i1, approach, revolving

here's the ‘descriplive’

part of the review with

the emphasis firmly

placed an the

differences between the two gamas.
Um. (This isn'l easy.)

——

really quite
fabulous””

around cash, It allows
you to play three
courses in each of 12
counfries (that's 36
altogether, and they're racetracks rather
than continuous reads), and once you've
played through England's three courses
you can choose which country you move
anto next. The only snag is that you've got
to pay to get there, and the further away it
is the more it'l cost. It's just as well, then,
thial winning races nets you cash in the
form of prize maney — the higher placed

LEBGTH:2.7 MILET
TURM:=11_ 2E®
GRADIERT:-2

you are the more you get. So all you've
got o do is make sure you win encugh
races to keap paylng the air fares,

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

Another ditference is the scenery.
athough it's mare of an improvement than
a ditference. Lotus /i looked nice, with its
trackside omamentation and weather
conditions, bul Jaguar really pulls out all
the stops. There are tunnels. bridges,
caves (complete with spooky stalactites),
walerfalls, marshes, roadworks, the lot.
Even Rolt Harris makes an appearance,
complete with Stylophone, if you get as far

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



Inte the foq, a la Lofos Il Jagusr uses neat

dietail to great effect - Gremlin certainly started something with this fog stuff, alright.

J220

as Australia. The variety is dazzling, and a
great incentive to explore all 36 fracks
And Lodus If's weather conditions have all
been faithfully ransplanted - rain, snow,
night-time, log — plus a shghtly aver-the-
iop sandsiorm

THE COMPETITION AND THE

EAT ['m struggling now, bul here's
another: the cars you race against
Lofus Il put you up against olher Loluses.
Jaguar has you racing against Ferraris,

JAGUAR HJ220 GAME REVIEWS

effects and a lack of background

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

All this said, however, once you've hit
the road the similarities flow thick and fast,
and it's easy o see how the two games
could be confused. Jaguar moves |ust as
fast as Lotus N, the graphics are jusl as
tasty. the road undulates just as, um,
undulatingly and the way the car handles
is virtually identical (ie just as realistic)
Even Lotus If's dearth of crashes has been
included - you just slow down when you
hit something, rather than exploding. The
overall result is that Jaguar caplures thal
‘driving feel’ parfectly, and is brilliant fun to

more advenlurous — and numengus -
courses, and more vaned opponents, s
probably just (just) about the better buy.
But there really isn't much in it
Forgetting the comparisons for a
maomant, this is a really quite tabulous
product thal utterly restorad my faith in

that I'm not even going 1o attempl Lo pick a
Tavourite. What a thought. i would be like
Irying io choose between Macallan and
Lagawvullin, or Roseanne and Have | Gol
MNews For You?, or Sonia and Sabrina.
{Eh?-Ed))

So what do you do? Do you buy this?

Lamborghinis, Bugattis, Porsches and {oh
dear) Corveltes, and they all behave
rather more intelligently than Lotus Ifs
And each manufacturer has his own team
racing against you, 5o as well as working
your way up the drivers’ rankings, it's up 10
you and ‘Player 2' to do your bit for Jaguar
in the constructors championship,

WHEEL MEET AGAIN

play and ulterly addictive. Er, just like
Lotus Il And, just like Lofus I, Jaguar
really comes into its own as a fiercely
competitive two-player game, the only
difficulty being in trying lo reach an
agreement as to when to turn it off,

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

Do you buy Lotus If (if you haven't
already)? Do you buy both? Or do you
wail for Lolus (7 (Or do you simply pack it
all in and take up a less mentally taxing
pastime, like brass rubbing?) | suppose
that if you really twisted my arm, really
twisted it, I'd have said that Jaguar XJ220,
with its as-yet-unmenfioned frack editor,

Left: In addition o
travel money, cash iz

nce the three English courses also needed to repair
have been completed, the the old laguar
world is your oyster — (particularty if you're

provided you've got the dosh.

R Y
‘ '..A
?

Fl:J. Hunphries

computer games (|'ve been playing rather
too many wargames recently, through no
fault of my own), 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. ! do - here’s another
wargamea = 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 exira dimension, and the
actual driving itself is above par.

DOWMERS It depends on
@ how you feel about lookalike

games, of course, but it
could hardly be called original. Look

H3aIMOd YOINY

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
wa to be sure.

THE BOTTOM LINE
Arguably the best of the sprite-based
driving games, and the mosl fun two

people are likely to have 35

ZEG6L ANr

together short of, erm...
riding & landem.

O
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Game: Striker
Publisher: Rage

Price: £25 99

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

Release: Out now

an we get someone else onto

the magazine team wha likes

foetball seon — please? | mean,

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

Striker uses the previously-
lH H.II.I. unseen (on the Amiga)
second-parson perspective viewpoint,
which means the action is viewed from
one end of the pitch and from a position
just behind and abaove the curment lacation
of the ball. As usual you contred what the
computer deems to be the player nearest
the ball, and control itself is as simple as it
comes, just lef, right, up, down and fire to
kick, with the same directons giving you a

1

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

STRIKER

bit of afteriouch for those impressive
swening shols.

Immediate playability, then, is an
area where Sirker scores big points
siraight away. Forget the manual, just pick
up the stick. click on a couple of menu
optans and you're right in the middle of
the action, pulling off overhead kicks and
dramatic diving headers with the best of
‘em, Less happaly, if you do read the
manual and study the available options
and altempt 1o take things a litthe more
sariously, you find that, er, there isn't
actually very much mare o il

FROM THE OFFENSE TO THE

DE[EHEE And that's the big problem
with Striker— there's not an
awful lof to it. Rage
themselves said (in our
Footy Games Preview
Special last month) that
Sensible Socoar was the
game they were gaing to
have to compele with,
and while Striker is
peetty good fun by itsedf,
whef you put it up
against the Sensible fitle it begins fo look
like a prefty 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, lois of players, Striker lats you
play either a single friendly game [one or
twia players) or in a pre-sel knockout
tournament (seven rounds) far ona player
only, and that's all. Where Sensibile lets
you choose from dozens of teams, each
with individually-named and accurately-
rendered players, alter thedir formations at
will &ven in the middle of a game, make
subshitutions, completely redesign theair

HE SHOOTS, HE SCORES

New boys Rage promise top 3D football

strips or even changea the players’ namas,
Siriker gives you 11 anonymaous, identical
players and a choice of lormations, and
that's all

Sensible has a whole disk full 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 pived-perect in its accuracy
despita the tiny graphics, Strikers collision
detection is 50 inaccurate it can make the

b
@8 8 =3 Ha s

game a real pain to play at imes. The ball
can {ly around almost of it's own free will,
and players who (painstaking examination
of the slow-mation action replay will
reveal) didn't come within three feel of it
can sfill nevertheless send it rocketing
unpredictably across the pitch or into the
net without any apparent player influence
being axerted.

And, most annayingly af all, while
Sensible’s teams behave in ways
identifiably similar to the real-iife ones on
which they're based (as far as general skill

_FORMATIONS

FLRY NFTIONS O

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

Mot quite so aear the top: Teams? You
want teams? We got 'em!

Left: Mot anly ene of the most action-
packed moméenis of the game, but also a
handy quide to some of the major
galaxies for budding footy astronomers
out there. (Ho be bo. Not! - Ed.)
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{ournameant match, my suppos

rman players ware easily
oggers from the 62nd-
H4) Venezuelans, which is

plainly silly as wall as frusirating

it goes on. While Sirkeris a
neal kithe kickabout, Sensibig
Soccer is pretty much a total
football expanence, and
putting the two head-lo-head
is like matching Brazil up with
the Faroe Islands under-16
squad - extremely
ong-sided
But anyway, for

those of you wha haven'l
been pul ol complatety and

ill reading (and | hope

comparison with Sen
and it'd be a bit of

STRIKER

—

avershadowed by it totally), what else is
there to know about Striker?

Well, as I've said, the main problem
is that there isn't a lot. There are still,
thowgh, many things o admire in this
game. For a slart, you can tailor the way
playars behave with the ball, choosing
whether to have it sticking to thair feet or
flying around all over the place in Kick Off
2 style (there are five different ‘stickiness’
seflings 1o chose from},

You get different types of weather
and wind conditions, and fr icks arg
execuled with a neat “line-of-flsght’
indicator, atthough the ball doesn't abways
seem to lollow it very closely, and you can
choose whether tied games will be settled
by replays, extra time or penalty
shool-ouls.

The animated elecironic scoreboard
is neat, 1o, and the toughness of most of

and deliver. Now if only it wasn’t for pesky old Sensible...
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Free hick technique: blast the ball straight
ot the wall and flatien the swines...

the computer teams (although that's
negated a bit by a recurrence of the old
ong-weakness-goalkeepers' syndrome)
means that at least this won't be a game
you beat in a couple of days then never
play again (like, say, John Barnes
Europaan Football, and the enormous
playability means that as a two-player
game itll give you endlass enfertainment,

THERE'S ONLY ONE GAME OF

s“ Striker is good fum, basically,
I:l: [“ and if we'd been reviewing it
a manth or two earlier it would have had a
much easier ide - without Sensibie
Socoer's appearance on the scene, this
would have been, with the possible
excephion of Manchester United Europe,
the best Amiga footy effort available
However, when it all comes down to il
there's anly gaing 1o be one Amiga football
title: this year, and it's not this one

@ S5TUART CAMPEELL

UPPERS Fasi-moving,
@ immediately playable, and

the &4 difterently-skilled
computer leams make for a wide-
ranging net of difficulty levels. It's
fun, quite simply, and nowhere near
as frustrating as Kick Off I,

DOWMNERS It's justa
@ bit too unsophisticated for

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

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

GAME REVIEWS
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stand up to the sheer class
of the all-conquering
Abowe: Brazil prepare o seniationally miss yet another penalty kick! Sensible Soccer.

Right: Um, a goal kick. Nete the imteresting and informative electronic scoreboard.

O
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EPIC

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

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

1982

AMIGA POWER JULY

O

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

These ‘ere graphics are pretty damn
spammy. Engmy ships explode beautitully
and go careening off in clouds of little
white pingls! Pop! (Or something.)

o

ginelic, oy aun; vl
A, massve Thanetsry ey

LS S |
a ork s390ne 200, o1 0

g and & E-uptmﬁ"a

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

Well,

-

The Fleel massed acaund the moons of Payne

Eight thousand ships in o, escoded by the mighty

g Hatledl

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

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

' EPIC

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

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

Release: Out now

h dear. And | was 50 looking
torwand 1o this, Epic has taken
a long time 1o amve, and you'd
think that we'd be in for
something pretty special considering the
manths of hype. Oh dear. .

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

hat you may not realise from just
playing the game s that Epic’s had a
troubled time reaching us at all. For a
slart, it's been around a very long time -
rumours of its release streich 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 glawing, 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
s0, 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

coverad in the main review...

space-bound shool-'em-up outings
together with a fairly inear galaxy
spanning plot. (Talking of which, | gel the
impression that the game’s designers
spant an awiul kol of time waltching
Battlestar Galactica. The ships, the
missions and all are suspicioushy
reminiscent of thal brave body of actors
harried across space by the nasty Cylans. |

The game hangs on a senes of
missions, each with a specific objectve
and each with a time limil = | can’t say I'm
a great fan of the latter idea, as it gves a
finite air 1o what is, afier all, supposed to
ke an epic adventure. To give you some
idaa of what's in store if you chose to buy
the game, I'l go
through my first play of
it in some detail

After a saries of
graphically imprassive
but tedious, inlrg
screens — lots of
spaceships zipping
around Star Wars-style —= I'm told to go
and clear a path thraugh the mina bali
surrounding the Rexxon planat of
Amragan Nine and destroy a tracking
slation that poses a threat o the human
fleet. I've a starighter io play with - and a
3D bunch of space mines 1o gel
through/blow up

I's rather like a shoating gallery
hare. All you do is squirt laser fire al the
mines, dispaich the one enemy fighter that
has taken exception o your excursion,
and watch the mission percentage figure
ol up as you go. Your spaceship is quite
easy o control and the quality of
animation is impressive, which makes
suspension of dishelief quite easy - it's not
gurle like “being there', bul quite
jolty nevertheless

Assuming thal the first part of the
mission is there just so | can gel to grips

with coniralling the ship, it's straight then
off to the next objective - blowing up the
planet-bound fransmitter. As | mentioned
here's a lime limit an this = the pretaxt is
that the planet goes through an eclipsa
during which it is incommunicada from the
rest of the Rexons, and that's when
you've gol to make your strike. Hitting
[Help] gives you the co-ordinates of the
tracking dish, making it very easy o find,
and so | park the spaceship by it and
pump everything I've gol into the
damm thing
Shool the generator,” says the on
screen message, “Er, what generalor?
says |. There | am, blastng gigatons of
fiery death into the target, and I'm (old 1o
shoot at something | can't even see
Scratch ene misskon = the Rexxons know
where the human's fleel is and I'm in the
doghouse. (A colleaguea later told mea that
the ganeralar is some way off to the nght
of the dish, and no, he couldn’t find
mantion o it in the manual either.)
It's not “Game Cver' time, however
ihis is an awlully forgiving progeam, in thal
I'm gven a bio-clane of
myself with which to
attempt the mexi
mission; dastroy some
Spadé pors and a
mining complex. I1's all
very well, this continua
self-regenaration, but it
does nothng 10 build up a relatbonship
between yourselt and your game
character

MISSION IMPLAUSABLE
IM;M Back o the mission, then, and

once again we've gol a problem
with the navigation data. I'm given co
ordinates for fhe fargel (some mines), i's
blown to smithereans and 20-0dd percent
of the mission is compele. New co
ordinates please? Mo chance. Il keeps
sending me back to the minehead |'ve jusl
destroyed. Afler a while it dawns that
someons hasn 1 been 100 clever al
programming fhis bit of the game, so
whizz off willy-nilly and, sure enaugh
there are more ming heads scatiered
about the suriace of the planel = lour in all
And na, that's not in the manual aithar

£SS3|asnh jsow ayj} aq 0] WIS



Oh dear, the Rexzons aren’t too keen on irespassern.
{Someone write us a space shoot-'em-up, quick!)

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

And belore you know it, someone whips oul an Amiga
and programs a lethal-looking ray-traced batile fleei!

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

EPILC

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

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

Ah yes, the manual, |

thing that is in the ma
written altai
typeface, by t
defimibion of an 1
*FILL IN LATER" {sic). And in the German
section, it's: Ein Partikel von "FILL IN
LATER". Sa why do | get the impression
that parts of this game are unfinished?

|- & groftity
eye-straining

and thal's the

f mipeeled wilh relativé ease
1oe | know where the largets are — aven
the enemy fighters sent out 1o

concerm

S0P me

causa lin
feal I'm |ust about getting the hang
af |'-l"!:|:-- h -I'.'i"‘g garmed 1o use my
nitkative a |'_.-| miore than | L-1-7-|_:-;|r'| wiould
when | hear thal Rexxons have got
word from Amragan that humans are
aboul, and the 1in battle fkeeat is headed
or the Federabion's arma I's hare that
: id, idiotic, mind-numbingly
incomprehensibly dumb feature of the
game comes in — the cheal. I'm out there,
once again in the starfightar, as streams of
Rexxon ships fly in with weapons blazing
::'::II'"?I their besl o l.'.|r-.‘5|"!'|';' tha Fl Eraleon
ships. Fuel is dwindling and I've anly got
limited weapons; what do | do?

The answer is gasy. Hit [Enter] on
_. sorry you ABOD owmners
and I've !_i-:]f e al back :r;$|-'. .r‘i'.l.:l-i‘l

L=

siupid, stupid. Sure, | think i's fine for
Qame G
thal can be le: mionths” lime
but for heaven's sake, don't put it on the
pilot control card! If you're about to get

Wiped oul

scure cheat

all, according 10 1he
m a greal hero
gl’s have some aclion), my
e reverad thrawghout all

d the Rexxons are delealed. Er
game over. Playing time three hours

THE EPICENTRE OF A REAL
EPIC Tovee misions, thefrt ot whic

fouled up, and I've going
on'’? | thoughi this was Epic, ‘a sci-ii
exiravaganza leaturing spectacular
graphics and stunning gameplay.” Okay
the graph
PO ramim

Robol-op

ire vary nice — the
s, DD, are the folk who did
J—but it's all a et short and a
ou've figured oul thal
5 amount 1o little mora
ponting y n the rough directon of
where the aclion s
30 what went wrong? We
me fiutfing the first mission rather

SEEMS

up the fiow of the whola game. 1 tumns oul

that if 1I'd hit that rackng station (hey, |

tried right?) back at the front end of the
game, the Rexxons would r ¢ have
come aut in swch force on missign 3, thus
dragaging the game into furher missions

n the spirit of fair play, | did go back
lo ihe beginning and iry oul some of tha
missions I'd missed through my pre
amptive, complete and witer desiruction of

ihe Rexxon menace — bul s00000my guys
Mission 4 entails flying to a magma
cannon and blowing it up, a two-minule

ob. Mission & entails 1y fig 16 a command
centre and blawing it up, another two-
minute job. And Mission 7 is lo destroy the
antire anamy tleet — and we've bean hare
before, haven'l we guys?

o {
SUMMUNG UP 15 SIMpPie, <

but this
game is just not up to the mark. It sullers

[

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

that mos! typical of failings, greal graphics
but crop gamepday. | leal disappointed and
chealed h)‘ a game that promises 50 much

but simply fails 1o deliver. Wait forWing
Commander, or dust off your copy of Elle
| mever thought I'd use Wayne-speak, but
as far as this game goes il's Epic = not!

® KARL FOSTER

UPPERS Very good 3D
graphics, lots of big sound
effects and some pretty trick

weaponry make for a limited amount

of spectacular screen time. It's slick.

DOWHNERS ...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 fail the first

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

THE BOTTOM LINE
Pul that wallet away. The only thing
that's epic about this one is how
long we've had 1o wait for it. It
scores on the graphics,

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

HIMmOd YOINY

Alnr

CZEEL



AMIGA POWER JULY 19892

SENSIBLE
SOCCER

Publisher: Renegade
Authors: Sensible Software
Price: £25.99

Release: Out now

Other details: Runs fine
on half meg Amigas

ou've waited, And wailed,

You've sutfered the hype,

You've read the ‘reviews of the

half-finished demo version
alsewhera, But now, Sensible Soccer really
15 finished, really is ready, and really is here
in front of me as | type. Mo, really. And if's
Iotally wonderful. Surprise surprise.

But first, the facls, Sensible Soccer
gives you 100 (32 international, 64
European club) realistic teams (ie Germany
are better than lceland), each with 16
currently up-to-date players. You can
change the names of the teams and players
at will, as well as the colours and designs of
tha team strips, the colours of the players
themsehves, and even the colour of their
haur, Your chosen (or
customised) leam can
play {depanding on

in any of the three
major Eungpean club
compelitions, a

superleague, the

European Championships (which should be
in progress as you read this), a knock-out
international Euro-Cup, a League Of
Mations, a league or cup competition of your
awn design, ar a simple friendly. If you like,
you can evan walch two computer-

. Dﬂl‘l ,' even «oo saving af any
whether you'ne in club - lime, Thera's mara,
or international moda) "ll“k “b'ﬂ“' but how much do you
any other
' ) . s
European ﬂﬂ"'y 9 ame sounds like Sensible

[ = e ]
— >

Arr
A4

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 easﬂy the best footy game of the year.

human players,

During play you can have an action
replay at any point (mormal or slow moton,
and you get them aulomatically after goals,
althaugh you can switch this feature off if
you want), and you can choose to save the
replay into the optional end-game highlights
sequence which replays up 1o 10 incidents
from the previcus game in chronalogical
order and can be saved onlo disk to
imprass your friends with at a later dale.
Any time the ball goes out of play, you can
call up your bench and make substitutions
or change your formation (and for once, it
makes a fangible ditterence), or simply
exhor your team to desperale attack or
defence. You can start a tournament, stop
halt-way theough, play a couple of inendias,
slart a completely different fournament,
then stop and rejoin the first one again at

the poant you left i,
without having io

Fabulous action as Aberdeen slam another

goal past the hapless Celtic defence...

nesd?
Okay, still awake out
thera? | know this

wrote il themsehves
50 far, but there's a reason. All the other
footy games we've looked at recently (John
Bames, Sinker, Euro Football Champ) have
baen fun in their own ways, but they've all
shared a common flaw = having no depth
whatsoever. In John Bames you get eight

Murda's life Nashed belore him as
Klinsmann lined up to take the free kick...

Cup design. “And what kind of tea would
you like served ot half-time, sir?”

e
good cffect to gain haight in the midfield.

SMIIATH IWVYD
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confralled sides of your choice play a
friendly against each other and try 10 pick
up some tactical tips

There are seven diffarent typas of
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. ina
league which starts in January — you can, of
course, choose when you want it 1o begin
therer'll be mare icy pitches al the star. bul
as the league progresses into summer dry,
hard pitches become more commonplace)
¥iou can save custom isam data or half-
finished tournaments 1o disk at any time
(save slots provided on the game disk for
three sets of cusiomised teams), and in
competitions you can have up to 20 teams,
any or all of which can be controlled by

End-game highlights - let's watch Scotland
beating Holland just one more time, ch?

teams and one competition — you can
complate the wholke thing in a day and not
be overly fussed about playing it again
Striker gives you a single, even less
sophisticated tournament or straightiorward
friendlies, and Ewro Football Champ is the
thinnest of the lot, with practically no
structure at all beyond the maiches
themseahes

Sensible Soccer, however, s a game
thal will in all probability last you as long as
your Amiga does. In solo mode the difficulty
is perfectly judged for a constant challenge
(you can beatl Holland in your first game if
you're vary good or vary lucky, but a
drubbing from San Marina is always a
possibility however much you practice), but
the game's biggest strength lies when you
get a few chums together for a tournameant
(something that Striker and Euwro Football
Champ sadly lack), and with up to 20
players catered for most people won't have
problems giving all their paks a game. (In
fact, with the whole AMIGA POWER crew
and all their friends all playing al onca,
there was still room for the entire staff of ST
Formal ta join in). If you ever exhausi all the
possibilities of this game, confact The
Guinmess Book Of Recerds pronto, 'cos the
chances are you'll ba at least 140.

THE TRUTH AND NOTHING

es, yas, Sluart’, you all cry, "so we
B""- know you love it, bul WHY, exaclly?
Well, it's like this. Everything that people
used to say about Kick Off 21s true. but it's
frue aboul Sensible Soccer. This is true
instinctive control (sliding tackles. volleys,
diving headers are all within a single touch
of the fire button), this is true perfed
playability, this is a frue football simulation
as well as being a fabulous game. The
single-touch pixel-perfect passing makes
the creation of beautrtul flowing moves
easier than falling out of a rowing-boat off

Copenhagen, 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 aclually
react to evants on the pitch in a realistic and
geographically-sensitive manner) gives the
game an aimosphese
50 close 10 the real

“ Sensible

And if there's one thing that makes
Sensible Soccer stand out from the crowd
{and aspecially from KO2), it's that - from
the first kick to the end of the penalty shool-
out, this feels Eke real football, no like
some crazy pinball game or a dull slog up
and down the middia
of the park_ If lakes

UPPERS Unbelievably
@ playable, incomparably
realistic, totally
comprehensive, infinitely long-
lasting, amazingly atmospheric,
supremely entertaining... I've got a
whole thesaurus full of superlatives

thing that you'll find whal good paints here, how many would you like?

yoursalf complataky - thera were in the Kick

immersed in it inside Soccer wi ll Off games and DOWMERS Um... |

B0 seconds expands infinitely @ suppose il could occasionally
The goakeepers  NEAST YOWU @S  uponthem, adds the be a bit better at judging

are spot on too. best bits of Speadbal which was the best player for you fo

Thiay're compater-
controlled and very

the crucial bit —

they'ra still fallibde, in that avary now and
again a speculative 40-yarder or a half-hit
daisy-cutter will squirm out of their grasp or
under their body. Thera's no simple
exploiting of algorithmic weaknesses hers,
the best tactic is to rain in shots from all
angles and ranges and Iry all sorts of
different approaches — in fact, it's just like
the real thing.

long as the
good, but — and herg's All‘ligﬂ dﬂES" and then exaculos tha

be in control of. And world rather
than just European teams would have
been nice. Bul then, you can make

2 and every other
football game awver,

whle thing 1o a lavel

only previously seen in Jimmy While's
Whirlwind Snooker and F1 Grand Prix

Even up to about a weak bafore it was
finally finished, | had doubts over whether
this game was going 1o fulfil its promise. |
was wrong. it's damn near parfect. Don't
even think about buying anather football
game until you'va gat this cne,
® STUART CAMPBELL

those yourself.

THE BOTTOM LINE
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
football game ever. What did 93

you really expect?
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That winning goal in full - Boin bess cracks a
vicious swerver towards the Celtic net...
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But before the keeper can get o i, Hans wetvades a scything tackie from Creancy as
Gillhaus intercepts brilliantly in the box...

—
ad
1 3
1
x
3
. <

Pat Bonaner comes out of his goal...
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3
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.and thumps the ball glecfully inte the Gillhaus heads for the centre as the
unguarded net from four yards. Goal! recriminations start amongst the Celtic four.
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THE

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

Publisher: US Gold
Price: £37.99

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

Release: Out now

UMour in Computer games is a
H rare and beautiful thing, But

why's it so rare? Well, it has been
argued {quita a few times actually) that
comedy is such a subjective thing you'd
have problems making it appeal to a wide
Audience, bul | can't see it. (Comeady films
and TV shows wouldn't b big hits if that
was frua.) No, | reckon

SECRET OF MONKEY ISLAND 2

doozy as its predecessor.

Mankey Islamd 2's story begins nol
where the first episode laft off, but with
Guybrush Thraepwood hanging arcund in
a pit where he's discovered by the light of
his life, Elaine Marlay. Sha 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

From the word go, both the jokes
w” and the user-friendly nature of the
game makas themselves apparent -
somielimes Intrinsically linked. For
instance, whan you first start the game
you can chaose batween Monkey [sland
21" want it ALL! ALL

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

fhe real reason there Fy BY an d the puzzles! ALL the ) -

argn't many work!"), which is the full

(delibarately) funny blown adventure, or ISLAND IN THE STRE

computer gamas is tha Iﬂrge L = | Monkey 2 Lite (I've R SR R

most programmars and never played an eabb lsland has a problem by the name
designars aran’t very Sh eer adventure game belore. of Largo LaGrande, former sidekick to

funny people, Most are
far too senous for their
own good - and yours
and ming for
that matier

Mot so the guys and gals at
Lucasfilm. They (ke a lawgh as much as
the naxt man - as they have so ably
demonstrated with their range of graphic
adveniures, particularly Maniac Mansion,
tha underrated Zak McKraken, and, of
coursa, The Secrat OF Mankay lafand
These are games that were good anyway,
but made great — and s0 much more
playable = by nol being sober.

ANDTHER GUYBALSH WITH
SUCCESS And naw here’s this: the

eagerly awaited sequel to
the biggest and best of what wa might cal
Lucasfilm's comady adventuras, Monkey
Izland = a real AMIGA POWER favourite,
and arguably one of the mast significant
games of the last five years. The great
news is that, although this mew gama s a
definite improvement over the original in a
number of significant ways, it retaing its
Soul and proves just as entertaining (see
THE SECRETS OF MONKEY ISLAND'S
SUCCESS). In short, it's just as much a

delight to
PI“Y"

I'm scared.”) which has
less puzzles, It's funny,
butits also a
considerata touch
Even if you go for the
fulk-bdown adventure, however, iU's far less
intimidating than many similar gameas -
you never worry that you might just get
stuck and unable to continue. One reason
for this is that making life-thraatening
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 walcoma confidence is
instilled in any player — in soma ways it's
less of an advanture game, as such, than
an interactive ‘experience’, and you find
yoursell coming back to it as you would a
good book,

Let’s look at it as if it wera a book
then. This particular navel isn't very deep
= it's more a punchy, wacky-zany-crazy
short story congentrating an inoffensive
humour, An abundance of encouniers
with, and referances to, characters and
axploits from the first advenura do well to
create a sense of belonging. and the non-
inaractive ‘cul-scenes’ (where the action
momentanly shifts 1o the main baddie or
soma other character, where you sea
gomathing significant happen, than flicks

LeChuck, A little veodoo is needed,
{28 e o

o Guybrush is back in the most @agerly  Tue: cniy onc room for rent in the local inn - and it targo's! The sap behind the

= awaited adventure of MOUErN tiMeS... o e Hon time o soerion s 1 ovter, meamnuat | Toco%e W
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THE SECRET OF MONKEY ISLAND 2

GAME REVIEWS

it ! R81i5 th.a"t"',the_re was

Th.s

Wally, the dreary monocle- mrilg cartegrapher, does work which iz useless - to
Guybrash, at any rate. 5till, there's something about him which catches the eye...
(M said, in a eryptic clue-ish kind of & way...)

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

Seeing as Largo's stolen all Guybrush's dosh, he needs some more to aid his The barman in Woodtick's pub won't sell Guybrush any grog. And he won't stand up B
escape from Scabb Island. A job would be handy, but the most recent vacancy, to Large, zither. He runs an honest, clean house - or so he'd like to think... Here he §
being chef at the local pub, has been filled. Maybe it's ime it was emptied... gives Guybrush a bt of advice on how to defeat Largo. [
b
pack 1o your own predicameant) sene I they 50 aften do in adventures of this ype key Isiand will be practical on It takes a good 10 minutes and over 7
enhance | feel but as just one par of a cohasive ¥ hall 8 dozen disk swaps lo get stared - o
1 novels, the pace and sohving therm 15 all the more For a start, Monkey Isfand KE and that’s skipping the film-like tithe and <
anes .:1| .n__.._,r nof always for the best for that af the charm of the first instalment introductory sequancas, Loading a m
‘:l' gxample, the axploration ang sean somathing previously saved ..".‘lbl'lf.ll" fram scratch can T
conversations on Phatt 1stand « drag on a o he element of surprise is take a further five minutes and invoive yat
mes. On the whole, though, the [;'] H".I.h I-M:"[:s — H" o because expectations are another half a d.,rnr ar 50 disk swaps &
58, Characters and siluations are Howewver, with Monkey this ime round. To be hones! As always, all this malarkey laints the =
judged just nght, with more inan enougn PIEH'NG Island 2 gon't sea how this could have SUSDENSIN G‘ESDE’I-I—TSCII‘!“&-:P".'._; Gromic r
varety to keep you from getting bored, yel time release, s besn avoided and does no justice at all 1o the carefully =
without moving avenyihing on 5o fast that carned away with praise (though it It's not 50 aasy to pardan the laval of crafied atmosphere, Herg's an example of =
you begir to feel lost. The situations are deserves praise, make no mistake about disk sw and accessing involved the sort of thing | mean, and one of the o
generally completely unbelievable too, and  that) for a momant, and o step Back and though. Installation on hard disk is worst instances. Bad guy Larga walks info 3
this is used to good effect - it's all so far take a look at some of its faults. It does recommendad, but for the sake of the ar and spits = and at this point the

W

removed from the real workd that you just have them | sincerely hope they can out there, | also had a go Creen Qoas blank, the music stops and
can't help being drawn into it. The puzzies be smoothed out in time for anolhar al playing Monkey fsland 2 from good old you are asked 1o insen Disk 3. Tha screen O
don't seem like individual problems, as iEQl-E‘ - otherwise | can't se8 how a third floppies. Chuc & blanked again and the music plays =+
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Scabb than a scab on a pirate...' Welcome

, 1o Scabb lsland, which is where Guybrush's

" Mashback - and the adventure - begins.

also lm'ncn a lot. lllh houseboat,
l:hl dolly Rasta, i used bo take

Guybruzh further aficld once the Largo
!*rgn is lifted. Well, provided he

-—uhgnmu-u-u-uhnmg
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few seconds more befare you have
’:-n:'l Disk 2. Eventually a close- ..r of
Largo's green glob of gob is shown fiying
across the room! Now this scene would
probably ook fabulous in a more fluid
state, but from floppy disk it's shown up for
the stilted series of still frames it really is

Other quibbles? Wall, I'm surprisad
that the sense of humour doasnt extand 1o
the 'Please Insert Disk...” messages, We
know it has 1o be dona with this product
50 why not make light of the fact? Also,
the game could do with being slightly mare
consistent, or just plain cleverer, in the
'n-‘.-ﬁ'g.' It geas with ine vanous possibie
pafmutations thare are on the order
of events

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

THE SECRET OF MMONKEY ISLAND 2

could have been adapted accordingty® (O
course, nearly every adventure garme

suffers from this sor of problem, it's just
that Mankay Island 215 50 slck in other
areas, what weaknesses there are
somehow become much mora

glaringly obvious.)

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

whinging front: Lucasfilm

Gamas are attempl ng 1o Creata a film-like
expariance hara, and yat the AmigaDos
and Waorkbench screens are displayed in
all thair blue and white ugliness during the
Initial stages of foading. Am | baing
pedantic? Mo, I'd like io have experienced
a cinematic avent fram star 1o finish

This all said, however, Monksay
Istand 2 is still & great game. You must

THE SECRETS OF MONKEY ISLAND'S SUCCESS

s you can see, the scenery

looks jolly pleasant. There's a

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

However, on the plus side, the

serolling is smoother than that in the
first game (but still not as slick as it

should be), though the way the
characters shrink or grow when they
move ‘in’ or ‘out’ of the screen, and
ummmmmw
to indicate speech, all works well. The
; MHMMhﬂ‘tm
M

mumm mmmm-

Muumw:m

-as musie

hwﬁthmh
physically larger, and there are only
nine commands instead of Monkey
Island’s 12.

~ When you want Guybrush to walk
somewhere, you simply point and
click to the destination on the Action
Window. And when you want him to
hﬁt&mvmm'rﬂw

“and then point and click on the person
for a list of questions or replies, 's

that simple, albeit a little sluggish at
times for some strange reason.

mm

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

SOUNDING OFF ABOUT iMUSE
The IMUSE {interactive MUsic and
Sound Effects) system is theoretically
used to taller the soundtrack and spot

effects to suit the mood of the action,

But it doesn't work - certainly not on
my one megabyle machine. I'd like to
have heard some spot effects as well
throughout, but Monkey
lﬂnd?hphpdmmlrlnm

‘Boo, hiss.

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

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

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

beaar in mind that it's not been built for the
standard Amiga - although | reckon it
could have been if a top coder had been
allowed to get his hands on it — and that
you're gong to sufter momants of
frustration if you try and run
floppies, bul if vou own a hard drive I'd
whole-heartedly recommend it

Maonkey [sland 2 is. by and large. a
sheer delight 1o play. Cerainly, compared
to a great many olher Amiga releases
similar adveniures in particular, Monkey
Istand 2 is quite excellent - a batter game
than is illustrious predecessor even, Sure
it's not a completaly seamless exparience,
nat yel, and I'm disappointed by the very
high price tag, but few games will make
you smile like thiz one wil

® GARY PENN

UPPERS Gorgeous
@ graphics - the lush scenery

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

has changed.

DOWNERS Unless you
@ have a hard disk drive you

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

1 off the

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

THE BOTTOM LINE
A worthy sequel, as they say - and
to be a worthy sequel to the
excellent Monkey lsland 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 ol
improvements and

changes to keep you on

your toes.
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of the bestselling science fiction
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Across the top here we can see that intra
animation in full. Peter comes home...

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

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

ook, hook, hook-ability, that's
the beauty of this game, Or at
least, it 5 in theory. Ocean
seem o be going for a
complately ditterant game design every
lime they conver a film property these
days, and you've probably all heard the

Monkey Island comparisons about this one

several thousand limes already, |
wion't say anything else on
ihe matter for the fime
besng, then, but
prepare yowrself for
a few Lucasfilm
relerences later
an in his review
becauss they
really are valid.
Mot only thal -
they give me a
good referance
paint for explaining
jst where Hook is
coming from, and
where it's going
Background guil out the
way first though — many of you wall
have seen Hook the movie, and | guess
most of you would agree it was a fairly
typical piece of Spielberg schmaltz

WITHERING FLIGHTS

efore Peter slands a chance of
B recovering his children from

the clitches of Captain Hook,
he's got to solve problems of epic
proportions, find the Lost Boys,
remember thal 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 accepled as a
dirty, rotten member of pirate society.

A pirate uniform is obviously

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

HODK

W indest

«-and discovers his children have gone.
Al that remains i this challenge...

Though undeniably rather fun, | found it a
Iitthe shallow and unwilling to really stredch
ifsell, daspite the presence of such class
acts as Robin Williams as Peler Pan and
Dustin Hoffman as the ubiguitous
Captain Hook himsell, It was
also an all-action type of
film, which made i

quite a surpnse mieresting slulf comes

when wa heand iself starls,
that Ocean were dropping the player
intending to put into a Momkey
togeiher a Isiand-style graphic
pseudo adveniure,
adventure for complede with
Iheir conversion, character
rather than some interaction, multiple
sor of plathorm chaoice

leaparound. We had
pur doubis about the
wisdom of this, but i
looks very much like they've
pulled i of — this is one game that
manages 1o follow the plol and, indeed,
the visual style of the original (but without
giving ihose wha've seen the movie an

conversabons and
Mankey Island in hera!

(50 grown-up, grouchy
ihat he doesn't balieve

™

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

i

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

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

unfair advanfage) while, al the same time,
working exceplionally well as a gama.
Load wp the game then, and the first
thing that strikes you is one of thoge neal
animated intros which everybody laves
using to fill up disk space. It loaks nice,
and it fills in the story for those who
haven't seen the movie, bul the really

a similar paratical theme. Hell, there are
even the underwaler scengs you gol in

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

"N J )

.Fails, but uses some fairy dust 1o whisk
him off te Mever Neverland amyway.

(o (o] 4

Ocean seem to be raiding a different style of game every

Pan} - stands bewildered in the
pirate village in Never Neverland. A
glowing, shirmmenng light flits
around overhead — this is the ever
preseni Tinkerbell, who's always
good for a laugh or a snog (in the
movie anyway), Movement is
simply a matter of clicking the
mouse cursar on an area of the
screen — Peter will
find his own way
there —a la
Monkey Island,
Using the icons
balow the main

op Aay} awny

when the game

“More svited
to the

Yﬂll I'lgEl' screan, Pelar can
rr lalk to people, pick
adventurer up chisets, Ues

objects {or
combenations of objects), and give them fo
ofhers, Communication is simply a matter
of clicking on the talk icon, chosing a
character, then using the rght mouse
button 1o eycle through a list of possible
phrases. These are all contexi-sensitive,
just as they are in Monkey Islang, Initially

and yuppie-fied
he really is Peter

L

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

Peter gets all uppity with Hookl, but to no avail. The Captain
wants a fight with the real Pan, not this yuppic be sees instead.



HDOK

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

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

The Magnifying
Glass icon -
surprisingly

encugh, this is

used to examine

objects.

The Talk icon -
simply clich on
here, then click an
a character 1o
have a chat with
him (or har).

~ g — o, — o
e RO D

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

The Take icon - i
you can't work out
what thiz one's for,
you shouldn't

really be playing
adventures.

The Use icon -

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

used in
conjunction with
one oFf more
objects, Peter can
manipulate or
create things.

The Give icon -
used for passing
objects to other
characiers. Very
‘handy". (Ahem. )

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

the player finds thal nabody will stop for a
chal because Peter isn'l a pirale, so
mission numiber cne is 1o get yourself a
decent pirate’s outiit

AND $0 THE FANTASY
“H[m_ﬂs Peler meels the Lost Boys,

re-discovers his old tree
hideout, and... but wait a minule, | don'l
want 1o spoil the stary for all you Hook-
less types oul there. Suffice o say that it
follows the film pretty well, without making
all the puzzles too ocbvious

Where Hook really scores, howeaver
i in the atmosphere stakes. The sound is
particularly is gorgeous. The spat FX - the

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

As with the movie, Nook features a gratuitous underwater
sequence. Make sure Peter examines the huge conch shell...

Lost Boys ealing, the crickets cricketing —
are ace, and although the music used isn'l
the same as the soundtrack we heard in
the movie, it's damned effective. recalling
the epic, emobional, and ightheanad
momenis of the movie surprisingly, and
agually, well. The way Hook shakes his
umy, hook in anger whenever a puzzia is
successiully solved is also pratty cool
Puzzle-wise, however, Hook s
occasionally a little predictable, sometimes
a bit on the obluse side, and just a lad oo
lingar. It's very rigidly structured, with the
solution of ane problem leading into the
next all too surely. Vs just foo imiting and
organisad. particularly given Hook's
diminuitive size - and no, I'm not making a

Dustin Hotfman joke thera, just pointing
out that the game i5 rather small. What's
there is nice, if only thera was more of it

And that just about rounds off what |
want 1o say about it all really = | think 'l let
the: pictures do the rest of the talking. |
mst conless 1o going to the movie Hook
deliberately nof wanting to like it - guite
perverse, | know — and | wasn'l exactly
Ipoking forward 1o the version game either
It's nica o be proved wrong sometimes,
ism'l it?

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

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

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

on humour — and short in length tea
Although Ocean claim that their game has
almost exactly the same number of
Ipcations a3 the first Momkay lsland, I'm
nat convinced, And even il il has, Il was
the comvoluted — and rib-achingly funny -
storylines of the Monkey lsland games
which make tham such winners.

In some ways it's not fair to compare
the game 1o Lucasfim's masterwork, |
kngw — even i, with the pirate locations
and very similar presentation, Ocean are
rather begging the comparison. Let us
instead freat it in its own right, in which
case s fun, it's slick and it stays true to
iW's subject matter (as tree as the film did
anyway). More suited 10 the younger
adventurer, maybe. but it's another
success for Ocean. Keep it up, guys
® MARK RAMSHAW

UPPERS Beautiful
@ sound, relevant ploi, nice

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

DOWMERS Despite the
@ look, this is a much

HIaIMmoOd YVOINY

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

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

at heart (that's what all the 84

Aanr
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other reviewers say,
anyway) but I'll give it...

O



i

™
=5}
&
-

JULY

AMIGA POWER

DUNE

DUNE

KNOW WHO'S WHO?

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

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

Game: Dune

Publisher: Virgin

Price: £30.99

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

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

here, and for two very good reasons. Fer
one thing, the movie wasn't exactly
successtul (crtically or financially), and fof
anogiher thing it came oul aboul eight years
ago. (Even by film conversion standards,
which hardly ever make it out in time 1o fie-
in with the mowie, that's pratty kate...)

Mo, you're bes ol thinking of this
mode as a game of the phenomenally
successhul book, then — ong 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

N . T X

Click on the globe to g2t a status report
on how your affairs on Arakis are going.

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

mummy.
Aren't
you lucky
to have
someont
that looks

like

Francesca
Annis a3 yer mum? bessica, for
that is her name, is one of the
Bene Gusserit - these are a
chapter of powerful psychic
nuns {or, ol least, they're
something like that). Her main
role in the game is 1o be a3
irritatingly cryptic a3 possible.

him for
advice In the first part of the
game, otherwiss you're not
going to gt very far. He's a
military expert - he trained you
and will help forge the Framen
[wel explain who they are in a
bit) inte a fighting force. Main
rede: bo fill you in on the plot.

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

different lo mast film tie-ins in that it's
actually rather good

Let's concentrate on the visual side
first though, as it's rather interesting. As
you can probably see from the
screanshots, the faces in the game look
just like the characters from the film -
somehow programmers Cryo have
persuaded Kyle McLachlan (mare famous
now for Twin Peaks) and Francesca Annis
(more tamous now for, um... wall, Mark
thinks she's pratly good) to let them use
their fizogs. And a damned fine job the
artists have done loo

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

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

The garme is, of course, basically an
graphic adventure, but ane with liberal

dollops of strategy thrown in. I'd narmally
at this point say the plot’ll be familiar to
anyone whao's seen the film - except that
anyane whao's familiar with the film (or,
indead, read the boak) will tell you there's
naothing 1he shightest bet basic about it
Centainly, eight years ago most
audiences were leaving the cinema totally
bewildered, and things haven't become
amy clearer on repaated TV viewings - so
much 50 that the programmers here have
actually done their bast 1o simplity things
50 as not 1o lose their audienca right away.
Having said that, while this new version of

Talking to charscters s a bit limited. ¥You
only usually have two of three options to
g0 for, and choosing the wrong ane rarely
proves to be disastrous.

ima
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Choote TANE AN ORNITHOPTER and you
can use these bug-like craft to fiy arcund
the planet. You sef your destination by
clicking on a map.



than you!
He's Duncan idaho, a family
triend of the Artreides who
keeps an eye on the Spice
stochks. 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 tor military training.

Mentat; or

strategist,

wha, for

some

strange

rcason or
other, hangs around in the
communications room a lot
leoking spooky (and not doing
minch ekie). Check out his advice
once you have started training
Fremen for fighting though, as
he tends to drop usehul hints
about thelr readiness.

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

DUNE

. Sl :
N -
€y
asking lor
mare
Spice, 36 make sure you have
enough of it = if you misz &
shipment you ¢ould find yourself
visited by his troops, the
Sapdaukar, and you don't want
that. Oh yes, and there's
something he's not telling you at
the beginning too...

GAME REVIEWS

onnen. Bit

of & fat

bast, isn't

be? In fact
he needs anti-gravity plates 1o
help keep him upright! The
Harkonnen clan are on Arskis
before you get there, but theyre
a roften bunch who can't offer
the Fremen Francesca Annis, so
they need to be booted right off
the planel

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

the plot at least has a bnear
developmeant (This is beginning to
sound like The Late Show... — Ed.),
it still doesn't make a massive
amaunt of sensa, Still, what the
heck, eh? It's still betier than the
usual cliché-ridden Lord Of The
Rings rehash.
Here, then, is the basic story — or
the best | can do anyway. The
Emperor has sent the Arreides family (of
which you, Paul, are a member) to the
desert planat Arakis, also known as Dune,
to mine Spice — the 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 fact that Dune's local inhabitants,
the Fremen, are on the lookout for an
outsider whio they'll worship as their naw
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 ioo — she's trained you in the
secref ways of her Bane Gesserit sect,
and bedieves that your baing near 10 50
much Spice will awaken great powers
within you. And thug the scene is sal
There's a lot to take on board, but as the
game develops, more and more of it starts
1o make some sort of sense — and
anyway, so long as you know what your
immediate game
task is,
understanding the
overall picture can

time as the

“Different to
most tie~-ins

Kynes, who will reveal the secrat of turning
Dune info a tropical paradise.
Throughout the game, your
character, Paul, gains in power. For
instance, he starts having viskons and
begins 1o be able to communicate with
the Fremen telepathically; both are
pretty handy, not just for the
purpases of the plot, but also in
terms of making the game much
less hasshe than many other
adventuras. Telepathy allows
you 1o issue orders without
having to zoo0m ardund
the planet 1o maka
personal contact, for
instance, while the
visions neatly
save you from
missing out on
any vital phot
developments {althowgh the umpteenth
reminder from the palace to send the
Emperor his Spice can get a mite tedious).
Parly because of the introduction of
these handy dandy superpowears, the
game’s control system is wonderfully
infuitive. You hardly have to refer to the
manual at all, which is the way things
should be. Just a few clicks on the icon
bar at the bottam of the screen are all you
nead to issue orders, move around the
plangt, talk to people and so on. Thers is
no typing: when you wani to indulge in
meaningful
conversaton you
just highlight the
character you want

probably wait to talk to, then a
That's the sat - Ty selection of likely
up then — the stary in that it's things you might
itself is divided into FF Want 1o say pops
fhree main sections. I"tl'l"‘l&l‘ gﬂﬂd up. You simply
‘When you first choosa the one you

arrive on Arakis you have 1o make contact
with the Fremen and get them mining for
you. (This is necessary o keep the
Emperor off your back - he keeps sanding
messages demanding Spice.) Mext up you
have to train the Fremen inlo armies o
attack the Harkennens. Finally you have fo
maka contact with a fabled ecologist called

want. (This is both good and bad, of
course: while you'ne unlikely 1o miss ouf on
impariant facts because you don't know
the cormect question to ask, equally it's
almost impossible nol 1o ask the right
questions, and thus plowgh right through
the gama. )

Don't worry though = Dune never

becomes simply an interactive siorybook,
rather than a game, as tends to happen io
graphic adveniures. The main reason is
that the strafegy elemants inject an extra,
and much less black and white, dimension
to the thing. For one thing, you have 10
daploy your Fremen sensibly — you
nead to make sure that you always
have enough of them producing
Spica 10 send the Emperor
{otherwise you'll get a rathar
nasty visit from his
Saudaukar storm iroops)

while at the same time be
fraining planty of them
to attack the
Harkannens.
There's equipment
fo fhnd, vanous

way 10 spead

up Spice
production o uncover, ways o improve
Fremen military raining to suss out, giant
sandworms (who fend to chew up vital
equipment) to avoid and so on - thera's a
lot fo try and sor out as best you can
Invitably, however, there are faults

with the game. Battles, for inslance, are
simply a case of indicating which troops
you want lo attack which area, then sitting
back and waiting for a vision to tedl you
how things have gone — they could be
more exciting.

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

mare helpiul 100, It would
be nice 1o have one which tells you how
fhings are going at each ‘seitch’ {the
Fremen's nama for their settlements) al a
click too (though having said that, a
comparable ability does become available
when Paul gains his psychic powers)

The main problem, howeaver, is that
the game’s all a bit leisurely, and you
rargly feel under any kind of pressura. The
plot developments are virually handed to
you on a plate, and a lot of the characters
act as mere cyphers to push things along.
It would be much battar if there were a few
more options available to you. (Also, some

of the humour is pretty cringe-inducing -
being fold that ‘Jessica really does have
some amazing faculties," is fairy typical -
but that's really a very manor poinl.)

When all's said and done though, |
enjoyed Dune a lot. As I've said, tha
graphics are supert, with excellantly
drawn characters, delailed backgrounds
and clearly laid-out control bars. The
animation sequences ara also top noteh —
some of the ornithopier flying sequences
could almost be described as beautiful -
and the plot is fascinating. A very polished
game then, and one which should appeal
fo fans of the book, graphic adventure
kovers and general gamer's alike.
® DAVE GOLDER

UPPERS It looks great,
@ the control system s

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

DOWMNERS Issuing
@ some of the commands

could be sasier, 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
far, well, comfort.

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

find yourself caring about a ]
some of the characlers!

HIaImoOod VOINY
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T SPORTS BASEBALL

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

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

Imaost a year ago, RBI Two
Baseball amrived on the Amiga
sceng 1o mixed reactions. i
wasn'l thal the game wasn'l up
to scraich. 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
praduced package
The problem was with the sport iisall.
Daon't g&t me wrong, no one was of tha
opinion that baseball was the pitiful C5 of
sports, but thare
was a strang tide
of feeling that tha

suited 1o a homea
computer. The
pacple wha falt
this most strongly
argued that fha
thrill of baseball is in getting out in the
fresh air, having a slog with your mates in
the summertime and generally — well,
getting physical. Playing baseball on the
computer is ke trying tolly a
computerised kite — a pale, shadow of the
real thing thal totally misses the point of
doing it.

SWINGING SPORT OR BASE

HUHE? On the other hand though, there
« were those baseball
afficienados who waved twa fingers al
such poncy theologists and thorsughly
enjoyed playing RBI Two Baseball on their
Amiga all the same. OK, so this is all
angient history, but the arguments have
resurfaced with the emergence TV Sports
Baseball from Mindscape.

Mow it must be said at this point thal
| find baseball great fun to play in the park,
but find the thought of slugging out a long
season al home a lad daunting — and not
|ust a little boring. Sorry, but there you go.

Having said that, howewver, | was
pretty impressed with the range of options,
choices and decisians that you're given
here, That they're 5o extensive isn'l so
surprising, however, when you realise that
you're in fact lumbered with not anly the
coach’'s job, but also these of baner,

“Only to be
game simply 511 raecommended
to the die
hard fan”

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

Hey, you don't get rid
of me that casily. A
successtul hit has
given the team a
chance to work their
way round the bases.
The batiman sprints
1o first base, while the
previous guy starts to
make & desperate run
far the next one.

INN 1
OUT 1

Auc HR
226 22

MITWAUKEE 0o
MINNESOTA I 00
AE  MWARREN

pitcher and fielder. In fact it would seem
that the only job you don't get to have a go
at is selling the hol dogs 1o the crowd a1
halt tima = sorry, in between each of the
nine innings.

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

Wall, firstly {as coach) you have to
decide whal sort of game you're going to
play. Set up a one-off tournament match

) PR Do v

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

Greetings sports fans. You join us at the
Colosseum for some first rate baseball
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He ram nimbly past first base and was just on his way to second when he realised that
he'd lorgotten to Artex'™ the shed. (What sort of caption is that, West? - £d.)
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One of the most obvious dangers inherent in a game of baseball is being hit by a hard
round ebject travelling &t 90 mph. That, and this game's crap ergan music, that is.

HMILWAUKEE | g
HMINNESDTA L111]

BE ROYFD

The swines! They can't do that, can they? Or can they? | dunno - Milwaukee have hit a
home run, and all their little men are legging i back to the team's dug out. Get me the
rule book right now! Oh yes, and a peanut butter and jelly sandwich while you're there.

or enter ihe league and win the
chamgpionships, it's up to you. Mothing too
taxing thara really

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

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

Into the game itself, and as socon as
play starts you skap on your cap and climb
the pitcher's mound with a hardball in your
hand. t's your aim to throw a fair ball past
the batter without him hitting it, and to do
that three times. There's only one fly in the
gintment - the computerised batsmen are
really quite good, dammit, Luckily, in fwo-
player mode the opposition is slightly less

TU SPORTS BASEBALL
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Clash of the titans? Mot! Minnesota might by the 1991 champions, bul Milwaukee aren't
exacily going 1o offer a humungous challenge. If you lose this, you're a real ‘chump’.

an the ball {my little joke thara) and
pitching heroics are rather mose likely. You
can throw fast balls, slow balls and bandy
palls - thay're all just 2 couple of button
aps away.

When (and | maan when, not if - at
least in the one player game) the batter
connects, you become the fielder nearast
the ball's estimaled destination. A do! on
the pitch indicates whera the ball will land,
and you must try and get thare before the
ball does. If you're successiul, you'll make
tha catch and the crowd will go wild, If the
ball hits the ground, howeaver, you must
pick it up and lab it to whichever base has
got & batier running fo it. It the ball gets to
the basa before
the batter, ha's out.
Thera's not much
skill involved, and
really everything's
decided the
sacond ball makes
hils
with bat.

Eventually
(depending how goed your pitching was) it
will be your turm to bal You swagger onto
the diamaond (in the guise of whoever it
was you chose 10 be your opening
batsman) and attemgpl to slug each pitch
out of the ball park. You can bunt (tap) or
slug he ball, but getting used to the timing
Is ditficult, The direction, haight and
strength of the swipa is seamingly
completely randam, so really you've just
got 1o hope that your Amiga's feeling
generous, Running between bases is
automatic, but you can sneak bases.

And 50 it goes. After three batsmen
arg oull, it's time 10 pitch again. Then bat
again. Then pitch again. Then bat again,
Then - well, you get the picture,

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

So, back 10 the the argument at the
beginning of this review, and you could
quite easily say that this duliness isn't
really the game’s fault, more that of
computensed baseball as a whole, Or at
least, you could if it wasn't tha case that
RB! Two Basaball offered slightly maore
excitement, including comedy scoreboards
and natty jingles to accompany the action

“Some think
the game
isn’t svited to
a computer”

CLICLTE g
i T

- R

Dear me, ii's all gone horribly wreng.
Milwaukee are miles ahead and still that
old bag insists on playing dutf Hammond
organ music. (Where's Val Doonican when

" you really need him?)

- superficial novelties maybe, but they
sure helped jolly
the game aleng. In
RBI Two Baseball
the gameplay itsell
was also more
varied, offering
more hands-on
gxcitement - it has
to be sean as the
better of the pair,
Which all leaves TV Sports Basaball
a bit lost really. It's a competent but
ulimately tedious game that really can

only be recommended to die hard baseball

nuts who fancy wallowing in a whole

season's worth of stats, player rosters and

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

UPPERS Fairly competently
@ put together, and, since

there really only are two
decent baseball games on the Amiga

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

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

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

THE BOTTOM LINE

It's all very well put together — and all
very tedious after an hour or so.
you're seriously into the sport and
have a like-minded buddy,

then, er, buy RBI Two

Bazaball instead,

HIMOd VYVOINY
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Game: |shar — Legend Of
The Fortress

Publisher: Siimarils
Price: £29.99

Authors: Michel Pernod &
Pascal Einsweiler
Release: Out now

he torces of evil and darkness
I never seem 1o sit still for long

Las! monih we had a bunch of
merry adveniwrers slugging it out in 531's
Eye of the Beholder H, while over in sunmy
Trazere there was ancther ripping tussle
under way courtesy of Mindscape's
excellent Legend

Mow there's Ishar, which brings us

yet andther chance to go a-wandenng in a
land ridden with evil creatures, liberally
peppered with treasure and stufied ta the
gunnels with RPG-style silly names. The
interface is in the EQTE mould; a first-
parson perspective viewscreen, you have
1o click on arrows for movement, and sub-
screens are used for stats, inventones and
cerain actions. |t differs from EOTE in that
the wildermess-based pars of the
adventura play a more significant role, and
ditfers from a good many other APGs in
that the firsl-parson view is retained when
in the greal cutdoars.

THE LOST GENERATION OF

piossible, more of which later

Character generalion is very simple -
thera isn't any. You start with a fighter
chappie and must recruit extra party
members as you go along. A tolal of 30
patential recruits =

The FRP bandwagon rolls
inexorably-on, this néwest
one offering Some laugh-a-
minute character '
interaction...

gl

labouring under the apprehension that all

good adventuring parties come in lours,

I's a fairly fluid growp of five too - you can

oot individual members oul if you come

acrass semeone you fancy more (but see
Just ane beg

And so to the plat. Acha including rangers, happy family’ box
HEHDES called Krogh hpa.s. built a . palad:ﬂsg mpal-.s_ i Chﬂl‘ﬂliﬂl" below), and you
temple called |shar in the land of Kendoria  clerics, wizards and - can raplace thosa
and is intent on making life tharoughly the like — are gEI'IEl":Ii'IﬂII killed in action
unpieasant for all your Kendorian kinsiolk dotted about the - Then we've got the
It's your job to find the temple and have a game world, so s very interaction of party
few stiff words with Krogh — or bash him Ihere’s no shortage = members o
one if he's not prepared to listen to reason.  of choice, butthere S HIIA Ple — ‘I'l'IEI'e consider. New

There are several ways lo win, most of
which entail scooting about the country
trying 1o build your party up, eguip them
with the huge varety of weaponry and
armour you'll find is available, and bump
up their magic-using capability wherever

are some added
complexities
For a start,
this RPG breaks with iradition and offers —
wait for it = five characlers! Yes, five
That's four plus one for thase of you

isn’t any”

mambers must ba
voted in, existing
membears may
have arguments with each ather, there's
avan the polential for mtefnacine
bloodiatting il disagreements go oo far. As

JUST ONE BIG HAPPY FAMILY — NOT!

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

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

One cantankerous dwarf, for
instance, will refuse point blank 1o give
first ald to certain party members = if
this winds you up, you can ahways try
lo get him booted, though he may have
made other friends in the party whao
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
pointiess in-fighting. Similarly, other
new parly members could easily prove
divisive in other ways — one female
you'll meat forms seemingly random
romantic attachmenls with members of
your party!

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

SHILLE

LOCKP 1CHING
ORIENTATION
FIRET AlD

1 HAND WEAPUNE :6
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THROKING )
SHOUT ING
LANGUACGER

=T

HYR 1 AN

it you didnt hawe ancugh to da in getting
through the advaniure proper

Setting owt, the first thing that hits
you 15 the graphics. The landscape is
glonausly realistic, as ig the effect of
distance — buildings show as hazy oullines
when they're ian away, and are realised in
glorious detail clase up. Even the trees,
arass and rivers look realistic, which all
adds to the game's atmosphare.
Unfortunalely, the monsters leave a little 1o
be desired. They jerk towards you, ala
EOTE, and do the usual twa or three
frame stutter-swipe swordplay that adds
50 little o combal encounters

Once you've hacked your way past
the inhial random monster encounias, and
picked up some gald to boot, it's time to
pop info a few buildings at the first village
Here you can buy food and weaponry (if

MHew personalities bring new skiils and personal feibles. it's called attiiude, Yhnow.

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

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

MAKING FRIENDS IS EASY

here are numerous encounters awaiting your
band of brave adventurers; some folk you'll

meet can be useful, while others take an
immediate dislike to the concept of your continued
existence. It's usually fairly plain how an encounter
will turn out - if a lext 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.

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

Striding heroically across the weldt, we come upon a
village. Quick, let's hide behind that silver birch before

Here're a few sights you'll come across in the game...

we're ashed to register for the community charge...

you've got enough dosh), go to the tavern
to pick up useful gossip, recruil your firsl
party membed, Irain 10 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 gama, giving a cerain linearity to the
plol, but you could leasibly go meandenng
tor days in your own Sweel way

1
YOU'LL WA-WA-WA-WA
WthEH Uinfortunately, it's all feo

easy 10 end up wandering

for days even if you do stick 1o the
storyling — you've gol a map to refer to, but
it only shows coasllines, rivers and
bridges. It's al times like these you'll go to
the onentation funclion on the actons
menuy, but The
adwce gran on
your whereabouts
hefe is pretty
vague. Also, the
concept of roads
seems to be lost on
thie inhabitants of
Kendoria, 50 don't
be surprisad to find
yoursell trudging
about lor ages
when looking for the elusive bridges thal
provide the only means of getting on in
the warld,

That said, however, there is a fair
amount o do. As your parly progresses, it
encounters vanous lolk who will either

Pop into the pub and you can catch up on gossip, have a kip, get
some trowgh in or ind & few party member. Handy, eh?

Life in the big ity is no bed of roses. Mindless thugs roam
the streeis intent on causing trouble, like this geezer
here, who'd sooner bop you one than stop for a chat.

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

stop o chat, trade, fight or join your posse
Taking on a magic user (either cleric or
wizard) means getting ta grips with spells,
and, as you'd expect, these increase in
power and range as experience points are
accumulated and characlers go up in
level, There's also the facility to mix your
own polions, the ingredients for which
have 1o be bought at apothecaries along
the way. You can mix ingredients (eye of
toad, brain of rat and other delicacies) any
odd way if you're feeling particularly
adventurous - they can have odd resulls il
you don't know whal you're doing — or,
alternativaly, you can look oul for people
bearing specific recipes. Of course, you'll
need to find the magical mixing Aask first
and there’s only one in the game, so you'd
belter keep your eyas pealed.
The way the magic
works is carlainky a
move in the right
direction,
combning the
standard rote of
pre-formulated
RPG spells with the
miore versaile
Legend-style ‘make
it up as you go
along' approach,
{hough it sbll 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 EOTE - the graphics are belter and
the party make-up is more malleable - but

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

it doesn't quite draw you in in
the same way. One
reasan for that is that
it's quite rustrating

to begin with, as

the game gives

Yo N Clear iea

of your location

or how bast to

gel from A fe B. |
had to star

afresh several

times afier vanous
party-totalling
encounters, including
a run-in with an invisible
wiood spirit = damn Inustrating
gefting killed by something you cani

even see. (To be fair, there is a ‘helm of
clear seeing’ 1o help oul with this particular
to-co, but you've gol to find it first.) Also, a
combination of the ariemtation-nobbling
first-person view, the lack of auto-mapping
and the vagueness of the descriplions
gven of one’s location makes finding
anything in this game world some task

VERILY THE EARTH SHALL
What else? Well, the inclesion
SHﬂK[ of character interaction ks good
= you can even visit a psychiatrist for an
assessment of the pary's karmal - but it's
tricky keeping members alive for long
enough to build up any kind of meaningful

relationship. This is an interesting and
unexpectad vanation on the way things

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

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

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

Briefly, then,
there's enough
novelty and more
than enough daft

names in hera to
keep the RPG
buff amused for a
fair while, and
some damn fitanic
encounters in the
femple of Ishar that will
cerainly slake the hack-n'-
slash marchant's thirst for virlwal
murder, but it's no world beater. Quite
frankly, there've been an awful lot of
impessive RPGs this year, and while this
i5 8 warthy addition, it's not an earth
shaking one.
® KARL FOSTER

UPPERS Great graphics
@ and neat sound effecls make

this huge game world an
atmospheric experience. Many
thoughtful and original touches sat
it apart from the rest of the RPG field
—and it's certainly a long way from
the same company's earlier Crysials
Of Arborea, which it in many ways
closely resembles.

DOWMNERS It's tough to

HIMmOd VOINY

get going and far too easy

1o get lost. You can end up
stumbling around for a long lime
before getting into the real meat of
the action.

THE BOTTOM LINE
Good enough considering the
competition, but it could have

surged ahead with just a ] B

266L ANPCr

little more user-
friendliness.

©
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Game: Myth

Publisher: System 3
Price: £25.99

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

ystem 3 are a funny bunch Mol in
a laugnh Jt--'r' deformed banana-like

of 1heir c inla themselves
madus operand ad thing is that this
i5 obviously a publisher that cares about
prowviding value for mongy and h aving
pood products out there, yet which is
having real trouble prowiding them

stary can be told fairly simply
64 fans will remember whin System
era recognised as one of the jop
5. with gamas ke the onginal

2 ninelies

and K+ SConn
everywhang - a remarkable record, bul
nol quie 50 Surprsing when you
it behin games
luminanes as Mev Dinc jof
First Samurai tame) and Archer Maclean
The mave onlo 16-bit has beaen a At the very end of the Greek period you get 1o shoot it out with this dirty great fire-spitting Hydra. The head of Meduta, which you
2, nowevear, wilf should have piched up just a minute or two ago, comes in very handy at this point. Indeed, it's the only way you're going to lkill i
parnaps he Dig '
SENCce moved
: ossible 1o replace
perhaps the games theyve done have
remained oo 8-bit in styla
Whatever the past, this. Sysie
g the Amiga game that'll really
ck it lor them. To ensure this is whal
ens, the company has scrapped threg
versions so lar, apparently due 1o the
poor qualty, and have decided 1o go
this fourth attemgt. It's nat a bad game -
et Here’s a game that’s been under way almost as long as Epic,
spacially in the ght
ke Lagnder, Gods or, indeed pull thngs right, one '-»pl--nr' ICrass fawr fioating ledge to another and fighting and pra

2 (e lalk

M3

naead ineng 5
| can
ai

SHOM jUmEEng

pmurai— that they've still 1o hit the fime zones, There's an Ancienl Greek different lypas and sizes of mylhologica Th gre’s the fifth and final shoaot-
5 d shame, | evel, a Norse level | a Ceelic and an beasts against a lava-strewn, hell-style Bm-up tion. W's action all the way here
Egyptian one, each presenled as part of a backdrop, Level Two, on the ofher hand, is as - sal agamnst a backdrop of stars - you

! before | continue, [&1°s 1ake this three-disk. five-level modung of four basic almost the E.-L‘:l:-u-.- @ = there are no have 10 blast fixed atiack patiemns of

el opporiunity to bl you in on the SLAUM N UM remp, shoot-em- platiorms, and ihe emphasis 15 on comibal Dameron's creatures before takng him (o
| Fans of the (quite spectacular) B up. beal-'em-up and arcade adveniure sel in a spooky Caific forest it) on directly
bit versions of the game from a couple of Each mythological pariod, or leved, is split third stage, In which you And that's it. One of the biggest
years ago will be familiar with the basics ol inlo three sections, while an -'-”-.| fifth evenlually get 1o fight the Morse gods Thor  changes 1o the game since the B-bit
1 1 few things have changed since  slage lorms the eventual two-part and Odin, consists mainly of leaping griginals = and ane of the things that
then -i..n with the 8-bit versions, a Bad God  showdown with Damaron, sat somewhese around and hacking, whila the fourth pne seams lo have been modified with each

Dameron) has carrupted assored Goo in e limalass v selin Egypt (and ch
Gods fro ricus ancient religions = tha evels work? Well, labyrinthine pyra together = is in
future of the human race is at stake {of aree which amounts of mapping, the solving of logic Originally, he was a Michael J F
25 you on a8 missian 1o concenirales on your jumping from ong problems, and a cerlain amount of combal EVEryman, in |eans and Irainers, somehow

fly insic (now scrapped) version System 3 have pul

LIFEs main ¢ ||f=.|.-:l.|:-r

 winiich fa

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



OBJECTS TO HIT WITH IN MYTH

lives, but also which objects you currenily hold, represented by the three

T he Status Panel al the lop of the screen shows not only your score and

icons in the centre. Briefly then, this is the sort of thing you can expect.

0000EE050

Ower to the

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

dragged into saving the warld
Then he was a squat, rather ew-
ooking console game-type. MNow
ne's mutated again. info a slimmer
{aller barbarian warrior, modelied
lo some axtent, it would appear
on 2000AD's character Slaine

Cne thing that hasn'l changed.
though, iz System 3's basic way of
structuring a gama. Al first glance
you'd probably say the company is
atternpting to shake off is Last
Nira image with this game, and
cerlainly — it looks quite different
However, look beneath the surtace
and you'll see the structure is more
ar less the same

Im all but the last load tihe
action is punctuated by a series of
arcade adveniure-style puzzles to
solve. Hera's one: how do you
pass the big monster at the end of the first
pvel, Hades? Look at
{he picture caplions fos
some heavy chues as o
the answer, and while
you're doing so
consider this - (s this
really a logic problem at
all, or meraly a question
of trial and errar? The
sodutions are usually 50

but now, just like Epic, it’s

“All a
little too
linear for

my liking”’

lett here is the right

the icon to here you

punch and can see the
fircballs.

daing so you'll probably find yoursell dying
many, many times, and we all know how
frustrating thal can be..

The problem is given further
emphasis by the sizes ol the levels - all
fairly small = s0 a good deal of your
playing time is likely to be spent mucking
around with the ihree or 5o main puzzles
you'll find per load. It all makes the game
expenence a little oo linear for my liking -
thiere's little of the flexibidity needed 1o
keep your on-going interest high. Once
you've finished the game there seems lillle
paint in playing it through again

So whera does that leave us?
.M:"ﬂ“ Well, with a disappainting
game, and one whare the whole tends to
be less than the sum of 45 parts. In many
ways Myfh is 100 ambatious for ifs own
good, falling batween
ned two, not three, but
four ditterent stoots. In
short, there are oo
many different bils to il
each ona is 100 shor lo
really grab the interest,
and the overly kinear
puzzle solving game
slyle maans it's a game

MYTH

THOSE WHO LIVE BY THE SWORD...

one legion of the undead trying to put paid lo your heroics, then it's a

Beaslias. nasties and monsters parade all over the ship in Myth. If it isn't

winged dragon hurling balls of nastiness at you. Like these guys...

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

sound in Myth, and to be far il shows.
Almost every action or event has a
suitable sampéed sound, and mast of them
arg a pleasure 1o hear. Thera'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) far instance, or the
thunderstodm in the Cellic lorest. Thera's
some speech too, and that works
well enowgh

Then there are the visuals. The main
charactler alone has 175 frames of
anmimabion, used o show him running and
jumping and fighting (olten while carrying
an object al the same time). It looks nice
though | cam't help feefing we'd be better
off without a few of the poses and with a
bit more effort spent on making him move
fastar, and in less of a stop-start fashion
too. Seeing our hera's arms pull back in
praparation lor a punch, or seeming 10
make a real effort to jump and land, is all
viery wedl, but gets frustrating whean he
should simply be running faster

s & nice looking gamea than, and
one which seems 10 have garnered rave
reviews etsewhere, bul | can’t help feeling
i's all a bit of a — and sormy about this -
mylhed opportunity. We're nol going to be
looking back on this as a classic a year on
from now, and considenng the high largets

UPPERS NHovel - and
occasionally playable -

blend of game styles: beat-

‘em-up, shool-'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!

DOWMNERS The main
@ character's many animation

frames mean that his
mavement is sometimes loo
sluggish for comforl. Thera's

actually not a great deal to do either

- the levels are fairly small, the

‘puzzies’ sometimes annoying, and
the game structure really rather old-

fashioned In feel.

THE BOTTOM LINE

System 3 certainly get an ‘A’ for

effort. Myth is a well-researched and,
by and large, lively project with high-

spols of gloss and variety.
Unfortunately it lacks real depth.
Look out for the sequel, Dawn Of

Steel (System 3 isn’t sure when that

will happen, as it’s still at the

GAME REVIEWS

unobvigus = much ke those {eveniually) you'll only want 1o play through once. 'sa  System 3 are (quite rightly) setting storyboard stage) and

found in the Ninja series - that you're shame, considering how many goed things  themselves, it has 1o be seen as some sorl remember, you'll need one b

mare likely to stumble across them thera are in Myth. Like these, for instance:  of failure. An okay buy, but litthe more megabyte or more of RAM. E

accidentally than really wark them out. In For a start, there's over 700K of ®GARY PENN o
b=
T
o
=
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This here fire-breathing dragon - name of Midhog - wheo
you find at the end of the Norse period initially seems to
be invincible, but he does have a weak spot. The trick,
you see, is in finding out where it is...

In this scene from the Egyptian era, our hero has made
his way into a pyramid te do battle with the living, the
undead and plenty of tricky traps (such as vicious spikes
popping unexpectedly up from the floar).

Chopping off the seldiers heads isn't just terrific fun -
you also getl more points than if you'd just stabbed them
to death. This horizontally scrolling section is the second
one you'll find in the Greek era.

O
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Game: Hostile Breed
Publisher: Palace

Price: £25.99

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

Release: Out now

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

I'm talking about the kind which
have mare than therr tare share of legs,
ayes, and wings. The kind which flap
around, wail until you're asleep, crawl up
your nostrils, and lay eggs in your brain,
You know.

Hosfile Breed certainly has bugs in,
lets of them, and they do some rather
nastier things than that too. The pilot is
your usual Doctor Who scenario — we've
got an eight-spoked research base located
on the mysterious planet Genanio, wa've
gat a team of scientisis happily ensconced
inside. and we've got several theusand
big-mechanoid superbugs and hormos-
weeds lounging arcund culside, cursing
their lack of weldding equipmeant, and just
waiting for their big break

Said break comes with a handy
dandy earthquake which smashas the
research station's outer defensas 10
smithereens. Soon all eight spokes are
owverrun, with only the central control reom,
hocated at the hub, remaining bug-free. Bul
the crealures are advancing down all eight
corridors, and time is running oul

It you were one of those scientists,
whal would you da in this situation? That's
right, one of you would get aboard the last
remaining spacecrafl lefl in dock, cockily
announce to the rest of the crew that thay
should ‘Smoke me a kipper, I'll be back for
breakfast’, and jef off around the eight
spokes, blasting the scummy space bugs.
(Ohkay, okay, 50 | mada the kKippers bit up,

A COMPLEX COMPLEX

aking a quick stroll round the

mast important bits of the

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

Mext along, we come lo the robot
production line. Provided with enough
energy (courtesy of the main reactor), it
will churn owt little droids until the end
of time. Ol course, it's not the fastest
production line in the world, and the
demand usually cutsirips supply by
tenfold, but you can't have everything.

HOSTILE BREED

Deep in the Genario system it's just
ancther day at the research lab...

A A AT AT A AR 15009 5
it am carth ¢ crachs the lab
shell, that is. Your defences are down...

.and it's only & matier of time before the
hostile aliens infiltrate the complex.

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

but you get the gist. )
So that's the customary silly (though
for once, actually relavant) plot ovar with —
now onio game machanics. I's interesting
to nole that programmar Rob Stevens
original inspiration for this was Oefendar,
Armed with the idea of updating the
Williams classic, his first (and arguably
mast impartant) lask was to create the
hundreds of ditferent
alien typas nesded
gach of which follows
astoundingly realistic
behavioural patterns
Larvaa hatch, fiy off

“A do-
everythig-

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
levals axactly, each of the eight spokes
has its own individual look, and (just for
added fun) it's own breeds of aggressor
And of course,
because they'ra
spokes, if any
particular kol proves
foo fough to you, you
can abways tum

and lay eggs, the eggs al-once around and fly back
hatch, and so the cycle 7 down the carmidor
confinues, inexocrably Iﬂl‘lepi towards the control

(I love thiat word)
getting closer and closer to the control
centre. Even the alien plants (including
hera - a5 opposad 1o {ly - traps) follow a
logical grawih and reproduction model,
and it all serves to complicate the game
beyond the obvious shool-'em-up basis.
Im play then, it operates on several
levals, Firsl is tha blaster - it's possibla to
venture down any of the eight space
station spokes, blashng all and sundry,
while stopping off at the landing pads
littered around the comdors. Landing on
one of hese brings up a sub-game
howevear = complication number ona -
where a security lock must be re-aligned,

centre again

It's hers, back at base, we COMe across
complications number two 1o 259. You
s2e, in addition 1o jetting arcund and
blasting stuff, the player must also control
the reactor, the remaining robot production
ling, and the weapons systems. There are
computer terminals ittered around the
place which can give you quite a lot of
hedpful information too, but that's already
quite enough to warry about for the first
firme playear,

| guass at this point it's about tima for
a few guick words on robol
mianufacturing. The first {and most
essantial) robots will patch up holes in the

i
| s
[

carridar walls (thus preventing any more
aliens invading, thowgh the existing ones
will, of course, continue 1o breed), while
ather, hardly less essential types, repair
wiring, landing pads (and ather structural
damage) and the rail system,

The weapons screen gives control of
all auto-defences in each cormdor (which
urforiunataly consume power faster than a
twia bar electric fira) and access to the
cannon (heh heh). Requiring hal the
batiery charge (olherwise your reactor
goes critical), the cannon can be directed
down any cormdor and will blast the front
line of aliens, giving you just that little bit
exfra time {o play with.

So what do | make of 17 Well, okay,
it sounds like an impossibly complex
hybnd of game styles, but surprsingly
encugh, | found the canstant to-ing and
fro-ing the most enjoyable aspect of the
gama (once |'d worked oul what the hell |
wias doing). My main criticisms aciually lis
with the shoot-'am-up side of things. The
player's cratt is 100 large and sluggish, the
playing area too small and the speed of
the bugs makes flying around a bit of a
pain. It's incredibly hard to avoid crashing
into the bugs half the time, while for a
game hased on Defender, Hostile Bread
lacks fluid craft control. An agile, slightly
mertia-prone hittle space-ship would have
worked a treal, but instead we get a
leviathan of a thing which trundies arcund




for its own good?

(thank goodess they included the speed Spohe Seven,

raull) picking off the bad guys in a we find a droid

ponderous, unenthusiastic kind of way patching up the
However, when | say thal the wall. There's still a

complications make the game, that's nof fo huse tear over to the

imply that they're all a good thing. The right though.

terminals are uselul, for inslance, crpmer—vs=ToTaEE

but | can't see too many people 2 g

bothering with them, while the
inglusion of landing pad and
electricity cable-eating bugs (and
robats 1o repair them) is parhaps
taking things just a bit far. The fact
remains though, it's the fight-and-
flight stutt which lets the side down.
In the end then, this is somathing of
adamn fine game — and a very addictive
one = if flawed. Carainly, the care of the
thing is fabulous (the do-everyihing-at-
ance concepl recalls the Spectrum
classics Worse Things Happen At Sea and
Psytron), while the graphics ara
wondertully atmespheric (full marks too for
the intro and end sequences) and the
sound sunprisingly effective. And it makes
such a refreshing change to play an action
game which actually requires a modicum
of intelligence. I's just that | teel a kitthe
more attention should have been given
i the arcade side of things. As it stands,
Hosiile Breedis a 'buy on the proviso that
you want an utterly comglex hybrid' kind
of affair, Okay?
® MARK RAMSHAW

It il t5a

HOSTILE BREED GAME REVIEWS
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to hit the ground in a great
big ball of flame.

UPPERS Luvverly
@ graphics, an enlértaining

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

DOWMNERS The shool-
@ ‘sm-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
b iEECDE swapping a bind.
The fish-like object pictured THE BOTTOM LINE
ket is actually the player's Heaching an active landing pad brings up thiz Brave, different, and mostly
craft. This screen gives acceses wonderfully devious litthe sub-game. Two bars are successful attempt to add
to all the various weapons and  highlighted, and as one is raised the other will intelligence to the shoot-'em-up.
power-up: collected from lower. The imporiant thing is to get all the gaps Ironic, then, that it's the shoot-"em-
landing pads. (Quite why the lined up in the middle before the time limit runs up bit that lets the side down,
space ship looks completely oot A lock will then slide from left 1o right, and i it prevenling the game from
different in the main arcade slides all the way, the cargo can be taken. being a 90 percenter. 32
bit, P've no idea.) Which is why it gets...
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The Brits hit back, with an adventure which promises to beat

Game: Lure Of The
Temptress

Publisher: Virgin Games
Price: £30.99

Author: Revolution
Release: July

1B,

¥ Atlamtee Llg )
I tha Atlant N

velcomea addition 1o this Ameancan-

dor genre, coming acrass as a sor
of een Sierra’s King's Ouestand
L m's The Secref of Monkey

piress release

the heels af

LURE OF THE TEMPTRESS

mara than makas up for it in other areas

S0 how does this more subtiey flavoured

u are Dig

an unenthusiastic hero who finds himsel

i first

the prisoner of the evil Selena, the
Tempirass from which the game takes is
nama. She's taken over the town of

& with her hordes of creepy
meathead mutants, the Skord, and to stan
with you're in no pasition & stop her, You

beqgin the adventure trapped in a cell, you

v

o 2

-

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

) its Amaerican cownierpan?

see, deep inside the l:in"-f_; e0ns and torfure
chambers of the avil femme's pad. Your
first 1ask, then, 15 obviously (o escape 1o
the town, where you can star 1o do somea
good, the ultimate aim of the game being
o dethrone the awil templress and rescue
an innocent young gir calied Goewin

who's been imprisoned by the
nasty Skar

The essence of Templrassis
s character inferaction. Indead
Temptress has a lot more of this
than Monkey Islamd 2, and this is
the essential difference between
the two games, You'll find well over
25 ditferent characters hera = al
acting individually. They go about
their daily life in the gquaint cohbled
sireets of the town, chatting
whenever they please = you might
b in a puby having a word with the
blacksmith, when an old woman
5 1he bar and has a
conversation with the barmaid
about her noisy neighbours
for instance

Of course, all this talking

“A stylish
game that
shows
loads of
potential”

roves incredibly wseful. To

succead in this game you must
consult and chal | every
character passible, And when | say
every character, | mean avary
character — night at the baginning
you'll come across a bloke calied
Wulfe, another prisonar, hanging in
shackles from he dungeon wal
He's gying, but in exchange for a
drink he tells you soma important
nfo ta get you starled on your
guast. Here, too, you'll find the serd
joker, Ratpouch, who on release
from a torture rack becomes your
oyal and faithiul servant

Okay, 50 now that you're at
east a little bit familiar with the
game’s scaenario, lat's talk about it's
mechanics. Much of the gameplay
5 based on questoning other characters,
as | said, which is achieved by first finding
somaona to tak 1o, then using the mouse
ta click on that character. This brings up a
menw of possible lines to open uwp the
conversation. You can choose between
Ask, Tell, Bribe, or Talk To categories from

walks wg

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

You can just feel that clde worlde charm, can’t you? Here's one of the pubs with our
hero, his sidekick and a siranger waiting around on the cobbles lor opening time.
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Find vha Blhebisniih
Tall hiw I sema s~

y
Ty

Give Wulfe a drink and he'll tell you where 16 §6 once
you're free. He also knows of a secret escape passage...

ted, bring up a

u consiruct a
complicaled
Ve, i many ways
ol W

technigue
Bcnnigue

em enables you to

ma quite ut-of '."H-.‘:'-le"H":.-
rgxample, you can ask

nn. an ald lagy in one of the bars, if
g @ door. |t might not get y
vhate - it's a fairy pointess request

- Bt even though the tongue-in

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

“l aw Luithern the
=y Bléchksmith What de
ol wAWET"

Finally you find the blacksmith, whe Wulle
told you about. Use the TalkTo option...

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

cheek response
you'll get is a falrly
standard ona that
you'll hear a few
umeas in iheg \':Ji-'i e
the fact that you're
allowed 1o ask it in
the first place helps
build a sense of
reality beyond the sort of interactive
storybook effect you somelimes get from
Lucasiiim releases. Tha trade off is that
the jokes aren't as sharp or as well
orchestraled as in Monkey 2 - you do gel
the odd bit of funmy stuff, but it won't be
long before the same pun is repeated
Another feature
that makes
Tamptrass feal
more versatile
than aithar
Sierra's King's
Quesl or Monkey
Island 2is the
command oplion
This is brought up
via the gama
Meniss and not
I_",.'ll',' proves very
useful, it also
allows you 10 set
up a few laughs
For instance
here was much
g;_.Hi_—'.'\.‘.'l":_.] In mna
AMIGA POWER
office when | senl

-and he'll tell you abowl Goewin and
where o find her and her herbs.

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

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

“The essence
of Tempfress
is character
inferaction”

LURE OF THE TEMPTRESS

Ratpouch to the
par. He makes a
real twit of himseif
ardering the baers
you SEe — walch
him gt lurned
dawn for looking
underage, then
eventually get
served with a shandy

itisn't all funny stull, howewver = in
the later stages of the game tha command
facility becomes very imparani, when
giving the correct order can be & matter of
ife or death. Your use of commands
provides the backbone of this game ~ it's
a very effective feature, one that Siera
and Lucastilm would do well o pick up on

Lure Of The Tempiress doesn't fal
down in providing atmosphare aither - it
sharas with Monkay Island 2 the fact that
it's got bags of tha stuff. Indeed, with its
quaint olde worlde pubs, colftages and
cobbled streets all enclased by a lowearning
city wall, Templress' scanery is perhaps
maore believable (at least 1o a UK
audience) than many we've seen - It
brings to mind the historical streels and
olde worlde feel of York. Might it be that
the Hull-based laam behind the game
were inspired by their neighbouring
minster city?

The great area whera Tempiress
score over most rivals, though — and
especially the othenwise-very-impressive
Monkey Isfand 2 - is in s user
friendliness, The minimal disk swapping of
Templress comes as an incredibla raliaf
after the 11 disk nightmare of Mankey 2
Though you'd ideally have a second disk
driva to gat the most fun oul of this -
Tempiress doas test your patience with its
disk accessing on single drive Amigas -
this is by no means the nighimare it could
have baen

This is a greal game, then
Amazingly, 've got this far inta the review
without really mentioning the graphics yet
- there was $0 much to say - 50 I'll make
amends now. Visually Tempiress is
gorgeous — in my book its animation and

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

You haven't gol the energy to rémove those loosz bricks
in the prison wall, 3o tell Ratpouch to do it.

graphacs are just as good, if not batter
than, thase in Mankey lsland 2. (A good
gxample is the animaled wasp sequence
when you reach town from the secrat
passagae - it's lovely.)

S0 where does thal leave us? Well,
with is a very big game, full of scope, and
packed with plenty 1o keep the avid
adveniurers cantant. On their first attampt,
Hevolution have come up with an
adveniure game to knock the stuffing out

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

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

UPPERS A stylish game
@ that shows loads of

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

DOWMERS There is very

little wrong with Tempiress

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

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

THE BOTTOM LINE

This game may not bé 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 i
you prefer the slightly more serious
approach lo adventures (as | do)
you'll love it. If you're serious about
adventure games — even if you're a
devoled Monkey-ite - do yourself a
favour and check

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

GAME REVIEWS
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RISKY lWLOooDSs

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

Authors: Ricardo Puerto
(code) and Raul Lopez
(graphics) at Zeus Software
for Dinamic

Release: Out now

With Risky Woods, even Electronic Arts are muscling in on the console-style beat-

PR E R

Stunning stuff: this monk whizzes inte the
shy after you've released him from stone.

In level three you meet the first of the
gquardian beasties: in this case it's Labrus.

Bkt
="

E

P
e =

-

-.-T-
, -

b | . J
r— o m e gy P wrowm e J‘ ' —— e, T S,

|
C M5 _ T LiFe. :
" =y (=) H o

Young Rohan finally makes it to one of the 'eye tolls' on stage two - but, as you can see
al the bottom of the screen, there's still one stone-capsuled monk to release yel.
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After buying a fab throwing axe at the
shop, watch the gore as it rips into the
various demons’ mutant flesh.

In stage nine you'll really need that axe to
slice up this beastly dragon - he suffers
trom a very bad case of hell halitosis!

together, Somewhera in Europa in the
nat too distant past, a Spanish
development team (lar Zeus Software,
who onginally developed this for Madrid
bazed Dinamic, are Spanish) decided 1o
sit down over 2 meal to discuss this brand
new game they were putting together. But
oh no! = thay decided fo iry this new
restaurant in town, a sushi bar, and
somehow the Japanese influance got
Izdged in their minds, and grew and grew
They musi have been back (o that
old sushi bar quite a few times during
development too, for the over-hard-yet -
graphically-impsressive style of game that
Spanish developers used to specialise in
(remember Dinamic's clder stuff, lke Army
Moves, Navy Moves and
After The War?) has
been all but dropped in
favour of one of those
wannabe Maga Drive
games thal seem to ba
all the rage al the
moment. Thera's lots ol
very similar competition
around at the momeant,
50 what chance does Risky Woods siand?
Well, for a start it's gol just about all
the standard features of the genre. it's got
pretty, big-eyed graphics, crowd pleasing
parallax scrofling. lots of collectables, and
big end-of-level baddies, all wrapped up
behind a suitably odd {and rather silly)
name. Because it's such a 1ypical consaole
style game, there are hall a dozen olher
recen! releases we could legitimatety
compare it too, bul I've picked Psygnosis
recent Leanger - the current AMIGA
FOWER benchmark for “this sort of thing”,

THAT GAME MAP IN FULL!

l can jus! imagine how this cne came

“Great to
look at...
good short= .nuoseon
term fun”’

On initial impressions there's not
really much 10 chose batwesan the two
games. Both of them have a very slick
feed, with smooth scrofling and big sprites

at first it all comes down to which
graphics siyle you prefer. In the interests
of creating a bit of tansion, I'm not geing to
tell you i things change after you've
played both games lor a while = not just
yel anyway. Instead bat's take a closer kook
at the ins and olts of the game they'ra all
calling Risky Woods.

The story of Risky Woods (| keep
wanting to write ‘Wisky Woods') takes
place in a Japan-esque ‘Lost Land' ina
tme when an order of manks guarded the
place. Or, at leasi. they wsed o guard i -
umtil a wicked demon character called
Draxos came along and
furned them all 1o sione
Evil has taken over
pratty much, than, with
ViCIous Crealures
evarywhere, and rotting

reaming the woods
miaksng them rather
(ahem) ‘risky’. The
kingdom is not safe until you, in the guise
of a young warrior called Rohan, armive on
the scene.

Right. 50, as you may have guessed
by now, it"s up 1o you 1o enter the Risky
Woods, free the monks from Draxos
sioney spells and send the evil tyrant back
fo hell {or wherever it was he came from).
I's the classic Japanese fairytale, if you
liker, wiere the young samural-lype comes
abang, helps out the wise men, and
banighes evil

The game is built up of 12 slages -

EEREES 0

Here is the Lost Land, but where are il

T ) 4 55k TR Es B
LY

risky woods? Looks like our pint sizg - % 17 1°

samurai, Robhan, has his work cat aul. 4

gy




SHOP'N'DROP

he toughest paris of
the game to deal with
are the guardian

monslers. Luckily, they all
get inroduced by the game,
s0 you know exactly what
you're facing....

First, spend all those coins
you've picked up from the
carcasses of dead demons on
groovy new weapons. Mow
check aut your next guardian
monster, This is Labrus - he's
nol that strong, as you can sce
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RISKEY lWbooDs

from hiz stréength 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 Aeed any ¢xtra
energy. You can buy that here
too, a must for later siages in
the game whare the monsters
arg a lot stronger.

Everything iz
marked aut on the screen for
yoil. The sandglass represents
the time you've got to

£ b complete each stage. Rohan's
ht? - animated face shows how well
bl  you're doing.

‘em-up, with this lush looking epic - from Spain of all places!
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Use chains te pummel these flying demans
= and don't lorget the treasure!

with a mare or less continuous flow of avi
demons in all shapes and sizes oul 1o stop
you, and a big end-of-zona guardian
cropping up every few levals. You're given
threa lives to haelp you out — but keep an
ey on the tima limit for each level, and
Ihe set number of monks you must free on
each one, Throughout the game, enemy
demans drop coins when you kill them
these you can use o buy weapons,
strength and extra lives at the shop, which
you'll find a1 the end of each slage

Orher important tems to look out for
are the halves of "eye keys’ that
occasionally crop up, guarded by jealous
guardian demens. Kill the guardians, then
put the two pieces logether to form the
completad oya key - yOu Can now use
these al ‘eye 1oll gates’, which control
entry through each sfage. You'd batier
make sure you collect all the eye halves
you find as you come 10 them oo — they're
the anly way off a level, and (unlike in
Leandar) there’s no going back more than
a couple of screans 1o collect stuff you
missed. Another thing fo be an the ook

Finally, the most dastardly demen of them
all, He's tough, he's foul, he's Draxos.

oul lor treasure chests. Open them up
wharaver they appear — they throw out all
sors of goodies, but be careful not to pick
up cerlain itlems 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 jump
across at the end ol the first stage. A giant
blade rears up batween them 1o make life
gven mone difficull for you, while demaons
fly i fram either side. And individual
olbstackes can get tougher than that too...!

Thie only ather major game elemants
to daal with are the guardian manslers
which Iive in caves between aach zong
Their strangth gets greater the turther into
the game you gel. 50 make sure you
increase the power of your weapaonry at
the shop. (You're unlikely to get very far if
you don't.) You'll find the shop very easy
to use, simply by selecting the
appropriate icons

And that, in a nuishell, is the game
S0 how does it shape up against all the

Rohan shows us just how those “eye tolls”
wark, throwing his 'eye key' up in the air,
while pulling a very odd face.

other console-inspired platformers,
particularly (if you 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 itin a few
days, not so much because it's particularty
small, but simply because you'll be going
at it so much

That said though, there are a few
specihc and impertant niggles. The
comrols, while okay, are still a fair way
from spot on — our hero is rather maore
pledding than | would like (though net as
bad as the bloka in Godls, thank
goodness) while his jumping abifty
sometimes feals pathetically weedy. | wish
yiu were gven a bit more freedom of
mavement too — the very best platform
games are less linear than this, and
particularly when success depands so
much upan collecting the eye keys you'd
think being abde to search behind you
would be essential

Still, it's not a bad buy at all, | found
the first seven levels absorbing and
enteraining, the heclic sound effects,
frenzied animatian, and pretty graphics
making far an almosphernc experence
That said, the later stages — when you
realisé that really nothing changes from
level to level, save lor the graphics = begin
fo get a bit dull (a problem also suffered by
Leandey, if we're being fair), Great 1o look
al, then, and good short term fun, and
while it's probably an a par wilth Leandar el
al, it's cartainly no batter than them, Our
favourite of the type remains First Samural
(where you get a lot mare freedom o
mosviement) but you could do a ol worse
than this
® MATTHEW SQUIRES

W d
Qur victorious hero raises his fist in the
air. "Phew!”, he says “I'm glad that's over.
Can | have a mew pair of trousers now?"

RISKY POWER-UPS

UPPERS Tasty elements
@ of the very best console-

esque platform action are
abundant in Risky Woods. The
graphics, animation and sound are
presented fairly expertly too, while a
couple of interesting touches (the
‘bad’ power ups, lor instance) keep
you interested.

DOWNMERS Restriclive
@ one way scrolling, non-

perfect controllability, and
shallow game play do let the game
down. There are soma novel graphic
innovations, but there's also a lot
we've seen before.

THE BOTTOM LINE
Lacking variation and depth, Risky
Woods does compensate with plenty
of frenzied, and almospheric
platform action. It's a good

buy for fans of the genre, H 2
but by no means a musl.

GAME REVIEWS
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HEAD OvER HEELS

HE LAY OF Cranik |1 MEG)

HEIRIDALL (1 MEG
HERCOUEST « DATA DS
HLL FTRINT BAEs

MTCH MR RS GUOE

L L Y WO00 D0 LB ETION
ImCBOCoF, GESTBUTTERS §
PCRANE SONES LD T

Bk TRLAN THE MO (MOP)
FOME DT TS 3

HCAIE AL DA

D,

HUBLANS

HUNTER

AN B A CRCEET

.

mOIAKS JORER LEWIRTURE

gL 8 RPOL i

WO HEAT

ETISCEPTER - BINT GADE LEGaOw (850
BT CHAMPONENP A THLETICS
BTIANATIONAL SPORTS CHALLENOE
HTEAPHASE

EHAN - LEGEND OF THE FORTRESS
T CAME MRtk THE DESERT (1 MEG)
ARCE WRCKL AU GOLF

ARGUAR LT3 [1MEG)

JAMES FOND

JANEE POMD § - AOBDCDD

JET SBET WikLY

JE ROER

JRAMY WIETES BNODE IR

JRTER (MSCROLLE)

HIPHM MARKNES ELmOPELS FOSTEALL
JOMM MADDEWS (U % ) FOOTHALL
KICE OFF « EXTRA TiliE Dafa (i)
KICE OFF 3

- ol s 4 | Wy
HOLLYWODD COLLECTION  WHEELS OF Folll COMPILATION

8.99

ADLLING RONNIT

10.99

P19 STRALTH

14.99

L8]

e ]
o
H4a
1]
nm
T
T

9.99

[ SR, -

13.99

9.99

REALWS

9.99

RICH OFF 71 MEG)

KICW OFF 7 FinkL WHISTLE

KICK OFF 7 SIANTE OF EupDif
KICK OFF 3 METURN TO ELRIDPE
WCK OFF 3 wikitieel, TACTICS
ST H OFF §

M G OYES 2

OOETYP JURSE WORD PROCESS0N
ONGE QUDST § ) MG (S nmk)
ERIGHTREARE

EHIGHTE OF THE SKY (1 BED)
LEANDER

LEATHER CODOESSES

LEDEND

LIESSURE BAUNT LARRY 7 (SIEMAL)
LR BUTT LARAY § 1 MG
LTRIRGS

LIPMENNGS DATA DISK - Ot WD
LEE AMD DEATH

LOWDARD RAC RALLY

LAD OF THE PMMNGE

LOTUS TURSD CHALLENGE 3
LUSE OF Tl TEMPTRESS
WADAC POCHETE

MAGHETIC BCROLLE vOL 1
GO OF THIEVES, Fils, CORRUFTION
MARCHESTER UNTTED EURDM
e ]

MBS L MAKER = FIRST BAMURKI
RAEGA THNE

MERCEREAY 1

MCREY S CROESWORAD FUTTLE
MARER (3-8 YRS} [PISNI V)

M RDFRCSE A0 GOLF
WWINTER

WCOPOLY

WOHETER FACK 2

(HELLNG GAME SHOW, AWESORE
BEAST 3

RONTY FyTHONS FLYINDG CRCUS
MO EHINE RACERE

GO TONE

MTETRCAL

NITHO

MUCLEAR WAR

OFTRATON WOLE

T

CUTRUR EUmD® (eO#)
PACWANIA

FAFERBOY 3

FARAROYL BTARE

PR [WBCROLLE)

PN PAL WORD PROCESSOR
POA TOUR GOLF « COURBES
PGA TOUR GOUF COURSE hEx
FrDALL DREARS (1 MEG)
FRATES NOP)

ETFHSTER

Fikk § FROM DUTEN SPACE
PLAYER MANAGIN

POOLE OF DARKHEES |1 EEd)
POPUL DU & Sl CITY
POPULOUS 3

POPULOUE 2 (1 BED)

FOWER WP

{CHASE ®.0, TURFRC AN, X-DUT, AL TERE
BEAST, RARBOW ILANDS) (MOW)
POWERDAWT [WOF|
FOWERMONGER
POWERMONCTR WORLD WaR » DATA
FEIMITA

PEMCE OF PERSIA |1 WEG)

PRO TEsNe TOUA 3

PROECT X {1AED)

PROPSECY

PROTEXT VERSDM 4 3
PUSH-OVER

GUEST & GLOAY [BLODOWYCH,
AW TER, CADAYVER, BAT)
DUESTROA T (555

A-TYPL

RACE DRIVIN

ALELBDAD TVCOON (1 MEG)
AABBOW COLLECTION

(FUBALE BOBBLE RAMBIW rSLANDS

l i

v

MICK OFF 3

8.99

P
PRINCE OF PERSIA S0 AND POPULDUS SCRABBLE DELUNE

16.99

By JOMES ADV

9.99
Amiga Software —- Games marked (NOP) will not work on the AMIGA A500 PLUS.

L
il
T

FR AR

3335313113

53

Aian

POWER UP COMPILATION

95.99
— “

(.

Ful STRIKE EAGLE 2

11.99

11.99

SUPREMACY

9.99

FISTS OF PFURY COMPILATION

LIJTUS TURBD 2

11.99

CAPTIVE

6.99

SPET OF EXCALIBUR

9.99

W' I ALAWD STORT) 1
Rl BASEBALL 3 (HO®) (E1]
RLAL WS L1
RED BARON () WED r)
EED TONE T8
Welf 38 THE DRALDS (1 WEG) .
Al WOODE T
BOBGCDE 3
ACD AL
HOGER FABDIT N HARE MAISING HA YOO
PHARD ORFE MECUAED: (DS ) 14w
BOLLMNG RONNY e W
AoAKE § DRIFY '
RUCEY WORLD TP L
EOF LUK LR
SCHIBBLE WOSD PROCTESOR T
SECAET OF MOMNKEY ISLAND (1 MEG) 0098
SECRIT OF MOMIEY iSLAND 3 L]
SECALT OF THE S vl BLADE () BT TS
SEnSBLE SOCCER bLEL]
SHADOW DANCER Ll
EHADEW OF THE BLAST (Y]
SHADCW OF THE BELAST 2 WITH SMINT 1064
SHADOWLANDS na
SILENT SIANCE 2 (1 MEG) (NGF) Fel ]
T R ]
W PO OUE i
anCiyT EMEs 1E0
FUTURE WOALDS ULk ]
SXVROR WO 1w
Suaty Ty L)
EFACE CRHIFBADE L
EPACE HARRIER 3 80P T
SPACE CUAERT 4 (% WG (300 2590
BPEC WL FORCLE I
GPEEDBALL 3 im
SPELLBDUND e

BFET OF EXCALMIUN |7 MG
STUWE DAVES SHNOGKER
STORM WASTEN

STRmER

BUFER HANG O

AUPER LEACUE MARAGEA
SUPER BPAGE WY ADIRS
BUFREMACY

EWTY [NOP)

SWOAD OF BO0AN

T

(APl HARD DRI | TOCRN
DGO SPIRIT, EVEOTE) (WO
TEAM v ANKEL

TERMBATON 7

THE MANAGER

THl SREPSONS
THUMDIRHAWE

fir OFF

TITieS THE FOX

T

TRIAD ¥OL 3

WENACE

UTGRA

UTORA MEW WORLDS DATA DiSa
FEMQAMCE OF FUCALIBUR
WEMUS THE FLY TRAF

WINGE
RO
WHELLE OF Fing

(AT DRV, POWERDRFT

CHASE W 0. TURBO OUTRUN) (MOPY
WILD WEST wORLD

WL Y BEAMISH

RS (1 WEC)

Wik

WIEARDAT § - BANE OF

T Codand FORGE

WOLFCHILD

WOSCERLAND (F WEG)

WORIWOATH WOAD PROCESS0N (1 MEG
WORLD CLASS AUGEY |AUDRGGEN)
WWE WREETLNG

FIllLD OF CONOUEST

.

am

LY

JIANT WHITE

14.99

CRGN MASTIR » Cracy

9.99 16.99

LEMMINGS  OH WD BORE LEMMIMNGS uTQEma
13.99 999  11.99

PITRIGHTER

9.99

HEmDALL

11.99

HUNTER

9.99

LILTHkiA 5§

10.99

10.99

QUICKJOY QJ1 JOYSTICK
(MICROSWITCHED)

COMPETITION PRO
STAR EXTRA

14.99

COMPETITION PRO
EXTRA JOYSTICK
[CLEAR BASE) WITH
AUTOFIRE AND
SLOW MOTION
9.99

CHEETAH BUG

13.99

JACK NICKLEUS

6.99

: QUICKJOY

JET FIGHTER
11.99
QUICKSHOTI11A
TURBO 2
9.99
EER QUICKSHOT 1 28F
MAVERICK 1
12.99
GUICKSHOT
PYTHOMN
9.99
POWER PLAY
CRUISER

" [SENSITIVITY

CONTROL)

10.99
QUICKJOY FOOT PEDAL

GUICKJOY
MEGASTAR
(HIGHLY RECOMMENDED]
19.99

19.99
QUICKJOY
TOP STAR
STARFIGHTER REMOTE
WITH TWO INFRA-RED
JOYPADS

19.99
29.99

QUICKSHOT
INTRUDER 1

19.99

gl

o




ﬂvar fﬂﬂ ﬂaﬂ panpl& have ;omen‘ Spaciaf Reserve
The club with no obligation to buy
Tel. 0279 600204 for a free COLO

CITIZEN SWIFT 9 prINTER WiTH COLOUR KIT. § PIN, 80 COLLMS
TECPLEINLO, INLON DRAFT FONT, 24 WTH WARRANTY. & § PIN PRINTER
WITH COLDUR FACILITY AND FULL PAPER HANDLIMNG FUNCTRINS
FREE SPECIAL RESERVE MEMBERSHIP, FREE MAINTILA LEAD
FRIEE CaO:LDUR K17 19909
CITIZEN 120D+ eRNTER. % PN, B0 COLUS 144 CPEZSNLG

IHLO DRAFT FOMT, 34 MTH WARRANTY, HIGH SUALITY BOND FRINTER
FREL SPECIAL RESERVE WEMBERSHIP, FREE PRINTER LEAD

CITIZEM 224 24 PIN prsiTER WiTs COLOUR KIT, 80 COLLIMK
MICPRAELE, ILOM DARAFT FOMT, 24 MTH WARRANTY, 24 PIN LETTER
QUALITY PRINTER WTTH EXCLLLENT GAAPHICS {M0X380 DPTY)

FAEE SPICIAL RESERVE MEMBERSHI®, FRLL PRINTER LEAD

FREE COLOUR KT

LR R

240.9%

CITIZEN SWIFT 24E prINTER wiTh COUGUR KIT. 34 PIN, 80 COLLIMN,
NECFATILO. SLON DRAAFT FONT, 24 MTH WARBANTY. ADVANCED VERSION OF
TH WTTH HEGHER SPEED, MORE FONTS AND SPECIAL LCD CONTROL PANEL
FRIL SPECIAL RESERYE MEWBERSHIP, FREE PRINTER LEAD

TREE COLDuA KIT ITRS
STAR LC20 pranTER & PN, B0 COLUMN, 180 CPSIMSMHLE,

ANLOY DARFT FORT, 13 BONTH WARRANTY

FREE SPECuAL RESERVE MEMBERSHP, FREE PRINTER LEAD 144 99

STAR LC200 COLOUR sRINTER. # P, B0 COLLNR, 1 BOCPSMENLE,
LG DEAFT FOMNT, 17 MOMNTH WARRANTY
FREE SPECIAL RESERVE WEMBERSHIP, FREE PRINTER LEAD

STAR LC24-20 24 PIN prawTER 80 COLUMN, 153CPERILO
BLOM DRAFT FONT, 12 MTH WAURRANTY. 34 PN OUALITY AT & &N PRICE

AL

PRl SPECIAL RESEAVE MEMBERSHIP, FREE PRINTER LEAD 20098
MRE0N FOR STAR LCID 459 MBBON FOR SWIFT 5 0M 1300 09
REBEOM FOMN TR LCH0 &% WIBEOM FDR SWIFT 4 OR X3 LR ]

AMBON FOR STAR LC3-20 9 RIBBOM [COLOUN) QR SWIFTS 1599
HRBON [COLOUR) FOR LCD 1609

T COVIA POR 80 COLUMN PRINTER (CLELAR PYE) i
FRINTER LEAD (FARALLEL) FOR AMNGA, 5T OR PC L L
PRINTILR STAMD (I PIECE. FITS ANY PRINTER) .59

PHILIPS CMBB33 MK 2
COLOUR STERED MONITOR FOR AMIGA
O ATARI ST, SNE YEARS ON-SITE
MAUINTENANCE MCLUDED

QFFICIAL UK VERSION

FREE Fi% STHALTH

FREE WEMBERSHIP 219.99
TW TUNER FOR PHILIPE CMBALY MKE
BOMITOR ONLY [TURKRSE Tl
EONITOR INTO A TV)

BEONITON LIAD - AUSGA

TO PHILIPFS CMBAX3 8 L 1]

3]
PHILIPS 3332 15" FST
COLOUR TELEVISIONMONITOR FOR
AMIGHE WITH AEMOTE CONTROL
AUTO PROGRAMMING AND
THWO YEAR WARRANTY
(ALSO FOR MECADAIVE O SUPER NES)
FREE SCART LEAD (STATE AMBIA}

FREE WEMBERSmD 22‘.?9

SCANT LEAD - AMIGA TO TW WITH SCANT
NPUT [GIVES MOWITOR
QUALITY PICTURE)

GOLDSTAR 14"
TELEWVISIONMOMNITOR WiTH REMOTE
CONTROL AND SCART INPUT FOR Alinlia
LALSO FOR MEGADAVE OR SUPER MES)
FREE SCART LEAD AMNGA TO GOLDETAR

FREE MEUDERSHIP I‘SQq.??

DUST COVER FOR OKITOR
[CLEAR PWC) [rorRRl ]

AS00 PLUS While stocks last

AMIGA A500 P
LEMMINGS PACK

WITH LEMMINGS, THE SilPSONS
CAPTAIN PLANET, § MEDQ RAM
OUSE, TV MODULATOR

314.99

FRALE SPECIAL RESERVE MEMBE Arfhir
FREE COMP PRO $003 JOTSTICK

AMIGA AS500 P
CARTOON PACK

WITH LEMUINGS. THE SaUPS0MNS
CAPTAN PLANET, DELUXE PART 3
1 WG FAM (BTN, MDUSE, TV
BODULATOR

334.99

FREE SPECLAL RESEAVE MENBERSHIP

Nintendo Super NES

« CONTROLLER AND SUPER MARIO WORLD
FREE SECOND CONTROLLER, FREE STEREDQ LEAD
FREE MINTENDO MARID GAME & WATCH

FREE SPECIAL RESERVE MEMBERSHIP

FREE £5.00 REPLAY VOUCHER

e

(L]

SUPER R TYPL
SUPER SOCCER
mea 3799 SUPER TEMNNES

WOML GREAT GAMES EXPECTED IN ALIGLEST

A catalogue

GVP HD8+ 52 MEGABYTE
AMIGA HARD ORIVE (SERIES 0y
WITH EXPANSION SLOTS TO
UPGRADGE AMICGA RAM TO B WEG

359.99

GVP 2a1 BED AMICA bl 1P AMGION
[SIMES. FIT i GVP HARD D@Vl

TO EXPAMND AMPLA BY

2 MED 0N 4 MEG RAM)

B9.99

COMMODORE AS590 20 MEG HARD DRIVE FOR AMIGA
(AUTOBOGT WITH KICKSTART, SOCKETS FOR 3 MEG OF RAM
SCS WTERFACE FOR PERSPHERALS CONNECTION)

FLL R
1 W GARYTE AMSGA AR UPGRADE
(TO 2 WEQ) FOR ASDD PLUS TR
AL (WTTH BART) AMBGA 512K RUAL
EEPANSAON GEWUSHE [TEW WiTH CLOCK
FREE BART SiPE0OM GAWE o
S13 AMIGA RAM WITH CLOCK F89
S12 AMIOA MAM NG CLOCK 720
EXTERMAL 3.8° DeSK DRIVE FOR AMIGA
WATH SONYACITIZEN DRIVE W CHAMISM
CURET, HIGH GLALITY, SL 5459
TECNOPLLS REFLACEMENT AMSGA POWER
SUPPLY [THE 4.5 AMP DUTPUT ALSD

EMABLES AMIGAS TO AUMN
PERIFHERALS EFFICIENTLY})

TECHOPFLUS AUIGA STARTER PACK
(AMOS, PRINCE OF PERSIA, DUNCKSHOT
121 JOYSTICK, DUST COVER, MOUSE PAD
FILE-A-DeSK RECOAD SYSTER, DiSK

| CLEAMER, 5 BLANK DiSxS)

M

CLEANMNG WIT FOR
COMPUTERS
NNCLUDES VACUUM)
s
WAKSHA AMIOAST
BOUSE WITH
OPFERATION STEALTH
459
BEAME MOUSE FOR
AMIGA DR 5T
e

S o T

Open to 8pm Weekdays
and to 5pm Weekends

ANNUAL MEMBERSHIP
UK £6.99 EEC £8.99 WORLD £10.99

Wi only supply members bull you can onder as you join

The Special Reserve full
colour club magazine NAG is
sent to all members bi-
maonthly. NRG features full
reviews of new games plus
mini-réviews, all the gen on new products, the
Special Reserve charts, Release Schedule of
new games and hundreds of special offers.
PLUS - EVERY ISSUE CONTAINS

£30 worth of money-off coupons

o save even more money off our amazing prices.

We sell games and accessories, all at amazing
prices, for Megadrive, Master System, Gamae
Gear, Super NES, Gameboy, NES, Lynx, Amiga,
Atarl 5T, I1BM PC, CDTV and IBM CD ROM.

Bast Service, Best Prices, Biggest Selection

That's why over 100,000 people
have joined Special Reserve.

SFLCIAL RESERVE WOULE MAT
4

AMIGA 504D ENHANCER
(BOOSTE SOUND)
1599

EEERAT BeR e
SCRLEMBEAT

1
: i -
SETERED SPEAKEAS

FOR AMIGA OR PC. BEQUIRE JAA BATTERSES OR
MAINS ADAPTOR. DESIGHED SPECIFICALLY FOR
COMPUTERS INCLUDING MOUNTINGS FO#R

ATTACHMENT TO MOMTOR (L X
MAINS ADAPTOR FOR

SCRAEEMBEAT SPEAKERS .89
TECHND SOUND TURBD SOUND SAMPLER FOR
AMBDE INCLUDES LEAD FOR ATTACHMENT TO
WAL KMAMTISC AN 909
TECHOPLUS MIDI CONMECTOR AND CARLES

FOR AMICA WTTH MUSIC X JUNIOR N

DaaTA SCAN PRD
MAND SCANNER
PO AMIGA

11

IVDEEC TIACKIBALL
FOR AMIGA DR 5T
e

HEFILEAD - AMIGA TO STANDARD PHDRO INPUT

POPULDUSFALCOM LEAD [MULL MOOEW CABLE] 7
AF LEAD - AMGA 5T OR CONSOLE T TELEVISION 189
AF SWITCH FOR AMIGA 5T DR COMSOLE [(SWITOH BETWEEIN

TW AERLAL AND COMPUTER WITHOUT DISCONNECTING) Y]

DUST COVER FOA MOMITOR [CLEAR PYC)

DELUXE 0I5 BOX
A.5" (8, LDCKABLE
DIVEDERS

1o

EHHH 1 . Ehadeefie Bas

o’ 0

BAMNE [uSE BOX
38T (0 STACEKADLE

AL ]

D WO .57 (10 CAPACITY) 158

DASE BOA 357 (40 CAPACITY)
LOCHARLE DOIDERS L ]

Coifia BOX 15" (80 CAPACITY)
LOCHABLE, DivIDERS (X ]

EMSK BON 187 (100 CAPACITY)
LOCKABLE, BIVIDERS ]
| 15° DK HEAD CLEANER (5]
15" DRS00 GOLDSTAR DISH WITH LABEL &8 Each
PACK OF 50 QDLDETAR 3.5° DEDD DISKS WITH LABRELS kLR

Goldstar

3.5° DS/DD
DISKE with LABEL

69p each or

| NEW AMIGA 600
KICK OFF 2 PACK

DELUXE PAINT 1, GAME DISK
BUILTAN TV MODULATOR,
1 MEG RAM EXPAMDABLE TO
2 MEQ, IN-HOME SERVICE

399.99

FREE COMPETITION PRO JOYSTICK, FREE KICK OFF 2
FREE SPECIAL RESERVE MEMBERSHIP

AMIGA 600 HD ROGER RABBIT PACK

WITH INTERMAL 20 MEG HARD DRIVE, DELUXE PAINT 1, GAME DISK
BUILT-IN TV MODULATOR, 1 MEG RAM, MN-HOME SERVICE

FREE ROGER RABBIT iSNEY GAME
499.99

FREE COMPETITION PRO JOYSTICK
FREE SPECIAL RESERVE MEMBERSHIP
HARDWARE PRICES INCLUDE WAT AND DELIVERY TO UK MAMLAND

&5 payable SPECEAL RESERVE
F D BOX 347 HARLOW, CM21 9PH

Overasas Ordéve; EEC soltware grdars - R axtra chargs
Waorld software crders plaads add £1.00 par lem
Non-soiftwane Sems phease add 10% EEC or 25% World
Overseas orders musl be pald by credii card.

i
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OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304

Call us on: 24 Hour Credit Card Hotline 0902 25304 ZZ & E [RFS

18 Devigan Mangger
A= 10 Tamk Xiller (Enhanced
A, 300 Al

Ajcmrar
Aben Breed
Aot World
Apache !
AT iy Hews E17 00
Barianan 7 ET0%
Bk T 3 Hitws Price £9.9%9
Balrnan The Moae Lrea
Bt Faess M Pce £9 99
Balrie fie L9150
Blatmie of Berfge (Th

Fireest Hour LS50
Rrserr miear L1305
Biects of Peey £l 5
Black Crypl E17.9%9
B e L17ee
Borargs Bros Hewr L1799

Borpioodcur Manet OF
DT

Bouldendath

Breach § Enhanced £21.50
Brcigr Farver 150
Buttie Bolbinee
Bushbnck
Caliomay Games
Camthes

et Legench
Cenfurian

Cruest, (s 71 15
Cruch Yeager §

Chiicloe Egg 1 or §
C.J, b e U5
Conap Dl P

|' B 7
et Captar £17.99
Crumse for a Compae L1999
O Geresmtaon Beeme £17 9%
Doty Duch Pt bt . Maey 09,99

Daley Thompesor Ofymps
Chalenege L7 o0
Death Kpesghis of Knyaw Efi 50
Detirvtip s Mo E17.59
Dieiume S Poier 9 (1M EVT e
acy Adveriune . Mew £91.50
Dt Hard Mew E1790
Dowible Depgon 1 o AR
1.50
[yraptimte =0
ol
il SO

0w
L1799

5 Special Offer 909
Eve of the Befulcies £ 5
Eye of the Betuicier
.'m

EJJ-.r X

FI3 Steakh Frghter

FRF Reashaftor
Feusi dhustie
Fee and ke Mew E175%
First Samwrmeacas-Lo-Mana  £71 50
Pl 13 Mew £F1.50
Foortall Deeciod §

[ wErieon | D i
Foonhal Mandae 3 Mew L1799
Footbaler of he e LT 90

R G
£91.50
EN7.55
e E17 55

™
e

Mew L7150

Gracker Ase [acl ]
e Souness. Socoes LT
Grand Piis (M roprcns L34 99
Hand of St lames L¥150
Harleguin L1719
Hespecan versaon 1.§1 L
Hisrpoon Battiewet 3 or 4 L1099
Hiead Creer Heels Lr9%
Haeart of Chanay £24.99
Haramcia | L9040
Hiern Chsest + Data Dk £ 50
Hierces of e Lance £70%
Holhwood Poler L4 9%
M Ao L1750
o b £17 650
ot Rubber E1Tee
Hurter £ 50
lan Bogharm's Crcleet e £51 50

Frirartsl k)
Impenum bty PR D9 99
Iy e EVTeR
Ireralonal Casbe + £V.5%
interratacral Hangs Bakebs Lres
Rala 1050 e
gk Bl

Sl Offer

Jack Micilays Lin
Courses (1 MB)

relecd

Wheha]
[#1.50
b L1700
5

Joshy Bamees’ 50C
S MASCIGETS AJ

Footha L1759

Jores In The Fat Lsne . Mewr E94 09

AT Hees E1T5%
Kick Off 7 {18

9%

£

{ 3 L7159

Exch OF 2 The Wkl 5

Kach Off 2 Wir Bt ET99

Erichargs Moy L34 99

et
Kruspis of the Sey

Lemenras Dats Dl

Lite and Deatt

Lrvempeool ]
Losnicaed BA T, Rally ET 60
Lowds of Chacs. Specsl Offer £9.5%9
Lok il (el e]

Lobus Expek Tubo Challenge §
Lure .-‘ the Tmpiness
LT, Tank ?‘-'.I-'u-r

M- r ity I ey P
Le Chuchs Bevenae

Mty iPyEhon

MACCrRhane Bacers

MO

[ty B LY

MR Player Socoer Mandger

Hew P

|_"'T.I

AR tamer E17.59
v Tealanc Story ET99
o Grester Glory Hew L4 99
LT99

Mear L5459

SrETTT RO
PowwermonSs Dets Deik
Pro Terves Tour §

Rk Tyooon
Raaribies Hlarals
e
Rk Dargercun.  Special Offer Lr‘:“'r
Rae Of The: Drgson
Rk

|-'.'.\l:\-'.-'. op 3
Reciarcs.

Resrkars Dy
Bubnson

gy Coach
Rty World Cup
5-L"T:l"'|l D
ooy Do

Secnet of Monry e [ 16V
Secrel of Money Bland T
e Mew £95 99
‘Sorrile SOCoer Hew L1 'W
Srariowianc 2150
Lrerd Serace § Td 0

L7999
ETT R

hetecture 1
Petechune §
By Prac

£y AT

h.r "*“ R .-ur. Rty L9
Sty (MOt Plus

Compatitie) . Specal Offer (899
Tesm 5 L1599
Tiest Dr Special Oifer £3.99
fetrm £13 ?.l
Thaee Fnest Hoar f
Thaer Terwest MAssiorm
Thundes e
T
Tituss Thae Fom E
Top Wrestiing e 1799
Tournament Goll. Speecal Ofter 0999
Trackonwsd Manager ETe9
Traders Mew E17.9%9

'-'r:r;rr iy J.- Iy

B Rogers £159
Buck Romery § P £F 73
Champscers, of Knyne LT

i S eAhCico
wught and Magic § 5
Misghl and M Feewy IL14 99
Moy Rl M L9
Polsoe: Qe 9 a9
Pocd of Raclance L19
Powvermonger batw L7 50
Cusent Four (aicary § L1ye
Sawge Empare L5 09
Secrel of the Sdver Backes L1.99
Shadicrw Sorcems e £7.99
Space Cuel 1 of Fonr 3 Ed o
St 1 or € £500
i 5o & E599

FANTASY PAK
f Arcones, Cokoredo L Bosion Bomip Chut

£13.99

Crrystmin «

BITMAFP
Speecionll ¥, Kenon & Cadever
£17.99

DIZEY'S EICELLEI\'I‘ .N.DFENTI.THE

AWARD WINNERS
Space Ace, Kok O 7 Pipernanis § Popolows

Kick Off §, Gazza ¥, M Socoer &
Emnﬂn"m
£17.99

SUPER SECA
Golden Axe, ESWAT
MonacD G L Crachoiom

CAPCOM CDI.LEC‘HM
Singer 1 and 7, Ghouls '™ Ghosts,
UM Souacinon, Dyresty Wars, Led
£21.50

BOARD GENIUS
£231.50 Scrsioble Dehoee, Db Monopahy, Rk & Clueda
arter Detecive
£21.50
SOFT AND SUN
ﬂ%lhm FINALE
£17.89 Paperinoy, Ghoals sncl Golbdrs, Oweriancer
L Space MHarmer
£17.99
TWO HOT TWD HANDLE
Croicien Ace, Tots! Recall, Shaciow ‘Warmior & HANNA BARBERA COLLECTION
Super OFF Boad Recer
£21.50 mwmmmﬂm

ADDICTED TO FUN
Butpiohe BoiDiDie, Rasniow islands &
Bty Teslanc Sty

£13.99 (Not ASOD+)

Special ﬂﬁ'lr l" 99
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PARASOL STARS + INDIANAPOLIS 500 + ACTION REPLAY POKES

(Ocean)

Justin Jonas of Sheringham puts
forward the following suggestions

& When laced with a long line of fruit,
throw a bubbda throwgh the lal to collect
them quicky

@ Throughout tha game yau'll be
presented with icons that appear at the
top of the screen when collected. Collect
any three and all the bad guys will ba
miraculously zapped, ready for popping
Collect three identical icons and a major
mirache will happan - all the bad guys
will turm info giant piecas of food warlh
100,000 points each. This has the added
bonus of opening a secret door on the
boss screen (just like in Bubble Babbie)
whare you can pick up exira bonuses

® If you zap one of the larger bad guys,
leave him spinning, as any smaller bad
guys that hit hirm will also be zapped.

® At the end of the game, when you
return to Rainbow Islands Land, make
sure you have three star icons, as when
you finish this land fhey 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

PARASOL STARS

Alexander Scott of Sheffield is a bit of a ‘star’ himself. He
reveals that typing ‘WHERE ARE MY CREDITS' will give you
infinite credits. Paul Leeming of Acomb, on the other hand,
advocates pressing F1 for infinite lives.

Gorgeous big graphics with Bubble
Bobble gameplay - that's Parasol Stars.

And L Rawlinson of Littleborough claims
1o have gone one better than us, finding
a third secret world that lies between
Ocean World, Casino World, Wooadiand
World and Machine World, To access it,
find your way 1o Ocean World level 4. In
the middle are some shrimpsin a
reclangle, and the power-up is a pink
heart. Gel the heart and kill all the
baddies, and then collect all the peppers
(which isn'l easy, as the lop row must be
shiot with ihe lghtning from outside). The
screen should then flash and the map of
the universe will appear, shawing the
location of the new world

COMPLETE

ontrol

COMPLETE CONTROL

Stuck on a game? Come on, you can
admit it - we won’t laugh. Indeed,
whether by luck or judgement, you've
come to the right place - we’re here to
help out with all your gameplay probs.

INDIANAPOLIS 500

(Electronic Arts)

At the risk of turning the mag into a thinly disguised replica of the
Kwik-Fit training manual, Gideon Cresswell of Maidstone reckons
that H Jordan’s lap time (AP 12) is pathetic. He thinks he can chop
a wacking 0.84 seconds off it, with a car that'll top 250 mph on the
straights and turn in a lap time of 37.41 seconds. Here are his Lola

Buick settings:

Fuel = 5 for a quick lap, 10 for qualifying
Wings = front 1 notch from top, the rear
ane an the top noich

Tyras - r. front medium, the rest soft
Stapper ~ +1.00 inch

Pressures - r. front 25 psi, r. rear 25 psi, L
rear 25 psi, I, front 27 psi

Shocks — all as stiff as possible

Indy 500, ch? What a
game - guite simply, the
maost impressive 3D racing
game ever {pre-Formula
Owne Grand Prix, ol course)
and still, at budget price
now, an excellent bury.

Te really do weil at the
game though, you'll be
wanting this help...

Cambers - r. front 0.5, r. rear +0.25, L.
rear +1.0, |. front +0.25
Gears — 4th gear 3.40

He also recommends pausing the game
afier the menu has appeared while making
pit slops. You can siill change the tyres
and things, but all in under a second,

ACTION
REPLAY

Here're lots more pokes — g&eat if you've got an Action Replay
cartridge, of precious little use if you haven't. Now, let's go!

Action Fighter 1830C lives

Air Ace TED 34AFC TFD 34AFA lives
Amegoids 1C327 lives

Apidya 7369 lives

Armalyie 4455 lves

Atamic Robhokigd TFD 27606 lives
Bombuzal 1G137 lives

Chase HO 2ETAB time 29FCE turbas
Crazy Cars Il 32F62 score

Crazy Sup 14CAF lives

Dan Dare N 24903 lives 24E42 jets
24030 plasma nfle

Deathirap 2E3 player 1 lives

Dizzy Prince 160 lives

Downhill Challenga 324F3 warp drive
Dugger 4BOCE lives

Fed of Frea Tragers 4E2CT missiles
Femandez Must Die B4B lives B4D
missiles

Frostbyte TFD 1E546 lives

Future Baskethall 1E481 player 1 score
1E427 player 2 score 1E4D% lime
Gods 225 lives

Hawkeye ECAB fives

Myad 1080 lives

Jim Power TFD 595 lives

Katakis 452E lves

Killing Game Show 2255 lives

Kwik Snax EAGS lves

Leander TD03B Ives

Mad Bomber 12C3E lives

Magic Pockets 1794 credits

Mega fo Mamria 17TEDT men

Mr Wobbly Leg 27FAF lives

Nebulus | CBAF timer

Necronom 502E lves

Populous 2 C59855 money
Prahistorik C08311 energy COE30F lives
Project X C01581 lves

Puggles 1C17B lives

Raid TFD 1BCTA TFD 1BC7C lves
Raid Il 178E3 lives

Rainbow Islands TFD 11C6 credits
Reaturn lo Earth 2C20F cash
Robocop | TFD B034 lves

R-Type Il 1437F lives 149F3 credits
Sitkworm 235 lives

Soldier of Light C113B7 lives
Speltbound Dizzy EABD lives

Storm Master 1DD36 cash

Storm Master: Larn yourseM lots of
lovely cash without working for it!

Sinder FACS lives FFO1 health
STUN Runner BDFD minules
Turrican TAB1 lives 7B1A mines TB1E
smar bombs

UN Squadron 6357 shields

Video Kid 3028E lives

Vatfied C2C0BT lives C2C08E shield
Wicked TFD 5CA lives

Wings of Fury TFD 2E154 lives
Wolfchild TFD F36 smartbambs
Xenon I TFD CCA lives

X-Fire C26723 lives

A big 'thanks’ lo Gareth Meney. Rofand
Corbet, Murat Halil, Gary Cole, Brian
Micholls, Andrew Gregory (aged 14) and
Paul Bagnaral
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JOHN MADDEN AMERICAN FOOTBALL

'JOHIN MA

JULY 1992

AMIGA POWER

AMERICAN

American football’s still a bit of a minority sport, but it’s a
great one. There’s no better way to get into it than playing
EA’s brilliant Amiga version either, but to get you started
(and give you a fighting chance!) here’s a helping hand...

hat can we say about John Madden American

Football? Well, it's undoubtedly the best American

football game available for the Amiga. That's nothing
too tricky, you might be thinking - its only real rival is the ancient
TV Sports Football, after all - but if we were to tell you it's also
one of the best sports games around of any sort, and an essential
for any sport-loving game player, you might prick up your ears a
bit. Unfortunately John Madden himself, one of the greatest
coaches in grid iron history, proved unavailable to help us out
with the tips, but here’s the next best thing - AMIGA POWER's
Matthew Squires and the boys from the EA offensive line up...

USING THE SCOUTING
REPORT

You can see from your scouting repon
that Mew York have a very strong offense.
Use this knowledae to prepare your
tactics against them in the game,

Dan't farget, this is there for a purpose -
it's a mistake to ignore it. Through it you'l
discover the sirengths and weaknesses of
your team and ils individual players, as
well as thosa of your opponent. For
example, your kickers are crucial for field
goaks, but some arent as good as athers
Some may even slip when their foot
comes into contact with the balll One way
to try and make up for this is 1o always

T e

“Hey loe, you sure you ain't wearing my
jochstrap? Mine's awlul small = | can
hardly mawve!” Ah, the joys of the huddie!

kick with maximum power when using an
average or ropier kicker,

Then there's the huddle — the crcle
@ach team forms to discuss tactics before
a play begins. Once you've chosen a play
for your team, they'll face off against the
oppaosition in the farmation you've chosen
along the ling of scrimmage. There's a
narrow neutral zone (measunng the width

Choosing a last minute audible could be
the best way to launch an attack - ‘cos
now you know their defense formation!

arrange things, you can make one of two
last minute changas. You do this using
(you guessed it) an ‘audible’ - this is a
special pre-arranged play (it could be a
frick offensive play or defansive rushj that
the other team won't be expecting from
your formation. What happens is the
quarterback calls oul a series of coda
words or numbers before the ball is
snapped which alerts the team that a
special play will replace the previous call.

Don't jump the gun and enter the neutral
wone before the ball is brought back inte
play - it's a pretty serious mistake o give
away an olfslde penalty.

of a foctballl) between the two teams — an
offside penalty (the oHending team gels
five yards deducted) will be called if aither
team enters this area before the ball is
brought inta play.

WHAT ON EARTH'S AN
"AUDIBLE"?

Okay, 30 you're both lined wp facing each
other on either side of the scrimmage.
Your next task is 1o try and guess the
other team’s stralegy from how they've
placed their players — you may decide
your own men are sal up wrang as a result
of this, and while you can' tofally re-

Choose HANDS and SHOTGUN to fake a
‘leng bomb’, Then choose your best
running audible 1o surprise the bad quys.

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 sirengths of

your best players or expose tha
weaknesses of the defense — and
preferably both. You've wasted an
opportunity if you don'l. (Havirg said that
it's often a lot easier to do this against the
computer than a human opponent.)

A good example would be o select a
formation and set fo fool the computer into

Iﬂ & O L
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Hever llkllnm-n-ﬂlllll'rhﬂ]llnil your
strengths or the defense’s weaknesses -
that's what the same’s all about.

THE A
AMERI

hough plenty of us spend our

winter evenings stuck to

Channel Four's Yankee
lootball coverage, nol everybody
does. That being the case, we
thought a quick (well, as quick as it's
possible lo manage) explanation of
‘whal it's all about’ might be in order.
Here we go...

For a start, each team has 11
men on the field at any one time.
During a game there is an atlacking
team - called the ‘offense’ - and a
defending team, the ‘defense’(note
that dreadiul American spelling!)
while the pitch is divided info two 50
yard halves. Al each end of this pitch
Is an additional ten yard area known
as the end zone. The aim of the

Yeu! Here's your guy strutting like a
peacock aher scoring a touchdown.




thinking you're going for & running play,
say BIG GOAL LINE, then, choosing the
team’s passing awdible instead when
you're at the ling of scrimmage. Fools ‘em
(nearly) every time.

HOW TO HANDLE
PLAYING OFFENSE

When you're playing in ofiensive mode
and picked your play, your centre will snap
the ball back to your quanerback. Yaur
team must now move it towards the
delense goal line, They have two ways in
which 1o do this — the ball can be camed
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. If you're on a fourth down — and too
far away to atternpt a field goal -
ramember 10 use your passing skills,
Passing is the key to winning a gama
quickly, but can also be your downfall if

JOHN MADDEN AMERICAN FOOTBALL

DDEN -
FOOTBA

We turned HANDS, SHOTGUN and
FLOODRIGHT into an effective running
play. Here our 4%ers quarterback runs the
length of the pitch for a touchdown.

your recaivers aren't up o scratch,

If you've got a team with good
passing skills you can go for a fake punt -
whare your punter makes like he's going
to kick, but at the last moment throws the
ball to an open receiver or hands it fo a
fullback. Faking that you're gaing to try for
a field goal and then getting a guy to run

gﬂ
LR e
There are a kot of ways to win in this
game, but a simple take hardly ever fails.
Try the fake punt (as here) to really upset
your oppasition's defense!

with the ball instead is also pretty usaful i
you need the points, but only use them as
a last reson — they're risky.

One thing passing always requires is
concentration. Keep one eya on tha
receiver windows, making sure you salact
the appropriate guy (the receiver who is
free or ahead of the defensa is not always

COMPLETE

To throw a successful pass, make sure you
select your best receiver. Always be
aware of the defense moving in on your
recelvers - don't allow am interception.

the best option). Always watch the
distance meters.

When you'ra in a running play, or
your receiver is running with the ball for a
touchdown, a defensive player may ba
close to tackling you. To avoid the tackle,
run upwards at an angle (up left or up
right). As soon as the defense dives o =+

MIGA POWER GUIDE TO
CAN FOOTBALL

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 louchdown, and earns the offense
six points — while the other team's
defense will try to slop them,

As you may have noticed from
walching American football, it's a very
stop/start sorl of game. Each time the
ball is brought to rest on the pitch, the
two teams line up against each other
an 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 leam
has initially four attempts to move the
ball fram the line of scrimmage len
yards up field. Each attempt s known
as a ‘down’, and will be called as the
first down, second down, third down
ar fourth down. Success in moving the
ball ten yards up field will win another
series of four downs. Ultimately the
aim is lo score a touchdown.

Those are the basics, but, of
course, there's a lol more 1o il than
that. The game's structure has it thal
you've got four downs to move the ball
al leas! 10 yards nearer the defense
goal line — il you manage this you get
four more downs to give you a chance

to get even further and maybe score, if
you don'l (or if you actually manage to
score a louchdown) play passes 1o the
other leam. That team then becomes
the offense, and they'll start to move
the ball in the opposite direction. Play
continues like this through four 15
minute quarters.

Let's describe a typical game to
give you some idea of how it all works

in practice,

PLAYING A TYPICAL
GAME
The game begins with the visiting team
kicking the ball from their 35 yard line
towards the players of the home leam.
The home leam then caich 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 "oul of bounds’
{leaving the field) play stops. The
referee will then mark the spot al
which this Incident occurred - this is
known as spotting the ball, and play
resumes from here.

The team thal kicked the ball is
the defense, and the team that caught
it is the offense. If the kick is caught in

War zone - the line of scrimmage, where they don't just wear those helmets for show!

the end zone, the home leam can
touch the ball an the ground rather
than run towards the centre line.
Known as a iouch back, this action
automatically sets the line of
serimmage on the 20 yard line.

A touchdown is also followed by
a kick off to restart the game. Practice
hard al achleving an onside kick
during kick off - that is, kicking the
ball a short distance in an attempt to

recover it on a fumble by the
(hopefully hopeless) receiving leam.
So now you're ready for the big
game. Compose yoursetl, don't let
anything distract your concentration -
maybe even kit yoursell up in Dad's
old crash helmet (with some crickel
pads around your shoulders, an old
sweat shirt over the top and some coal
sireaks on your face, if you want to
really get in the mood!) and let's play...

CONTROL
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If the defenic is close to Lackling you, run
upwards at an angle. When ong of their
guys dives for your legs, change direction.
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Having problems with your offense? Then
try HANDS for the set, SHOTGUN for your
fermation and POSTUP as the play.

tackle you, change your run to the
opposite direction (example; if you're
running up and lefi for example, change 1o
up and right). For extra strength, hold
down fire on the joystick.

However, there'll ba times whan
you're about 1o be tackled and there'll be
nothing you can do about it. If this is the
case, fry spinning. This will anly work,
however, in a one-on-one situation — any

maore of the other team about and you're
likety to be cannon foddear.

Cn a fourth down = when you'll
probably be quite desperate 1o get
somewhere, as it's unlikely you're going to
get the ten yards to earn a new first down
- the offense can choose io punt the ball
towards the opponent's goal line. if you
wanl to do this, the punier — instead of the
quarterback — will receive the ball from the
snap. He then kicks it inta the defense's
halt as if you were actually starting the
whale thing with a kick off. The idea here
is to drive the opposition deap, deep
{deep) inta their own temitory, thus making
it incredibly difficult for them 1o gain
enough yardage 10 score whan they
eventually get their go at offense.

To make it even tougher for them,
kick the ball as far as you can io 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 thal all important clever péay
can make or break a game.

JOHN MADDEN AMERICAN FODTBALL

LEARNING TO
MANAGE YOUR
DEFENSE
As the defense team you will have twa
things in mind. First is o prevent the
offense from gaining tarritory, making first
downs, and scoring touchdowns. Your
second goal is 1o take possession of the
ball and become the offense yourself,
So how do you manage this? Wedl,
through turnovers. There are a few ways
ta manage this. One, called a pass

If your defense ks going to get though and
sack the quanerback, you must faree a
gap in the offensive line.

interceplion, is where, 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 it up first — if this happens he's
considerad to have faken possession of
the ball and is free to run it toward the
opposing team's goal line.

Here's another neat tip when playing
defense: select a good strong formation,
then manoeuvre a player from the cantre
zoné to the line of scrimmage. Slip him
inio a gap between two men, which will
force all your guys along a bit. The
oftensive team will then have to spread
their guys cut to compensate, but — having
fewer in the ling — there will be gaps
between them. This often upsets the
offensive line, giving you much more of 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
opponunity 10 try and strip it away from the
offensive team. If you're in defense playing
against the computer (it doesn't always
work with human opponents!) and it
chooses a running play, do not lackle 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 nght
the way back.

e
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When the offense drop or fumble the ball,
defense can pick it up, and take
possession of the ball in a recovery.

T
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And that's basically it. game fans.
For an all time favourite offensive play try
HANDS, SHOTGUN and POSTUP.

AMIGA POWER
PROGRAMMER’S
CHALLENGE

he John Madden programmer

Gary Roberts has issued this

special challenge to all AMIGA
POWER reading John Madden
players. Can you score over 100
points against the computer, he asks,
when the computer has control of the
“All Madden® team? You're allowed lo
play any team yourself, bul it's not
going to be easy - if you manage it
you'll get to be what Gary describes
as “an ace player, and good enough to

join the ‘elita team of Electronic Arts
John Madden playlesters.’

And as an additional challenge
he offers this tricky little number: take
Atlanta to the Super Sunday game —
and win! Manage this and Gary will
eat his hat!

Thanks for both the general John
Madden tips and the special AMIGA
POWER Challenge must go o Gary
Roberis and Simon Jefirey at EA =
grid iron superstars both.

-
it
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OOTBALY

Crunch, Crack. ("Boy, am | glad Joe eventually gave me that jochstrap back!™)

HANDS is a set. It will put the best
group of recenvers on the field, including
twio of your best running backs

The result of a good defense move. The
4%ers (in red) have burst throush to
splatter the New York quarierback.

SHOTGUN is the formation. It is
basically a passing formation in which the
guarierback receives the snap about five
yards behind the line. The advantage here
being that your quanerback is already in a

Don't tackle the ball carrier. Instead, run
in front of him, then block his change of
direction to push his yardage back.

position 1o throw the ball — so he doesn’t
have to drop back after the snap.
POSTUP is the play - ideal for your
faster players, The recaiver will run
downfield and then angle in towards the
goal post. Providing that your quarterback
doesn't throw a lame duck pass, and your
receiver runs like the wind, such a play will
score, We've found thal both this and a
DEEPOUTS play are very effective,

Use the stals sereen - you can see exactly
what you've been doing right and where
your tactics have been going wrong.

For an all ime favourite defensive
play try 4-3 READ and WIDE ZONE 2, 4 —
3 is your lormation. It is the standard four
down linemen with three linebackers. I 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 balancad coverage. With
such a sed your defense can react quickly
ta the pass or run. WIDE ZONE is the play
and refers fo a particular area of the fisld
which must be coverad. @



MOONSTONE + ROBOCOD + APIDYA + JIMMY WHITE +~ SPACE
CRUSADE + COVER GIBRL POKER + ROME + MAD BOMBER

MOONSTONE

(Mindscape)

Stephen Brown of Warley has
discovered not one, not two,
but, er... two (oops) tips:

@ When you enfer Slonehenge, and you
have to offer a magical item to Danu, click
on Strength (STR) for an exira life. Do this
as often as you like,

@ Salect the monster which you find the
gasiest 1o kill. Leave something in the
treasure chest in its lair {gold or a scroll,
for example) and keep on going back and
altacking the monsters thal appear. You'l
gel more experience points each time.,
Lise these on your Constitution (COM) for
extra hit points.

Moonsione It all boils down to just
picking the sofiest animal you can find,
then bashing its head in. (If anly tips to all
games were this simple!)

SPACE CRUSADE

{Gremlin)

When you're being
attacked, press the
escape key repeatedly,
advises David Pilgrim
of Rochford.

This will reduce your attacker’s

scaore, infliching less damage on
your soldiers

Space Crusade: How to avoid
getting killed, the casy way.

ROBOCOD

(Millennium)

Never mind infinite lives, here's a game that seems to have
infinite cheats, and they're still coming thick and fast.

James Wall of Pavensey reveals
that, having fyped in the LITTLE
MERMAID cheat (as detailed in AP
12}, you can type LITTLE M fo bring
up a level selector screen. Just type
in @ number betwean 1 and 50 and
you'll be whisked directly to the
redevant section of the game

Jonathan Ashlord of
Windermere says thal if you prass W
after extending Robocod's body he'll
remain fixed al that haight

Robocod - hall fish, hall machine, all cute!

COVER GIRL
POKER

(Emotional Pictures/The Sales Curve)

For titillation beyond your
wildest dreams (Mot!) here's a
weird one.

You see, raincoal wearing Waquas
Naseem of Kilmamock suggests typing
‘DANCEOFTHESEVENVEILS' (without
spaces). The scamp!

er (piel

RIP POKER

Oh dear oh dear. Deare dearie dear. Eic.

APIDYA

{Play Byte)

Here are some codes to type
into the title screen:

SHOWCREDITS (plus Redurn) ty A
Apidya: Il at first you can't do it, cheat!

for the end sequence and

MISSHONEYBEE
DEPUTYOFLOVE something, but he's not quite sure what,
SNEAKPREVIEW Anyone gol any clues?

ROME

(AP Disk 12)

The four level codes,
reveals Simon Hawes
of Wokingham, are
as follows:

Level 10 — Gemma

Leved 20 — Camea

Level 30 = Sam

Level 40 - Rachel

~,(@gaeege

for the various levels. Martin McGuine
(who sent them in) has also discovered
that typing HASTALAVISTA causes the
game to ask for disk 2 and fry 1o load

Oh, and Justin Jonas of Sheringham
reckons that holding the Help and Del
keys will siow the game down by, ooh,
about 50 percent.

{(Virgin)

2 lor yellow
5or blue

3 for green
6 for pink

Paul Slater of Rotherham makes the
following wild claim. After all the reds
have gone you can choose which
colour is potted next by pressing:

4 for brown
7 for black

JIMMY WHITE’S
WHIRLWIND
SNOOKER

HNemmy White: If you thought
you couldn™t have a snooker
game cheal, you were Wrong.

MAD
BOMBER

(AP Disk 13)

Press F5 whila on the tile screen to jump
straight to level 13, says Dennis Wachiel
who lives in Holland.

It's mad and - yes! - it's got bombs in it!
(D Matt Biclby 1992).

DESPERATELY
SEEKING TIPS

If the size of our mailbag is anything to go by, we've got a very large mallbag.

L E_ B E_B L B B_B L B E_B §L_§ ]
e e . L B o

But it needs filling up with tips, so get writing! C'mon - lips, maps, cheats and
complete playing guides are what we're after, and the rewards are handsome.
Namely, piles of scintillating software for the very best stutf we print each
month. So, are you top of the tips? Find oul by sending your cutpourings to:
Complete Control, AMIGA POWER, 30 Monmouth Street, Bath BA1 2BW.
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COMPLETE CONTROL

SHADODL'LANDS

SHADO\

THE COMPLETE PLAYER’S GUIDE PART 2

Welcome to the second half of our giant player’s guide to Shadowlands. It’s not a
complete solution as such - we don’t tell you exactly how to do everything - but
with a bit of inventive play added it should see you through with energy to spare.
Our very own Matthew Squires hosts, with help from the boys at Domark...

ou'll remember we left you at the end of level 5 last
month, hopefully with all your characters intact. Where
better to start this second instalment, then, than with...

LEVEL &

Ini this section of the game you'll find there

are a number of keys and switchas to be
found which, when used, open doors
glsewhere in the level, The simplified
diagram below should help make your
quest a little easier

Switch A opens door B
Key G, which can be found in the chast
opens door D

Once you are through door D, throw a
few fireballs down the corridor undi

key E appears.

This one opens lock F
In order to collect ¢

the swilch combination 2 -4 -3 -1n
quick succession 1o gain access to the
room. Key G opens lock H.

Mow collect key J, which opans lock K.,
Yau will need an empty chest 'l am 1, act
like &

Exit this level via teleporter T

Remember: as far as food, waler, potions,
equipment, or, indeed, any nasly creatures

are cancerned, the same general rules as
detailed in last month's AMIGA POWER
apply. (And If you haven't got that
copy, where wera you7)

LEVEL B
THE EGYPTIAN LEVEL

Throw three coins at the fountain (or um)
at the end of the long corridor (past the
sarcophagi), Come back to the double
doors near the entrance and press the
sacrat switch near tham. Now press the
next secret swilch in order 1o enter the
Zodiac Room’,

In the diagram above, to gel the key
you'll need fo place two man on aach
pressure pad in the following onder

1. CAPRICORM 4. AIRES
2. AQUARIUS 5. TAURUS
3. PISCES 6. GEMINI

Simply use ithe pressure pads in the samea
arded as in the Zodiac sequence.

Remember — your key collector can walk
one step further each time a switch is
activated without getting teleported.

Caillizct 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 al him.
The fireball will explode inside the altar and
the doors will opean. Leave via this Exit,

Mow fireball inlo the leleporter
created by the secret switch with the sign
Send an appropriate sachifice’. But be
caraful = if you mistime the firaball, it will
reappear behind you

Next, walk the characters carefully

JULY 189892
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Here your four blokes are, in the maze,
and they're last. That's why you need this
here map, you see, to get out. (Ahem.)

S0, what you have fo do in this level first

time round 15 Simpe; o -E:lh[.;.-!’,;'-.'l!'ll.'f
B thie wall with switch C and go
thrgl 1110 leval 8
Hurrah! You've now completed the
76, and —as the game 13

evals bong = it's all downhill from here
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FRP, Egyptian style - send your quys
through the teleport in the middie there.

around the pits (the switchas do nothing),
and push the sacret swilch in the alcove al
the and of the passage (with snake and
tarch). Now enter the shop. Do not buy the
third item. Exit the passage

Whan you reach the sign ‘Read the
heiroglyphics’, light all the decorated walls
by walking araund them, Eventually the
keys you require will appear. All four keys
must be collected in order o apen the next
sevies of rooms

LEVEL ¢

Usa the cheeseboard to copy the swilch
pattern. Mow lead your men in formation -
you'll need to in order 1o operale the four
switches simultanecusly. Throw a lit torch
down inlo the pits to open the next doors
{"Lightialls’}, then extinguish both forches
to open the naxt doors. Throw a fireball
into the nghtmast teleporter 1o close the pit

1
and open the wall, then go around to ‘Fire pyys ®

Straight’. Throw a fireball straight ovar the
pits = as if tells you — and eventually two

warp over [he pits

In the diagram fo the night, read sign
X, It will tedeport you. Try and read all the
signs you encounter as they can move you
around. Read them in the following
saquence (the > sign indicales you are
going 1o be teleported): X > Y >Z>A=>B

teleponars will appear. Go into them and !T:MGHT ‘

OPEN

PHOTO

RECEPTOR

|0

OPEN

O ~

CHEST

9 O

||| EnTRANCE

LEVEL 10

Here is anather of those wor

dariul maps
Al “Sand me your champion’, oparate — [ = '| to make your quest easier. As 5

& Inrese SWilChes and send your besl ! ! swilches are your
fighter through the door. Leave all his H Cw|l |wD K [] first task i tch A. Then push
items behind (‘Traved light’) and walk him gk s W ch will open walls G
owver fo the swilch. Ha will telepart beyond and D. Open up and go thre D
the axo Stand in cormer E. This will ops Is F

Now press the secret switch, enter - | B L and G
the room and kill the minotaur using the M F ‘H_‘"‘ Mow, solve puzzie H: SWITCH
torch. Collect the chest, which contains |! L TELEPORTER = FIREBALL. This wi
two keys — ona will et you out. Kill the G open the doors at J. Go in and collect the
other minotaur also using the torch. Put P Q chest, w ntamns key K. Use kay K
the two spara keys in the hwo locks by the o open adther locks L or M. To opan
steps, This will create a teleporier back in R —| locks P or ( collect either key R or
the "‘Send me your champian® room. Now Yo via P you wi
reunite your characters via the telaporter you go
and collect the chest in the secrat room s nesd three gobd coins, but
beyond the steps. Go down the steps into o more, Kill the two anubises, collect the
lavel 9. keys and exid into level 11
LEVEL 12
LEVEL 11 minotaur. {You can trick him info THE CAVE
THE GATEWAY launching a firaball w oll're hiding Go through this area in darkness 1o get to

There are steps down inte the ground
hidden in the woods here.

behind a tree, which wil
fireball explosion to ricochet back in his
face.) Obwiously you can use fireballs
and spells of your own too. Find the
aps a1 the end ol the wood, which wall

ausa the

the teleporter at the end. However, it has
to be said, the odds are against you down
here, with countless fire-breathing ghouls
and a herd of minotaurs roaming about. If
you do succead against the beasts, exit
via the teleporter and reappear on leve

13, Unfortunately this was where nearly al
of our boys got picked off by the fire
braathing ghouls, so only the warrior lived.

It's getting tougher now - in fact, only two
of our guys have made it this far!

And by this stage there's only one quy left!
Now there's just the final teleport to go.

LEVEL 13
THE TEMPLE
This is if, you've neary completed the
quasl. There's just one last job left for you
and your men. (Thal is, if you've gol any
leti!) You've got to find the Overlord, a
chady looking bloke in a cloak, and kill him
He's dead, eh? Great, now collect his
key, use it to get into the temple room,
and that's t! You've done it, it's a bit ol an
anti-climax, you have o admit, buf then by
this point you've probably got so faw man
left, it's probably no bad thing anyway... @
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Then you need...

THE LAST RESORT

THE LAST

RESORT

with Jonathan Davies

Spit out those aspirins! Don’t let that game get on top of you! Why kick the
bucket when you could be kicking ass? Let Jonathan Davies show you how...

Games, eh? One minute you're tripping along nicely, showing the
bad guys what for and saving kingdoms left, right and centre, and
the next you're completely thrown by some silly litile problem that
you can't for the life of you seem to crack. But rather than heave
the whole lot out of the window and take up brass rubbing, why
not write to me? As one of the profession's most celebrated
games gurus (not!), it's my sincere hope that I'll be able help you
out, either by simply ‘knowing’ the answer, or by eliciting it from
our notoriously knowledgeable readership.

FANTASY WORLD
DIZXY

“Where's the key to the lift controlier
0 that takes you to the dragon wilh ihe
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 piaca of rape? And are you
supposed to do anything with the emply
bottle afler drinking the whisky?
Stephen Prior, Spalding

Crikey. Well, | think the key you wanl

i5 in the church. Cowver the spikes
with the rug. The pickaxe is tor getiing
throwgh the rocks in the mina and (e ropa
is for lackling the alligator. Oh, and forget
about the leaves and the botlle, | should

R-TYPE

moda’
James Sampson, Weybridge

o Please could you tell ma the cheal

All right. Type in your name as
SUMITA" for infinite ives

OPERATION STEALTH

“I've been stuck for months. I've
finished swimming and have bought

a bracelet from the man on the beach
Mow | can't do anything, I've tried walking
through ihe holel, and talking to the
receptionist amd cleaning lady.”

Staphen McCetferty, Vienna, Ausiria

A It's not really all that tricky. Prass the
lift button and go up to the Second
fioor. Then lake the stairs fo the third floor
furn right and go through the last doar
THEM it gets difficult

CRUISE FOR A CORPSE

I've interviewed Tom. Suzanne,
o Julio and Father Fab. I'va got the key
lo the roll-lop desk and the diamond
necklace, the recaipt, the thank-you note
and the bishop's letter. Now what?
Sam Jones, Bovingdon

A Have you openad the necklaca? And
have you checked oul Suzanne's
cabin? Don't forget that it's a good idea 1o
talk o everyone about everything. (Plus,
there's the complete solution in AP3.)

THE SECRET OF
MONKEY ISLAND

How do you beat the
Swordmasier?”
M Hammaond, Maidenhead

You'll need plenty of experienca, so

firsl get Captain Smirk o frain you
and then pick a few fights with any
wandering pirales

I've given ihe monkey three
bananas but he shll wan't follow me.”
Mark Shipman, Leyton

Er, the thing is. you see, you've gol
to give him all five.

LOOSE ENDS

Even Sparlacus knew whean he was beal,
50 I'll hang up my poncho and leave you lo
cas! your eye over the following list of
stranded readers.  you think you can
help, please write in

I'm in the part of EYE OF THE

BEHOLDER atter you've collected
the four wind homs and blown them in
front of the wind coming from the entrance
of the temple. The plaque reads “Faith is
the key™ and there are four levers in a
square room, ach of which opens a doar
| can’t work out the correct combination
Rob

I can'l get past World 1 Level 4 of

LEANDER. When | get inlo lhe cave,
I can get the silver bow but | can't get out
D McCrory, Slealord

“In MAGICLAND DIZZY, how do you
o kill the ral down the weall, how do you
gel 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 ihe beast?
Mattie Whittle, Dunmore Eas!, Eire

“On INDIANA JONES AND THE
LAST CRUSADE, we keap getting
killed at the siart of the first irial. Are we

suppased o kneal, and if so, how?
Dave and Deb, Barrow-In-Furness

“And I'm siuck in the tunnels under
o the library. There's a door in froni of
me and a row of skulls on a bench belore
me. I've discovered that if | push the skulls
down five times the door will open shightly
but then closes again.”
K McKay, Tamwaorth

“How do you get past your reflection
0 al the end of Leval 12 in PRINCE QF
PERSIA?"
Jonathan Inns, Wirral

How do you get oul of the museum
in THE SIMPSONS? Afler you've
jumped over the llower pols and spikes
there's samething on the floor, but | don't
know what to do next.”
Craig Lowe, Beccles

“How do you busld a colony on
o another planat in MILLENMIUM 2.27
| know S10S ships are something fo do
with it, bul | can't build one because the
moon doesn'l contain copper, The
instructions are brief 1o say the leastl”
MA Knoblett, Bediord

| can’t find the the trader on edher
Q world in ELVIRA THE ARCADE
GAME. Plzase put me out of my misery.”
David Rowell, Paignton

‘In POLICE QUEST IIl, I've found
Q ihe cocaine in the locker and iold the
caplain, and got io the Bain's house, but
can’t work out what to do next.”
James Milner-Walker, Petersfield

And that's as much as we've got room
for. Remember the address — The Last
Resort, AMIGA POWER, 30 Monmouth
Street, Bath BA1 2BWQ.



#]8 AMIGA REPAIRS _

JUST £44.95 inc.

* Over 10 vears experience with Commodore computers

# 20 qualified technician engineers at your ._1;k.'|1u\..|]

* We will undertake 1o repair yvour Amiga 300 computer for just £44.95 including
parts, labour, VAT and post & packing

* Some computers can be repaired within 24 hours of booking in

* Prices include [ull service check, overhaul, soak-test and replacement of power
supply unit il necessanry

* Repairs to keyboard and disk drive also included (£25 extra if these units are
unrepairable and require complete replacements)

* All repairs covered by a 90 day warranty

i Savamay Sy ar s e STUDIO MASTER HOUSE
; : CHAUL END LANE
LUTON, BEDS, LU4 BEZ
Telephone (0582) 491949 - (4 lines)

WS . bt i
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perveriend and thes adwverd, and we will do The reés
titeclude a daviinee relephone namiber and fault descripiion

If vou reguire 24 hour courter to your door, please add £5 else vour

R BLEr W il be sent back by ce

W TS AMIGA B00+
AND A PHILIPS COLOUR
STEREO MONITOR

PLUS

e Cartoon Classics « Lemmings ¢ Captain Planel o
o Bart Simpson e Paint I1l - with animation e Workbench 2 e

PLUS

s o Hollywood Collection e Robocop  Batman - The Movie o
{ o Indiana Jones o F19 Stealth Fighter s
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3w other things you really
ummer. It's true
Jreal games
released s summer, wilh more o come
| incloors with your

. Why nol, instead

¢ ol the things covered
.7 Remembear, though
hese an W our ideas, we'te sure you
can come up with lots ol batler ones

yourse {. Just have yoursell some fun

USE THE
WATER!

In summer the only sports worth
mentioning are watersports.
Make yoursell a promise - this year
you'll try a watersporl you've never
done before (even if it's only leaming to
swim). You won't regret it...

There’s little excuse for this
really. It's really got nothing to
do with Amigas. But - hey!

= it's summer. It's too hot

to work in the office.

It's too hot to play
Amiga games.

So we all went

to the beach
instead, and

it made

us happy.

INVEST
IN A
HANDHELD!

You don't really want to be
playing games on your Amiga
when it's sunny oulside.
Mo, you wan! (o be oul thare yoursall - bul
f you can keep playing games, well, 50
miuch tha betier. With that in mind, we
recommend you gel your hands on the nas
best thing to your Amiga - a handheld
Thiere are three of these nifty kiftke
poriable video game consodas lo chose
fram - Nintendo Game Boy, Sega Game
Gear and Alarn Lynx — al prices from £70 2
£100, and games from £20. They all have
their fans — many of us here prefer tha
Game Boy for it's small size, but this is our
Amanda, and she's a dyed-in-the-wool
Game Gear fan. “It's nicer to hold and it's in
colour,” she says. Wea don't care if you
agree with her or nat, but she's having fun
here, and that's what counls



GO TO
THE FAIR!

Do you really need us to tell
you how much fun going to
the fair can be?

Mo, 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 il
- we did (this ride is on the end of the
pler at Weston Super Mare) and it was
ruly excellent...

Wheeeee! {| think I'm going to be ilil)
[Wet while you're sitting mext to me
pou're notl) Pass the sick bag! (Ete.)

BEST OF THE SUMMER COIN-OPS!

There's only way to play video games when it's hot, and that's down the arcade. With that in mind,
we sent Stuart Campbell off to check out the best of the summer coin-ops...

Here we are among the coin-ops. Things
are getting bigger, brighter, flashier, faster,
but when you really take a look at what's
baen happening with pay-as-you-play
video games, as has been loo often the
case over the last few years, the answer’'s
nothing new

Bul that doesn’t mean there’s not
some lop enfartainment to be had though
bacause many of the games thal are baing
rehashad and brought up-to-date at the
moment just happen to ba some of the all-
time classics. and at tha lop of the haap
for us has to be Midway's Tolal Camage
The sequel to Smash TV (which was in
itsedl, of course, the sequel 1o the
magnificant Robaotron 2084), Total
Carmage is a game 50 astoundingty
bioodihirsty and viclent that it managas
the not-unimpressive lask of making its
predecessor ook ke a quiat night out with
your grandmaother

Utterty over-the-lop genocide is the
order of the day here, with the main
distinction between this and Smash TV
being the fact that Tofal Camage scrolis
around Marcs-style, rather than being
resincted 1o single screens at a ime. This
i& also, as far as | can remember, the first
arcade game ever lo include level codes
o save you from hawving to play the same
areas over and over again - a highly
commendable innovation. Secret rooms,

AND IF YOU’RE
BORED OF THE
VIDEO GAMES...

...you might just be lucky enough to find an

arcade that features this little beauty.
If you think Speedball Il is fast and furious in twe player mode,

just try your hand at air hockey - the simplest yet the best
indoor two player action game around. Every arcade should
have one. {Indeed, we'd probably go so far as to argue that
every home should too...)

Gooaal! Matt chances his hand at Air Hockey.

Yeeow! Lither the
hydraulics in this
Starblade cabinetl are
wobbling [t aroand so
fast it's tricky getting a
clear picture (But there
aren't any hydrawlics in
Starblade - £d.) or our
photographer got so
excited watching Mark
he forgot to focus, or
this is an "arty’ shot
designed to show the
sheer encitement of the
arcade - whatever the
truth might be, the boy
Mark's having fun here,
and that's what counts.

sub-games, bonuses, kbaral spashes of
humour and all sorts ol clever stulf
abound, making this a game which bears
more repealed playing than you might
imagine, as long as you can stand the all-
out assault on your senses.

Another seminal Wilkams coin-op 1o
gel the "80s treatment is Defender. The
new version of that one — again produced
by Midway = is known as Sinkeforce, and
it takes the basic defend-the-humanoids
gameplay and really goes 1o town with i,
slapping in all the power-ups, hosrble
aliens and dramatic backdrops you could
wish lor and tuming what was aiready a
frenetic and hideously challenging game
into something truly awesome. Worlh a
faw plays, for sura

A bit too much for you? Wall, how
about something with a shightly more
leisurely pace? Star Wars, lor example?
Step right this way, sir

You see, Namco's Siartilade plays in
almost exaclly the same way as the old
veclor-graphics movie gama, with the
maching flying you around and you meraly
maving your gunsight 1o blast squadrons
ol anemy spacecraft. Actually, thinking
about it, under all the flash that really only
makes it an Operaltion Woll dervative, but
don’l worry about that - this is a game you
really ought to see. Coming in a cockpil-
shaped cabinel with a huege curved

|

Meanwhile, Matthew gets
his thrills in World Grand

Prix, a one-player

hydraulic moterbike

game. Here's a lunay stary

aboul Matthew and a

materbike actually (and
this is true): once when he
was riding a big bike in
France he came across an
articulated lorry which
suddenly z0omed ouwt in
front of him, blocking the

road. He braked, of
course, the wheels

shidded {maybe there
was oil on the road or
something) and he went
right under the back of

the truck and cut the

other side. True!

screen, Starbiage boasts just about tha
most imprassive coin-op graphics we've
ever seen - anormous 30 fled veciors
depicting alien cies, huge canyons, deap
space seclors bristhing with gigantic enamy
cruisers and lots, lots more. The
soundirack is neat oo, with crystal-clear
speech lelling you whal lo attack now and
what's comang up next — ksten to it, it's not
just window-dressing. To be honest, the
gameplay's a [itle on the simplistic side
after a bil, but if you don't gl a rush out of
this one you must be dead

And that's about it, really, as far as
videa coin-op kicks go. I you're
complately tragically sad, you can always
throw your money down the slots of The
Unganny X-Men (the latest identical-to-all-
the-other-ongs-since- Teenage-Mulan!-
Minja- Turtles four-player beat-"em-up from
Konami) or the still-amazingly-popular
Sirseffighter 2 (now in a special 'Hampion
Edition’, whatever that means), but if you'd
rather NOT see the arcade game industry
nosedive inlo ancther five-year decline of
rawriting tha same two games ovar and
over again (one tedious beat-'em-up and
one dull scroling shoot-'em-up with big
monsters), then don't chuck any money
nto those machines. It's simple

And that's it - a pretty fair
representation of how we're
planning to spend (and, indeed,
have been spending) our
summer. Remember, it's not hot
all year round, so make the
most of it.
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JUST LOOK AT THE UNMATCHED RANGE OF FEATURES

® SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK
Special compacting techniques enable up to 3 programs to fit on
one disk. Mow saves directly to disk as Amiga Dos - reloads
independently of the cartridge - even transfer to hard drive! Works
with up to 2 Megs of Ram - even 1 Meg Chip Mem (Fatter Agnus).
SUPER POWERFUL TRAINER MODE .-
now with DEEP trainer. Even better than before - allows
you to generate more or even infinite lives, fuel, ammao.
Perfect as a Trainer Mode to get you past that “impossible” level.
Easy to use.
#® IMPROVED SPRITE EDITOR
The full Sprite Editor allows you to view/modify the whole sprite set
including any "attached® sprites. PLUS A RANGE OF IMPROVED
FEATURES.
® VIRUS DETECTION
Comprehensive virus detection and removal features to protect your
software investment. Works with all presently known viruses.
BURST NIBBLER.
HNow this super disk copier program is built into Action
Replay Mk 1lIl. Just imagine a superfast, efficient disk
copier program at the press of a key - no more waiting.
@& SAVE PICTURES AND MUSIC TO DISK
Rictures and sound samples can be saved to disk. Files are saved
r in IFF format suitable for use with all the major graphic and
ages. Samples are displayed as screen wavelarm.
SC MODES SELECTABLE -
oving ugly borders when using NTSC
gnly with newer Agnus chips).

ion to your own pace. Easily
“% speed. ldeal to help you through
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® POWERFUL PICTURE EDITOR
Now you can-manipulate and search for screens throughout
memory. Over 50 commands to edit the picture plus unigue on
screen status “overlay” shows all the information you could ever
need to work on screens. No other product comes close to offering
such dynamic screen handling of Irozen programs!!
JOYSTICK HAMDLER -
allows the user to select Joystick instead of Keypresses -
vary uselful for many keyboard-programs.
® MUSIC SOUND TRACKER
With Sound Tracker you can find the complete 'music in programs |
demos,etc. and save them to disk. Saves in format suitable for
most track player programs. Works with loads of programs!!
& AUTOFIRE MANAGER
From the Action Replay Il preference screen you can now sefup
autofire from 0 to 100%. Just imagine continuous fire power? "
Joystick 1 and 2 are set separately for that extra advantage!
IMPROVED RAM EXPANSION SUPPORT.
Now many more external Ram Expansions will work with
all Action Replay Il commands.
® DOS COMMANDS
MHow you have a selection of DOS commands available at all times -
DIR, FORMAT, COPY, DEVICE, atc.
FILE REQUESTOR -
il you enter a command without a filename, then a file
regquestor is displayed.
® DISK COPY
Disk Copy at the press of a button - faster than Dos Copy. HNo need
to load Workbench - available at all times.
® BOOT SELECTOR
Either DF0O or DF1 can be selected as the boot drive when working
with Amiga Dos disks. Very useful to be able to boot from your
external drive.
PLUS IMPROVED DEBUGGER COMMANDS -
including Mem Watch Points and Trace.
® DISKCODER
With the new "Diskcoder” option you can now 'tag' your disks
nigue code that will prevent the disk from being loaded by
g. ‘Tagged" disks will only reload when you enter the
glul for security.

- 4
X AST!
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HOST POWERFUL FREE ILITY

DW EVEN BETTERI!! ST!ILL ONLY

JE 256K OPERATING SYSTEM £59 -9

| WHOLE NEW RANGE OF AMIGA AS00/SOO0+
FOR 1500/2000 VERSION £69.99

FEATURES
AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE v

EXPANSION PORT OF YOUR AMIGA AND GIVES YOU THE
POWER TO FREEZE MOST ANY PROGRAM

SET MAP -
allows you to Load/Save/Edit a Keymap.
@® PREFEREMCES
Action Replay Ill now has screen colour preferences with menu setup. Customise your screens

to suit your taste. Very simple to use.

IMPROVED PRINTER SUPPORT -
including compressed/small character command.
® DISK MONITOR
Invaluable disk monitor - displays disk information in easy to understand format. Full modify/save
options.
PLUS A MACHINE CODE FREEZER MONITOR WITH EVEN MORE
! POWER!!

MORE FEATURES INCLUDING 80 COLUMN DISPLAY AND 2 WAY SCROLLING...
\\' Full M6B000 Assembler'Disassembler @ Full screen editor @ Load/Save block
#® “Write String to memory =~ @ Jump to specific address ® Show Ram as text
® Show.Jfrozen picture @ Play resident sample ® Show and edit all CPU registers and flag
@ Calculator. @ Help command @ Full search feature @ Unigue 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, ASCIl, Assembler, Decimal @ Copper Assemble/Disassemble - now
with suffix names

REMEMEBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN IT'S

“FROZEN" STATE WITH ALL MEMORY AND REGISTERS INTACT
- INVALUABLE FOR DE-BUGGING OR JUST THE INQUISITIVE!

WARMNING 1988 COPYRIGHT ACT WARMNING
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TRIP-A-
TRON

This wasn1 actually a game but
a hght syninestser, 50 I'm ol
sure if it should be in hare or
nol. (O, go on then = Ed) |
didn't actually do the Amiga == aTatfrs COBTRAM o
vergion of it myself — it was a .
guy called Andy Fowler, and |
think he did an okay job, The
reason | didni oot ﬂ‘l',.'SEI' was
mainly becausa | just didn't have
JEFF MINTER v Legendary the time. That's all there is o say
programmer, fierce supporter of the shareware b !EE‘”‘“'FE,D"D"'E‘ AT
2 e 3 wliE L - =-UPS
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 LLAMATRON

Molyneux could dream of, and come up with some This one's my ultimate homage to Williams — and

of the most bizarre game control systems of all iﬁe“@ Jarvis :_f' T'Eﬂl'?' of D*‘r-’-’f”:-‘f" and

v . N ' GIrg, IR particular. | naven t mal mim, out
time. We thought it was high time this Suﬂware‘ apparently a copy of Liamatron got sent out 19
legend spoke to AMIGA POWER about what he’s Williams in the States and they've been playing
been deoing all these years... it. | don't know if Eugens Jarvis saw a copy

but I'd love it if he coutd give same of his
opinions on my game
That's all there is lo say about this one

really, | just wanted to take the idea of Robolon
and do something with it. Why llamas? Wall, I've
been into them for years now, They're such nice,
beg, furry, good natured beasts, with nice big faces
Don't you like tham?

SUPER GRIDRUNNER

The Amiga version of Super Gridrunner is essentially the same as the ST one, but with a few modilications
50 pecple didn't think I'd been completely lazy and just ported it across. The play area’s a bit bigger — |
thought I'd better use the battom 56 lines of the Amiga screen - and | did the sprites with the blitter. |
always feel really guilty it | don’t think I'm giving good value for money, which is why | bothered with
the modifications. The only thing the game doesn't have which it really should is sampled sound
but at the time | didn't have a program written to do that

Of course, Super Gridrunner is based on the anginal Vic 20 and CB4 game from 1982, which
was intended to be ke a harder version of the even earlier Centipade. | wanted to get nd of all
the cuteness and just make it tough, but al the same time | was keen o Iry oul an unusual contrg
method. Cne thimg this did was make it possible to have things like 1he defachable nose cone
which you couldn't do if you were using a joystick normally — there just aren't enough controds

Something that isn't in Super Grigrenner but which | now put in all my gamas, and would like
fo have had in this one, is an “assist’ mode. That's when the computer takes over as an intelligent
second player — as in Llamatran and Revenge — which gives it a funny sort of hall dema/hall game
Quahty. It allows you 1o gat into what can be quite intimidating looking games by holding your hand, if
you like ~ then, once your confidence is up, you can just switch it ofl

Just about everybody was playing Liamatron last year, and | think the idea has rubbed off on a few
paople too - cenainly The Bitmap Brothers are 1alking about having something which sounds very similar in
The Chaos Engine, which I'm very happy about

PHOTON STORM

Like nearly all my recent stull, this one was developed on the ST first, but cddly enough it was the
game's publishars, Arc, (Afari’s own software labal = Ed ) who got me 1o wrile an Amiga version
A bit of irony thare
A5 fans of old coin-ops will know, the game i3 loosely based on William's Sinistar
machine. Actually, it'd be more accurate to say it was ‘influgnced” by the arcade machine,
because there's nothing about it that's exactly the same. What | wanted 1o do was a multi-
directionally scrolling gama with @ mouse conirol - the sorn of control the game needed
couldn't really be done using 2 normal joystick. If you remamber Simistar, it had a special
greater-than-gighl-way-moving joystick, and the mouse was really the nearest | could get to it
When people complain about the controls on some of my games, | think it's often
because they're just foo lazy to leam someathing new. They're used to simply mowving the joystick
left and right. and it can be hard 1o persuade people o give something else a proper try. With me
it's the opposite = many of my favourite games are ones thal force me to master something naw



Again dong for Arc, and it's nat too hard to see where the influence for the game came from! What was
nice about it was it allowed me fo do decent versions of Defender and Stargate, two of my favourde
games, for the Amiga
That said thowgh, becausa this was developed for the ST first thare are a few things about the
AI’I'IIQEI varsian which ane less than ideal. The minimalist graphic style is there becausa the first ming
a Defender game has o be is fast and smooth, and the 3T couldn't cope with moving much more
around the screen and remaining 5o — for the Amiga version we could probably have put some marg
complicated graphics in. The other thing I'd do to this one now Is make it a bit easser —as il stands
it's oo hard for many people to see the tater levels
Actually, having said that about the graphics, | think these are pretty good = the space ships are
small, sure, bul they've gli.‘ll a lot of datail on them. They're ca rainly batter than the sort of thing | can do
— i you're doeng a senous commercial release these days you really need a good anest, though | can stll
get away with my stuf on the shareware games. | wouldn't mind warking with some of the Psygrasis graphic
arlists, or the guy who did Project X. (For Team 17 - Ed.) | really iked the subtle parallax shading on thal cne

REVENGE OF THE
MUTANT CAMELS

t was aboui the and of 83 when | did the original version, and the
new 16-bils onas were done more of less as a responsa o popular
pressurg, People lend to write to me asking when there'll be a 16-bit
version of this or that game, and Mulan Camels was one of the ones
they asked for most. People also seem 1o like Sheep In Space a It
100, 50 it's possible | might update that one at some point

With the new Mutant Camais it took me about three months to
do the ST version and anather manth on tap of that to get the Amiga
one as | want it. The biggest difference was with the Amiga scrolling
otherwise it's much the same game

THE FUTURE

¥ou might see a few more shoot-'em-ups from me! That's not 1o say thay won't all be quite
different from each ather thowgh - as | said. | ke games which have an unusual control system
which takes a bit of ime 10 learn, | think you get more fun out of the game that way, and 15
cerainly more satishying to really master 0. | may alsa bring a few maore of my mos! popular
old games to the Amiga as shareware
As far as commarcial stuff is concemed, I'm doing a new sort of Super Liamatron job
for another big computer company - | guess they're the enamy as far as you'ne concemed
(I thirk he meaans he's doing somathing for Are 1o appear on the ST - Ed ) It's a graat
game aclually — you control four guns arcund the edge of the screen, and you use them 10
shoot al & puck in the middie to make i move about. The puck kills things as it hins them
The problem with me doing what | call commercial games for “real’ software housas is
that | feel guilty at the idea of charging more money than | think one of my game's is really
worth, and as | think nearty all commerncal games are really over-priced. thal causes
protlems. The other thing is that | hate games that feel like they've bean designed by
committee, and that tends to happen all too often — | like 10 see an individual behind them
People like Andrew Braybrook, Geolt Crammaond, Tony Crowther, Archer Maclean — they're all top
guys, and produce the sort of games | like to play. And | also like Eugene Jarvis games. but you
might have guessed that by now

HIMOd YOINY
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EAGRE PRICES FOR

GAME

2 Hot 2 Handls (Comsp

B0 Great Cudnes

3D Coostructionkn

4 Whes! Dirive [Comp

4D Sporte Boring

4D Sposts DFtving

B0 Gireat Games [only 30 on +}
AJZD) Alrbeas

Addams Family

AMOSE ID

AMOS Compiler

AMOE Tha Creatoce
Acticn Mastsd (Comip)
Action Pack [Cosnp:]
Adranced Fruis Machins
Agoay

Alr 564 Supsemacy |Comp)|
Alf-Land -Sea | Comp) IE-b-L NOT=)
Adcaizas

Aliss B [ 1Mb)

Alien Siorm

Amniog

Anctbet Waild
Aqusdveniusa

Arkancad [ - Revenge of Doh
Armour -Geddon

Award Winsers (Comp)
Barbarian O [Py 18]
Batmas - Capsd Chagsddes
Batman - The Mons
Batie Creess

Bare Chessa [ (NOT *)
Bariie Isle

Beamiueatnia

Better Maths (12-16)
Betier Spallshi (8- Adul)
Big Rus

Hirds OFf Proy {18B)
Biersags Brothess - Val 1
Biack Crypt

Blises Tttt |‘_!'1"-'.5".|'- i
Board Genius (Comp)

Bubbie Bobiale (HOT+)
Capoom Collactsan
Cardinal 0 The Kremlin
Cartoon Collection

(Comp)
Championstip Manager
Chart Aftschk - Vol 1 ({Comsp

Chilpa Chsllenge

Cowers Acuon

cruies For A Corpas
Cybercon [

D.T. Ofympic ChaSenge

Dty Knuighits OF Kryna | M)
Delnvetxncs

Deeduxw Paing [V

Dbt (NOIT * )
Dy Colection
Dizzys Excedent Adventares
Dauble Dragon O

Daoubie Dvages O

Eary Amos (1 M

Elvizn 1 (1M (NOT+)
Elvira I

Epac

Exile

Eye Od The Baholder |1
Eya Of The Beholder 1 (
F-15 Sirike Esgle [ {1 MB) (NOT +)
F-18 Combat Pilot

F-19 Sveadth Fighives

F-29 Retakiston (80T +)

Faoa OFf - low Hockey (NOT +
Fantastic Yoy, -1-(‘|*

Fangasy 'hr.r.rl: Jmzy (MOT#*)
Famt Food (NOT'+)

Finad Bicw

Finad Fighs (NOT+}
Fists Of Fury [NOT )
Flood (MOT=)

Football Crasy (Comp)
Football Dipector I (WOT=)
Formvala One Gramd Prix
Full Contact (NOT +)

Fun Sehood 4 (5-7)

FPun School 4 [Oresr Ts)
Fun Schood 4 (Under S8)
Fuzzball

Lo

Qatewsy To The Savage Frontier
Oamntlet 0

Gasntlet 10

OB Rowts Phis | 16h)
Uierman Magtay

Ood Fathsd - Action Game
Groads

FRICE § OAME
20 55 §l Golden Axe
20.95 B Orandstand
11.66 ll Hagar The Horr
20,95 W Hard Nows
17.45 @ Harlequin
£0.59% W Haad Dwvar Hesds
17.45 |l Heart Of China | 1)
25 69 | Heimidad |10WE)}
17,45 i Hemrietta's Book Of Spails
23.595 B Heroes OFf The Lanos

Heroguest - Dats Disk

Iywicod L--'Lh:'.n"'r Comp] (HOT+)
5.94 B Homna Accoesnes 2

17.45 |l Home Alods (MOT+)
20,95 N Hood
2155 [l Hudson Hawk
17.45 [l Hunt Far Red Ooiobe
1745 |l Huntee
1745 | K+
17 45 [}l Impossamois
17.45 B Incliams J & L. Crasade (Act)
17 45 N Inctiamapols 500
E.55 N lron Lord
1745 W lvanhos
1745 B Jdack Picklaas Usd Codl {1MB]

1745 | Jagruar X120 (1 ML)

Jamses Bomd Collectson
Jarmen Poid

Jirm Povwrer

Jurmeny Whiti's Snossker
Jahm Marmes Football (1 Mb)
Johe Madden's Football
Jupiters Mastendeive

Kick O [7 {1MIE)

il Qlcwes 11

Kind Wosds 2

Kings Crassy W |1 Mh)
Enightmare
Knighas Cf T Shey [ 1D

Last Nings [T

Lty

Lewttier Goddess Of Phobos
Ledmare Sust Larry V {1 ME] DF
Lemmings

u Lavels [Dats Diak)

8 Lavels |Sand Alona)

l.'ll'i. Fall
I':r' Tha Rings
Espuit Turbo Challangs

[1
Uit Exifops
645 %6 N Maths Mania {813}
3095 )| Mavis Beacon Teaches Typsing (NOT+|
17 45 § Mega-Lo-Manda/Firel Sammarad

1T 45 N Maga Maiks

795 N Mega Twins (NOT#)

1745 B Megatraveler | | 1Mb}
1% 95 B Mecsnary J

1745 | Memcs
Miczo Engliady
Micsoptose Oall [1Mb)
Msdright Ramiarss
Miudwinted 0 (18
Mig 350 Super Fulonam (NOT+)
155 B Migha and M T {1 M)
164 i Moonbase |1 ::l’lbl
755l Mosnsicns
1
=
r)
7

0.0 B Mocmwalker (NOT + )
Movie Presniss Collftion

595 B Nelghbours

1745 | New Zealand Story
Nimja Collsction

N

Operation Woll [NOT+

i3 5%

755 W Oeatrun Europa (MOT+)
I7 45 @ POGA Extra Courses
1745 @ POA Tour Oolf =
1745 N Pacific Islands
1195 § Pag -rl"mq- 2
17 45 § Parasal Stars
21.5% B Pinball Drsama

6.9€ N Pieates (MOT+]

1 b

17.45 @ Pit Fighter
5595 N Placinam {Comp)
12.05 @ Police Cuisst J (1Mb)
20.9% I' s of Darkneas

7 iﬁ‘ Popalous 1 |18k)

OAME
5'- afnalous 'H-- gid Editor

HOHMEL
emnonger Dats Dask (WW1)
Prince Of Pars
Fro Teemis Tour 2
Prodlight
Prosect X (1Mb)
Paybang
Pash-DFne
COruest & O
Crosst For Gilory
R-Typa I "-|1T-|
REI Huvtu" 2[NOT+
Faca Dt
Railrog "gw-r.--. [ 1M
Rainhow Collection (NOT+)
Fonalea
Riss Of The Dragon

{Coemip]

Rallicgg Romny

Rotax

Rughy - The Werld Cap
Samaral (Way of ihe Warrioo)
Soootry-Doo & Scrablvy. Doo

Secret Of Moriloey lsland (1M BOT )

Secret Of Monkey lsland 2 {1Mb)
Secred Of Thir Siver Hladse
Shadow Of The Deast
Shadow Of The Beast I
Shadowiands

Shadow Sorceror (NOT=)
Shos Peopis

ShisfTapiack Cale

Silant Servie 1 {1Mb)
Eillewrodm

Sum AR

Sim City/Popualous

Sumn Easuhy

Simpecns

Sar Froad

Smash TV

Soocer Mansges - Mult Playe
Soocat SLAr [Commnp)

Space 1889

Space Aoe (L

Spac Crigiace

Space Ousst 4 | 1h)
Epacial Forcea

Sports Best (Comp)

Spot

Btay Collecuscsh

Fiewl Empin

Steve Davis Spooker
'i'u:'n Mliitang

bJp-rl 5-\].| [ Cosnp)
By ek |Camp)
Bupet Space [nvaders (NOT+)
Eupenars 0
Supsthetoes | Comg)
Supeisin 2
Supaemnacy
Barpiciogs Cargo
Fwitchbiade [
Tarminaios 0
Tas1 Drive [ Collecion
The L.nl'!r' Collection
Tres MLunagyet | | Mk}
Thainior hawi
Tim Tin On The Moos
Tip Off
Titus The Fox
Tk [NOT+)
Tap Banana
Top Leagae [
.Ir-.u arw Lalas

'ﬂhl oy Hal:r":
Warzone

Willy Baambil

Winber Supsrsports %2
'H‘_:h.-d

'{"uu l.l-m:‘r'llaw.'l!
Warkd Class Rugiy

World Class Rsghry - & Naticns
Weesllemania - WANTF

K-t

-0t

Vo

Double Sided
Double Density

QUANTITY PRICE
e £4.75
po e e e S A 2925
B L T ..£11.30
30.. E13.26
35. £15.10
40 £16.90
45.... i £18.80
80, i i a0 50
...... £32.45

.E£36.90

WITH LABELS & WARRANTY

BOXES

(with keys and dividers)

10 Simpack e i |
40 CAPBCILY ... ooaareesains B—
50 capacity ...... VRRBIMRRR 2 1
B0 CAPECILY .........ioociiianenn £6.30
100 capacity PR £6.80
120 capacity ............. o] £8.75
150 Deluxe stackable ............. £21.95

J OYSTICI{S

Python 1 (QS130F).
Maverick 1 (QS128F)

54

ThaBUT ... crins

Star Probe.......oocooeceneiernnns
Competition Pro 5000 - black .. £13.75
Speedking A/F .. £11.00
Navigator A/F £13.75
Topstar (SV127) £21.50
Supercharger (5V123) £9.00

Sting-Ray A/F £12.50
Megastar A/F (SV133)

MISCELLANEOUS

Carntoon Classics Pack......... £359.95

Philips CMBB331 monitor ...£246.75
Deluxe Work Cantre ...E46.95
Cumana Disk Drive ...EB7.95
SMDb Upgrade + clock ........... £29.95
SMb Upgrade ..........cceincinns £26.95
1Mb Upgrade :5u-u+1 et £56.95
Moime b £14.75
Mouse Mat ......ccocennininnnisnensss £2.95
Disk Cleaner.........c.coensmnecesnne £3.75
Dustcover B e R £3.65
Mouse House ...........cccecvnvnnnn £2.95

071- 608 - 0624




If your interest in the Amiga goes beyond playing Discover how a cheap sampler or scanner could be your

games, you ought to take a look at the latest issue way in to the Amiga’s amazing world of graphics and music.

of the world's top-selling Amiga magazine. Explore the complete CanDO! program, worth £100, and
see how it can help you become a multimedia master

Get the low-down on the death of the A500 and read the

full review of the new Amiga 600 And while you're there, if you still haven't had your fill of
games you can read the full review of Monkey Island 2, see

Find out what happened when we took the A570 CD-ROM  if you agree with our top ten of the classic games of all time

drive for a test drive. and discover some amazing facts about football. ..

AMIGA FORMAT ISSUE 36 - IT'S WAITING FOR YOU AT THE NEWSAGENT NOW!
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UGH!

GAME
REVIEWS

CONTINUED

+ MILLE MIGLIRA

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

Publisher: Simulmondo
Price: £25.99

Authors: Gastano
Dalboni, Mario Savoia and
others

Release: Out now

One glance at the rather nice 1930s-style
box artwork will tell you that this is
anything but your standard rolling road
driving game. Despite using the basics of
a game style thal's seen service in
everything from Out Run to Lofus 210 this
month’s Jaguar X220, it's nol an arcade
game, nol really. Instead, it would seem to
be aimed at the more (ahem) mature
individual who enjoys magazines like
Classic & Sportscar and probably keeps a

Publisher: Play Byte
Price: £25.99
Authors: Thomas
Klinger & Bjorn Roy
(programming), Rudolf
Stember (music)
Release: July

Dumber than dumb isn't
necessarily such a bad thing -
take Ugh!for example. The
concept's incredibly simple,
and not a little ald fashioned -
it"s the sor of game which
probably could've been
conceived over a good strong
cup ol tea, then knocked out
using AMOS in a week or two —
and yel it's got a certain
someathing.

Look, can | just get straight
1o the point? | love games
which have simullaneaus two-
player options. I'd much rather
play a compuler 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 (thera's plenty of
inertia and gravity here - the
things which made the coin-op
Joust such a masterplece), and
a simullaneous two-player
mode going for it.

The cute appeal mainly
comes from a Flinistones-
esque prehistoric man
scenario, based around that
age-old profession - the taxi
service. Added problems with
floods and various uniriendly

dea for a game...

)

e
QL
=
-
Q
=
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i-service

A caveman tax

dinosaur types complicate things a tad
~ fo the point where it all reaches
Pythonesque proportions of silliness,
in fact - but the basic game is vary
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
an-screen caves, hail a taxi (you) with
a speech bubble, and tell you a
destination. The player mus! then
swoop down and land (laking care to
miss the passenger!) nearby, he or
she’ll then elimb aboard, and it's off 1o
the required cave. Each cave has a
handy little number posted on a sign
oulside, so there's no guesswork
about where anyone wanls lo go.
Complete several taxi runs, and it's
onlo a more complicated screen.

That's not quite it though. While
all this taxi palaver is going on there's
a grub meter slowly but surely
decreasing at the bottom of the
screen. H 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 desposils.
{Logical, huh?) Later screens offer
more complex cave layouls, the

— i-i'ihlim'lt.prdﬁﬂnrh-
style. As our hero flles

J ’ *-l'.l.rnud,lhlﬁmrilhl
4 begins to rise in the

L ™= world of Ugh! The small

L #°% thing bobbing around in
- #F the water is actuaily a
poar passenger who's

accidentally been

2 ¥ -0 knocked over!
F-

intreduction of varlous dinosaurs (the
breathing of some is enough to buffet
your crate!) and the added danger of a
rising water level. (It is possible to fy
the taxis underwater, but, being light,
they pop to the surface very quickly).
This stulf is all just so much
fancy dressing, however - the root of
the game lies in the inertia-overioad
control system, as it does in games
like Thrusi, Asteroids el al. Gravity
constantly conspires against the
alrborne 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 just not enough variation
from level to level to keep the interest
up for any great length of time, and |
doubt the-fly-around-collecting-
passengers concepl is really the sorl
of thing classic games are made of.
Fun, then, but a little too lightweight
for the price.
@ MARK RAMSHAW

THE BOTTOM LINE
A laugh and a half, Ugh! offers
excellent (one or) Iwo-player fun, for
a while at least. Not the
sort of thing you'll still be 7 g :
playing next year, though. =

] -
Old car lovers will be in their element, but
for the rest of us Mille Miglia just seems
slow, stilted, and very, very foreign.

wire-wheeled MGE in the garage for
summer weekend use only. The pecple
wha buy this won't care that it's far slower
than nearly any comparable driving game
{which it is} or fhat it lacks such nicaties as
varied road traffic, great scenery variation
and 50 on (which is does), but will woery
instead about i1s histonical authenticity,
sense of almosphere and fechnical
accuracy. 5o lef's lake a look at those
areas, shall wa?

Erm, this is going 1o be pretty tricky,
actually, Despate the fact that | do quite
like my old cars, | can't in all honasty 1ell
you whether an ‘Alfa Romeo RL Super
Sport' ever really existed or not, and
cartainly not whether it was any faster than
an-OM 665 “Superba™ 20007, Equally, |
don't know if drivers like ‘Tazio Muvolar’
were really around either, which puts me
in a bit of a quandry. Let's just assume
that it's all true = in which case the game
scares heavily for historical accuracy —
and move onto the rest of it. shall we?

Unfortunately that means manfioning
a few of the game’s 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 of spead thrills (the manual states that
‘the sensation you'll experience will not be
of pure speed alone’, and if's nal wrong) -
| think it's fine 1o have a slow sor of
driving game, as long as you substiule the
lack of speed with something else. And
this, as far as | can tell, is somathing it
doasn'l do - as it is, you get 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 Haly (Mille Miglia means

1000 miles’), s0 the game is split into
stages (some are Halian country roads,
some snow-coversd mouniain paths and
s0 on) with a nice digitised picture of the
corract lalian city 1o reward you as you
pull inta it. Before you set off you're given
a choice of spare items o 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 ta the car yoursel,
chances are you were oul of the race.

This being the case, the game
punctuates the driving action at annoyingly
regular intervals with a Trouble Screen’,
which tells you what's gone wrang with the
car and how much time you've lost fixing
il. I's a reasonable idea in theory, but
once | slarted playing it soon becama
incredibly annoying. Every 40 seconds or
so the race would freeze, the game would



lpad the maessage that I'd ammed the
wheel and that ii'd take around 15 minuies
1o fix, then put me back inta the action
where I'd left ofl — all for no apparent
reason al all. Drive off the road, through a
house and two rees then back onto the
road again and somefimes the game
wouldn't mind &t all — bul peolle along
perfectly safely in the middle of the road
for a while and, uh oh, it's buckled whesal
lime again.

Um, so what's the conclusion? Well,
11 you like last drving games, don't appl-_.-
I you like adull race strategy type things
tread warily = | don't fully tfrust the stats
and logic In it, If, however, you're an
Amiga owning "30s car fan with a very low
frustration threshold, this could be the
game far you. Yes, both of you
® MATT BIELBY

THE BOTTOM LINE
Slow, old fashioned driving game
dressed up in historical authenticity.
Greal for fans of slow old -
cars, of dublous worth for 53 =

the resl of us.

DISCOVERY

Publisher: Impressions
Price: ©29.99

Author: David Lester & co
Release: Out now

Discovery: i you're into old sailing ships
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, | wondered as |
unfolded yet angither batiered-looking
chart of the high seas. and why do | have
1o review them all? Then | rememberad:
this year's the 500th anniversary of
Columbus’s discovery of America, and
everybody hates ma

So, what better way to celebrate the
discovery of the New World than by, er,
discovering the Mew World? {Or one of
frve alternatve worlds thoughtiully
provided for when the first one gels too
averrun with hamburger reslaurants and
rap ‘artists'.) This is done by sending ships
out into the wnknown and waiting for them
to encounter land. Their crews then
disembark and slar building sefilements
Of course, you're not alone oul there -
four 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 (surprisingly) it isn't. The
qgraphics are a big help. While not exactly
breathtaking, theyre extensively animated
and | particularly liked the 'ship sailing —

DISCOVERY + JIM POWER

i

A

|

ﬁ

IT'S A PLATFORMER JIM, BUT NOT AS WE KNOW IT

One of the neat things
about fim Power is the
way it combines serolling
platform levels with

THE BOTTOM LINE
No ground breaker, but a smooth
and silky (if slightly geudy) platform
shoot-'em-up effort — what it lacks
in ariginality it more than makes up
for in evidence of sheer

eftort and good design. 18
Hot at all bad.
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O

over the horizon' etfect. The other major
plus is that the game plays ilself until you
intervene, S0 s nol constantly hanging
around waiting for trivial inpul from you
{This is the same approach Dreadnoughis
used last month, and the only sensibie
way to go about things il you ask me.)

The problam is the wser interface
isn'l up ta much. The cursar moves angund
all jerkily, and the menu system feels
disjointed and cumbersome. And while the
icons are quite pretty, | had to ook them
all up in the manual 1o work out what they
did (thus defeating their object). It's quite a
nice manual, thawgh, with plenty of
background info an our man Columbus

So what's the verdict then? Well,
while Discovery certainly isn't up there
with Powermonger of Maga lo Mania,
campared 1o the 5o of thing | usually
have to pul up with it's a breath of fresh
air. A 'sea bregze
@ JONATHAN DAVIES

THE BOTTOM LINE
Quite a few numbers knocking
around, but it's playable enough to
compensate. Just the job if you're

K
TOUCHDOWN

planning some sort of
Amiga-based Columbus
anniversary celebration.

Publisher: Strike Force
Design

Price: £14.99

Author: In house
Release: Out now
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ey L Tiaiad MEiss
Towchdowm Mice looking graphics, but the
undertying management stuff is fairly
wzak. A shame - for Neil W, anyway.

What's this? Another (mail order anly)
american football coaching sim
swaggenng onto the Amiga gridiron? Last
manth's readers will remamber my review
of tha essaentially identical Amencan
Football Coach, a game that fumbled the
ball in its attempd to reproduce the ups and
downs of the NFL. This month's offering is
a slicker, more prolessional package
{complate with samplad speach and
digitised action stills), and — as there's
surely only reom fof ane american football
management game in this country — looks
likely to eclipse the earlier otfering totably
Or nat?

Unioriunalely things aren’t guile so
cut and dried. In some ways this package
offers mode, in others less. To be concise
(for some strange reason the rest of the
AP team have yel 1o be convinced of
amencan footballs’ page worthiness -

Philistines! —so I'll have to be brief),
Touchdown offers very liftle hands-on,
real-time decision making. Your playbooks
are severaly imited (14 offensive and 10
defensive plays), 50 the emphasis i3
strongly placed on pre- and posi-game
analysis and backroom coaching.

The chance of each play's success is
calculated with ruthless statistical
efliceency, based on a play's defaull
likelihood of success (large gain plays are
obviously niskier than short rushes) and
then lailored (before the snap) by the
following criteria: your opponent team's
chaice of play, the skill of the players in
your team that will be directly involved
in the play (you get marks cutof a
hundred hare - yas!) and
(correspondingly). the skills of your
opponant’s relevant oppasite numbers,

S0, deciding which plays o base
your offensive and delensive strategies on
s best done before kick off. Train up your
players as best you can, compare your
leam's strengths and weaknesses with the
seouting repan from your oppanent’s
camp and see which plays place your
stronpes! jocks against iheir weediest. it's
as easy as thal. Obviously yvou'll have to
break up the plays throughout the game
but you'll already know which ones you're
gaing 1o rely on

The results of all this planning and
taciical play calling is displayed
immiediately (if a receiver catches a ball or
a running play is successiul 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 shouls
‘Touchdown!', but then it's heads dawn for
the next play

That's not quite all though. Between
matches there are other coaching
decisions 1o be made (o0 = including
scouting for new team talent. As seasons
coma and go, players grow old and
college rookies come up for grabs. You
can painstakingly tweak and tailor (or
completaly replace!] your team as you see
fit By intreducang this new blood, though an
gasier way 1o victory 15 simply 1o elect to
coach one of the better NFL teams to start
oft with. {This is a neal way he game gels
around the problem of difficulty tuning
aciually, The potential for differant
dificulties of game is sort of built in.)

Sois the game any good? Well, yes
- it is in a inconsagquential kind of way,
Thara's nothing here to get really excited
aboul, but because the presentation is 50
slick, i's bath easy and fun 1o play. What it
ism't is the definitive amernican football
coaching sim — looks like we're still waiting
for that, and (sad to say) | think it be a
fairly long wail 100
® NEIL WEST

THE BOTTOM LINE
Slick presentation keeps up the pace
of a technically sound, if uninspired,
coaching sim. All the basic features

you expect are here, bul gridiron

fans deserve more hands-
on action and a little more
to excite the imagination.

48

TOUCHDOIUN + ININTER SUPERSPORTS 92
+ EUROPEAN FOOTBALL CHAMP

WINTER
gl;PERSPOR'I'S

Publisher: Flair

Price: £2599

Author: Chris Robson &
Peter Johnson {coding),
Kevin Preston & Paul
Drummond (visuals), Phillip
Nixon (visuals & music)
Release: Out now

The bale jumping shater's movements are
believable, but it's all very casy to play.

This is a collection of simulated sparting
gvents set in a chilly clime and very much

EURO

In a packed field of

Publisher: Domark
Price: £24.99
Author: Teque
Release: Out now

f the seven different footy

games clamouring for your

support this summer,
Domark's Euro Football Champ is the
chirpy, rather silly Gazza of the
bunch. & comedy referee, diving
headers, back heels and over-the-
head bicycle kicks give a good
indication of the game's rools - a
high-speed, ever-so-sightly tongue in
cheek Taito coin-op. Domark haven't
released a comedy single to
accompany their entrance into the
Amiga’s very own SUmmer Soccer
play-offs (yet), but with the standard
and number of compulterised

-;'. A ﬁ
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in the mould of the Epyx "Games’ series. it
any of you remember that. There's
Dhownhill Skiing, Bale Jumping, Bobsled,
Gian Slalom, Speed Skating, Pro Sk
Challenge and Skedoo Racing 1o try your
hand al. but if you think that makes eight
different events in 1otal (and | can see haow
you wauld) you'd be wrong. In fact there
are only four

How so? Well, the Bale Jumping and
Speed Shkaling ditfer only because the
fcrmer has a single row of hay bales 1o
jump on its circular course, while tha
Bobsled and Luge are pratty 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 = theyre all built as polygon block
constructions. And it's lo good effect loa,
thaugh i must be sasd that in each case
the racing action isn't racy enough

As for the remaining evenis. these
are presented in a more traditional
manner — that's 1o say, sprites and bilmap
backdrops are used. That doesn’l make
the games any more individual, howewer
The three skiing events - reminiscent of
the one seen in Epyx's Winter Games in
many ways = are basically vanations on
he same thing, a selection of different
courses whare (he player must dodge
flags, leaving the Skidoo as the lone
ndividual of the bunch, a real drop out

PEAN

quality football

contestants at an all-time high,
they might just find they need one
to get noticed.

A quick glance at the
screenshots will tell you the
game’s layout: a horizontal-
scroller with big sprites. Thanks:
to Kick Off, most people reckon a
vertically scrolling pitch is the
mast reliable way to present a
good feoty game these days, but
there's no proof a horizontal one
can't work, and Domark are
determined fo 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 |s always good
for a laugh), on the same side (a
complicated aftair 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 fast and
furious. The coin-op version featured
some pretty heavy-duty graphic
scallng as the game ‘camera’ zoomed
in and out of the action, highlighting
special moments like free kicks and

e aq 0} job aanof ‘saweb
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from the Super Sprint'Supercars school of
racing, with its every-which-way scrolhng
track, it ever | saw ong

As is often the case with these
things. playing winiry evenis on your tod is
notl much fun, 50 i1's nice (o see that a
maximum of 5ix players can lake par ina
competition, with up to two of them on-
screen simultaneously, {In the absence of
a chum, the computer conirols the second
player and seems 10 lake great delght in
thrashing your pants off = a bore, if ever
thare was one.)

That's all there is to say really. The
music’s quite jolly and actually manages to
come across as tele-aural’, while the use
of sound is adequalte, if a ke
inappropriate af times. The preseniation's
no big deal eithar, but it's batter than
nothing — preceding each event there’s
some big scrolly transparent letlenng that
mMoves across a snowscape (that's not
bad) and a digitised animated sequence,
usually invalving a camera — ihough | can't
help teeling the designers and
programmers should have spent the effor
providing more interactive playability
instead. As | said, the multi-player element
is Winter Supersporfs 975 saving grace
Ctherwise, there's nothing much
warth broadcasting

SHll, it you do decde lo pursue
Winter Supersports 92 here's a lip to

OTBALL

CHAMPIONSHIP MANAGER

mprove the aimosphere: lake the lump of
polystyrena usad (o fill out the packaging
break i up into litlke pieces and vaoila! Your
Wi SHaw

® GARY PENN

THE BOTTOM LINE
A high price to pay for what boils
down to four different events. None

of them are particularly involving or
compelling, but there's fun
to be had when mare than ﬁ ]

one player is involved.

CHAMPIONSHIP
MANAGER

Publisher: Domark
Price: £24.99
Authors: Paul & Oliver
Collyer

Release: Out now

It you like football, you'll love this,
promises the back of the box. Okay, well
el's say for the sake of argument that I've
been a famatical Bristol Rovers supparter
far as long as | can remember, and was
only prevented from pursuing a career in

The iat old red tries 1o
ep pace with the of
; a-vialence - nol likely.

bit special to stand out. But is this?

kick-offs. As was the case with

Pitfighter, the Amiga's interpretation of

these graphical gymnastics leaves a
lot to be desired, but at least it tries. It
can't help but be an odd sensation,
however, when the couple of hugely
avergrown sprites who take the kick
ofl suddenly lurch into the middle
distance as the ‘camera’ relreats to
nermal game mode, while the illusion
of reality is further shaken by the
generally jerky and over exaggerated
animation of the players.

Ah, yas. The players. Each guy

has two controllable moves at his
disposal - while he's got the ball, a
player (indicated by a big sign over his
head) can tap the fire button once to
strike the ball along the ground, or
twice to hoist it up and under - there's
no after touch, so the ball will
inevitably end up about ten yards away
in the direction you were facing when
you hoofed it. 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

Tables/fards
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The bale j‘lll.pll’-:ll'll.ﬂ maovements are
believable, but it's all very easy to play.

the sport by an unfortunate skateboarding
accident at the age of seven. | still can’t
see what I'm supposed to be gefting
excited aboul. For me, the joy of football
has aways been found out there on the
field, not in the huge guantities of statistics
ihat are generated as a by-product.

All the same, | have (sorl of) enjoyed
lootball management games in the past,
and it's inevitable that, whatever | write in
this review, a certain percentage of the
population will consider this 1o be the
answer 10 all their dreams. It's cenainly got
mofe oplions, more leagues, more hsts of
numbers and mare evidence of a
concerted effort o ‘get it nght’ than any
managemeni game |'ve played in ages

I's unfortunate, then, that Domark
have committed the fundamental ermor of
overlocking the only reason mosi pecple
ever bother loading up these things at all

inte Vinnie Jones mode, punching or
kicking at your opponent. This illegal
stuff can get you sent off, but as the
comedy ref actually spends most of
the time rolling around on the ground
(he's fat and falls over a lot - it's really
hysterical for the first three seconds)
there's a good chance you could get
away with it. (That said, | still managed
1o get five of my men sent off in my
very first match...)

If you think this all adds up to a
simple, bul possibly quite fun, sort of
game then you're probably right. This
is simple, and stays that way. There
are Irick shots, but they're execuled
automatically (your player just
happens o be at the right place in
relation to the ball at the right time),
while fancy stuff like the zooming in
and out of close-up serves no useful
purpose, & comic referee can't remain
funny farever, and there's very little
scope for developing an individual
slyle of play. Add to this the fact that
there's no fancy shol targeting, no
leagues, no skill levels, no
substitutions, no extra lime, no set-
piece canstruction, no goalkeeping
duties to parform (2xcept chosing to
dive left or right if facing a penalty), no
player analysis and no sign of any
championship to win, and you get a
game that goes on but never seems o
get anywhere. (It hardly seems
sporting at this point to mention that

these aren any malch highbghts! What
are they playing at? What's a football
management game if it hasn't got litle
stick people running arsund 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 maght be able (o make out
in the background, Make no mistake -
wa're looking at something marginally
mora altractive than the announcement
boards at Victora station

Mot enly that, there's a ndiculous
amount of disk accessing and general
hanging around 1o be endured loo, during
which you'ra lucky 10 be placated by a tiny
“Please wail™ message in the comer of the
screen. You're olten left wondering
whather the computer has parhaps found
somathing more inleresting to o

You can wiite me all the letters of
complaint you like, but this is by far the
mest tedrous game I've played this year
® JONATHAN DAVIES

THE BEOTTOM LINE
All the ingredients of a classic fooly
management game, and in many
ways that's axacly what it

is. Thal said, it bored me to 33
tears all the same.

two of the nine teams you get to chose
between — Brazil and Argentina —
weren't part of Europe last time |
looked.)

Here's the weird part, however.
Having said all that, Eure Football
Champ still isn't a gameplay disaster.
In two-player mode it can be a lot of
fun and Domark have managed to
make player-switching and passing
almost instinctive = you only tend 1o
notice these features if they're bad,
and | can’l say I've spant any lime
worrying about them at all. The real
problem is that there are so many
better titles areund al the mameni.
Everyone goes on about Sensible
Soccer, but my personal advice is to
check out Striker - now thera's a footy
game that really kicks.

@® NEIL WEST

THE BOTTOM LINE
A no-frills (though slightly off-beat)
bog standard footy game that's up
against some pretty classy
opposition. Forget the coin-op -
there was little chance of recreating

the tancy graphics here - 50 instead
Domark have concentrated on

keeping what gameplay there is up
to scratch. A nice try, then
- let's face it - unlikely to

win the cup.
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TOYOTA CELICA GT RALLY +~ THE BITMAP BROTHERS DVOLUME 1
+ RAINBOLL

If you've ever complained about the price of
games - and we think that’s probably most of
you - take a look at these instead. Nearly
everything ends up at under £10 sooner or later,
including some rather fab stuff like this...

TOYOTA
CELICA GT
RALLY

Publisher: GEH
Price: £7.99
Release: Out now

They say “You shouldn' judge a book by
its cover.” But then again, they also
camally allege that “You never gel a
second chance to make a first

impression.” | must admit 1o never being
quite sure wha o believe, but after playing

Interesting ‘through-the-window” view adds
realism to Toyots, but in the recent "Car
Wars' this game's been rather left behind.

Toyota Celica GT Rally, | think Il use
Head and Shoulders tor life. (ER? Ed.)

| mean, take the title Toyofa Celica
GT Ratly. t hardly has the same 'coomph

as something like Hard Orivin’ or OuiRun,
does it? Which is uncanny, because
Tayota Celica GT Rally is a kind of cross
between those two games, and as such
has litfle of the alorementioned ‘coomph’
in the gameplay depariment either.

To gel a proper idea of what | mean,
either a) look al the screenshot, or b)
imagine the in-car view and kind of 3D
effect af Hard Drivin® {with oplional gears
and all that paviova), then add the jerky
sprites which incraase in size as they
come towards you of an OutRun-style
game. Gremlin may be undisputed
masters of ihe driving game at the
moment, but this dates from the penod
when they were just starling o get their
act logether, and as such may disappoint

THE BITMAP BRO'I'HERS VOLUME 1

Publisher: Renegade
Price: £25.99
Release: Oul now

's been a long lay-olf for

Renegade, as they retreated to lick

their wounds atier the less-than-
ecstatic critical reaction to Magic
Pockets (in AMIGA POWER and one or
twa ather of the less sheep-like
magazines, al any rate), not thal it's
put them aff — even as they prepare for
a busy summer with The Chaos
Engine, Sensible Soccer and Fire And
Ice, they're planning to mop up & lew
more paying cuslomers wilh a couple
of compilations of back-catalogue
Bitmap Brolhers games.

First up, and covering almost the
entire published lifespan of the ever-
expanding programming team, The
Bitmap Brothers Volume 1 features
vertically-scrolling shool-'em-up
Xenon, Knight Lore-style arcade
adventure Cadaver, and totally violent
tuture sport sim Speedball 2 in what's
il nothing else a varied collection.

It's a varied collection in more
ways than one, though. The quality of
the games here swings wildly from the

Cadaver: Nol the big hit many Bitmag
games have been, but rewarding stuff.

Specdball & Pre-Sensible Soccer, the best
two-player Amiga game euer. Fabalous.

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 two years running,
and comes perilously close lo
justifying the price of this compilation
by itsell. (i you couldn't buy it from
numerous discount outfits for about
saven quid these days, it'd do jusi
that.) In our very first issue we called it
‘a sublie blend of extreme violence
and really extreme violence’, but that's
only half the secrel of what makes this
such a greal game. The ather half

Xenmom Gread looking a1 the time (early
‘80, but really very so-so with hindsight.

comes from the instinctive control and
the patential depth (ie it's there if you
wanl 1o explore it, bul you can zap
siraight through just for quick thrills i
you like), but mostly from the plain
and simple enormous playability. And
just as a bonus, the graphics and
sound are excellent too.

Cadaver s an extremely pretty
game, bul an over-complicated contral
system and some heavy disk
accessing drags it down a bit. Still,
there's a lot of life in it, a tacl indicated
by the number of letlers we still get for
The Last Resori about it, and it's
pretty rewarding stuff if you stick at it.
Mot 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 for a
compilation with only three games in
it, is the traditional turkey. Inexplicably
popular on lirst release (it was preltier
than ather shool-'em-ups al the lime,
but nol really any better to play), this
now comes across as a dull, lediously
difficult, unexciting-looking and
unpleasani-to-contral blaster that
you'll stick with for about as long as it
took you to read this review. I'm bored
with Xenon now. Can we just pretend
it didn’t happen or something?
® STUART CAMPBELL

THE BOTTOM LINE

Mixed bag, fair value if you don'l
have Speedball 2 or Cadaver, bul
the price-to-number-ol-games ratio
is far too high considering

the age of the conients.

Think about it carefully,

those buyers hoping for a £7.99 version of
the great Lotus Il

The other paint of comparison is, of
course, Test Dnve, which leatured a
similar combinaton of 30 and sprites,
though in Test Drive you weren'l driving a
Toyola, you weren't racing around a load
of tracks, and the computer didn shriek
“Left”, “Right”, “Hard left” and “Hard right”
gvery time you needed 1o turn lefi, right
and so on. Test Drve also didn’t give you
the choice to enter the world rally
champignship, nor did il including ditferent
wealher conditions, both of which weigh
things heavily in Toyota's lavour

In sho, this i still the best rally
game, if only becauss there aren't many
others, and fans are boursd to be quite
keen on it. Me? | thought the graphics a bil
natf, the car handled badly and, all in all, |
found it & rather boring and unmaving
experience, But then, what did you expect
from a game thal claims to have been
written by Fungus the Bogeyman?
® RICH PELLEY

THE BOTTOM LINE
An average sorl ol driving game
which, all things considered, is a

little too boring for comfiort.

Rally fans only hve this and 57
Lombard to choose from .

RAINBOW
ISLANDS

Publisher The Hit Squad
Price £7.99
Release Out now

What can you say about The Best Amiga
Game Of All Time? It's eolowrful? It's cute?
Or how about just ‘Buy it'?

You know when you get up in the middle
of the night, oo downstairs fo Ihe kilchen
and make yoursell a huge snack (oops, |
just lyped ‘snake’ there, bit of a Freudian
ship, | think) with loads of cheese and

pasta and chocolate and toast and stuff,
then whan you get up in the moming you



FANTASYPAK + FULCHESTER UNITED (ER - ED) +~ D12

FANTASYPAK

find a boad of oddly-coloured sticky mess
all gver the table and tomalo kelchup in
the sugar bowl and you can't remember
for a minute how it all got there? Well
Rainbow Islands is a bit ke that. (Er,
what? - Ed.)

You go for a quick game, you play
away guite happily for 10 minules of 50
and you get up only 1o find that i's 45
years later and you're married with three
children. (Er... — Ed.) It's a bit like being
sent fo jail for lfe after murdering
someona, only more fun, (Nurse! - Eg ) If
you imagine life as being like a movie
Rainbow [sfands is the bat in JFK where
they show the Zapruder film of Kennedy's
assassinalion over and over again, plus
the bil in Misery where Kathy Bales
smashes James Caan's ankles with a
hammer, plus the bit in 1284 where
Richard O'Brien nps oul John Hurl's footh
with his bare hands, plus the bitin
RoboCop where RoboCop looks straight
into the camera and says "Stay out of
frouble’, plus the bit in Star Trek || where
Spock dies tragically of radiation
poisoning, plus he bat in The Shining
whare Jack Nicholson hacks through the
door with the axe, plus the whole of An
American Werawolf In London, plus the bit
in Airplana where the tower says They're
on instruments up there', all ralled into
ane, Finishing Rainbow [siands is like
scofing the winning geal in a cup final,
only more exclusive,

Rainbow Islands is the game
kizyboards were bull for (only the truly 5ad
play it with joysticks), and the only game
that makes Super NES owners wish they
had an Amiga. It's beyond criticism, It's the
game thal separates the frue lover of
video-game anterlainment as a concepl,
and a part of a complate and fulfilling ife
fram the pathetic no-hope trainspotter
loser oo lerminally screwed-up and
repressed 10 enjoy anything with primary
colours in il. If you don't fike this game, |
hope you die horibly of something painful
betore your breathing pollutes the air of
the planet for another single second. Your
sort makes me sich
® STUART CAMPBELL

THE BOTTOM LINE
If this game was a tree, i'd be a 250-
foot Canadian Glant Redwood.
Which, if you haven't got it yel, is

exactly what you deserve 1o be hit
around the head with. Don't -
be an idiot all your life, go gﬁ —

out and buy this now!

MANCHESTER
UNITED

Publisher GEH Gold
Price: £9.99
Release: Out now

Anyone nol sick of football yel? Well, for
the four of you, here’s a budget re-release
of the predecessor lo our okd favourite
{pre-Sensible Soccar, (hal is) Amiga foaty
game, Manchaster United Europe

Publisher: Silmarils
(Daze Marketing)
Price: £19.99
Release: Out Now

ere we have a curious

collection of wares from

maison de software Silmarils.
Fantasypak comprises the French
publisher’s three finest hours o dalte,
namely Boston Bomb Club, Colorado
and Crystals Of Arborea.

Boston Bomb Club's the best of
the bunch. This ene's a peculiar
puzzier which reminds me of Rainbow
Arts' Logical, only BEC has a olde
world flavour and scantily-clad, lop-
heavy dolly birds. And bombs, of
course. The idea Is to guide these
explosive devices, deposiled from a
dispenser, around tables of grooved
tiles to the target areas.

The tables are presented as
oddly-titled levels ('Baby's War'?) and
feature gates lo open and close,
rotating grooves, dissolving tiles,
trampolines, and the occasional bonus
point tile to collect. Each table is also
home le some strange characlers
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 Bosfon
Bomb Club well worth joining.

The olde worlde theme continues
with Celorado, 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-

And stupid. Should you stray too
far from the path and fall to the water

in the wake of a sillion great football
games. Still, at least it's cheap...

Manchester United is a game in much ihe
same style, mostly arcade-onentated
sideways-on action, with a liile bt of
managemeant samulaton thrown in just 1o
make it interesting, Be the team, be the
manager, be both at the same time, or
switlch around and joim in at will = this is a
game whera you only have to play the bits
you like. So far so good, but are Ihere
actually any bils you will like?

The conclusive answer 1o thal is
‘Well, sort of, ish”. As an arcade football
game Manchester United is a bit of a

Boston Bomb Club: only out at full price
a few months back, and excelient fun.

below, you die instantly. This is all
very well in the Real World, but does
little for playability. The best bits in
Colerado are a) the indians blowing up
when you hit, stab, shoot or hack them
to death (1), and b) shooting the rapids
and using your oar to bash other
canoelsts against the rocks (strangely,
you can hit obstacles without fear of
death). Other than that, though, the
game's largely fun-iree. Colorado?
Col-BORE-ado more like.

The third and final part of the
pack is a Role Playing Adventure of
sorts called Crystals Of Arborea. In it |
you play Jarel, last prince of blah blah
elcetera and so on, and your quest is
to find the tour crystals of Arborea and
put them back from where they came.
Or something.

Crystals Of Arbore: close inspection
reveals it to be a close relative of Ishar!

disaster —ng How at all, incomprehensible
kicking systeam, bnlliant goalies that give
you a batter-than-even chance of getting a
no-score draw evan if you donl touch the
joystick — but it's a reasonably tolerabla, it
far from comprehensive, managemaeni
game, Having 1o pick your enfire jeam
indiveduzilly behare every game 5 a pain m
the backside, as 15 the pointlessly
confusing icon system — 've never
undersiood whal was wrong with words
mysed! = but this way the game is at least
a bit enterfaining. as long as you don'l
mind only seeing a goal once in every
three games. Not really 10 qusd’s worth of
enteraining. mind you, bul you pays your
meneéy and you fakes your chiice, | guess
® STUART CAMPBELL

THE BOTTOM LINE
Pretty hopeless football game, batter
&5 a managament sim but still not

Lt

much cop. Five banus
marks for having Jim
Leighton in it, though.

With a team of six characterless
chaps by your side (you get a choice
of Magician, Ranger and Warrior) you
explore an island by means of two
displays: a bland map and a (much
mare impressive) Jarel's-aye-view.
There's no smooth or fluid movement
(a la, say, a driving simulation) here -
just a step by step update which is
actually quite belisvable.

During your travels you meel
characters Lo fight and can sometimes
acquire items of interest by correctly
answering frivia questions. Sadly,
ihere'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 Of Arborea? Crystals
Of Ar-BORE-a more like. And thal's yer
lot. Mot a great collection.

@ GARY PENN

THE BOTTOM LINE
Well, it's not my idea of a ‘fantasy
pack’, that's for sure, but having

gaid thal, 20 quid doesn't seem too
extortionate a price to pay

for a little cracker and two ﬁﬁ
pieces ol pap.

VIZ

Publisher: Tronix
Price: £7.99
Release: Out now
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Vic from out of nowhere this has been .
voted Official Teilet Humour Computer c
Game OFf The British Olympic Team - Not! r
=

As Virgin's refreshingly ruthiul advertising -
campaign vagualy hinled at the ime of z
first release (“You'll never play a bigger N

laad of crap in your lite”), it may be
assumed that those programming people
al Probe weren'l really in the business of
craating an earth-shakingly histong -

2
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Amiga product here. | mean, how do you
convert everybady's favaurite lav-mag
onto the small screen? According to
Probe, ii's by doing away wilh such
frivolities as gameplay and concenlrating
on the graphics, humour and (slightly
muled) bad language inslead

A wise mave one may think, but
unforiunately there are a few flaws in the
plan. Firstly, the graphics. All your
favourite characlers are bowel-shattersngly
accurale 1o 1he comic, but once you'va
seen them all on your first go, 1he interes]
leved flags a bit

As for the game; this comeas al you in
three stages. Firstly, pick a character oul
of Johnny Fantpants, Buster Genad and
Bitta Bacon. Then enter an all-out joystick
waggling nice-graphiced bul phew-ihis
hurts-your-hand sub-game in arder 1o build
up your fokens. Then start the race
against the other two characters, avoiding
hazards (else you fall and lose tima) and
using fokens to clear your path or avoid
Incky situations, each character boasting a
special feature — it you know the comic
you can probably guess who does whal
Then you have to keep this up for five
levels (or you die and start again)
Unbelievably shallow, then, wilh frustrating
and boring gameplay, nol haelped by long
disk accesses, It is, however, endeanngly
crap and very true o ils source

GETITH

ARTURA

L%

Artura - the dullest type of platformer.
And it's already been on & mag cover.

An ex-covergame from a certain rival
magazine that is best left unmentioned
{ZERO, of course], | don't think it
would be too unfair 1o label Arfura as,
well, a bit of a steaming great pile of an
arcade adveniure really. Once again
the problem is speed; your character
trundles along at an appallingly slow
pace which, as it always does, soon
puts any game where all you have to
do is to walk around a large map
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 | always seem to think
that they seem much more al home
and are far more successful on the
8-bit machines. If you agree with me
on this one, you'll leave Arfura well,
well alone.

30 Parcent

So what's the mark? Well, a1 this
point I'm going to tread in territory only
dreamt of by other reviewers and (gasp!
swoon!) out-Stuart Campbedl Stuan
Campball, who ariginally gave this 58
percent (at full prica) on the grounds that it
was quite funny 1o play. Funny, maybe
bul surely you'd be belter off buying a
whole load of the comics instead?
® RICH PELLEY

THE BOTTOM LINE
Hooray! for the graphics! Hurrah! for
the jokes! But Boo! Hiss! for the

crappy gameplay. Only
worth it for novelty value,
even here on budgel.

STEG THE
SLUG

Publisher: Code Masters
Price: £7.99
Release: Out now

4

Afer a casual fling after one too many
drinks at last year's office do, Steg The
Slug now has to spent his days catching
food ta feed the hungry mouths of a

ERE FOR

MADSHOW
vV

Mad T# it's mad and it's got TV in . And
it's mothing like Smach TV whatsoever.

If thera's one person | wouldn't like o
meet down a dark alleyway in the
middie of the night, it's the author of
Madshow TV. You see, he’s mad - at
least if his game Madshow TVis
anything to go by. Load up the game
and you're introduced lo the ‘Mad
Show' by a talking plant followed
closely by Miguello the Midget. You,
and up to five equally mad pals, are
then transported into the gameshow,
where you can take parl in four
separate (and far too strange o
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 wondarful that it might just be
worth the cash to see it for yourselves.
57 Percent

STEG THE SLUG + ARTURA + MADSHOLW T + DOGS
+ BATTLESHIFPS

Cute, and decidedly un-slug-like, Steg
leoks all set to become Code Masters” next
big game star. Just you watch him...

numbser of newly acquired aispring, and
here’s where you come in, You are
separated from T'yungunz (as they're
known here = try saying it oul 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 bubblas you
can send tham floating up fowards your
nest of T'yungunz al the end

The bubbles ara likely 1o pop on
spakes but via varous meihods
intreducing the puzzle element of the
game,. hopefully when they do, they'll pop
50 1he maggots land nearer their goal than
where they started, putting them in an
ideal spot 1o be re-bubbled and then re
directed upwards

If it all sounds a little out of 1he

Ikari Warriors gets cdoned in Dogs Of
War: Dogs of BORE more 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 of 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 lo
the lesser machines anyway.

Dogs of Waris a classic example
of this. It is a straight Ikari Warriors
vertical shoot-'em-up, but with the
quality of every factor from graphics o
sprite handling reduced by around
half. It ends up only fractionally as
enjoyable as leari, a game which here
in 1992 seems chronically dated
anyway. So see what | mean?

27 Percent

OF IUAR

ordinary (in fact, Masterironic’s 8-bit One
Man And His Droid is the only near
comparisan | can come up with), this is
perhaps why [ like it 50 much. The overal
anginality (nol to mention the neal
password system) explains Steg's hook —
you want 10 get oma the nexd level if only
to see what it looks like, The Codies' usual
budgely cartoony graphics fit in well =
though these are a lol bettér than most -
whilst once again they've implemented
enough featuras (Steg can climb walls,
and gain feal and jetpacks from bonuses)
to keep the interes! leved high throughout
Thig is just frustratingly addictive enough
{expect to run oul of time or bubble enargy
st at the last minule) to keep you coming
back time atter ime

All in all then, a great Codies game
very simple underneath, but nicely
presented, packed with litile surprises, and
wilh a lovely friendly feel. For good clean
fun though. you can’l go wrong = and
expect 1o see Steg again very soon
® RICH PELLEY

THE BOTTOM LINE
Obvious budgel material, but great

stuff all the same. Top fun
for hermaphrodite lovers
everywhere.

19

Rich Pelley on the
latest Prism bargs.

BATTLESHIPS

P T DT LA
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Battleships what's there to say? (Except
that they're totally crap.)

Hmmm, well, it's Battleships, innit?
Three quid might seem quite a good
buy for an Amiga game, bul surely it's
a little expensive for a pad of paper
and a pencil - which, face it, is all you
need for a decent game of Battleships,
should you ever feel inclined to
snuggle down info it. Obviously not
the most promising licence ever (my
mad Grandpa claims he invented it),
but (original publishers) Elite tried 1o
make it vaguely entertaining by adding
digitised speech and actual gun fire.
01 coursa, this didn't help at all -
the actual gameplay is no more
interesting than the original paper
version, although games are far
quicker as here you take multiple
ghols al a time. On the Amiga it's a
non-starter though, and no where near
as good as the eleclronic board game
version either. Avoid.
13 Percent
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MICROBES + GALAHIANS + DRAGON TILES + ASTERDOIDS DELURE

Welcome, once again, to the wonderful world of Public
Domain, Shareware and Licenceware - basically,

games playing on the cheap. Your host, as ever, is The
Man In The Know, Mr Stuart Campbell, and this month
he's got some truly excellent offerings to rave about...

MICROBES

(17 Bit)

Microbes nice looking, but secoo cay.

Several people mentioned th o me

this th balore | saw it | was fairly
poking forward to what sounded like a
vely and zap-crazed Tempest derivative

ay o sian

achange? - Ed
@ the order of the

mizinaly, and for the

ou think "Yeah, corking

nall aler wnen

aur lives sl

ntact and the difficulty

sagnificantly higher than it was al the star
n i have doubts. | ended up

g s ane-handed whil ching
A telephone conversalon ant Bven
walching the screen, and | stil couldn’t get
killed. It's a presented and
professInnaily o bul this is stnctly for

those of you who find Fun Schoo! 4 {the 4

.‘-:,.n};-:r--:uln:‘.-:'. version) 100 taxing

VERDICT: Very nicely done, but an
unutterably dull game beneath the

attractive facade. For the terminally
untalented only. *

GALAXIANS

(17 Bit)

o N A
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Galaxians: classic visuals, pity about the
way everything moves - rather jerkily.

Attentive readers will remamber my
savage dssappoiniment SsUE@ when a
clone of lop vinlage arcade shool- em-up

ASTEROIDS DELUXE

{Ken Kumar)
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Asteroids Deluxe: Classic white-on-black graphics (or lack of them), bags of inertla,
and brilliantly mindless gameplay - there are still few more playable games.

Galaga turned out 1o be a bt of a non-
working disaster. Imagine the thrill, then
of discovering this in the review pile. Well
S0t af

Despie the tille, it is indeed a Galaga
game. and it does indead work, and it
does have mosi of the coin-op featuras,
bt style-wisa it's just simply not thera
Character movement leaves a bil 1o be
cesirad in the smoothness department
and the sound is particularly flal and drab
That's pretty much all that's wrang with it
but then there's so little 1o the game in the
first place that if you screw up the
character movemeni and the sound
fhere's not really a heck of a ot laft, It's nol
awfiul by any means — some of the akien
altack patterns are quite cute and there's a
decent level of difficulty — but the feel for
the anginal 5o avident in, say, Smash TV
The Rip-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

(Virus Free, disk 2405)

Shanghaitime again, folks. This lime
thouwgh, there’s a bit of a diflerence. While
Dragon Tiles is the same old Mah Jong

nd on and on it goes... Old

arcade games just don't want

to die, and Asferoids seems
more obstinale than most. To prove
the point, hera's another cracking
variant on the game, to go alongside
Amigoids, Cabaret Asteroids and
Lemmingoids.

Making it that little bit differant to
most is the fact that this is, in fact, a
conversion of the little-known Atari
coin-op Asferoids Deluxe, a sequel o
the first Astferoids game, which was
essenlially the same thing as its parent
but a lot meaner and with a couple of
extra bits. What's happened here is
that Canadian programmaer Ken Kumar
loved the game so much he went out
and bought up a load of spare parts,
used them 1o build an Asteroids
Deluxe machine in his kitchen, and
then did the closest conversion he
could manage for the Amiga.

Pratty damn close it is too, with
all the features of the arcade monster
(er, rocks, spaceships and funny
hexagon things that chase you all aver

Dragen Tiles: With Activision's Shanghai
unavailable, this could be a very good bet.

inspired tile-ramaving game it always was,
this version of it gives you a choice of 15
different starting layouts, which all call for
slightly different strategic approaches. Gh
"yeah, and the dasigns on the tiles are
quite sweel oo, especially the Miner Willy
one. Thera's no sound, thaugh. And no
cheal made or move-retract or anything
like that. And, um, thal's it, baskcally
While it's the best Amiga PD

Shanghal game so far, probably, | can see
NG reason why a version as good as this
with options shouldn't be in PD very soon
Still, if you want one now, and haven't got
a dozen already, this is the one o get

VERDICT: A five quid shareware lee is
probably a bit optimistic, bul this is
aboul as nice 8 Shanghai game as
you'll get. A little bare on the options
front, though. & &

the screen when you shoot &t them),
and a few exira ones besides.

Well, about three actually, in that
you can change your number of lives,
the point at which you gel extra anes,
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 nat
quite as slick as Cabaref Aslerolds,
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 you). If you
think you've got the better of those
pesky space-rock blighters, here’s
your next challenge.

VERDICT: Excellent conversion of
a classic game, and that’s all
there is to it really. More top
entartainment for rock-haters.

E & 4.8 84



SHMASH TU: THE RIP-0FF + DATACLAN GAMES DISK 2
+ ONE MAN AND HIS DOG

{Mark Gallacher)

ell, it
shouldn'l lake
you long to

L Tt
‘g'_...

work oul what this
one’'s all about. The
second PD tribute to
that grooviest of
arcade genocidal
blasters, Smash TV:
The Rip-Off is far and
away the belier of the two

(see Smash Telly, issue 13,

and nat only that, it's better in

many ways than Ocean’s official
conversion. It's faster, 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 porl, and it's one

of the best PD games we've
ever seen, basically.
Haow the firing
syslem works is this -
you simply fire in one
w «7 direction unless you
== hold 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 Liamaltron and works
here too. it really makes you wonder
why the ‘real’ Smash TV conversion
didn’t handleé things this way in the
first place.
That's it really. This is gloriously
psychopathic action from start 1o
finish, and with no slow-down no

Budda! Budda! Budda! Phow! Phow! Phow! Blam! Blam! Blam! Etc. This is, perhaps,
the most enjoyable Smash TV vertion we've seen (but don't tell Oczan we said that!)

matter how many dozens of enemy
sprites are knocking around, either.
You don't really need to know any

maore than that (well, excep! for the fact

that it's ona meg only), do you?

VERDICT: Absolutely fabulous
blasting romp - if you ever liked
Liamatron, you'll love this. Three
quid shareware fees have never
been betlter spent - get yourself a

Thought not. copy at once.

= —
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Above and right: Brakka! Brakka! Brakka! Pow! Pow! Pow! Eic. More mindless mega-
death from Smash TV: The Rip Off. "Nice' blood splat effects on the ground too.)

above), and il that hitile lot for the price of a
stamp sounds like a bargain 1o you, you're
not as daft as you look.

FLdiE oves

VERDICT: Some exceplionally good

GAMES ; games all conveniently bunged onlo
DI s K 2 two disks for your playing enjoyment. It
- would be pointlessly stupid of you to

(Dataclan) _ s MiSS it, 4 d s v %
LIIHED g Get the sheep in the square. It's easy - Net! =
After the success of Dataclan Games Disk . E
1 (zee last issue), our tavounte PD pecple Well, yes, alright, so Mr Munk dogsn't loak ON E MA“ was a sheepdog simulator. Basically, you )
of the month (because they do it the way it like the most amazing thing ever, bt it's contralled a sheepdog, you had a shesp >
should be done - send a blank disk, or two  quite good fun te play, henesti. And there's AN D H I s DOG pen somewhere on the screen, and a load =
in this case, and an SAE and they'll send lotz of ether great stuff on the disk toe. = f of sheap flitting around which you had to
you the stuff, No £3.50 ‘Licenceware (Highland, disk 21) hard .mﬂ the p?nn by, E&&enha:y. standing g
hera) have come Up wilh a sequel painter game), Megaball (hugely popular Good gref, | haven1 seen one of thesa in behind them, I was great fun. And now .
Whal we've gol here 15 a two-disk Arkanoad copy, alihough | don' lke it a long time. Way back in the days of the ¥ou can do it on your Amiga b |
package for one meg machines anly, and myself), Rollerpede (groovy Centipede), 2481 (sigh), every other type-in program
it features soma more axcellent titleg Shoat Out (fabulousty mindlass blaster), in a magazine {yes, you used lo actually VERDICT: You don't often see a blast e
several of which we've already puton our  X-Fire (tricky maze shoat-'em-up), Wizzy's  get programs lisled out on the page which  from quite this far back in the past. c
coverdisks. The full listing is Zaus (brilliant  Quest imindbending platiorm adventura you typed in yoursell — no coverdisks in Totally ridiculous, but good for a laugh, r
Fuzznic clone), Drip (all-time PO classic puzzler) and Mr Munk (er, nona of the those days, all you MTV-generation kids) especially for kiddies. %% =
NEXT MONTH: CALVIN AND HOBBES! g
=]

This month's contact addresses: KEN KUMAR, PO Box 443, Dartmauth Main, Darimauth, Nova Scotia, Canada, B2Y 3¥8; VIRUS FREE, 31 Faringdon Fioad, Swindon,
Wiltshire, SN1 5AR Tel 0733 512321; 17 BIT, 151 Floor Offices, 2/8 Markel Street, Wakefisld, WF1 1DH Tel 0924 366982; DATACLAN, c/o 17 Saliford, Allerdene Est, Low Fell,
Gateshead, Tyne & Wear, NED 6BG (send two blank disks and SAE); HIGHLAND PD 255 Drumossie Avenue, Invamess, IV2 35X Tel 0463 242431; MARK GALLAGHER, 116
Broomhill Drive, Glasgow, G11 TAS; and that's yer lot. See you next month

O
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POIN'I'S OF VIEW

It’s back! The incredibly-hard-bit where we try to sum up the month’s blg games in a couple of words!

B = e o Dl TR

WIZKID JAGUAR XJ220 STRIKER SENSIBLE SOC MONKEYI52 HOOK T'l" HSEMLI. ISHAR

Gremlin won't vd'rﬂi- Got me inte lﬂhlm Good butne  Parts greater
be quaking... ﬁ-thuvh...'l werldbeater  than whole
A ifti' inu- * ko

MARK V'l wait for sEcond Better than Wind of Originality
RAMSHAW Cragy Cars 1 best footy uhl-l 2 Iuht REI-2 alright Lo
ok ek e ke o o

i'i.'..

. e :
HOSTILE BREED TEMPTRESS  RISKY WOODS

Average but
stibl fun

LA 8

MATT
BIELBY

STUART il Abitela Very e i Haven Baseball - Haven't A bit over- ! Fun but very
cAMPBELL B PR good, but... W playedit  crap, isntit?  played it complicated limited
L8 & i i LE & 3 L8k

One of
millions
-

GARY We've seen it Haven't Haven't Haven't Hawen't Haven't Haven't old
i
PENN all before played it played it . tlplml plared it played it played played it lashioned
ok FUrararare ok

It was how computer games began. Celebrate
back in issue two!

An oa I'dr r . cl Haven't *"’ njo
=RT - PR s ~ePt TaeEs
every possible variation on the classic game-style
you can think of with us, including the results of
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

o2 S50 INVADERS?
#‘-""‘“
our Win A Job With Bullfrog competition from way
guide! REVIEWED! Dojo Dan, Ashes Of Empire, Crazy Cars lll, D-Generation and more! DON'T MISS IT!

-
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- Serously Good Music |
- Seriously Good Music 2
Seriously Good Music 3
- DMOB Music 2

DMOB Music 4 (2 disks)
Rebel Megablast
Micromix 2
- Amiga Charts Mix 3
D-Mab Music 3

Titan Trax |

Amiga Charts Mix 5
D-MOB Music 3
Arnie Swarzenaggar Total
Remix (2 disks)
- Digital Concert 2
Digital Concert 3
- Digital Concent 4

Digital Concert 5

Digital Concert 6

RAF Megamix |

Bat Dance Remix

Ben Elton {xxx)

DMOB Music |

Flash 2 {disks)

Debbie Gibson's Electric
Youth (2 disks)

Betty Boo - Doing The Do
Band Aid 11 (2 disks)
RAF Beat Thiz |
RAF Beat Thiz 2
- RAF Beat Thiz 3

RAF Megamix 2 (2 disks)
Amiga Charts Mix 2
Amiga Charts Mix &
Miami Vice Theme (4 disks)
Laurel And Hardy (2 disks)
- JM Jarre - Definitive

CD Player Demao (1 Meg)
- Flash! Queen (2)
Techotronic Remix
- Crusaders Bacteria
ScooPex Beast Sonix
Digital Concert 5 (V1)
- Crusaders: Genesis
Depeche Mode Mix Disk
Seal Crazy Remix (1 Meg)
I Think We're Alone
Evervbody Dance Now
Doing The Do (Remix)

Move Any Mountain

- Charly Remix

- What Can You Do For Me?
Bruno Music Box (2 disks)
- Manic Raves (2 disks)
Star Trek Theme

- Journey Into Sound
Looney Tunes

- Vogue CD Player

- Flashing Bvies

- Rﬂm.'ml:k-j The Time (Remix)
- Enjov Live

- Rave Around The Clock
Raver's Delight

Genésis

- Dirty Digit Songs

- Phil Collins

The Wall By Pink Flovd (6 disks)
Desire Lego Land

Manic Raves Remix

BOE State Remix

The Equiliser

Music Dream 2

Four Seasons

Flash Team Music

Move Any Mountain

- Roger Ramjet

- Crazy Looney Tunes

0ld Soul Remix

- Stand By Me

Myv Girl

- Simply Red-Stars (2 disks)

Amazing Tunes (1 Meg) (3 disks)

001 - Sound Tracker Collection
(3 disks)

U012 - Mega Utilities (175 utilities)
U024 - Sid Chi Utility

U039 - Amibase V3.76

UD42 - Front Disk

U043 - Kim Database

U059 - Clip Art

UD62 - Ultimate PD Copiers +
Virus Killers Disk

UDa9 - Demolisher Utilities

Uo7l - D- l_an

U073 - Hard Disk Utilities

U074 - Easy Back Up And View 80

U075 - Pascal C Compiler

U078 - ASD0 + Utilities (For The

ASD) «only)
U080 - Turbotitle
UD&I - S-Movie
U082 - Graphs
U0E3 - Drawmap V3.1

UDBS - RBase 11 V5
U086 - Text Engine V3
U025-5id V1 &

U091 - Opul Utilities 2

U093 - PCQ Pascal
U094 - MUK V2.1

U095 - Zerovirus + Bootx V4,30
1096 - ST Emulator
1098 - Amibase V31 6.7
1099 . M-CAD
1101 - C Manual V2.00
1103 - [conmania

1104 - Messysid 11
1105 - Insanity Tools
DG - |t'|'|;'||1:-|.11:;| V4.0
107 - N-Comm V1.921
108 - Amiga MCAD
109 - D Paint Carnoon Brushes
- I Paint Font Disks (4 disks)
2 - Ham Radio Utilities [,‘_\ disks)
i Programming Disk (2 disks)
7 - Sound \.F\F\ILL.mlma {2 digks)
9 . Video \pl‘.lll._.gl:umk (2 disks)
£ - The Comms Disk

- D= Paint Clip Art [ 2 disks)
HI'I '|p'1d|.‘|:-{'-:|.|pﬂ||1~.I-J--dll.iucl.l-
12 - Genealogy (1 Meg)
1066 - C- l’i—"' (] Me
J135 - New Super l\lTIm
U138 - Electrocad V1.4 Demo
U139 - Spectra Paint V3.0
U140 - Language Tutor

1
|
1
|
1
12
1
I
)

el el el el sl el el el el ] el el el ] el s el s el e e
—

U145 - Database Master 2.0

U146 - Dynamite Brush Fonts
U147 - 'I'ﬂ.-'l.r 'lll'.:i. llJu'-.l:n,j P'l'(ll_'l.'h"vlll'
U149 - Med V3. 10

L]""I Dice V2.06A

U152 - Pagesetter Clip An { 8 disks)

L ]"‘-l Night Flyers Utilities I
U156 - Vector ball Editor (1 Meg)
157 - Antivirus V3.14

U158 - Kids Paint

U159 - Text Engine

U160 - Windows Bench

U161 - PDS Urilitses Nol Printing Utilities
Ul63 - NComme V1, 921

u ]t'--i Work Bench 2+ Work Station
- Video Screens

- Cursor Basic Compiler
U168 - JRComm V1.02

o

U171 - Super €. Commands
U172 - B Suite V1.4

U173 - The Ripper Guide

U174 - Jam Ripper V1.7 Jam Cracker V1
U175 - Beatrix Potter Clip At
U177 - Thiel Sound Ripper V3.0
U178 - Faulty Towers Samples
U179 - News Flash 21

U183 - Swag No 4: Fractals

L'184 - Little Bench

U185 - Ploating + Graphics: Plot-X-Y

U186 - Draw Map V3.1
G001 - Star Trek 3 (2 disks)

G006 - Breakowt Construction Kit
G008 - Board Games {Monopoly etc)
G014 - Buck Rogers

G015 - Star Trek { 3 disks, 1| Meg)
G016 - Tennis (1 Meg)
G020 - Train Set

G024 - Pipeline

G026 - Treasure Hunt
G031 - Drip!

G033 - Jeopard (1 Meg)

G034 - Dragon Cave

G037 - Seven Tiles

G038 - Pom Pom Gunner

G043 - Memal Image Games Disk
G056 - Strategy Games

GO5T - Simpsons Game

G059 - Bionix 11 (] Meg)

GO62 - Atic Atac (1 Meg)

G065 - Batile Pong (1 Meg)
G066 - Frantic Freddie

G068 - Air Ace [1

G0&9 - Down Hill Challenge
{“]Tﬁ = |.|.'-|I1'I.,'|I:|'|:-|'1

G071 - Sky Flyer

G074 - Revenge Of Mutant Camels
GO75 - Jet man

G077 - Asteroids

G078 - Twintris

G079 - Card Games

GOR0 - Battle Cards

G021 - Mind Games 21

GOR3 - Sword Of The Warlock
G084 - Solitaire

G086 - Scramble

GOAT - Dungeon On Nadroj

G083 - Roval Boulder Dash
G090 - Sub Atack

G092 - Mega Ball

G093 - Air Warmior

G095 - Super Skoda Challenge

% SPECIAL 4
OFFERS

UNBRANDED
BLANK DISKS
38p EACH

DISK BOXES

£ 1 Cap 1000 99p
3.5 Cap 40.........£4.00
3 .Cap 80.........£6.50

Mouse Mat............E2.99
1000 Disk Labels...£9.99
512K Memory Upgrades
With Clock ..........£32.50
Without Clock.....£28.50

We also stock Fred
Fish disks 1-596 &
T-Bag 1-59

\E iy

D264 - Shark An MOD1
D278 - Madonna Hanky Panky (P) Moo2
D240 - At The Movies (2 Meg) MOO03 -
D279 - More Aerotoons (1Meg) (F) Mo11
D280 - Amy V.S, Walker Anim Mo12 -
(1 Meg) MO14 -
D294 - Life OF Brian (P) (2 disks) MO16 -
I D297 - Anti Lermmin Demo ( 2 Meg) Mo022
| (2 disks) [ ht“:u.
|| D298 - Robocop Animation (1 Meg) ::m';‘ )
| -y M029
D300 - Silents: lce Demo ““;4 A
D254 - Virtual World (1 Meg) ¥
D150 - Windsurfer Animation (P) M35
D315 - Mr Potato Head ( 1 Meg) (P) | mo3s -
D316 - Creature Comiorns Demo MO37
D318 - 3D Pinball Animation (1 Meg) | M08
(P) MD39
D001 - Walker 1 (1 Meg) MO0 -
D002 - Walker 21 1 Meg) M042
D003 - Walker 3 (1 Meg) MD49
D004 - Cool Cougar (1 Meg) MD57 -
D012 - Rebels ."|.1|.'i_'.1-;11:r'|'|1|- MOE]
D014 - Space Ace Demo MI102 -
D023 - Stealthy 2 Anim (1 Meg)
D028 - Budbrain Mega Demo M114 -
(2 disks) Mi2]
D047 - RAF Megademo ( 2 disks) 3'”'33 -
D045 - Arse Wipe Adven :: ; T,:
D059 - Red Sector Megademo M135
(2 disks) ;,m:,h'
D062 - Red Sector Cebit 90 MI127
D077 - Good Moming Vietnam MiI3d -
D038 - Silents Megademo M136 -
D{95 - Outsiders Acid Demo Mia1
D115 - Vision Mega Demao 4 M43 -
1| D127 - l']'llll'll'r_‘. Brown Midd
D134 - Garfield Demo MI159 .
D147 - Neighbours Slideshow Mi1al
D148 - Viz Slideshow MI133 .-
D151 - Robocop 2 Slideshow MI57 -
D153 - Epic Game Demo (1 Meg) M151
D158 - Operation Vark M132-
D160 - Exodus Real 3D (1 Meg) MI156 -
D163 - Probe Sequence M85 -
D164 - Slycath Amazing Demo Comp MIi86 -
D168 - Horizon Mega Demo "'”H." s
D169 - Budbrain Mega Demo 2 "'”f"‘ :
D176 - Jasper Carrot Demo '\'”‘:‘.I] 3
D184 - Dragons Lair 2 Demo ::,::'__‘]
D185 Wrath Of The Demon Demo M1G4 .
D187 - Batman The Movie Demo Mi95
D251 - Decaving Paradise (1 Meg) M99 -
D264 - Hardwired (1 Meg) M201
|| D225 - Phenomena Enigma M203 -
| (1 Meg) M205
D231 - KGB Mega Demo (2 disks - M 208
I Meg) M208
D237 - Silents - Global Trash M209
|| D240 - Vic Reeves Demo { 2 disks) M211
D241 - Rav Of Hope ( 2 disks) M212 -
D247 - DMob It's A Lame Demo M216 -
D284 - Odyssey - Aleatraz (5 disks) M217
D312 - Anarchy - Seeing Is Believing | M225
D325 - Hynautic Hammer M226 -
D327 - Greatest Demos Vol 1 _!.1_';___'.:1; v
D330 - Greatest Demos Vol 2 M230 -
D333 - Greatest Demos Vol 3 M;':J' ;
D345 - It Came From The Desent '::!:,"fl
Demo ‘.::‘:E ;
D346 - Harry Meets A ST Owner M24 -
D347 - Shuttle Cock Animation :"-I“‘::'J :
DSE'-I- = .\q-\.:':--"u -."5-]1-.11:&‘1”';'\ !,'1;:\.'
D357 - KGB Mega Demo 2 E“Er:'.,'q
D359 - Kefrens (hl'iu.h in Dragon M260 -
D370 - Terminator 2 Slide Show M2&5
D379 - Navy Seals SlideShow M269 -
D388 - Track Ro Vectra M271
Please make cheques and posral orders pavable 1o
Ulitirrate PD
The Ultimare PD Mag - Catalogue disk is aveilahl

far 75p or free with orders of 2 disks or

All disks are 99 each, some titles are on more

disk

R |

Please add 50y pdp ro th
5 please add 30p per disk and

ovld add 7.

E !
P ey disk




TOTAL! The only magazine dedicated
to Nintendo gamers, full of reviews

and tips for the NES, Game
Boy and Super NES! e

you should stick

Our logo. Proudly displayed on the with the bazooka!
shelves of all good Newsagents!

Oh now look!

Funny isumEL of

It's not my fault!
This flippin’ thing's
< got alife of it's own!
| nearly had my eye
out just now!

100% FOR PLAYERS OF B Gam: Boy

NINTENDO 5 e 295

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

o ;{-I‘-rf «f\ y : R Japanese and
: ..:—-' < = : B American imports!

. SNMIB4 on SNES! Star
!i pages of tips:

12 stunning pages of tips with player’s guides for Super
Mario World (SNES), Star Wars (NES) and Duck Tales (GB)!

Got a Nintendo? Then get TOTAL.!
Issue seven is on sale right NOW!
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AMIGA POWER and PSYGNOSIS present
a CARL LEWIS CHALLENGE competition

A REFLEX
MOUNTAIN

ThrHlLd an excited, as you might expect, By the impending release of their
remarkable new Carl Lewis Challenge athletics game, our pals at Psygnosis
are offering a superb aluminium ALX Reflex mountain bike, fully equipped
with Shimano LX500 bits throughout - and worth a massive £900! - to one

; »

lucky AMIGA POWER reader, with 10 copies of the game for the runners up. z

It you want to enjoy the summer, this is the way to do it... o

B

L

o

3

m

RULES AND REGULATIONS k|
(GETTING IN MY WAY) =

RIDE "EM COWBOY L

@ Sorry, but employees of It's a competition worth winning, aright, so how exactly should you go about i#t? Well, it is, as ever c

Future and Psygnosis are ludicously easy. Simply send us your answers these three untaxing questions -

not (not!) eligible to enter. =<

1) Name the Lewis out of The Professionals? -

® The editor's decision, no 2) Name the Lewis who wrote Alice In Wonderland? 3

matier how twisted, is final. 3) Name the Lewis-related island off Scotland? &

@ The closing date for your Got that? Okay, now just write your answers down on a postcard = or, if you wish, the back of an envelope
entries is 31st July, 1992, - and send your eniries in to God Helped Me Do it Compatition, Amiga Power, 29 Monmouth Street,
Bath, Avon, BA1 2BW. Thal's it, now off you go to the next page. Go on, on your bike

O
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BUILD MUSCLES Crazy SuMMER OFFERs FROM BCS|

AMAZING MNew AG00
| 5l 312 psoo [EEE
Eu!l;gggggsg;eume Disk Eua{r;gt;ﬂe cap stackabile box
YOU CAN BUILD 10 ;:g' S0 i e KT O0
150 3.5* i e 52 50 ~
A FANTASTIC POWER 200 3.5 DS/DD ... o E69.00 [ 5 13‘3 :f_gﬁi* E?lﬂ
PACKED BODY IN ONLY S AT : g
12 WEEKS! Price includes VAT & P&P 3.5" DS/DD Disks & boxes
: - ifetime Di
MEW! Fastest and best way to build ((10035TDSMD )" ool oo orc ) 5!34551'\!5"32%31 %r&n&tﬂ
muscles and strength without weights - £61 5.95' DSHD 39p || 1000FSks + 100 cap box . £4050
EVERI SCIENTIFICALLY PROVEN. | inc. VAT & p&p Q250 vk + 100 can o/ EH
Just 20 minutes daily in the privacy of your ——— | 00 cisis + 4x 100 owes £149.00
home will develop an amazing physique. HEW i g 5-1:0;’:-, In: 100 L-;.c;_&;:;;un
3.5" DS/HD | [ BAMX BO + F15 Softeare » € includes VA
- idi BO/YO CAP || oy Mertensnce
MUSCLE DYNAMICS is o new bedybuilding system bmed. on 60p £9 .95 iow nuock | 0 Eo B TR
principals developed ofter years of exhaustive research. tis a ; £928 3 100 cap bex £4.50
total exercise programme involving the very latest scientific L 10 cap 3.5" Bow .._£1.00
breakthroughs in the field of muscular development. It is the 1035* 14° Monitor W o (C. 800 GOk N Tt
fastest, most effective way to build muscles in existence. ;E:;:—.JJ Stand£8.50 HD bose 10 £905
Prirter Stand Star LC-24-200 Colour Print
NOTICEABLE RESULTS IN 28 DAYS GUARANTEED £7.50 ceso MEIOSUN Lo Rar
Send for exciting FREE information pack today AMIGAS A AR
_____ AS00 Basic Pack £299  Amiga Detascan Prof . £14%
_____________________________ CDTV 445 Mo+ clock E30
| MUSCLE DYNAMICS (AP), PO BOX 40, GATESHEAD, NEB 1PD Cartoon Classic Pack .. E305  Mew AsO) £358

I Yas! | won! to build muscles fost. Please rush me my FREE information pack! | AS00 Plus 1M Upgrade £57  Mew ASDD + R0MB HD . £459

" | Cumana drive £58 GwWiESMbHDA £345

| Mame !

: d | STE Duscowery Pack § E960 Farmidy Cumculum Pack . C199 349 Ditchling

IM ress i ACCESSORIES Road, Brighton,

! I £975  Naksie Mouse o] E. Sussex, BN1 6JJ

I ORI T P PR P R PR : I-_Ll:.-:z: ;:r':::: .r-'f: L:" ;;: gy 1;-':' i—; T.I: {021 3] mzﬁg

: S N s s e e Posicode I TR T or (0831) 279084
fE50 Mouse Port Bt Lesd RN Due fo disk shortages prices may

||. (A stamp for reply oppreciated) J' 1 Cover. £5.00 PC Sevial Mcuse £99 00 change withaut notice

ANY 10 GAMES
Ay ANY 25 GAMES
ftware , 5
Please tick the boxes below to indicate which ALL 5 O GAMES

games you would like. "
CHOOSE EITHER 10, 25 OR 50 GAMES

| ALL 50 GAMES1! 3 TG4 FRANTIC FREDDY 4 TGIT WET BEAVER GAMES i
I Thck hsere if you would ke sl 50 games fsr only £20¢ “Monatrously sddictive platiorm and [sdders romp” Hrill Ping-Pocg games with grunt ‘n’ groan “Thiis versian is probably the best® i
12 TGOl WIZEY'S QUEST Amige Pracys. samples Arupa User Infermationa! ]
: ;":;:lu "r::ulld r\;v up la L'-'llr:a.-r 5 gamse of this quality® 3 TGIS CAR J TGCH DESTINATION MOONRASE d TGAD CABARET ASTEROIDS :
trgd LT -ll'n"'.n.'.:'.wa: Brilliant car racing gams” Pudlic Dosmain Tricky little space landin me Iim Barber "More playability than many more moderm games
13 TC82 LLANATRON PR 2 TGI8 DRgF 3 TGO NAKAMOTA 0 i %" Prablic Domain i
I al:rr"‘:-;fﬁuf' absaluste non-stop blasting ;:h'-uh.' B w :hIL'mlr}l: blewwing a few quid on Frantic Freddy style plat form garme 4 1;5““1‘-'1[5'30!:“54 : 1
e uy it nonw” Amaiga Power, 3 TG0 SEA LANCE "Eacellent St Amigs Formaf 1
i J“l'rﬂ: -"”'”L'*I it‘:“-'—* Lo 3 TGI7 BACKGAMMON rikek graphics, good presentation._ | love it* 2 TGAZ FRUIT MACHINE [
: o 'lrl:-ﬂ.'l-mﬁ.l:l::lsl:;lﬂ:;‘:"b'ul "Rntih:‘ Claamc A pond garmne if you krow how Eo play i1 Amiga Format It's & shupid idea but snce you et slarted. :
NVALE! il i . " > k
| Space Invaders. I you still havent got it - GET IT = {TE: _;‘:'ﬁuffﬁl:? e by o TGI GUIZMASTER = F‘:L[":tlmj '”':'I_ o witheut 302 1
: 2 TGOS GIRL ACTIONS N 'I'Ll:i'gl t'l.l'l-‘F.JH b : i A bit short on questions but its easy ko add your i t-|-|:|..'\-illnrJ T :
A terrible pum bt an excellent galaxians game Poill o -. r & J - T e L .
I 3 TGOS PACMAN i }'[E;I;:l‘n '-‘.:l;';: 2:1 of the whodunnit board game 3 TCI? DIFLOMACY ] TMI- Fr\"l-'E Jfl 'N.\F;R = |
i Arcade look-alike. Much better than Pacman 87, > i - ol Fresmi the board game of ihe same nami Bnalderdash game with some Lemming: like !
TCOT MOUTHMAS Everything you'd expect from a comamsercial werseon . S = it fruazhes 1
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Are you lot mad or what? This month we have one
eminently sensible and well-reasoned letter (immediately
below), the usual number of complaints (including one from
A Famous Programmer), and lots of, erm, drivel. FRP freaks,
Gamesmaster-haters and Stuart Campbell-lovers, they’re all
here, and each one generally makes less sense than the
last. Enough already! The campaign for sane correspondence starts here...
® Address your letters to AMIGA POWER, Beaufort Court, 30 Monmouth Street, Bath Avon, BA1 2BW

LONGEST LETTER

winner

“1 CAN'T TAKE IT ANY
LONGER!”

Dear AP,

After reading your magazine since issue one, | can't take it
any longer! Mot the magazine - that's fine = but the letters
printed each month. Bit of background here: I've worked as
a games programmer for almost a decade now, since the
dawn of time it seems. I've seen magazines come and go,
and the same complaints on the letter pages. Someona
should put these paople straighl.

First, why complain about the price of games? £25,
£30 even £35, is a fair price. Computer games are a form of
entertainment, right? So how does the price of a game
compare to other entertainment prices? See a movie, for
example. £3.50 entrance fee, a couple of quid on popcorn,
nachos or coke, a few quid bus fare or petrol money all for
80 minutes entertainment. Even without food, you can see
five movies maximum for £25.99. That's eight hours of
entertainment. ‘Stu’ from Manchester should perhaps
ponder that when complaining aboul completing Another
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 walch it again for quite a while.
Rainbow lsiands suddenly becomes a hell of a bargain
considering the many (enjoyable) weeks it takes 1o master.

You can buy almost three CDs for the price of Geotf
(Sir Geoffrey — Ed.) Crammond’s Formula One Grand Prix.
But that game offers many months of entertainment - I'm
still playing it several months after buying it and will
probably still be in many months’ time.

The usual follow-up arguments to these points are
as follows...

‘Most games are crap.’ Yes, | couldn’t agree more.
80% 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 | enly have £x pocket money.’ Bul you have £400
worth of computer, you can't expecl to pay peanus for
stuff to run on it. Just as cars need petrol, tax and
insurance, computers need games. This should be
considered when buying the machine. i you wait 6-12
months, the game will probably be re-released at a lenner
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 aarn fairly poor wages
compared to people with far less knowledge writing baring
business programs for people in suits. And the hours can
be long, there isn't much job security and you slave for

months trying 1o produce something decent and then the
punters queue up to buy WWF because it's got a picture of
Hulk Hogan on the box.

‘But why should | buy something when | can get it
ripped off for free?’ Because it's illegal. And it's killing
your machine.

Perhaps the final point is the most important. As |
said, | work in computers. (Blimey, doesn'l it get a bit
cramped? - Ed.) Or used to. | 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 Amigas, but this Christmas will
probably see Mega Drive games oulselling Amiga ones.
Why? There's only one reason — you can't rip off a console
game. Well, you can, but it costs E150 for a copler so that
puts most people off.

| think an Amiga console is a good idea. That, or
releasing all fulure games on cartridge. Maybe the AG0D's
card slot will take off, but | can't see it. Why should a
software house support a very small card-slot market when
owners of ABDDs can run ripped-off disk versions anyway?
Universal cariridge releases would save the day, but only if
they are genuinely impossible to pirate.

Then those who complain about the price of a game
could rent them from a video shop, just like growing
numbers ol console owners already can. Then, if the game
is crap or they can finish it in 10 minutes, it only cosls a
few quid. A fair system of compensation for games rental
must be devised or the software companies, as well as
programmers like myself, won't have the financial
incentive to allow games to be rented.

| hope that someone somewhere stamps out piracy,
otherwise it's bye-bye Amiga. I'm fairly well resigned io the
fact I'll be reading complaints in ‘Console Power' or
whatever in & couple of years' time about paying £45 for
Sonic 3 or Mario 6 (That's a bit optimistic, | think. Some 8-
bit Nintendo games already cost over £50/- Ed.)

The 8-bit markets are already dead, save for the odd
twitch here or there. The ST is dying. Unless the punters
wanl the Amiga to be next, they should stop whining about
the price of games whilst copying everything they can lay
their hands on. Realising the price isn't that steep should
be the first step.

Yours feeling-better-for-that-rant, Peter Scott,
Dylan Productions, Bedlington

Lots of inferesting points thers, Peter, and one of the most
coherently-argued letters we've had in quite a while. All the
same, | would take issue with one point - computer games
are too expensive. | think we've prefty 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’l see games being the mass-markal
enferfalnment they deserve fo be when they cost such a lot
maore 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 whal we'll get until we're in the
shop . We're willing to risk £10 on something we don't
know much about, you see, buf we'd cerfainly never dare
risk £25 or £30 - and entertainment-per-pound, CDs are
arguably befter value than even the biggest game loo.

‘MORAL VALUES"

Sir,

| wish to complain most strongly about the
moral values which your publication, and
others like i, are instilling in young people
today. | am referring 1o your regular
reviews of that disgusting fantasy
role-play sofiware.

Mow | am a peace-loving ogre as a
rule, but ever since games like Eya Of The
Beholder and Dungeon Masfer became
popular, | am nol 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 lea came 1o
the boil, but these adventure types just
won't go away. They'll stand on my
doorstep for hours spouting nonsense
about fame and vast wealth until | sign up
for their quest (len days free home trial
and no commitment).

Mow you may think this is all
amusing, but for me and thousands of
fantasy creatures like ma, fantasy role play
is becoming a Knightmare (Arf! = Ed]. The
vamgpira family next door have been forced
o move oul by these people and yet you
still refar 1o these acts of violence and
apgression as heroic!

How would you ke it if me and the
lads came o your 1own, slaughtered the
population and locted your houses? Not a
lot methinks. So please show a little
considaration for underworid dwellers in
future, you'll find that deep down under the
scales, we are jusi tha same as youl
Yours, Boggit The Ogre,
13a Black Pit Street, The Dark Crypt,
Under-water Deap.

‘OFFENDING
ARTICLES'
Dear AMIGA POWER,
| am writing to complain about two lalters
that were published in kast monih's mag
The offending articles were written by
Pater Whelerlon and Pal Reeve. Both of
these letters had a bash at role playing. Mr
Whelerton seemed io believe that we are
‘introverted Dungeons & Dragons freaks
with acne’ while Ms Reeve called RPGs
coculty. Let's get a few things straight
Firstly, | play role playing games and
I do not betieve that | am an introveried
freak. Mr Whelerlon is moaning about a
biased and incorrect view of his hobby
while he harbours such a view about one
of mine. Let's not descend into name
calling, Il admit that there are people =¥
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who live on role-playing and take it very
senously, but the computer world has
these loo. | know of quile a few adolescent
computing freaks but | also know well
enough thal this i5 not the general case

And as for Ms Reeves' commenls
about the occult, | thought thal role playing
had got over that years ago. | have been
playing them for years now and a lot of
people | know do too, and not one of my
inends has ever dabbled in the occult. |
can clearly state that | am not a Satanist
nor do | go arcund worshipping some sort
of ‘demon’, | see no reason why a
Chrigtian should object to these games. In
the raresl and most extrema casa, the
character you control might be a blood-
letting demon-worshipper, but the player
still isn't, a very clear distinction.

Rounding off, | believe that
computers have a lot 1o offer role playing
and vice versa. | sinceraly hope to see tha
two hobbies get closer fogether, not
further apart, and | also ke to think that
the views in these letters are in no way an
indication of the general opénion of your
mag's readers but are the il-infarmed
ramblings of two ignorant people.

Yours sincerely, Mark Qliver,
Hornchurch

PS | can guess that you'll take a lot
of stick for making Rambow Isiands the
No.1 game again, bul I'd ke to cast my lol
by saying that it IS the best game -
anyone can like it, sim addicls, arcade
game fans and even role players.

“IN FRONT OF THE
ANT HOLE’
Dear SirSirs,
In the 13th issue of AMIGA FOWER | got
my two free disks, one of the games was
called Sim Brick. Inside the magazine you
said you would not bolher us with the
instructions but | just CAN NOT get past
the stone in front of the ant hole. Please
could you tell me what | am doing wrong?
Thanks for reading, Miss C Littlewood,
Stocktan

PS | am sure a lol of othier people
are having the same probéem and | think
they would like if if you peinted the

SENSIBLE SOCCER

winner

‘SCATHINGLY UNTRUE"

Dear AMIGA POWER,

| was deeply disgusted with your views on my excellent
game Kick Off 2. Having spent two long hard years writing

and researching the game, | was overcome with emotional
tearjerking turmoil when | was glancing through issue 13.

The reason for my turmoil was the comment, or
should | say the scathing criticism, that Kick Off 2 was an
‘Inexplicably-overrated pinball playalike that it really is"!
And then | read on and found another scathingly untrue
criticism, it's "Simply too frustrating by half’. Well, it's as
frustrating as Super Space Invaders is original.

I would also like to inform you that over 50,000 people
have boughl my game, it was Tth in last year's Top 100,
and Final Whistle is still in the present Top 100, so by
slagging off this game you are simply slagging off the

However, as an avid computer football player, | would
be very interested in what all the fuss is about with this
new game, maybe it could give me some ideas about my
forthcoming games Player Manager 2 and Kick Off 3, so if
you are feeling generous | could see myself forgiving you
if you sent me a copy of the full game of Sensible Soccer,
50 | could review it.

Yours sincerely jerked off, Dino Dini, Bristol

Hmm - interesting football gameSuper Space Invaders
analogy there, Dino. To be serious for a moment, though,
we're extremealy concerned that you're upset about our
views on Kick O 2 - it's not a personal altack, you know,
Just a view on a game.

Anyway, as any of you who were af 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 resuits in the mag. Unfortunately however, when
it came down o it Dine had te back oul due to pressing
Kick Off 3 deadlines {or something) so it now looks like
this potentially fascinating meet will never happean. (He did
offer to send three of his playlesters 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 fo print

people who bought it.

instructions in the next is5ue

‘IMPROVE YOUR
MAGAZINE’

Dear AP,

Hare is 8 suggestion which would improve
your magazine, Get rid of Do The Right
Thing and replace it with something betier
{such as an advert). It may sound harsh,
but it's the mest dull and tedious letters
page |'ve ever read. It may not be your
fault but if it must stay, at least do
someathing 1o improve it. How about
shartening it or making up soma of the
letters yourself, There must be some
readers who have something of interest
o 5ay.

Yours faithfully, Brian Jones,
Bridgwaler

Firstly, Brian, if ours is the duliest leffers
page you've ever read you obviously don't
ever read any other magazines. Secondly,
if you're g0 convinced that some readers
have things of interest o say. why haven't
you? And lastly, we'll leave the inventing
letters’ bit fo others, thanks. Naming no
names, of course...

‘THANK GOODNESS
FOR AMIGA
ACTION’

Dear AMIGA POWER.

S0, my family and | had just finished an

about Kick O 2. is time s over.

excellant turkey dinner and wouldn't you
know it, | had 1o go and make a large
deposit al the porcelain bank. Might as
well bring some reading material with me, |
figured, as this could take a while. So |
brought along the latest copies of AMIGA
POWER and Amiga Action. So I'm reading
away, and after a good hall-hour it's time
1o leave. But wait — there's no toilet paper
left! What's a guy to do? Thank goodness
for Amiga Action.

Yours erm truly, Dallas James Parker,
Winnipeg, Canada

'STARTING WORLD
WAR IV

Dear AP,

I'm afraid this is gaing to be one of those
long, discursive “state-of-the-industry’-lype
latters, bui bear with me, because | have a
Serous point 1o make,

It somecne tells you that ane of their
favounte pastimes is playing computer
games, what do you think? Wedl, YOU
probably think it's a perfectly reasonable
way of spending your spare time, but 1o
the average man-on-1he-strael it Qﬂﬂjur«ES
up one of two images, There is either the
socially-retarded acne-ndden D&D fanatic
{Hare we go again = Ed_} trainspotting
geek, or the moronic clinically-addicied 8-
year-old Nintenda beal.

These two images come straight
from the media coverage (or more

importantly the kack of it) which computer
gamesplayers are given. In TV shows and
films, anyone who can operale a computer
is about 14, called something like Melvin
or Kevin, and can lype instructions at
about B0 words a minute into a computer
that's capable of everything from making a
cup of coffea 1o starting Waorld War I,
(Yeah, Wargames was a greal movie,
wasn't if? — Ed.) The only coverage
compuler games are given in the news i
when some Amearican professor discovers
conclusive evidence’ 1o show that
computer games are responsible for
underachievement, petty cime and/or
serial numbers. (7 - Ed))

Up until recently, the only non-
magazine stufl aimed al gamesplayers
themsehias were the rather hall-heaned
attempts on Saturday moming kids®
shows, but as these were usually
sandwichaed between Thundercals and
some foal pouring gunge over Timimy
Mallet's head it's not surprising that they
didn’t reach a very wide audience

And 50 | come, inevitably, 1o
Gamesmaster, What a calalogue of
wasled opportunities. What we gel is
about a minute-and-a-half of extramely
dodgy game reviews ("And on the
Nintenda it's Extramaly Dull And
Derivative Platform Game. Great fun, the
best game I've played in ages: 96
percent’) surrounded by paintiess

AND ANOTHER THING...

« Well done to Matthew Addyman and Mark Porter for
spotting that if you press F5 on the menu screen of
our fab issue 13 coverdisk game Mad Bomber, the
game plays a quick snatch of ‘Holiday’ by Madonna
and skips you straight to level 13. It was certainly
news 1o us...

+« John Shields of Bordesley Green says 'Please
could | have a signed photo of Stuart Campbell and
Matthew Squires ‘cos my sister fancies them’. John,
your sister is completely mad.

« And on the subject of completely mad, several
people wrole in predictably whinging aboul 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 MO! YET MORE LEMMINGS!

KYLIE LEMMING - Same as a Blocker but uses
bloody awiul music to keep other Lemmings from
their doom. (The views of coniribulors do nol
necessarily reflect efc. - Ed.)

ROBERT MAXWELL LEMMING = Throws itself into
the nearesl 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 conlrols,

walking backwards at the wrong time, falling off
clifts ate.

KATE ADIE LEMMING - Locks for the nearest trap,
throws itsell in headfirst, yet still comes out alive.
DAN QUAYLE LEMMING - Strangely finds itself at
the front of every Lemming group, testing new areas
for hidden traps.

MAGIC POCKETS LEMMING - Same as a normal
Lemming but moves at a quarter of the speed.
MAGGIE THATCHER LEMMING - Sends 98 percent
of the Lemmings to their death, then gets John Major
Lemming to help oul and claims the glory for
rescuing the last 2 percent.

Thanks to Paul Bisson of St Helier for those. Gave us
@ chuckle, anyway.




‘Celebrity Challenges’, a manic presenter
whose excrutiating style ("Nudge nudge,
wink wink, whip out your joystick, ah
lads?") could only possibly appeal 1o
socially-retarded teenage acne-ridden
D&D fanatic trainspotting geeks or
merenic clinically-addicted 8-year-old
Nintendo brats (fing any bells?) and an
audience composed of... well, guess who?
Yes, it's our old Inends the gesks and
brats. Far from showing the unbeliaving
public that intelligent adults also play
computer games, it just reinforced all the
old steregtypes.

| read in AP13 that the BBC and ITV
are planning their own games shows, so
perhaps we do have something fo thank
Gamesmaster for: bringing the public
interes! in gamesplaying 1o the attention of
the TV companies. | just hope and pray
they don't follow the formula and deg up
more geeks and brats,
Yours, Paul Hunter, Edinburgh

And there we'l lsave the subject of
Gamesmasfer, | think. Leffers defending
the show againsf the barrage of criticism
aimed at it in the last couple of issues
were conspicuous by their absence, but |
think what we said about it before st
slands — yes. il's not the world's best TV
show, you might even think it's a lithe
crapfish), but it's not really for the ikes of
us in the first place. The bes! nows, as
Paul noticed, is thal the show's success
with viewing fgures might hopefully poimt
other TV companias in the video game
show direction, hopefully with slightly more
Qrown-Up resulls.

‘A SUCKY KISS”

Dear AMIGA POWER,

Hedlo AMIGA POWER. I've stuck the F-19
on autopilot and I'm not scheduled to
arrive al the primary targel for another 31
minutes (flying stealthy you see) 5o |
thought I'd take the time to write to you. |
seem 1o be fiying into the teath of an SA-
13 bt we'll forget that for a minute.

Thank you very much for the demo of
Pinbal Dreams. It is utterly funky, the
ultra-sexy cherry on lop of an insanely
erolic issue. Wizkid was only slightly less
good in being a teeny weeny bit oo shor,
but | don't like long demos very much any
church so it kept me jammy dodger.

Thal Rainbow [slands must be a
sucky kiss of a game to rank higher than
Speedball I, eh? It's a sphacelating
shame (Mo, we don't know what this one
megans gither — Ed.) that I'm an
impoverished stedent and can't atfard if,
but my thought was that being, as you
doubtless are, witly, creative, generous,
un-ugly pecple, you could seduce Ocean
into giving you an extra review copy and
then send it to me oul of the charity of your
hearts. Is that a rampant idea or what?
Anyway, you all love me. (If's trug, we do —
Ed.}

Yeah, and | was really interested to
read the Lifima Wi review but not exacily
moshing in the rafters at what you said
aboul virually needing a hard drive so is
there anything similar | could play from
floppy you can recommend? It's right
up my neighbour's street, so if | can
persuade her fo buy it | can use theirs
Cunning, what?

Anyway, toodlepip lovies, | really
must go. Thank you for reading thus far.

‘What man has crealed

Man can desiroy

Bring 1o light

That day of joy’
Philip Turner, Whitwell, York

PS Youll be glad fo hear | was
awarded a Congressional Medal Of Honour.

Oh wall, you can pawn it and buy a copy
of Rainbow Islands, then.

. GIVE HIM A
CHANCE’

Dear AP,

Being a greal fan of Kick Off 2, and not
100 percent in agreemeant with Rainbow
Isfands being the best Amiga game ever
{not even one percent in fact), | was of the
opinion that Stuart Campbell was a total
{We can't print this word — Ed). Then | met
him at the Amiga Shopper show. | would
liwe to say 1o all the people wha feel the
way | did (and | know there's a lot of you),
that he isnt. In fact, he's a good bloke. He
has reasons for not liking Kick Off 2, and
it's not as il he played it for five minutes
and said ‘This is crap’. He has given it a
fair chance and still doesn't ke it. So
please everybody give him a chance and
the respact he deserves.

Yours now liking Stuart Campbell,

Paul Sherifts, Northwood

Cheers, Gran - Stuar.

‘REALLY BAD
NIGHTMARE"

Dear AMIGA POWER,

| had this really bad nightmare the other
week. | was standing in WH Smiths
reading AP, and | dreaml that in the All-
Time Top 100 chan, Rainbow fslands was
still at the top. It was really ferrible,
everyone was laughing at AMIGA POWER
for bieing o unrealistic. Amiga owners, the
programmers, everyong stood there in
hysterics. It was all so embarrassing.
Thank God this could never actually
happen — | mean what with all the greal
games that have come out since last timea,
there is just no way it could be al the lop
again. Phew. It's just thal dream was so
vivid. Spooky, huh?

A Parily Toasted Cheese Sarnie, Kent

‘WIDE FAN BASE’

Dear AMIGA POWER,

What is this terrible aversion you seem fo
have towards football management
games? | don'l see why you were 50
surprised that Code Masters' First Division
Manager was the top-selling game in a
recant chan. To my knowledge football
managemenl gamas have always been
popular and it is because they have such a
wide fan base amang the gaming
fraternity. Let's face it {Snip/ - Ed.)

Yours, Jonathan Wren, Iiford

And that's all folks! Mare nexf monih.

I Surrey.

COMPO WINNERS

A MILLION WAYS TO FLY

First up, here are the answers: 1) Chuck
Yeager was the first man to break the
speed of sound. 2) Caplain A Roy Brown
shol down the the Red Baron — nol some
Aussie geezer as some of you seemed
1o think. 3) Charles Lindbergh was the
first chap to fly the Atlantic. 4) Captain W
E Johns created the Biggles books. 5)
Algy and Ginger were Biggles’ two
wizard chums. And the winners were:
Peter Tucker of Ramsey on the Isle of
Man; Peter Harrison of Byfleet, Surrey: 5
Durham; J Featherstone of Handforth in
Cheshire and Martyn Reed from Kenley

And the 15 runners up: GJ Sadler

Grimshaw of Guildford, Surrey; David
Challinor of Bibury, Glos.; Ben King from
mau-.m-s?:iﬂgmmm
The answer? _Zmﬂonm?ismla
Pacific Island (it's off Scotland).

Hat and gama winners: Richard Hood
from Doncaster; Lee Hinkins from
Huntingdon, Cambs; David Sayle of
Liverpool; Graham Laily of Kingston
Upon Thames, Surrey, and Derek Lloyd
of Meath, West Glamargan.,

Hat only: Danny Coates from Canvey
Island, Essex; J. Raa of Lincoln; D.J.
Steers from Ashiord, Kent; Darren Gray
of Newton Ayclifie, County Durham and
Jonathan Inns of Meston, South Wirral,

A500 PLUS COMPATIBLE
“:‘m.“-:“ﬁdf;:“m‘"p‘éﬂ:i‘;ﬂ‘.ﬁm? re

from us. All checked for

Are you an AS00
Why risk software pro

PACK 1
oo (sulb sim), Warrlor

{Might sim). Compilation
DHak [Bullron, Inviaders & others)
Star Trek (By T. Richiter - 2 disks]

PACK 2
Zeus [puele game), tle Cars
(30 shoot'em up), Return To
Earth |:1|:;||:1- tracling).

Truckin' [irading game-2 disks)
4 games on 5 disks £4.25

PRICES:-
Pick Any Individual Disk For Just 95p
Disk f::ﬂulugmr Listing Compatibility 75p
Mouse Mats £3.50 AS00 Dust Covers £31,.99
POST & PACKING INCLUDED

PATHFINDER pp Dert AP. 41 Marion Strect, Bingley.

MARQUIS DE SADE
Answers: 1) 360 degrees. 2) Owl (we
also accepled "Wol', which was how he
wrote it). 3) Nite Owl,

Winner: Chris Dunn from Edinburgh.
Runners up: Mike Bloor from Downham,
Kent; Anita Jonas of Caemation,
Gwynedd; W. Collins of Willenhall, West
Midiands; Trish Colling, also from
Willenhall, West Midlands; Miss P A
Alldritt from Wolverhampton; Robin
Jones of Bangor, Gwynedd; A Brumpton
from Bridiinglon, E Yorks; Bill Collins
from Wolverhamplon; John Abbot from
Harrogate, N Yorkshire and Nicholas
Hillier from Trowbridge in Wiltshire.

I'VE GOT A GREEN CONSCIOUSNESS
AND IT'S NOT JUST THE DRINK
Winner of the (much desired) office bin
bag full of all our old rubbish = a truly
crap prize — was ‘lucky’ Morgan Bowen
from Milton Keynes.

NO SWEAT: THE JOHN MADDEN
ANAGRAM COMPO
Winners: Emma J Keen from Sheffield,
South Yorkshire, who came up with
EMMA J COLD AND ALONE, NO FAB
SHIRT.

Shirley Harrison, from Hull: OLD
HAT MADE FROM CANNIBAL JONES.

Alistair Sturrock from Stevenston,
Ayrshire came up with STOLEN
FOODJAR CHINAMAN BLAMED.

Dale Gregory from Mewquay,
Comwall, whose answer was LAST
BOHEMIAN MANACLED ON FJORD.

And finally, the terminally crap
James Mountford from Solihull, West
Midlands, wha appears 1o have just
randomly rearranged the letiers to get
HJNO DSAEDNRAN MAIACE
TLOAFOBL. Completely useless, we
know, but he geats something because it
made us laugh.

Lots mora winners next month|

and compatibility.
GAMES PACK 3

Wu of The Mutant Camels [the
latest Irom Jell Minter) Soccer

ement, Wastelands (30
Mu rel. Wizzry's Quest
[puzzle/platform game], NU
|}'5|11’H:|[".'I:I.I upy

HImOd YOINY

§ games on 5 disks £4.25
* SPECIAL OFFER *
BUY ALL i P?CKE FOR
1

Alnr

Blank Disks 50p

CEEB |

West Yorkshire BD16 4NQ

O



PREMIER MAIL ORDER

Titles marked * are not yet availoble and will be sent on day of release.
Please send cheque/PO/Access/Visa No. and expiry date to:

Dept AMP10, Trybrldge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. 5513 1BJ
Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and
Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail Order only.
Telephone orders: Mon-Fri 9am-7pm. Saturday 10am-4pm. Fax orders: 0268 590076. Tel orders: 0268 590766
NEXT DAY SERVICE AVAILABLE - RING FOR DETAILS.

2 Hat 2 Hondle 14,99 Gountlet 3 14.99  Peowardrift 4,99

3D Construction Kit 3299 Ghostbusters 2 6,99 Powermonger 19.99 SPECIAL OFFERS

4D Boxing (1 Meg) 14,99 Ghouls and Ghosts 4,99 Powermonger Daio Disk 1 2.99

4D Driving |1 Meg) 19.99 Global Efect (1 Meg] 19.99  Predalos 599

4 Wheel Drive 1999 Gloc* 16.99 Prince Of Persia 6,99

Abondoned places 19.99  Godlather Action 19.99 Projectyle B.99

Addoms Family 16.99 Godiather Adventure (1 Meg] * 19.99 Roce Drivin 1499 FLIGHT OF

Agony 19.99 Gods 16,99 Railroad Tycoon (1 Meg] 22.99 TH E

Air Bus 2299 Grohom Gooch * 19.99 Rainbow Collectian 13.99

Air Dyel * 2299 Gunship 2000 * 22.99 Roinbow lslonds 599

Alr lond and Sea 2499 Guy bgw_.- - 26.99 Rombo 3 5.99 INTRU DER

Air Support * 1999 Hard Drivin &.99 RB| 2 Bosaball 19 99

Align g 5 146,99 Head Over Heels 499 Reoch for the Skies * 19 99 Now ONLY

Alien Storm 1699 Heroguest 1699  Roalms [1 Meg] 19 99

Alered Beos! 6,99 Hero Quest Dala 2.99 Red Baron [1 i"‘uq: 22 99 E 1 4.99

Amios 29.99 Harlequin 14,99 Red Heat i & 5%

Amos 3D 24,99 Harpoon (1 N‘L‘g: 2299 Eenegode 499

Amos Compilar 19.9% Horpoon Bomleset 3 299 Rick Dongereus 450

Ancthar World 1299 Horpoon Bomleset 4 9.9 Rise of the Dragon [1 Meagl 2699

AFE o0.99 "-ur::-:r-_-pFn Scenario Editor 13.99 R,—?_.— Haood 9 -9 1499 UPGH'ADE Yuun

Arkanoid 2 &.99 Haart of Ching 2299 Robocon & 90

Asrsanal FC * 16,99  Hitchikers Guide 7.99 E:;::-xn; 3 14.99 AMIGA TO 1 MEG

i_:.hq:-. c'l,qFT ;jl,r; o :, ;3 ::n:'ham . ::- t‘:: zl:srll:. ':-Ijzl Ale My Hamshers 4.99 1/2 MEQ Upgrude - £24.99
mawr Gaddon J v ocdian 14,00

Assoult on Alcatraz 146,99  Hunber 19299 p 7}:... 4,90 1/2 Meg Upgrade + clock - £26.99

Aoward Winners * 16,99 K+ 499 p Toe 2 5 a9

B-17 Flying Fortress |1 Meg)® 22.99 Indy Heat 6.99  puaky Wi C 14 0C

Bards Tole Tripe Pack * .. 2499  Indy Jones Alantis-Action * 19.99 pogoy Word Cup S50

Batman Coped Crusoder 499  Indy Jones-Atlantis Ady |1 Meg) 200 ek A ¥ 1 e

Batman The Movie 499  Intercapbor _ B9 ;::f;:ﬁr:a;?;?ir':':-nﬂ (! Meg) |g 33 lE MMJNGS

Batthe Chass 2 1499 Ivanhos 699 o 1 :WL taland 3 11 & g 4

Battie Command 19.99 Jack Nicklous Clip Art g . Jcte ey acnc 211000, g el NOW ONLY

Beach Valley 699 Jock Nicklous Extra Courses 990 o dow :;fg" 16 50 £14.99

Beostbyshers 11.99 Jack Micklous Goli T A vy 099

Birds of Prey (1 Meg] 2299 Jock Micklous Unlimited Golf [1 Meg).19.99 cl_“"""' *.'::' e I.f; 44

Blus Max :f' Mag] 19.99 Joguar X220 |1 Meg) R e Y s K rigi4

Blues Brathers 1699 Jomes Pond a.599 E':__“':' :_ WP o 3:1 ._;,;

Board Genlus 19.99  Jimmy Whites Snocker 19.99 SR o ; 5% 55

Bonanza Brothers * 1699  john Barnes [1 Meg]® 16.99 N IRTVICA 2 L] g ;

Budokon 8.99 John Madden . 1699 % lkwarm 5 E ':‘l;.\ SPECIAL OF FE Rs

% e 12 | onty £12

Codaver 1299 Kick OF 2 [1 Meg) 1] @0 Sim City 1. opulous Lty

Cadaver Data Disk 9.99 Kings Quest 5 (1 \'1*-!5._'.1: 2299 Sim Eorth 19 t:: 0 £] .99 EACH!

Californio Gomeas 5,99 Knightmare 1909 = "T{f'—'"" & ¥ .

Campaign * 22.99 Knights of the Sky {1 Maeg) 22 99 Ski O F"‘ _H oy Cﬂptl\l’er

Copcom Coallecton 1999 K.O 2-Fing Whille B.e9 g""-_-‘!-h';:" 10 £¥ c d

Coptive 12,99 K.O 2 - Gionhs of Eurape 7.99 apoce Ace. £0.59Y )

Castles (1 Meg] 19.99 K.O 2 - Return to Europe 7.9% Space I'_':_"C{' f_i L0 ”; aaaver,

Centurion B899 K.O 2 - Super league * 057 Spoce Crusode 6.9 ‘

Chart Atiack 1 1909 KO2 '-.‘gll"'"-"r:; E“ fics £ Qg ':-,P.u. & Gun :.ﬁ ;Q JGCI‘. NIEHGUS

Choos Erglr-e o 1499 Loser Squad 2 * 14,99 Special Forces |1 Meg) 22.99

Chaoos Smkes Bock (1 Meg] 14699 Lost Minga 2 499  Sirides 599

Chase HGQ 8.99 Lost Minga 3 18699 Siikes 1699

Civilisolion * |1 Meg] 2299 Leonder 14,99 Sirip Poker 2 + Dolo & 99

Conon the Cimmesian * 19.99  Leiswre Suit Larry 5 22.99 Stunt Car Rocer 6.99

Covert Action [1 Mag| 2299 legend ; 19.99 Super Hang On 599 JGYSTICKS

Continanital Circus B.99 Lemm s 14.99 Suspicious Corgo 19 99

Crozy Cors 3 * 16.99  Lemmings Construction Kit * 1629 Swichblode & oe Cheetah 125 + - L4909

Crickat {1 Meg) 9.99 Lemmings Dato Disk 13.99 Swichblode 2 16,69

Cruise For A Corpsa 19.99 licence Io Kil &.99 Team Yorkee 19.99 Comp Pro Extra - £14.99

Curse of Azure Bonds (1 Mag| 19.99 Llombard Rally 699 Teom Yonkes 2 * 1959

Cybarball 599 Loed of the Rings =R Teanage Mutant Turtlas 2 14,99 {}UICMD}' 2 TUrbD . EQQQ

D{'ﬂe:r- Thampson Challenge &99 M1 Tonk Ploloon 1999 Terminotor 2 14,99 .

Death Knights of Erynn [T Meg] 9.99  Magic Fly B.99 The immonal [I Meg) 899 GQuickshot 3 Turbo - £9.99

Disney Animafion 59.99 Magic Pocket 1699  The Manager 15,00

Dizzy Collection 8.99 Man Und Europe 1699 Their Finest Hour 19.9¢ | Quickjoy Jetfighter - £10.99

Double Drogen 899 Max 1999  Their Finest Missions G99

Double Dragon 2 8.99 Mega Traveller | [1 Meg) 1988 Thunderhowk 19 06

Double Drogan 3 4699  Mega Traveller 2 (1 Meg) * 1999 Tie OF 16.99

Dreadnought 1999 Mega Twins 149  Titws The Fox 1499

Cuna * 1999 Micreprose Golf |1 Mag) 2299 TNT?2 19 09

ElF 1é {+7=] f\'--rlr_'urau.' 51:.\:-;|\r b & 00 ..L_"': 16 00 BL.A.NK DIS‘KS

Elvira 2 1Mb 2499 Midnight Resishonce - ?9 y & 00 Unbranded

Epic 1989  Midwinier 499 Turbo Chollenge 4.99

Eure 5::::1:[" n 14 gg Michwinder 2 |1 Mag) ?3 j? 'ua:.h-_'nfl-u n-r;_qr 2 1499 10 x 3.5" DSDD - £5.99

Eve of th ht 11 Mg | =] Moonstona |1 M 1999 - ¢

Eye of the Beholder || Meg 1 \oonsions | g tha Ohutrus Pl -

Eyw of the Behalder 2 (1 Meg) 2199 Myt * &.99 T:'J'::ET :I 44 20x 3.5"DSDD - £10.99

F'I.S ?-_h-'-e Eagle 2 (1 Meg)| 22 ""r P .r.fu_".r-f.:l Slary 4.9 TV Sports Bassball * 19 99 50 x 35- DSDD - E?EI"?‘?

F1é& Combat Filot 8.9¢  Minjo Collection 3.99 v %ocuts Foothal 7 60

F19 Stealth Fighter 19.99  Operation Thunderbolt 699 \jiima & 1 Meg) 19.99 100 x 3.5" DSDD - £44.99

Falean 3 : 24 Yy ;lrl: rasants .99 Unteuehables 599

Ferrari Formula | B.99 Oparation Walf 599 1 -

Final Fight 16.99 Ouirun 699 UMS2 (1 Meg) 19.99

Fire And lce 16.9¢ Outrun Evropo 16.99 H‘:f’j';‘ D Dk = g Branded - TDK

First Samuari + Maga Lo Mania 19.99 Poper 2 16.99 o o = ] 3.5"DSDD - £1.25 Each

Flog * 299 Porasal Siors 1 & 9 Warlards (1 Mec ‘54:&

Flight of the intruder 4.99 PGA Golf Courses 0P Lone LT e s

Flood B.29 PGA Tour Golf 1699 'Eb{:':lh. ”‘;r‘:

Football Crazy 16,99 Pinball Dreams 1699 Wiz ¥ ; i

Football Director 2 |1 Meg 1699 Plan 9 Form Outer Spoce * 19.59. SWNEIRE oo . :

Fargotien Worlds 4.99 Platoon 6. 99 .ﬁwdﬂ.':ﬂ"d ! Mt%' i PUBLIC DOMAIN

Formula Cne |1 Mag| 2299 Ployer Maonoget 12.99 World Class LEUd" ".:u'-d 2 ,¢ 79

Fun School 4 5.7 14699 Pool of Rodiance |1 Meg] 0 g9 i-.-:u'._--!u SEIT es Cricket |1 Meg) :9 Qg Please sand S-AE

Fun Schoal 4 7.11 16,99 Pools of Darkness |1 Mag) 21.99 Worid """'FW'_'\ '-:I"l .'.'1 o9 foe i

Fun School 4 under 5 1699 Populous g.5¢ Xenomorph 2 16.59 for list

Gountlel 2 4.99 Populous 2 (1 Meg) 19,09, SentSohoN s




'I'HE BO'I'I'OM LINE

YOUR ESSENTIAL GAME GUIDE

Yes, it’s time to completely revamp The
Bottom Line - Britain’s most complete
guide to old games - from top to

bottom. In our new version
you get mini-reviews of every |:

major game reviewed in

AMIGA POWER over the last |-
10 months, plus more facts . ot o
and figures than ever before.

REVIE'WER'S MDEX

Ry b

CEC - Calin Cumpbell
104G« D Geoide

0P - Oary Pann

40 - Jesathan Davied
Ko Foubar

han By

WA . Mare Ra=ataw
W5 . Maithew Squires

RiF . Rizh Palldy
SC - Stuan Campiail

THE ALL NEW BOTTOM LINE

{AND HOW TO UNDERSTAND IT)
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ABANDOMED PLACES
Elsctronic Zoo £3589

THE ADDAMS FAMILY
Ouean (3559

ADVANTAGE TENNIS
In1n-grlrﬂh £25.09
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WILLY BEAMISH
Sherra L34 9'9
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BATTLE ISLE
Ubi Soft £29.99
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BOMANZA BROS
U5 Gola £25.99
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BOROBODUR
Thalsmus [28 93

BOSTON BOME CLUB
Silmarils £25.99
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BREACH 2 (ENHAMNCED)
Imphessions [29.99

BRIDES OF DRACULA
Gonao Games (2590

BRIGADE COMMANDER
Electronic 2o0 £25.9%

BUILDERLAND
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CAPTAIN PLANET
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CHESS CHAMPION 2178
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CISCO HEAT
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COVERT ACTION
Ml:rnFrw €34 99

YOUR ESSENTIAL GAME GUIDE
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Oxtord Scitwarks £19.99

vy pocd
makas il something of &

AP11 B MW

8 nesl Face Denvin
ar L]
My and
it SWACHN]. ®

FLAMES OF FREEDOM -
MIDWINTER I

MicroProse 3499

APE BO®. MB

Vipens
i@ Shaky AR irCo L
DgeC Ditravs e

THE GODFATHER
US Gold £30.99

ks of @

FLIGHT OF THE
INTRUDER
Image Works £30.%9
APE J0

YOUR ESSENTIAL GAME GUIDE THE BOTTOM LINE

GOLDEN EAGLE
Loriciel C20.99

AP 5%
\ciy A e playaling weih
culn animation but no nobceabls
DATaEy.

GRAEME SOUNESS

VECTOR SOCCER
||'HPU|N E?? s
2 Il BRI
oy will, e SOC0
Fila o e

GREAT NAPOLEONIC
BATTLES

Impressions £29.99

AP0 E1% AP

want Alpoadty

HAGAR THE HORRIBLE
Kingsoh £25.99

® OEENSIE VEILon
padand Skocy with

diphard Gevoines. &%

HARE RAISING HAVOC
Dismary £25.99
AP12 M SLBRY
o s ece, Bud e Aboul as
hiérg a8 hedg i8N

HARLEQUIN
Graenlin £25.99

our de oice
desgn. Plathcrms and &p
TV Pt B S0 e
LA A & A

HARPOON (WITH
BATTLESET )
Electronic Arts £34.99

HEARTS OF CHINA
Sierra £34.59
AP1D B4% MA
is befar than most recen] S

ekl wnd il you
g and a hard
devl, ROrpet | compbalely, w e

HEIMDALL
Core Design £30.99

oeph and
he way 1M genng
o

HERO QUEST: RETURMN
OF THE WITCHLORD
Grl.'mlln EH L]

by if

HOME ALOME

l.:cohd: EX

. AP

Al & wrilabing as Macailay
Culkin, w

HOT RUBBER
Palace L3599

Teas EHETy
Super Hang-On

HUDSON HAWK
Dtul'l E!'S'H

dug The Fou
-Gl Canoon

uined [y @ hidecusly
Py e haavy COnto
sysiem. il more coPdierd A
Al than the usual mdvie

R, ough. i
HUNTER
Astivision [25.99

APa BEY JO T100 No.24

Technically a wow, bul beyond the
wikiads thawn's aciual ¥
rOOVY arcade adeers
hing for @ chans
youl complaialy. If wou can Tind
Lhigyl sssad

INDY HEAT
Storm £25.99

AP11 63% 5C
A wary good corresion of he arcade

L l"'.-}' .-'"a' [
LR E

INTERNATIONAL
CHAMPIONSHIP
ATHLETICS

Hawk [25.99

APS 58% CC

NG Oid-ladfeond oy

waQirg sports Sim il rrary ba |: A

Ihe me wairy that Garza’s worh fe
Pl Gued, W ROL i
JIMMY WHITE'S
WHIRLWIND SNODKER
Wirgim £30.59

AP 20% CC T100 Mo 10

Coould 8 spor! be recreadod monn
periectly 0n a compuier than Bhis
Wie don' think 0. Apar from e
crag ball-pofling sound ofect, we
can’t fing any faas n thig
rgnificen ENOOkET BpiC

whalsosver Abso: iy W
sawww

JOHN BARNES
EUROPEAN FOOTBALL
Krigaks £25.99

APg Ty GP

A weery semdar gama n play 10
Manghesier Linded Ewoee, Bt Ih
By aed of pi SENBEN
Cuts oown Be [Bctical soope
dmmabcally, although il bumps the
Spbad g sgraficantly Good fun, but
shallow waW

JOHN MADDEMN
FOOTBALL

Electronic Ars £35.99

APTT 0% MW T100 Mo 22

Lirited anberininment wih 4 wnge
Fllyed, butl ong of The Mol iroiving
ArIo/ting &Nd Fugely playalie tao
pliryes gamas aver. Onoly lor lars of
e Bpon, though. e dE e

KID GLOVES 2
Millenmiwn (25 09

AP1058% 5C
Something of a washed kcence - this
actualty used 1o be caled Lime Beau

b 1 Kid nama taciked on at
ths Eagt rmarwle greal efact
Essontialy Super Wonder Boy, but a
bél mee crude. Very average. &k

KNIGHTMARE

Mindscaps £30 99

APD T4 MA

Somwriheng of &nothe wirsied
cance with gl the polenbal of B
T Show pased tei i Livour of
basicaly, & rwne of Tory

a1 el pame Capive. (T's
ry chrves, Bul the Simasphane
hen. Viry Kugh 100

KMIGHTS OF THE SKY
MizroProse [34.99

APS B7% JD T100 No. 9
This. 1§ what i s ey a8 SHout @ e

.t._;ru- e dapanmant ¥ ow can LEo ]
your F-158 mnd your AS20 Airbikes

Knagies Of The Eﬁ. Calgunes the

a1 e-'J:'. feel of the magnificent men
of WA peracy, with glonous
doghghting and lots of Bricky
rmessions. Mo colection should be
T .

KING'S BOUNTY
Hew World Computing £25 59
AP B4% 5C

ri That wi s 4
@ ol thing thal's

our tavourite word Bt Bhe: moment)
) iy Bt it plerty o depth
IFy el OhE Gl = W

KING'S QUEST V
Sherra £33.99

Al'.‘,_,jl MR
Prav TihilinE Bdvaniunng sy
ity ambidant 100, bul

LAST NINJA 3
System 3 £15.99

APT B 5C

Ml guie s urpiayabe as o
prirvious Games in the Lis! Mrsa
soties, but sl @ bil of & neghtmans in
the control department. Mo
technicaly achvanced, but prally
defice characior-wisa, hes sl
doesnt really grab you. o &

LEANDER
Peygnosis £25.59

AP1D BY% MA T100 Mo 58

Shoh., amodih and highly professicna
platiomming anbics - 4. bt on tha
pEnenc dide, bul no less enpyable
iof Tal Panty of if o0, * & & W

LEGEND

Mindscape (3095
APT4 §1% KF

AnRPG

3 i ‘Wel-balanced
0, e Can'T think of
LA R & &}

thaTs just wha
Bl sasy 1o el
A nge Serdud N

LEISURE SUIT LARRY 5
Shesrra £34.99

AP11 50% KF

nd of thing Ml makes buyng a
Super MES sanddenty soom ke a
Faally good el IngpE. L
hy-Ciabecurs, and about &S nice o
§ POUP VBTG MWy
Face it, i's rubbish. &

LIVING JIGSAWS
Wiles Computing £34.9%
APS 3% CC
CompuieT ssaws
Somecnn’s puling y
Wel. no they're ng
stupid an idea as £
BT [FOpS

froem that mg

Yoah,
r ng
Arvd yas

i 4 a5
s By
i Bnd Qe away
7 lof @ while insinac
You know & makes sense. &

LORD OF THE RINGS
Electronic Aris [20.99

r‘-"‘S % MR

Vary st

e, with & Srendly

i, but the Amiga roaly
s 4 il rad 00 keop i all going
fior ot who anen in a hurry

LOTUS TURBOD
CHALLENGE Il
CGiramiin £25.99

AP7 87% CC T100 No 42

MADDOG WILLIAMS
mae Crafiers [30.99

!
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MAGIC GARDEN

Esectranis Ioo £25.99
- -L I_'-|

MAGIC POCKETS
Fenegade C25 93
p-s -

i ME

vaned and §
showed thadt
e ikl
fiddy fo play, 'S
DUt € was certardy &
disappcinement. Baring

LR

MANCHESTER UNITED
EUROPE

Krisalis £25.99

THE MED CONFLICT =
BATTLESET 3
E'ﬁlr\_:l_ru: Arts E14 59

nigrasied in A
age Pocpis tans) & #

MEGA LD MANIA
Ui Soft (with Firsi Samisrsi)
£30.98

bio bows 1 T Soetboka

(L]

MERCENARY Il
Novager £29.99

METAL MUTANT

Sl
A5

arils £25 99

MICROPROSE GOLF
MicroPross [34.99

MIG-29M SUPER
FULCRUM

Duasei

MO

ari T39.99

ONSTONE

Mindscape £30.99

LA & J

MO

g g

ONBASE

Mindscape 1599

AP

S

D

City o the moon, but s fun
mdiale and & lot mons
e E
@ & kot hatled

et a1 thes Lma

G W e T

MOMSTER BUSINESS
Eclipss [19.99

NECRONOM
Lined £25 99

LR E

THE NEVERENDING
STORY Il

Lingl £25.99

OH NO! MORE LEMMINGS
Peygnosks £25 90 (data disk
werason [19.99)

OUTRUN EUROPA
Us 6ol 25 59

PACIFIC ISLANDS
Empire £30.99

MAVY SEALS
Ocean £25.99

NEBULUS 2
= POGOD A-GO-GO

Fal il

'E_Eﬂlur\' Erertainment £25 33

PANZER BATTLES
Stralegic Sisdies Group £25.59

AP13 6

[espade =w

PARASOL STARS
Ocean L2499

YOUR ESSENTIAL GAME GUIDE

PGA GOLF COURSE DISK
El_e-c1rnn.-: Arts £14.99

S o @dr

PEGASUS
Gramiin [£25.59

PINBALL DREAMS
Mt Contury Entertainmesnt £25 59

PIT-FIGHTER
Pomark [25.99

POPULOUS I
Elsctronic Arts [29.99

FOPULOUS WORLD
EDITOR

Elpctronic Arts [14.99
AP0 TO%% GGP

vl ol b th g, b $

LA S

POWERMOMNGER: WW1
EDITION
Elécironic Arts £14.59

PROFLIGHT

Hi Sof £39.95

PROJECT X
Team 17 2699

PSYBORG
Loviclel £25.99

PUSHOVER
Ocean £25.90

RACE DRIVIN'
Domark £235.99

LE A &

RBI TWO BASEBALL
Oomark L29.99

REALMS
Virgin £29.99

though & & & &

RED BARON
Dynamix £34.5%

LA A

ROBOCOD
Willenrdum £25.99

fiw i

WO @ play

ROBOCOP 3
Ocoan [25.99

ROBIN HOOD
Willeriniam £25 50

ROBOZOME
(50 t_\’mrh s £29.98

RODLAND
Starm L2699

W EEEEE

ROLLING RONNY
Virgin £25.9

; . .Ii'l'.t s
R-TYPE Il

Actwision £25.5




YOUR ESSENTIAL GAME GUIDE THE BOTTOM LINE

RUBICON SHADOW SORCEROR SPACE GUN TOP BANANA VOLFIED
st Cenlury Enlefainment £2599  US Gold C27.99 Oicean EZE- il Hex £25.99 Empere £34 90
A3 Ta% RP APE T1% MA ] AP 45% JD AP & 100 Mo 50

Biand honzontaly-scroling shool Nl vary Boc

RUGEY COACH
DAH £24.99

SPOILS OF WaR
intermecine £29.99

VROOM

Ui Soft £25.99
ULTIMA Vi AP1Z BE% 5C T100 8
Mindscape £30.99 "

SILENT SERVICE 2
MicraProse £34 iﬂ

AP % O THOO

Famastcaly g

Atmospheng i SEmULABON THEIR FINEST MISSIONS
nol Bl it's got US Gold £15.99
BW AT APT T0% JO
yoursed! in a STARUSH
ve it Wbl Som £25.99

Foothal managemant. without the

bits. ¥'ou don

sy 1R, yous raally don'l, o i WILD WHEELS
Ocean £28 .95
AUGEY - THE WORLD THUMDER BURMER PT 5% 5C
cup Loniciel £15.99
Dosmari £25.58 AP0 30% AP

THE SIMPSONS
Ocean £235.99

mpniF l‘llil

UNDER PRESSURE WOLFCHILD
THUNDERJAWS Electronic Zoo [25.90 Core Design £25.59
Dnmlruti!uh APE 13% 5C - -

An Adpn 5

AP 86% CC T100 No. T4

Wg-nonsangs ng-Arilg hagrey-duty
erysich. wagghe Mency in this Kok
Ol rughey bo

STEEL EMPIRE
lillernium £2%9 99
AP %5

%
-

nesd |
beal, but great, extususting i v of L

BQAINS! ARCThET hurman player sl i UTOPIA
BT R TERMINATOR 2 Gremlin £29.99

pocdd, mend Ocesn £35.99

SAMURAI: THE WAY OF

THE WARRIOR

impresabons [29.99 STEVE McQUEEN
AP 55% AP WESTPHASER
Good presen 8 e

Lorkciel £25.99

ks Thee ame T's pusd o SLIDERS
Mol (BEky & Sy wlliame Palsce £24.59
O for ninga looshists & APS S5% LB
" s Speacha WORLD CLASS RUGBY

SARAKOMN rolayable. # Audbogenss £25 88
Virgin £19.99

SMASH TV

Ocean £25.99

TILT
Gerias I:Jﬂr!l UTOPIA: THE NEW
AP10 5 WORLDS
APS 1% CC witys 2 Baston Gromin £14.99
Addictivg @ :l surpngingly frared STORM MASTER @ while ot less AP14E
E‘.r-;“-l n rignta [ ﬁilﬂlllliﬁ?ﬂ vabie, This is 8 simplisse and Er. saoma nw wieds fod Lo
gams. Sig nci graphics am P 3 ot af that doasn bea Thary' vy iy, riailly. 18 i jussl ws
a bit of & progiem ch JaTes. &8 g1 | gy Bt B il ik Wit W
poils T pama. A oot wE
WORLD CLASS RUGBY -
Anco £29.99 VENGEAMNCE OF THE FIVE HATIONS
THE SECRET OF THE ) EXCALIBUR lud-uwn-: E25.99
SILVER BLADES STRATEGO Virgin £30.99
S51US Gold £25.99 hl:l:ul.ruu 25,99 n of B
APE 8% S0 5
Look at Eye OF The Beholkder 2 Lok
ol s Meorw B8k yourser why you
ShOUE] CONDRGE 10 0l ol W SulT L
SUD- SIAACAng orvel when 4§ &0
5 50 50 Mich
pnEwe. & WWF WRESTLEMANIA b
STRIKER MANAGER Ocean £35.55 =z
7 COLOURS SPACE ACE N DAH £24 99 AP0 9% GP
infogrames [19.99 Empire £34 99 APS 1% CC are 4 @ i =
APE 4T% JO e Frothall management. pecept . D
ristead of the whols teaer | = B
mansge jusi the cening lonand!
Excedant! hot* « i ¥ plavyed o
STRIP POKER DELUXE Il e e
SHADOWLANDS COS £25.95 TITUS THE FOX scheti ]
APE T% CC Titus £35.99 ZONE WARRIOR m
iy Nng 350 VIDEOKID Elecironic Arts £2599 =
Gramlin [25.99
[
T 1 [ =
future™ If the angwe e STRIKE FLEET -
Guestiong & ng', don W QAT Electronic .Arll £25.59 "3
Thera's nothing sise bo & W AP B4
SPACE CRUSADE &
Gremlin £25.99 -
AP12 85 KF T100 Mo 60 M

rovs SUPER SPACE INVADERS
i Domari £35.99
APH 51% AP

;"" -“'r"n 1"='.|.-.f~
designed and abisorbing game. Good
Be @ lad

SESEYy EE A
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UBSCRIBE!"

Receive one of these
three games when you
subscribe fo

HARLEQUIN

-

CHART ATTACK

g

CELTIC LEGENDS

ldeal for the budget-minded gamer - you get four of the Rebocod ki 8 great game, there's no denying it, and an ‘Celtic’ like the Morthern Luropean race, not ‘Celtic’ like the
most individual and impressive Amiga games around in excellent way 1o prove 1o your friends that the Amiga can football team, this stuaning strategy/action’role -playing
the tame pack! Impressive is the only way to describe do the sort of things people biry 16-bit consoles for. game has proved a shock hit in the AMIGA POWIR offices -
Lotus Esprit Turbo Challenge, the original and (some say) However - and make no mistake about this - Harfequin is fans of the Chaos-style of gameplay will love it! Especially
best Lotus driving game, and here it's joined by better. IUs bigger, it's more packed with stufl, it's just as fun in twe-player mode, this unusual hex-based
hack'n'slash romp Ghowls 'N'Ghosts, the bizarre Venus: The  imaginative, and things don't glow down hall as much wargame action game proves once and for all that strategy

Fiytrap and lovable old James Pond. An excellent choice. when there's lots going on on screen. IE's the bee's knees! dogin't have 1o be boring. Indeed, i's gorgeous stulf!

JUST LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBE!

»You save time PYou save trouble PYou guarantee your copy
»You get it delivered PYou receive one of these superb games

ALL THIS FOR JUST £34.95

b
.
RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0458 74011 E
r . . . . . . O . . . e S . . - . . . . e . . . — — 1
YES! Please enter my subscription to AMIGA POWER Signature S
| and send me the game of my choice........ i s
I indicate a5 appropriale indicate as appropriate Name I g
CHART ATTACK UK £34.95
| HARLEQUIN EUROPE £56.10 Address I ‘_
I CELTIC LEGENDS REST OF THE WORLD C7TE.T5 I c
e
I . " | <
I : Post Code I -
Although v o will be | ©
l METHOD OF PAYMENT piease indicate Telephone No l .
A XK CHEQUES payabie jo Fuiure Publishing Lid ]
' 3 Enclose this coupon (Iogether with your cheque if applcabla) in an efmslope 10 I
cand no AMIGA POWER SUBSCRIPTIONS, FREEPOST, SOMERTON TA11 TEBR
l gapies THIS COUPON IS VALID UNTIL 31 AUGUST 1592 APMAGOTIZ l 0
| |
l i
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1 May 1891 Our very
o = Y| first issue! Big games
3 like Eye Of The
Beholder, Gods and
Cybercon NI, the: first
parl of a gigantic
Rainbow Islands

& Oclober 1991 Ingy
Ablantis, and more -
giant US Gobd Work In
Progress feature,
Migwinter I, Cruise For
A Corpse, Magic

11 March 1992 The new
Ocean - all the year's
bég previews, Mega o
Mania Il - diary of a
game starts, buyer's

player's guide, lots of
chat trom the
Bitmap/Renagade
crew and more!

On the disk:
Bombuzal - the
complele gamel*

2 Jume 1991 And il just
I e Hﬂ! gels better! If you
=N =-— |  manage to gel past the
{ahem) swoony picture
of Peter Molyneux on
the cover youll gel o
thrill to swch treats as a
giant Bullfrog interview
and reviews of games
ke = yas! = Monkay
Islandg!
On the disk: Kid
Gioves - the
complele gama!

3 July 1991 You want o
know about Core
Dasign? COTV? F-15
Strike Eagle I
Deuteros? Toki? Then
this issue is the place
to come! It's even got
our first In The Style
Of..." im it

On the disk: brilliant
Exile special world,
Prehistonk praview,
three typically
excellent PD games!*

- 4 August 1991 The
i Ulsmale Autumn
e Preview, film games,
The Assembly Line
inteniewed, Jimmy
While's Snooker
reviewed and morel
On the disk: Baas!
Busters, The
Executioner plus three
PD games! Plus!
Gianl tips poster -

== Kid Gloves and
Bombuzal solutions !

3 Seplember 1991
Giant Gremiin Work In
Progress feature, all the
néw god sims
compared, DMA
Dasign talk Lammings,
plus Mega o Mania,
The Simpsons,
Thunderhawk
revigwed.

On the disk:
Barbarian |l demo,
plus five (fivel) graat
PD games!*

e e

Plaase nofe citis 1.3, 4, 5 8 7, and B are NOT AS00 Pl compaiibis

ia unsLEYABLEY  nn s diek: Ciseo

== j Heal, Elvira Arcade
mu =

Pockeis reviewed
On the disk: Roling
Romny, Captain

guide to platiorm
games, plus reviews of

John Madden,
_____ Shadowlands,
Planat, Bullfrogger . Harigquin, and more!
and mora!* On the disk: Pacific
Plus! Five free Islands exclusive
AMIGA POWER
posicards!

misshon, plus fhree
PD games!

T Movember 1991
Monkey Isiand I,
Young Indy Jones - e ——
Lucashilm tell all, World ;

Of Commaodore show
Bob Jacob of
Cimemaware
interviewed, Formuia 1
Grand Prix, Blues
Brothers, Lotus I,
Robocod reviewed
On the disk:

Leander, Video Kid,
plus PD games!*®

12 April 1982 Giani
Psygnosis preview
teature (all the new
games), massive beal-
em-up buyer's guida,
and some greal games
reviewed — Parasol
Stars, Titus The Fox,
Vroom and more!
Double disk issue!
Great demos = Titus
The Fax, Project X,
plus Rome comphete

game and mora!
8 December 1991 Al

wanl for Xmas...
seasonal hardware ‘ =
quide, giant Xmas
compilations feature,
reviews coming out of
our gars (Fopulous I,

13 May 1992 Bumper
Anniversary Issue!
Includes the new AP
Top 100, hidden games
guide, plus reviews of
Apidya, Project X,

Liima V1 and mora!
First Samura, Double disk issue!
Haimdall, MicroProse
Golf, Knights Of

Special Sensible Disk
including Soccer and
Wizkid. Andl Playable
demos of Campaign
Pinball Dreams and
the Hook slideshow!

The Sky...)

(1 meg), best of PDI®

9 January 1992 Giant
FRP game feature,
Code Masters
inleniewed, our
Games Of The Year,
reviews ol Smash TV,
Birds Of Prey,
Knightmare and more!
Double disk issue!
Giant Knights Of The
Siky entire iraining
section (1 meg).
Puggles (great O
Beri-style PD game)

14 June 1992 All the
new fooly gamas
previewed! All the 1op
joysticks tested! All the
big games reviewed!
Fire & Ice, Addams,
Eye Of The Behoider Il
Legend, Pushover,
SimAnt, and mare!
Double disk issue!
Great playable levels
ol Legend and Agua

Venlura, plus Mister §
- = I:m

§= Missis and more!

AMIGA FORMAT BACK ISSUES

on't forget these
Dnh:l Amiga
Formats! Both e
with complete games. ﬁ N
Issue 23: 2 disks inc "
Balance Of Power - pure

i.
siralegy (an ex- Top 100 M "':
game!) £5.00.

10 February 1992 The
Uibmate Spring Game
Guide, If Grafigold had
krown then..., the best
and worst of games
packaging, plus
reviews ol RoboCop 3,
Another Worid, WWF,
Leander and much,
much mora!

On the disk: PD
Special - fealuring

Mr Wobbly Leg, Raid
and Squambig,

lssue 24; 2 disks, 2 games - Vaxine and Archipelagos!

.



Essential Amiga goodies - go

on, treat yourself!

T-SHIRT

I's black, it's cotton, it's stylish - it's the
AMIGA POWER long-sleeved T-shirt,
fealuring the AMIGA POWER logo on
the front and "ATTITUDE' down one arm.

One size, Extra Large, fits all! Don't be

seen without one!

£9.99

ow you can keep your copies of
Britain's best-selling Amiga games
magazine pristine and perfect in these
gorgeous while binders,
finished with a smart | ,

royal blue logo. No need

for ragged, dog-eared

mags again!

£4.95

scre

R,
i

i Pl REGRpNE mFR TN
€.

S play

s

AMIGA
FORMAT’S

—

uite simply, the best Amiga game tips book you'll

SCREENPLAY 2
find anywhere. 180 pages of tips! Over 100 games

Q reviewed! 12 games mapped! 13 complete

solutions! 20 complele 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, bul ask yourself the following question. Why?

£9.95

RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0458 74011

r — E—
YES! Please send me the following items of my choice...
Plaase indicale 85 approphiate

1 2 3
AMIGA POWER BACK ISSUES ca.50 EACH

4 5 L] ¥

-] 9 10 11 12 13 14

APMIDYA c20.99 EACH [ Please indicate the number you réguire
AMIGA POWER BINDER i4.95 EACH
AMIGA POWER T-SHIRT co.99 EACH
SCREENM PLAY 2 BOOK co.95 EACH [ Please indicate the number you réquira
AMIGA FORMAT BACK ISSUES 500 EACH (] 23 24

TOTAL COSTC

Fleaze ingicats the number you requine
Fisase indicale the number you roguing

Remamber fo inciude all tems indicahid in the cost

oW 2B Oy

METHOD OF PAYMENT please indicale
A X CHEQUES payable o Fuilure Publshing Lig
cand na

apurEs
Signature
Name
Address
Posi Code
Telaphone No
Enclosa this coupon (1ogether with your chiaque il applicable) in an envelope 1o

AMIGA POWER SUBSCRIPTIONS, FREEPOST, SOMERTON TA11 7TBR
THIS COUPON IS VALID UNTIL 30 AUGUST 1992 APMAG/HOTO2
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AMIGA UNIVERSE

[
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AMIGA POWER

<

LEMMINGS

No 5

UNIVERSE

This month we don’t have one
hero, but thousands of 'em...!

LEMMINGS

FULL MAME There isn't one Lemming, but lots — all identical (with
the exception of the various abilifies they temporarily receive — see
Known Abdlities) and all consplcuously lacking in personal names.
OCCUPATION As small furry creatures the Lemmings don't have an
occupation (apart from temporary gnes, which they undertake with a
laudable singhe mindedness - see Known Abilities). They simply ‘are’,
LEGAL STATUS Unknown. As animals it is unlikely the Lemmings
enjoy any legal status. However, their human-ike behaviour makes it
possible they could be citizens of some unrevealed ‘'Lamming nation’
MARITAL STATUS Unknown, though il is passible thal some
Lemmings are related 1o others through marriage or similar
KMNOWM RELATIVES AND ASSOCIATES Other Lemmings.
ADVERSARIES The Lemmings have no known enemies as such,
but prove extremely vulnerabla 1o natural raps and pitfalls. Real
lemmings (Lemmus lemmus) migrate in Late summer after a
population build up, the tange numbers invalved offen causing mass
panic o sel in, resulfing In reckless, undirectional movement and
many deaths. The game animals, however, den't 50 much panic as
walk blindly ahead no matier whal's in front of them - different
behavigur, though the resulting mass deaths are the same

AGE Real Lemmings only live a few years, though in the game they
terd not even to make it thai far, such are the perils they face!
DISTINGUISHING FEATURES Unlike real lemmings, our heroes
stand erect upon thair hind legs. Their colour scheme is also
unmissable = waeanng blue jumpers(!), they have green hair and white
skin. The only time this changes is in two player mode, when one set
of Lemmings get a green jumpersblue hair colour scheme.

BASE OF OPERATIONS Unknown. Apparently migratory

FIRST APPEARANCE Lemmings (Psygnosis, Christmas 1580)
GAME APPEARANCES TO DATE Lammings (see above), Oh
Mo/ More Lemmings (Psygnesis levels disk and stand-alone game,
Chrisimas 1991), Lemmingaids (D), Operation Lemmings (PD),
assoned PD demos.

HISTORY The Lemmings first appeared on the Amiga in the game
Lemmings, whera they were introduced as a fun loving, cuddly but
esseniially dense race, seemingly hell bant on self destruction. The
data diskiimmediate sequel Oh No! More Lemmings saw litile real
¢hange in their character, though assorted unofficial PD games and
demes have depicted them in a number new lights (see pictures),
HEIGHT Mormally a handful of inches in length, though pulting a size
om ihe game creatures is hard — there's nothing to give them scale.
WEIGHT Mormally less than 100 grams, though see above,

EYES Black

HAIR Green (some are Blue in two player made)

STRENGTH LEVEL Unknown

KHOWNM ABILITIES The average Lemming is a Walker — a
suscidally stupid creature who will simply walk into danger unless
forced in a ditferent direction. Howewer, individual Lemmings can gain
addibonal abilities for short periods of time = Climber Lemmings can
climb vertical surfaces, Floaler Lemmings can jump from high ledges
without harm, Blockers prevent fellow Lemmings from passing, Bridge
Builders build bridges, Bashers dig horzontally, Miners dig straight
down, and Diggers burrow vertically .
PARAPHERNALIA The Lemmings use various lools 1o help them
through the game. Miner Lemmings use pick axes, Bridge Builders
carmy a sack of bricks which they use 1o build bridges, while Floater
Lemmings use an umbrella parachute lo gel safely to the ground
MEXT APPEARANMNCE Lemmings [l (“though it may not be called
that” say Psygnosis), due Chrisimas 1992

LEMMINGS

"i} How do you
get across this
on¢ then? A lone
Lemming ponders the
problem in this screen
trem the original (and
beit) Lemmings game.

Famous US-based
demo creator Eric
Schwartz included the
Lemmings in one of
his impressive military
style PD animations.
Here they are getting
shot at by a cartoon
fighter plang...

B N W g By B g EyS

' TS S

One of the "Wild'
screen from Oh No!
More Lemmings. Our
cuddly little heroes
have yet to drop out
through the trap door
al the top into the
screen - time, then, for
you to take a few
seconds oul to think
up a plan about how o
complete the level.

Lemmingoids - an Asteroids-
style PD gam« with Lemmings in
i, the big difference being that
you get to shoot Lemmings
instead of, er, asteroids. Rig
Lemmings split into littie ones
when shot; pretty much as you'd
expect, while your control the
blue umbrella you see in the
centre of the screen. And that's
about it, really...
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“International Sports Challenge brings you all the

excitement of 6 different sporting events in the most

realistic multi-sports simulation ever produc

SHOW JUMPING

* A masterpiece of 3D simulation! * Unique perspective,
superb realism! + Different courses offering o
multitpde of tho“nngﬂ

CYCLING

With stunning 30
vectors and
unbelievable speed,
the cycling event offers
the most exhilarating
and exciting race of
your life.

MARATHON

The unique marathen is a test of strategy and technique
as you take your runner through "the wall",

+ The marathon, linking oll other events together, ollows

you to tockle the ulfimate challenge. * 4 courses. * Chaice

of six different runners. * Changes in terrain, weather and alfiudes,

DIVING

* Over 40 dives to pick from on 1, 3 and
5 metre boards, together with a medley
option, * More than 140 frames of
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SHOOTING

+ Sharp reflexes will be needed
te break records in the shooting
events,

+ 4 totally different events
offering o wide spectrum of
challenges from pistols to double
barrel shotguns.

SWIMMING

Test your skills in the 100m
Breaststroke, 200m Freestyle, 400m
Butterfly or 4x100m Medley.

animation gives this
event unsurpassed
realism and

gameplay.
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EMPIRE SOFTWARE, 4 THE STANNETTS, LAINDON NORTH TRADE CENTRE, BASILDON, ESSEX 5515 6DJ. TEL: 02468 541212
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GRAHAM TAYLOR SOCCER CHALLENGE - MAIN FEATURES

A5 LEAGUE MANAGER, Owve vidal ploven. siwd omohic morch seauence. Ve

AS NATIONAL TEAM MANAGER, Megoriome with Leogue M e for the releoss

B Krisalis 5oftware Lid., Teque House, Masons Yard, Downs Row, Moorgate, Rotherham. Tel 0709 372290
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