
GUNSHIP 2 0 0 0  Y O !  JOE! W A R  IN THE GULF
D O N ' T  B U Y  A N  A M I G A  *GAME U N T I L  Y E
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D E S E RT STRIKE

18.99
ELITE

11.99
M E C A . M A N I Alo 74,,....,..w..it,....v
FIRST S A W M E G A

13.49

SA, A E  - L W

11.49

1 . ,  7

SILENT

12.99

ASSASSIN

11.99

BL IAN'S

B O D Y B L O W S

16.49
a

11.99

R AV I N G M A D

9.49

B AT T L E  OF  B R I TA I N  R A  L R O A D  T Y C O O N

13.99 1 3 . 9 9
H E I M D A L L

11.99
WING COMMANDER

9.99
S OF MONKEY ISLAND

13.99
C H A M P  M G R

12.99
L C . F. T D  HITS

1 2 . 9 9

R O B O C O P 3

11.49

IfilL11 U I I L
DWI

A L I E N  B R E E D

8.99

M B  mem
, ,ifme

M A M M A  N E I K I R K .

F l  G R A N D  PRIX

1 4 . 9 9

L E G E N D

12.99
VIKINGS - FIELD OF CON P R O  TENNIS TOUR 2

10.99 1 0 . 9 9

PREMIER M A N A G E R  A I R / S E A  S U P R E M

13.49 1 3 . 4 9
P R O J E C T X

9.99
C U R S E  O F  E N C H A N T I A A M ' S  3D P O O L

12.99 1 3 . 9 9
G R A H A M  TAY L O R  S

10.99
C H A O S  ENGINE

16.99
Games marked NOP will not work on A500 Plus, A600 or Al200. Games marked N012 will not work on the A1200.

4 - -  w  P C £  . . . . .5 .0C- '34- -  4 0 1 2 )  - .8.99
MM AT TA . ,  s . e  , . .c  -2 9 . 9 9
A- -RAM M E G  2 4 . 9 9
ATA L C  i i  MEG 2 1 . 9 9
AMA ANAMM i! M G ,  611012) 1 8 . 4 9
ADOAmS FA . V  (1 MEG) 1 1 . 4 9
MMAIMAGEMMOSS (11012)1 6 . 9 9
AFTEMINOMM 7 . 0 9
Y e  BECKS 1 7 . 9 9
AM FOMZE COMMANDER (1 MEG) 1 7 . 9 9
AM SEA SUINISMACT
GuleH IP.  % H I T  SERVICE, P47,
RINIGS C O M M A COMMAND) (N012) 1 3 . 4 9
AIR SLUIPONT1 8 . 9 9
8 M .  LAND & SEA (668 ATTACK SUB,
001 ,  SOO. F18 INTERCEPTOR) (9012)  22 .99
ALCATRAZ 1 6 . 9 9
A L I B I  BRIBED (SPECIAL EDITION) I1 MEG) 8.99
' A M O S  6 . 9 9
AMOVA W O R L D  1 6 . 9 9
A P   1 7 . 4 9
APOCALYPSE (1 I M G ) 1 7 . 4 9
AGUAEIC GAMES 1 6 . 9 9
M A M A  NIGHTS1 5 . 9 9
M O A N .  MACLEAN'S POOL1 3 . 9 9
ARKAP400 27 . 4 9
MINOUR-GEDDON 2 1 9 . 4 9
ASSASSIN (1 MEG) 1 1 . 9 9
Av I S  HARRIER ASSAULT 2 1 . 9 9
1617 FLYING FORTRESS (1 MEG) 2 2 . 9 9
BATMAN THE MOVIE 7 . 4 9
BATTLE ISLE 1 3 0 9
BATTLE ISLE DATA DISK 1 3 . 9 9
BATTLE OF BRITAIN1 3 . 9 9
BATTLETOADS 1 7 . 4 9
BC KID 1 7 . 4 9
BEACH VOLLEY (N012)7 . 4 9
BILLM TOMATO GAME 1 9 . 9 9
BLASTAR (1 MEG)1 3 . 9 9
BLUES BROTHERS 8 9 9
BOOT BLOWS I I  MEG 1 5 . 4 9
BOOT BLOWS (A1200 VERSION) 1 8 . 9 9
BOSTON BOMB CLUB (N012) 7 . 0 9
BOXING MANAGER (N012) 7 . 4 9
BURNING RUBBER 1 7 . 0 9
CADAVER (N012) 1 1 . 9 9
CAESAR (1 MEG) (14012)1 7 . 9 9
CAMPAIGN (1 MEG) 2 1 . 9 9
CAPTIVE 1 2 . 9 9
CAPTIVE 2 - LIBERATION (1 MEG) 1 9 . 9 9
CHAMPIONSHIP MANAGER (1 MEG) 1 2 . 9 9
CHAMPIONSHIP MANAGER 93/94 (1 MEG) 17.49
CHAOS ENGINE1 6 . 9 9
CHUCK ROCK (N012)8 . 9 9
CHUCK ROCK 2 (1 MEG)1 3 . 9 9
CIVILIZATION (1 MEG) 2 2 . 9 9
COMBAT AIR PATROL1 9 . 9 9
COMBAT CLASSICS
(F15 STRIKE EAGLE 2, 688 ATTACK
SUB. TEAM YANKEE) (1 MEG) (11012) 19.49
COOL WORLD (1 MEG) 1 7 . 4 9
CORRUPTION (INSCROLLS) 3 . 9 9
COVERT ACTION (1 MEG) 2 2 . 9 9
CRACKDOWN 6 9 9
CREEPERS 1 9 . 0 9
CRYSTAL KINGDOM DIZZY 1 2 . 9 9
CURSE OF ENCHANTIA (1 MEG) 1 2 . 9 9
D-DAY 1 9 . 9 9
D-GENERATION1 2 . 9 9
DARK QUEEN OF KRYNN (1 MEG) 9 9 9
DARKSEED (1 MEG)2 0 . 9 9
DESERT STRIKE (1 MEG) 1 8 . 9 9
DIZZY PANIC7 . 4 9
DIZZY PRINCE YOLKFOLK 7 . 0 9
DD2Y'S EXCELLENT ADVENTURE 1 5 . 9 9
DUNE (1 MEG)1 9 . 9 9

DUNE 2 - BATTLE FOR ARRAKIS (1 MEG)19.99 J A C K  NICKLAUS GOLF
DUNGEON MASTER & J A G U A R  XJ220 (1 MEG)
CHAOS STRIKES BACK (1 MEG) 1
DYNA BLASTERS 1 9 . 9 9  J I M M Y  WHITES SNOOKER
ELITE1 1 . 9 9  J I N X T E R  (M/SCROLLS)
ELVIRA 2 -  JAWS OF J O H N  MADDEN'S (U.S) FOOTBALL
CERBERUS (1 MEG) (N012)

19.49
ESCAPE FROM THE PLANET OF THE
ROBOT MONSTERS (N012) 2   49
ESPANA-THE GAMES 92 (1 MEG) (N012) 19.49
EYE OF THE BEHOLDER ( M I )  (1 MEG) 19.99
EYE OF THE BEHOLDER 2 (1 MEG)2 2 . 9 9
F15 STRIKE EAGLE 2 (1 MEG) 1 1 . 9 9
F16 FALCON (SPECTRUM HOLOBYTE) 10.99
F19 STEALTH FIGHTER (NOP) 1 3 . 9 9
FABLES & FIENDS - LEGEND OF
KYRANDIA (N012) (1 MEG)2 3 . 0 9
FANTASTIC WORLDS (REALMS,
PIRATES, MEGA LO MANIA, POPULOUS,
WONDERLAND) (1 MEG) (N012) 2 7 . 4 9
FANTASY WORLD DIZZY 7   49
FIRE & ICE 1 7 . 4 9
FIRST DIVISION MANAGER 7 . 4 9
FLAMES MURAI ,  MEGA LO MANIA (9012) 13.99
F M E S  OF FREEDOM (MIDWINTER 2) 11.49
FLASHBACK (1 MEG) 2 0 . 4 9
FLIGHT SIMULATOR 2 (N012) 2 3 . 9 9
FOOTBALL MANAGER 3 (1 MEG)1 4 . 9 9
FOOTBALLER OF THE YEAR 2 (11012)  8 .49
FORMULA 1 GRAND PRIX  4 9 9
FUN SCHOOL 2(2.8) 7 9 9
FUN SCHOOL 2 (6-)) 7 9 9
FUN SCHOOL 2 (8+) 7 9 9
FUTURE WARS (N012) 9 . 9 9
GENESIA (1 MEG) 1 7 . 4 9
GHOULS 'N' GHOSTS 7 9 9
GOAL1 7 . 9 9
GOBLIIINS 21 7 . 9 9
GODS 6 . 9 9
GRAHAM WRLD CLASS LEADERBOARD 8 . 4 9
G R M  GOOCH WORLD
CLASS CRICKET (1 MEG)  7 . 9 9
GRAHAM TAYLOR'S
SOCCER MANAGER (1 MEG)1 4 . 9 9
GREAT NAVAL BATTLES (1 MEG) 2 2 . 4 9
GUNSHIP 2000 (1 MEG) 2 2 . 4 9
HARLEQUIN1 6 . 9 9
HEAD OVER HEELS 7 9 9
HEIMDALL (1 MEG) (N012)1 8 . 4 9
HEROOUEST 0 1 2 E  8 4 9
HEROQUEST 2 -THE LEGACY OF
SORASIL (1 MEG) 1 6 . 9 9
HIRED GUNS (1 MEG) 1 9 . 4 9
HISTORYLINE 1914-18 (1 MEG)2 2 . 4 9
HOLLYWOOD COLLECTION (ROBOCOP,
GHOSTBUSTERS 2, INDIANA JONES
ACTION, BATMAN THE MOVIE) 0 5  (NOP) 10.49
HOOK 1 1 . 9 9
HUMANS (11012)1 7 . 9 9
HUMANS DATA DISK (11012) 1 7 . 9 9
HUNTER (N012) 7 . 9 9
IK+ 7 . 4 9
IMMORTAL (N012) 9 . 9 9
INDIANA JONES ADVENTURE 1 0 . 9 9
INDIANA JONES FATE OF ATLANTIS
ADVENTURE (1 MEG) 2 3 . 9 9
INDY JONES (ACTION) 7 . 4 9
INTERNATIONAL OPEN GOLF

1 6 . 9 9
INTERNATIONAL RUGBY CHALLENGE 17.49
ISHAR - LEGEND OF
THE FORTRESS (1 MEG)1 0 . 4 9
ISHAR 2 - LEGIONS OF CHAOS (1 MEG) 17.99
IT CAME FROM THE DESERT
PLUS ANT HEADS DATA DISK (1 MEG) 12.99

BITS'N'PlECES
DELUXE WORK CENTRES
(STEEL MONITOR S TA N D  WITH
EXTRA SHELF FOR EXTERNAL
DISK DRIVE AND ACCESSORIES,
MOUSE HOLDER, M O U S E  M AT
AND ALL IN ONE DUST COVER) . . .
DELUXE WORK CENTRE FOR
AMIGA A1200 42.99
DELUXE WORK CENTRE FOR
AMIGA A500 OR A500  PLUS 44.99

PREMIER CONTROL CENTRE

7.99 P O P U L O U S  2 CHALLENGE
1 0 . 9 9  D A T A  DISK (1 MEG) 1 1 . 9 9

7 . 0 9  P O W E R  UP
5.49 ( C H A S E  HO,  TURRICAN, X-OUT,

9 A LT E R E D  BEAST, RAINBOW ISLANDS) -10.99
7.09 POWERMONGER (N012)1 9 . 4 9

1 9 . 9 9  POWERMONGER WORLD WAR 1
KICK OFF 2  (1 MEG) (9012)
KNIGHTMARE
KNIGHTS OF THE SKY (1 MEG)
LAST NINJA 2 (N012)7 . 4 9
LEGEND 1 2 . 9 9
LEGENDS OF VALOUR (1 MEG) 2 2 . 9 9
LEMMINGS 1 2 . 4 9
LEMMINGS DATA DISK - OH NOI 9 . 9 9
LEMMINGS 2 1 9 . 9 9
LETHAL WEAPON (1 MEG)1 6 . 9 9
LIONHEART1 7 . 4 9
LOMBARD RAC RALLY7 . 4 9
LORD OF THE RINGS 1 6 . 9 9
LOST VIKINGS 1 9 . 4 9
LOTUS ESPRIT TURBO CHALL.(N012) 8 . 4 9
LOTUS TURBO CHALLENGE 2 04012) 9 4 9
LOTUS 3. THE FINAL CHALLENGE
(1 MEG) (N012)1 1 . 9 9
LURE OF THE TEMPTRESS (1 MEG) 19.99
Ml TANK PLATOON (1 MEG) 1 0 . 9 9
MAGIC WORLDS
(STORM D R A G O N S  ,
CRYSTALSMASTER, B R E A T H  OF ARBOREA) (N012) 1 5 . 9 9
MAGICLAND DIZZY7 . 4 9
MANCHESTER UNITED
MANCHESTER UNITED EUROPE 1 6 . 9 9
MANIAC MANSION (N012) 9 . 9 9
McDONALDS LAND 1 7 . 4 9

(SUMMER GAMES 1 & 2, WINTER
GAMES)(NO12 1 9 9 9
METAL MUTANT (N012)7 . 4 9
MICROPROSE 3D GOLF (1 MEG) 1 3 . 9 9
MIDNIGHT RESISTANCE (11012) 7 . 4 9
MIDWINTER (N012)9 . 9 9
MIG 29 (1 MEG) 9 9 9
MONOPOLY1 7 . 9 9
MONSTER PACK 2 (KILLING GAME
SHOW, AWESOME, BEAST 2) (N012) 1 4 . 8 9
MOTORHEAD 1 1 . 9 9
NEW ZEALAND STORY (N012) 7 0 9
NICK FALDO'S GOLF 2 0 . 9 9
RICKY BOOM 1 5 . 9 9
NIGEL MANSELL'S WORLD
CHAMPSHIP (1 MEG) 1 6 . 9 9
NIGEL MANSELL'S WORLD
CHAMP'SHIP (A1200 VERSION)1 8 . 4 9
NO SECOND PRIZE 1 6 . 4 9
NUCLEAR WAR 9 . 9 9
OPERATION STEALTH (N012) 1 0 . 9 9
OPERATION WOLF (N012) 7 . 4 9
OVERDRIVE (1 MEG)1 6 . 4 9
PANG 7 . 4 9
PANZA KICK BOXING (N012) 8 . 4 9
PARASOL STARS 1 6 . 9 9
PERFECT GENERAL2 2 . 4 9
PERFECT GENERAL DATA DISK 1 3 . 9 9
PGA TOUR GOLF .  COURSES 1 9 . 4 9
PGA TOUR GOLF COURSE DISK 1 1 . 4 9
PINBALL DREAMS (1 MEG) 1 2 . 9 9
PINBALL FANTASIES 1 7 . 9 9
PIRATES (HOP)9 . 9 9
PITFIGHTER 7 . 4 9
PLAYER MANAGER (N012) 8 9 9
POOLS OF DARKNESS 9 . 9 9
POPULOUS & PROMISED LANDS (N012) 9 .99
POPULOUS & SIM CITY 1 6 . 9 9
POPULOUS 2 (1 MEG) a CHALLENGE
DATA DISK 2 1 . 9 9

.49 R O B O C O P 2

12.99 P R E M I E R  MANAGER (1 MEG)
13.99 P R E M I E R E  (1 MEG)

1 1 . 4 9
13.49
11.99

PRIME MOVER 1 9 . 4 9
PRINCE OF PERSIA (1 MEG)7 . 4 9
PRO TENNIS TOUR 2 1 0 . 9 9
PROJECT X (SPECIAL EDMON) (1 MEG) 9 . 9 9
PUSH-OVER (1 MEG) 1 6 . 9 9
PUTTY 1 3 . 9 9
QUEST & GLORY (BLOODWYCH,
MIDWINTER, CADAVER, BAT) (N012 )  13 .99
Fl-TYPE (N012) 7 . 4 9
RAGNAROK (N012) 2 1 . 9 9
RAILROAD TYCOON (1 MEG)1 3 . 9 9

. RAINBOW COLLECTION
(BUBBLE BOBBLE, RAINBOW ISLANDS,
NEW ZEALAND STORY) (NOP) 1 0 . 9 9
RAVING MAD (MEGA TWINS, JAMES
POND 2 - ROBOCOD, ROOLAND) 9 . 4 9
REACH FOR THE SKIES 1 9 . 9 9
RICK DANGEROUS (N012) 7 4 9
RISKY WOODS 1 7 . 4 9
ROAD RASH 1 7 . 4 9
ROBIN HOOD LEGEND QUEST 7 4 9

7.09
ROBOCOP 3 (N012) 1 1 . 4 9
ROME (1 MEG) 1 9 . 4 9
ROOKIES 1 9 . 9 9
SABRE TEAM 1 1 . 4 9
SECRET OF MONKEY ISLAND 1
SECRET OF MONKEY ISLAND 2 (1M MEG) 23.99
SENSIBLE SOCCER ('92/93 SEASON) 1 6 . 9 9
SEYMOUR GOES TO HOLLYWOOD 7 . 4 9
SHADOW OF THE BEAST 2 (+T-SHIRT) 8 . 9 9
SHADOW OF THE BEAST 3 1 9 . 4 9
SHADOWORLDS (N012) 1 5 . 9 9
SHOOT•MM-UP CONSTR'N KIT ( N 0 1 2 )  6 . 4 9
SHUTTLE (1 MEG)1 4 0 9
SILENT SERVICE 2 (1 MEG) (NOP) 1 2 . 9 9
SIM CITY & POPULOUS 1 6 . 9 9
SIM CITY DELUXE (SIM CITY,
FUTURE CITIES & TERRAIN EDITOR) 2 2 . 4 9
SLEEPWALKER2 0 . 4 9
SMASH TV 7 . 4 9
SOCCER KID 1 8 . 0 9
SPACE CRUSADE (N012) 1 2 . 9 9
SPACE CRUSADE DATA DISK (NO12) 10.99
SPECIAL FORCES (1 MEG)1 3 . 9 9
SPIKE IN TRANSYLVANIA 7   99
SPIRIT OF EXCALIBUR (1 MEG) (NOP) 8 . 9 9
SPORTS MASTERS (PGA GOLF, INDY 500,
ADVANTAGE TENNIS, EUROPEAN
CHAMPIONSHIP'S 1992) (1 MEG) (N012) 19.99
STARBLADE (N012) 7 . 4 9
STEVE DAVIS SNOOKER1 0 . 9 9
STORM MASTER 9 . 9 9
STREETRGHTER 2 1 8 . 4 9
STUART PEARCE'S SOCCER SELECTION'S
SKICK OFF 2, WORLD CHAMPIONSHIP

OCCER, MANCHESTER UNITED,
INTERNATIONAL SOCCER) (N012) 1 2 . 9 9
STUNT CAR RACER (N012) 7 . 4 9
SUPER CARS (N012) 6 . 9 9
SUPER CARS 2 (NOP)8 . 4 9
SUPER FROG (1 MEG) 1 6 . 4 9
SUPER HANG ON7 . 4 9
SUPER HERO 1 9 . 4 9
SUPER SEYMOUR 7 . 4 9
SUPER SPORTS CHALLENGE 1 9 . 9 9

SUPERSKI 2(N012)7 . 0 9
SWITCHBLADE 2 (N012) 8 . 4 9
SWIV (NOP) 8 . 4 9
SYNDICATE (1 MEG)2 1 . 9 9
THE ADVENTURES (SUPREMACY,

THE LOSTHUNTER, COR TREASPO URES OE INRATIONFO) (N012C) 1 1 3 . 9 9

(20 CLASSIC INFOCOM TEXT O M
ADVENTURES) (N012)2 7 . 9 9
THUNDERHAWK 1 0 . 4 9
TITUS THE FOX8 . 9 9
TORNADO (1 MEG) 2 0 . 9 9
TRANSARCTICA1 7 , 9 9
TROJAN - ALIEX
(LIGHT PH CYAZER GAME)8 . 9 9
TROJAN - B E R  ASSAULT
(LIGHT PHAZER GAME)
TROJAN - FIRESTAR
(LIGHT PHAZER GAME)
TROJAN- T H E  ENFORCER
(LIGHT PHAZER GAME)5 . 9 9
TURRICAN7 . 4 9
TURRICAN 2 7 . 4 9
TV SPORTS BASEBALL (N012)1 2 . 9 9
TV SPORTS BOXING (N012) 1 2 . 9 9
TV SPORTS FOOTBALL (N012) 6 9 9
ULTIMA 5 (N012) 1 0 . 9 9
ULTIMATE GOLF (N012) 7   99
UNIVERSAL MONSTERS1 6 . 9 9
UTOPIA+DATA I S
VIKINGS - FIELD OF CONQUEST (1 MEG) 10.99
VROOM (N012) 1 2 . 9 9
VROOM DATA DISK (N012) 1 2 . 4 9
WALKER 1 9 . 4 9
WAXWORKS (1 MEG) 2 2 . 4 9
WHEELS OF FIRE (HARD DRIVIN',
POWERDRIFT, CHASE HO, TURBO
OUTRUN) (N012) 1 2 . 9 9
WING COMMANDER 1 (1 MEG) 9 . 9 9
WIZ-KID1 6 . 9 9
WIZARDRY 7 - CRUSADERS OF
THE DARK SAVANT (1 MEG) 2 8 . 9 9
WWF WRESTLING (N012) 1 0 . 9 9
WWF WRESTLING 2 (1 MEG) 1 6 . 9 9
XENON 2 MEGABLAST 8 9 9
ZAK MCKRACKEN (N012)9 . 9 9
2 0 0 L  (1 MEG)1 1 . 9 9
ZOOL (A1200 VERSION) 1 7 . 9 9
ZOOL 2 (1 MEG) 1 7 . 4 9

EDUCATIONAL
ADI ENGLISH (11-12 YRS) 1 6 . 4 9
ADI ENGLISH (12-13 YRS) 1 6 . 4 9
ADI ENGLISH (13-14 YRS) 1 6 . 0 9
ADI FRENCH (11-12 YRS) 1 6 . 9 9
ADI FRENCH (12-13 YRS) 1 6 . 4 9
ADI FRENCH (13-14 YRS) 1 6 . 4 9
ADI JUNIOR COUNTING (4-5 YRS) 1 3 . 9 9
ADI JUNIOR COUNTING (6-7 YRS) 1 3 . 9 9
ADI JUNIOR READING (4-5 YRS) 1 3 9 9
ADI JUNIOR READING (6-7 YRS) 1 3 . 9 9
ADI MATHS (11.12 YRS) 1 6 . 4 9
ADI MATHS (12-13 YRS) 1 8 . 4 9
ADI MATHS (13-14 YRS) 1 6 . 4 9
ALVIN'S PUZZLES (6-8 YRS) 1 3 . 4 8
AMOS EASY (FIRST PROGRAMMING)- 2 1 . 9 9
FUN SCHOOL 3(2-5  YRS) 1 3 . 9 9
FUN SCHOOL 3 (5•7 YRS) 1 3 . 9 9
FUN SCHOOL 3 (7+ YRS)1 3 . 9 9
FUN SCHOOL 4 (2-5 YRS) 1 5 . 9 9
FUN SCHOOL 4 (5-7 YRS) 1 5 . 9 9
FUN SCHOOL 4 (7+ YRS)1 5 . 9 9
FUN SCHOOL SPECIAL
-MERLIN'S MATHS (7-11 YRS) 1 6 . 4 9
FUN SCHOOL SPECIAL - PAINT 'N
CREATE EDUCATIONAL ART (5. YRS) 16.49

POWER SCAN HAND SCANNER FOR AMIGA (VERSION 2) 1  M E G A B Y T E  A600 RAM UPGRADEWITH CLOCK 3 4 . 9 9
TRUE GREY SCALE,  100-400DPI 2  MEG PCMCIA UPGRADE FOR A600  OR A1200.
( INCLUDES SOFTWARE)9 9 . 9 9
S C R E E N B E AT  STEREO SPEAKERS FOR AMIGA OR IBM PC.
REQUIRES 4AA BATTERIES OR MAINS ADAPTOR.
DESIGNED SPECIFICALLY FOR COMPUTERS,  INCLUDING
MOUNTINGS FOR AT TA C H M E N T  TO MONITOR. 1 8 . 9 9
MAINS ADAPTOR FOR S C R E E N B E AT  SPEAKERS 7 . 9 9
SOUND ENHANCER FOR AMIGA (BOOSTS SOUND 2 9 . 9 9
ZYDEC STEREO SPEAKERS FOR AMIGA WITH BUILT- IN
AMPLIFIER A N D  VOLUME CONTROLS.  2 9 . 9 9

L E A D S  F O R  A500  AND A 5 0 0 *

HI-Fl  LEAD FOR AMIGA (STANDARD PHONO INPUT) 3 . 9 9

MONITOR STAND WITH EXTRA M O N I T O R  LEAD FOR AMIGA TO
SHELF FOR EXTERNAL DISK P H I L I P S  CM8833 MK2 MONITOR
DRIVE A N D  ACCESSORIES.  32.99 S C A R T  LEAD FOR AMIGA TO  SONY TV

(GIVES MONITOR QUALITY PICTURE)

7 . 9 9

9  99
DRIVE FOR AMIGA WITH S C A R T  LEAD FOR AMIGA TO TV WITH SCART INPUT
SONY/CITIZEN DRIVE ( G I V E S  MONITOR QUALITY PICTURE) 9 . 9 9
MECHANISM. 8 8 0 K
FORMATTED CAPACITY,  S C A R T  LEAD FOR TV TO VIDEO (GIVES EXCEPTIONAL
QUIET,  HIGH QUALITY,  E N H A N C E D  QUALITY PICTURE) 9 9 9
S U M  U N E  DESIGN, A M I G A  TO VGA PC MONfTOR ADAPTOR (ALLOWS USE OF
COLOUR M AT C H E D  V G A  PC MONITOR ON AMIGA)  2 1 . 9 9
METAL CASE AND LONG
REACH CONNECTION
CABLE 1  M E G A B Y T E  A500 PLUS RAM UPGRADE
54.99 W I T H  C LOCK  (TECNOPLUS)  3 2 . 9 9

MEMORY UPGRADES

PLUGS DIRECTLY INTO SMART CARD SLOT.
THESE ARE NOT BATTERY BACKED AND CAN'T BE P A C K  OF10 TDK 3.5" M F - 2 0 0  DISKS (DSDD)
USED AS A DISK, O N LY AS RAM. 1 1 4 . 9 9
4 MEG PCMCIA UPGRADE FOR A600  OR A1200.
PLUGS DIRECTLY INTO S M A R T  CARD SLOT.
THESE ARE NOT BATTERY B A C K E D  AND CAN'T BE
USED A S  A DISK, O N LY AS RAM. 1 6 4 . 9 9
512K AMIGA RAM  WITH C L O C K  FOR A500  AND A 5 0 0 . . . . 2 9 . 9 9
512K AMIGA RAM  WITHOUT CLOCK

. 2 4 , 9 9

DUST COVERS
DUST COVER FOR A600 4 . 9 9
DUST COVER FOR AMIGA 500 OR
ATARI  ST  (CLEAR PVC)4 . 9 9
DUST COVER FOR MONITOR (CLEAR PVC) 4 9 9

8.99

8 . 9 9

FUN SCHOOL SPECIAL
- SPELLING FAIR (7-13 YRS)1 6 . 0 9
KIDSTYPE JUNIOR W/PROCESSOR1 3 . 4 9
MEGA MATHS (A' LEVEL COURSE)1 6 . 9 9
MICRO ENGLISH (8 YRS TO GCSE.
CONFORMS TO NATIONAL CURRICULUM) 16.99
MICRO FRENCH (BEGINNER TO GCSE.
CONFORMS TO NATIONAL CURRICULUM) 16.99
MICRO GERMAN (BEGINNER TO
GCSE AND BUSINESS LEVEL.
CONFORMS TO NATIONAL CURRICULUM) 16.99
MICRO MATHS (11 YRS TO GCSE.
CONFORMS TO NATIONAL CURRICULUM) 16.99
MICRO SCIENCE (1 MEGX8 YRS TO GCSE.
CONFORMS TO NATIONAL CURRICULUM) 16.99
NODDY'S PLAYTIME (1 MEG)
(EDUCATIONAL PROGRAM
FOR CHILDREN AGED )+) 1 6 . 9 9
PAINT POT 2 (4-10 YRS) 1 3 . 0 9
SHOPPING BASKET (98  YRS) 1 3 . 4 9
WHICH? WHERE? WHAT? (0-8 YRS) 1 3 0 9

UTILITY
3D CONSTRUCTION KIT (WITH VIDEO) 11.99
3D CONSTRUCTION KIT 2 3 1 . 9 9
AMOS (GAMES CREATOR)2 9 . 9 9
AMOS 3D (REQUIRES AMOS) 2 1 . 9 9
AMOS COMPILER (REQUIRES AMOS) 1 9 . 4 9
AMOS EASY (FIRST STEPS TO
PROGRAMMING) 2 1 . 9 9
AMOS PROFESSIONAL 3 1 . 9 9
AMOS PROFESSIONAL COMPILER
(COMPILES AND SPEEDS UP PROGRAMS
WRITTEN IN AMOS, EASY AMOS
OR AMOS PROFESSIONAL) 2 3 . 9 9
DELUXE PAINT 3 (WITH ANIMATION) 2 4 . 9 9
DELUXE PAINT 4 (1 MEG)
(HAM MODE & ANIMATION) 5 0 . 9 9
DELUXE PAINT 4 (AGA FOR
AMIGA 1200 WORKS IN 256 COLOUR
AND NEW 8-BIT HAM MODE)5 9 . 9 9
DISNEY ANIMATION STUDIO (1 MEG) -57 .99
FINAL COPY 2 WORD PROCESSOR 6 6 . 9 9
FUN SCHOOL SPECIAL - PAINT 'N
CREATE EDUCATIONAL ART (5+ YRS) 16.49
HOME ACCOUNTS 23 4 . 9 9
HOME OFFICE KIT DELUXE
(KIND WORDS 3, MAXI  PLAN 4, AND
INFOFILE). REQUIRES ONE EXTERNAL
DISK DRIVE OR HARD DRIVE. (1 MEG) 59.99
KID FIX (1 MEG) 1 8 . 9 9
KIDSTYPE JUNIOR W/PROCESSOR1 3 0 9
KIND WORDS 3 WORD PROCESSOR 2 9 . 9 9
MINI OFFICE (W/PROCESSOR, SPREADSHEET,
DATABASE AND DISK UTILITIES) 3 4 . 9 9
PEN PAL WORD PROCESSOR 5 4 . 9 9
POWERWORKS (MAXIPLAN PLUS
SPREADSHEET. KIND WORDS 2 WORD
PROCESSOR INFORLE D/BASE) (NOP) 2 4 . 9 9
PUBLISHER (PAGE LAYOUT PACKAGE)
CAN PRODUCE BLACK AND WHITE
NEWSLETTERS, FLYERS, ANNUAL
REPORTS AND MAGAZINES. REQUIRES
ONE EXTERNAL DISK DRIVE OR HARD
DRIVE (1 MEG) (N012) 2 9 . 9 9
TECNOPLUS BUSINESS PACK FOR AMIGA
IWORDWORTH W/PROCESSOR,
K.SPREAD 2 SPREADSHEET
K-DATA DATABASE) (1 MEG) 7 1 . 4 9

WORDWORTH V2 W/PROCESSOR (1 MEG) 75.99
WORDWORTH V1.1E AMIGA 500 W O R D
PROCESSOR (SPECIAL ENHANCED 2 MEG
VERSION .1 MEG UPGRADE FOR .4500P) 7 9 . 9 9
WORDWORTH V1.1E AMIGA 600 WORD
PROCESSOR (SPECIAL ENHANCED 2 MEG
VERSION . 1  MEG UPGRADE FOR A690) 9 4 . 9 9

DISKS

MUSIC & VIDEO EQUIPMENT
VIDI AMIGA 12 (CAPTURES COLOUR IMAGES FROM
VIDEO MACHINE OR CAMCORDER.  COMPATIBLE  WITH
TAKE 2, DELUXE PAINT 4 AND MOST ART PACKAGES). . .72.99

FOUR PLAYER JOYSTICK ADAPTOR
FOR AMIGA 7 . 9 9

JOYSTICK EXTENDER CABLE FOR AMIGA ( 3  METRES) 5 . 9 9

8 99

VERBATIM
3.5" DSDD DISK

WITH LABEL
10 Pack £7.99

AMIGA Ai
1 MEG RAM
1 YEAR IN-H
WORKBEN(
MOUSE ANI
LEMMINGS

I
AMIGA Al
WITH FAST
2 MEG RAN
1 YEAR IN-h
WORKBENI
MOUSE
SAVE
W O R K S  W I T H  /
M O N I T O R  V I A  F

I
A M I G A  A 4 0

WITH 80 MEC
POWERFULI
4 MEG RAM
I YEAR IN-Hi
WORKBENCI
AND MOUSE
AMIGA COMPATIE
(PRICE DOES NOT

I

G O L D S T A R

WITH REM
& SCART I
FREE SCAF
( S TAT E  SNES. SE

GIVES PIXEL

SONY 14'
TELEVISIt
MONITOR
MODEL KV!
REMOTE CI
FREE SCAF
(STATE SNES, SEGO
& DEDUCT £20 OFF(
ANY GAME (OR THE
SEVERAL GAMES)
THE SAME TIME AS 1

S O N Y  T V / M O I
P I C T U R E  F

MALELGACDORNISVOELNEN

R E A R  S C A R T / I
TRINFTON ACRE

PHILIPS
FST COL
TELEVIS
MONITO
TELETE
MODEL 15P
REMOTE CI
FREE SCAF
5 , 1 4  SNES, SEGA, A

SAVE £1
AUTO PROGRA

MONITOR QUAL
MEGADRIVI

CONNECTION. A I
VIA NORMAL RE

E
s y  supply off

sisogs. W e  sell
ve M a s t e r

_ i t ,  a t ,  ga. Atari

Specia l  Reserve
Herts.  Open

I N C L U D E S

ALSO AVAIL
ALSO AVAIL

S
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AMIGA A600 LEMMINGS PACK
1 MEG RAM EXPANDABLE TO 2 MEG
1 YEAR IN-HOME SERVICE WARRANTY
WORKBENCH 2.0
MOUSE AND
LEMMINGS GAME 1 8 9 , 9 9

'h

i s p e c i a i

•Re.le21,cie,
14e Q....4 ad,
. . . .

special &elute oterotle/14 cart 'woe all dal— cart 2167,1?

READ "NRG" Regular Club Magazine
CHOOSE from our Huge Selection
BUY at Best Possible Prices
SAVE with our Special Deals
SAVE more with our XS Coupons
WIN £60,000 worth of prizes FREE

JOIN now from just £4.99
We only supply members but you can order as you join

There's no obligation to buy and you can be any age.
Just send in the form below or phone Sales on 0279 600204.
As a member  of Special Reserve you'll receive regular issues of
NRG magazine. N R G  is our 48 page colour club magazine sent bi-
monthly only to Special Reserve members. NRG contains:
1. T h e  best selection of games, peripherals and hardware for all
popular formats. W e  are official Sega, Nintendo and Sony stockists.
2. R e v i e w s  in colour and latest information on new products
3. C h a r t s  and Release Schedule, to help you choose and plan
4. T h e  best prices. Jus t  one purchase can save you your joining fee
5. Hundreds  of Special Offers. To p  games at prices you won't believe
6. X S  Super Savers. M o n e y -off coupons worth over £180 a year
7. £ 6 0 , 0 0 0  worth of prizes per year in our FREE-to-enter BIG
TARGET COMPETITIONS. That ' s  £10,000 worth in every issue of
NRG, exclusive to members.

That's why over 160,000 people have joined Special
Reserve, the biggest games club In the World!

0279 600204
9am to 8pm Weekdays, 9am to 5pm Saturday, 10am to 5pm Sunday

10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order.
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS.
You can also Fax your order to us on: 0279 726842
We pride ourselves on our after-sales service. (18 customer service lines)

Inevitably some games listed may not yet be available. Please phone sales on
0279 600204 to check availability before ordering. In the event of delay we issue
refunds on request at any time prior to despatch. We reserve the right to change

prices without prior notification. E A O.E.
Registered Office & Club Shop: Inter-Mediates Ltd, 2 South Block, The Mailings,

Sawbridgeworth, Herts. CM21 9PG.
All prices include VAT and carriage to UK mainland. See base of order form for

overseas surcharges. We supply hardware only to UK mainland addresses.
MEMBERSHIP FEES 6  MONTHS O N E  YEAR T W O  TEARS

TRIAL A N N U A L  W I T H  FREE
MEMBERSHIP MEMBERSHIP H A R D  BINDER

UK MEMBERS 4 . 9 9  7 . 9 9  1 4 . 9 9
OVERSEAS EC MEMBERS 6 . 0 0  1 0 . 0 0  2 0 . 0 0
OVERSEAS WORLD MEMBERS 7 . 0 0  '  1 2 . 0 0  2 4 . 0 0

r  W E  ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 1
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS,

(PLEASE PRINT IN BLOCK CAPITALS) G A M E

Name

Address

Postcode

Phone M a c h i n e

Enter membership number (if applicable) or
NEW MEMBERSHIP FEE (ANNUAL UK 7.99)

item

item

item

item

ALL PRICES INCLUDE UK POSTAGE & VAT £

Cheque/P.O./Access/Mastercard/SwitchNisa (Switch Issue No I

Card
expiry date S i g n a t u r e

Cheques payable to: S P E C I A L  R E S E R V E
P.O. BOX 847, HARLOW, CM21 9PH

Overseas Orders  Surcharge (EC or  World):  So f twa re  orders
please add £2.00 per  item. N o n -sof tware  i tems please add

25%. H a r d w a r e  I tems supp l ied  to  UK main land on ly.
Overseas orders  m u s t  be pa id  by credi t  card.- - I

I L

PRIGA A1200
AMIGA A1200 HOME COMPUTER
WITH FAST 68020 PROCESSOR
2 MEG RAM EXPANDABLE TO 4 MEG
1 YEAR IN-HOME SERVICE WARRANTY
WORKBENCH 3.0
MOUSE

SAVE £34 3 5 9 . 9 9
WORKS WITH A TELEVISION OR SUITABLE
MONITOR VIA RF OR SCART CONNECTION

AMIGA A4000/030 HOME COMPUTER
WITH 80 MEG INTERNAL HARD DRIVE
POWERFUL 68030 PROCESSOR (25MHz)
4 MEG RAM (2 MEG CHIP + 2 MEG FAST)
I YEAR IN-HOME SERVICE WARRANTY
WORKBENCH 3.0 9 2 9 . 9 9AND MOUSE
AMIGA COMPATIBLE.
(PRICE DOES NOT INCLUDE MONITOR)

GOLDSTAR 1411 TELEVISION/MONITOR
WITH R E M O T E  C O N T R O L
& S C A R T  INPUT
FREE SCART LEAD 1 5 4  9 9
(STATE SNES, SEGA OR AMIGA) •

GIVES PIXEL PERFECT PICTURE

SONY 1411
TELEVISION/
MONITOR
MODEL KVM1400
REMOTE CONTROL
FREE SCART LEAD
(S TATE SNES, SEGA, AMIGA or ST)
8 DEDUCT f20 OFF OUR PRICE OF N E W  M O D E L
ANY GAME (OR THE TOTAL OF
SEVERAL GAMES) PURCHASED AT 1 9 9  9 9
THE SAME TIME AS THIS SONY TV •

SONY TV/MONITOR ENABLES MONITOR QUALITY
PICTURE FROM AMIGA, SUPER NES ST OR

MEGADRIVE VIA SCART CONNECTION. ALSO SUITS
ALL CONSOLES VIA NORMAL RF INPUT. INCLUDES
REAR SCART/EURO. 6 0  CHANNEL TUNING. BLACK

TRINITON SCREEN, TWO POSITION TILT DESIGN FOR
CHOICE OF ANGLE.

INCLUDES LOOP AERIAL. SUPERB QUALITY.

£20 OFF
ill GAME OFFER

ALSO AVAILABLE IN WHITE AT E199.99
ALSO AVAILABLE WITH TELETEXT AT 249.99

PHILIPS 15"
FST COLOUR
TELEVISION/
MONITOR +
TELETEXT
MODEL 15PT161A
REMOTE CONTROL
F R E E  S C A R T  L E A D  2 3 4 W A , .  9999. 999A. AMIGAsT)o r 9 9
S A V E  £ 1 5  O F F  RRP

AUTO PROGRAMMING, I YEAR WARRANTY. ENABLES
MONITOR QUALITY PICTURE FROM AMIGA, SUPER NES,

MEGADRIVE OR MASTER SYSTEM 1 VIA SCART
CONNECTION. ALSO SUITS ATARI ST AND ALL CONSOLES

VIA NORMAL RF INPUT. INCLUDES SCA FUEURO TO AN
CHANNEL. VERY SMART.

WITH
TELETEXT

MORE PRINTERS & MONITORS AVAILABLE -

We only supply official UK products. Official suppliers of all ieading
brands. We sell games and peripherals all at amazing prices for

Megadrive. Master System, Game Gear, Super NES. Gameboy. NES.
Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac, And we sell T-

shirts and cuddly toys!
Special Reserve Club Shop at The Maltings, Sawbridgeworth,

Herts. Open to 7pm Weekdays and to 5pm Saturdays.

CITIZEN 120D+ 9-PIN
MONO PRINTER
SO COLUMN . 144 CPS/25141Q,
2PILCVI DRAFT FONT
2 YEAR WARRANTY
FREE PRINTER LEAD
HIGH QUALITY BUDGET PRICED PRINTER

122.99
CITIZEN SWIFT 90C
9-PIN COLOUR PRINTER
WITH COLOUR KIT, 9  PIN, 80 COLUMN
240CPS/54NLO 6NLQ FONTS, 2 YEAR WARRANTY
FREE PRINTER LEAD
A 9 PIN PRINTER WITH COLOUR FACILITY AND
FULL PAPER HANDLING FUNCTIONS

167.99
CITIZEN 200C 24-PIN
COLOUR PRINTER
WITH COLOUR KIT, 24 PIN, 80 COLUMN
216CPS/72L06 LQ/1 DRAFT FONT, AUTOSET
FACILITY INPUT DATA BUFFER, AUTO PAPER
LOADING ENVELOPE PRINTING, 2 YEAR WARRANTY
FREE PRINTER LEAD

209.99
CITIZEN 240C 24-PIN
COLOUR PRINTER
WITH COLOUR KIT, 24 PIN, 80 COLUMN,
240CPS/80L0 9 LO/1 DRAFT FONT,
2 YEAR WARRANTY
FREE PRINTER LEAD
ADVANCED VERSION OF 24E WITH AUTOSET
FEATURE AND LCD CONTROL PANEL

259.99
J I V - I L A  F R I .

CANON BJ10-EX BUBBLE
JET PRINTER
64 NOZZLE, 80 COLUMN, 83L0 CPS 2L0/1
DRAFT FONT, I YEAR WARRANTY
FREE PRINTER LEAD
A SMALL PORTABLE PRINTER, VERY QUIET IN
OPERATION YET GIVING OUTSTANDING PRINT
QUALITY.

205.99
DISK BOXES

B a n  x  a Diskette a l

Li?  .
BANX DISK BOX 3.5" (80) STACKABLE 1 2 _ 4 9

BANX DISK BOX
3.5" (120)
STACKABLE
13.99

DELUXE DISK BOX 3.5-
(80), LOCKABLE,
DIVIDERS
9.99

DISK BOX 3.5" (10 CA ACITY)1 9 9

DISK BOX 3.5" (120)
LOCKABLE, DIVIDERS 9 9 9

SEGA MEGADRIVE +
THREE GAME PACK
WITH SONIC THE HEDGEHOG
EA ICE H O C K E Y
J O H N  M A D D E N ' S  '93
T W O  S E G A J O Y PA D S

129.99

JOYSTICKS
BOLLISTICK HAND
HELD JOYSTICK FOR
AMIGA OR ST WITH
AUTOFIRE FUNCTION
9.99

CHEETAH BUG JOYSTICK
13.99

COMPETITION PRO EXTRA
JOYSTICK (CLEAR BASE)
10.99
COMPETITION

PRO STAR
JOYSTICK

14.99
FREEWHEEL
STEERING WHEEL
(DIGITAL) FOR AMIGA
SUITS MOST DRIVING
GAMES 25.99

GRAVIS JOYST CK FOR AMIGA
WITH FOAM PADDED GRIP,

ADJUSTABLE HANDLE TENSION
AND PROGRAMMABLE FIRE

BUTTONS 23.49

LOGIC 3 SIGMA-RAY
JOYSTICK
11.99

MINI
COMPETITION

PRO 5000
JOYSTICK

12.99 4.1
MINI COMPETITION PRO STAR

JOYSTICK WITH AUTOFIR
15.99

OUICKJOY
FOOT PEDAL
TRANSFERS ANY
OYSTICK
UNCTIONS TO
OOT PEDALS. SEAL FOR FLIGHT AND CAR SIM'S.

COMPATIBLE MTH MOST AMIGA GAMES. 1 9 . 9 9

OUICKJOY JET FIGHTER
JOYSTICK
11.99

OUICKJOY 0J1
JOYSTICK

(MICROSWITCHED)
7.99

OUICKJOY TOP
STAR JOYSTICK
19.99

QUICKSHOT 111A
TURBO 2

JOYSTICK
9.99

OUICKSHOT 128F
MAVERICK 1 JOYSTICK
12.99

OUICKSHOT 137E PYTHON
JOYSTICK

9.99

OUICKSHOT 149
INTRUDER 1
JOYSTICK
22.99

QUICKSHOT
155 AVIATOR 1 JOYSTICK

23.99

SPEEDKING ANALOGUE •
JOYSTICK FOR AM GA (FOR
PROPORTIONAL CONTROL ON
SUITABLE SOFTWARE)
12.99

SUPER PRO ZIP STICK
JOYSTICK FOR AMIGA WITH
AUTOFIRE FUNCTION
12.99

ZYDEC TRACKBALL
24.99

ALPHA OPTIC MOUSE
AMIGA OR ATARI ST.
300 DPI
29.99

DRAGON MOUSE 1 2 . 4 9
MOUSE MAT (LIGHT GREY) WITH SPECIAL
RESERVE LOGO PRINTED IN RED4 . 9 9
PORT EXTENSION ADAPTOR FOR AMIGA
CHANGE JOYSTICKS WITHOUT NEEDING

TO REACH BEHIND COMPUTER) 5   99
ROBOSHIFT INTERFACE FOR AMIGA
(PLUGS MOUSE I JOYSTICK INTO ONE PORT) -12.99

SUPER NP
SUPER NES + STARWING
WITH STARWING GAME
ONE JOYPAD
SAVE £2O.OO

109.99
FOR A S P I N &  CATALOGUE CALL

0279 600204



THIS IS AMIGA POWER
ISSUE 2 8  A U G U S T  1 9 9 3

EDITOR
Linda Barker
DEPUTY EDITOR

Stuart Campbell
PRODUCTION EDITOR

Dave Green
STAFF WRITERS

Mark Winstanley
Tim Tucker
ART EDITOR

Jacquie Spanton
ART ASSISTANT
Lisa Kellett

ADVERTISING MANAGER
Caroline Simpson

TRAINEE ADVERTISING EXECUTIVE
Robert Bennet

GROUP PRODUCTION MANAGER
Judith Middleton

PRODUCTION CONTROLLER
Claire Thomas

PRODUCTION CO-ORDINATOR
Craig Broadbridge

PRODUCTION CONTROL ASSISTANT
Ginette McKeown
PAPER CONTROLLER

Fiona Deane
ADMIN ASSISTANT

Suzannah Angelo—Sparling
AD DESIGN

Michelle Trewavas
PUBLISHER

Colin The Publisher
GROUP PUBLISHING DIRECTOR

Greg Ingham
PROMOTIONS ASSISTANT

Tamara Ward
CIRCULATION DIRECTOR

Sue Hartley
MANAGING DIRECTOR
Chris Anderson

CONTRIBUTORS: Jonathan Davies,
Rich Pelley, Dave Golder, Tim Norris,

Dave Robinson
LINO & SCANNING: Simon Chittenden,

Jon Moore, Chris Stocker,
Simon Windsor, Heath Parsons,

Mark Gover
PHOTOGRAPHY: Rob Scott

COVER ILLUSTRATION: Electronic Arts
COVERDISK COMPILED BY:

Grants Computing

EDITORIAL & ADVERTISING
Amiga Power,

Future Publishing Ltd,
30 Monmouth Street,

Bath BA1 2BW
Tel 0225 442244
Fax 0225 446019

SUBSCRIPTIONS
Cary Court, Somerton, Somerset

TA1 1 6TB Tel 0458 74011
AMIGA POWER IS PRINTED

IN THE UK
A member of the Audit Bureau of Circulations

Registered circulation
A B C ]  5 0 , 2 2 2

July — December 1992

This month's special pro-celebrity ethion of
AMIGA POWER comes to you from Future
Publishing, home of AMIGA POWER. Of course.
© Future Publishing 1993

10ELWOOD BLUES AND HIS
ITEMS OF NEWS

Our man in a dark brown overcoat (but
that's another story), Dave Green goes in
search of the hottest news and most
scurrilous gossip in the Amiga world.

14BILLY SMART AND HIS
GALLUP CHART

After last month's fiasco, I think it's best if
we just say 'These are the charts pages'
and leave it at that, okay?

16PATRICK McGOOHAN (DOES
A BIT OF PREVIEWIN')

Some rough sketches of forthcoming
games scribbled on the back of a
cigarette packet and seven pages of
drinking stories. Or possibly previews of
Jurassic Park, Overdrive, Bubba 'N' Stix,
One Step Beyond and more. Yeah, right.

47NICHOLAS CAGE AND HIS
COMPETITION PAGE

Your monthly chance to win stuff. Fancy a
VIP trip for four to Alton Towers? Good.

48 FAMOUS EGYPTIANS, WITH
A PAGE OF SUBSCRIPTIONS

Tutankhamen, King of Kings, says: "Your
last chance to save money and get Body
Blows or Superfrog for FREE. Maybe."

52DAVID SOUL - HE'S GOT
COMPLETE CONTROL

More Lionheart tips tomfoolery, Arabian
Nights complete solution (part one), and
the inimitable Rich 'not Jonathan Davies'
Pelley and his magical all-new Last Resort.

64ELIZABETH ARDEN AND HER
SECRET GARDEN

Buy stuff. Sell stuff. Speculate to
accumulate. Greed is good. The free
market must — sorry, where was I again?

82RODNEY KING AND HIS DO
THE WRITE THING

Letters pages. Not written by Rodney King
at all, but by you, the readers. Sorry.

88ALLY SHEEDY AND NER
COLUMN OF PD

This wasn't one of our better ideas, was it?

91 SYDNEY DEVINE AND HIS
BIG BOTTOM LINE

It's nobody's child! Your favourite country-
and-western singing buyers' guide, in full
glorious NICAM stereo. (Not all areas).

9 0  ER, SOMEONE-OR-OTHER
I I  AND THE ER, RIGHT PROFILE

Oh sod. We can't think of anything at all
that rhymes with 'The Right Profile'. It's got
Violet Berlin in it anyway. Phwoar, eh lads?

G A M E S  O F  T H

SYNDICATE
Featuring our submission for the
Biggest Screenshot Of The Year.

Page 28

J
WAR IN THE GULF
It's a war! It 's in the Gulf! It 's a
war in the Gulf! It 's (Snip! -  Ed)

Page 40

BLACK
TO THE
FUTURE

The sinister futuristic world of
'cyberpunk' — it's just as relevant
today (if not more so!) as it was
when it was invented ten years
ago. If you want to know what

Syndicate's all about,
then just turn to

P32

GUNSHIP 2 0 0 0
...Stirling Albion nil. Er, no.
Doesn't work so well, does it?

Page 34

GLOBAL GLADIATORS
Toxic Mutant Cheeseburgers
From Hell! Or something.

Page 42

THE SHAPE
OF THINGS
TO COME
PAGE 16
Previews done the old-
fashioned way, including never-
seen-before screenshots of
Ocean's Jurassic Park!

THE SECRET
GARDEN P64

Another two pages of opportunit ies to interact
meaningfully with other elements of our pan-
global fel lowship of readers. Or possibly just

sell them some old games and bits of hardware
that you don' t  really want any more. F o r  cash.

YO! JOI
Another ≤
another f

" F P . -

'  9. 9
• 0

DUNE 1
Or Sim C
guns. Bu

A DI
BIG
WIT
EVE
INT :
WRI
WH
Just to
attentio

STUART WOULD JUST LIKE TO SAY: 'Describe the truth as a yellow lifeboat.'

JACQUIE WOULD JUST LIKE TO SAY: 'I don't want to pay f190 to sleep in a garage.'

TIM WOULD JUST LIKE TO SAY: Ws so hot, even the flies are fainting.'

MARK WOULD JUST LIKE TO SAY: I t  looks like someone set off a breakfast grenade.'
DAVE IVOU

BOIL



O V E R  3 0 0

Dune 2 44
Firehawk 68
Global Conflict 67
Global Gladiators 42
Gunship 2000 34
Ishar 2 66

City Defence 88
Megaball 88
Ouch! 88
Solitaire Sampler  8 88

G A M E S  R A T E D  I N  E V E R Y  I S S U E !

Y O !  J O E !
Another giant screenshot,
another fabulous game.

Page 37

DUNE 2
Or Sim City In The Desert. With
guns. But no Sting, thankfully.

Page 44

A DIRTY GREAT
BIG BLUE BOX
WITH NOTHING
EVEN SLIGHTLY
INTERESTING
WRITTEN IN IT
WHATSOEVER
Just to see if you're all paying
attention, really...

NEXT
MONTH

Next month's AMIGA POWER
goes on sale on the Glorious

12th of August. Yeah, right. Go
tell that to a grouse. Well, don't,

because it won't know what
you're wibbling on about,

and (Snip! -  Ed)

G A M E S
R E V I E W E D
T H I S  I S S U E

A U G U S T

F U L L
P R I C E

James Pond 2  1200-71
Syndicate2 8
Transarct ica 1200  ---70
War In The Gulf4 0
Yo! Joe!3 7

B U D G E T
688 At tack  Sub7 7
Boston Bomb Club -- 75
F19 Stealth Fighter--76
Final Fight7 6
MiG-29 Fulcrum7 7
Rick Dangerous 2 ----78
Shadow Dancer7 8
Space Legends7 8
WWF Wrestlemania--75

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

DAVE WOULD JUST LIKE TO SAY: 'When do we get to talk about my needs?'

LISA WOULD JUST LIKE TO SAY: 'I want to be 13 again.'

Far be it from us to boast, but we
think we've done it again with this

month's coverdisk -  FOUR fab
things, including (quite literally)
the mother of all arcade games.

But don't listen to us (well, apart
from reading the instructions bit,
obviously) -  just try 'em out for yourself...

I I N T R O D U C I N G  D I S K  2 8

STARDUST
TUNNEL
Quite the sexiest Amiga
games-related thing we've
seen in ages, here's the
wildest bit of
Bloodhouse's debut.

F O R M U L A 1
CHALLENGE
Team 17 turn their hand to sprite-
based racing antics. Do they pull it
off? Play our exclusive track demo
and judge for yourself.

What more can we possibly say
about the game that launched a
thousand, er, other games?
Nothing, that's what.

D I A M O N D
THIEF
Who needs an Apple Mac? Well,
we do actually, otherwise we
wouldn't be able to do the mag.

G O T  A  F A U L T Y  D I S K ?
•  Oh no! Are you sure? Before you go any further, try the procedures described
in the panel over the page. If, after all that, you do have disk problems, simply
place it in an envelope, along with an SAE and an explanatory letter, and return it
NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 28, DisCopy Labs,
PO Box 21. Daventry NN11 5BU. NOT here to AP. We'll only ignore you, rudely.
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YOUR DISK AND YOU
READ THIS BIT FIRST OR NO-
ONE WILL TAKE ANY NOTICE
OF YOU WHEN YOU SAY THAT
YOUR DISK DOESN'T WORK.

•  Stardust and Fl Challenge are
one meg only. You've still got a
512K machine? Oh come on. You're
kidding, right?

•  To load any of the games, all you
have to do is switch off your
machine, insert the disk, and switch
your machine back on again.

•  An options menu will appear.
Simply follow the instructions to
load the game of your choice.

•  Just to be on the safe side,
though, the on-screen instructions
say that you should press the
appropriate function key to make
your selection.

•  You'll have to reset your machine
in order to play one of the other
demos. When you do so, simply
follow the instructions above.

•  Remember to keep the disk you
are playing your game from in the
drive at all times. And remember —
switching the machine off for 20
seconds or so before loading a new
program will help prevent disks
being infected by stray viruses.

•  Have a good time.

OH NO! SOMETHING
WENT WRONG!

•  Are you sure?

•  Try all that stuff again, making
sure you've disconnected any
peripherals the program might
not 'like', such as external drives.

•  If your disk fails to load, then pop
it in a padded envelope, along with
a letter explaining the problem and
an SAE, to:

AMIGA POWER Disk 28 Returns
DisCopy Labs
PO Box 21
Daventry
NN11 5BU

•  We're really hoping that you're
reading this bit, because it's quite
important: please don't send your
disks to us at the AMIGA POWER
office. We really don't know how to
fix dodgy disks. We've tried, we
really have, but not very hard. So
send it to DisCopy Labs. Please.

STARDNIISe.,.

atO

A u t h o r s :  B l o o d h o u s e

T h i s  debut release from a new
Finnish team (previewed last
month, and due out any day
now at a recession-busting —

but firmly non-budget — £16.99) promises
all manner of arcade shoot-'em-up thrills
in an Asteroids-y vein, but there's a bit
more to Stardust than rotate, thrust and
fire. Not least this breathtaking tunnel
sequence, where some of the best Amiga
3D you'll ever see (in fact, some of the
best 3D you'll ever see outside of real life
full stop — the Super NES just can't do.

A u t h o r s :
Te a m  1 7

y o u !  Love!
Them! Yep,
those
Wakefield boys

certainly seem to be the
punters' pals, so you should all be
thoroughly delighted to see this demo of
their latest 'product', a sprite-based racer
in the style of Continental Circus and all
that sort of stuff. Fl Challenge is going to
be one of Team 17's celebrated low-price
originals, but you can try it out on this
exclusive-to-AMIGA-POWER track before
you risk even the piddling £10.99 it's going

,14,1144_r_

One thing we didn't mention is the
lovely light-source shading on your

ship. Check it out. Mm-mm.

this, fancy extra chips or not)
combines with a frightening all-out assault
on your health by a veritable storm of
spinning silver space rocks and
indestructible (but exceptionally
dangerous) explosive mines.

Just like reality, you only get one life,
and if you're still going to have it at the
end of the demo you're going to have to
survive over 4000 distance units of full-on
in-your-face asteroid terror with nothing to
help you save for your trusty cannon,
which will make short work of any rocks
you manage to stay still long enough to
draw a bead on. It's not easy (in fact, none

to cost when it
hits the shops
very shortly.

The plot
underpinning

the driving
action involves a

complex and
baffling sequence of

events, beginning in a small
jewellers' shop in Lausanne, Switzerland
and taking in high-tension espionage thrills
over a variety of glamorous intemational
locations before culminating in a sex-
drenched gun battle near Buckingham
Palace in which Samurai-trained members
of the Household Cavalry draw their

Does anyone remember
Stardust, the exploding

sherbet-type sweet -  like
Space Dust, only more violent?

"16ter':

of this month's
coverdisk games
are, but AMIGA
POWER isn't a
magazine for
gaming wimps), but
even if you don't
make it to the end,
you'll have a pretty
thrilling time trying.
And if there's any
programmers out
there, how do they
do that scrolling
background? Wow.

weapons and defend the honour of
Princess Di against a horde of rampaging
Vatican Guards from a parallel dimension
who've been driven mad by psychoactive
trace chemicals planted in their water
supply by a former member of the KGB
with a grudge against — oh, okay, it
doesn't. It's a racing game. Press fire to
go fast, don't crash into billboards, and
overtake all the other cars. Alright?



E
Brits,

If you make it to the end of
the demo, you can consider

yourself a pretty top-notch
gamer. We're all rubbish at it.

(Except me. -  Stuart)

"Have we done the
obligatory tunnel

sequence yet?"

"Make it so."

•

DIANN1014 D
1111"Hi H looks l ike this on

the Mac, too. Honest.

Right. Well, here we
are on  the first level.
With diamonds.

We tried to get a  pic of 4 :  \
the smart bomb going

off. But we failed.

A u t h o r :
`Harshy'

•
ver the last
few months, we've
made a conscious effort to use the coverdisk to
bring you the games we've been playing

ourselves in the AP office. You'd probably be really
disturbed if you knew how much time's been spent playing
Pong (especially by staff from PC and Super NES
magazines coming down to unsuccessfully challenge us at
it), but the other thing which has grabbed our attention is this
conversion of a near-legendary Apple Mac game called
Crystal Quest. Like the Mac original, Diamond Thief doesn't
look like much, but it's a curiously absorbing and tricky
game once you get a couple of levels in, and you really

0

ought to give it a
try. You have to
collect all the
diamonds on each
level and then
escape through
one of the side
exits, but manners
are complicated by
the mouse control
system and the

various baddies whose sole aim in life is to discorporate
the atoms of your being. It's all pretty self-explanatory

otherwise, so we'll leave you to it. Beat 50,000 if you can...

Who is the mysterious Captain Zap? We should be told.

P O  N
A u t h o r :  Claudio Buraglio

eah, yeah. We know.
But play it. Trust us.
Here's the control keys
you'll need:

Fl — cycle Player One controls
(mouse/joysticWpadcr e
F2 — cycle Player TA:
F10 - select large or small bats
Del — reset score
Esc — quit
Help — change colour presets
[ and ] — select colour to change
Keypad 1-3 — alter amount of blue
Keypad 4-6 — alter amount of green
Keypad 7-9 — alter amount of red
Space — change game

(Tennis/Football/Squash/Practice)
+ and — on keypad

— increase/decrease ball speed.
Player one keys:
Left Shift — up
Lett Alt — down
Ctrl — serve

Player two keys:
Right Shift — up
Right Alt — down
Return — serve.

Mess with your friends at
Squash by obscuring their
bat with yours.

Move over Sensible Soccer
-  real footbal l  is here again!

O

C
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M S  T H E  CEMTHE OF TEC Hi

• A1200 Standalone £369
• A1200 with 20MB £459
• A1200 with 40MB £499
• A1200 with 60MB £539
• A1200 with 80MB £559
• A1200 with 120MB £629
• A1200 with 200MB £699

WTS ELECTRONICS LTD, CHAUL END LANE, LUTO

Ami • a 1200 Packs
• 32-bit 68020 Full power
• On site warranty
• Two Python joysticks
• Free Paint package software
• Mouse mat

M o n i t o r s

Amiga 4000 Packs
• AGA Chip set
• 68030 processor
• Co-pro option
• 4MB RAM
• A4000 030 with 80MB & hard drive £ 9 1 8
• A4000 030 with 120MB & hard drive f1024
• A1200 040 with 120MB & hard drive £2139

A500 Plus

• Amiga 500 Plus
• Cartoon Classic pack

£187
£217

• Easy to install upgrade kits
• Full instructions and cables where necessary
• All drives supplied with formatting

instructions and software
• Free fitting available - phone for details
• 20MB HD Upgrade Kit
• 40MB HD Upgrade Kit
• 60MB HD Upgrade Kit
• 80MB HD Upgrade Kit
• 120MB HD Upgrade Kit
• 200MB HD Upgrade Kit

f95
£135
f169
f189
£269
£329

A1200/A600 U .  • rades
• A1200 PC1204 4MB + clock (co-pro opeon)E178
• ProRam 2MB PCM-CIA A600/A1200 £ 11 8
• ProRam 4MB PCM-CIA A600/A1200 £ 1 7 2

A m u . .  1 0  Hard  Dr ives

High Quality Hard Drives

• GVP 80MB hard drive A500
• GVP 120MB hard drive A500
• GVP 500MB hard drive A500
• GVP 120MB hard drive A1500

£349
£439
£989
£382

Internal Hard Drives for A500
• Easy to install - Full instructions
• ICD technology
• Pro Internal 20MB hard drive £ 1 7 5
• Pro Internal 80MB hard drive £ 3 2 5
• Pro Internal 120MB hard drive £ 1 7 8
• Pro Internal 200MB hard drive £ 4 7 5
• A570 CD drive £149

• Philips 8833 MKII Monitor £ 2 1 9

• Commodore 1084s f 1 9 4

• When purchasing with
an Amiga deduct f 10  from above
pricing

• Dust cover for the above f 5

A M a n i

• 14' Super high resolution colour display
• Professional IBM compatibility
• Complete with cable
• Full UK warranty
• 2 Free games

• A1200 SVGA Monitor (Displays high
productivity modes) £ 2 2 8

• A1200 SVGA Monitor (Displays all modes
high and low) £ 3 8 9

• A1200 SVGA plus 20" Monitor (Displays
all modes ideal for DTP,CAD etc.) f 1 0 4 4

'1111:1711,111.91"

• Ergonomically sound
• Facilitates up to three external floppy

drives
• Made in the UK
• Strong and robust
• Aesthetically pleasing
• Keep your desk neat and tidy
• Supplied complete and assembled with

free mouse mat

• A500 Workstation

• A600 Workstation

• A1200 Workstation

• Workstation dust covers

£ 3 6

£ 3 6

£ 3 6

£ 9

• 100 Capacity lockable disk box £ 5 . 9 9
• Squick mouse £ 1 3 . 9 9
• Mouse mat £ 1 . 9 9
• TDK high quality DSD (10) disks £9.99
• Computer Mall DSD (10) disks £ 6 . 0 0
• Jet Fighter joystick £ 1 3 . 9 9
• Apache joystick £ 6 . 9 9
• Python joystick £ 9 . 9 9
• Zipstick joystick £ 1 4 . 9 9
• A500/A600/A1200 Dust covers £4.99
• Trackball controller £ 2 4 . 9 9
• Control pad £ 1 4 . 9 9
• A500 Modulator £ 3 6 . 0 0
• Mini Office package £ 5 4 . 9 9

• Vast range of leads P l e a s e  call

• Allows image processing in a useful and
unique fashion

• Comes complete with operation manual
• One of the fastest growing applications

for home and professional users
• High specification coupled with cost

effective pricing

• Power Hand Scanner
• 64 greyscales 100-400 DPI
• Thru'port to printer
• Fully compatible with Delux Paint 4, etc.
• Advanced software

• Power Hand Scanner v3.0 £ 1 0 5
• Power Hand Scanner Colour f 2 2 9

Pro ROM Swa • •er

• Swap between Kickstart chips
• Fits A500, A500+, A600,A1500
• Auto swapping via keyboard control
• Flexible cable allows the swapper to

work in conjunction with
accellerators etc.

• Simple to fit - full instructions

• Pro ROM Swapper £ 1 8

• Pro ROM Swapper + 1.3ROM £ 3 7

• Pro ROM Swapper + 2.04ROME40

• Workbench 2.04 plus manuais£49

N, I

• Allc
wits
sup

• Wh-
wh(
tote
fut.

• Swi
• Full
•A5C
• Brit

• A5C
• A5c.
•Al2
•A2C

U

All pricy
may res
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High Current Power Supply Cumana 3.5" External Drive Supra Modems Chips and Spares

— '

...,.....--,

• Allows the addition of peripherals
without damage to computer or power
supply

• Why risk damaging your expensive kit
when one simple investment will ensure
total peace of mind now and for the
future

• Switch mode design
• Full crow bar projection
• A500, A500+ and A600 compatible
• British made

• A500 Power supply unit £ 4 4 . 9 5
• A590 Power supply unit £ 4 4 . 9 5
• A1200 Power supply unit £ 5 4 . 9 5
• A2000 Power supply unit £ 9 9 . 9 5

• High Quality
• Renowned and proven reliability
• Top notch specification
• Anti-click
• Long moulded cable
• Slimline design
• High impact plastic

• Cumana external drive f  56
• Cumana external drive

+ 100 capacity disk box £ 5 9
• Cumana external drive

+ 100 disk box + 20 blank disks f  65
• A500/A500+

Internal replacement disk drive £ 4 6

• Utilise hundreds of PD Bulletin Boards
• Communicate with fellow computer

u s e r s

• Cuts down on telephone bills by using
fast efficient baud rates

• 100% Hayes compatible
• Tone pulse, Auto DiaVAuto Answer
• Standard RS232 Interface
• Programmable number storage
• Free Corns software

• Supra 2400 Modem £ 8 9
• supra Fax Plus (0-9600 BPS) £ 1 4 8
• Supra v.3.2 (Fax Modem) £ 1 9 9
• Supra v.32 BIS (Fax Modem) £ 3 5 8

• WTS have sole distribution rights from
Americas biggest Commodore chip
distributor

• Workbench 2.04 Kit f 7 8
(Includes manuals, disks &  chip)

• Kickstart 2.04 f 2 4
• Kickstart 1.3 £ 2 6
• Kickstart ROM Swapper f  18

(Swap between kickstacts)

• Fatter Agnus 8372 f 4 9
• Obese Agnus 8375 f 5 4
• High Res Denise £ 2 9
.1MB x 9 Simms (3 chip) f 2 9
• 1MB x 4 Zips £ 1 4
*8520 CIA £ 1 3

WHERE T O  F I N D  US!
H e a d  O f f i c e C o m p u t e r  M a l l  B e d f o r d C o m p u t e r  M a l l  S t .  N e o t s C o m p u t e r  M a l l  H e r t f o r d C o m p u t e r  M a l l  D u n s t a b l e

W T S  E l e c t r o n i c  L t d N o . 1 6  D o w n s t a i r s N o . 6 4 9  R a i l w a y  S t . 8 4  H i g h  S t r e e t  N o r t h
C h a u l  E n d  L a n e T h e  H a r p u r  C e n t r e P r i o r y  M a l l  S h o p p i n g  C e n t r e H e r t f o r d D u n s t a b l e

L u t o n B e d f o r d S t .  N e o t s 0 9 9 2  5 0 3 6 0 6 B e d f o r d s h i r e

IZZ©IZINLIE
N, BEDS, L U 4  8 E Z  T E L  ( 0 5 8 2 )  4 9 1 9 4 9  (6  LINES)

Pro Agnus 2MB
• Provides a full 2MB of Chip Memory for the
Amiga 500 and A1500/2000 • Designed and
built in England • Supplied with 8375 Obese
Agnus • Includes 2Mb Memory on board in
the form of low power Zips • Allows the pro-
cessing of elaborate animation and sound
sampling • Provides the same max. chipmem-
ory as the A3000/A600 &500+ • Increases
addressable memory space from 9M8 to
10MB • Complete with full instructions and
flying leads • British made
• Pro Agnus 2MB £ 1 3 9
(Free fitting available - Phone for details)

Est. since

C I E  1984

I A500 Memory Expansions
A500 Pro-RAM 0.5 Meg. Upgrade
• Allows 1MB software to run
• Chip memory compatible
• British made

• Without clock
• With clock

£16
f19

A500 Pro-RAM 1.5 Meg Upgrade
• Gives a full 2MB of memory £ 7 4

A500+ 1MB Meg Upgrade £ 2 9 . 9 5

4 : 2  S A L E S  HOTLINE  0 5 8 2  4 9 1 9 4 9  (6 UNES). 0 4 8 0  4 7 1 1 1 7  (24HR), FAX ON 0 5 8 2  5 0 5 9 0 0

%la Credit Card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and
the products you wish to order and we'll do the rest. Alternatively write the above details on your letter when ordering by post.

ll When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with
 y o u r  order. Postal Orders are also accepted.

NO DELIVERY CHARGES TO UK MAINLAND. MINIMUM ORDER AMOUNT £15.00.
Should you wish your order to be sent by Group 4 Security service please add £5. This method includes Comprehensive insurance.

WARRANTY: One year return to base (excluding chips).
ONE YEAR EXTENDED WARRANTY: Available on all products (excluding chips) at 10% of purchase price when ordering.

0 5 8 2  4 9 1 9 4 9 0 2 3 4  2 1 8 2 2 8 0 4 8 0  4 7 1 1 1 7 0 5 8 2  4 7 5 7 4 7

All prices quoted or products stocked are subject to stocking levels and availability. WTS cannot be held liable or supply reimbursement for force majeure, or items, which are out of stock due to demand or low stock at its suppliers which
may result in delayed delivery or non delivery, please allow 28 days for delivery. WTS reserve the right to ammend prices, revise packs, specifications and or  substitute product wihtout prior notice at any time without liability upon itself.

ale Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale • Seasonal Sale •
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10 R U E
S T O R I E S

w i t h  D a v e  G r e e n

You got it! All the news, views and big canoes
from the world of Amiga games, lovingly

shoe-horned into four hyper-intense
pages containing tales of bravery,
rumoursof doom, and several accurate

release dates. I your host, Dave Green.
And I hope you enjoy my... TRUE STORIES!

ON THE CAMPAIGN TRAIL
Campaign — it's such an excellent war
game that enthusiasts have been
literally 'campaigning for  Empire
Software to do another one. (Clever
wording. I know. Cheers.) And now the
fans' wishes have been answered. in the
form of not only a Special Edition
Mission Disk (out now) but also a full-
blown sequel — coming up for release
this October.

The Mission Disk gives you 25
"stunning maps" for use in conjunction
with the standard Campaign game
disks. The new missions cover most of
the major land conflicts of World War 2,
from Northern Europe to North Africa,
with all the attention to detail and
involving strategy that made the original

Campaign campaigns such a hit in the
first place. And it's only £15.99. which
can't be bad.

But let's face it. World War 2 is
hardly state-of-the-art any more. a
criticism which Empire are addressing
in their sequel. tentatively titled
Campaign 2. As well as adding
modern tanks, jet aircraft. helicopters
and the other high-tech trappings of
contemporary warfare, they've called
in some military experts to advise
on the strategy side, all with the aim
of making it "even better" than the
first one. We haven't got any details
on price for the sequel yet, but you
can be sure we'll be telling you
when we do.

First there was Campaign. And now there is
some more of it, as well as another one.

O
a.

2

I.

Modern helicopters are useful
as 'air ambulances' in remote
areas that don't have runways.

.`
They also make ideal aerial
gunships. Hahahaha! Boom!

. , N

It's the game that would
not die -  after over a year
of speculation, Mirrorsoft's
chopper-tastic gun-frenzy
Apocalypse is (at last) being
released by Virgin. And it looks
like it should be well worth the wait.

Originally described in (numerous) 1992 AP back
issues as "combining the best aspects of Defender,
Choplifter and other old favourites", Apocalypse puts
you in charge of a helicopter gunship that swoops
and churns over a hostile landscape, laying waste to
the enemy and rescuing stranded prisoners-of-war —
though, as luck would have it, you can 'accidentally'

T t i

shoot friendly troops
too. Ho ho.

Adding to the on-
screen super-parallaxing
mayhem, the finished
version promises the
sampled sounds of
heavy machine gun fire,
multi-layered explosions,
roaring flames and, er,
screams. And no doubt
you'll be hearing plenty
of those, thanks to the
"fearsome firepower"
options, which include
rockets, firebombs and
heat-seeking missiles. A

real bargain for just £30.99, huh?
But it's not just fans of

helicopter death who'll be pleased
with Virgin's current release schedule.

Equally eagerly-awaited in certain circles
are Al200 versions of those green-baize

classics Jimmy White Snooker and Archer
Maclean Pool, now not just compatible with the AGA
machine but quite a bit enhanced in the colours-on-
screen department too.

So when can we expect all these treats to
materialise? Well, "the end of July" is the date that's
being confidently bandied around by Virgin's PR
people, and who are we to say any different?

U

BRIGHTO
UP YOUR
DAY!
If you're ever down in East
Sussex (or, heck, if you're
even lucky enough to live
there), there's a brand new
shop that you should
certainly check out.

Run by the BCS mail
order people, you'll find it
over on Ditchling Road
(number 295 to be exact) in
Brighton, where they'll be
selling a whole range of
Amiga hardware, software
and consumables -  and  all
at bargain mail order prices.
Plus there's quite a nice
beach nearby. What more
could you ask for?

At.
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...and if tanks get in
- t h e  way then it's their

hard luck. These
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THE SUN
SAYS...
"Buy a computer, not a
console." That's the verdict
of Sun columnist Michael
Bull, speaking in the
computer trade paper CTW
on the subject of The Sun's
stance on high console
game prices. "We're
pointing out all the benefits
of a computer," he
continues, "the greater
range of software, the
cheaper prices of games,
and the fact that you'll be
getting used to... something
that may be genuinely
useful in later life." Well,
we couldn't have put it
better ourselves, Mike,
though of course we'd have
used the word 'Amiga'
instead of `computer'
because it's frankly the
only games computer worth
owning. Right kids?

SHOPPING
WITH
SONY
Top Japanese
electronics'n'entertainment
conglomerate Sony liked
Lemmings so much that
they bought the company.
Yup, zany Liverpool-based
softies Psygnosis have
recently been 'acquired' by
Sony Electronic Publishing,
a subsidiary of Sony
Software Corporation -
which is itself a subsidiary
of Sony USA Inc (Tch. Multi.
national corporations -  next
thing you know they'll be
taking over the world! -  Ed).

The good news is that
Psygnosis will still be
marketing and distributing
Amiga software (including
the up-and-coming
Creepers and Innocent -
Until Caught) on their own
label, as well as doing the
CD stuff that Sony seem to
be more interested in. But
the better news is that, as
part of Sony, Psygnosis will
probably be doing the
licences of films from
Columbia TriStar (also part
of the Sony 'family') -  films
like Dracula, Cliffhanger
and this summer's sure-fire
Schwarzenegger
blockbuster, The Last
Action Hero. So it would
seem that we're now much
more likely to see Amiga
floppy versions of all of
those. Hooray for that, eh?

WINNING WAYS
New from Mental Image -  it's Winning
Post, a fruit machine simulator based
around horse racing. And if you think
that sounds bizarre, how about if we tell

o b e t t e r  c a s m a t  o ra l

No chance of a
Grand National
false start when

you're joystick
waggling...

you that it also features a couple of sub-
games, including an Amidar/Painter
clone, and a sort of snake thing that's
part gf h idden  scrolling demo section?

Oh, we just have. Damn. We
could have saved that for later.

Hmm... sub-games. It's
usually at this point that single-
drive owners start shaking

eir heads and muttering the
phrase "excessive disk
swapping" under their breath.

-But this time they're wrong,
because all of Winning Post
fits onto just one (count it!)
floppy with the very barest
minimum of disk accessing, let
alone swapping.

The game's pretty much

TOXIC ADVENTURES
Submit to the pain! Total Carnage, the
wildly excessive sequel to the classic
Williams coin-op Smash TV, is coming to
the Amiga. And soon.

The company behind the conversion
are ICE, whose Stuart Bell told us that the
Amiga version will be "just like the coin-op".
Now, for those of you who haven't yet
encountered the unabashed slaughter of
the world's wildest arcade game, we'll just
tell you that it's basically Smash TV all over
again — only bigger, more violent and,
astonishingly, even more intense. The
scenario is that Captain Carnage and Major
Mayhem (not, one suspects, the names
they were christened with) have been sent
to destroy General Akhboob's bio-nuclear

facility which he's been using to produce all
sorts of hideous toxic creations, including
(get this) `the mother of all boss monsters'.

What this translates to in the coin-op is
surely the most frantic full-scrolling shoot-
'em-up action around. Now, there have
been doubts voiced in certain circles about
the anti-social implications of this sort of
thing. But fortunately the
ridiculously high body
count is cleverly balanced
by what ICE describe as "a
wonderful sense of humour'. So that's
2 • r- '  then.

They say that steroids make you more
aggressive. Captain Carnage disagrees.

•  P r -1 •  El 15.0
In fact, The Jockey Club could I ,  F N
learn a lot from this four•reel
equestrian fruity sim.

airs j

finished, but you can't get hold of it yet,
because Mental Image (the guys behind
those fabbo compilations Mental Image
Games Disks 1 and 2) haven't quite
decided how to release it. However, we
suspect it'll probably come out at some
sort of mid-price point in the early
autumn. So you'll just have to 'hold your
horses' until then. Clever wording, I
know (That's enough. — Ed).

Also on their way from these cool
customers are Akira (a licence of the cult
Japanese 'manga' cartoon), Axess Denied
(a 3D virtual reality adventure concept), and
Gulp The Guppy (which appears to be
about some sort of fish) — all
scheduled for release before the
end of the year. But we're most
excited about the one that's out
in November— Total
Carnage. We love it!

FLIGHTS OF FANCY
Who'd win in a fight between
a World War 1 Sopwith
Camel and a modern-
day F16? If that s the
sort of question you
often find yourself
asking, then ponder
no longer — because
MicroProse are
coming your way with
Dogfight, a flight sim
that spans a hefty 80
years of combat aviation.

Sure, it isn't really anything
new for flying sims to offer a range of
aircraft for you to chuck around. but
Dogfight's pretty unique in that you can
pick planes from every era of powered
flight, which adds a whole new
dimension to the combat
sequences. "Will heat-seeking
missiles lock onto biplanes, or
can the agile Spitfires
outmanoeuvre a Sea Harrier?"
MicroProse ask, and
presumably you'll have to go

can you pit
is Dogfight
5 against...

and buy the game to find out.
But if you prefer your

simulations to draw their
inspiration from the
future rather than the
past, then you might
well be more inclined
towards Starlord, a
game that MicroProse
like to describe using

words like
'pace',

'excitement',
'energy', 'strategy'

and, er, 'dogfighting' again.
Only this time it 's all set in
space and you have to
skillfully negotiate with
other aspiring galactic

...this space station
(from Starlord)?
A-ha. Thought not.

tyrants in order to take over the known
universe before tea-time.

We don't have any price or release
date details on either of these yet, but
from what we've seen, they look like
typically professional fare from the
home of extra-realistic simulator
software. Even better than the real
thing, as they say.

Tocti-View To Ile10•3

What I want to know is: Who'd win in a fight
between Airwolf and Blue Thunder? Please
write in with your personal theories.
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COMMODOR
D e a d l i n e s ,  e h ?  J u s t  a s  t h e

a r m o u r e d  c a r  a r r i v e d  t o  t a k e
th is  m o n t h ' s  f in ished  A P  p a g e s
off  t o  t h e  p r i n t e r s ,  C o m m o d o r e
a n n o u n c e d  t h a t  t h e y  w e r e  j u s t

a b o u t  t o  a n n o u n c e  a n o t h e r
e x c i t i n g  a d d i t i o n  t o  t h e  A m i g a

range .  Wi l l  i t  b e  t h e  h o t l y -
r u m o u r e d  C D  g a m e s  c o n s o l e  ( a s

e x c l u s i v e l y  p r e d i c t e d  in  l a s t
m o n t h ' s  Tr u e  S t o r i e s ) ?  O r  w i l l  i t

be a n  e n t i r e l y  d i f f e r e n t  c o n t a i n e r
of o b j e c t s  -  a  h i g h - s p e e d  6 8 0 2 0 -

b a s e d  3 2 -bi t  m a c h i n e  r e t a i l i n g  a t
a r o u n d  £ 6 0 0 ?  We l l ,  b e c a u s e

t h e y ' v e  on ly  jus t  a n n o u n c e d  t h a t
t h e y ' r e  go ing  t o  a n n o u n c e  i t  ( i f

you s e e  w h a t  w e  m e a n ) ,  w e
don' t  a c t u a l l y  h a v e  a n y  i d e a  a t

the  m o m e n t .  B u t  don ' t  w o r r y,
we ' l l  k e e p  you  p o s t e d  a s  s o o n  a s

w e  f ind  o u t .

STICK WITH THE BEST
As you can imagine, we get through a
lot of joysticks here at the AP office.
Manufacturers speak in hushed tones
of the legendary 'garners graveyard'
(over in the corner by the filing
cabinet), a tragic scrap-heap of torn
cables, faulty microswitches and
shattered dreams. where we daily toss
the sticks that have failed to stand up
to the rigours of everyday use.

A joystick that won't be ending
up there for a while, however, is the
'Pac-Man' one that we were sent
recently from Aneroussis Control in

11

The Aneroussis
'Pac-Man' -  combining
rugged good looks with sturdy practicality.

Greece. To describe this stick as
'heavy duty' would be a serious
understatement — i t 's just like the
ones you see on arcade games, and
should be able to stand up to anything
you can throw at it.

At the other of end of the
spectrum. meanwhile, is the
lightweight (but marvellously
customisable) console-style Gamepad
from Gravis. It comes with an optional
screw-in stick, and no less than four
(count 'em!) re-configurable fire
buttons — all for around £15.

/  Cheetah's
Bug -  an old

favourite sporting a
modern new look for the summer.

And if that isn't sufficient
controller-related novelty to get your
trigger-finger twitching in anticipation.
Cheetah are planning to re-launch the
trusty old Bug (a long-time AP office
favourite) with a selection of sticks.
colours and 'chrome eyes'. which
should please anyone who's
concerned about workstation
aesthetics as well as nifty gameplay.

Hopefully we should see these
three sticks making a big impression
over the summer, so look out for them,
control freaks!

The Gamepad
from Gravis -  classicly

stylish lines, and easily modified to
your own personal requirements.

CLOSE TO THE EDGE
Future Publishing, barely content with producing the world's
finest Amiga magazine (that's this one, as if you needed
reminding), are about to launch Edge -  a magazine dedicated
to the future of videogaming. Edge isn't going to be like other
games mags -  we can (in all confidence) reveal that you won't
have seen anything quite like it before.

So, what'll make it so different, then? Well, for a start, it won't
do playing tips, it won't have any covermounted stickers or disks,
and it'll only review the 'cream' of video games. Edge will be

covering the very best of Amiga, PC, Sega and Nintendo as well as
new developments like CD-ROM, 3DO, that new-fangled 'virtual
reality' stuff — and beyond.

For the first issue, Edge is looking to hear from the most
serious, hardened videogamers around (which is you folks out
there). So, if you'd like to tell them about what you think the future
will be, maybe nominate your favourite (or least favourite Amiga
games), or even just brag about what a super-fine games player
you are, write to: Edge, 30 Monmouth Street, Bath, Avon BA1 2BW.

The first issue's on-sale date is August 19th,
and, from all reports, it's going to be selling quicker
than hot cakes in a cold bakery. Order yours today!

Stay close to the Edge -  you're going to be seeing this
logo around in some pretty strange places. Although
you should be pretty safe in your bathroom, say.

CHARITY
TOP TEN
T h i n k  o f  s o m e t h i n g  y o u  e n j o y
-  p lay ing  v i d e o  g a m e s ,  f o r
i n s t a n c e .  R e c k o n  y o u  c o u l d
do i t  t e n  t i m e s ?  O k a y,  s o
w h y  n o t  g e t  y o u r s e l f
s p o n s o r e d  a s  p a r t  o f  t h e  'Go
Te n  F o r  A f r i ca '  a p p e a l ?  T h e n
you c a n  g i v e  t h e  m o n e y  t o
Act ionAid ,  w h o  h e l p  t h e
poores t  ch i ld ren ,  f a m i l i e s
and  c o m m u n i t i e s  in  t e n
Af r ican  c o u n t r i e s .  A l l  y o u
n e e d  t o  do  t o  g e t  f u r t h e r
i n f o r m a t i o n  is  r ing  t h e i r  f r e e
phone  l ine  on  .  0 8 0 0  1 0 1 0 9 3 ,
and t h e n  y o u  c a n  d o  y o u r  b i t
to he lp .  Oh ,  g o  on.  P l e a s e .

COULD I HAVE THE FABBY
NEW KRISALIS GAME,
SOCCER KID, PLEASE? -

DOWN AT THE LOCAL COMPUTER
GAME SHOP
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A M I G A  P O W E R  R E C O M M E N D S  +  I N  T H E  S T Y L E  O F
+  C O M P L E T E  C O N T R O L  H O T L I N E

13AA41611fttt R E C O M M E N D S
Last month might not have been as good as this month, but it was still better than, er, some other month that wasn't quite as good.

T H E  L O S T
V I K I N G S
( I n t e r p l a y )
At first glance it might look like
just another platformer, but The
Lost Vikings brings a fresh
perspective to a hackneyed
genre with a strange co-
operative puzzle element that
makes for a much more
thoughtful experience than you
might be used to getting from
console-style games. Blimey,
using the word 'might' a lot
today, aren't we? Anyway, you
could probably make some kind
of case out for this as a three-
player game, with a Viking each
for you and a couple of chums,
but it's just dandy in solo mode,
and certainly the best game with
Vikings in it that we've seen for,
ooh, a month at least.

M O R P H
( M i l l e n n i u m )
With Morph (previously
Metamorphosis), Millennium
have come up with their neatest
game in quite some time. Like
Lost Vikings it's a puzzle-based
platformer, with something of the
look of System 3's beautiful
Putty, but other similarities to
anything at all are hard to find —
this is one of the most original
efforts we've seen. You control a
character that's variously a steel
sphere, a rubber ball, a cloud of
water vapour and a puddle of
oozy liquid and use those
abilities to negotiate a series of
cleverly-designed hazards.
There's an excellent difficulty
curve, the odd funny little gag,
and, well, it's just really good,
alright? Jeez, what a day.

B AT T L E  I S L E  ' 9 3
( B l u e  B y t e )
War, eh? What is it good for?
Well, we've covered a lot of the
ethical ground in that particular
debate pretty extensively in
recent months, but one thing
that can't be denied is that wars
the perfect thing to make a
game about — that way you get
all the mental exercise and
strategical thrills without any of
the nasty massacres and
atrocities that depress us all so
intensely. It's ironic, then, that so
few computer wargames are any
good, but that's not a criticism
you can level at this little beauty.
A little tidier and a little zingier
than the fab-but-flawed first
Battle Isle, this is the wargame
anyone can get into; we strongly
recommend that you do.

R O D L A N D
( K i x x )
We've rattled on about how
utterly breathtakingly fab this
gorgeous plattorming romp is so
many times in the past that it
seems frankly pointless to do it
again now, so instead of another
tediously righteous diatribe
about what a clot you are if you
haven't got a copy, let's have
some poetry instead. Ahem.
"There was a young man from
Nantucket/whose..." (Oh no you
don't. -  Ed)

,1 0  0

W O R L D S  O F
L E G E N D
( M i n d s c a p e )
"First there was Legend. And
now there is Worlds of it," said
AP Production Editor Dave
Green is his strapline for the
review of this game in issue 26,
shortly before a mysterious 'kick
in the head' incident rendered
him insensible. Still, don't let
Dave's mindbogglingly poor
grammar put you off
investigating this nifty game —
the sequel to Legend, while
being largely more of the same
(the original is now available on
budget, bargain fans), is superb
entertainment, and it'll keep you
happy for many a long winter
evening. Er, if you hang on for a
few months and buy it in the
winter, that is.

® W I N  U P  T O  £ 2 0 0  O F  F R E E  S O F T WA R E  IN . . .

I N  THE STYLE O F
Hi, punters. Stuart here. In the wake of Dave's slightly supercilious treatment of the last
reader who sent us their own interpretation of our popular 'In The Style Of...' feature,
I've taken over the mailbag in that particular department, so let's see what we've got.
Ah, here's a nice chunky letter postmarked 'London'. What's inside, I wonder...

Dear AMIGA POWER crew,
I have written exactly six letters (What, in your life? - Ed) and not one of them has been

printed, so PLEASE print this. Me and Linda are
great churns, so rm sure if
you show her this letter she'll
ORDER you to print it (I've
never seen this man before in
my life. — Linda) Now I'm not
a scrounger or anything. but I
could be forced into receiving
a £100 software prize from
you chaps, eh? Nudge nudge.

In case you're wondering
what this 'drawing' I 'drew is
called (Shown here on the left.
— Ed), here's the title: Stuart
(ponce) Campbell in the style
of, Dead! Yes, the man with a
body too small for his head and
a head like (Snip! — Ed)

Oh dear.
Score: 0/10.
If you'd like to try and WIN UP TO £200 OF FREE SOFTWARE! (we'll give you £20's
worth for every point out of 10 your picture scores) by exercising your Oscar Wildean
wit on a member of the AP team, or by the slightly more likely-to-succeed method of
drawing your own picture of an Amiga game 'In The Style Of..' something else, send
your entries (disks only please) to ̀ I Have Drawn My Own In The Style Of', AMIGA
POWER, 30 Monmouth Street, Bath, Avon BA1 2BW. And try and make them a bit
better than this one, alright?

J JJ  I

Each phoneline carries just under three minutes of solid
tips — no waffle, just pure essential playing guides on the
game of your choice. Three new games tipped this month!
NB: Please get permission from the person responsible
for paying the telephone bills before you call.

I ME

SYNDICATE
M P  Tel: (0336) 420363

Crime can pay. Tim Tucker explains.

GUNSHIP 2000
Tel: (0336) 420353

Helicopter action with Stuart Campbell.

DUNE 2
Tel: (0336) 420354 T e l :  (0336) 42C,365

DESERT STRIKE PRO
Tel: (0336) 420352

Advanced tips with Mark Winstanley.

REACH FOR THE SKIES
Vor. Tel: (0336) 420364
Fly higher thanks to Tim Tucker.

0  ARABIAN NIGHTS

Mark Winstanley's spicy suggestions. S t u a r t  Campbell gets through the night.

0
0

0
0

DESERT STRIKE
Tel: (0336) 420356
FLASHBACK
Tel: (0336) 420357
A-TRAIN
Tel: (0336) 420360
B17 FLYING FORTRESS
Tel: (0336) 420361
STREET FIGHTER 2
Tel: (0336) 420350

0
0
0

THE CHAOS ENGINE
Tel: (0336) 420351
WING COMMANDER
Tel: (0336) 420358
LEGENDS OF VALOUR
Tel: (0336) 420359
WALKER
Tel: (0336) 420362
PREMIER MANAGER
Tel: (0336) 420355

Calls cost 36p per minute cheap rate (6pm-8am and all weekend), and 48p per
minute at other times. Maximum call costs £1.34.
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AMIGA POWE

AP

I (NE)
2 (NE)

3 (1 )
4 (NE)

5 (NE)
6 (3)

7 (6)
8 (7)

9 (5)
10 (2)
11 (8)

PENGUIN GALLUP CHARTS

Exceptional . . . . .  Near ly there * * * *  Very  good * * *  Has its moments * *  Flawed a r e

FLASHBACK US Gold £30.99
CHAMPIONSHIP MANAGER '93 Domark
£25.99 * * *
DESERT STRIKE Electronic Arts £29.99
WORLD CLASS CRICKET Audiogenic £29.99
* * * *
A-TRAIN Ocean £29.99
ALIEN BREED: SPECIAL EDITION
Team 17 £10.99 * * * *
REACH FOR THE SKIES Virgin £30.99 * * * *
SENSIBLE SOCCER '92/93
Renegade £25.99
PREMIER MANAGER Gremlin £25.99 * * * *
BODY BLOWS Team 17 £26.99 * * * * *
FIRST DIVISION MANAGER Code Masters
£7.99 * * * *

12 (12) PIRATES! Kixx XL £12.99 * * *
13 (4) T H E  CHAOS ENGINE Renegade

£25.99
14 (14) T R I V I A L  PURSUIT Hit Squad £7.99 * *
15 (13) F 1 9  STEALTH FIGHTER Kixx XL £16.99 * * * *
16 (10) LEMMINGS 2 Psygnosis £29.99
17 (11) SUPERFROG Team 17 £26.99 * * *
18 (21) R B I  2 Hit Squad £7.99 * *
19 (15) F 1 6  COMBAT PILOT Action 16 £9.99 * * *
20 (20) POPULOUS AND PROMISED LANDS Hit

Squad £12.99 * * *
21 (16) S T R E E T  FIGHTER 2 US Gold £27.99 * * *
22 (24) W I N G  COMMANDER Origin

£34.99 * * *
23 (8) B 1 7  FLYING FORTRESS MicroProse £34.99

* * * *
24 (19) J A M E S  POND GBH £7.99 * * *
25 (17) D I Z Z Y:  PRINCE OF THE YOLKFOLK Code

Masters £7.99 * * *
26 (NE) 6 8 8  ATTACK SUB Hit Squad £12.99 * * *
27 (NE) FINAL FIGHT Kixx XL £9.99 * * *
28 (NE) LOTUS TURBO CHALLENGE 2 GBH £9.99

* * *
29 (NE) WA R  IN THE GULF Empire £29.99 * * * * *
30 (NE) MANIAC MANSION Kixx XL £12.99 * * *

. _
We figure you must have some idea how the charts work by now. so briefly: they  re E L S PA .  they mix

budgies and full-pricers together. games are rated in stars, and they're still sponsored by Penguin!

LEA rf

TOTTENHAM

TOP FIVE BRITISHSPORTS
Ever wondered why these sporty games
are so massively popular? It's probably
because our national teams are so bloody
awful, and that we're all busy trying to
work out what it is they do that's so
horribly wrong.

0  CHAMPIONSHIP MANAGER 93
Domark £25.99 * * *  (2)

0  WORLD CLASS CRICKET
Audiogenic £29.99 * * * *  (4)

0  SENSIBLE SOCCER '92/93
Renegade £25.99
(8) * * * * *

0  PREMIER MANAGER Gremlin
£25.99 * * * *  (9)
FIRST DIVISION MANAGER
Code Masters £7.99 * * * *  (11)

FR Premier from
White Mart Lane

N. Therwan fouled' in the-Mu

a - 1 0

Football's a game of two halves, Ron,
played end-to-end by two teams of
eleven men for 90 minutes. Yes.

TOP FIVE GAME
PUBLISHERS

We're constantly getting letters from
readers that, if we ever printed them,
would result in years of expensive
litigation. The reason? Well, you all
seem to have strong views on software
houses, but let's see how your
slanderous views compare to actual
games sales.

THE HIT SQUAD A massive
20 games, showing that budgies
are almost TOO popular!
KIXX 16 titles, all still good,
honest, cheapos.
CODE MASTERS 8 games,
but still all budgets.
US GOLD Joint fourth with an
impressive six titles, tied with...
MINDSCAPE ...these boys.

m a _ t e i n l e  C1111

688 Attack Sub, the only Hit Squad title
that features beardie-weirdies.

The Top 5s are laid out as follows: Game. me:ea:ler, price. AMIGA POWER star mtmo and position in the Top 100.

TOP FIVE YANKSPORTS
mpared . d  o l d

s h - a n d - c h i p - e p o r t s ,  these
gum-chewing, burger-noshing, Bud-
swilling US sports are a lot further down

e chart. That'll get them back for
Donalds, Donahue and liposuction.

I 2 Hit Squad
.99 * *  (18)
AR IN THE GULF
pire £29.99 * * * * *  (29)
F WRESTLEMANIA Hit

Squad £9.99 *  (34)
JOHN MADDEN AMERICAN
FOOTBALL EA £29.99 (55)

CALIFORNIA GAMES 2 Kixx
£9.99 * *  (67)

When ever you meet Americans, annoy
them by confusing baseball with the
popular childirea's * u m  'rounders'.

TO F I V E  AP
COVERDISK GAMES

We're always chortling on about how we
give you a subtle blend of the best demos
and the most tip-top PD available in the
world today, but how does this claim
stand up in the REAL world? Here are the
games that have appeared on our cover
in the last few months.

.1 WORLD CLASS CRICKET
Audiogenic £29.99 * * * *  (4)

2 SENSIBLE SOCCER '92/93
Renegade £25.99 ( 8 )

3 BODY BLOWS Team 17
£26.99 * * * * *  (10)

4 SLEEPWALKER Ocean £25.99
* * * *  (41)

5 ARABIAN NIGHTS Krisalis
£25.99 * * * *  (76)

We had it on our disk and, hey, it storms
W O  the charts. Coincidence or planning?



A M I G A  R E P A I R S
Repairs undertaken to Amiga 500 computers at £44.95 inclusive

of parts, labour, VAT and return postage/packing

Commodore registered for full technical support

Computers repaired in the quickest possible time

All machines will be overhauled with a full soak-test to ensure optimum reliability

Entrust your machine to the experts, full 90 day warranty

Repairs to disk drive and keyboard also included
(extra charge possible if found to need complete replacement)

Repairs to other Commodore systems undertaken - phone for details

Upgrades and expansions supplied and fitted - phone for details
Collection service available

£32.99 Dyna Blasters £18.99 Nigel Mansell's Formula 1 £15.99 Wing Commander£ 2 1 . 9 9
£12.99 Easy Amos £21.99 Nova 9 £15.99 Wizkid£ 1 5 . 9 9
£15.99 Elite £15.99 Parasol Stars £15.99 WWF2£ 1 5 . 9 9
£15.99 Epic £15.99 Pinball Dreams £15.99 Zool£ 1 4 . 9 9
£21.99 Espana Games 92 £15.99 Pinball Fantasies £15.99 ALL PRICES INCLUDE V.A.T
£21.99 F15 Strike Eagle 2 £15.99 Populous 2 £18.99 P&P ONLY £1.00 PER ITEM
£15.99 Fire & Ice £15.99 Premier Manager £14.99 (U.K. ONLY)
£15.99 Fire Force £15.99 Pushover £15.99
£15.99 First Samurai/Megalomania £15.99 Putty £15.99 PRICES MAY CHANGE WITHOUT
£17.99 Formula 1 Grand Prix £19.99 Railroad Tycoon £16.99 PRIOR NOTICE
£10.99 Graham Taylors Soccer £13.99 Raving Mad £15.99
£9.99 Heimdall £15.99 Road Rash £15.99 ACCESSORIES

£15.99 Historyline £21.99 Sabre Team £15.99
£15.99 Hook £15.99 Sensible Soccer £15.99 Zydec External Drive£ 5 0 . 9 9
£15.99 Humans £16.99 Shadow of the Beast 3 £15.99 Zydec Zy-Fi Speakers£ 3 8 . 9 9
£21.99 Kings Quest 5 £18.99 Shuttle £19.99 Zydec Handy Scanner£ 9 4 . 9 9
£15.99 Knights of the Sky £21.99 Sim City/Populous £18.99 Zydec Virus Protector£ 5 . 9 9
£15.99 Legend of Kyrandia £22.99 Special Forces £21.99 Alfa Data Trackerball£ 2 9 . 9 9
£15.99 Lemmings £14.99 Street Fighter 2 £16.99 Alfa Data Crystal Trackerball£ 3 4 . 9 9
£15.99 Lemmings Twin Pack £21.99 Super Fighter £15.99 Alfa Data Megamouse£ 1 3 . 9 9
£15.99 Lemmings 2 £19.99 Superfrog £15.99 14 Inch Monitor Stand£ 1 1 . 9 9
£21.99 Links £22.99 Supremacy £10.99 Mouse Pockets£ 1 . 9 9
£11.99 Links Bountiful £13.99 The Greatest £21.99 Mouse Mats£ 2 . 5 0
£59.99 Links Firestone £13.99 Thunderhawk £15.99 Cleaning Kits£ 1 . 9 9
£14.99 Lotus Turbo Challenge 3 £15.99 Titus the Fox £14.99 We accept Cheques, Postal orders,
£10.99 Lure of the Temptress £19.99 Utopia £11.99 Access and Visa cards.
£15.99 Microprose Golf £14.99 Utopia Data Disk £10.99
£15.99 Monkey Island £15.99 Utopia Twin Pack £20.99 1st class recorded delivery despatch
£15.99 Monkey Island 2 £22.99 Vroom Data Disk £14.99 as standard on all items.

£ 4 4 . 9 5
advantage of this exceptional offer, simply send or hand deliver your computer to our workshop complex,

address details below, enclosing this advertisement voucher, payment, fault description, return address,
along with your daytime and evening telephone number and we will do the rest.

Should you require Group 4 Security return delivery, simply add £5.00 to the repair charge.

r VISA

WTS Electronics Ltd Chaul End Lane Luton Bedfordshire LU4 8EZ Tel 0582 491949 (6 lines)

(We reserve the right to reject machines which, in our opinion, are beyond repair- Normal charge applies)

Mail Order Express DistributionAccess10 Commercial Street, Batley, West Yorkshire WF17 5HH VISA

Call us on 0924 422057 or 0924 422226, Mon-Sat 8.00am-8.00pm

3D Construction Kit 2.0
Addams Family
Adventurers
Arthur Macleans Pool
AV8B Harrier Assault
B17 Flying Fortress
Battle Isle
Battle of Britain
B.C. Kid
Big Box 2
Blue Max
Captive
Carl Lewis Challenge
Championship Manager
Chaos Engine
Civilization
Conquest of Longbow
Cool World
Crazy Cars 3
Cool Croc Twins
Cruise for a Corpse
Curse of Enchantia
Das Boot
Deluxe Paint AGA Version
Dizzy's Excellent Adventures
D/Generation
Dojo Dan
Doodlebug
Dune

NIGEL
MANSELL

£15.99
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Okay, it's admission time
gain. Some of these shots

amay be from the PC version.
But hey, they look nice.

G a m e :  J u r a s s i c  P a r k
P u b l i s h e r :  O c e a n
A u t h o r s :  W a r r e n
L a n c a s h i r e ,  D e a n  E v a n s ,
J a c k  W h i t e l e y ,  C r a i g
W h i t t l e ,  M a t t h e w  W o o d ,  B i l l
H a i b i s o n ,  A n d y  M i a h ,
R o b e r t  W a l c o t ,  R a y  C o f f e e ,
C o l i n  R u s h b i t ,  M a r t i n
M c D o n a l d ,  D o n
D r a k e ,  J u l i a n
H o l t o n ,  S t e v e
W a h i d ,  M a n
S a n g  H o ,
I l y a s  K a d u j i
E T A :
S e p t e m b e r

Briefly: Every so
often, a film comes
along which engenders
an awfully large amount
what's known in PR
and marketing circles
as 'hype' — a media
blitz consisting of
teaser advertising
campaigns, a barrage
of press, radio and TV
coverage, carefully

of

The game is based
on the film which is

based on the
book. It's about

dinosaurs and DNA
replication

techniques etc

edited previews, and all months before the
film is actually released. Then follows the
inevitable onslaught of merchandise —
pens, badges, T-shirts, baseball caps and,
yes, computer games. This year's model
is, you've guessed it, Jurassic Park.

Now you hear a lot of people
moaning and whining about a film having

"too much hype", and being unable to
possibly live up to it. But I say to

And very similar to the
Amiga version, so you get ' - -
some idea of what's in store
for you. So it's worth it.

So how well do you
know your dinosaurs

I t h e n ?  To the left is a
Pterodactyl, but I'm
not sure what that
thing below is.

those people "Get away from me, you
smell of something disturbing and
unpleasant." If a film's had a lot of work,
development and imagination put into it,
then hype it for goodness sake. Ram it
down our throats, get us unfeasibly
excited about the prospect of experiencing
possibly the greatest visual wonder yet to
be seen on a big screen. If you had made

a fi
Jur
hal
I'm
brit
the
iti:

air
(th
pre
to I
(ye
Ow.
fey
Se
exr
SITE
bur
the
bei
the
Pa
ark
COI
to I



JILP W A S S  II IG

Other well-known dinosaurs
include the Tyrannosaurus
Rex, Brontosaurus,
Triceratops and Led Zeppelin.

a film as good as
Jurassic Park (and no, I
haven't seen it yet, but
I'm perfectly willing to believe that it's
brilliant because I'm swallowing the hype)
then you'd want to tell everyone how good
it is, so why shouldn't Steven Spielberg?

Anyway, we'll leave speculation
about the film to the movie magazines
(though I did see an as-yet-unreleased
preview and it looks superb). We're going
to look at the game, which Ocean
(veterans of the movie licence
business) will be unleashing onto a
fever-pitched public in
September. As you might
expect, Ocean aren't
strangers to this hype
business themselves, and
there's a lot of excitement
being generated around
the game too. A Jurassic
Park day was announced,
and journos from the
computer press invited up
to Manchester to get a glimpse of what's

coming. Exciting? You bet.

The creator
speaks: On arrival

I was led into a room
with more programmers than

I thought it was legal to have in an
enclosed space, 'and the whole thing was
faintly reminiscent of that scene from
Basic Instinct where Sharon Stone is

interrogated by the police.
Unfortunately, uncrossing my legs

had no effect. but I was
relieved to find that these
people were here to help me
and we were soon having a
good friendly chin-wag
about the genie. Project
Manager Corm Gordon
MC'd.

"We're developing
this one on the 1200.

Because of the size
and technical
aspects of the
game, it's the

The blood of an insect
Preserved in amber contai
the DNA of dinosaurs. n s

only way we could do it, but it'll be
downgraded to the 500 later."

Perhaps my biggest relief of the day
was that they hadn't just gone for a
standard platform game. Colin Gordon

took me through the ideas.
"There are two separate

game environments,
an overhead-view
section and a

texture-mapped 3D
section. We arrived at the overhead-view
atter some consideration, and we've made
it a sort of isometric perspective, because
a straight top-down didn't allow for
any detail on the dinosaurs.
The 3D section is similar to
what we did with Robocop
3. which was popular
and worked extremely
well. The game is split
pretty much 50/50
between the two
perspectives. We're
interested in really exploring
the potential of the 1200 with
this game. Nobody's done
anything with this amount of detail at this
speed, and I'd say it's comparable to a

386 PC, or a slow 486
machine, even."

The 3D section
is impressive,
readers. It's kind of
like Legends Of
Valour, only faster,
with a bigger view
window and 128
colours (LOV only
had 16). The
overhead view is
also 128-colour and

the programmers
proceeded to tell me
how each sprite has a

priority system built into it to give it
greater depth, and similar wibble which
left me with a glazed expression on my
face, but might mean something to you.
So: technically it's on the ball, but is it a
close rendition of the film?

"Yes, we've followed the plot of
the film closely, although we've had to
make a few adjustments. In the film

"The 3D
section is

similar to what
we did with
Robocop 3"

What on Earth do you do in
this situation? Fortunately, it
doesn't happen very often.

there are about nine or ten dinosaurs, of
which only three or four are a threat, so
we've had to think about how we can
make some of the dinosaurs dangerous.
For example, we've got one part where a
Stegosaurus (A harmless herbivore. -
Tim) is banging its tail against a bank,
causing a rock slide which you have to
avoid. We've also got a lot of sCompies',
which are small carrion eaters that follow
you around everywhere. They aren't in the
film, but they were in the book.

"You control Grant (Played by Sam
Neill in the film. — Tim) and you have to

find the two lost kids, Tim and Lex.
We've tried to retain their

characters — for instance,
we've got Lex doing stupid
and dangerous things like
she does in the movie.
The 3D sections take
place in the control
centre, the visitors' centre

and other outside locations.
In these bits, the computer

system goes wrong and you
have to get to it, turn it off and turn it

back on again — just like in the film."
I didn't get a hand on a joystick, but

I was nonetheless terrified by these bits.
There's a real sense of drama and danger
as you wander around the deserted
complex, and have to fend off the small
dinosaurs which leap towards you from
around corners and stuff. Highly charged
entertainment, and a good grasp of the
film's atmosphere by the looks of it. So
how close is it to being finished, guys?

"Well, we're allowing ourselves the
luxury of some rigorous playtesting on this
game, because it's so huge. People don't
usually expect quality from a movie
licence, but we aim to turn that around
with Jurassic Park."
Verdict so far: Well I'm a hype
victim, a marketing man's dream, but I
can't wait to see both the film and this
stunning-looking game. Obviously it's far
too early to say what the gameplay's like
(we weren't given the chance to actually
play it), but it's obvious that a lot of effort's
being put into it, and it's already starting to
show. Let yourself go — believe the hype.
•  TIM TUCKER
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A right turn. I think that blue
car's missed the ideal 'racing
line' through this corner.

And, now just
for variety's
sake, a left
turn. Much

better handling
here, I reckon.

O V E R E P R I V

I I

Wahey! Another left
turn, but this time
we're in the desert or
on Mars or something.

Overdrive's got
some tab scenery.
Here's a cute little
bridge for a start.

And finally,
another 90°

 r i g h t  turn -
through what
looks like a
slippy-slidey
ice world.
Hmm. We
hope it isn't.

G a m e :  Overdr ive
P u b l i s h e r s :  Te a m  1 7
A u t h o r s :  D a v e  B roadhurs t ,
H a y d n  Da l ton ,  M i k e  and  A n d y
Oak ley,  A l l i s te r  Br imb le ,  C h r i s
Br imble ,  O l e  Pe t t e r  Rosenb lud ,
Mar tyn  B r o w n
E T A :  A n y  t ime  n o w

Briefly: Team 17, eh? They're practically
famous aren't they? And now they're about to
release another almost certain winner in the
shape of Overdrive. All this gives me a perfect
.excuse to talk to Martyn Brown, Project
Manager of the Teamsters, about
Overdrive, Team 17 themselves,
and almost nothing else.
The creator speaks:
So Team 17 are bringing out
an overhead-view driving
game, eh? How come you
never do the same genre
twice, then? Is this a deliberate
ploy to infiltrate our homes with
everything Team 17, leaving us
open to an influx of subversively
subliminal thought control? And can we
now expect all genres to be covered by Team
17 — how about a Team 17 RPG for example?

"It's a completely intentional policy of ours
to try our hand at everything in the arcade
mould and then see where it left us. We
wanted to create the definitive version of each
genre — whether or not we've done that is open
to question — and obviously looking back now
we know we can do better, hence stuff like
Alien Breed 2 currently in development.
I suppose we'll do most genres, but things like
RPGs aren't really our bag unless someone
comes along with something pretty
spectacular, although you might see something
of ours with RPG elements in it next year. We
won't do flight/vector games as a rule either."

So what have "L'Equipe Dix-Sept" got in
mind for overhead-view racing fans? "To our
eyes, the overhead racing game has never
really worked very well on the Amiga... sure,
Supercars did well, and there was Nitro, but
there hasn't been much else. Overdrive
is meant to be fast, slick and super
playable — we'll be
spending as much
time as possible
making the game feel

If only everything in life
was as reliable as Team 17...

"Things like
RPGs aren't
really our

bag"

Less scenery here. so
concentrate on fife oil
spill. Pump thosd brakes!

V E
as perfect as possible. With all our games we
try and give them an arcadey feel, and we
haven't seen anything on the Amiga that looks
like what we want to do with Overdrive.

"Inspiration has come from a number of
race games including my all-time favourite,
Super Sprint and also Pro RC Racer on the
NES/Gameboy (RC Pro-Am, surely? — Nitpicky
Ed), which is really playable. For technical
reasons we're having problems getting a two-
player simultaneous game up and running, but
we'll persist until we get it. A split-screen
display is out as the track moves very fast and

would be unplayable."
Every so often in the career of a

journalist creative thought and
quick fire ideas dry up, and I

suddenly found myself without
a clue as to what to ask
Martyn Brown out of Team 17.
I panicked. I asked him "Why
is it going to be fab?" Luckily,
MB of the Seventeen-sters is a

professional, and he answered
consummately. "It's got Els, 4x4s,

sports cars and buggies with five
different scenarios with at least four tracks

in each. Each vehicle handles differently and
each track has different properties, making
each combination a different prospective game.
Why is it going to be fab? It's a Team 17
game." Hey, not a bad question after all, then.
Verdict so far: It seems that almost
anything the near-legendary septadecimalists
from Wakefield touch turns to box-office gold,
and we've no reason to believe otherwise in
the case of Overdrive. To add fuel to the Team
17 world-domination theories, they're also in
the process of hitting us with a brace of budget
releases, including the revised edition of
Project-X, a Formula 1 driving game called F1
Challenge (excitingly previewed on this
month's coverdisk) and Qwak! — a cute one- or
(simultaneous) two-player Bubble-Bobble-
inspired platform romp. Way to go, guys.
•  TIM TUCKER
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Bubba Practises
throwing (or catching)
his twiggy friend.

G a m e :
B u b b a  'N '  S t ix
P u b l i s h e r s :  C o r e  Des ign
A u t h o r s :  M a r k  Watson ,
Bil ly A l l i son,  S i m o n  Ph ipps ,
Mart in  I veson  a n d  J e r e m y
Heath- S m i t h
E T A :  S e p t e m b e r

Briefly: Gimpy truck driver Bubba is
delivering animals to a zoo when he's
unexpectedly snatched by alien zoo
collectors — how ironic. A mess-up in
transit occurs, and he's abandoned on a
hostile alien planet, with his only friend in
the world a cheery, bouncing, alien, er,
stick. Using it to solve all sort of puzzles.
Bubba must platform romp his way across
the galaxy to get back to his rather dull
and tedious existence. Oh, and he's got to
save the planet on his way. Simple, eh?

FAX FAO: BUBBA 'N' STIX
PROGRAMMING TEAM
RE: BUBBA 'N' STIX, AS
IF YOU HADN'T GUESSED

1. A simple background
question. Was the
working title really 'Man
And Stick' and if so, why
did you change it? It

This green thing's
clearly distressed by
Bubba's slamdancing.

sounds pretty cool to me, in a 'Man Bites
Dog' sort of way, don't you think?
The creators speak: No. It wasn't
'Man And Stick', it was 'Man With A Stick'.
We changed it because it wouldn't easily
translate to other languages, Vic Reeves
probably holds a copyright on it, it doesn't
accurately represent the relationship

between the two main
characters of Bubba and Stix,

and no, we didn't think it was
cool at all.

Stix takes Bubba
home to meet his
parents. Yup.

2. Onwards to some techy
stuff. Is 200 frames of animation

The arrow points to a tree, presumably for the benefit of
anyone who hasn't seen one before. This (and other dues)
indicate that these are all in fact Mega Drive screenshots.

(facing one way) an accurate number to
quote for Bubba? If not, what is? How
many other characters are there in the
game, and will they all be as impressively
animated? If you haven't already guessed,
this is your opportunity to come up
with some hugely impressive
figure that'll impress the hell
out of all the readers.
The creators
speak: Yes, it's
perhaps in excess of 200
frames when you add it
all up, but we feel it's not
the number of frames.

rather the animation
content that's

important.
Other characters —

we've got quite a few,
and yes, the animation
is of the same quality
as Bubba's. With
regard to other
technical
considerations, the

gameplay's far and
away more important to

the public than
meaningless numbers, so

we'll say no more on this one.
(Snappy answer, boys. — Ed)

4. Are you all golf fans? If so, what are
your handicaps? If you don't play
golf, then what are your most
favourite hobbies that don't
involve computers?
The creators speak: No.
Our hobbies — well, we do play a
lot of console/computer games
when we get the chance (what's
the point in writing and designing
games if we don't get to play
them?). Billy and Simes also go
weight training to relax and
Mark, well, currently he's asking
what spare time is.

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

5. What's going to be the real hook for
this game? I mean, what'll convince
people to get it rather than one of the
existing cute, platformy-type games?
The creators speak: Look at it,

play it and find out.

"What about
Bubba 'N'
Futon?"

6. Any plans for a follow-up,
this time with a different
common everyday object
as a sidekick? What
about Bubba 'N' Futon.
or Bubba 'N' 1970s Lava
Lamp? Answers on a

postcard please. to...
The creators speak:

No. Don't be stupid.

6. Umm, that's about it really. We're very
close to deadline, so if you could possibly
fax your answers back by mid-afternoon
tomorrow (Wednesday) that would make
my job easier, and guaranteed until next
month at least. Thanks!
The creators speak: Why are there
two question 6s?

Verdict so far: As far as I'm
concerned, sticks have always been one
of the best things you can pick up in
woodland areas, and it's good to see that
they're now being represented in a
medium that's previously been sadly
deficient of these useful, woody items. The

graphics look stunning, and
Core Design have
been giving us some
top quality games of
late, so there's a good
chance that this
symbiotic tale of stick
and lorry driver is
going to be a good 'un.
•  MARK
WINSTANLEY

Bubba. And Stix. And,
er, some other weirdo.

S T I X
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O N E  S T
B E Y O N
P u b l i s h e r :  O c e a n
A u t h o r s :  R e d  R a t
S o f t w a r e  ( w e l l ,  k i n d  o f  —
m o r e  o n  t h i s  l a t e r )
E T A :  L a t e  J u l y

Briefly: To any alien viewing TV
transmissions from our humble
little blue-green planet,
Quavers must seem like a
terrible threat to all of
civilisation. We may think
these cheesy (and more
recently, salt and vinegar)
snacks are just a tasty
little space-filler for
between meals, but if you
only had the adverts to go on,
you'd think they turned you into
some sort of demented whirling
dervish, spinning uncontrollably about
rooms and eating hapless professors.
Anyway, Colin Curly (the strange dog-like
creature voiced by Lenny Henry and
brought into animated existence to
promote widespread crisp consumption) is
all set for his second launch into the
wacky world of computer games.
T h e  c r e a t o r  speaks:  ...to his senior
lecturers at least once a week,
I understand. Chatting amiably to the
hugely approachable Sherry from Ocean,
I was shocked to find that the creator of
One Step Beyond and its prequel
Pushover had left the hallowed offices of
indie games producers Red Rat and gone
back to the even more hallowed halls of
further education. Seeing as neither

"What about
all those

funny little
squiggles?"

Sherry nor I have got the slightest clue as
to which college he's attending, talking to
the main man seems out of the question.
Hey. I just write about games, okay? If you
want investigative joumalism, then get the
Washington Post or something, alright?

So anyway. Sherry got down to
explain the principles behind the game, in

a slick and professional way that
explains her high-ranking

position in the Ocean
hierarchy. Take it away,
Sherry. "One Step
Beyond's a puzzle game
that follows on directly
from Pushover (which, if
you've forgotten, is the

first game featuring Colin
Curly -  Mark). In fact,

Colin's playing Pushover. -
remember. that's the prequel to...

(Snip. -  Ed) -  and eating Quavers at the
beginning of this game. He finishes the
last level at the exact moment that he
finishes his last Quaver. and this exciting
combination of awesome taste and
awesome gameplay results in him
being sucked into his computer."

Okay, so silly preamble
aside, what's the game about
then? "At the start of every
level, Colin gets
somersaulted onto the first
of a set of platforms, and
he then has to jump from
one platform to the next until
he reaches the `Exit' packet of
Quavers. Colin can only escape
the level if he shuts all the platforms,

and since each platform closes when he
moves off it, you've got to work out the
correct path across each level."

That sounds simple enough,
but what about all those
funny little squiggles
on the platforms?
Are they to do
with the game, or
perhaps they're
linked in some way
to... dare I say it?
Quavers?

"No!" states Sherry,
categorically. "Many of the platforms have
got special properties, so some will close
all the platforms that are in the same row
as the one Colin jumps off, others will
close nearby ones, and others will bounce
you up. The puzzle's in using these
special platforms to your advantage.'

Great, so now we know. And just one
final question, Sherry. What's the game
got to do with trying-to-make-a-comeback

What a great pic of Colin, but oh, if only
I could make out the name of his crisps...

...I just can't read it. Humf, why don't they
place their product more prominently?

Hey you, don't watch that, watch this.
It's the heavy, heavy monster etc.

ska-pop band Madness, and come to think
of it, what's it got to do with curly, cheesy
snacks? Hello? Sherry? Hello?

Ve r d i c t  so far:  For reasons
best known to themselves,

Ocean haven't been

Colin carelessly
consumes crisps.

forthcoming with
many details at all

about this game. Maybe
they feel it'll be best for it to burst

onto the game-playing public like a
massive starburst rocket exploding over
Hyde Park on bonfire night, or that the air
of secrecy and anticipation will set sales of
both the game and the crisps at a record
high. Or maybe Ocean just don't like me —
who's to say? Anyway, it's going to be big.
it's going to be puzzley, and (using near-
subliminal persuasive techniques) it's
going to put an awful lot of kids off their
main meal through incessant snacking.
Oh, and if the manufacturers of Quavers

are reading this, just address the free
boxes of Quavers to the AP office

in recognition of all this
gratuitous free advertising.

Thanks, guys.
•  MARK WINSTANLEY

Ode to Quavery Oh crisps,
oh tangly, teasy taste tester.

How I adore thee, your yellow
hue, your crunchiness, your

impetuous moods. I love thee. Lots.
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NEW LOW PRICES!
THE UK'sOM Nol AMIGASYSTEMS SPECIALISTS

F R  S I L I C A

280593-081/5

(SILICA SYSTEMS -  THE AMIGA SPECIALISTS)
Before y o u  decide w h e n  t o  b u y  your  n e w  Amiga  computer,  w e
suggest you think very carefully about WHERE you buy it. Consider
what it will be like a few months after buying your Amiga, when you
may require additional peripherals o r  software, o r  help and advice
with your new purchase. And, will the company you buy from contact
you with details of new products? At  Silica Systems, we ensure that
you will have nothing to worry about. We  have been established for
almost 14 years, we  are  Amiga specialists and are a  Commodore
approved dealer. With our  unrivalled experience and expertise, w e
can n o w  c la im  t o  m e e t  o u r  cus tomers  requirements w i t h  a n
understanding which is second to none. But don't just take our word
for i t .  Complete and  return t he  coupon n o w  fo r  ou r  latest FREE
literature and begin to experience the "Silica Systems Service".

•  COMMODORE APPROVED UPGRADES:
Official Hard Drive upgrades with WANG on-site warranty.

•  FREE OVERNIGHT DELIVERY:
On all hardware orders shipped in the UK mainland.

•  TECHNICAL SUPPORT HELPLINE:
A team of Amiga technical experts will be at your service.

•  PRICE MATCH:
"Same

•  BUSINESS + EDUCATION + GOVERNMENT:
Volume discounts are available. Tel: MI-3•0011.

•  SHOWROOMS:
We have demonstration and training facilities at all our stores.

•  THE FULL STOCK RANGE:
All of your Amiga requirements are available from one supplier.

•  FREE CATALOGUES:
Will be mailed to you, with special reduced price Amiga offers,
as well as details on all Amiga software and peripherals.

•  PAYMENT:
We accept most major credit cards, cash, cheque or monthly
terms (APR 29.8% - written quotes on request,.

SILICA
SYSTEMS

We match competitors on a p r o d u c t  - Same price" basis.
•  ESTABLISHED 14 YEARS:

We have a proven track record in professional computer sales.
•  £12 MILLION TURNOVER (with SO staff): LINE 081-3091111

We are solid, reliable and profitable. - ..,..—,,, —Q„„ „ , "

MAIL ORDER: 1 - 4  The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081.309 1111
Order Lines Open: Mon-Sat 9.00am-6.C,Opm N o  Late Night Opening F a x  No: 081-308 0608

LONDON SHOP: 5 2  Tottenham Court Road, London, WIP OBA Tel :  071-580 4000
Opening Hours: M o n -Sat 9.30am-6.00pm N o  Late Night Opening F a x  No: 071.323 4737

LONDON SHOP: S e l f r i d g e s  lawanntriien.V. Oxford Street, London, W1A 1AB Tel: 071-629 1234
Opening Hours: M o n -Sat 9.30am-7.00pm L a t e  Night: Thursday -  Rpm E x t e n s i o n :  3914

SIDCUP SHOP: 1 - 4  The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-302 8811
Opening Hours: M o n -Sat 9.09aroS3Opm L a t e  Night: Friday • 7pm F a x  No: 061.309 0017

ESSEX SHOP K e d d i e s  lac noon. High Street, Southend-an-Sea, Essex, SS11LA Tel: 0702 468039
Opening Hours: M o n -Fri 10.00arn-5.30pm (Sat 9.£0am-6.00pm) L a t e  Night: Thursday -  7pm F a x  No: 0702 468039

SOFTWARE PACK - FROM SILICA
ZOOL is the software pack of the year. It includes:

Zool, Transwrite, Pinball Dreams and Striker - Va lue  £127.92.
All Amigas from Silica (excluding A600 Standalone and Amiga 4000)
include a FREE ZOOL pack as well as GFA Basic and Photon Paint II.

ZOOL £ 2 5 . 9 9
Plaff orm Title of the year- 97% Amiga Comp - Nov '92

TRANSWRITE £ 4 9 . 9 5
Word Processor and Spell Checker

PINBALL DREAMS £ 2 5 . 9 9
Pinball Simulation - 94% AUI - Sept '92

STRIKER  £ 2 5 . 9 9
Soccer Simulation- 94% CU Amiga -June 82

ZOOL PACK: £127.92
GFA BASIC v3.5 £ 5 0 . 0 0
Powerful Basic Programming Language

PHOTON PAINT II  £ 8 9 . 9 5
Powerful Graphics Painting Package

TOTAL VALUE: £267.87

PLUS!
AMIGA 600HD

EPIC + HARD DRIVE
AMIGA 1200

AMIGA 500PLUS
CARTOON CLASSICS

FREE!

VALK; GFA'r I,HOtON

I YEAR ON SITE/AT NOME WARRANTY
ON ALL CONFIGURATIONS

1 YEAR ON SITEIAT HOME WARRANTY
ON ALL CONFIGURATIONS

YEAR ON SITE/AT HOME WARRANTY
ON ALL CONFIGURATIONS

YEAR RETURN TO SIUCA WARRANTY

PACK INCLUDES:
•  1Mb AMIGA 500ff ius £ 2 9 9 . 9 9
•  BUILT-IN 1Mb DRIVE —
•  A520 T V  MODULATOR —
•  THE SIMPSONS .................. £ 2 4 . 9 9
•  CAPTAIN PLANET £ 2 5 . 9 9
•  LEMMINGS £ 2 5 . 9 9
•  DELUXE PAINT II I  £ 7 9 . 9 9
FREE FROM SILICA (See Ito Leal £267.87

TOTAL PACK VALUE: £124.82
LESS PACK SAVING: £525.82

SILICA PRICE: £199.00

1Mb RAM

Mb
RAM

SRP C N C£199
INC VAT -  AMC OW

£S2AP
INC VAT' AMC 0692, RAM (620

AMIGA 600
STANDALONE

AMIGA 600
LEMMINGS PACK

AMIGA 600
WILD, WEIRD & WICKED

FREE!

PAC, r  n-r,r4

We are pleased to offer Ma Amiga 600 web
Photon Paint II, ale new low SiWa Ors of only
M D  a NN MOO saving off ma preview SRF.
PACK I N C L U D E S :
•  h e  AMIGA 600 £ 1 9 9 . 9 9
•  BUILT-IN l e i  DRIVE
•  BUILT-IN T V  MODULATOR

PLUSI FREE FROM SILICA:
•  PHOTON PAINT II £ 8 9 . 9 5

TOTAL PACK VALUE: £289.9
LESS PACK SAVING: £ 9 0 . 9 4

SILICA PRICE: £199.00

PA C K  I N C L U D E S :

•  lab AMIGA 600, £ 1 9 9 . 9 £

•  BUILT-IN Ira DRIVE

•  BUILT-IN TV MODULATOR..

•  DELUXE PAINT III  £ 7 9 . 9 9

•  LEMMINGS £ 2 5 . 9 1
FREE FROM SILICA (See Top MN £267.81

TOTAL PACK VALUE: £573.&
LESS PACK SAVING: £344.8,

SILICA PRICE: £229.99

1 "  RAM

2 "  RAM

PREVIOUSLY E 2 g g c

£199
INC VAT - AMC 0625
PREVIOUSLY R E I M

£229
INC VAT. AMC 0625 RAM 0605

1 "  RAM

PREVIOUSLY £ 2 3 e L

£229
INC VAT -  AMC OSIM
PREVIOUSLY E a K E

Mb
RAM£259

INC VAT-AMC <666 • RAM 0666

PA C K  I N C L U D E S :
•  tub AMIGA 600 £ 1 9 9 . 9 9
•  BUILTINDADRIVE,11V MODULATOR —
•  DELUXE PAINT III ,  £ 7 9 . 9 9
•  MICROPROSE GRAND PRIX  £34.99
•  SILLY PUTTY .  £ 2 5 . 9 9
•  PUSH OVER  £ 2 5 . 9 9
FREE FROM SILICA iSve Tap ken, £207.67

TOTAL PACK VALUE: £634.82
LESS PACK SAVING:  f405 B2

SILICA PRICE: F229.00

1Mb RAM

PREVIOUSLY E n g

£229
INC VAT -  AMC 0649

2Mb RAM
PREVIOUSLY D a 2 r E

£259
RC VAT ANC 0649 RAN OEM

INCLUDES 2040ms
HARD DRIVE

Q C

4•-• •  •
• A e ;

1 YEAR ON SITE/AT HOME WARRANTY
ON ALL CONFIGURATIONS

COMIC RELIEF

1 YEAR ON S WAT  NOME WARRANTY
CNALL CONFIGURATIONS

ANCOPRES" + HARD DISK
(C. OFFICIAL UPGRADE)

I YEAR ON SITE/AT HOME WARRANTY
ON ALL CONFIGURATIONS

Si l ica  a r e  p l e a s e d  t o  o f f e r  t h e
A m i g a  1 2 0 0  C o m i c  R e l i e f  P a c k
wi th  y o u r  c h o i c e  o f  h a r d  d i s k s

127Mb o r  209645). T h e s e
a re  l e g a l  u p g r a d e s  a p p r o v e d  b y
C o m m o d o r e .  B o t h  t h e  A 1 2 0 0
a n d  H a r d  D i s k  a r e  f u l l y  c o v e r e d
by  C o m m o d o r e ' s  o f f i c i a l  1  y e a r
o n -s i te  w a r r a n t y  w i t h  W A N G .
L o o k  o u t  f o r  t h e  s p e c i a l  s t i c k e r
63 e n s u r e  t h a t  t h e  u p g r a d e d
A 1 2 0 0  y o u  b u y  i s  a n
off ic ia l  v e r s i o n ,  w h i c h
induc les  C o m m o d o r e ' s
W I  a p p r o v a l  a n d  1 y e a r
o n -s i te  w a r r a n t y.

PACK I N C L U D E S :

•  t o  USDA 600 £ 1 9 9 . 9 9

•  BLIILT,IN ImORVES, TV MODULATOR -

•  2CoHARDOISK  £ 1 4 9 . 0 0

•  EPIC , a SCI-FI ADVENTURE  £ 2 9 . 9 9

•  FIORE - ROUE WAVING ADVENTURE £ 2 5 . 9 9

•  MYTH. STOP THE SPREAD OF EVIL . £ 1 9 . 9 9

•  TRIVIAL PURSUIT-POPULAR WIZ  £ 2 9 . 9 9

FREE FROM SILICA (Sae Tap Lahti  £ 2 6 7 . 8 7
TOTAL PACK VALUE: £722.82
LESS PACK SAVING. £423.82

SILICA PRICE: £299.00

1  RAM

20.
HARD DRIVE

PREVIOUSLY m e m  '

£299
INC VAT A M C  0799

l R A M  PREVIOUSLY £ 4 9 Q

19= £349

68028: Processor
14.19kot Clock Speed
32-bit Architecture
2Mb Chip RAM
Amiga DOS v3.0
AA Chip Set for Enhanced Graphics
16.8 Million Colours
256,000 Colours on Screen
Built-in TV Modulator
1 x 32-Bit CPU/RAM &mansion Slot
PCMCIA Smart Card Slot takes
512K, 1Mb or 4mb PC Cards
96 Key be board with Integral
Numeric K ypad
2W Intern I IDE Hard Drive
Options see column on right
1 Year On site Warranty

NEW
AA

cHips[
FREE GIFTS FROM SILICA IS. Top Lai

2 M b  RAM

RRP 3 : 4 • ¢

£399
INC VAT - AMC 1212

NEW!
A

CHIPSEAT

(2 . .  RAM85,
2-AN 85f' £599.:;

£ 5 9 9

127!E £699
209, £849 z4;

AMIGA 1500
HOME ACCOUNTS

FREE
PC

BRIDGE
BOARD
WORTH

£100

SAVE £300I

1 YEAR RETURN TO SILICA WARRANTY
PA C K  I N C L U D E S :
•  t o  AMIGA 1500 £ 6 9 9 . 9 9
•  2x 32 BUILMIN likFLORY DRIVES
•  EXPANSION SLOTS
•  EC COMPATIBIUTY
•  VIDEO SLOT

Xs =Masud grapnes
•  PC-XT BRIDGEBOARD SUPPLIED.. £11XO0
•  PLATINUM WORKS SOF1WARE £ 1 6 9 . 9 5

Wore p r o  dtabase. Rya . .
•  PUZZNIC  £ 2 4 9 9
•  TOKI  £ 2 4 . 9 9
•  ELF  £ 2 4 . 9 9
•  HOME ACCOUNTS  £ 2 9 . 9 9
•  DELUXE PAINT III  £ 7 9 . 9 9
•  AMIGA VISION  £ 1 1 1 . 6 3
FREE FROM SILICA (See Top NA  £ 2 6 7 . 8 7

TOTAL PACK VALUE: £1534.39
LESS PACK SAVING: £1135.39

SILICA PRICE: 2399.00

1 M b  RAM

RAP 3:89$31E£399
P C  VAT-ARAB 152.5

AMIGA 4000 I AMIGA 4000
SPECIFICATIONS

Ii YEAR ON SITE/AT HOME WARRANTY
ORALS CONFIGURATIONS

NIPS RATING
= Nillion Insinzions Per swam

6200 M O M .
The A4000 runs at up lo 21 times the
speed of the A600.
GRAPHICS
•  16.7 WM& COLOURS
•  RESOLUTIONS UP TO

128,07SI2 and 800:600
OPEN ARCHITECTURE:
The A4000 has Seen designed Mr maximum
flexibility providing plenty o f  morn f o r
memory Si peripheral expansion
•  6I6/32-BliZORROIS SLOTS
•  SPCATSLOTS
•  624-beVIDEOSLOT
P O W E R :
•  Trak 35 FLOPPY DRIVE

a7

NEW!
AA

CHIPSET

CONFIGURATIONS

6.b
RAM

Check out our new Amiga
4000 configurations below.
Silica offer the best value
for money, with S .  of RAM
included i n  mos t  models

PLUS!  F R E E  FROM SILICA
•  Amiga Vision, Photon Paint II & GFA Basic

25MHz 68030Ec
4T. SOL £ 9 9 9

AMMO

6r,.,, 120E, £1099.za;
6.4,, 214E. £1199z..-.
6T. 245. £12991=
6t,, 340E £1399.

CDTV ADD-ON
FOR A500 or M O N .

Enables mar ince KO to run CDTV so/were
Plays norms! dr ib  CD discs
Storage capacity equal to 600 floppy risks
TranSer (ore 15 issmond
Ccepattie am CO.Aand CD tr MIDI fcrrnals
Compatible ffith IS09660 standard
Sone old A.5016 need modificatron - m o o r.

HALF
PRICE

( k i l t

RRP £:#481a£149
INC VAT C a ]  0570

540L£1699,:;:
25MHz 6 8 0 4 0

,t1v,gr. £1999
1201. £2099 :g

• 214L £2199z4t:
6L, 245i- £2299zzi
6 TUNA 340. £2399�u

• 540-£2699.,4=
RAM UPGRADES

FOR D E A R M A N : I
4MP to 6fie: 2  x 19e M Df6 per I l i  a: E A
61Abto 10.6: 1 : 4 b e  •  ClD per t t  . E I N
m a t o  ' o w l  r y e  @ C3OpermkEno

x r i c • M P e r k b r O 2 0
AL_ uNCES INC—CE VAT

COMMODORE
APPROVED

Silica S y s t e m s  h a v e  b e e n  a  f u l l y
authorised Am iga  dea ler  e v e r  s ince
the product range was  launched. A s
part o f  our  service, w e  can upgrade
Amiga 6 0 0  O r  1 2 0 0 4  w i t h  h a r d
drives. for new or existing owners. In
both cases, Commodore 's  official o n
site wa r ran t y  i s  unaffec ted.  S i l i c a
offer other upgrades too and provide
a comprehensive repa i r  serv ice f o r
A.500 and ASOOnus computers.

UPGRADES &  REPAIRS
L a t e s t  t e s t  e q u i p m e n t
2 0  t r a i n e d  t e c h n i c i a n s
1 , 0 0 0 s  o f  p a r t s  i n  s t o c k
F A S T ,  4 8  h p u r  s e r v i c e
W e  c a n  c o l l e c t  (£5,7wir )
F R E E  r e t u r n  c o u r i e r
A l l  w o r k  g u a r a n t e e d

C A L L  F O R  A  P R I C E  L I S T
and details of  all upgrades available

ALL PRICES INCLUDE VAT -  DELIVERY I S  FREE O F  CHARGE IN  THE UK MAINLAND

Silica Systems, AMPOW-0893-104. 1 - 4  The Mews, Hatherley Rd, Sidcup, Kent, DA14 4 6 7 1
PLEASE SEND A  6 4  PAGE A M I G A COLOUR CATALOGUE

Mr/Mrs/Miss/Ms:  I n i t i a l s :   S u r n a m e :

Company Name (if applicable):

Address:

Postcode'

Tel (Home):  T e l  (Work):

(Which computer(s), i f  any, do you own?{ 0 4 E d
E&OE - Advertised prices and specifications may change - Please return the coupon for the latest intommtion.
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When you're
rich enough,
you can live
here and laugh
at poor people.

E
PAT

G a m e :  T h e  Pat r i c ian
P u b l i s h e r :  D a z e
A u t h o r s :  J o r g  Busch ing ,
Cela l  K a n d e m i r o g l u ,  J u r g e n
Kerst ing,  B e r n d  Ludew ig ,
T h o m a s  Sch lo te l ,  Ma r t i n
Wolk ,  J o e r g  D o e p p e r,  F r a n k
Wo ischke ,  R u d o l f  S t e m b e r
E T A :  A u g u s t

Briefly: The Patrician is a
strategy trading game from
Germany, where it's
proved a huge success,
topping the charts for over
six months. It's set in a
fascinating period of
history (14th-15th
Century), when the
development of trade the
Baltics lead to a powerful
merchant class. To represent their
interests, and protect them from piracy,
they formed the Hanseatic League,
becoming an extremely powerful
economic force — neither lord nor king
could invade the structure of the alliance.
The creators speak: We set Cliff
Guy of Daze the following GCSE paper...

You have one hour to complete the exam.
Answer all four questions and be
sure to write on both
sides of the paper.
You may now turn
the page.

1. What was the
primary motive for the
import of the game The
Patrician into Britain in
the late 20th century?
The creator
answers: "When we
source products from abroad (writes Cliff)
we look at one common factor that
crosses all cultural frontiers: gameplay.
Patrician is packed with gameplay, both in

lioLicn (Incisor

I used to know a Patricia once. Nice girl.

terms of amount and complexity. This is
something that will always be appreciated,
because at the end of the day, after all the
hype, what determines whether a game
sells or not is quite simply whether it's tun
to play or not. We think that the strategy
genre is low-profile, but very popular: look
at the success of Civilisation, Sim City and

A-Train, which is the kind of area
that The Patrician falls into."

"The really
hideous ones
are loaded"

2. "The most complex
and involving strategy
game yet to be seen."
(Daze Marketing Press
Release). Discuss this
quote in the context of

the game The Patrician.
The creator

answers: "Patrician is
complex and challenging

because of the number of variations
within the game and the way your goals
develop and change as the game
advances. To begin with, you just have to
trade successfully, then you have to
change your priorities as you try to get
elected Mayor of your town: marriage,
charity, the church and wooing the
populace all enter into the equation.

"If you become
Mayor you then have to
aim for Alderman (the
Big Boss) of all the
Hanseatic League.
You're now playing
with the big boys:
bribery, corruption,
and blackmail are
thrown at you as you
cope with a
multinational
business as well as

the public and official duties expected from
a potential Alderman of the league, such
as leading expeditions against pirates or
financing the construction of a new
church. Additionally you must cope with

random hazards
such as ships lost
at sea, plague and
fire. The game
takes a very long
time to complete."

3. Explain, in as
much detail as you
see fit, the way that
the arcade
sequences in the
game work. If
possible, you should
include the phrase
'eccentric ballistics' in your answer.
The creator answers: "The arcade
sequences are mouse-operated conflicts
between you and pirate ships, using actual
weapons of the time, complete with
eccentric ballistics (Well done Cliff. — Ed).
This sequence is optional but I for one find
it great fun to play."

There's masses
of trading,
leering at busty
serving wenches
and wearing silly
striped trousers
to be done.

Boats. A vital
ingredient on
any merchant's
shopping list.

,.With a hey.ho, hey-nonny.bo. And you
the ht the lyricsto 'No Limit' were bad.

- -

,• •

4. Describe the effective function of
marriage as a social institution within the
game The Patrician.
The creator answers: 'The
marriages are a mix of convenience and
sloppiness. You must get married to

io
-- -

become a Mayor (you are not
considered respectable enough as a
bachelor or spinster). The prettier/
handsomer brides/grooms tend to have
less money, the really hideous ones are
loaded. You decide. The brides are based
on old Hollywood stars such as Doris Day,
Marilyn Monroe, or post-stroke Betty
Davis, while the grooms are based on the
male staff members at Ascon (the people
who wrote the game)."
Verdict so far: We'll be publishing full
results of the examination in early
September. Until then, try and have fun all
summer, and please don't ring up asking
to know the results before that date.0 TIM TUCKER

On our cover disk you'll find
this great 3D ray tracing prog...
oh, wry, that' Am ii

-gap. d e p .
- V W  -4100.

11100' .



Made for budding MgeIs„.

getogic3 FleeWiled]
Can you imagine Nigel Mansell usinga joystick to control his cararound a high-speed track?
Probably not.Thats why we came up with the Freewheel. Just plug it into your computer joystick
port and experience the real sensation of driving!
* Suitable for all types of driving and flying games * Uses unique angle-sensitive switches
* Extra-long connector cable. * Ideal companion for the QJ Footpedal Controller(SRPi 24.99)
* Does not need to be mounted or fixed to a surface *Following versions available now

FW 111 - Digital Freewheel forAmiga ST C64 etc- £29.99 incVAT
FW 123 - Analog Freewheel forAmiga- £39.99 incVAT
FW 223-Analog Freewheel for IBM PC- £39 -99 inc VAT
FW 311-Dig i ta l  Freewheel for Sega Megadrive -available Autumn 93
FW 411-Digital  Freewheel for Super Nintendo-available Autumn 93

Another winning product from .

AVAILABLE FROM ALL GOOD COMPUTER STOCKISTS
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AMIGA POWER

R E U N I O N  +  T H E  S E V E N T H  S W O R D  O F  M E N D O R

G a m e s :  R e u n i o n  a n d  T h e
Seven th  S w o r d  O f  M e n d o r
P u b l i s h e r :  G r a n d s l a m
A u t h o r s :  M a n y,  m a n y,
m a n y  peop le ,  a l l  o f  d i f fe rent
nat iona l i t ies
E T A :  L a t e  1 9 9 3

Briefly: Grandslam are
really upping their releases
at the moment, what with
Realms Of Darkness
(mentioned last month),
the recent Beavers and
the up-and-coming
Tensai. This month on
the mysterious world of
Things To Come, we're
going to concentrate on just
two of their extensive 'in the
pipeliners', one sci-fi and epic, the other
one fantasy and, er, Dungeon Master-y.
The creators speak: Hungarian,
which is uncommonly handy for them,
since they live in Hungary. Ah, it's good to
see that we can thoroughly overuse that
gag, to the point that it's not only unfunny.
but also tedious and irritating. Fortunately
(for you) Stuart's had an injunction taken
out to stop me from coming within 200
metres of that gag ever again, and
fortunately (for me) I didn't have to
try and talk to these ex-Soviet
bloc coders over a crackly trans-
European land line using a 1950s
Anglo-Austro-Hungarian phrase
book. Oh no. David Birch from
Grandslam was more than happy to
explain why a sizeable amount of their

"They're all
ex-defence
workers"

I guess he's not one
of the good guys

then? Thought not.

Right: Blimey, is this sort of display alright for games in
the non-sexist '90s? But phwoar, eh lads?

starr
t?a!97"

r
12

There's no getting
away from it, this is 7

undeniably a Dungeon ;
Master clone.

HP,12S/TiE.
MP: 9 2 / 9 8
X P, V i 2 S 8 9 1

NICOS
current output is coming from behind the
former Iron Curtain.

"They're all ex-defence workers," he
told me, gleefully. "Obviously protecting
the Warsaw Pact has gone out of fashion
now that it's defunct, so we've been
getting a steady stream of innovative and

creative programmers all turning
their talents to games. And to

be brutally honest," he said
wryly, the wicked gleam of
bare-faced Western
commercialism in his
eyes, "we don't have to
pay them very much. Ha
ha." I hope he meant it as

a joke, I really do.
"The Seventh Sword Of

Mendor's a Dungeon Master
clone, there's no getting away from

that," admitted David, frankly, "but the fact
is that there's a market for these games,
and we're here to supply that demand.
We're doing an Al200-specific version
with 256 colours as well as the standard
64-colour standard version. and we're

Aerodynamics play no part in the
construction of space stations.

Value for money, that's whirl we
for, but we also need quality. Okay,

boys, let's hit McDonalds.

I 4 thoon
Hagxe
L o r e

making it flexible so that there are several
paths though the game. You control a
party of up to seven characters, and the
game area covers a real world, not just
caves and dungeons. There's going to be
digitised character speech and real-time
combat
sequences, and
the whole thing's
underscored by
medieval music."

Well, it's
good to see that
someone's trying
so hard to
breathe life back
into such a tired
old genre as the
Dungeon Master
game, but what's
all this about Reunion? The press release
states that you must be "soldier, politician,
economist and diplomat — prepared for
any eventuality. The task is monumental,
the strategy awesome. You must not fail,"
so it sounds a bit of as biggy. All I've seen
so far is an extremely impressive showreel
of pictures from the game, which show all

manner of cybernetic pilots, leaders
and other rock-hard characters.

"The game itself is going to be
concerned with the
colonisation of space and
once again will feature 256-

Oh no! It's
hamburger
payback time,
with the cows
fighting back!

colour VGA-quality graphics and speech.
All that we've seen so far is a framework
of the game, but we're sending someone
out to Hungary soon to bring back a fuller
version," David revealed, exclusively.

Verdict so far:
It's so hard to tell
how a game's going
to turn out when all
you've got to go by
is pictures, but let's
ace it, they're
pretty nice
screenshots. Apart
from that, it's
refreshingly
different to see
that the
blossoming Amiga

games industry is employing redundant
Hungarian defence workers. After all, their
previous job was plotting parabolic
trajectories for intercontinental ballistic
missiles between Minsk and Milton
Keynes, and although this may (or may
not) have been a good thing, programming
games is undoubtedly a much more
worthwhile occupation.
•  MARK WINSTANLEY

Yum, yum,
yum,

Turn.
tiihuILIPJ

A typical bar scene,
hugely derivative of

the Star Wars cantina.

A futuristic Utopia, where the buses
run on time all day, every day.



Premeer 'Mit Older

Blues Brother 8.99
Chuck Rock 10.99
Kick Off 2 1Meg 9.99
Kick Off 2 Final Whistle 7.99
Kick Off 2 Giants of Europe 7.99
Kick Off 2 Return to Europe 7.99
Kick Off 2 Winning Tactics 5.99
Kick Off 2 I Meg 7.99
Seymour Goes to Hollywood 6.99
Thunderstrike 5.99
Turbo Challenge 2 8.99
Turtles 2 Coin OP 9.99
Wing Commander (1 Meg) 14.99
Zoof 13.99

EDUCATIONAL

ADI English All Agesl 17.99
AM Frereh All Ages 17.99
AD1 Moths All Ages 17.99
Reiter Moths 2-16) 13.99
Better Spelling 8-14 13.99
Cove Maze .12) 9.99
Fun school 2 6-8) 6.99
Fun School 2 6.99
fun School 2
Fun School 3 5.7)8) 6.99

13.99
Fun School 3 .7) 13.99
Fun School 3
Fun School 4

5351
5-7)

13.99
16.99

Fan khool 4 7-11) 16.99
Fun School 4 U5) 16.99
keinion Goblins 8-13) 9.99
Junior ; M r 5.10) 10.99

4-8) 13.99
=  Dragons 6-131 9.99
Maths Mania 8-12) 13.99
Noddys Playtime 16.99
Paint & Crsote 17.99
Picture Fractions 7-10) 9.99
Ploy Room 3-8) 17.99
Ploy School ( 3 - 8 ) 13.99
a . . . . . .  with Trolls (5-12) 9.99
Tidy she House ( 6 . 1 0 ) 9.99

JUNIOR ADVENTURE
TM Weld in the
WROWS . 6 ) 13.99

TM Throe Rears 5 - 1 0 ) 13.99

E&OE

Award Winners
BC Kid
B17 Flynn Fortran, (1 Meg) ...22
Bat 2 ( 1 -Meg)2 6
Batman the Movie6
Battle Isle '931 7
Bonletoods1 9
Beavers1 7
Big Box 21 9
Bitmap Bros Vol 2• 1 7
E!ill1,!6Teltobble  bbs (1 M " ) 1 8
Caesar (I Meg)1 9
Colifornio Games 27
Campaign2 2
Campaign 2 •2 2
Campaign Mission Disks • 1 1
Captive 2.
Carl Lewis Challenge 1 6 . 9 9  Gunship 2000 • l l  Meg)
Championship Manager 93 (1 Meg) 16.99 G u y  Spy
Chaos Engine1 6 . 9 9  Harpoon + &Hese, 2
Chuck Rock 2 1 6 . 9 9  Harpoon Battleset 3
Civilisation (1 Meg)2 2 . 9 9  Harpoon Banleset 4
Cohort 2 • 1 9 . 9 9  Harpoon Scenario Editor
Combat Air Patrol '  1 9 . 9 9  Harrier Jump Jet •
Combat Classics1 9 . 9 9  Head over Heels
Contraptions • 1 3 . 9 9  Head to Head 1F1511 8 Mig29)
Crony Cars 31 6 . 9 9  Heimdall (1 M
Creepers 1 9
Crystal Kingdom Dizzy1 4
Curse of Enchantio (1 Meg)2 2
CD Day y b  2 2erspace • 2 2

•

6 . 9 9  International Rugby Challenge..1 7 . 9 9  Prime Mover •
20.99 Jack Nicklous Extra Courses1 0 . 9 9  Prince Of Persia

2 1 . 9 9  Jock Nicklaus Golf7 . 9 9  Pro Tennis Tour 2
20.99 Jaguar X1220 M e g ) 1 6 . 9 9  Project X
64.99
19.99

Call
16.99

1 6 . 9 9
17.99
22.99
22.99

Titles m a r k e d  a r e  n o t  y e t  a v a i l a b l e  a n d  w i l l  b e  s e n t  o n  d a y  o f  re lease .  P l e a s e  s e n d  c h e q u e / P O  ( m a d e  o u t  t o  P r e m i e r  M a i l  O r d e r )  / A c c e s s / V i s a  n o .  &  e x p i r y  d a t e  to :

Dept AP28, 10 Tinkler Side, Basildon, Essex SS14 1LE Tel: 0 2 6 8 - 2 7 11 7 2  Fax: 0268-271173
Telephone orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm. We are open 364 days a year.

P&P and VAT is included for all UK orders. Please add £2 P&P for Europe, elsewhere please add £3.50 per item for Airmail. Next day service available UK only £4.00 per item.
1869 •
I st Division Manager
3D Con Kitt
A Train
A320 Airbus (Europe)
A320 Airbus (USA)
A320 Approach Trainer.
AV8B Harrier Assault II Meg)
Abandoned Places 2
Addams Family
Air Support
Air, Land, Sea
Alien 3
Alien Breed 2 •
Alien Breed Special Edition
Altered Beast
Ambermoon•
Amos 3D
Amos Compiler
Amos Professional
Amos the Creator
Ancient Art of War
Another World

Aquatic a s
Arabian  N7inhets
Archer Mac .n's Pool
Arkanoid 2
Arsenal FC •
Ashes of the Empire (1 Meg)
Assassin

20.99 Daley Thompson Challenge
6.99 Dark Seed (1 Meg)

34.99 Dark Sun: Shattered Lands •
22.99 Darkmere •
22.99 Deluxe Paint 4 A
22.99 Dese rt Strike  GA
22.99 Disposable Hero
22.99 Dizzy Collection
22.99 Dizzy' s Excellent Advenlure
16.99 Doodle Bug
19.99 Dragon's Lair 3
24.99 Dream Wet •
19.99 Dune ( S e e  The Greatest)
19.99 Dune 2.2 0 . 9 9
10.99 Dungeon Master -. Chaos1 9 . 9 9
6.99 Dynablaster 1 9 . 9 9

20.99 Easy Amos2 9 . 9 9
24.99 Elite 2 • 2 2 . 9 9
19.99 Exodus 3010 1 9 . 9 9
44.99 Eye of the Beholder (I Meg ) 1 9 . 9 9
29.99 Eye of the Beholder 2 (1 Meg) 2 1 . 9 9
22.99 Eye of the Storm • 1 9 . 9 9
19.99 F15 Strike Eaglet (I Megl. (See Combat Classics)
27.99 F 1 6  Combat Pilot8 . 9 9
16.99 F19  Stealth Fighter1 9 . 9 9
17.99 FA Premier League*1 7 . 9 9
16.99 Falcon 3 •2 4 . 9 9
6.99 Fantastic Worlds2 2 . 9 9

16.99 Fast Food Dizzy6 . 9 9
12.99 Ferrari Grand Prix.1 7 . 9 9
16.99 Final Fight •8 . 9 9
22.99 Fire Force1 6 . 9 9
16.99 Fire and Ice 1 6 . 9 9
16.99 Firehowk 1 4 . 9 9

.99 First Samurai + Mega-Lo-Ma n ia1 9 . 9 9
.99 Flashback2 0 . 9 9
.99 Flight of the Intruder1 0 . 9 9
.99 Football Crazy Compilation 1 6 . 9 9
.99 Football Manager 3 • 1 6 . 9 9
.99 Formic, 1 Champions1 9 . 9 9
.99 Formula One Grand Prix2 2 . 9 9
.99 Games 92-Espana1 9 . 9 9
.99 Global Gladiators2 0 . 9 9

6.99 G o a l 2 0 . 9 9
.99 Goal2 0 . 9 9
.99 Gobliiins 2 1 9 . 9 9
.99 Graham Good. Weald Class Oxket 19.99
.99 Graham Taylor (1 Meg)1 6 . 9 9
.99 Grand Slonl Collection1 3 . 9 9
.99 G  • 1 6 . 9 9

22.99
19.99
22.99

9.99
9.99

13.99
22.99
6.99

22.99
19.99

.99 History Line 1 14-18 (1 Meg) 2 2 . 9 9

.99 Human Race . The Jurassic Levels1 9 . 9 9

.99 1K+ 6 . 9 9

.99 Indiana Jones Fate of Atlantis Adv 2 4 . 9 9

.99 International 3D Tennis5 . 9 9

Jimmy Whites 'looker( S e e  The Greatest) Prophesy1 9 . 9 9
John Madden American Football 1 6 . 9 9  Putty (I Meg) . 1 6 . 9 9
KGB (l Meg) 2 0 . 9 9  Guest for Glory2 6 . 9 9
Knightmare1 1 . 9 9  R -Type6 . 9 9
Knights of the Sky (1 Meg)2 2 . 9 9  RBI 2 Baseball6 . 9 9
Leeds United 1 7 . 9 9  Rognarok •2 2 . 9 9
Legend1 2 . 9 9  Railroad Tycoon (1 Meg)2 2 . 9 9
Legend of Kyroncha il Meg) 2 3 . 9 9  Rainbow Islands 6 . 9 9
Legends of Valour2 4 . 9 9  Rampart1 6 . 9 9
Lemmings Double Pack1 9 . 9 9  Roving Mad1 7 . 9 9
Lemmings 2 The Tribes.1 7 . 9 9  Reath  for the Slues.... ........ .4 19.99
lethal Weapon 1 6 . 9 9  Red Zone1 6 . 9 9
Lionheart 1 8 . 9 9  Renegade6 . 9 9
Lombard RAC Rally6 . 9 9  R e  d e  2 •1 6 . 9 9
Lure of the Temptress ( S e e  The Greatest) RiskyWoods 1 6 . 9 9
Maelstrom2 2 . 9 9  Rood Rash1 9 . 9 9
Magic Boy •1 7 . 9 9  Robe Sport1 9 . 9 9
Magic Pockets1 6 . 9 9  Robocop8 . 9 9
Man Utd. Europe1 6 . 9 9  Robocop 31 6 . 9 9
Match of the Day1 6 . 9 9  Rome AD 921 6 . 9 9
McDonalds Lane1 7 . 9 9  Rookies • 1 6 . 9 9

16.99 Sabre learn1 9 . 9 9
19.99 Scrabble1 8 . 9 9

Meg o Traveller 2 1 Meg) 1 9 . 9 9  Sea Air Rescue• 2 2 . 9 9
7.99 Second Somurai C a l l

19.99 Secret Monkey Island 2 (1 Meg) .24.99
12.99 Secret of Monkey Island (I Meal 1 6  99
22.90 Sensible Soccer 92/931 6 . 9 9

o ow fonds 1 9 . 9 9
18.99 Shadow Worlds1 7 . 9 9
11.99 Shadow of the Beast 31 9 . 9 9

Morph1 7 . 9 9  Shoot Em Up Con Kit8 . 9 9
Norco Police5 . 9 9  Shuttle1 9 . 9 9
New Zealand Story6 . 9 9  Silent Service 2 (1 Meg)2 2 . 9 9
Nick Foldo's Golf (1 Meg)2 2 . 9 9  Silkworm8 . 9 9
Nigel Mansell W. C. lAT2001 1 9 . 9 9  S i m  City Deluxe2 2 . 9 9
Nigel Mansell World Champ1 9 . 9 9  Sim City+Populous1 9 . 9 9
No Second Prize (I Meg) 1 7 . 9 9  Sim Earth2 2 . 9 9
Operation Stealth  1 1 . 9 9  Simpsons( S e e  Super Fighters)
Operation Wolf6 . 9 9  Sleepwalker
Oriental Games6 . 9 9  Sleepwalker A1200
Ork1 9 . 9 9  Slicks.
Outrun
Overdrive
PGA Tour Golf Tournament Disk
PGA Tour Golf
Pang

Mega Collection
Mega Traveller 11IMeg)

Mares
Messengers of Doom
Micro Machi.s•
M i a o w, .  Golf 1 Meg
Mig 29
Monopoly ne Moonsto (1 Meg)

17.99
6.99

16.99
16.99

21.99
12.99

6.99 Smash TV6 . 9 9
16.99 Soccer Kid • 1 7 . 9 9
9.99 Soccer Stars Compilation1 6 . 9 9

19.99 Space Crusade 8 Voyage Beyond 1 6 . 9 9
6.99 Space Legends Completion1 9 . 9 9

Per ect General 2 2 . 9 9  Sports Masters Compilation 1 9 . 9 9
Perfect General Data Disk1 4 . 9 9  Starush• 1 6 . 9 9
Pinball Dreams1 6 . 9 9  Straregy Masters Comptlotion 1 7 . 9 9
Pinball Fantasies1 9 . 9 9  Street Fighter 2 (1 Meg) 1 9 . 9 9
Pinball Magic6 . 9 9  Strider 6 9 9
Piracy1 9 . 9 9  Striker (1 Meg)1 6 . 9 9
Pools of Darkness (1 Meg) 2 1 . 9 9  Strip Poker 2 + Data Disk6 . 9 9
Populous 2+ (1 Meg) 2 2 . 9 9  Stunt Car Rover6 . 9 9
Populous 8 Promised Lands1 0 . 9 9  Super Barbarian • 1 6 . 9 9
Powermonger1 9 . 9 9  Super Cauldron • 1 6 . 9 9
Powermonger Data Disk I 9 . 9 9  Super Fighters Compilation1 7 . 9 9
Prehistoric 2. 1 6 . 9 9  Super Hang On6 . 9 9
Premier Manes,1 7 . 9 9  Super Hero • 1 9 . 9 9
Premier Manager 2 •  1 7 . 9 9  Super Tetris (1 Meg)1 6 . 9 9

Supercars6 . 9 9
2uPerrclfr'Accla1 8 . 9 9
IV Sports Baseball1 9 . 9 9
Team Yankee 211 Meg)1 9 . 9 9
T  minator2S e e  Dream Team)

The Humans C a l l
The Immortal 1 0 . 9 9
The Koval6 . 9 9
The Legend Of Rabin Hood2 6 . 9 9
The Lost Vikings2 0 . 9 9
Their Finest Hour (I Meg) 1 9 . 9 9
Titus the Fox1 6 . 9 9
Tom Landry Strategy Football 2 7 , 9 9
Tornado.2 2 . 9 9
Toyota Calico GT Rally 5   99
Transorctica 1 7 . 9 9
Troddlers 1 6 . 9 9
Trolls  1 6 . 9 9
Trolls A12001 6 . 9 9
Turbo Challenge8 . 9 9
Turbo Challenge 3 (1 Meg)1 6  99
Twi-Light 2000.2 0 . 9 9
U96.2 2  99
Universal Monsters1 7 . 9 9
Utopia + Date Disk1 9 . 9 9
Valhalla  1 9 . 9 9
WWF I8 . 9 9
WWF 21 7 . 9 9
Walker • 1 9 . 9 9
War in the Gulf1 9 . 9 9
Waxworks2 2 . 9 9
Western Front •2 0 . 9 9
Whales Voyage1 6 . 9 9
Winter Challenge •2 2 9 9
Wizkid1 6 . 9 9
Wolkhild1 6 9 9
Zool 2 • 1 7 . 9 9
Zool A12001 6 . 9 9

3.5" BLANK DISK I
TDK/VIRBATIM PRECISION UNBRANDED

(BOXED) (BOXED) (LOOSE)
LOW HIGH LOW HIGH LOW HIGH

its T N  9.99 6.49 7.99 5.99 6.99
20 14.50 19.50 11.99 15.50 10.99 1330
50 35.00 47.50 16.00 37.50 13.99 31.93
100 65.00 95.00 49.99 72.99 44.99 6599
200 125.00 190.00 94.99 141.99 83.99121.99
500 300.00 470.00 219.00 350.00 199.99117.50
IMO 580.00 930.00 419,99 680.00 34999 550.00

3.5' Recycled • Loose
10-4.50 10......I50 50.-17.50 100-35.00

SPECIAL OFFERS

JOYSDCKS/ACCESSORIES

1/2 Meg Upgrade 2 4 . 9 9
1/2 Meg Upgrade + Clock 2 6 . 9 9
Quick Joy Top Star 1 7 . 9 9
Quick Joy 2 Turbo 1 0 . 9 9
Quick Joy Joe Fighter 1 1 . 9 9
Cheetah 125+ 7 . 9 9
Competition Pro Extra 1 4 . 9 9
Coaspetilion Pre 5000 1 3 . 9 9

NEW S H O P N O W  OPEN
at

2 9 5  Di t ch l i ng  R o a d
\ s ,  B R I G H T O N

BCS SUMMER OFFERS
*  OFFER 1 *

Ph i l i ps  C M 8 8 3 3  M k  II +  o n - s i t e
w a r r a n t y  +  L o t u s  T u r b o  G a m e  +  l e a d

Only 5199.99

/  DISKS! DISKS! DISKS!
1 0 0 %  cer t i f ied  e r r o r  f ree

PLUS FREE COLOUR CODED LABELS
50 3 . 5 '  DS/DD£ 2 2 . 9 9

100 3 . 5 '  DS/DD£ 3 6 . 9 9
150 3 . 5 .  DS/DD£ 5 5 . 9 9
200 3 . 5 '  DS/DD£ 6 9 . 9 9
300 3 . 5 '  DS/DD£ 1 0 4 . 9 9
400 3 . 5 '  DS/DD£ 1 3 9 . 9 9
500 3 . 5 '  DS/DD£ 1 7 4 . 9 9

1000 3 . 5 '  DS/DD...CALL FOR LATEST PRICE
All prices include VAT/free labels

REMEMBER THESE PRICES INCLUDE FREE DELIVERY
PLEASE PHONE FOR LATEST PRICES DUE TO POSSIBLE

N., INTRODUCTION OF EC TARIFFS ON DISKS

*  °FIFER 2 *
NEW A1200+ 80Mb Hard Drive
inc. 1 year on-site maintenance

8585.99

/DISKS + 100 CAP LOCKABLE BOXES.
100% CERTIFIED ERROR FREE

PLUS FREE COLOUR CODED LABELS
50 3 . 5 '  DS/DD + 100 cap box£ 2 5  99

100 3 . 5 '  DS/DD + 100 cap box£ 3 9 . 9 9
150 3 . 5 '  DS/DD + 100 cap box£ 5 9 . 9 9
200 3 . 5 '  DS/DD + 2 x 100 cap boxes £ 7 5  99
300 3 . 5 '  DS/DD + 3x  100 cap boxes £ 1 1 0 . 9 9
400 3 . 5 '  DS/DD + 4 x 100 cap boxes£ 1 4 7 . 9 9
500 3 . 5 '  DS/DD + 5 x 100 cap boxes£ 1 8 4 . 9 9

1000 3 . 5 '  DS/DD + 10 x 100 cap boxes£ c a l l
All prices include VAT/free labels

REMEMBER, THESE PRICES INCLUDE FREE DEUVERY
PLEASE PHONE FOR LATEST PRICES DUE TO POSSIBLE INTRODUCTION

OF EC TARIFFS 0 ,  U S XS

/  PRINTER RIBBONS ' \
PRINTER BLACK C O L O U R

BRANDED COMP BRANDED
Citizen 120D £ 3 . 4 0  £ 2 . 7 0
Citizen Swift 9 £ 3 . 4 0  £ 2 . 7 0
Citizen Swift 24/24E/224 £ 4 . 7 0  £ 2 . 7 0
Panasonic 1124 £ 8 . 5 0  £ 3 . 5 8
Star LC-10 £ 4 . 4 7  £ 3 . 0 6
Star LC-20 £ 4 . 4 7  £ 3 . 0 6
Star LC200 £ 6 . 1 1  £ 4 . 7 0
Star LC24 10/15 £ 5 . 5 8  £ 3 . 5 3
Star LC24-200 £ 5 . 5 8  £ 3 . 5 3

Call for prices on any ribbon

N/A
£15.30
£15.30

N/A
£6.70

N/A
£12.30

N/A
£13.25

(INKJET CARTRIDGESREFILLS
HP Deskjet Black Ink Cartridge£ 1 7 . 5 0
HP Deskjet Black Dual Capacity Ink Cartridge £27.47
HP Deskjet 500C Colour Ink Cartridge£ 2 9 . 3 7
Canon BJ10e/ex Black Ink Cartridge£ 1 6 . 9 9
Black Twin Refill Kit£ 1 4 . 9 8
Colour 516 25A (3 COLD £ 2 9 . 8 5
500C Colour Refill Kit  £ 1 4  98

\A_ iniga Colour Separation Software£ 3 9 9 '

ACCESSORIES/JOYSTICKS
1000 TRACTOR LABELS (WHITE)E 1 0
MOUSE MAT£ 2 . 7 5
MOUSE HOLDER£ 2 . 5 0
14" MONITOR STAND£ 1 0
PRINTER STAND
3.5" CLEANING KIT£ 2 . 7 5
PRINTER RIBBONS£ C A L L
PARALLEL LEAD£ 8
ZIPSTICK£ 1 1 . 5 0
QS PYTHON IIIME 9 . 5 0
CHEETAH 125+ £ 8

( DUST COVERS
A500£ 3 . 5 0
A600£ 3 . 5 0
STAR LC200£ 3 . 5 0
STAR LC- 2 4  200. £ 3 . 5 0
CITIZEN 9£ 3 . 5 0
CITIZEN 24£ 3 . 5 0
PHILIPS MKI/II£ 3 . 5 0
ATARI £ 3  50

*  OFFER 3 *
A1200 Comic Relief Pack

£364.99
/DISKS + 80 CAP BANK BOXES'N

100% CERTIFIED ERROR FREE
FREE COLOUR CODED LABELS

50 3.5' DS/DD + 80 Cap Banx Box£ 3 2 . 9 9
100 3.5* DS/DD + 80 Cap Banx Box£ 4 5 . 9 9
150 3.5' DS/DD + 2 x 80 Cap Banx Boxes£ 7 4 . 9 9
200 3.5'  DS/DD + 2 x 80 Cap Banx Boxes£ 8 9 . 9 9
300 3.5' DS/DD + 4 x 80 Cap Banx Boxes£ 1 4 5  49
400 3.5'  DS/DD + 5 x 80 Cap Banx Boxes£ 1 8 7 . 9 9
500 3.5'  DS/DD + 6 x 80 Cap Banx Boxes£ 2 3 5 . 9 9

AI/prices Include VAT/fiee labels & free delivery
RASE PHONE FOR lArE57 PRICE5DUE TOPOSSRE WTOtICTONO4 EC TARRSON

5 . 2 5 '  D S / D D  D isks2 1 p  e a c h
5 . 2 5 '  D S / H D  D isks3 9 p  e a c h

Amiga 600 Pack

NEW SHOP N O W  OPEN
at

295  D i t ch l i ng  R o a d
BRIGHTON

•••..

*  OFFER 4 *
NEW AMIGA 1200

68020 Processor, 14.19 MHz,  2MB
Chip RAM_ 1 6  Mil l ion Colours.

AA. Cr C Se-. 5 3 5 9 . 9 9

3 . 5 "  D S  D D  D i s k s
60p each

100  3 . 5 '  D S  £ 6 1 . 0 0  INC.  P&P

150 Cap 3.5 '  Posso Box£ 1 6 . 5 0
70 Cap 5.25'  Posso£ 1 6 . 5 0
60 Cap 3_5' Stackable Box£ 1 0 . 0 0

3 .5 '  1 C . . . . . . . . £ 0 . 8 5   each;"\
3 .5 '  4 0  CS:: o o z e s £ 4 . 1 0  each
3 . T  1 0 0  Cap boxes£ 4 . 5 0  each

5.25'  1 0  C a p  b o x £ 1 . 1 0  each
.5 25 '  5 :  Ca::: b o x e s £ 5 . 1 0  each

: -  5 :  es £ 5  .90 e a c h , /

MOO PLUS CARTOON
CLASSIC PACK

ORDER HOTLINE:
0273 506269 / 0831 279084

All prices include VAT. Add 64
delivery unless stated.

Add E,10 next day. Cheques
will be held for clearance.

Call or send cheques / postal orders to:
BCS Ltd., 295 Ditchling Road, Brighton,

East Sussex BN1 6JH
All offers subject to availability. E&OE. Due to shortages of 3 " DSDD

disks, prices may change without notice. Due to currency
fluctuation, all prices may change without notice.



Ameagre Prices for Amiga Users

10 5.30 7.80
20 10.35 15.35
25 12.65 18.25
30 14.75 21.80
35 16.90 25.20
40 18.95 28.60
45 21.10 32.10
50 22.95 34.90
80 36.35 52.30

100 41.70 61.90
120 49.40 72.40
150 60.95 90.25
200 78.75 115.75
250 97.30 143.30
300 116.30 170.75
400 154.50 221.70
500 184.65 269.65
600 223.50 320.60

1000 364.30 524.40
2000 728.50 1018.75
3000 1065.75 1498.15
4000 1401.45 1957.50
5000 1726.80 2396.85

10000 3325.20 4713.70

4-Player adaptor 6.96
Head Cleaner (3.5O 3.75
Mouse 14.75
Mouse House 2.95
Mouse Mat 2.95
SCART cable 9.49
Workstation for 500 8 500+ 92.95
Workstation for 600 37.95
Workstation for 1200 39.95
(Workstations include mouse mat.
mouse house and dust cover)

Disk Boxes
10 Slimpack 0.9440 4.95
50 5.60
BO 6.30
80 Stackablc 14.95

100 r 6.80
120 8.75
150 10.95
150 Deluxe Si 21.95

Joysticks
1254- 9.00
Amiga Analogue Adaptor
(use any PC analogue joystid, on Amiga)

4.99

Competition Pro 5000 - black 13.75
Freewheel ' Analogue 36.00
Freewheel . digital 27.00
Maverick 1 (05128F) or 1M (S0138F) 13.75
Megastar AT (5V133) 22.00
Navgator A/F 13.75
Python 1 (0.9130F) 9.25
Python IM (05137F) 9.75
Ouickjoy 1 Turbo (5V121) 7.95
Speeding AT 11.00
Speeding Analogue 13.50
Star Probe 13.50
The Bug (black or green) 13.50
Toaster ISV127) 21.50

Games
10 GREAT GAMES (NOT1200)
1869 (1MB)
1869 (AMIGA 1200) (I MB)
4TH & INCHES
A-TRAIN (1MB)
A-TRAIN CONSTRUCTION SET
ABANDONED PLACES 2 (I MB NOT1200)
AFTER BURNER
AIR SEA SUPREMACY (COMP) (NOT1200)
AIR SUPPORT
ALIEN 3 (1MB)
ALIEN BREED - SPECIAL EDMON '92 (1MB)
AMIMATION CLASSICS (1MB)
AMOS PROFESSIONAL (1MB)
AMOS PROFESSIONAL COMPILER (1MB)
ANARCHY
ANCIENT ART OF WAR IN THE SKIES (1MB)
ANOTHER WORLD
AQUATIC GAMES
ARABIAN NIGHTS (1MB)
ARKANOID If-REVENGE OF DOH
ARSENAL - THE COMPUTER GAME
B-17 FLYING FORTRESS (1MB)
BANE OF THE COSMIC FORGE (I MB)
BARDS TALE 3
BARDS TALE CONSTRUCTION KIT (1MB)
BATMAN-GAPED CRUSADER
BATMAN • THE MOVIE
BATTLE CHESS
BATTLE ISLE
BATTLE ISLE - SCENARIO DISK VOL 1
BATTLE OF BRITAIN - Their Finest Hour (1MB)
BATTLE TOADS
BC KID
BIG RUN
BIRDS OF PREY (I MB)
BITMAP BROTHERS • VOLUME 1 (NOT600)
BLADE OF DESTINY (1MB)
BODY BLOWS (1MB)
BOSTON BOMB CLUB A k e
BRAIN BLASTER s v -
BUBBLE BOBBLE t . 6 5  C 1 4 ` .
BUBBLE DIZZY t , t  k 0
BUGS BUNNY v>1% \c%
CAESAR (1MB NOT1200)e' '
CAMPAIGN
CAMPAIGN 2 (1MB)
CAMPAIGN MISSION DISKS
CAPCOM COLLECTION
CAPTAIN DYNAMO
CARDIAXX
CARNAGE
CARRIER COMMAND (NOT1200)
CASTLES (1MB)
CENTURION
CHAMPIONSHIP MANAGER '93 (1MB)
CHAOS ENGINE (1MB)
CHESS CHAMPION 2175
CHESSMASTER 2100 (1MB)
CHUCK ROCK 2 - SON OF CHUCK (1MB)
CISCO HEAT
CIVILIZATON (1MB)
COMBAT AIR PATROL (1MB)
COMBAT CLASSICS MB)
CRAZY CARS 3
CREATURES (1MB)
CREEPERS (NOT1200)
CRYSTAL KINGDOM DIZZY
CURSE OF ENCHANTIA (1MB)
CYBERSPACE (1MB)
D.GENERATION (1 MB)
DALEK ATTACK
DALEY THOMPSON'S OLYM. CHALLENGE
DARK QUEEN OF KRYNN (1MB)
DAS BOOT
DEATH KNIGHTS OF KRYNN (1MB)
DELUXE PAINT IV AGA
DESERT STRIKE
DIZZY COLLECTION
DIZZY PANIC
DIZZY'S EXCELLENT ADVENTURES
DONK
DOODLEBUG
DOUBLE DRAGON II (NOT1200)
DRAGONS LAIR III (NOT1200)
DREADNOUGHTS
DREADNOUGHTS-BISMARCK
DREADNOUGHTS - IRONCLADS
DREAM TEAM
DREAMWEB (1MB)
DUNE II 11 MBI

Please note
NOT means software is not
compatible with the following models
500 Plus. 600, 1200

22 95
21 95
21.95
7.95

24 95
12.95
24 95
6.96

22.95
17.95
21.95
8.95

33.75
37.95
24,95
7.95

24.95
18.95
18.95
18.95
6.96

18.95
24.95
27.95
8.95

21.95
6.96
6.96
8.95

22.95
15.75
22.95
18.95
18.95
15.96
24.95
18.95
29.95
19.95
7.95
6.96
6.96
6.96
6.96

21.95
24.95
24.95
12.95
21.95
696

14.95
6.96
7.95

21.95
895

18.95
18.95
15.75
12.95
18.95
9.95

24.95
21.95
21.95
18.95
18.95
21.95
15.75
24.95
24.95
12.95
13.95
6.96

24.75
12.95
22.95
69.95
21.95
18.75
6.96

18.75
12.95
18.95
7.95

21.95
25.99
12.95
12.95
18.95
24.95
22.95

Dungeon Master/Chaos Strikes Back (1MB) 2 1 . 9 5
DYNA BLASTER 2 2 . 9 5
EASY AMOS (1MB) 2 4 . 9 5
EMLYN HUGHES INT. SOCCER (NOT1200) 7 . 9 5
ESCAPE FROM PLANET of ROBOT MONSTERS 6.96
ESPANA THE GAMES '92 (1MB NOT1200) 2 1 . 9 5
EURO FOOTBALL CHAMP 1 8 . 9 5
EUROPEAN CHAMPIONSHIPS 1992 1 8 . 9 5

21.95
25.99
7.95

13.95
18.95
7.95
7.95
7.95

25.99
696

EXODUS 3010 (1MB)
EYE OF THE BEHOLDER II (1lAB)
F-16 COMBAT PILOT (NOT1200)
F-19 STEALTH FIGHTER (1MB NOT600)
FA PREMIERE LEAGUE FOOTBALL
FALCON
FALCON - COUNTERSTRIKE DATA DISK
FALCON - FIREFIGHT DATA DISK
FANTASTIC WORLDS (COMP) (NOT1200)
FANTASY WORLD DIZZY

dit card

FASCINATION
FIRE FORCE (NOT1200)
FIRE HAWK
FIRST DIVISION MANAGER (NOT6001
FLASHBACK (1MB)
FLIGHT OF THE INTRUDER (NOT+)
FLIMBO'S GUEST (NOT+)
FOOTBALL DIRECTOR 2 (1MB)
FOOTBALL MANAGER 3
FORMULA 1 GRAND PRIX (1MB)
GAUNTLET II
GAUNTLET III
GHOSTBUSTERS 2 (NOT+)
GHOULS Mt GHOSTS (NOT600)
GNOME ALONE
GOAL (1MB)

21.95
18.95
15.75
6.96

22.95
12.95
7.95
7.95

18.95
24.95
6.96

14.99
6.96
6.96

18.95
22.95

GOBLIINS 2 (1MB) 2 1 . 9 5
GRAHAM GOOCH WLD CLASS CRICKET (1MB) 21.95
GRAHAM TAYLOR'S SOCCER (1MB) 1 8 . 9 5
GUNSHIP 2000 2 4 . 9 5
HARRIER ASSAULT (1MB) 2 4 . 9 5
HEAD OVER HEELS 6 . 9 6
HEROOUEST 7 . 9 5
HEROOUEST - TWIN PACK 2 1 . 9 5
HEROOUEST 2 1 8 . 9 5
HIRED GUNS 2 1 . 9 5
HISTORY LINE (1914-1918) (1MB) 2 4 . 9 5
HOT HATCHES 1 8 . 9 5
HUCKLEBERRY HOUND 6 . 9 6
HUMANS (NOT1200) 2 1 . 9 5

Games
Centre
Mon - Fri 10am to 8pm
Saturday 10am to 4pm

HUMANS • JURASSIC LEVELS (STAID ALONE) 21.95
6.96

18.95
27.95
6.96

12.95
6.96
6.96

18.95
18.95
696
6.96
6.96

15.96
18.95
1895
9.95

22.95
18.95
18.95
2495
52_95
25.99
18.95
21.95
21.95
14.95
14.95
14.95
20.95
18.95
6.96
6.96

DIANA JONES & FATE ATL (ACT) (1MB)
DIANA JONES & FATE All., MY) OMB)
DIANA JONES &LCRUSACE (ACT)
DIANA JONES & L. CRUSADE tADV)
ITERNATIONAL 5 A SIDE
ITERNATIONAL GOLF
ITERNATIONAL OPEN GOLF
ITERNATIONAL RUGBY CHALLBGE lIMB)
ITERNATIONAL TRUCK RACING
ALY 1990

- AMES POND
M POWER
OE & MAC CAVEMAN NINJA
OHN MADDEN'S FOOTBALL

KEYS OF MARAMON
KGB (1MB)
KICK OFF II (1 MEG)
KID PIX (NOT1200)
KNIGHTS OF THE SKY (1MB)
LEGEND (1MB)
LEGEND OF KYRANDIA (1MB NOT1200)
LEMMINGS (ORIGINAL)
LEMMINGS 2 (1MB NOT1500)
LEMMINGS DOUBLE PACK
LINKS • BAYHILL
LINKS FIRESTONE
LINKS • HYATT DORADO
LIONHEART (1MB)
LIVERPOOL FOOTBALL
LOMBARD RAC RALLY
LOST DUTCHMAN MINE
LOTUS ESPRIT TURBO CHALLENGE 7 . 9 5
LOTUS III. THE ULTIMATE CHALLENGE (1MB) 18.95
LOTUS TURBO CHALLENGE II 7 . 9 5

71 608 062
7 days a week (not an answerphone

ou can also FAX your order to 071 608 06

MAELSTROM 2 4 . 9 5
MANIAC MANSION 1 0 . 9 5
MAVIS BEACON TEACHES TYPING V.2 (1MB) 21.95
MCDONALD LAND 1 8 . 9 5
MEGA SPORTS 1 8 . 9 5
MEGA-LO-MANIA/ FIRST SAMURAI (NOT1200) 22.95
MEGATRAVELLER 2 (1MB) 2 1 . 9 5
MERCENARY 3 1 4 . 9 5
MERCS 7 . 9 5
MICROPROBE GOLF (1MB) 2 4 . 9 5
MICROPROSE SOCCER 6 . 9 6
MINI OFFICE (1 MB) 4 9 . 9 5
MOONSTONE 2 1 . 9 5
MOONWALKER (NOT+) 6 . 9 6
MORPH (1MB) 1 8 . 9 5
MORPH (AMIGA 1200) 1 8 . 9 5
NICK FALDOS CHAMPIONSHIP GOLF (1MB) 2 4 . 9 5
NIGEL MANSELL'S WLD CHAMPIONSHIP (1MB) 21.95
NINJA REMIX 7 . 9 5
NO GREATER GLORY (1MB) 2 4 . 9 5
NO SECOND PRIZE (1MB NOT600) 1 8 . 9 5
NODDYS PLAYTIME (1MB) 1 8 . 7 5
NORTH & SOUTH 6 . 9 6
OMAR SHARIF'S BRIDGE (1MB) 2 4 . 9 5
OPERATION STEALTH 1 2 . 9 5
OPERATION THUNDERBOLT 6 . 9 6
OUTLANDER 2 2 . 9 5
PACIFIC ISLANDS 2 1 . 9 5
PANG (NOT600) 6 . 9 6
PANZA KICK BOXING 7 9 5
PEN PAL 3 9 . 9 5
PERFECT GENERAL (1MB) 2 4 . 9 5
PERFECT GENERAL- WW2 DATA DISK (1M8) 15.75
PGA TOUR GOLF - COURSES DISK 1 2 . 9 5
PGA TOUR GOLF PLUS 2 1 . 9 5
PINBALL DREAMS 1 8 . 9 5
PINBALL FANTASIES (1MB) 2 1 . 9 5
PIRACY ON THE HIGH SEAS (1MB) 2 1 . 9 5
PIRATES 1 0 . 9 5
PLAYDAYS 1 9 7 5
POPEYE 2 6 . 9 6
POPULOUS II - DATA DISK 1 2 . 9 5
POPULOUS II PLUS (1 MEG) (1MB) 2 4 . 9 5
POPULOUS/PROMISED LANDS 1 0 . 9 5
POSTMAN PAT 3 6 . 9 6
PREMIER MANAGER 1 8 . 9 5
PRIME MOVER 2 1 . 9 5
PRINCE OF PERSIA 6 . 9 6
PROJECT X (I MB) 1 8 . 9 5
PUTTY (1MB) 1 8 . 9 5
QUATTRO POWER MACHINES (COMP) 6 . 9 6
RAILROAD TYCOON (1MB) 2 4 . 9 5
RAINBOW COLLECTION (NOT1200) 1 5 . 7 5
RAINBOW ISLANDS 6 . 9 6
RAVING MAD 1 8 . 9 5
REACH FOR THE SKIES 2 2 . 9 5
RICK DANGEROUS I 6 . 9 6
RICK DANGEROUS II 7 . 9 5
ROAD RASH 1 8 . 9 5
ROBOCOD (NOT1200) 1 8 . 9 5
ROME (AD 92) (1MB) 2 1 . 9 5
RUGBY COACH 9 . 9 5
SABRE TEAM (1 MB) 1 8 . 9 5
SCRABBLE 2 0 . 9 5
SECRET OF MONKEY IISLAND (1MB NOT600) 18.95

SECRET OF MONKEY ISLAND II (1 MB)
SENSIBLE SOCCER 92/93
SHOE PEOPLE
SHOOT 'EM UP C0NSTRUCTON KIT
SHUTTLE (1MB)
SILENT SERVICE II (1MB)
SIM ANT
SIM CITY - ARCHITECTURE 2
SIM CITY DELUXE
SIM CITY/POPULOUS
SIM LIFE (1MB)
SLEEPWALKER (1MB)
SLEEPWALKER (AMIGA 1200)
SLICKS
SMASH TV
SNOW BROS
SOCCER KID
SOOTY & SWEEP
SPACE CRUSADE - DATA DISK
SPACE CRUSADE PLUS MISSION DISK
SPACE LEGENDS (1MB)
SPORTS MASTERS (COMP)
STAR BLADE
STEG THE SLUG
STRATEGY MASTERS
STREET FIGHTER (NOT.)
STREET FIGHTER 2 (1MB)
STRIDER
STRIKE FLEET
STRIKER (1MB)
STRIKER MANAGER
STUNT CAR RACER
SUPAPLEX
SUPER CAULDRON
SUPER FROG (1MB)
SUPER MONACO G.P.

27.95
18.95
7.95
7.95

22.95
24.95
24.95
7.95

25.99
21.95
21.95
21.95
21.95
6.96
6.96

18.95
18.95
6.96

15.75
18.95
21.95
21.95
7.95
6.96

24.75
7.95

20.95
6.96

10.95
18.95
7.95
8.96
6.96

21.95
19.95
7.95

ast

SUPER OFF ROAD (NOT1200)
SUPER TETRIS (1MB NOT1200)
SUPERCARS (NOT1200)
SUPERCARS II (NOT1200)
SUPERFIGHTERS (COMP)
SUPERHERO (9/8)
SWITCHBLADE II
SWIV
SYNDICATE
THE GREATEST (COMP) (1MB)
THOMAS THE TANK ENGINE
THOMAS THE TANK ENGINE 2
TINY SKWEEKS
TOYOTA CELICA
TREASURE ISLAND DIZZY
TREASURES OF SAY. FRONTIER (1MB)
TRIVIAL PURSUIT
TROLLS (1MB)
TROLLS (AMIGA 1200)
TURRICAN
TURRICAN II
TWILIGHT 2000
ULTIMA 6 (1MB NOT600)
UNIVERSAL MONSTERS
VIZ
WALKER
WAR IN THE GULF (1MB)
WAXWORKS (1MB)
WING COMMANDER I (1MB)
WIZKID (1MB)
WORLD CLASS LEADERBOARD
ZAK MCKRACKEN
ZOOL (1MB)
ZOOL (AMIGA 1200)

7 95
17 95
6.96
7.95

18.95
21.95
7.95
7.95

24.95
24.75
6.96
6.96

18.95
6.96
4.49

24.75
6.96

18.95
18.95
6.96
6.96

24.95
15.96
18.95
7.95

21.95
21.95
24.95
24.95
18.95
7.95

10.95
18.95
18.95

Educational
CAVE MAZE
FRACTION GOBLINS
MATHS DRAGONS
PICTURE FRACTIONS
REASONING WITH TROLLS
TIDY THE HOUSE
ANSWER BACK JUNIOR QUIZ (6-11)
ANSWER BACK SENIOR QUIZ (12-AD)
FRENCH MISTRESS
GERMAN MASTER
ITALIAN TUTOR
MATHS ADVENTURE (6-14)
SPANISH TUTOR
MEGA MATHS (A LEVEL)
MICRO ENGLISH (8-GCSE)
MICRO FRENCH (BEGINNERS-GCSE)
MICRO GERMAN (Beginners-GCSE-Business)
MICRO MATHS (11-GCSE)
MICRO SCIENCE (8-GCSE)
PRIMARY MATHS COURSE (3-12)
READING WRITING COURSE (3.8)
ALVINS PUZZLES
PAINT POT 2
SHOPPING BASKET
WHICH? WHERE? WHAT?
BETTER MATHS (12-18)
BETTER SPELLING (8-ADULT)
JUNIOR TYPIST (5-10)
MAGIC MATHS (4-8)
MATHS MANIA (8-12)
THE T E E  BEARS (5-10)
ADI EN LISH (11.12)
ADI EN LISH (12-13)
ADI EN LISH (13.14)
ADI EN ISH (14-15)
ADI FR C H  III-12)
ADI FR C H  (12-13)
ADI FR H  (13-14)
ADI FR H  (14-15)
ADI JU C O U N T I N
ADI JU C Q U N T I 7 ( 6 - 7 )
ADI JUNI ARCADIA (4-5) or
ADI MAT (11-12)
ADI MAT (1213)
ADI MAT 13 .14)
ADI MATH 1 4  15)
FUN SCH > ≤  (64
FUN SCHOOL
FUN SCHOOL 2(UND
FUN SCHOOL 3 (5-7)
FUN SCH
FUN SC
FUN

4(7.11)
FUN SCHOOL 4 (UNDER 5'S)
MERLIN'S MATHS (7-11)
PAINT AND CREATE (OVER 5'S)
SPELLING FAIR (7-13)

10.95
10.95
10.95
10.95
10.95
10.95
16.99
16.99
16.99
16.99
16.99
21.95
16.99
19.95
19.95
19.95
19.95
19.95
19.95
19.95
19.95
15.75
15.75
15.75
15.75
18.95
18.95
13.95
18.95
18.95
18.95
18.95
18.95
18.95
18.95
18.95
18.95
18.95
18.95
15.75
15.75
15.75
18.95
18.95
18.95
18.95
6.96
6.96
6.96

18.75
18 75

75
75

18.75
18.75
18.95
18.95
18.95

I

3.5" Disks

Qty D S D D  DSHD

All our disks are fully
guaranteed and include labels.

Miscellaneous

Hardware
A500 Expansion upgrade with clod,
A500 Expansion upgrade without clock
A500plus RAM upgrade
MOO Expansion upgrade with clock
Parallel pon extension cable
Parallel printer cable (2m)
Robosht (Auto mouse/joystick switch)
Z.Fr Stereo Speakers

0.5Mb
0.5Mb
1Mb
1Mb

27.95
24.95
56.95
51.95
6.80
8.60

14.75
37.95

DataGEM
has supplied computer

hardware and software to tens
of thousands of satisfied

customers since 1987

Amiga Atari PC Sega
Trust us to have all you need

NO - .. AY DOES IT FASTER

E L I M C D O . A f t .

Prices Include UK postage and VAT and are effective until 11th August
1993. On overseas order , postage is charged at cost. New titles will be
sent as released and a e subject to manufacturers' price reviews. All
orders taken subject to our standard terms and conditions. E.&O.E.

Cheques/postal orders
DataGEM Lt
Department AP
23 Pitfield Street
London N1 6HB
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J U S T  W H O  D O  W E  T H I N K  W E  A R E ? G A M E  R E V I E W S

Yeah, we know. We say that we're "the

GAMES mightiest beings who ever produced a
computer magazine", but we never
explain why. Now it's time to reveal

our `secret origins': the special powers
and abilities that make us - simply the best.

JUST WHO DO VE THINK WE AL-Y
L I N D A  B A R K E R

Middle, right: No-one had ever tried to combine the two worlds of English
literature and video games — until Linda Barker stepped onto the scene. It was

she who're-discovered' many fine examples of game-related writings,
including Martin Amis' original box copy for Super Smash Nand Samuel

Beckett's scene-setting novella for the VIC-20 version of Wintry Dinky. Oh, and
on top of that, she is also the best Editor a mag could ask for. And we love her.

STUART C A M P B E L L
Middle, left: This century's most megalomaniacal Deputy Editor
started life as a feral child, foraging for crisps and wine gums on

the rough'n'tough streets of old Glasgow. Bizarrely, the wee
Campbell laddie was then taken in and raised by arcade machines

as one of their own, just like in the 'Jungle Book'. Sort of.
Consequently, Stuart now knows more about video games and

stuff than anybody else in the whole wide world. Ever.

LISA KELLETT
Trained in the mystic 'Bakery Sciences' by the
secretive Sisterhood of Buns, Lisa is the only

Future Publishing Art Assistant to have been
awarded a black belt in full contact karate

and the international 'Cordon Bleu' award
for special flaky pastry — on the same day.

Her unique post-feminist theorising has
shocked both men and women alike —

could she be the Madonna for the '90s?

J A C Q U I E  S PA N T O N
Top Art Ed Jacquie spent her formative

years as leader of the avant-garde Paris
arts commune 'Le Crayon Rouge'. Warhol,

Lichtenstein, Hockney — all have paid
tribute (in one way or another) to the

influential 'Spanton School' of art, craft,
and technical drawing. Quite apart from

these skills, Jacquie also claims that she
can turn herself invisible and walk through
solid objects — though we have yet to see

conclusive evidence of this,

T I M  T U C K E R
As a teenager helping out with research

into human aggression, Tim Tucker was
accidentally bitten by a radioactive
bass guitar. And, as a result, he

now believes himself to be half
man, half musical instrument.

At night, he roams the
streets, fighting crime and
righting wrongs — many an

evil-doer has cause to tremble
on hearing the sound of Tim's

sinister (yet undeniably funky) footsteps
underpinning the distinctive riff of justice.

D AV E  G R E E N
Our very own alien Prod Ed first stumbled across Earth as a direct result of

NASA's controversial SETI broadcasts back in the early 1970s. Since then
he has lived among us, learning our human ways, and only using his
superior technology to interfere in our history "when it seemed like a
good idea". Accustomed to the higher gravity of his own world, Dave
has incredible strength, the ability to levitate at will, and "a brain that
is very similar to those of you humans — except that certain
'weaknesses' have been removed," he chuckles.

T I M  N O R R I S
Educated at Britain's finest public schools, the young Tim was quickly
snapped up by the Civil Service, where his razor-sharp
organisational genius helped Her Majesty's Govemment through

many a constitutional crisis. Hotly tipped to take over
as head of MI5, he turned down the (honorary)

position to come and work for AMIGA
POWER. To his credit, Tim speaks over 15
languages (including Latin, Greek and
ancient Etruscan), is a world-class

championship knitter (yes, girls, he makes
all those lovely woolies himself!), and spends

his spare time hunting down Nazi war
criminals and putting them in jail.

M A R K  W I N S TA N L E Y
Bottom, right: In 1984, a covert CIA
operation to create a new breed of 'super
soldier went disastrously wrong. The
public were told that all the experimental
subjects had been recaptured. But, for

once in their otherwise blameless lives, the
CIA lied. Hounded by the authorities for a

crime he did not commit, Mark now lives in a
secret underground base just outside Bristol,

where he cheerfully balances the demands of
his official 'career in computer journalism with a

lucrative sideline in trans-
continental gun-running.
"It's a living." he grins.
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G A M E  R E V I E W S

Now get this -  what you see
here is only part of the area

for one mission, and there
are at least fifty missions.

Awesome, isn't it? You can
enter all the buildings, ride
on the train, drive the cars,

and kill people. Lots of
people in fact. Indeed

everyone if you're inclined.

S Y N D I C A T E

Strategy. 'htniare future. Excessive gunfire. It's all here in...

A last ditch stand by number four
against the rapidly advancing
enemy cyborgs. Gripping stuff.

G a m e :  S y n d i c a t e
P u b l i s h e r :  E lec t ron i c  A r t s
A u t h o r s :  P e t e r  Mo l yneux ,
Sean  C o o p e r,  Ph i l i p  Jones ,
Mike  Disket t ,  M a r k  We b l e y,
G u y  S i m m o n s ,  C h r i s  Hil l ,
Paul  McLaugh l i n ,  A l e x
Trowers ,  Russe l l  S h a w  (or
Bul l f rog, in  o the r  wo rds )
P r i c e :  £ 3 4 . 9 9
R e l e a s e :  O u t  n o w

sually we skip over the plot line
of a game because it's tedious
and, frankly, irrelevant. But let's
break with tradition this time,

because the background to Syndicate
is absolutely fascinating.

It's the future. World government is in
the hands of three hugely powerful
multinational corporations, one in America,
another in Europe and the third in the Far
East. The European corporation develops
a device known as the CHIP, which is
inserted in the neck and stimulates the
brain, offering the user an enhanced
perception of the world far better than any
drug. It also offers the corporation the
chance to manipulate the public through
auto-suggestion, and it soon becomes
apparent that control of the CHIP means
control of the people.
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S Y N D I C A T E

And here, to the
left of this caption,
are our boys
standing amidst
some recently
perpetrated
carnage of theirs.
This is just the
start of the
mission -  there
are a lot more
enemy agents to
kill, and that train
looks pretty
dangerous. Well,
alright it doesn't,
but it's fun
destroying it, so
we'll shoot it up
later. Or, we could
just go for a
coffee and a b t
and see if there
are any films on.

This scramble for a monopoly over
CHIP technology leads to war between the
corporations, which in turn leaves them
open to infiltration. This is where the
Syndicates come in — crime syndicates
who have been pirating CHIP technology
and bribing and murdering their way into
the upper echelons of the multinationals.
Soon, the Syndicates have taken control
of the corporations and the world is locked
in bitter power struggles over territories.
And the Syndicates exert their influence
via teams of custom-built cyborgs, armed
to the teeth with state-of-the-art weaponry.

Wow. Now if that doesn't make you
want to start playing this game, then you

Look , before you
complain, it's an

accurate
description of life

in the future where
gangs of cyborg

agents battle each
other for control of

a city. So there.

may as well stop
reading this right now
and skip straight to Vol
Joe! or something. As
it happens, this plot
has its roots in a well
defined genre —
c̀yberpunk'. Now,

despite the fact that
Neuromancer (William
Gibson's seminal novel
which first brought the
cyberpunk vision of the
future to the public)
was first published
almost 10 years
ago, there's still
a significant
number of
people willing
to witter on
about the
movement as
some kind of
'new wave'. In fact,
cyberpunk is very
much an '80s 'thing',
and its resurgence
actually a sign of an
impending '80s revival.
The seventies will
soon be outré, and
Abba will be replaced

in the nation's hearts by Neuromancers
and New Romantics. Mark my words.

On the other hand, the cyberpunk
vision (a world where technology is
available to
everyone, where
serious crime is
committed on
computer
networks which
form 'virtual

I'm telling you,
this train's

annoying me. It's
gonna have to go.

im
de
mu

"It's
possible to
scribe how
ch fun this
all is"

Well, it is violent I
suppose. Extremely
violent in fact. But it's

all in a good cause, eh?

realities', and where big
business multinationals
have increasing power
and influence in the world)
is looking more accurate
every day. In the AP office,
it's frighteningly close —
using software known as
'Broadcast' and 'Electronic

- . r e  Mail', we regularly ̀ Jack-in' to
the CyberMatrix, spinning

through the Virtual Data stream to
experience the Neon Lattices of Logic
burning across the TV-blue skies. And
asking our friends what they're doing for
lunch. Yes. (Confused by all this high-tech
cyber-jargon? Don't worry, the feature on
page 32 explains it all. And more. -  Ed)

GLOBAL AMBITIONS
Yeah, right - Syndicate. It's a strategy
game in which you're an up-and-coming

executive looking to extend
the influence of your

Syndicate, and
ultimately
dominate the
world. You set up
your own
organisation,
with your own

logo and trendy
name — mine's a

gothy (in fact, very
cyberpunky) girl, and I've

called it The Raven. It's excellent.
You chart your progress through the

game using the world map, which shows
the world divided up into territories, with
each territory coloured to indicate which
Syndicate holds power there. Paint the
whole map your colour and you're the
supreme ruler of the world. To gain control
of a territory you have to accomplish a
mission, and mission objectives vary from
kidnapping scientists and pressuring 4

G A M E  R E V I E W S

COST , 2 5 . •
4p4 1 . 2
OsiPahe l e a &r r

Persuade-a-
tron, totally

essential for
certain

missions.

It's vital to
take a medi-

kit with you
to patch up
any injuries.

This is just
plain nasty.
It basically
sets fire to

people.

Lasers f i n i s h ■
off enemies /

in one bright
flashing

light. Great.

I f i t  2/T S . *WIN* ,'...1
ARISG£

_  174 4.1r - -.154IIK

The
essential rap

accessory,
the good

old Uzi.

Your
shotgun is
good for
taking out a
meddling
member of
the public.

1. -1.5.085

This is
excellent for
dispatching
pesky kids
and dogs.

The scanner
locates your
target and
guides you
out, too.

*  N .

One of the
wimpiest
weapons,
but good for
a backup.
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The gauss
gun. Very
powerful,
but looks a 0
bit like a p...
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G A M E  R E V I E W S

Four cyborgs enjoy 24
hours' shore leave in New
York, natti ly dressed in
overcoats and red berets.

S Y N D I C A T E

r y  A f t e r  looking about a
bit, they decide to

-- - - - ,s laughter anyone else
- -  d ressed  l ike them.

f l e .  ' ' ' ' ' ' . 1 e .
I r '  ' , • , . . ,,,,,..:,,

-...- I t ' s  On the -Town, from ' , - 4 , „
MGM. An exuberant
musical starring Gene

After the kil l ing, we hear
the mellif luous strains of
Bernstein's exquisite
ballet, Fancy Free.

Arming up your cyborgs. Give them
powerful weapons, replacement limbs,
high-tech gadgets and red berets.

T E A M  S E -LE- LT
SOCILIAL 11 6 f - l h , T  i l l A h r t i  d e

YOU CAN'T STOP PROGRESS
them to work for your Syndicate to simply
walking through the territory mowing down
opposition agents. After you've been given
the mission briefing, it's time to tool up.

This is where you enter the strategy
part of the game. You're given a team of
cyborgs, from which you can choose a
maximum of four to tackle a mission. You
buy the weapons and equipment that each
cyborg needs for the task in hand — at the
start you only get a choice of pistols and
shotguns, but by allocating funds into
research and development you acquire the
technology for really destructive hardware
like machine guns, lasers and high-
powered flamethrowers. These won't be
available until later missions, but by
putting more into research you can speed
up the development process significantly.

You can also use your budget to
upgrade the modifications of the cyborgs
themselves. By giving them higher version
legs, arms and chests, for example, you
can improve their mobility, defence against
attack and carrying abilities. Keep putting
money into modifications and you can
build up a supremely powerful team of
professional killers.

(Hmm. I'd just like to interrupt this
review for a second. Although Syndicate is
excellent, I can appreciate that reading
about it is not as fun as actually playing it.
I'm fully prepared to admit that it's slightly
tedious in fact. I'd like to inspire your
confidence at this point by pointing out that
the best bit of the entire game is yet to be
described, in what I hope will be some of
the finest prose concerning computer
games yet to be committed to paper. In
the meantime, here's a joke: Q. What's
green and lets you do things? A. Permit
the Frog. Right, on with the review.)
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You start off with rudimentary
technology, but by pouring money

into research and development,
you build up a fearsome arsenal.

Check the map to see how your
syndicate's power is spreading. I've
taken over most of Europe already.

TR IM r n u n

S Y N D I C A T E G A M E  R E V I E W S

'

40 C O L O U R

Before you start, create an
identity for your syndicate. Mine's called The Raven,

and the logo is a Cyberpunkette. It's excellent.

S
And now starts what is

probably the most violent and
amoral slaughter-fest you have
ever had the pleasure to be
involved in. The action takes place
on an isometric 3D play area
rendered in amazing detail,
including Blade Runner-esque
advertising billboards, monorail
services, road vehicles and a
whole city's worth of citizens. The
control system is nice and easy to
get used to, simply requiring you to
click where you want your team (or
individual characters) to go, while
using the right mouse button to unleash
hot leaden death. If you were sensible
when tooling up you'll have equipped one
of your characters with a scanner, which
provides information as to where your
mission target is to be found, the presence
of enemy agents, police and so forth.

HITTING THE TOWN
Apart from your primary target (which may
or may not be an assassination), it's a
good idea to pick off as many enemy
agents as you can. These look very similar
to you — big overcoats to conceal the
personal arsenal, and, weirdly, what look
like red berets or something. Anyway,
they're easy to spot, but you're quite often
caught unawares when a group of them
spring from nowhere and start to fire on
your team. Oh, and don't worry about any
pedestrians that get in the way — just mow
them to pieces too, you won't be
penalised. No-one cares.

Your only other worry is the police.
They aren't permitted to open fire on you
unless you pull out your weapons, so to
avoid trouble it's generally a good idea to
put your weapons back in your overcoats
when you've polished off some rival
Syndicate trash. But then again,
the police are easy to kill so
why not use them for target
practice and teach the
inhabitants of the place
that you're a force to be
reckoned with? (Don't try
this at home, kids. — Ed)

This is one of the
great plus points of the
game — your options are
always completely open. Every
building can be entered (and indeed
occasionally house enemy snail), you can
shoot and destroy cars, drive any vehicle
you come across, get in trains — it's totally
interactive. I had great fun reducing the

monorail train to
a flaming ruin
once rt had
ceased being of
any use to me.
The missions
can take place

The intro sequence is pure
cinema, and describes how a man in a

large overcoat goes to the fair and has
such a bad time he starts killing people.

"I had
fun re
the tra
flaming

great
ducing
in to a

ruin"

over very large play areas too,
which means there's loads to
explore and discover.

If you successfully complete
a mission you're returned to the
map screen, where the newly
acquired territory will be rendered
in your colour. You can now set
new tax rates for the territory to
any figure you like — obviously the
higher the rate, the larger your
budget for later missions, but set it
too high and you'll find that the
citizens become dissatisfied with
your regime and rebel. This leaves

the territory open to enemy infiltration, and
requires you to return to the area to mop
'em up — which can be irritating, but also
strangely cathartic, I find.

It's impossible to describe how much
fun this all is. The blend of strategy and

action is perfect, and the highly
charged atmosphere is evident

throughout, from the lovingly
realised future metropolitan
hell to the frighteningly
realistic gun shot sound
effects. I feel I should
point out, however, that it
is a highly amoral game —

life is wasted with alarming
frequency, and there are no

good guys as such, just one set
of ruthless criminals against another.

As always at AMIGA POWER,
though, there are a couple of niggles.
Technically, the scrolling is a little on the
slow and jerky side on a standard Amiga.
This is a slightly unfair criticism, because
this amount of detail is bound to create
some problems, but I feel it's only right to
point it out. 1200 owners have nothing to
worry about on this score. The only other
thing is that controlling vehicles is slightly
irritating. Some cities require you to enter

and exit them by car, but, due to the one-
way system, trying to get out often results
in a ridiculous trip around the entire road
network. Familiarity improves the situation.

Syndicate is top-grade entertainment
of the highest order. Bullfrog already have
an outstanding reputation in the Amiga
software department, and there is no
doubt at all in my mind that this can only
raise their name to even dizzier heights.
An instant classic.
•  TIM TUCKER

0  U P P E R S  I never thought
I'd say this, but the sight of
four highly equipped and

dangerously violent cyborgs striding
through the future cities of the world
annihilating everything in their path
engenders a strange euphoria.
Actually controlling them towards
your own ends is even better.

Also. a special mention for the
recoil effects when shooting an
enemy, the grossly overplayed
violence and the terrifyingly
accurate sound effects.

0  D O W N E R S  Slow and
jerky scrolling and, at times,
difficult vehicle

manipulation are the only things that
tarnish the game, and they are
nowhere near enough to dissuade
you from buying. So forget this bit.

T H E  B O T T O M  L I N E
A fully-charged saga of cyber-
induced power struggles, this
game's got everything. Strategy AND
a callous disregard for human life. It
really is quite difficult to describe
why, but I urge you to trust me (and
Bullfrog, of course) and demand a
copy of this game from /
your nearest software
retailer immediately.

T H E  B O T T O M  L I N E
Substantially
smoother faster and
better -

which gets it a well-
deserved extra 2 percent. 93:





THE CHAOS ENGINE

A t E M W
Great CyberGames No 4: G r e a t  CyberGames No 5:
THE CHAOS ENGINE C Y B E R R A C E

CYBERIRAC

(Bitmap B r o t h e r s / R e n e g a d e )
Slightly influenced by the 'steampunk' genre, which
asks questions like: What if Charles Babbage had
completed his Difference Engine, thus causing the
Information Revolution to happen at the same time as
the Industrial one? Well then presumably Victorian
children would have grown up playing two-player
Gauntlet-clone shoot-'em-ups. Like this.

I HI

(Cyberdreams)
Well, it's got the word 'Cyber' in the title, which is
always a good start. But what do they follow it up
with? - 'Race'. Not very sinister-near-future-
nightmare, is it, lads? Next time, try something a bit
more hip and cutting- edge-technological, like, er,
'punk', or 'space'. However, this one isn't out quite
yet, which makes it pretty near-futuristic, I suppose.

F E A T U R I P I P

NEW ZEALAND STORY

Great CyberGames No 6:
N E W  ZEALAND  STORY
(The H i t  Squad)
Believe it — NZS pits a technologically-augmented
KiwiBird against a whole range of cybernetically-
enhanced shades-wearing mercenaries, in a bid to
rescue his friends from a shadowy multinational
using them for illegal genetic research. All set to a
thumping techno-industrial grind-core soundtrack
(No it isn't. That's enough Great CyberGames. -  Ed).

F U T U R
Green tells confused Syndicate players all they need to know about CYBERPUNK.
stuff looks like, so let's get straight down to practicalities.
You want to know how to become part of the movement?
Simple! Just follow our easy step-by-step guide...

FIVE STEPS TO  D ATA - H E AV E N
1Clothing. The cyberpunk 'look' is all important, and

involves lots of black jeans and T-shirts. If you have
an older brother or sister who used to be a Both, then they
should be able to help you out. Oh, and don't forget the
mirrored sunglasses and dodgy '80s haircut. They're vital!
2  Computing. Refer to your Amiga as your 'deck' or

your 'console'. When you switch it on, claim that you
are 'jacking in' to 'the matrix'. Alternatively, buy a modem

and make out that it is in some way difficult to use. and
that you are therefore quite cool because you can
download stuff from bulletin boards.
3Conversation. Apart from the new terminology you

picked up in (2), you should pepper your everyday
interactions with quotes from the movie Blade Runner
(preferably the original, non-director's cut, version — it's
just so much more ironic).
4Capital letters. Cyberpunk authors find these

extremely useful - standard abbreviations are okay
(CPU, ROM, GM-TV, for instance), but not as trendy as
perfectly-acceptable words joined together with a capital
letter in the middle (SimStim, WorldNet, NobHead etc).

Crap atmospherics. To top it all off. somehow you
5  have to surround yourself with the trappings of a dark
tense and (yes!) grittily realistic future. This means TVs.
videos, jittery fluorescent lighting that you never bother to
fix and loads of naff matt-black furniture from the. er,
1980s again. What could be more modern than that?

So there you go. No more need you be confused
when reading reviews wittering on about how 'cyberpunk'
Syndicate, Rodland and International Rugby Challenge
are, no more need you be baffled by our cleverly post-
modem witticisms. Just cut out and keep (er, 'scan and
archive') this handy guide, and you'll be the heppest cat
on Groove Street, man. (Wrong decade. Again. -  Ed)

THE CYBERPUNK `LIFESTYLE'
Other stuff to painstakingly work into casual conversation includes:

Farewell Horizontal by K W Jeter, Hardwired by Walter Jon Williams, Et Tu. Babe
by Mark Leyner (in his own words, "the most intense, and in a certain sense. the
most significant young prose writer in America") and Riders by Jilly Cooper
(just to make sure everybody's still paying attention out there).

Magazines: Obviously you have to name-check Mondo 2000 — "original and
best". Sure, it veers off the point a bit, and is maybe too glossy and expensive
for the guerrilla-media tastes of some, but each issue's packed with
more bizarre 'new-edge' ideas than a year's worth of Tomorrow's
World. For added credibility, refer to the mag as `Reality Hackers'
(as it used to be called) and then hastily correct yourself.

Sounds: "Do I really have to listen to 'industrial' music?" (We
hear you ask) "It's horrible!" No, don't be silly. Scientific research
has proved that both hip-hop and techno have plenty of samples in
them, and are therefore just as post-modern and hence as
'cyberpunk' as that dreadful industrial racket.

Leisure activities: Playing video games and hacking into
major world power defence systems are two good 'cyberpunk'
things to do in your spare time. Football, going to the pub
looking for a fight, and anything with girls in it are `non-
cyberpunk'. Unfortunately.

SEX C A N D Y  F O R  N A P P Y  M U T A N T S !

A n f l O - W I N N I R
W I L L IAM GiEt SON

= j ` l
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Above: Not
Mondo 2000, but
nearly as good.

Left, far left: Read
these books. Then
you'll understand.

...just a few more top lifestyle suggestions to
help boost your CyberCred!
Popular cyberpunk slogans explained:
"The street finds its own uses for things."
-  William Gibson. Interestingly, Bill is here
referring to 'Coronation Street', which often
features characters appropriating
technology for their own ends — swatting
flies with newspapers, using bricks as
doorstops. And so on.
"Cyberspace is where you are when you
make a telephone call; it's where your money
is right now." - William Gibson (again), this
time giving the impression that the ultimate
virtual reality looks something like a cross
between a phone box and a piggy bank.
Things `real' cyberpunks never say:
"Do I switch on the hard drive before the
computer, or is it the other way around?"
Things not to say to cyberpunks:
"That new Billy Idol album's good. isn't it/-

0

C)

C
C)
C

-I

SD

m

I X [ F y, U R F  RS 0 11 , , 7 , . . " ) , % 4  runt t t a n  o r s t a



G A M E  R E V I E W S G U N S H I P  2 0 0 0

After all this time, I finally get to do this gag, so listen up.
Don't you think it's strange that American pilots travel

thousands of miles to Kuwait just to smoke a camel?

from the pilot's view, taking a Blackhawk off
from your home base looks like this.

And here it is from glorious, fully technicolour,
follow-the.helicopter-o-vision. Incredible!

AERIAL BOMBARDMENT GETS IT CLEAN

GUNISHI
In a guest
appearance from
that other Amiga
hit Desert Strike,
it's a ZSU triple-A.

These Russian
tanks have a
dodgy petrol

engine. Boom!

Every summer,
Volvos towing
these clog Arab
motorways.

Unlike the owner of
Cheers, these can

blow you out of the
sky from miles away.

Sending off a
Sidewinder usually
helps you retain
air superiority.

Penguin missiles are
ideal for producing

instant submersibles.

It's a cheapo
Brazilian design,
and a  bit crappy.

It's got long range, it's
O  g o t  a big warhead, in

fact, it's Scud. Arf.

OAMEL.
7.73 Km 0 3

W E S
.4,

IP
Oh no, not another helicopter game? Well, this one's a
G a m e :
G u n s h i p  2OOO
P u b l i s h e r :
Mic roProse
A u t h o r s :  Dar re l l
Denn ies ,  J a m e s
Day  and  D e t m a r
Peterke
P r i c e :  £ 3 5 . 9 9
R e l e a s e :  O u t  n o w

I t  seems to me that the
American army should
take some basic
grammar lessons before

they head out into the world to
lock horns with an adversary
worthy of their superpower
status, like Grenada, or
Panama, or Iraq maybe. I just
find it weird that they insist on
speaking not only in bizarre
acronyms (LURP, SNAFU,
FARP etc) but also
backwards, a bit like Yoda.
Take the gunship circa the
year 2000 of the title — it's the
as yet unbuilt AH-66A
Comanche gunship, which is
apparently a concept from the
US Army's Light Helicopter
Experimental (LHX) program.
Shouldn't that be XLH, or ELH
if we're going to get it
absolutely right? If they can't
even construct sentences
properly, it's no wonder they
got their butts whupped in
Vietnam. But historical
speculation aside, let's get on
to this gunship helicopter
review game.

Gunship 2000 is the
follow-up to MicroProse's
hugely successful Gunship,
and this time around it's got

the inevitable 'Persian Gulf' scenario that's
become a standard inclusion in war games
since Hussein (who's sane? Not you
Saddam, that's for sure, matey) got the
idea of increasing his countries' beach-
front hotel potential. You may have heard
about it on the news some time
ago.

To satisfy the techno-
lust of all you stat-heads,
there's a range of seven
helicopters to choose
from, from a tiny
observation 'Loach' to
old favourites like the
AH-64 Apache and the
AH-1W SuperCobra
gunships, right up to the
Comanche, with its fly-by-wire and
Stealth technology. On some of the early
missions, you're given a Super Cobra as a
default setting, which may have been THE
thing to be seen killing people in about
twenty years ago, but is quite frankly a bit
passé these days. Thankfully you can
strap into an Apache instead, whose
bigger payload effectively means you can

"Enough
choice to

make Mother
Teresa
drool"

simulator. And it's great.

carry an extra weapons system.
This is always a very Good Thing.

As with most simulations, you're
confronted by a pretty massive manual
and it's obvious from this that it isn't one of
those games that you can just bung into

your Amiga and get going. Of the
166 pages you can discount

about 80-odd straight away,
as they're packed with
bedtime reading about the
history of the helicopter,
combat tactics, details of
ground targets and the
like. Most of it's pretty

interesting, and lots of the
facts and figures turn out to

be helpful for the game,
especially the maximum ranges of

all the weapons systems used. There's
something massively satisfying about
launching a Stinger missile at a gun
emplacement when you smugly know that
you're out of range of his fire. Blast a few
triple-A batteries in this way and, believe
me, life is sweet.

Being more interested in getting off

the g
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Anyway, this is a Defender,
and so's the picture before it - that one over

there with the tedious joke about dromedaries.

the ground, It's great to see that the game
comes with a little summary card, which
you can plonk on the top of your Amiga
and refer to. This sort of thing's essential
for games requiring twenty odd keys to
play properly, and it's reassuring that the
manual is easy to read and well laid
out, an essential feature for a
game of such complexity.
Hooray! There's a tutorial
section to get you up and
running, and (double
hooray) the game
actually makes use of
the second fire button
that the Amiga is perfectly
capable of supporting but
that programmers seem
incapable of using.

ARMED AND READY
Weapons, weapons, weapons — there's
enough choice here to make even Mother
Teresa drool at the destructive
possibilities. Okay, so the end result is the
same, but what a clever and diverse range
of stuff you can pick from. Cannons,
getting guns, chain guns, sidewinders,
anti-tank, anti-plane, fire-and-
forget infra-red-guided, line-of-
sight wire-guided, and the list
goes on. In Rambo Heaven,
gunship pilots must rank as

G U N S H I P  M O O D

ColiNtP:44

PON OPT t a k  YTp1  PTE
a  E O N  TOL S P W ' S P E

Of course, I could rip up this armoured car with a
concentrated stream of 30mm cannon fire from my Cobra...

saints. The US govemment spends more
on weaponry R&D than most countries
have as a national budget, and Ginship
2000 is at great pains to replicate their
efforts in as much detai as possige.

The game fealties a huge front end
before you even get to flying. although

MicroProse seem to have realised
this and carved off the intro

into the sun is, of S

sequence into a separate
file, so once you've seen it,
you can skip it straight
away. Even so, you still
have to sit through a good
few lovely pictures before

you finally get to fly, and
here hes the biggest problem

in the game. Normally I play
games that I've got to review on an

expanded Amiga 500 Plus, which is the
machine that a large proportion of you (our
readers) have. This way, if problems of
speed or disk swapping crop up, I'll notice
them. This time, however, I was forced to
make an exception, and chucked the
whole game onto the office hard disk -
otherwise I'd still be swapping disks now.
To get the most out of

Si l  ,

' ' - ' ) : : A r T F - A r ; P J P.  •  - . .  C M  a.

0f an ) . 1

Bizzarely, all ground troops
are hideously agoraphobic,
and so crawl around hiding
under large sheets with
their guns sticking out.

this game, you've
either got to be so
good that you never
actually get killed (as
the biggest swapping
binges occur when
you have to restart) or have a hard disk
(which, let's face it, is out of the reaches of
most people's budget) or an extra floppy
drive. So anyway, that's my biggest gripe
over with, so let's get onto the game.

The missions are doled out at
random, so you could find yourself being
briefed in the middle of the desert, or on a
ship, or in a field somewhere, being
ordered to destroy bases or convoys or
anything really, and the fun hasn't even
started yet. Choosing your helicopter—
now that is a laugh. All the best ones are
kept out of the hands of learners, so
you've got to notch up enough successful
missions to get your hands on the
eponymous Gunship
2000. You arm your
chopper based on the
mission briefing:

Hellfires against

Check out the
outgoing missile
on the left. See
ya tank! Have a
nice death!

0:1-A iLL3
'11611

...but just so that 1 can get this stunning
reverse shot, those beadles tive a tew

er. am No Compasmoments l o n g  s i o n .

I recently got a road atlas fret( Witt,/
new Visa card. Just thought I'd fell yeti all.

tanks, unguided Hydras
against less-armoured targets, and
Sidewinders or Sidearms to take out other
helicopters. As well as these multi-purpose
'tools' with which you practice your 'art',
there are specialised weapons such as
Penguin anti-ship missiles, which, with
each weapon weighing in at a hefty 380
kilos each, are a lot more effective at
messing up ships than an equal amount of
chocolate biscuits or flightless birds.

Once you're loaded up and fuelled
there's no reason not to get up in the air
and after numerous pictures of mean-
looking guys and lovingly-rendered 4

7:r.4
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Unlike planes, which
are designed to fly,

helicopters have all the
aerodynamics of an

average house brick.

Most crashes are
blamed on pilot error,
but I tend to think that
this guy will soon have

the excuse of me
shooting his rotors off.
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CALLSIGH: YANKEE 1

Using the same
logic, we can

only assume that
the Blackhawk

tribe were all
stout fellows who
used to carry lots

of things in big
rucksacks.

Before the Yanks
shot them all.

A1,‘ =IF . . E

ORILLSIGN: YANKEE 1

nil p r . ; .

Oh no, and
again! I really

can't think of any
John Wayne

movie where the
fort's being

attacked by the
ferocious

Defender tribe.
Maybe that book
I read was lying.

CALLSIGN: YMNKEE

G U N S H I P  2 0 0 0

YANKEE 1

0AILLSIGM YANKEE 1
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American
helicopters
are all
named after
Indian
tribes, so
this fierce
weapon
platform's
named after
the baddest
of them all.

Ah, oh dear.
Here my
little theory
runs into
some rocky
ground. The
Super Cobra
tribe?
Sounds a bit
unlikely to
me. But hey,
nice guns.

Hoorah!
The Kiowa
sounds
suitably
Native
American,
and there's
also the
Iroquois (or
Huey) but it
isn't in this
game.

A rapidly expanding ball of flame ending
the life of a brave young pilot, or an
avant-garde painting of a blossoming
poppy at dawn? You decide.

frames of machines of mass destruction,
you're finally onto the flying. The first thing
to notice about this is that it doesn't fly like
a plane — an obvious point maybe, but an
important one. Forward on the joystick
makes you move forward, rather than dive,
and back slows you down and then moves
you backwards instead of climbing. You
use the collective (posh word for a throttle)
to lose or gain altitude, so you can climb
while tilting at all sorts of awkward angles.

When you move from hovering to
forward flight you need to increase
the collective to maintain lift,
which can be tricky at first,
but there's the option of
forsaking reality and
choosing a 'learner'
mode where this
doesn't happen.
G2000's a bit like FIGP
in that most options can
be set on automatic so, as
you get better, you can take
over the responsibilities of
avoiding hills, dropping missile decoys and
landing without just heading downwards
and praying, and can increase the game's
complexity at your own speed.

Where can  take-away m

Trr 'kuettr•L

HOW WW CAN YOU GO?
At first I thought the controls seemed quite
sluggish, but then I read that this is how a
chopper handles, and not being in a
position to challenge this statement, we'll
have to take their word for it. Another
comment I can well believe is that hiding
behind trees is far better than flying
around in the wild blue yonder. Helicoptersaren't the toughest or the fastest machines
around, and having .50 calibre triple-A
whizzing through your rotors won't do
them any good at all. The idea is to stay
as low as possible, and to help the
learners there's an automatic system that
alters your altitude to hug the ground.
Another reason that's as good as any to fly
low is to get the most out of the yummy
ground details, as it's always worth
checking out a tank or SAM site before
you reduce it to its component molecules.

Some of the choppers have mast-
mounted sights, sort of periscope-
attachments above the rotors, which allow
you to peek over hill crests without
exposing your craft to ground fire. The
terrain's such a major feature of helicopter
warfare (apparently) that it seems logical
that more thought's been put into it in this
game. Gone is the flat green field with a
few buildings and trees, in is the flashily-

youou get
issues?
Ike'!

named Topographical 3D
Graphics system which displays
not only mountains, but also
river valleys and other
depression features. It all
means that there's plenty to
hide behind, but also plenty to
smash into as well, so contour
flying on manual requires

almost constant collective control.
As with most MicroProse games, you

can look from all kinds of views: trailing
y o u r ,  'copter, looking from the target back
towards you, or even from behind missiles,
and even though all the screen shots here
look a bit crappy (hence this hugely text-
heavy and unusually to the point review) it
all looks fantastic while you're playing it.
Honest. The trouble with flight games, or
any vector graphics stuff, is that they only
ever look good in motion, and appear
hideously dull when you pick out still shots
from the action. So take our word for it that

the game's smooth and fast even on
the standard Amiga, alright?

On to summing-up time,
and I've no other route open
for me but to say that this is
a hugely enjoyable way to
spend vast amounts of time.
The flying around's fun, and
the blasting away at enemies

is even better. Rather than
flying till you start dying, the

game has a gradual destruction
system, so various things stop

working as they're damaged, and should
you get really shot up, you have to fight
the controls to keep your battered crate on
course. Just like the real thing. I'd imagine.
•  MARK WINSTANLEY

U P P E R S  Very fast (even
on standard Amigas) and
loads of customising options,

so you can lay down your own,
individual brand of high-explosive
retribution. It appears to be hugely
authentic, but even that doesn't stop
it being fun to play.

D O W N E R S  Masses of
disk swapping precede
each mission, and it's easy

to die if you take on more than you
can handle. But hey, that's life, eh?

T H E  B O T T O M  L I N E
It's great. It's the closest you'll ever
get to flying a military helicopter,
unless, say, you've got a
friend who flies the real
thing. Which I have.

T H E  B O T T O M  L I N E
The game's very nice
and smooth on the
1200, but not that

much. And it certainly doesn't put
the 500 version to shame.
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Hey Joe! Where you goin' with that fab new Hudson Soft platformer in your hand?

Joe comes
crawling to the Ap
office in the hope
of a good review.

Careful What you step on in this level
nothing is quite what it seems.

The shortish fifth level (more of a prequel to level six) is
; —sst7 s e t  on this messy train. Looks a bit like Final Fight to me.

G a m e :  Yo !  Joe !
P u b l i s h e r :  H u d s o n  So f t
A u t h o r s :  Scipio
P r i c e :  £ 2 6 . 9 9
R e l e a s e :  August

y e a h ,  I know, it's been pretty
sickening for all you readers to
plough through our hopelessly
sycophantic dribblings as we

waited for this new release from Hudson
Soft, and we're sorry. It must have been
like reading — no, no, I can't. We
don't do those

tedious jibes here at AMIGA POWER, it'd
be terribly poor form. Anyway, deepest
apologies. It's just that Hudson Soft have
been responsible for so many of my
personal favourite computer and video
games of all time, it's hard not to get
excited when there's something new in the
pipeline, and I'm glad to report that Yo!
Joe! hasn't let me down. Let's see if I can
convince you. Let's tell you all a secret.

Details. That's the secret. Do you
know how to write a
brilliant video game?
Well, first, you have to
be a phenomenally
talented programmer,
right? Wrong. Anyone
with a basic grasp of
programming can
write a game.
Programming isn't

just my imagination, or
Elvira been on a heck of a diet? (Er,

not that my imagination's been on a diet. No way.)

It's the great boy-
king Tutankhamen!
(and his dog, Billy).

Y O !  J O E !

difficult, it's a simple skill which can be
learned, like speaking French. I don't want
any angry letters from programmers at this
point, either — I'm not trying to
belittle your talents, just
pointing out that it's not
some magical gift from the
gods. okay?

But back to the
point. Some of the best
games ever have been
written with a very
elementary level of
programming expertise.
Perhaps, then, the secret of
writing a brilliant game is to pack it
with groundbreaking trickery, bigger
sprites than anyone else has ever done,
sixteen billion shades of orange moving at
nine-zillion-frames-a-second (Bit of a
stupid idea, that, since TVs can only
display 50-frames-a-second images. —

Technical Ed) and all

Aawww. Isn't it pretty, though?
Sadly, you can't go up and down all the stairs. Boo.

"It go
shouti
squeal
the o

I was going to put a really blindingly funny 'mummy' joke
here, but, er, I couldn't think of one. Sorry.

t me
ng and
ing in
ffice"

that stuff. Rubbish. If one more person
comes up to me and says that, say,
D/Generation is no good because the

graphics "Don't push the Amiga to
its limits", I'm going to take

them outside and twat them.
Sensible Soccer, with its
vast expanses of green
and miniscule graphics,
hardly pushes the
envelope, does it? Yet it's
your favourite game of all

time, and ours too.
Maybe, then, you need

some kind of revolutionary idea,
a game design that's never been

seen before, a second Lemmings or some
such? Nah. Originality is a very good
thing, for sure, but it isn't necessary.
FIGP, original? Body Blows? The Chaos
Engine? Driving game, beaVem-up,
Gauntlet clone, but all great games. It's
details. Trust me.

LITTLE THINGS MEAN A LOT
Attention to detail is the common
characteristic of almost every truly great
game there's ever been (and conversely,
the thing missing from so many crap ones

— when you look at International
Rugby Challenge and

notice that they can't
even be bothered to

spell 'tries'
correctly, for
God's sake, you
know you're not
in for a treat).
Anyway, Yo! Joe!
— bog-standard

platform formula,
1991 visuals,

programming that lets
the game slow down - O
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You don't
really love me -  you just

keep me hanging on.

when the screen's busy — is the most
painstakingly and lovingly detailed game
I've seen in years. You want examples?
Well, you're getting 'em. How about the
way that a tiny little Joe runs along the
bottom of the score bar throughout the
game mimicking everything you do? How
about how when you pick up a bonus item
the game goes 'bing!', but when you pick
up two at once, it goes 'BING!', twice as
loudly? Or there's the menu screen where
every option selection (music on/off,
sound on/off — anything you'd expect in
any self-respecting game really, but which,

E t l E R G Y f l I I

Above: One of the
between-levels bonus
games. I played a
Mega Drive game last
week that was like this
all the way through.

This is in fact a b i t  of street that leads into the main part of  level six (as
shown at the bot tom of  the page). The most interesting thing is the
poor sap having an innocent barbecue, who's still going to get biffed.

of course, you don't get in
so many of them) is accompanied by

a lithe bit of dialogue between Joe and
Nat. or even the high-score table, which is
displayed as graffiti on the train which
chugs along underneath the title screen.

I've deliberately picked some
examples that don't affect the gameplay in
even the tiniest insignificant way, because
they're the ones that really show the'
programmers have been giving it their all —
anyone can do clever little touches that
jump up and punch

Above: Every
one of these
little ankh icons
is worth some
extra energy,
and if you get
enough of them
there's a few
extra lives in it
too. As if you
needed them.

No sign of a friendly
welcome at the

gates of level three.

you in the face and
demand you notice
how smart they are,
but finding stuff like
this really makes the
player feel like they're in on
the joke, as it were.

But anyway. Let's talk
about Yo! Joe! as a game,
rather than an excuse for
an essay on another one of
my pet theories. You don't
want to know about the
plot, so instead I'll give
you short, relevant facts
with numbers in them,
because that's what
people want in these
information-culture days.
And because
Knowledge Is Power,
obviously. (Get your

fabulous new AMIGA POWER T-shirts on
page 97, bargain lovers! - Colin The
Publisher) Vol Joe! has six levels. They're
all really big, except the
fifth one which is a little
train-ride interlude. You
can play on your own, or
with another player taking
the part of your mate, Nat
The Rat, who surprisingly

• • •
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Atter a hot i s n ' t  actually a rat. The scrolling in two-
and sweaty p l a y e r  mode follows whoever's leading,
day hacking a n d  stops when one player would fall off
skeletons, t h e  edge of the screen. You can punch or
you can't k i c k  your way through the bad dudes
beat a cold inhabi t ing the levels, or collect any of five
shower. e x t r a  weapons which you'll find lying

around. The weapons all have different
properties and advantages — for
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example, the nunchuks are
less powerful than the

length of pipe, but you
can jump up and grab
onto ledges while
you're carrying them,
which the pipe won't
let you do. The
chainsaw is
extremely hard, but

needs petrol to run on
which you have to

collect separately (and
which runs out alarmingly

quickly). You can hold all the
weapons at once and switch between
them at will, so you should be able to pick
and choose the best for each situation.

JUST THE FACTS, MA'AM
There's a bonus shoot-'em-up stage
between levels where you can earn extra
lives, but you get infinite continues anyway
(back to the start of the current level), so
they're not that important. Scenes covered
include an Egyptian pyramid, a jungle
temple with underground caverns, and the
interior of an Oriental pagoda-type
building, all rendered in beautifully-drawn
and lushly-coloured graphics, with nary a
wasted pixel — almost every bit of
landscape does something to you or
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Right: N o  t i m e  t o  s t o p  a n d  p i c k  the r a s p b e r r i e s  -

there 's  b a d d i e s  t o  b e  s m a c k e d  a r o u n d .

conceals bonus weapons or objects. Joe
himself is an athletic dude, able to leap
around impressively, crawl through very
narrow passageways, and grab ledges
and pull himself up onto them in a Prince
Of Persia manner, all with the simplest
and most instinctive joystick movements
you could wish for. Bored of facts yet?

I love this game. It got me shouting
and squealing in the office (much to my
embarrassment) as I plunged towards
spiky pits only to save myself by clutching
on to something with my (or rather Joe's)
fingernails, cackling manically when I
lobbed a petrol bomb right under the
trousers of a particularly troublesome bad

1 I I

I . ,
1 •• •

L e f t  T h a t  w a t e r s

go ing  t o  l i a r  hawse

with hoe's h a i r  g e l

guy, shrieking with surprise when a load of
zombies came out of the walls on level
one, and swearing abusively at
the smouldering corpses of
defeated bosses (of which
there are several in each
level). The noise was so
bad, the rest of the team
actually asked me to put
some of my `special'
music on the office
stereo to drown out the
racket, but I
countered by
simply turning up
the game's rather
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tab music. which is something I haven't
done ri a while, I can tell you (Thank
heavens -  Rest of AP Team).

If everyone took this much care
before they unleashed their games on the
unsuspecting public, the world would be a
finer place. Yo! Joe! is one of the finest

games of the year to date.
•  STUART CAMPBELL

•

"I lobbed a
petrol bomb
right under

the trousers"

goer", 0 0 , "

M y .  •  a y .  t
Y o g i  • Y r i e

U P P E R S  Simply the
most painstaking attention
to detail I've ever seen in an

arcade game. It looks beautiful, the
levels are enormous, it's a joy to
play. Great sound, great music, even
the high-score table is cute.

O

D O W N E R S  Quite a
nasty bit of slowdown when
there's a lot of things

happening on-screen (but it really
doesn't happen very often), and the
two-player mode is predictably less-
than-perfect. The only possible real
drawback is that you'll play it so
intensely. you might well get
through it pretty quickly - especially
if you use the unlimited continues (I
hate unlimited continues).

O

T H E  B O T T O M  L I N E
My favourite platformer since (and
including) Titus The Fox. Yo! Joe! is
another winner from a software
house who don't seem to know how
to do it wrong. Wit. imagination and
playability. and an
obvious love of games by
the designers — do us all a
favour and buy this. 1
T H E  B O T T O M  L I N E

Yo! Joe! is just as
fabulous on the Al200.
although no more so.
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Keep track of all your
snits simultaneously with
Illietplit-screen display.

W A R  I N  T H E  G U L F

Lurking at the edgerZ =
of the tree line ,
t‘ops to conceal
your position-

s o i l  k . . U U A I T 1

WAR
THE G
Zoomed in close,
the map screen can even show up
the position of individual tanks.

C i a m :  G a m e :  W a r  i n  t h e  G u l f
P u b l i s h e r :  Empi re

I t A u t h o r s :  S t e v e  G r e e n ,  Kevin Ayre, Richard

NOP Y a p p ,  D a v i d  P r i n g l e
P r i c e :  £ 2 9 . 9 9

R e l e a s e :  O u t  n o w

lagued by the occasional
letter from readers who think I
wibble on too much and try to
make each review a hand-

crafted piece of pure entertainment rather
than a solid, twelve-hundred word block of
facts and figures about parallax scrolling
and screen update times, I've decided to
forgo my usual three-paragraph 'amusing'
intro and plunge headlong into the review.

War is is the continuation of politics by other means. Tanks, for instance.

L I I I I I K ; ) l r c t l a t i n l a u L e L L A

It may look like it's made out of Lego, but this is in fact a
state-of-the-art Bradley armoured personnel carrier.

P

*

It's risky, I know, but that's what I'm like —
living life on the edge, dangling my feet
over the edge of my own freshly dug grave
and laughing openly at the colour
of Beelzebub's jockey shorts.

War in the Gulf's going
to come as no surprise to
anyone who already owns
Team Yankee and
Pacific Islands, simply
because it uses the same
game engine as these
two previous games. The
setting, as you've probably
already worked out, is northern
Kuwait, but it's not, as you may
think, set during the Gulf War. Oh no. This
is set around the start of the NEXT Gulf

THE DASHBOARD WITH EVERYTHING WEIL EXCEPT MAYBE A CD PLAYER...
To mask your

movements you've
got two options. You

can either fire a
smoke shell, or turn

on the engine smoke.

Having produced
smoke, it's a good

idea to be able to see
through it, so you can

switch to infrared.

The 'dead stop'
button allows you to
stop without having

to switch to the map
screen. It's vital for
accurate shooting.

This toggles between the the wide-angle and close-up
views. At the moment we're zoomed in nice and close.

The bottom half of
the compass shows
your heading, while
the top half and the
arrows indicate the
turret's direction.

There's a HEAT round
selected and loaded.
Changing weapons
and reloading all
take vital seconds.

the laser rangefinder
takes some of  the
guesswork out of
aiming by showing a
different sight icon
when you lock on.

"Battles are
hot, fast and
invariably

fatal"

18 €111 IN ' E l l
.  - - - - -

War, and puts you in control of the rapid
response team sent in to counter the
Republican Guard who've stormed over

the border in their shiny Soviet-
made tanks. I could wander off

the point here and comment
that they could just as
easily be American tanks
seeing as the US backed
Iraq heavily during the
long running Iran/Iraq
War. But this is a games

magazine, and in no way
should be treated as a forum

for my own personal views on
superpower world crisis

mismanagement, so I won't.

HOLIDAYS IN THE SUN
Team Kuwait is sent in to spearhead the
assault, landing on a small island called
Failaka. Assuming you can sweep the
cream of Iraqi armour into the sea liked so
many discarded Dinky toys, you head onto
the neighbouring Bubiyan island, and then
springboard over to mainland Kuwait. After
days of constant fighting, most battles
ended up with my tank crews being
hoisted out of their mangled vehicles, so I
didn't get off Failaka. Now, normally we
wouldn't admit to such shortcomings, but I
think it serves to point out that War in the
Gulf (the game) isn't going to be the
hideously one-sided pushover that War in
the Gulf (the real event) was.

The copy protection system asks you
to identify various armoured vehicles,
which is handy because in the game you
need to visually identify each unit as
'friend' or 'foe' before your 105mm
smoothbore sends a depleted uranium
round zinging towards it at 1,100 metres
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Burning Iraqi tanks fill the battlefield. I didn't
have to use my AK -  I'd say it was a good day.

■ e l k  *wed taken the
advice of 'Antiques
Boadsbew' and got

Z v i  valuables insured.

The Emir's given you
wads of cash, so you

sow splash out on extra
armour and missiles.
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per second. Next, you're given the option
of loading up Team Kuwait with weapons
of your choice, but the default settings are
oerfectly adequate and probably more
-ealistic. Team Kuwait's consists of 16
vehicles, which are divided up into tour
units of four vehicles each. The actual
ionisation of these units depends on the
mission, but invariably there are strong
wits consisting entirely of tanks, and
weaker ones made up of armoured
personnel carriers.

Even on Failaka island there
are three challenging and
surprisingly different
scenarios. You have to

MN responds to the
shocking order to

ma over his granny.

fink up with your
allies, stop a convoy
from reaching a distant
town, and in my personal A U  r i g h t '  c u t s  down the chances of
favourite of the lot, you have to - 4 .  aiwnams.-4 y o u  being hit, but also obscures
root an armoured division out of an
archeological site (without damaging any
buildings) and then defend it against a
counter-attack. If you thought warfare was
just running around firing guns at people,
then shame on you.

Right then, the game itself. Before
you start, you can set artillery strikes to
begin at a set time, which is only useful
once you've played the scenario a few
times and know when and where the
enemy are going to be. You view the
battlefield from the commander's turret,
which you can rotate to draw a bead on
any of the baddies. To move around, you

I i
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switch to the map screen
and set a destination,
speed, and unit formation.
This keeps the combat and
the navigation parts of the
game clear and separate.

The real beauty of the
game is that it's entirely
mouse driven, which is a
massive change from the
hideous keyboard overlays

you get with some other wargames. This
simplicity is essential, because when you
get into a battle, the last thing you want to
be messing about with is which button to
press. Battles are hot, fast, and invariably
fatal, either for you or your foe. The rules
of tank warfare are simple — if you're
spotted first, you're dead.

THE HEAT OF THE ACTION
Unfortunately, this gives the Iraqis the'

advantage in that they're played by
the computer and so are

always looking the right
way to zap you. To

counter this, you have
to employ sneak
tactics, like making full
use of all the cover
available, and firing
on the enemy from the

tree line. You can also
lay down smoke, which

your vision. Handily, your units have
infrared imaging, which shows up burning
tanks and hot engines — even through
trees and smoke.

All this would be pretty good fun on
its own, but you've got to do it four times
over! Through a four-way split-screen
system, you can control all the units at the
same time, swapping between map and
battle displays at will. It's a major part of
the game, but rather than prattle on about
it, you'd get a better idea of what it's like
by looking at all these lovely screen shots.

So what about the down side then?
Well, for a start, the graphics are hardly

state-of-the-art, which affects the
gameplay when you have real
problems working out whether that
block of lumpy graphics is one of
yours or not. Also, when you see
things up close, they're massively
bitmapped in a super-blocky Sega-
arcade-game sort of way. But I got
so excited playing it that when
anything was that close, I was
screaming "Reload, reload!" as its
turret swung round, and not
particularly concerned that my
target (or nemesis, depending on

Aga

0  U P P E R S  It's all exciting,
hugely addictive and seems
to portray tank combat

realistically. Also, it's on only two
disks. and once you've booted it up,
there's no tedious swapping.

0  D O W N E R S  Pretty much
the same as Pacific Islands,
only with burning oil. Hugely

bit-mapped graphics can look a bit
naff at times.

T H E  B O T T O M  L I N E
It you play this as just a 3D shoot-
'em-up. you last a few minutes.
Similarly. you  go all strategic,
you'll neve, achieve any of your
objectives. Thfs is a perfect blend of
action and strategy that
requires you to think
ahead as well as shoot
straight I love it 85!
T H E  B O T T O M  L I N E

The pretty. but
A 1 2 0 0  pointless. intro runs

much faster. and the
main game's a little smoother as
well. Maybe. At least I thought so.

a
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how quickly I got reloaded) wasn't
photo-realistic. Another problem is
that if all four units engage in
combat at once, things rapidly get
out of hand. Although the split
screen gives you the ability to
control all four simultaneously,
your brain has real problems, as
in effect you're playing four games
of Battle Zone at the same time.
It's also a bit annoying when you
can hear gunfire, but don't know
which unit's taking hits until the

message 'Kuwait 3 has lost a vehicle'
flashes up, by which time it's too late. The
obvious solution to this is to only send in
one unit at a time, but this detracts from
reality and any plans for a 'blitzkrieg' you
may be secretly harbouring.

Okay, so these aren't huge problems
— let's get to my main gripe, which is one
of military accuracy. There isn't any
automatic target tracking, which means
that when you're moving, it's hard to keep
aiming at another target as you bounce
along. This would be fairly realistic for a
WW2 tank game, but in these days of
laser-sighted, self-correcting hydraulic gun
control systems, it seems a bit dumb that
you miss a target because your tank jolts.

That's it then. War in the Gulf's a real
goodie. Tanks for listening. Arf.
•  MARK WINSTANLEY

...hoorah! We can
see them from our
hidden position, so
let's get those HEAT

rounds loaded, kids.

And here's the
same view

seconds after a
smoke shell's

exploded.

Nornerous T-72s
are in there
somewhere, but
where? If only
we had some
powerful
binoculars...

Here's the rest
of Kuwait 2 as
seen from the
turret of their
lead tank. Hard
or what?

But look -  due to
the twin miracles of
Zeiss optics and
infrared sensors,
our boys are still
visible. Incredible.
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Yeah, what exactly
is that? It looks
very serious.
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Whoever it is he's fond of 4.11nrc—.
making knowing glances ."7:re. -

at the 'camera'.

A L
Fighting pollution and promoting hamburgers,

rash cans throw things at you
with their 'arms'. It's not

completely sane out there.

There he is, that's Jack, the
pneumatic drill with the face

that 1 told you about.

You say well
be seised with
the desire to
grab a burger.

Mick Pulls uP abruPti? on
KraPhi asencounteringons g .

he realises he's gam=

G a m e :  G l o b a l  G lad ia to rs
P u b l i s h e r :  Virgin
A u t h o r s :  J o h n  Tw i d d y
P r i c e :  £ 3 0 . 9 9
R e l e a s e :  O u t  n o w

M y  word, another McDonalds
tie-in. We've already had the
distinctly average
McDonaldland platformer

from Virgin, and now the fast food-sters
with the disturbing clown mascot (am I the
only person who's frightened by Ronald
McDonald?) are in our face once
again with this Mega Drive
conversion. You can tell
you're in for a product-
endorsing, '80s-style hard-
sell because there's a
paragraph at the
beginning of the manual
which has got that little'"
mark after every other word.

It really is in your face too
— Mick" and Mack" are sitting in
their local McDonalds" emporium,
which sits atop a lovely green, unpolluted
grassy knoll where the sun always shines
and the Ozone Layer" is totally intact.
They're eating hamburgers' and fries"

voraciously and poring
over their Global
Gladiators' comic and
saying things like
"Wouldn't it be groovy to
be a Global
Gladiator' ?" when all
of a sudden, up pops
Ronald McDonald'
himself, from nowhere
(told you he was scary).
"So you fancy a blast,
eh guys?" he rasps
through rattled teeth

(sorry, that's my characterisation), and
zaps them into the comic. Git. Next thing
you know you're in Slime World' , armed
only with a GooShooter" dust-busting
your way through the ecological horrors of
the world, cleaning up pollution, and
picking up tons of McDonalds" Arches'
on the way. Hmmm.

"You're in
Slime World,
armed only
with a Goo

Shooter"

Now, it would be easy, you know, to
just sit here and write some
embarrassingly cringeworthy right-on
polemic about how McDonalds has no
right to lecture us about the dangers of
toxic waste and un-ecological attitudes
towards pollution. Especially since... no,
I'm sorry, it would be too easy. I'm
prepared to accept that they have a
genuine concern towards the planet's
ecology, and let's face it, who else is
putting ecology on the agenda in their

platform games? Nobody, that's who.
Well. Oh sod it, just give

me a paragraph. You see it
could all be a McDonalds
marketing ploy, not only
to tie their product in
with a computer game,
but also shift the
public's perception of
the company from that of

destroyers of rain forests
with a nice line in non-bio-

degradable cartons to right-on
soldiers of ecology, democracy and

the American dream. I'll leave you to
decide, and apply myself to the task of
playing this game and telling you whether I
think it's any good or not (Hey,
revolutionary concept, Tim! — Rapidly-
Losing-Patience Ed). 'Nuff said.

Now, where were we? Ah yes, Slime
World, the first of four worlds, each with
three levels. Yes it's a platform game, but
here ends my hitherto admittedly-cynical
tone, because it's a very good one.
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Any chance of a 'nice : -
beaver' joke, guys? (Over
your dead body. - Ed)

Virgin and McDonalds serve up a tasty platformer
And one of the freshest on
the Amiga in fact.

First off, though, a
disappointment. You're given
the two options of playing
either Mick or Mack, but not
(as you might expect) a two-
player option featuring both of
them. What a shame. They
both have totally similar
attributes too, so the
only difference is
that one's black, the
other is white and
they've got
different colour T-
Shirts on. Is this a
race thing? Weird.

Whichever you
choose, you're going to
have a great time bouncing
him around this excellent game.
The animation on the character is superb,
and the by-now-accepted tradition of
platform characters being active even
when you're not moving them is superbly
implemented. Mick (or Mack, obviously)
gives you some groovy looks (especially
when he stands on an invisible platform —
it's really funny), snaps his gum, spins his
GooShooter and generally looks like a real
little man who's actually alive (Do you
want to take some time off, Tim? — Ed).

The pace of the game is fairly
leisurely, but you can also build up an

impressive speed when you

He's so cute when he stands
on an invisible platform,

isn't he?

Brrrr. Is that an
that he's got in his
hand? Nightmare.

need it. The baddies
are in severe
proliferation, and they
are all wonderfully
characterised,
including my
favourite, the Slime
Pig, the lovely
Goober, a
pneumatic drill With

a face called Jack (that is,
the pneumatic drill's
called Jack, I don't
know what his face is
called), and a trash
can who chucks all
manner of garbage at

our heroes. You need to
collect 30 Arches to get

out of the level, and if you
collect 70 of them you get to

play the Bonus game for extra
points. The Bonus game is a real treat,
involving you running around catching
falling litter and depositing it in the correct
litter bin (Wahey! — Ed). It's pretty tricky,
but thankfully there's a menu option which
gives you the chance to practise it.

The levels are extremely well-
designed too. They're all fairly large, in
some cases huge, and there's always
something else to explore, or a different
route to take through
the same level.
There are
three
difficulty

"He looks
like a real
little man

who's actually
alive"

'Yes, Ill
have a
McDonalds
cola, please."
"Oh, will Coke
be alright?"

The bums gene
is Am, despite

Stuarts sarcastic
car ts (  iss

review

levels. but even on
Easy you'll find it a
fair challenge, and
in certainly keep
McDonalds at the
forefront of your mind
for quite some time
(ooh dear, bit of
cynicism there).

The graphics on all levels are
scitatly toxic-looking, but I have to say I
do miss the gorgeous backgrounds of the
Mega Drive version. Not for their own
sake, you understand, it's just that there
ale tines when you're out on a limb with
no other platforms nearby and there's
k w *  nothing to offset the action. It's a
bit cisorientating seeing your character
leap into empty space, with only a
graduated backdrop providing any sense
of perspective. Still, if it meant sacrificing
the speed or the animation, then the
programmer has made the right decision.

Talking of jumping into empty space
though, there are more than the permitted
number of suicide jumps in the game
(according to the guidelines outlined in
AP's 'How to write the perfect platformer').
A suicide jump is one in which you have
no idea what you're jumping into because
the screen won't scroll down to show you.
Half the time you land on a platform, but
the rest of the time you end up in the
drink, on a spike or straight into the arms
of a baddie. This is not fair, and I don't like
it. Admittedly, familiarity with the game
improves the situation, but it's still not a
good thing, so I'm going to dock, ooh, 7%
off the final mark for that.

But let's not stray from the main
tenet, which is that Global Gladiators is an
excellent platform game, an extremely
faithful conversion from the Mega Drive,
and well worth your cash — and even if you
are fed up with platform games.
•  TIM TUCKER

Blow away the non carnivore
fodder, and remember -

mould is murder.

0  U P P E R S  Brilliant
animation. great graphics,
slick gameplay. endearing

characterisation. large involving
levels, exciting product tie-in (well.
you know...) - where do I stop?

0  D O W N E R S  Suicide
jumps - big downer. Also,
about three days after I

started playing it I had this dream
where Ronald McDonald (he's scary)
appears. pulls off his red wig and
clown mask to reveal a grinning
skull beneath, breaks into maniacal
laughter and points to a hill where a
Rabbi is ordering a McDonalds
breakfast, while I'm frantically trying
to warn him that it contains pork...
(Stop this right now. — Ed)

T H E  B O T T O M  L I N E
Forget any political correctness
factors, McDonalds aversions or
platform fatigue and just concentrate
on enjoying this fabulous romp. And
forget about that nasty
scary Ronald McDonald
fellow too. 84
T H E  B O T T O M  L I N E

It's exactly the same
on the 1200 (the
scrolling's certainly no

smoother). How about a version with
enhanced backgrounds, eh?
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Joe  Bost ic ,  S c o t t  K  B o w e n
P r i c e :  £ 3 0 . 9 9
R e l e a s e :  O u t  n o w

ature can be weird sometimes
- it's like it just knows exactly
what's going on in my life. Take
this game, for example. No

sooner have I loaded it up and watched its
intro in all of its moody, atmospheric glory,
than the sun's blasting down on the entire
country in general and the AP office in
particular. Through a combination of solar
radiation raising the ambient air
temperature and a complete lack of air
conditioning, everyone's been getting
really ratty and irritable, resulting in an

1-1 EN TA J  J  J A I S
0rdos Harvester  is empty.

To m e  sot .  —
f r o n f i e ,  k  * 3 " s e  OrdOs.

...Ilse s,,, . .
p a s t  '  - "  me righ pdexPanse spice,

t '  Malty hrvested. Ice'

a spice harveste
mood
that's been tense.
aggressive and incredibly sweaty.

So what's my reading of this
situation? Well, I reckon it's a lot to do with
Mother (or Ms) Nature wanting to increase
my enjoyment of a violent, fighty sort of
game set on a desert planet by providing a
suitable atmosphere of blood, sweat and
tears. Or maybe it's that summer's here at
last, and I've been rating my position in the
cosmic scale of importance rather too
highly. Again.

Apart from the
obvious link of the
title, Dune 2's got
nothing to do with
the original Dune
game, which was

C r y l A t , ,

aM
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an adventurey sort of affair.
This time it's kick-ass wargame action and
face-stomping all the way, with the only
let-up in killing and dying being a spot of
heavy construction. Regular readers will

troops socking it m fo t h e d  scenario n is•-•

no doubt have noted by now that this
game's got all the hallmarks for getting
some sort of gold award for mass
destruction, and you'd be right, not

because I'm hypersensitive to the
appeal of wargames,

An ideal end-ga e

this, with Your
'a.rsgrand-style...

VA)

4;4;6

ra-"
4.44

ke"k0e,fky

Witness the scene of  a
savage battle. View the craters, the
smouldering wreckage, the splots thd
were once good, proud, decent men.

but because this is one
a :  incredibly good game.

Set on Arrakis a good few
millennia before those famous

e  F r a n k  Herbert books kick off,
Dune 2's based around the

0 p r e m i s e  that Emperor Frederick IV
has been an inordinately bad boy
with his credit cards, and• . r. :k  consequently needs several million

tonnes of Spice pretty quickly, or the
'72 g u y s  from Galactican Express are
z  g o i n g  to pay him a visit and break his

legs. Or something like that, anyway.
' ( S p i c e ,  as you may or may not know, is

U) a  mind-altering substance that allows
humans to navigate through hyperspace,
and so is a massively valuable
commodity. It's also unique to the planet
Arrakis — the eponymous Dune — and so
whoever controls the planet Arrakis,
controls the galaxy.)

Acting for their own selfish ends (but
still answerable to the Emperor) are the
Houses, feudal powers ruled by Barons
and Counts. Dune's usually controlled by a
single House, but in a bid to increase
Spice mining levels to a previously-
unheard-of level, Freddy boy's worked out
a unique incentive scheme. He's set three
rival Houses down on the planet and given
them the simple choice — work, or die!

This is where you come in, and if you
hated the movie, never read the books
and are completely uninterested in science
fiction in general, then it doesn't matter in
the slightest, as the game stands up
strongly on its own merits as a
war/strategy game. The aim, as with most
war things, is total world domination for
whichever of the three Houses
you choose. With 22
battles for each
House (that's a
grand total of 66
scenarios to play
through, stat fans)
you're going to
have your work
cut out. The
Houses

...It's hard to believe
that the base used to

look like this, with
factories, silos and

even a sizeable fast
food franchise.
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Three day go-slows and work-to-
rules have no place in this
particular vehicle factory.

have access to varying
equipment, which affects the
tactics and gameplay for each
scenario. House Atreides, for
instance, relies on motorised
armoured vehicles for instance, whereas
the evil House Harkonnen uses mainly
infantry shock troopers.

The game's split into two parts, and
it's important to work out whether it's
successful combat or Spice harvesting
that's required to complete the level.
These two parts are connected by the fact
that Spice is money, and money's required
to build both installations and weapons, so
if you spend all your Spice reserves on
tanks when you should be harvesting the
stuff, you're on open sand without a
thumper (Dune joke, ha ha.)

SOME SANDY TALKING
At the start of each game, you've
got a building site protected by
a small force, surrounded by an
expanse of uncharted desert.
This area remains black until
you send troops to investigate,
which is vital as you've got to
discover Spice fields as well
as your enemy's positions.

She's slinky but also
has very little to do with

the game. Shame

WHO'S IN THE HOUSE?low

D U N E  2 :  B A T T L E  F O R  A R R A K I S

Spice plants aren't things that grow
and produce ginger and cinnamon.

Well, not in this game.

To get your
base up and running, you've
first got to build a wind generator for
power, and then a Spice processing plant.
At this point a roving harvester will be
flown in and you can send it off to the
nearest Spice outcrop.

Round about this stage in most
scenarios, you come into conflict with one
(or both) of the enemy Houses, and you
get down to the serious business of killing
people. In later levels you have the choice
of using huge battle tanks and missiles,

but in the first few it's a desperate
struggle between small groups of

infantry and armoured cars.
Combat, like everything else in

the game, is controlled using
the mouse, and is as simple
as clicking on a unit, clicking
on a command (attack,
retreat, move or guard) and
then clicking on the given

area that you want it to attack.
retreat to or guard.

The unit then responds
with a cheery and
particularly well-sampled
'acknowledged' and will

TAT-Lroviumu
They're not going to win any prizes
for stylish architecture, but each
and every building is vital to your
campaign against the other blokes.

These streamlined babies cruise (extremely slowly)
around Arrakis and harvest the Spice. It's a bit of a
dull job, but so essential you wouldn't believe.

Although similar to the Sydney Opera
Noose, these wind-powered gt o r s
actsmity generate power. From the wind.

carry on doing whatever you told them to
do until you tell them otherwise. Overriding
the 'order' mode is an automatic self-
preservation mode, so if a unit is attacked,
it'll fight back without being told to and
retreat when the odds get too great. This
is vital, as once the battle swings
into top gear, there's far too
much happening to
bother about girly
infantry units who
can't hack it on a real
man's battlefield.

With damaged
units lurching about
pouring smoke, and
destroyed infantry
screarniig with their
dying breath before
becorntrig crumpled corpses in the
sand fighting's hugely entertaining, but
there's the hasp development and Spice
harvesting to cope with as well. Two or
more processing plants are vital for most
nsawo. especially when sandworms
start emerging from out of the gritty deep
and swallowing your harvesters, but what
to busld after that depends on you. Radar
posts are good for surveying the
battlefield, silos are essential to store
Spice. and factories can churn out

r - 4  t s   1 1113 Even as we
watch, men in
hard hats are

standing
around in the
construction

site preparing
to build one
of these on

that spare bit
of concrete.

The radar base lets you see all of the battlefield,
well, all the bits you've explored anyway. The box
shows the area displayed on the main screen.

"The game
stands up

strongly on its
own merits"

G A M E  R E V I E W S

At Pontins, Arrakis, the redcoats
rule these 'fun days' with a rod of

iron. Quite literally in fact.

vehicles to replace battlefield losses. On
later levels, you can add armoured towers
and walls round your bases, and even buy
roving construction sites from off-planet to

set up several different bases.
The planning involved is

complicated further by each
power plant being able to
produce a finite amount of
energy, and also by the
appearance of missile
weapons, which can trash an

widespread area in one go. To
counter these problems, you've

got to spread out over a wide area
and have lots of little, independently-

powered sub-bases.
It's sort of Sim City meets Battle Isle,

only I found it more fun than either of
them. Being a bit of a Dune fan, I really got
into the setting, but even without any
background, you'd be hard pressed to not
be completely wowed by this. I'd
personally go and buy it, and I'm stingier
with money than a Fremen is with his
bodily liquid waste. (Another Dune joke,
seemingly. Don't worry, he's fired. — Ed)
•  MARK WINSTANLEY

U P P E R S  Great idea,
great graphics, great speech
and sound — great fun all

round really. Pretty unique too — I
can't think of any other wargame/
Sim City-esque cross-over game.

D O W N E R S  Not the sort
of thing you can 'have a
quick game' of, and masses

of disk swapping precedes every
game. Umm, that's about it.

T H E  B O T T O M  L I N E
You don't have to like Dune (the
books and film) or Dune (the game)
to play this, but it helps. But even
without the sci-fi background, this is
an fun and absorbing strategy game.
If you've any idea what Muad'dib or
the Kwisatz Haderach are,
then you're probably
going to split your still-
suit in excitement. 91
T H E  B O T T O M  L I N E

The whole thing's
slightly faster and the
map-scrolling's

noticeably smoother, which makes it
even more of a pleasure to play.
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The price
is £3.95...
it could
save you
TEN TIMES
as much.

The Good Hardware Guide
on sale July 1st



S P A C E  L E G E N  •

EMPIRE AND AMIGA POWER
ARE PROUD TO PRESENT

I A  S E
PACE LEGENDS COMPO

V I P !
Or, indeed, several VIPs, because
the prize we've got for you lucky
people this month is nothing less
than (in fact, it's exactly the same
as) a VIP pass for FOUR (count 'em!)
people to the UK's toppest theme
park, Alton Towers. As well as the VIP pass (entitling all four of you to free goes
all day on all the rides, lots of freebie clothing, a slap-up lunch at the Swiss
Cottage Hotel restaurant, and well, VIP treatment generally), the charming and
desirable people at Empire (in association with AMIGA POWER) will put you up
in the plush Periquito Hotel (dinner and breakfast included). AND contribute £100
of travelling expenses to get you there in the first place. AND THEN, just in case
you missed anything first time round (which is distinctly possible. given that
there are a mighty 125 — count 'em! — different rides and attractions
in Alton Towers), we'll even chuck in ANOTHER day pass
for all four of you! Two runners-up get one-day
passes, and another five get copies of
Space Legends. Better do
some questions, eh?

T H E
C O M P O

1 What was
unusual about the

tower inhabited by
Steve McQueen, Paul

Newman and Fred
Astaire in the 1974 movie

directed by Irwin Allen?
2 Which tower was

immortalised in song by top
student bedsit doom-raver

Leonard Cohen?
3 Which tower was the scene of

Galileo's controversial experiments with
gravity in the early 17th century?

Send your answers to: Oops! Nearly Forgot
To Mention Space Legends (The Great New

Compilation From Empire) Competition. AMIGA
POWER, 29 Monmouth St, Bath. Avon BA1 2DL.

T H E  R U L E S
•  Employees of Future Publishing. Empire. Alton

Towers. IBM, Sony. ICI. Grand Metropolitan, Ford Motors.
Lever Brothers and Nestle aren't allowed to enter. Sorry!

•  The closing date for entries is July 31 1993.
•  Late entries. multiple entries, entries inside envelopes and

entries not addressed to the correct address (as stipulated above)
will be eaten by Boaby, our invisible dog. His decision is final.

11
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Every month, we bring
....._.. y o u  up-to-date, informed

41.- a n d  vital information on
l o l l % w a r  . , the latest games. Our

• f i n g e r  i s  always on
the pulse.

POLICY OF TRUTH
We won't review unfinished games just to claim an exclusive.
We don't pander to games publishers -  we say what we
really think.
We only use experienced, professional reviewers.
We won't bore you with mountains of technical-jargon.
hardware tedium.
We take games seriously, because you do too.

Complete Control
provides hints, tips,
cheats and
comprehensive
playing guides on the
latest big games, and
the older classics.

Nobody reviews a
game like us. We
have a reputation
for providing

7  definitive,
authoritative
reviews of the

latest games. With
everything from concise
coverage of PD and budget
games to massive four-page
breakdowns of the big name
games, we've got the only
reviews that matter.
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... AND RECEIVE
ONE OF THESE FANTASTIC

GAMES ABSOLUTELY FREE!

Indicate as appropriate

Please send me ❑ SUPERFROG ❑ BODY BLOWS

❑  U K  £39.95 ❑ EUROPE £67.80 ❑ REST OF THE WORLD £96.85

B O D Y  B L O W S  A P  R AT E D  8 9 %  S U P E R F R O G
The best Amiga beat-'em-up of all time, with the hottest kicking, punching and
fighting action around. You get three disks, eleven characters, seven locations
and as many special moves as you can handle. Show this to your puny console-
owning friends and they just won't know what's hit them. Or you could go for...

A P  R AT E D  7 8 %
The true state of the art in supercute platform games. lovingly rendered by Team

`or your personal smooth-scrolling enjoyment. They don't come any faster than
this - its slick, it's tough, and it's even got a fruit machine in it. And a frog of
course. There's 24 levels to battle through. so what are you waiting tor? Get to it!

T ALL THE BENEFITS Y O U  GET W H E N  Y O U  SUBSCRIBE!
You save time •  You save money •  You guarantee your copy

•  You get it delivered •  You get one of these fantastic games free!
RETURN THE COUPON (BELOW) OR INSTEAD CALL OUR CREDIT CARD HOTLINE ON 0 4 5 8  7 4 0 11

YES! Please enter my subscription to AMIGA POWER

NB: So that you receive your magazines quickly and undamaged, overseas subs are
EEC customers registered for VAT, please quote your VAT registration number.

METHOD OF PAYMENT please indicate
❑  =  ❑  CHEQUES payable to Future Publishing Ltd

card no ❑ ❑ ❑ ❑  ❑ ❑ ❑ ❑  ❑ ❑ ❑ ❑  ❑ ❑ ❑ L
expires 11101110

Signature

Name

Address

Post Code

Telephone No
Please tick here if you do not wish to receive direct mail from other companies ❑
Enclose this coupon (together with your cheque if applicable) in an envelope to:
AMIGA POWER SUBSCRIPTIONS, FREEPOST, SOMERTON T M  1 7BR
THIS COUPON IS VALID UNTIL 31 AUGUST 1993 A P / M A C / 0 8 9 3
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The history books a

have tried to do
Now here is your chance
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Quantum Software have developed a new game system enabling you to  play against 5 other human
throughout the United Kingdom. This system is called Interactive Computer Play (I.C.P.). Although the o
I.C.P. stem from Play By Mail, Quantum Software have taken this is a step further. The game is played
computer as in any other computer game, the difference being that in order to interact with other players
are saved to disk, forwarded to us for processing by our computers. All turns are on a seven to fourteen day

Global Conflict is a contemporary strategic wargame for 6 players. The game is played on a world map cons
31 di fferent countries. The computer will randomly choose 6  countries, one for  each player. The rema
countries are neutrals controlled by the computer. A player needs only to retain occupation o f  any one co
remain in the game.

Features Include:
• Over 20 different types o f  Combat Aircraft •  6 different types o f  Armour • 6 different types o f  Artillery •  Modern
Stealth Aircraft •  Recce Satellites •  Modern Combat Infantry •  Surface to Air Missile Batteries •  Early Warning Radar
Sites •  Ant i -Tank weaponry •  Hand-Held Surface to  A l r  Missiles •  Aerial Recce •  Strategic Bombing Missions •
Precision Bombing Missions •  Ground Attack Missions •  Over 12 different types o f  Aircraft Armament •  Both NATO
and Soviet weaponry used •  Option to view air mission from Aircraft Cockpit •  Option to view ground combat from
Battle Command Centre •  Detailed graphical and written information on any weaponry used in the game •  Further
Weaponry Data Disks to come • Intelligent behaviour by computer controlled neutral countries • Option to printout a
copy of all reports •  Player to Player Message facility •  Realistic Sound Effects •  User-friendly Game Interface •  Hard
Disk Installable.

ext

players
rigins of
on your
all turns
basis.

isting of
ning 25
untry to

Quantum Software will present a cheque for £500 to the
player who wins the VERY FIRST game o f  Global Conflict.
Thereafter any further winners will receive a Quantum Gift
Voucher.

A boxed game containing Manual, Disks and 2 Free Turns
for only £12.99. Further turns are charged at £2.95.

Due t o  the complexity involved in matching players t o
games, please allow approx 28 days for delivery.

r G  lobal Conf l i c t  - A m i g a  1 M b  RAM on ly  ( A 1 2 0 0  Compat ib le

Full Name

Address

) (AP)

Post Code
Please supply me with a copy of Global Conflict
I enclose a Cheque/Postal Order for the sum of £12.99 made payable to Quantum
Software.

QUANTUM SOFTWARE, 14 BENTHAM ROAD, LANCASTER LA1 41X.
TEL: 0524 841616
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WHAT'S YOUR
AMIGA GOOD FOR?
ANSWER:
•  Computer art
•  Desktop video
•  Games
•  3D modelling
•  Comms
•  Programming
•  Multimedia
•  Business
•  Word processing
•  Desktop publishing
•  Music
(...Cont. on p2194)

AM/GA
FORMAT p r e s e n t

Get  t h e  most
out of  your
Amiga

• Just
£ 1 9 . 9 5

inc lud ing
disks!

G e t  the Most out of your Amiga
','?:' is the third edition of the best-selling

Amiga title first launched in 1991. The aim
is simple: to produce the most authoritative,
comprehensive and up-to-date guide to the Amiga,
its uses and its software. Separate sections are
devoted to specific subjects like music, word
processing etc. and they're structured so as to
provide background information about that area
followed by specific product recommendations.

The Amiga market continues to expand at a
terrific rate following last year's hardware launches.
Because of this. Get the Most... has been
completely rewritten for 1993, and in the process
has swelled to well over 300 pages. Also included
are two disks packed with specially-selected public
domain and shareware software.

The Amiga is the most powerful, versatile and
cost-effective computer there is. Find out just what
yours can do with Get the Most out of your
Amiga

•  300+ pages
•  90 reviews
•  50+ game tips
•  1.5Mb of

software

Get t h e  Most  o u t  o f  your  A m i g a  1 9 9 3  P r i o r i t y  Order  Form
Get t h e  M o s t  o u t  o f  your  A m i g a  ,4) I7P
will be available in the shops, but you can
order a copy of this book right now, direct
from our own Mail Order department. Postage
and packing is FREE — you don't even need a
stamp to send this order off!

Please send me: (tick as appropriate)

c o p y / c o p i e s  of Get t h e  Most  o u t  o f
your  A m i g a  5i gi,245 at £19.95 each

Method of payment (please tick one):

VISA H  A C C E S S  ❑  C H E Q U E  I I  P / O

CARD NUMBER
=

Expiry date:

Please tick here if you do not wish to receive
direct mail from other companies: El

Your name

Your address

Your signature

Now send this form to:

Future Leisure Books Offer
Future Publishing Ltd
Freepost
Somerton
Somerset TA11 7BR

For office use only:

ORDER CODE: FLB009A
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51 COMPLETE

control
Big changes this month as Jonathan Davies

reluctantly hands over lock, stock, barrel,
the Complete Control mailbag and a
knowing grin to his eager apprentice

waiting in the wings - Rich Pelley. So come
on Rich: don't just stand there - get tipping!
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The realism is
uncanny, in that

England never
seem to win here

either. Arf.

JRAHANI I
O I D O C H ' S
C R I C K E T
( A u d i o g e n i c )
Judging by your letters, the demo of
Graham Gooch's World Class Cricket
that we gave away two issues ago
appears to have successfully enticed
a highly respectable number of you to
go out and buy the complete game
and, I'm delighted to add, send in
some tips for us all to share. See, you
can play a decent game of cricket on
computer, after all.

So, weeding out some of the
more elementary advice, here are the
combined efforts of Dave Angel of
Newcastle, Craig Seddon of
Manchester and Justin Cage of
Birmingham. They both deserve our
eternal thanks and, hell, why not? -  a
prize each. Take it away, boys:

1. Once you have mastered the
moves, it is surprisingly easy to bowl
out the batsman with almost every
ball. Use your spin bowler and pitch
the ball at the furthest point away
from the batsman in the centre of the
wicket. Then spin the ball at maximum
spin to the left and you should get the
batsman every time. If you find that
can't achieve enough spin, bowl from
the other side of the wicket and do the
same thing in reverse.

2. Also try bowling outside the off-
stick halfway from the edge of the

crease. The batsman will play to hit
but will nearly always miss.

3. Of course. you will want to vary
your bowling techniques greatly. By
varying between points 1 and 2 and
bowling deliberately off-target now
and then (bringing in an extra slip for
the catches) to play for edges, you
should be able to take your
opponents' wickets quickly and for
very few runs at all.

4. Best of all. there appears to be a
cheat available when your team is
batting. As the computer is bowling at
you, pause and unpause the game.
You should notice that the small white
square which tells you where the ball
is going will no longer be moving. The
bowler will now be totally useless
bowling many wides and bouncers
which, while you are batting, is an
extremely Good Thing.

5. If you find that you are a dab hand
at bowling but your batting leaves a
lot to be desired, or indeed vice-versa,
then maybe it has never occurred to
you that you can save the game and
alter the skill level for each innings.

6. And (chuckle) don't chose England
if you want to have any hope of ever
winning anything.

( T e a m  1 7 )
We weren't especially fond of

Team 17's latest when we reviewed
it two issues ago, but perhaps we

should be eating our words because
we've had more mail concerning
Superfrog over the past couple of

months than, well, any other game at
all. We printed the level codes in full
last issue but a large number of you

have written in since to let us know of
an invincibility cheat — all you have to do,

apparently, is to hold down the right
mouse button and old frog-face will flash

indicating that the cheat is active.

L E M M I N G S  2

When Lemmings tribes
go to war, a medal's

all that you can score.

( P s y g n o s i s )
A cheat to allow us to select any level on
any tribe in one of our favourite games in
the office at the moment would be nice,
even if, well, we would only be cheating
ourselves. (Such psychological barriers
never seem to have deterred any
member of the team before, though.) So,
it's over to Simon Dixon of Stockport
then: "Go to each corner of the menu
screen and press BOTH mouse buttons
each time until you hear a lemming
faintly squeal 'Let's Go!'. You should
now hear this at each point of pressing

"wIIPIIIIIIMMIERIA IMPVIIMPA t h e  mouse buttons. Now you can select
any level on any tribe and have 60 lemmings on each, which means that you only have
to complete the last level of each tribe to complete the game!"

( G l o b a l  S o f t w a r e )
It's one of the fastest, cutest

platformers around, but if you think it's
just too fast, you can stop the timer

by typing TIMEFLIESLIKEABANANA
at any time. A short and sweet tip

there, probably not unlike Chris
Spratt of Surrey who sent it in. Ezra

Matebele of Newcastle would also
like to draw our attention to a secret

level that some players may have
overlooked — it's on level 1.3, and can

be found by climbing up to the ninth
branch of the tree (which is the one with

the birds on it) and running off the end. You
will then whisked off to a room containing some

diamonds which can be collected for extra points.

Now this could be
'Tearaway' Thomas

Farnham (out of
Brookside). But

maybe not though.

T I
( F l a  i i
Fancy i
has the

"St.
push ui
can now

SI
SI

Sen
Stuart C
(from F.

is of
have

allow
motion
to do

subs
walkii

yol

every
time

D
Don't pi
whatevi
then ha
excuse
send t
Street
award



ne

≥I on
es in
ce,
ing

So,

>ns

ct
re

TROLLS

With a hop, a jump, and a
nifty little level skip, your
Trolls can go everywhere.

( F l a i r )
Fancy a bit of level skipping? Then maybe Nicholas Mewton of Weymouth
has the answer. Yep, hang on, it looks like he definitely does:

"Start playing and get to the Soda Pop level. When it says 'Get Ready'
push up on the joystick and hold down K whilst pressing the fire button. You
can now skip the levels by pressing the Escape key."

SENSIBLE
SOCCER

( R e n e g a d e )
Like it or loathe it, there's no ignoring
Sensible Soccer, or at least not until

Stuart Campbell decides to retire. Here
(from Simon Dixon of Stockport again)

is one cheat (which I don't think we
have mentioned before) supposedly

allowing you to play the game in slow
motion a la Kick Off 2. What you have
to do is play a match and then make a

substitution. Then when the player is
walking off, press the Escape key and

you will quit the game. Start another
match and you should notice that

everything plays at slow speed. even the
timer! To retum to normal, make another

substitution but let it carry through.

Sensible Soccer- accept no
substitute. Unless of course
it's tiro fast for you to win...

Escape -
I know.

D O N ' T  FORGET
Don't put off till tomorrow what you could do today. That way, you can fit in
whatever you were going to do on the day after tomorrow tomorrow, and
then have a complete day off. Which means that there can be literally no
excuse for not having enough time to come up with some great tips and
send them to us at Complete Control, AMIGA POWER, 30 Monmouth
Street, Bath BA1 2BW, not forgetting that there are Prizes! Prizes! Prizes!
awarded for the more substantial ones we use.

T R O L L S  +  S E N S I B L E  S O C C E R
+  F L A S H B A C K

( D e l p h i n e )
Flashback certainly is a game and a half,
and now that it has actually been released
we thought it might be quite a good idea to
print this mini-solution (or at least half of it
-  you'll have to buy next month's AMIGA
POWER if you want any help with the later
levels). So here we go. Hold tight!

S e c t i o n  1
Firstly, collect and activate the holocube.
Ensure that you have your gun drawn
before entering the screen above and to the
right to take out the first robot. Run right
past the second robot, across the top
platform, and shoot the mutant. Climb
down, take a running jump right, turn and
draw your gun. The door should open and
the mutant should blast the third robot; else
duck down and blast it yourself.

Collect the cell and pay a visit to the
recharge machine a screen below and to
the right (charge both the cell and your
shield if need be). Insert the cell at the
bridge, cross and take the lift. Use the
stone to lower the lift and
collect the teleporter — this
should be exchanged for
the ID card with the man F l a s h b a c k
you'll find if you take w o r l d  of mu
the ledge above the a n d  mem
recharge unit.

Back at the
teleporter, take the
second lift down
and negotiate your
way right until you
reach two mutants.
Take them out, walk a
screen to the right, use
the switch and jump the
beam. Cross the bridge,
throw the stone to sidetrack
the mutant and in turn kill the
guard, collect the key to the right and pick
up the credit card on the next screen.

Re-cross the bridge and head left. Use
the key in the first lock and the ID card in
the security lock. Take out the mutant and
then chuck a stone to distract the two
mutants below. Run and roll yourself past
the security device and pay the old man for
an anti-gray belt.

S e c t i o n  2
Reaching your friend Ian should be no
problem — follow his cue to the chair for
some explanation of exactly why and where
you are. Talk to him again and he'll give you

...oh, and don't forget tits
job centres and characters
called 'lack' and 'Ian'.

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

the force field. Head right, jump the gap and
kill the mutant. Pick up the fuse and mend
and use the lift. The subway is to the left,
which you should use and disembark one
stop along at the America station. Take the
lifts and talk to the barman, and then find
Jack the Forger.

Jack's fee isn't low, so you'll need to
earn some money. Upon visiting the job
centre in Europa, the second man will
inform you that you need an work permit in
order to get a job -  so collect one from the
city hall and return.

J o b  1
Watch out for a jet-packing baddie waiting
for you at the top of the second lit outside
the travel agent.

J o b  2
The 'Restricted' Zone 2 can be approached
without threat, so do so and meet the VIP
there. Step over the mine on the third
screen, swing on the edge of the platform

(don't just fall) and guide the VIP to the
lift. Watch out for a second

mutant one screen to the left,
then climb the left platform

l i k k i  in the next screen and
keep firing at the
security bee until it

-.r. '  exp lodes .  Activate the
second, run to the left
corner and blast, pick
up the key, and guide
the VIP to his
research centre. You'll
be teleported back to

the job centre.

J o b  3
Show the man the photo of

the cyborg. The second time
you are told to go to Restricted Zone

1 there will be a mutant waiting for you — so
be prepared. Pick up the key, use it on the
lock and climb down. Ensure that your
forcefield has been selected, draw your
gun, run into the next room and blast the
hell out of the cyborg.

J o b  4
This level is very much a matter of practice
— in other words, there's very little useful
advice I can give. In fact, I think that's quite
enough help for this month. So, if there's
one thing that you really need to remember,
it's to tune in next month for the concluding
tips. See you then!
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NHEitiltT
Tim Tucker's back with some hearty suggestions for seeing off boss monsters.

L a s t  month we looked at Lionheart's hidden bonus
areas and the numerous treasures to be found
there. But there are at least a couple more extra
lives that you can easily pick up — if you know

where to look for them. On Level 3 (the second swamp
level), run past the spikes that rise up from the floor until
you reach the tree at the far end. On the first platform
you'll see a potion bottle amongst a seemingly
impenetrable clump of thorns. Jump past the thorns (you
can't make it in one go, so you'll lose a heart) and you'll
find an extra life. A helpful beetle will then take you up
safely to the next platform.

There's another extra life at the end of the same
level. When you come to the tree that takes you up to the
next spider cave, don't go up it but carry on along the
level. Aha. There it is, being guarded by an insect nest.

Now, fortified with as many extra lives as you can
find, it's time to take on those end-of-level baddies.

G i a n t  Insect
His first attack involves some swinging, er,
balls from his underbelly. Just take a swipe at

them. Next he drops some eggs, so take on each of the
(in fact rather cute) Baby Giant Insects by using the
crouching foot swipe. To actually destroy the Giant Insect
himself you have to kick the back of his neck. Use the
platform birds (the ones you have to hit before you can
jump on them) to climb up onto his back, then take shots
from there. A hit will cause the insect to change colour
and you'll be thrown off. Then keep repeating the process
until he's finished off.

1-3

Fire  D e m o n

4-6 Run to the right and use the platforms there
to make several attacks with the downward

fighting jump. Jump to the right as soon as you hear the
sound effect that tells you that the demon will jump. Then

try to get between his feet. Duck when he lands on you,
then stand up and hit him from below. Duck again if he
comes down for his next jump. As soon as he's jumping
again, follow him to get between his legs again.

G i a n t  M e t a l  D r a g o n
You can detect when the dragon is going to
release a beam because he turns his head

slightly just beforehand. Fly up, avoid the beam and steer
downward and to the right as fast as possible. Watch out
for the grenades thrown by the little critter on the dragon's
back. Fly under the dragon, jump upwards and climb onto
his paws. Attacks from the dragon's head can be
deflected by a well-timed sword hit. Climb onto the
dragon's back, finish the critter and hit the blinking device
in the dragon's neck. After a successful hit to this
vulnerable spot the dragon throws you off. Repeat this
tactic two more times and the mighty beast is finished.
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The F i n a l  S h o w d o w n
. ! • . . . ,  a t  you so far

Tut Its no lime to retax -  there's three more to come'

First M o n s t e r

11-1 , ,q i rn ing,  lump onto the second
'eiN pole from the left Wait From here you

:an make a direct first hit on the enemy. The best tactic
jumping the poles is to wait until one nearly sinks into

-le lava and then pump to an ascending pole on the left or
'gilt Don't Jump around wildly Prepare for an attack
when you hear the scream of the approaching monster

Second Monster
14-16 This one can only be damaged by

hitting back his own shots The trek is
10 stand quite close to him. otherwise he'd lump over the
relleCted shots This fight is rather easy when you realise

that the shots are always coming in a pattern of one shot
thigh and one Shot low Just stay n the rhythm and run
beneath him when you reach the nght or left border.

Novice
17-20 It should be rather obvious that you

have to use the platforms that Norka
keeps spitting out in order to make an attack with the oft•
mentioned downward fighting attack lump The real trick is
to survive htS second attack. in which he rains boulders
down on you. Just stand directly beneath him and remain
cool I I  you're under threat from a boulder falling directly
downwards, lust hit it with your sword. As soon as Norka
stops throwing, run away immediately or he'll drop on you

The Midden Level
Unless you ve forgotten. your Lionhearr character has
more than Just the Lionheart to reclaim and Norka to

defeat He's alsoinisnIon banging back his girlie. To do
this he needs to fond the Magic Amulet to bring her back to
life (Why is it that things rn compiler-game land ate never
as simple as they first sound' - Ed) And this Magic
Amulet ts located in the Hidden Level

The entrance to the Hidden Level is in the volcano
level. You might have noticed the square stones that you
can move by hitting them with your sword However. there
is a method of moving them when you're standing on
them - by using the downward fighting pump lagainli
Depending on which side of the stone you hit, it moves left
or nght. Tots way you can move large distances across
the lava pool. Use this method to get to the right of the
screen with the fourth stone. Here you will find a
passageway Go right until you find the entrance Now
fight your way through this hidden cave and collect the
Amulet After all this, viten you complete the game you'll
be treated to an enhanced end sequence Hooray, •
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U n l e s s  you're some kind of
games playing demi-god, then
to get through Arabian Nights
you're going to have to get to

the secret rooms — that's where you'll find
millions of gems just lying around. Check
out the map above for where to find the
first few — they're usually near doorways.

1 T o  get through the magic pot maze,
you'll need to find the Maze Djinni

which is in the guard's quarters, and
guarded by a bit of a brute. Rather than
risk going up against him, just follow this
solution, numbering the pots from left to
right. If you mess up, jump into pot one to
get back to the start.

Take pot four, then three, then finally
2  two, and then work your way up past
the guards and into the top pot.

3 W h e n  you're falling down the long
tunnel, push over to the right and

you'll find another secret room through the
wall which is full of goodies. Then it's
simply a quick dash out of the jail to the
end of the first level.

L e v e l  2 :  T h e  F o r e s t
At the start of this, run right until just
before the second tree, then jump into the
trees on your left. You'll find a secret area
here with plenty of coins, but watch out for
the birdie.

A R A B I A N  N I G H T S

you through the first l e v eFill your pockets! Mark Winstanley talks
4 I f  you fall through the second bridge,

you'll find a chest containing an extra
life. To get back up again, push down on
the box on top of the spikes, and it'll shoot
you up in the air.

When you get to the turtle, he'll
5  burrow a way through the hill for you,
and you'll arrive at the three wells. The
first of these just fires you into the air,
leaving you open to attack from birds. The
second one takes you to loads of energy
potions and coins, and the last one takes
you to granny's house.

Granny needs a spool of thread, and
6  curiously gives you a thimble. By
collecting the tears of the whining bear
and watering the big daisy thingy with
them, the flower will grow and let you up
into the trees. Hey, that's handy, because
up there is where the spool of thread can
be found. Luck or destiny? You decide.

7 W h e n  granny gets the thread, she
explodes. in a particularly un-

grandma like way, but the up-side of these

octogenarian pyrotechnics is that you get
hold of a handy magic carpet.

Next stop's the rock guardian, so
jump in the box up in the tree tops and
then the underground one, and you'll be in
the room before this fearsome beastie.
Use any energy potions you have in order
to get yourself all butch and healthy, and
jump up on the left wall to get the coins
hidden there. There's now nothing left but
to get a bit 'previous' with the guardian.

8 A f t e r  three boulder attacks, the
baddie slams one into the roof, which

causes a rock fall. To kill him, you need to
bat the boulders back at him, which you
should do before they bounce too much,
otherwise they might not hit him. Once
you've wasted his fat igneous butt, it's
onto a flying level, hoorah!

L e v e l  3 :  F l y i n g
carpets  a - g o - g o
You need clues for this level? What are
you, some kind of dribbling, demented
half-wit? Either turn the skies into your
own personal kill-zone, or wave cheerfully

at the funny men in balloons, but rest
assured, you WILL get to the end of it.

L e v e l  4 :  T h e  G a l l e o n
n  There are two separate routes
, U  through the ship — you have to decide
which you'll take when you get to the first
Quadipus. Either you can go down the
rope and battle along the Eel route to get
loads of points, or you can cruise past the
Quadipus for an easier life. Let's get the
difficult bit over with first.

Go down the stairs and, to collect
some fishbones, go through the false wall
on the right of where the first set of Eels
are. It you press the buttons, the large
columns start moving so you can get past.
Hop in the cooking pot and you'll wind up
next to a large platform with holes in it and
metal studded blocks at either end.

i n  When you stand on the platform,
it'll start moving in all sorts of

directions — you need to keep up with it,
otherwise you'll end up on the spikes. It
really is spike-crazy-bonkers, and although
there are fishbones and stuff to pick up
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A R A B I A N  N I G H T S

There's two secret rooms worth checking out at
the beginning of the very first level -  you can see
both entrances along the bottom of the picture
here. You'll have to fight your way past the bad
guy to gel to the second one, but don't worry, you
can pick up more energy there too. To release the
man in chains, you need to give the snake charmer
65 jewels -  he'll then let you borrow his snake.
You use this as a handle to free the prisoner.

st l eve ls  of the world's cutest platformer.

it

along the way, you're doing well if you
manage to get to the pot at the end, and
get transported out.

The easier way of getting to this
room is past the Quadipus. After

this beastie there are a few sets of
cannons and then some Eels on ropes.

Wait until they're either at the top
or bottom of the ropes before niftily

jumping past them.

1 0 1  The pot at the end jumps you to a
V  point just across from a cannon, so

time your exit with the cannon shots. You'll
now be in the room that the Eel route
finishes off in and, if you jump up and to
the left of the cannon, you'll be rewarded
for all your efforts by an extra life.

l B o t h  routes now join into one, so
4  hit the first button you come to and

thus avoid the bomb.

There's another column here
blocking some more lovely

bonuses. The column's activated by the
button right at the top left of the room.

l a  The way out is just to the right of
%IP this through a false wall.

7  _  8  tAontohtehecrrpaobtcbononkgswyhoou

tells you he wants five fish, and
conveniently enough, there are five doors
nearby. Each door contains, amongst
other things, a Quadipus, which'II cough
up a fish providing you hurt it enough.
Watch out for miscellaneous spikes and
cannons, though.

When you've got the fish, go back
to the Crab Cook, who'll now help

you out. In the final room, climb onto the
small moving platform and flick the
switches so that the column is up. Drop
down the left-hand side and jump onto the
giant plug to complete the level.

Ready for more? Well, I'm not. I'm dog
tired after all this leaping about, so it's
siesta time until next month. Snooze...
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C O M P L E T E  C O N T R O L
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,  don't go on a mad axe-s

cn

T H E  L O S T  V I K I N G S
11 0 1  P r i 4 1 1 W S

sh N a F P

wielding frenzy - here's the complete solution to four full levels.

T h o s e  Lost Vikings, eh? Three
times harder or three times
easier than a normal platformer?
You decide. Anyway, here's how

to finish off the outdoor world levels.

L e v e l  7
4  Move Olaf down the steps and place
I  him in front of the wall blocking the

troll. Put Baleog behind him, then use
Erik's head bash to break down the wall.
Use Baleog to shoot up the troll.
2  Move Olaf and Baleog down the

steps to kill the troll and pick up the
food. Move them back up the steps, then
take Olaf and Baleog to the right to defeat
the blue dinosaur. Move Olaf and Baleog
up the steps to shoot the snail, then use
Baleog's arrows to shoot down the two
rocks to bridge the lava pit below.

Move the party across the bridge,
and use Olaf and Baleog to defeat the
blue dinosaur. Take Olaf up the two flights
of steps and position him right in front of
the flame spitting from the wall. Move the

others up behind him, use Erik to jump
and grab the food, then run headlong into
the wall and break it down. Baleog can
then fire an arrow to hit the switch and
lower the bridge.

Move the characters down to the
next set of steps, moving Olaf last so that
nobody goes unshielded. Use Olaf and
Baleog to get rid of the troll at the bottom
of the steps, then move along to the
bridge. Baleog can shoot the switch from
behind Olaf, then shoot the troll when it
crosses the bridge. From then on it's just a
short stroll to the exit.

L e v e l  8
Move Olaf forward to the bridge and
Baleog behind him to shoot the snail. Run
Erik along to the right to get the food and
the shield. Use Erik to bust down the wall.
3 M o v e  Olaf down in front of the flame

spitting from the wall, and drop
Baleog in front of him to shoot the troll.
Move the party along to the bridge, picking
up the key on the way, then drop the

W i l l i
A l •
R U I N

bridge with Olaf shielding and Baleog
shooting at the troll. Use Erik to break
down the wall. Move Olaf and Baleog
down to the lower platform and take on the
snail and the blue dinosaur first. Position
Olaf in front of the wall, use Erik to break
down the wall and Baleog to fire at the troll
and get the food.
4  Move Olaf to the edge of the lava pit,

and Baleog behind him to shoot at
the snail. Use the bubbles to get the team
up to the first level on the left. Erik can
break down the wall and pick up the key,
while Olaf shelters the team from the
fireballs. Move Erik down the steps, leap
him over the spikes and use the gold key
to open the door and get to the blue key.

Use the bubbles to get up to the top
platform. Pick up the food, then move Erik
down the steps to the blue lock, open the
door and move down to the bottom level.
Bash down the wall with Erik's head, then
quickly run in and pick up the smart bomb
and get out again before the door
descends and traps you.
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C O M P L E T E  C O N T R O L

Take the whole team down the
hillside to the steps. Use the smart bomb
to get rid of the troll, and climb up the
steps to the exit.

L e v e l  9
Move Olaf and Baleog up to the first two
platforms, shoot all the nasties, then take
the food and the shield and move back
down a level.
5  Now come the tricky bubble hopping

manoeuvres. With each character,
jump onto a bubble, then wait until you see
a bubble rising up on the right below you
and jump down to it. If you don't see one,
there'll be another directly underneath you,
so just wait until the bubble bursts. Move
them all up the steps.
a  Make Olaf put his shield on his head,
%.  thus enabling Erik to jump up to the
next platform and get the red key. Open
the door, with Olaf providing cover, and
use Baleog to shoot the blue dinosaur.
Move Olaf and Baleog up the platforms
shooting the baddies.

Baleog can kill the dinosaur on the
floating platform at the far end from the
bottom of the steps. This leaves Olaf free
to float down from the upper platform and
pick up the smart bomb. Use the smart
bomb to get rid of the dinosaur on the level
above, climb Olaf up there, and move him
next to the locked door.

Now, get Olaf to put his shield on his
head so that Erik can climb over and open
the door for the others. As soon as it's
open, run him behind Olaf so that he's
shielded along with Baleog, who can get

rid of the baddies. Now just keep moving
right in order to reach the exit.

L e v e l  1 0
7 S e n d  Olaf up the ladders first to

protect the others from the fireballs.
From the platform opposite, use Baleog to
shoot the lock off the cage. Get Erik to
jump over and speak to the girl you've set
free, then leap him over the other
platforms to get the food (jump the trolls).
0  Go down to the part of the wall where
WI the fireballs were coming from and
break them down using Erik, while
shielding with Olaf. Shoot the blue
dinosaur when it sticks its azure head out,
then carry on bashing with Erik to pick up
the food. Go down to the lowest fireball
source and do the same, but this time pick
up the red key with Erik.

Move all the guys back up to the lava
pit and jump Erik over it. Use the key to
drain the volcano, move everyone down
the slope and down the ladder. There's a
secret tunnel on the left which enables you
to enter the bonus cavem — shoot all the
trolls here and pick up the food. Carry on
moving down the ladder, shoot the troll
and pick up the food.

Use the bubble to get the characters
to the higher level. Get Olaf to put his
shield on his head and protect Baleog as
they walk up to the biock. Carefully push
the block into the gap, then walk Baleog
down the steps to the exit. Do the same
with Erik, and finally take Olaf to the exit to
get all the Vikings out. Phew! •
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Then you need...
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LAST
SORT

without Jonathan Davies

Wipe away those tears! JD may have his day, but wait and see who we've got
filling his problem-solving shoes. None other than Rich Pelley! (Er, hooray!)

Although Jonathan's departure may have come as a bit of a shock to some, I can see
no reason why, legally speaking. any form of apology is actually required for his
actions. Readers who are stumped can still write in and air their problems, so no

sorries should be solicited for them. Kindly folk who want to help others still can do
so in Loose Ends, so no pardons need be begged there. And service continues as
usual for true Last Resort enthusiasts who can see how previous game-snags are
elucidated in Cases Closed. So it seems that the only portion of the populace who

may feel slightly cheated at JD's absence are die-hard Jonathan Davies fans.
And, in retrospect, people like that probably deserve no apology at all.

FLASHBACK
Q " I ' v e  got a bit of an embarrassing

problem. I am also stuck trying to
complete the fourth job of level two of
Flashback. I can reach the computer terminal
and have located the slot to insert the card but,
and here's my problem, the terminal refuses to
accept it and then I run out of time and the
whole place blows. And am I supposed to take
the faulty card beforehand? Or not?"
Kirsten Gillespie, Glasgow

Iry f i lS  I F N I
These readers have problems that I am unable to solve. Perhaps you can provide their salvation.

a %  Hel lo there. I'm stuck with LARRY
l a  IN THE LAND OF THE LOUNGE
LIZARDS. How do you get onto the
balcony outside Lefty's bar? Do I climb up
there from outside and, if so, how? Or
what is the password inside? Finally is it
possible to shut the trash bin lid?
PS I am not bisexual, but could someone
help me anyway?" (Eh? — Ed.)
Lee Facker (Permo), Worcs

Q " I ' m  stuck on level two of ORK. I
can't find out how to open the jar.

The manual says: "A jar must be smitten".
But that doesn't help me much. Also, how
do you work out the code for level three?"
Neil Degg, Hyde

i w t  "I'm stuck on ZAK McKRACKEN.
M T  I'm in the cave in Seattle. I've got
the bird's nest and I've killed the two-
headed squirrel to get the squirrel's nest.

But I can't read the strange markings on
the wall. How do you do this, and what do
you do with the nests? And what do you
have to do on the aeroplane?"
Jason Charlton, Knottingley

Q " A n d  how do I escape off the
aeroplane before it lands?"

Mark Ashbury, Banbury

d %  "On LEGEND OF KYRANDIA,
lg where will I find the yellow, red and

blue gems, together with the yellow flower
to mix the potions to be able to get to the
Royal Chalice?"
Stephen Brown, Burton-on-Trent

g %  "How do I get past the rotor saw in
l a g  INDIANA JONES THE GRAPHIC
ADVENTURE? The only thing I have is a
grail diary and a whip."
'Citizen' Smith, Oldham

Al% "How do you get past the Heaven's
Above stage in HARLEQUIN? I

can't jump onto the platform to the left of
where you start because it's too high."
James Bachellier, Paignton

41% "And another thing — how do you
M g  get past Havoc World, level one in
OH NO! MORE LEMMINGS?"
James Bachellier, Paignton

Q " I n  IT CAME FROM THE DESERT,
I can't seem to win the battle after

the mayor has called the general alert.
Could anyone out there help me to
overcome the ants?"
Peter Cann, Rhondda

Q " O n  ASSASSIN I have progressed
down the entrance shaft and have

reached the area beneath the crane, but
can get no further. I've been stuck here

for over five months now, so I really would
appreciate some help."
Simon Lake, Devon

Q " O n  BODY BLOWS I am having
extreme difficulty in defeating

Kossak with either Junior or Lo-ray in
arcade mode. Does anyone have any tips
on how to do this?"
A Allen, Bristol

0 %  "Please, please, please, how do
M g  you hit Ozric the Octopus on
CHUCK ROCK 2?"
Elena Ruggeri, Luton

Q " I  am totally stuck on the caves
section near the beginning of

CURSE OF ENCHANTIA. How do you
get the magnet down in the room with the
plank in it? And what do you do with the
string the rock banger gives you?"
Allan Jeeawody, Cheshire

a %  "Does anyone know how to get past
‘ i g  the spikes on level 6.4 of
SUPERFROG? I'd be very grateful if..."
(Yes, Yes. We know. — Ed)
Zoe Warren, Atherton
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T H E  L A S T  R E S O R T

Disk: (100, 225)
Third man: (195, 119)
Fuel: (224, 123)
Security pass: (224, 153)
Computer: (224, 199)
Prison: (135, 239)
Saw: (151, 121)
Green monk: (85, 174)
Animal: (35, 248)
Injured soldier: (10, 36)
Scroll: (91, 173)
General: (135, 239).

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

A F i r s t ,  no, there is no need to remove
the faulty card but, as far as inserting

a new card, the game is a little sneaky
here. There is more then one slot on the
terminal and at the moment you are
standing by the wrong one. Approach the
computer slowly from the left until you are
first notified that there is a slot (this, I
imagine, is where you were standing
before). Now walk three full paces to the
right and you wilt be informed of another
(the correct) slot to insert the card.

I N D I A N A  JONES A N D
THE FATE O F  AT L A N T I S
f t  "I seem to have got Sophia

irretrievably stuck down the hole
with Sternhart — I know I need to use the
statues' heads but I can only reach two of
them. And I have not found the map room
mentioned in Sternhart's letter either."
K Kirby, Co Durham

A H e y  — weren't you reading during
issues 22-24? Use your whip to

reach the third head and, in turn, (as I
think you've sussed) use all three on the
shelf to open the doorway. And don't worry
about the map room — it will reveal itself in
due cause as the game unfurls.

M E G A  L O  M A N I A
Q "Hello. Unfortunately I am unable to

complete epoch five so I was just
wondering — you couldn't give me a code
for epoch six, could you?"
James Ellis, Essex

A  Okay. PVNCSZGYRHG ought to do
the trick.

H O O K
Q "I'm stuck. I've found one mug in the

Tackle and Bait Inn and on on the
table on the left at the Crossed Swords,
but where is the third mug? Am I just being
completely stupid or something?
Sometimes really obvious things like this
pass me right by. Like last week — I spent
hours looking for my keys. I searched the
house, searched the car, even looked out
in the road. And where did I find them? In
my pocket, that's where. So back to Hook.
You don't suppose that maybe I could just
pick up all three mugs from the Tackle and
Bait, do you? I know — maybe if I clicked
on the space that I picked up the first mug
from twice more — do you think that might
work? Huh?"
Floris Bex, Holland

A Y e p .  Oh, and next time, check your
pockets first.

HUNTER
Q "Hey! You wouldn't happen to have

any useful co-ordinates, would you?"
M D Robinson, Swansea

A A s  luck would have it, I believe I do,
and for added convenience they

come in the order that (in adventure mode)
you're required to visit them:

First man: ( 1 6 3 ,  80)
Old man: ( 1 8 1 ,  197)
Second man: ( 9 9 ,  61)
Professor: ( 5 9 ,  46)
Master key: ( 1 6 4 ,  169)
Nuclear device: (28, 227)

LURE O F  THE
TEMPTRESS

"I have collected the flask from
mg Nellie, persuaded Luthern to drink it
and then lit the oil burner in Taidge's
house. However, I cannot retrieve the
liquid, although I have a feeling that it is
something to do with the flask."
Floppy Ears the Dog (?), no fixed abode

A  You're right about the flask — I could
P i  hardly think of an object more fitting
to collect the potion in. And to get it out —
just look round for the tap. Obvious, really.

Q "For the life of me I just can't work
out how to enter the hall where

Gowin is held."
Steven Scott, Hants

A T h e  guards won't let you in unless
you are wearing a disguise —

unfortunately I can't remember exactly
where it is. Any offers?

Q "I'm in the village and my inventory
consists of just a flask, a tinder box,

some broken glass and some money.
Now, I know that Gowin was last seen
near the Magpie Inn, but what, can you tell
me, do I do next?"
Van Gorp, Holland

A  I  take it that you haven't yet returned
I n  to Luthern's to get him to empty the
flask — you'll need this empty soon.
Luthern will tell you to go and talk to the
beggar in the Magpie courtyard, whom you
should go and see at once. He'll give you
a lockpick and, well, is that enough? I only
copied this all out of issue 18 anyway.

A B A N D O N E D  PLACES
e t  "I've been playing this game for over
M g  a week (You must be knackered. -
Rich) and I'm still looking for the Book of
Worlds. Any ideas?"
Paul Martin, Glasgow

A  Er. right. I think you will need to
O a  travel to Kal Kalon, the central
capital of Kalynthia. Visit 'The Wise One'
there and hopefully he will direct you to
the entrance to the library. And this is
where the book can be found. •

CASES CLOSED
These hapless souls were previously flummoxed, but AP readers, as ever, have come to the rescue.

H E I M D A L L
Q T r y  as he might, Martin Mathers of

Stanmore just couldn't seem to get
off the first map or find a use for the
Descension Spell.

A " I t  will probably come as little
surprise if I reveal that it's the

Descension Spell that you need to cast
to move on. Cast the spell to get the
jewel from the top of the pedestal. Give
Hemlock to the hooded figure in the next
room and he will give you a chest and
that way off the island you were looking
for. (And if you are still having problems,
check out the cheat from The Last
Resort in issue 23. — Rich.)"
Ray Smith, Milton Keynes

N E U R O M A N C E R
Q C h r i s  Jones of Erith couldn't reach

the Panther Mansion in this old
cyberpunky chestnut.

A  "You'll need a search warrant, pick
i 4  axe and laxative to pass Larry
Moe. First, go to the Massage Parlour
and talk to the young woman. She will
give you the link code and password for
the Panther Mansion, together with five
pieces of subsidiary info. You may be
arrested whilst talking to her, though, so
it might be a good idea to make sure you
save the game beforehand."
Ray Smith again, Milton Keynes

BRAT
Q Philip Sadler of Darlington put in a

request for the level twelve code.

A  Well, NAGAITSU, actually."
P t  Ray Smith, still of Milton Keynes

LEGEND
Q Julian Jones of Wrexham was

having door-opening problems on
level seven of Fagranc.

A " I t  might seem a bit drastic, but
after entering the room via the

western door and allowing the switch-
activated door to close, kill any one of
your party (except the Runemaster) by
casting repeated Disrupt spells at them.
Leave their bones in the room, go round
and re-enter the room through the
eastern door. Cast a resurrect spell at
the bones and re-animate your dead
adventurer. Operate the switch to open
the door and allow your newly-
resurrected mate onto the western side
of the water to gain access to the chest."
Billy Whizz, London

A  "And here's a quick hint for the end
i s a  of the game. When you eventually
reach the end, concentrate on taking out
the King, and use the key he drops when
he dies to open the door on the opposing
side of the room. It might look like a dead
end. but take a close look at the column."
Shane Maunder, Hull

SPELLBOUND D I Z Z Y
Q Jan Holmes had saved Dylan,

Grand Dizzy, Denzil, Dora and
Pogie but was not too sure what to do (or
who to save) next.

A  'Well, by the absence of Daisy
O a  from the list of people you have
saved, I can only assume that you
haven't saved her yet. Firstly, jump
diagonally right from the Whale Fountain
and pick up the flippers. Now get
gobbled by the the egg-eating plant and
proceed right and up to the secret shed
where Daisy awaits."
Rob Whitehead, Coalville

I N D I A N A  JONES A N D
THE FATE O F
ATLANTIS
Q B o t h  Allan Smith of Leuchars and

Maarten Vitrings of Holland

couldn't seem to find the correct setting
for the stones on the dial on the outskirts
of the big lost city of Atlantis.

A  "Okay lads, you've obviously
0 4  realised that the correct stone
positions for the relevant points in the
game are given in the lost text. But this
time you have to set them to the opposite
of Plato's instructions — that's the catch.
Simple when you know how, isn't it?"
Haydn Mullineux, Manchester

Q S t e v e n  Sherwood of Bately could
not get the spiral from the temple.

A  "Get Sophia to distract Sternhart
A  and take the kerosene lamp from
the trinket stand outside. Open the lamp
and use it with the darkest spiral and it
will come off in your hand. You say in
your letter that you have tried this but it
didn't work, but it does! There's nothing
more to it than that!"
Haydn Mullineux, Manchester

And it wasn't Kirsten Gillespie of
V I  Glasgow's lucky day for docking
the sub in the airlock.

A  "Bluntly, you are not steering the
F t  sub correctly — you did know that
the steering wheel moves the sub into
and out of the screen, didn't you because
you said that you kept steering behind
the dock? The sub may be going in the
wrong direction when it's in line with the
dock. so you may need to reverse in."
Haydn Mullineux, Manchester

If you've got a question, don't let it bottle
up inside you — write in and get it all out
in the open. And if you've got an answer
that'll tie up a Loose End then you really
will deserve our undying gratitude. Write
to: The Last Resort, AMIGA POWER, 30
Monmouth Street, Bath BA1 2BW. Yeah.
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CANS • M O - S T  P O W  E  1 L J
UNMATCH A N  O F  FEA S

- " ' E  S H E  N T I  P R O  A M  ] ,  T  I S i s
S p e c i a l  c   p a  i n g  t e c h  ' c l u e s  e n a  e  u p  t o  3  p r o g r a m s  t o  f i t  o  • n e  d i s k .  N o w  s a v e s  d i r e c t l y  t o
d i s k  a s  A m i g a  D  -  r e l o a  i n d e P e n  t l y  o f  t h e  c a r t r i d g e  -  e v e n  t r  f e r  t o  h a r d  d r i v e !  W o r k s
w i t h  u p  t o  2  M e g s  f  R a m  -  e  e n  1 M e g  •  i p  M e m  ( F a t t e r  A g n u s ) .

NEWT -  6 , -  1 R .
n o w  w i t h  D E E P  t r a i n  .  E v e n  b a t t e r  t h a n  b e f
l i v e s ,  f u e l ,  a m m o .  P e  c t  a s  a  T r i t e r  M o d e  t o  • e t  y o u  p a s t  t h a t  " i m p o s s i b l e "  l e v e l .  E a s y  t o  u s e .

h e  f u l l  S p r i t e  E d i t o r  a l l ob i (s  y o u  t o  v i  / m o d i f y  t h e  i o l e  s p r i t e  s e t  i n c l u d i n g  a n y  " a t t a c h e s
p r i t e s .  P L U S  A  R A N G E  O F  I M P R O V E  E A T U R E S .

k t m p r e h e n s i v e  v i r u s  d e t e c t i d c  a n d  r e m o v  f e a t u r e s  t o  p r  t  y o u r  s o f t w a r e  i n v e s t m e n t .  W o r k s
h a l l  p r e s e n t l y  k n o w n  v i r u s e s .

w i m p  E g r  , R t i  F r
N o w  t h i s  s u p e r  d i s k  c o p i e r  p r o g r a t n  i s  b u i l t  i n t o  A c t i o n  R e p l a y  M k  J u s t  i m a g i n e  a  s u p e r f a s t ,
e f f i c i e n t  d i s k  c o p i e r  p r o g r a m  a t  t h e t e r e s s  o f  a  k e y  -  n o  m o r e  w a i t i n g .

•,i. A i  - '  '  . . . i ?  6.74-
P i c t u r e s  a n d  s o u n d  s a m p l e s  c a n  b e  s  e d  t o  d i s k .  F i l e s  a r e  s a v e d  d i r e c t l y  in  1FF f o r m a t  s u i t a b l e
f o r  u s e  w i t h  a l l  t h e  m a j o r  g r a p h i c  a n d  n  i s i c  p a c k a g e s .  S a m p l e s  a r e  d i s p l a y e d  a s  s c r e e n
w a v e f o r m .

N O P A L  o r  N T S C  M O D E S  S E L E C T A  E -
U s e f u l  f o r  r e m o v i n g  u g l y  b o r d e r s  w h e n  u s i  N T S C  s o f t w a r e .  ( W o r k s  o n l y  w i t h  n e  e r  A g n u s
c h i p s ) .

' 1O1-1 IO IN I  M O D E
- -  ---- N o w  y o u  c a n  s l o w  d o w n  t h e  a c t i o n  t o  y o u r  o w n  a c e .  E a s i l y  a d j u s t a b l e  f r o m  fu l l  s p e e d  t o  0 %

s p e e d .  d e a l  t o  h e l p  y o u  t h r o u g h  t h e  t r i c k y  p a r t s .
A i S T A N T  C L i  C U P g i i i i i i i A N I D

l ike  R e n  e ,  R e l a b e l ,  C o p y ,  e t c .
N O  R E S T A  T i  T H E  P R O S

S i m p l y  p r  s s  a  k e y  a n d  t h e  p r o g r a m  w i l l  c o n t i n u e  w h e r e  y o u  l e f t  o f f .
- !... S  A T U S  R E P O

A t  t h e  p r e  o f  a  k e y  n o w  y o u  c a n  v i e w  t h e  M a c h i n e  S t a t u s ,  i n c l u d i n g  F a s t  R a m ,  C h i p  R a m ,
R a m  Disk,  i v e  S t a t u s ,  e t c .

"- - - ' 7 ' - ' U F
N o w  y o u  c a  m a n i p u l a t e  a n d  s e a r c h  f o r  s c r e e n s  t h r o u g h o u t  - m o r y .  O v e r  5 0  c o m m a n d s  t o  e d i t
t h e  p i c t u r e  p u s  u n i q u e  o n  s c r e e n  s t a t u s  " o v e r l a y "  s h o w s  a l l  t h  i n f o r m a t i o n  y o u  c o u l d  e v e r  n e e d
t o  w o r k  o n  s e n s .  N o  o t h e r  p r o d u c t  c o m e s  c l o s e  t o  o f f e r i n g  s  h  d y n a m i c  s c r e e n  h a n d l i n g  o f
f r o z e n  p r o g r a  s ! !

e  -  a l l o w s  y o u  t o  g e n e r a t e  m o r e  o r  e v e n  i n f i n i t e

a l l o w s  t h e  u s e A t o  s e l e c t  J o y s t i c k  i n s t e a d  o f  K e y p r e s s e s  -  v e r y  u s e f u  o r  m a n y  k e y b o a r d  p r o g r a m s .

W i t h  S o u n d  T r a c k e r  y o u  c a n  f i n d  t h e  c o m p l e t e  m u s i c  i n  p r o g r a m s ,  d e m  e t c .  a n d  s a v e  t h e m  t o
d i s k .  S a v e s  i n  f o r m a t  s u i t a b l e  f o r  m o s t  t r a c k  p l a y e r  p r o g r a m s .  W o r k s  w i t  l o a d s  o f  p r o g r a m s ! !

H O W T O  G E T  V  P  ( J  IFIr O R D E R  F A S T !
A L L  E  L I P  S Z F .  0  S T A  I -  CZ> F t  0  E .  R S  M A D E  P A Y A B L E

M I T M L ,  E L E C T R O N / C S
G O V A N  R O A D ,  F E N T O N  I N D U S T R I A L  E S T A T E ,  F E N T O N ,

S T O K E - O N - T R E N T ,  S 1 - 4  2 R S ,  E N G L A N D -  F A X  0 7 8 2  7 4 4 2 9 2
T E C H N I C A L / C U S T O M E R  S E R V I C E  0 7 8 2  7 4 4 3 2 4

F

A

PLUS to
E V E N  MC
•  Full M680
•  Jump to s
•  Show and
•  Unique Ci
•  Disk hand
•  Show met
REMEMBE
MEMORY

Access

/ M e l
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 U  C____) ( 0 0 / 5 0 0 +
F O R  - I I  C b  C 1 / 2  CD CO CD V E R S I O N  I C  6  9  - 9  9

° A R E  —  ILJP L . ( IC  AM. IF.  I = t  G i  E .
ti O F I R E  M A I

F r o m  t h e  A c t i o n  R e p l a y  I I I  p r e f e r e n c e  s c r e e n  y o u  c a n  n o w  s e t  u p  a u t o f i r e  f r o m  0  t o  1 0 0 % .  J u s t
• n e  c o n t i n u o u s  f i r e  p o w e r !  J o y s t i c k  1 a n d  2  a r e  s e t  s e p a r a t e l y  f o r  t h a t  e x t r a  a d v a n t a g e !

NEW,
N o w  m a n y  m o r -  r n a l  R a m  E x p a n s i o n s  w i l l  w o r k  w i t h  a l l  A c t i o n  R e p l a y  I l l  c o m m a n d s .

R E F
W i t h  t h e  n e w  " D i s k c o d e r "  o p t i o n
t h e  d i s k  f r o m  b e i n g  l o a d e d  b y  a n y o n e  e
c o d e .  V e r y  u s e f u l  f o r  s e c u r i t y.

•
S i
a l l o w s  y o u  t o  L o a d / S a v e / E d i t  a  K e y m a p .

i d G
A c t i o  l a y  I I I  n o w  h a s  s c r e e n  c o l o u r  p r e f e r e n c e s  w i t h  m e n u  s e t u p .  C u s t o m i s e
t o  s u i t  y o u  t e .  V e r y  s i m p l e  t o  u s e .
D I S K
I n v a l u a b l e  d i s k  m o n i t o
o p t i o n s .

i n c l u d i n g  c o m p r e s s e d / s m a l l  c h a r a c t e r  c c  a n d
I I I I I D r

N o w  y o u  h a v e  a  s e l e c t i o n  o f  D O S  c o m m a n d s  a v a i l a  1  a l l  t i m e s  -  D I R ,  F O R M A T ,  C O P Y,
D E V I C E ,  e t c .

if y o u  e n t e r  a  c o m m a n d  w i t h o u t  a  f i l e n a m e .  t h e n  a  f i l e  r e q u e s t e r  i s  d i s

a n  n o w  ' t a g '  y o u r  d i s k s  w i t h  a  u n i q u e  c o d e  t h a t  w i l l  p r e v e n t
a g g e d -  d i s k s  w i l l  o n l y  r e l o a d  w h e n  y o u  e n t e r  t h e

r e e n s

s p l a y s  d i s k  i n f o r m a t i o n  i n  e a s y  t o  u n d e r s t a n d  f o r m a t .  F u l l  m o d i f y / s a v e

D i s k  C o p y  a t  t h e  p r e s s  o f  a  b u t t o n  -  f a s t e r  t h a n  D o s  C o p y.  N o  n e e d  t o  l o a d  w o r k b
iltt al l  t i m e s .

i n c l u N g . t l e m  W a t c h  P o i n t s  a n d  Tr a c e .

E i t h e r  D F O  o r  c a n  b e  s e l e c t e d  a s  t h e  b o o t  d r i v e  w h e n  w o r k i n g  w i t h  A m : -
u s e f u l  t o  b e  a b l e  t  o o t  f r o m  y o u r  e x t e r n a l  d r i v e .

PLUS A MACHINE CODE F
E V E N  M O R E  F E AT U R E S  I N C L U D .
•  Full M68000 Assembler/Disassembler •  Full s, s - -
•  Jump to specific address •  Show Ram as text a, Show
•  Show and edit all CPU twisters and flag •  Calculator  r s
•  Unique Custom Chip Editor allows you to see and modify a. -  .  _
•  Disk handling - show actual track, Disk Sync. pattern etc. *Dynamic Breax.T.: -  -
•  Show memory as HEX, ASCII, Assembler, Decimal *Copper Assembiegilsr sss. a  -
REMEMBER AT ALL TIMES YOU ARE INTERFIDGATING THE PP' ,
MEMORY AND REGISTERS INTACT - it

- a v a i l a b l e

W A R N I N G  1 9 8 8  C O P Y R I G H T  A C T  W A R N I N G
Pate l  E lec t ron ics  Ltd. ,  ne i the r  c o n d o n e s  nor a u t h o n m s  the  u s e  o u r s  p roducts  fo r  the

r a p r o d u l l o n  of  copyr ight  m a t e r  The backup facilities of Mis product am deskuned to reproduce on ly  so f tware  such  a s

Publ ic  d o m a i n  mater ia l ,  the  users  o w n  p r o g r a m s  or s o f t w a r e  w h e r e  p e r m i s s i o n  to  m e k e
b a c k u p s  h a s  been  c lear ly  g e r m

It is i l legal  to  m a k e  c o m e s  e v e n  for  y o u ,  o w n  u m  o f  copyrught mater ia l ,  w i t h o u t  the
express  p e r m i s s t o n  of  the  copyr ight  o w n e r.  or  the  l i c e n c e .  t h e r m .

A c c e s s 1 , 2 4 .  H O  1J Ft M A I L
CO Fa ED E  1 4  CO " F L  I IV  E

0  7 S  2  7 4  4  7 0  7
O  • = t  E  S .  e V  0  F i  M%/1 A  M _
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T H E  S E C R E T  G A R D E N

For sale: Captain Dynamo £4.50, Stunt
Car Racer £5, Simpsons £5, Afterburner
£5, Dark Fusion £5. Will swap any three
for Sleepwalker, Walker, Arabian Nights,
Trolls. Indy Heat or Tearaway Thomas.
Chris Hall
Tel: 0272 571137

For sale: Captain Planet £10, Test
Drive 2 £5.
Dave Hill
Tel: 0909 591 370

For sale: A500 boxed original games.
Lotus £5, Days Of Thunder £3, Robocop 3
£10, Assassin £10.
Mark Turner
Tel: 0703 767556

For sale: Pacific Islands, Heroquest and
Witchlord, Legend, Hunter, EOTB 2, Lost
Patrol, Corporation — £50 the lot.
J Christian Flett
Tel: 031 225  5420

For sale: Sooty And Sweep, boxed with
instructions. Only £3.50.
Paul Brassey
Tel: 0704 231810

For sale: All A500 original boxed copies.
Super Off Road Racer £5 ono. Sly Spy £4
ono. Three Stooges (budget version) £4
ono. Joe Blade (EDOS version) £2 ono.
Escape From The Planet Of The Robot
Monsters £4 ono. F29-Retaliator £6 ono.
Rainbow Islands £3 ono. It Came From

SE
Once again we re-create all the magic of the
Victorian era, a time when people still
believed in the good old-fashioned notions
of value for money, swapping and pen-pals.

The Desert £5 ono. Kick Off 2 and Data
Disks and Player Manager £9 ono. The
Power Pack compilation (Xenon 2, TV
Sports Football, Bloodwych, Lombard
RAC) £10 ono. Lords Of The Rising Sun
£6 ono. Lotus 1 £4 ono. Shadow Of The
Beast £4 ono. The Untouchables £4 ono.
Gregg Rowley
Tel: 0543 271765

For sale or swap: Monkey Island 2,
Ultima 5, Captive. Putty, Pushover,
Robocop 2, DPaint 3.
Neil Rogers
Tel: 091 2530554

For sale: Zool, Monkey Island 2,
Premiere and The Chaos Engine. Original,
boxed and in perfect condition.
Andrew Wakeling
Tel: 0284 810557

For sale: Jaguar XJ220, Magic Pockets,
Shadowlands, £7 for one, £12 for two, £15
for three. Double Dragon 3 and Rodland -
£7 for both. Corporation and Supremacy—
£8 for both. Willing to sell swap or bargain.
Suzanne Cooper
Tel: 0343 843276

For sale: I will accept at least £7 for
Rugby The World Cup or Wonderland and
£5 for Indy And The Last Crusade (the
action game). Only phone after 4.30 pm.
Stephen Jessep
Tel: 0243 374098

For sale: Pinball Magic £5, Operation
Wolf £5, Weird Dreams £5, Theme Park
Mystery £5, Hollywood Collection £10,

Monster Pack Volume 2 £10, Photon
Paint £10.
Darren Winter
Tel: 0952 592882

For sale: Amiga games for sale, also
Amiga contacts wanted.
Jon Cairns
Tel: 0902 342426

For sale: Amiga games for sale. also
Amiga contacts wanted.
David Walker
Tel: 0902 335579

For sale: Monkey Island £15. Gods t.g. It
Came From The Desert £10. Alien Breed
£5. Good condition, boxed and manuals.
Phone after 4.30 pm.
Tristan Taylor
Tel: 0222 541468

For sale: Jaguar XJ220 or Robocod or
Realms for £10. Good condition, boxed
and manuals.
Tristan Taylor
Tel: 0222 541468

For sale: Days Of Thunder £2, Robocop
3 £10, Zool2 Meg version £15, Assassin
£10. All boxed with instructions.
Mark Turner
Tel: 0703 767556

For sale: Trolls, Reach For The Skies,
Wing Commander, Assassin, Project-X,
Nigel Mansell and Sleepwalker. £15.00
each.
Dave Dowson
Tel: 0865 69189

For sale: Desert Strike, The Chaos
Engine and loads more, write for full list.
David Graham
61 Britwell Rd, Watlington
Oxfordshire

For sale: All boxed originals — Monkey
Island £10, Monkey Island 2 £20,
Shadowlands £20 (unused).
Mrs K Johnson
Tel: 0625 615799

For sale or exchange: Populous 2,
Fl Grand Prix, F15 Strike Eagle 2, First
Samurai and Blues Brothers.
Rudy Maes
Acaciastraat 46/6
3290 Diest
Belgium

For sale: AMOS £20, Pen Pal £15,
Powermonger, PGA Golf, Populous, It
Came From The Desert, Falcon, F29
Retaliator, Indy 500, Sporting Gold,
Dragon's Breath and EOB £10 each,
Monkey Island £15.
Jason Bell
Tel: 0422 368991

For sale: Copies of Amiga Format
Specials.
Tim Smith
Tel: 0225 442244

I I  A  Ft C O N A / A l t E

For sale: Sega Game Gear, 12 Games
including Sonic, Mickey Mouse, Ninja
Garden. Carry case and AC adapter also
included. Only £200.
Matthew Ridley
Tel: 0472 814160

For sale: A500 Plus with Workbench,
manual and disks DP3, Battle Isle, Bart
Simpson and others, joystick. £200 plus.
David Petrie
Tel: 0556 610501

For sale: GVP 52 Meg hard drive
suitable for A500 or 500 Plus. £200.
Leigh Taylor
Tel: 0483 726885

For sale: Accelerate your Amiga! CSA-
MMR 68030 25Mhz board with MMU.
£200 ono.
Andrew Morgan
Tel: 0923 237458

For sale: One meg A500, TV modulator,
joysticks and £300 worth of top games.
£350 ono. Phone Saturdays after 4pm.
James Nester
Tel: 0952 510456

Wanted: Sierra games at low prices.
David Sharp
Tel: 0203 490020

Wanted: Bard's Tale 2. Swap for Ultima
5 original, boxed with instructions.
Michael Fraser
Tel: 0723 582322

I

Wante
£10 for t
Dunce:
Tel: 06

Wante:
Alien Bn
basketbr
also loot
Jozef 1
Tel: 60

Wanted
POWER
or agree
Steve I
Tel: 02

Wanted
Manage
Fighter
Graha If
Tel: 06

Wanted
will pay
Vicky I
Tel: Su

Wante
any sort
If you ct
after 4r )i
Danny
Tel: St

Wante
four pot
Please
Stuart
Tel: 0!

Wante
Intruder
Gavin
Tel: IN

Wante
Mastert
boxed v
Darrer
Tel: 01

Swap:
Enchar
The Ma
Scott
Tel: Oi

Swap:
Assass
Dan, K
Sega's
Valour,
Sabre
Dune,
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- L i t t e  Computer People, will pay
I r e  xx Dewed original with instructions.

Harrison
,1110k 061 792  8149

Alien Breed, I already have
Bored Special Edition, also the

game called One-On-One. I am
fccveng for Penpals.

&mei Vogel
"'et 605 267 2598

Slanted: Issues 11 and 18 of AMIGA
F.: Will pay £10 for both (with disks)

x-,-ee :rice without. Phone after 2pm.
Move Hardman
l a b  0253 796339

c r a t e d :  Mega lo Mania or Premier
Birrager. Swap for Apidya or Street
Fignier2. Originals only.
t i e r . .  Wales
M k  0603 548351

Minted: I'm looking for Willy Beamish. I
mil pay £10 for it.
Vicky Ellington
Te l  Suffolk 564886

Wanted: Strip Poker. I will pay £10 for
sort of working copy with instructions.

can help, please phone my number
wpm and ask for Little Danny.

Danny Bowers
Tab Stoke-on-Trent 722408

Wanted: Amiga Format issue 23, will pay
pounds. Must be in good condition.

-7- ease phone after 4pm.
Stuart Filby
Tel: 051 526  9416

Wanted: F15-2. Will swap Flight Of The
vderand F16 for it

Gavin Ware
Tel: 0622 671112

Wanted: Original Sidewinder game by
'.'astertronic. Must be in good condition,

xed with instructions. Will pay £5.
Darren Winter
Tel: 0952 592882

Swap: Wants Addams Family, Curse Of
Enchantia and KGB. Will swap for Putty,
The Manager, European Rampage.
Scott Griffiths
Tel: 0602 638572

Swap: I will swap any three of these —
Assassin, Harlequin, Chuck Rock, Dojo
Dan, Killing Game Show, Killing Cloud or
Sega's Passing Shot for Legends Of
Valour, The Greatest compilation, Alien3,
Sabre Team. Any two for — Darkseed,
Dune, Legends Of Kyrandia, Bill's Tomato

Game, Putty or Walker, and any one ̀ 7,-
Metal Mutants, Storm Master, Indy's Es t
Crusade, Project-X or Epic. Boxed
originals only -  NO PIRATES.
John
Tel: 0785 840359

Swap: Graham Taylor's Soccer
Challenge for Premier Manager or
Championship Manager.
Debi Majury
Tel: 0533 830035

Swap: Flashback, The Chaos Engne.
Lemmings 2, Pinball Dreams, Road Nash,
Sensible Soccer and tons of others. For
anything decent.
Robert Clayton
Brow Nelson House
Dalston, Carlisle, Cumbria

Swap: Gobliins 2 for Graham Gam_- s
World Class Cricket or Lemmings .2
Martyn Mahoney
Tel: 0825 722958

Swap or sell: James Pond - R0000xi
for Body Blows or cash.
Graham Lee
Tel: 0524 63049

Swap: Wants Exile, will swap it for wirer
Lionheart, McDonaldland, Dynablaster
Wizkid. Please phone between the tx.-ix.--s
of 6 and 7 pm.
Chris Rayment
Tel: 0892 541130

Swap: SW/Vor XJ220 for either Knights
Of The Sky or Sim City.
Howard Waddington
Tel: 0925 268900

Swap or sell: The Chaos Engine.
Dynablaster, Parasol Stars, The Arica—.s
Family, Crazy Cars 3, for any other goon!
games.
Phillip Mlynar
Tel: 0604 710908

Swap: Monkey Island 2 and Zoo,
Grand Prix, Nick Faldo's Golf or H
Line. Please phone on weekends.
Charles Lines
Tel: 0705 585521

Swap: Send me one disk (or more) nth
PD stuff, and I will send you the same
number of disks with different PD stilt
(games, etc).
Rud B Sorensen
010 45 53 476749

Swap: Team Yankee and Street Fighter
2, boxed originals with instructions. WE
swap for Dynablaster, Desert Strike.
Wizkid, Premier Manager, Nick Falitio
Golf or Curse Of Enchantia.
Marc Rath
Tel: 0793 861629

n)
Swap: SacKload of games to swap,

and budgets. Swap game for game.
Gavin Ware
Tel: 0622 671112

S w i m  Road Rash, Sensi Soccer '93,
Project-X, Harlequin and Archer

Pallor ether Pinball Dreams/Fantasies
or Bocf:. aims.
Robed Clayton
Tab 0229 22752

Swap: Legend, Darkseed, Ashes Of
E-r i fe.  Lotus Turbo 2 for recent RPGs or
ur-rs. Budget swaps: F-16, North And

Aoache
Keith Manning
Tel: 0923 894178

Swaps A,n .  Fire And Ice and F1GP
Of The Sky, Toki, Zool or John

Vacs = = g a l l .
Daniel Hunter
Tab 0496 2286

S w a p  Curse Of Enchantia for any of the
LeisLee Sul Larrys.
P a d  Smith
Te t  0548 830572

S w a p  Harlequin, Populous 2 and Jimmy
hole Snooker for either Body Blows,
Vcntey Island?, Dynablaster, The Chaos
E-9re or Alienj.
Paid Edmunds
T a t -0637

P E N - P A L S

51 Colchester Drive
Farnworth
Nr Bolton L 4  OLU

r -

Amiga contacts wanted. Send disks or
lists. Help! I'm stuck on Eye Of The
Beholder 2. If anybody out there can help
me then please write.

Simon
8 Little Mead
Denmead, Waterlooville
Hants P07 6HS
Tel: 0705 262323
Amiga PD contacts wanted, to swap all
types of PD. Send lists to Simon Feilder at
the above address.

Janice
60 Oakleigh Road
Stratford-Upon-Avon, Warks
Penpal wanted for (lonely!) 14 year-old
female. Likes cutesy games, dislikes flight
sims. Also wanted, original Populous
for between £2-4.

Craig
21 Canal Road
Yapton, Arundel
West Sussex BN18 OHD
Amiga contacts wanted. Don't delay, write
to me now. You won't be disappointed.
100% guaranteed.

Nadim
37 Haycroft Avenue
Washwood Heath
Birmingham, B8 3LA
Male, female, amphibious or any other
living creature wanted for penpalling.
Interests include reading, computing.

Jozef Vogel
PO Box 385
Wakonda
South Dakota USA
I am the owner of a very large Amiga
software collection, and I'm looking for
overseas pen-pals.

You can visit The Secret Garden for free -  but no profit-making, public doma
- - l ibrar ies.  or sad-boy lonely hearts. please. Send your completed coupons to:

The Secret Garden. AMIGA POWER, 30 Monmouth St. Bath. Avon BA1 2BW.

THE SECRET G A R D E N
Name
Address

Postcode
Telephone Number

Software E  Hardware E l  Wanted 1  Swaps E  Pen-pals
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I S H A R  2

G a m e :  I s h a r  2
P u b l i s h e r :  Si lmar i l s
A u t h o r s :  Pasca l
Einswei ler,  M i che l  Pe rno t ,
A n d r e  R o c q u e s ,  F a b r i c e
Hau tec loque ,  J e a n -
Chr i s tophe  Char te r,  E r i c
Ga land ,  L o u i s -Ma r i e
R o c q u e s
P r i c e :  £ 2 9 . 9 9
R e l e a s e :
Out  n o w

'Messengers of Doom' is
the sub-title to this one.
Pretty scary, huh? As for the
game itself, well, as you'll
probably already have spotted, it's the
sequel to top RPG Ishar (78% in AP15).
And, at the risk of giving everything away
in the first paragraph, it's more of the
same — only better. What would probably
be best would be if you dug out your copy
of issue 15 and read Karl Foster's review

of the first Ishar (he's

Ctt

Nice landscape, but
let's face it -  the next
picture down is much
more interesting.

If, through some
misfortune, you die you
get buried. In a grave.

Of course, a role-
playing game like Ishar 2

won't be everyone's cup of tea.

explained it all much
better that I ever could), leaving me to

detail the differences between the two
games, and we'll end by cosily summing
everything up and deciding whether Ishar
2 is worth buying. Okay? Here goes, then.

The first difference is the plot. That's
different, obviously (in a following-on-

from-where-the-first-game-left-
off kind of a way). The land

of Ishar (which you

Zeloran didn't have many
dose friends.

conquered in the first
game) is in danger, and

you've got to sort it out by
assembling a band of adventurers, kitting

them out with weapons and stuff, and
setting forth to solve lots of puzzles,
hack up monsters and collect the
parts of a poem, maybe
casting a few spells in the
process. The way you do
this is identical to the first
game, right down to the

"Hac
monste

user interface with
its emphasis on
interaction between the
five characters in your
party. (That's one of the game's
good points, and you can use the party
you saved from the first game if you want.)
Not much difference there, then.

The graphics are just as gorgeous as
in the first game, too. It's great the way the
scenery fades out as you look into the
distance, giving a real sense of depth. The
mountainy places are especially nice.

(Incidentally, I've never been much of
a fan of this 3D walking-into-the-screen
approach to RPGs. It makes everything
look very nice, but it's much too easy to
get disorientated and lost when you can
only look directly ahead of you the whole
time, especially when you blunder into one

of the inevitable mazes. And it's really
annoying when there's obviously

a huge gap between two
k up
rs and

collect the
parts of a

poem"

— r

buildings, but the game
won't let you walk through
it because you can only
stand in front of either
one or other of the
buildings, and not the
gap. I much prefer the

simpler bird's-eye view used
by old Spectrum classics like

Rebelstar and most noteworthy
console RPGs. But enough about that.)

The puzzles, characters and baddies
are all new, of course, as is the
landscape. In fact, the landscape is
actually three times as big as the first
game's, though I'm not convinced that
translates directly into three times as much
to do. The first game suffered from rather
too much fruitless trekking about getting
lost for my (and Karl's) liking, and the
sequel seems worse, if anything.

Your inventory,
your spells and
your weapons.
And a picture
of your chest.

So it all
seems pretty

clear-cut. Ishar 2's
RPG engine is a solid

one, and so the game is
enjoyable to play. There are no great
advances over the original, but there didn't
really need to be, and this can be
recommended to anyone who liked the
first game (or who appreciates a good
RPG). And that's that.
•  JONATHAN DAVIES

U P P E R S  The first Ishar
game was great, and this is
very much the same same

sort of thing. Brilliant graphics, a
huge playing area to explore, a good
spell system and nice interaction
between characters.

0  D O W N E R S  Too many
open spaces and rambling
mazes to get lost and

flustered in. Slightly nobby-looking
combat sequences (even though the
actual fighting works okay).
Disappointingly dull music.

T H E  B O T T O M  L I N E
A good, honest, clean-living RPG,
ideal for those who go for this kind
of stuff, with the bonus of
some really fetching-
looking graphics. 79!
T H E  B O T T O M  L I N E

This standard version
will work fine on the
1200 with no special

enhancements - there will be a
special 1200 version out later.
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G L O B A L  C O N F L I C T  G A M E  R E V I E W S  I

. f -  I  J a s  \ I J J fitri "
Taking over the world - with your Amiga. And some stamps.
G a m e :  Global  Conflict
P u b l i s h e r :  Quantum

A u t h o r s :  In house
P r i c e :  £ 1 2 . 9 9  for startup kit
R e l e a s e :  O u t  now

oes anyone remember a BBC
program from the mid-'70s
called Connections? I doubt it,
seeing as the average age of

a.. the readers, is about 17, where as the
p.wage age of us, the magazine, is about
217 (roughly), so it's unlikely that any of
you tot can remember very much about
Se 1970s. Anyway,
Corrections was this
cries presented
arid written by a
W e  called
James Burke,
who was a bit

a popular
.-..ezer way
.--ack then, and
what he did was
:::nnect something
E,-;haic and primitive
ace, say, the first leather horse saddle, to
something modern and flashy like, maybe,
a Braun Independent hairstyler. He did
this by a series of eclectic
connections, such as the saddle
promoting easier travel, meaning
that it wasn't such a chore any
more, so people dressed up
more fashionably to do it, so
bothered about their hair more,
so needed a set of portable,
butane-powered curling tongs to
do it. Or something like that.

So, paying homage to this
great bespectacled TV presenter
of yesteryear, I'm going to wind
my own course through the
connection between the postal
service and this game. In the

It may be high-tech on the battlefield,
but you still need

loads of these boys.

REM I
2

u..iestlt!

teaturiam: 0
Ilipftaile 0
Ill Abram:

"The process
takes about

a week"

The AP team
play South
Africa, even
though we
boycott Cape
apples.

HILT' f4'

RIR OFERSIVE

IT INTP F t : Y E %  PEWEES

Hind gunships were
no match for US Stinger

missiles in Afghanistan.

beginning was the postal
service, and much

enjoyment was had by
the simple method of writing your
thoughts to distant friends and then

awaiting their reply. At some point in
history, two friends started
exchanging chess moves at the
end of their letters, and the play-
by-mail game was invented.
These gained in complexity and
number, and branched out into

war games, role-playing
games and all manner of
other subjects.

Then computers
came along, and modems

were developed, and whereas
you had to wait ages to hear
back from a play-by-mail game,

you could
now attack

This is as dramatic as the combat
sequences get, although you do get to
hear it in all its violent intensity.

U l l a  OFFEN:SIR 1

ITT: South Ifrica

IIEF: East ifrita

BUR NITS fflif PULLING liiCK

J)

EEPLCMINT

GUM E O M

Granthor
the mighty, send your

tanks over the Amhem bridge or take
Queen's rook at E5 in mere seconds
thanks to the miracle of
telecommunications technology. With the
world running at an increasingly faster
9,600 bits-per-second pace, it would seem
that play-by-mail's had its day...

...but then with Global Conflict,
computers have gone retro. Instead of
squirting the info down phone lines, you
choose your forces, set your attacks, save
your moves on a disk and then send it off.
At the other end, Mr Global Conflict
compiles your moves with those of five
other players, sorts out who's trashed who
and whether the neutral countries have
defeated or succumbed to your attacks,
and then posts the results back to you.
The process takes about a week, but can
be longer if one naughty player forgets to
post his disk off.

And here lies the problem with this —
everything can grind to a halt while you're
waiting for a reply. Although you can
select recon missions over neighbouring
states, bomb the hell out of them and then
send in your troops backed up by all

manner of specialised
weaponry that you've bought

Multiple-launch rocket systems can kill so
many people, it isn't even funny any more

Fighter-bombers
are great for both
attack and defence.

for them, you can only spread your move
out over about forty minutes. and then
you've got another week turn-around time.
Seeing as you've got to pay for each move

after the first few free ones,
you've got to decide

whether all this waiting
around's worth it to play

against other real people,
when you could play a similar

game against the computer in an
evening. I personally tend to think not.
•  MARK WINSTANLEY

U P P E R S  You get to play
against real people. swap
humorous war anecdotes

and generally feel that you re up
against a foe worthy of your
considerable military presence...

0  D O W N E R S  ...but it
takes a v,eek or more before
your next move. which'll

only take you half an hour maximum.
It's all extremely dry. no animations
of battles and troop movements. just
maps. charts and options screens.

T H E  B O T T O M  L I N E
The game's pretty much a souped-
up version of the board game Risk,
with lots of military hardware thrown
into the equation. It's a game for
specialised tastes, and I can see that
wargamers might be more into
strategy than graphics, but it's still
extremely dull to look at, and the
time taken to play doesn't
seem to equate to the fun
you get from playing it.

T H E  B O T T O M  L I N E
Well, it works fine, but

A 1 2 0 0  don't expect to see
' - - -  a n y  modifications just

'cos you've got a super-fast, super-
colour-packed computer.

H3MOd VOINIV
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F I R E H A W K

And them suddenly, as if by magic, my
helicopter exploded. Again. I think it's
Isecanse of those bullets they shot at me.

Tr 7 R X R I  D V  I  l i r

Things seemed
to be going quite well. I managed to

work out how to fly the helicopter and
went on a jolly jaunt around the island.  I C = lIZET:11

:910111.44-11-{741:

. . . . . . . . .  :  1 ' 4  • L i

A

V.
as

. . .
But it wasn't real.
Luckily it was all just a computer game and
nothing bad could happen to me at all. I was completely
unscathed and able to take off for another exciting go.

a ,

Imagine: a sort of budget version of Desert Strike. Only nowhere near as good.

F IREHAWK
G a m e :  F i r e h a w k
P u b l i s h e r :  C o d e  M a s t e r s
A u t h o r s :  I n  h o u s e
P r i c e :  £1 9.99
R e l e a s e :  O u t  n o w

F r e e l a n c e  writers always
amused me greatly when I
was on the AP staff. They
would poke their heads

sheepishly around the office door
when the Ed invited them to do a
review and ask, "What is it then,
another cruddy game that you lot
don't want to review?" And then
we'd all laugh like crazy-mad-
dribbling-bonkers people because
yes, it was another cruddy old game and
we'd fobbed it off on another gullible
freelancer. But they still came back for
more and we still laughed and they
became increasingly bitter and twisted
and we laughed about that too.

Now I'm no longer on the AP staff
and I've noticed serious attempts among
the team to stifle laughter when I agree to
do another review. This month they were
helpless with mirth when I said
I'd look at Firehawk for
them. Uh oh.

Something like
this was bound to
happen. Sooner or
later we were
bound to get Desert
Strike clones and this
doesn't mark an

FIRE

Oh my word, it's Skeet
Shooting. I couldn't
work out if you could
get closer to the agent
geezer or if you just sat

. there shooting until he
ran up the rope.

"A lot of
aimless

whizzing
about and
swearing"

auspicious
beginning for the

new genre.
Firehawk is an

every-which-way
scrolling shoot-'em-up

*nom takes its central theme straight from
Desert Strike and then smashes it to tiny
idle bits in a whirlwind of dodgy control
and pointless gameplay.

But im getting ahead of myself.
People seem b get unreasonably ruffled if
you ildulge in the popular AP pastime of
rivaly mailing a game's reputation
without first examining the evidence. Let's

start with the plot, shall we?
Johnny Foreigner (boo, hiss

etc) has done something
unspeakably wicked. Meanwhile
Uncle Sam (Oh say can you

The baddie. You
blow be's bad -
bet gram

see, by the dawn's early light etc) decides
that enough is enough and dispatches a
team of top agents to put things right. But
how do we get the agents home, Mr
President? We'll send three helicopters on
a boat and they'll pick up all the agents
and everything will be fine. Hurrah. This is
where you, intrepid game player that you
are, come in — you fly the choppers.

The control system, much like
everything else in the game, is loosely
based on that of Desert Strike. You may
fly forwards or backwards and you may
spin to the left or right. Sadly, though, left
and right spinning are so uncontrollably
fast that you scarcely ever get your bird
pointing the way you want it to. But it's
hard to tell which way it's facing anyway
so you're never too disappointed. The
result is a lot of aimless whizzing about

and swearing. Firehawk hasn't
quite made up its mind

about what it wants to
be. If it wants to be
a bog-standard
shoot-'em-up it
should have bog-
standard controls. If

it wants to be Desert
Strike, it should have

had more realistic controls.
As it is, it's just annoying.

Buildings shoot at you. This is pretty
standard shoot-'em-up stuff so there's
nothing to complain about there. And it's
fairly easy to destroy the buildings (once
you're pointing in the right direction) so no
real loss of marks there either. Well that's
a blessing, I suppose.

F I R E
R I G H T

Once you've found the agent you're
to rescue the game changes to... Skeet
Shooting. Hurrah. Enemy helicopters
roam the sky and you wait for them to
come into your gunsight. When they do,
you select left or right and fire and they
die. Skeet shooting was always my
favourite bit in the multi-event sports rims
so I enjoyed this. It's not terribly
sophisticated for today's market, though,
is it? Not really full price game material in
1993. More your budget release in 1987
I'd have said, but maybe my expectations
are just a bit too high. The graphics
throughout are a bit budget-y too. They're
very cartoon-like and again give the
impression not of 20 quid's worth of '90s
game but of a fiver's worth of '80s game.
And the sound? Could do better.

And that's it, really. It's a fairly
ordinary shoot-'em-up that's been fancied-
up by giving it the plot of a hot modern
game. You learn to control the helicopter
with practice, but I wonder why you'd
bother. If you bought this game without
knowing anything about it, you wouldn't be
too disappointed — it's a moderately
competent shoot-'em-up and you can
have a bit of fun with it if ycu make the
effort. But take my advice and don't bother
with it at all. Save up another tenner and
get Desert Strike instead — you'll feel a
whole lot better for it.
•  TIM NORRIS

U P P E R S  It's fast shoot-
'em-up fun.

D O W N E R S  It's a bitch
to control and will annoy the
bejaysus out of you.

T H E  B O T T O M  L I N E
There are better shoot-'em-ups and
better strategic shooty things (or
whatever the Desert Strike genre is)
and by trying to be both it
fails to be either. If it was
a budget game I'd be a
little more lenient. 45
T H E  B O T T O M  L I N E

The first 1,000 won't
work on the A1200 and
the Codies will swap

any that don't for one that will.

AMIGA
A-Train
A320 Air
Addams
Alien 3 .
Alien Bre
Amos Pro
Aquatic
Archer M
Arsenal F
Assassin
Bl 7 Flyin
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Chaos En
Chuck Ro
Chuck Ro
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Dune
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50 C
100 C
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1AMIGA OUR PRICE AMIGA O U R  PRICE AMIGA O U R  PRICE N A M E

A-Train 19.99 Dungeon Master & Chaos 18 99 Lethal Weapon 13.99 ADDRESS
A320 Airbus 19.99 Dynablasters 16.99 Lionheart 16.99
Addams Family 13.99 Easy Amos 26.99 Lotus Challenge 3 11.99
Alien 3 16.99 Epic 13.99 Lure of Temptress 16.99
Alien Breed '92 7.99 Eye Of Beholder 2 19.99 Mini Office 36.99 POSTCODE
Amos Professional 38.99 Falcon 3 21.99 Neck Faldo's Golf 18.99 T E L E P H O N E
Aquatic Games 14.99 Fantastic Worlds 20.99 /Nigel Mansell W. Champ 13.99
Archer Maclean Pool 16.99 Fire & Ice 13.99 PGA Tour Golf + 16.99 I T E M
Arsenal FC 13.99 Flash Back 16.99 Parasol Stars 13.99 ITEMAssassin
B17 Flying Fortress

13.99
19.99

Football Crazy
Football Manager 3

I I  99
11.99

Pathway to Power
Frsiball Dreams

16.99
13.99 I TEM

Bills Tomato Game 18.99 Formula One GP 19.99 Premier Manager 13.99 I TEM

Black Crypt 13.99 Frontier (Elite 2) 19.99 Premiere 13.99 ALL P R I C E S  I N C  VAT

Board Genius 16.99 Gunship 2000 19.99 Ragnarok 16.99 TO TA L
Body Blows 16.99 Harpoon 19.99 Railroad Tycoon 19.99 C R E D I T  C A R D  NO:
Champ Manager 13.99 Heimdall 9.99 Rampart 13.99
Chaos Engine 13.99 History Line 21.99 Reach for the Skies 18.99

C A R D  E X P I RY  N U M B E R :Chuck Rock 7.99 Humans 15.99 Road Rash 16.99
Chuck Rock 2 13.99 Indy Jones Atlantis:- SecTet of Monkey Isle 2 21.99
Civilization 19.99 Action Game 16.99 Sensible Soccer 2 13.99 S I G N AT U R E :
Cohort 2 18.99 Adventure 16.99 Say Putty 13.99 TEL: 0 9 0 8  3 7 9 5 5 0
Combat Air Patrol 18.99 Int. Rugby Challenge 14.99 Streeffighter II 16.99
Covert Action 19.99 Jaguar XJ220 8.99 Super Fighters 13.99 M A K E  C H E Q U E S  PAYA B L E  TO:
Crazy Cars 3
Creatures
Curse of Enchantia

13.99
13.99
13.99

Jimmy Whites Snooker
John Madden Football
KGB

13.99
I 3 99
20.99

Super Frog
Uricium 2
WWF 2

16.99
14.99
13.99

DIRECT S O F T WA R E  LTD,
U N I T  3 ,  CROSS K E Y S
S H O P P I N G  M A L L ,

Desert Strike 16.99 Kick Off 3 13.99 Zoc 11.99 ST N E O T S ,
Doodlebug 11.99 Legend of Kyrandia 18.99 Z. " 9 0 ) 12.99 C A M B R I D G E S H I R E
Dream Team 13.99 Legends of Valour 19.99 PE19  2 A U  ( A P 8 )
Dune 16.99 Lemmings 13.99

E p e c l l a l l  Lagll  AZIID O f f e c - 3 . 5 '  D D / D S  Disks O N LY 26p each (includes labels)
DISK BOXES C O M P U T E R S  D U S T  COVERS

10 C a p  Slimpack0 . 5 9  A 5 0 0 +  Cartoon Classics1 5 9 . 0 0  A 5 0 0 1 . 4 9
50 C a p  Locking2 . 9 9  A 6 0 0  S t a n d  Alone1 6 9 . 0 0  A 6 0 0 1 . 9 9
100 C a p  Locking4 . 9 9  A l 2 0 0  Stand Alone3 5 9 . 0 0  A l 2 0 0 2 . 9 9

4030 2 M b  RAM 85 Meg HAD8 9 9 . 9 9  Pr in ter2 . 9 9
M I C E  &  M A T S  M o n i t o r 2 . 9 9

Handy Mouse Amiga/Atari 12.99 JOYSTICKS
Logic 3 Amiga/Atari 15.99 Quickjoy 1 3.99 PRINTERS
6mm M o u s e  Mat 1.29 Quickshot 2 5.99 Citizen 120D+ 115.99
8mm M o u s e  Mat 1.99 Python 1 8.99 Panasonic KX2123 199.00
11 mm Mouse  Mat 2.99 Zip Stick 9.99 Citizen Swift 9 Colour 159.99

Comp Pro 12.99 Citizen 240C Colour 249.00
LEADS SG Pro Pad 12.99

Printer Lead 3.99 Apache 1 6.99 Memory Expansions from 17.99

Twin Ext Lead 2.99 Cruiser Black 8.99 External Disk Drives 47.99
Ribbons from 1.29

Single Ext Lead 2.99 Cruiser Multi 9.99 Cleaning Kits from 1.29
SCART Leads 7.99 Super Star Clear 12.99 Amiga Games from 0.99
Others P.O.A. Quickshot Turbo 8.99 (For games we have a comprehensive list available ...0.99)
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WING COMMANDER
01.99

3 7 9 5 5 0 DIRECT SOFTWARE cPlAel rsP&P Free in
UKDevious Designs

£4.99
SENSIBLE SOCCER 52193

£11.99 LEMMINGS 2£ 1 5 . 9 9

International Computer Equipment
158 rail Street, Ilkeston, Derby

Payment:-
Other items available on request_

Visa, Access, Cheque or  Postal Order_ Cheques payable to I.C.E_

Telephone your order now on 0602 4 4 5 0 7 1  -  TEN LINES
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T R A N S A R C T I C A  A  7 2 0 0

The rank structure was so
ets r i g i d  that the chief could

[ 6 % . openly wear a fruit
-14C.n. p a s t i l l e  on his head.

C 1 0 4 1 0 4 . + 4 . .

It was a strange time, a wild
and barren and icy time. A

time of taking but never
giving, a time of large

panels covered in rivets and
things that went 'Elzzczt'.

1 5 4 5
75.

1 3 3  ,

Coal was not only a fuel, S O C
but also the currency, and tedious people
constantly joked about how their fortune was 'going up in
smoke'. Until they were thrown outside and then froze to death.

The train now standing on platform A1200 has, well, a lot more colours in it...

TRANSARCTICA
ENHANCED 1200 VERSION

G a m e :  T r a n s a r c t i c a  A l 2 0 0
P u b l i s h e r :  S i l m a r i l s
A u t h o r s :  A n d r e  a n d  L o u i s -
M a r i e  R o c q u e s ,  M i c h e l
P e r n o t
P r i c e :  £ 2 9 . 9 9
R e l e a s e :  N o w  l i g )

hat with
this
and
Ishar 2

and StormMaster
coming out on budget
last month, those
French funsters from
Silmarils have been pretty
busy boys lately, foregoing the
usual two-hour lunch breaks consisting
of brie, baguettes and quite literally
crates of yin rouge, and all in order to
produce some of the most off-beat and
esoteric works of Amiga software that
ever graced that little plastic slot on the
side of your 16-bit machine.

Now, this version of Transarctica
would be hugely more impressive if it
wasn't for the fact that the original, ho-

hum version looked pretty durned
spiffing anyway. If it's fabulous fantasy
art based heavily on pre-Revolution

Russia that you want (which, I've
got to admit, is probably a

teensy-weensy,
specialised percentage
of you) then you need

You can get some great
views of local wildlife
from on-board.

look no further, it's all
here. Unfortunately, as

with the original, the
gameplay isn't.

Set in a future locked in a man-
made ice age. you play the
captain of a renegade train
determined to bring back
the sun by lifting the
permanent cloud
cover. Unfortunately
for you, the ruling
Viking Union's power
is based on the ice age
staying, since they

THOSE DIFFERENCES IN FULL

It was a great
picture before,
so does the
extended palette
(left) improve it?
You decide.

It was a time of little trains
going 'Choo-choo-choo'
across the frozen tundra.

control supplies of coal
(the only fuel) and the
rail network (the only
mode of transport) so
they're out to stop you in
your tracks.

The resulting game
comprises mainly of

travelling from town to town
trading and picking up pieces of

information in the adventure part of the
scenario. There's also lots of fighting to
be done, against Mole men and packs
of wolves, but mainly against the rival
trains of the Viking Union. Sadly, these
battles consist of crappy little arcade
sequences with the two trains moving
to and fro on parallel tracks while
infantry and mammoth units charge
across the no-man's land in the middle.
After one or two goes. you've had
enough, and the programmers
(mercifully) give you the option of
leaving the computer to work out the
outcome of all the battles.

---_.‘;
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There's also a really tedious bit
where you have to manually feed coal
into the boiler, and whenever you
forget. the train grinds to a halt.

It's hard to recommend this one,
but if you like other Silmarils games,
then you'll like Transarctica, but I think
it's too obscure for most people.
•  MARK WINSTANLEY

T H E  B O T T O M  L I N E
It's lush and gorge and
atmospheric and
moody and... well,
ultimately a bit of a drag
actually. especially the
boiler-loading bit. It runs faster on
the A1200, and the pictures that
were great anyway are only slightly
improved by the increased palette,
so I'll give it 1% more than
the original got. I'm nice
like that. see?
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What have a table tennis
bat, a bus and a fish got in
common? They're all in this v.
sc eeeee hot.

G a m e :  R o b o c o d  1 2 0 0
P u b l i s h e r :  M i l l e n n i u m
A u t h o r s :  I n  h o u s e
P r i c e :  £ 2 4 . 9 9
R e l e a s e :  O u t  n o w

ne of the more tragic
omissions from the Amiga
Power All-Time Top One
Hundred this year was

Robocod, and with the release of the
1200 version, now's a good time to put
this right. The trouble is that
this is yet another platform-
console-cutie, and I'd
place money on the fact
that a fair amount of
you are just a tad fed
up with platform-
console-cuties by
now. I know we are.
So how, then, am I to

•
Nice backgrounds
and everything. And
all because of the
1200. Smashing.

•

Above: Fluffiness
abounds. Yes, it's a
cutesy game, but still
'street' in my book.

R O B O C O D

Right: This is one of the
five new levels, and jolly

nice it is too. Penguins,
cards, fish - it's all here.

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

•  I  •

0 .  . 6

Gentlemen - the future of cute platform game enforcement.

ROBOCOD
ENHANCED 1200 VERSION

"This k
DIE platforn
cutie to beat
all platform

cuties"

P t

£

- ' , A 1 1 1 4 1 1 1 - 1 1 1 . 1

THOSE DIFFERENCES IN FUEL

version and Millennium have taken the
opportunity to integrate some great
new background graphics, some extra
colours and five brand new levels. The
enhancements aren't
astounding, but they are
an improvement and
are very tastefully
done. The five
new levels are
a genuine
bonus too,
but it's not
enough to
persuade an
existing owner
to part with a
further £25.

But what about
those who haven't seen
this superb game before?
Well. James Pond is a fishy super
agent whose job in this adventure is to
save the world from Doctor Maybe. The
fiend is trying to ruin Christmas by
destroying all the toy factories in the
North Pole using penguin bombs.

There are over 50 stages of action
in which our hero (Pond) has to collect
all the explosive penguins before they
cause disaster. You control James by
zooming around the platform-
orientated stages, bouncing on any
baddies who impair your progress. and
using the capabilities of your
Expandosuit to stretch up to higher
platforms. It's not only the number of

No, no, no. Sorry Tim, but in
my book this is just as dull as
the first version of Robocod.
and that's pretty damn dull.
It's big and sprawling,
baddies are in short supply,
and the control isn't all it
should be either. I'd give this
about half the mark Tim did.
STUART CAMPBELL

convince you that this is THE
platform cutie to beat all

platform cuties? This fact
is made more clear in
retrospect, because
we've seen a lot since
this was first released
back in late 1991. and

taking a fresh look at it we
can see that it still
has more
playability than
most of the rest of
them put together.

But first some
facts. It says
something about
Robocod that just
playing it again re-
vitalised my
admiration for the
game, but there's
more to this than
just a re-release.
This is the
enhanced 1200

The shot on the
left is the 1200
version under
consideration
here, and it's got
a more
interesting
background than
the earlier
version, above.
So there you go.

A whole page
and no fishy

;'}funs. Amazing.

levels which is impressive but also the
variety — one minute you're doing
Sonic-The-Hedgehog-style speed trips,
the next you're avoiding giant teddy
bears and (get this) flying playing
cards. You simply aren't given the
opportunity to get bored.

What we have here then is a
welcome return of a great

platform game of
yesteryear which is

still miles ahead
of a lot of stuff
around now.
The
enhancements
work well, and
if you haven't

• , y e t  got the
game. this is an

essential 1200
purchase. If you have

got the game. take care -
there's not enough stuff you

haven't already seen for you to spend
out this amount of cash.
•  TIM TUCKER

U P P E R S
A massive
game with

improved graphics and the
ultimate in platform playability. It
simply won't go out of date. and if
you haven't got it you should be
ashamed of yourself.

I -  D O W N E R S  There's not

c i
enough here to persuade
existing owners to fork out

the extra dosh. I'm afraid.

T H E  B O T T O M  L I N E
Forget consoles. Armed with your
Amiga and a copy of Robocod
you've got the speed of Sonic and
the depth of Mario at your fingertips.
with the playability of both
combined. A simply
wonderful game.

11



A M A Z I N G  T E A  E G G !
T H I S  G R E A T  T H I N G
COUI_LpJoBIE Y O U R S

F O R  V W LY  £ 7  . 9 5 !
Hand. Sold separately.

High quality metal alloy handle. Firmly grasping
this will facilitate easy retrieval of your tea.
However, it isn't designed to keep you in touch
with the fast-moving videogames scene.

Finely tooled, stainless steel chain. Available in
gold, pig-iron and copper-look. Even the heaviest
tea portions will fail to break this high quality
linkage. But it can't tell you about the new Mario
movie, the very latest games in the arcades, and
it has never interviewed Bob Hoskins.

 E a s y  tea insertion/removal clip. Computer
designed to allow rapid tea removal and inser-
tion for your enhanced drinking pleasure.
But be aware -  utilising this feature will not tell
you how to complete Battletoads, Superfrog,
Tiny Toons and Jungle Strike.

 F i n e s t  mesh. The close weave ensures only the
flavour fills your cup. Designed by Swedes, the
mesh retains even the smallest tea particles
within. With no rust guaranteed*. But the mesh
doesn't preview ALL the biggest videogames.

See! O n l y  £ 1 . 9 5 !  A n d  f o r  t h i s
p i f f l i n g  a m o u n t  y o u  g e t :

Mega  C D  D r a c u l a  r e v i e w e d  -
w e  t e l l  i t  l i k e  i t  is !
The v e r y  b e s t  i n  t i p s .
M a r i o  t h e  m o v i e .  S h o t s  f r o m
the  f i l m  A N D  an  i n t e r v i e w
w i t h  t h e  m a s s i v e  B o b  H o s k i n s .
E v e r y t h i n g ,  f o r  e v e r y  m a c h i n e ,
gets  t h e  f u l l ,  f a i r ,  n o  p u n c h e s
pu l led ,  r o l l i c k i n g  t r e a t m e n t .
P r e v i e w s  f o r  EVERY m a c h i n e !
TWO f r e e b i e s !  A  C o m e t
D i s c o u n t  C a r d  t h a t ' l l  s a v e  y o u
m o n e y.  A n d  a G a m e s M a s t e r
w i n d o w  s t i c k e r  t h a t ' l l ,  w e l l ,
s t i c k  t o  g l a s s  a n d  l o o k  n i c e !

Manufacturers note: this product does not come wi th  a Comet Discount Card or
a GamesMaster w indow sticker either.

• No-rust guarantee is for 1 week only.

F o r  t h e  s a m e  p r i c e  a s  a
Te a  E g g  y o u  c o u l d  b u y
G a m e s M a s t e r !
I t ' s  p a c k e d  w i t h
r e v i e w s ,  t i p s ,  p r e v i e w s
a n d  j o l l y  l a u g h s  f o r  a l l
t h e  f a m i l y .  A n d  i t
m a k e s  g r e a t  c o f f e e .
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FOOTBALL
TACTICIAN 2

Miracle Piano Teaching System (Amiga/PC) 284.99
CDTV Trackball 79.99
Amiga/ST Mouse 13.99

We set the standards
We break the records.

Widely a c c e p t e d  a s  t h e  m o s t  a c c u r a t e  f o o t b a l l  s imulat ion avai lable,
FOOTBALL TA C T I C I A N  2  has taken the strategy scene by storm.
Record after record is being broken:
* Biggest ever multi-user system: up to 46 users! (who said four was the limit?) Now

with new rating system reflecting managers' ability and achievements.
* First ever fully interactive management game: intervene at any time during a match

to change tactics, make substitutions, adjust formation or mark players.
*  Most accurate player definition: 3 0  parameters including real  ages, aptitudes,

skills, caps, playing positions, fitness, morale and market valuation.
* Most accurate teams: 20-player squads updated EVERY WEEK! If your game still

lists Des Walker at Forest or Eric Cantona at Leeds, then it isn't Football Tactician!
* Largest results database: 21290 match results and league positions going back

20 seasons all instantly retrievable. All of which may be printed out.
* Largest ever recording options: 36 matches always recorded IN FULL for instant

full-scale replay, plus selected REAL matches that actually took place in real life.
* First ever referee involvement: true to life behaviour. Beware of  adopting 'rough

tactics' when Jim Parker is in charge! The message is clear: know your refs.
*  Fastest ever setting-up time: initial start-up in less than two seconds, thanks to

900K of super-fast machine code. Smoothness of action is FT2's hallmark.
* Most accurate editor: built-in intuitive editor capable of entering new players and

fine-tuning all parameters. Essential for the serious user
* First ever simulation capable of replaying REAL matches (ex: the Leeds- Rangers

clash in the European Cup)
*  First ever Scottish only simulation: FT2 Scotland now available separately

FOOTBALL TACTICIAN is the first ever management game that includes strategy as an
integral part of a successful campaign. Team selection, needless to say, remains a critical
element. But the BIG innovation is your involvement during the match: for the first time ever,
you will, as a manager, be able to alter your strategy : choose a defensive or offensive
system, mark certain opponents, drop back some of your players if the pressure is tough,
decide exactly when substitutions should be made, play the off-side trap, go for quick
counters, etc... With full on-screen commentary and minute-by-minute feed-back, you're
as involved in the match as any of your players! You will soon realise that this is no
ordinary soccer manager. THIS is the REAL THING. You're in charge. You manage your
side before and during the match. Nothing is left to chance. Can you rise to the challenge?
Try FOOTBALL TACTICIAN and prepare yourself for the ultimate football experience.

N e w  f e a t u r e s  i n c l u d e :
* FA Premier League and Division One permanently in memory with full interaction.

promotions, transfers, play-offs. local and European Cups.
*  900 players accurately and meticulously named, plus accurate European players
* Unique database-type search facility plus comprehensive data link giving access

to additional, accurate, historical information on selected players. This feature may
be further enhanced by the user himself

* Intelligent behaviour of computer sides capable of changing tactics to respond to
situation on the field or making substitutions based on fitness and fatigue.

* Three levels of commentary, from highlights only to ball by ball reporting.
Plus mid-week transfer and fitness news.

*  Friendlies, top scorers charts, precise transfer markets, club history, financial
position and much much more!

N o  k n o w n  f o o t b a l l  g a m e  i s  m o r e  a c c u r  t e l  F T 2  is updated
weekly: transfers, bids, injuries are recorded as they happen, n o t  a year later.
Users ALWAYS receive the very latest version..

And now FT2 SCOTLAND! W i t h  the Premier AND First Divisions and of course all
the unique characteristics and playability of the original Football Tactician 2

Please rush 1 copy of
F O O T B A L L  T A C T I C I A N  2  (one meg required) £ 2 2 . 9 5  O
F O O T B A L L  T A C T I C I A N  2  ( S c o t l a n d )  (one meg) £ 2 2 . 9 5  O
Also available:
F O O T B A L L  T A C T I C I A N  1 (half-meg machines) £ 1 6 . 9 5  O
coming soon: F T 2  I t a l i a  S e r i e  A
I own an AMIGA A5OO O A 6 O O  O A l 2 O O  O  A T A R I  ST/STE O
N a m e
A d d r e s s

I enclose cheque for M y  Visa number is ..
Visa or Access orders. same-dav  dispatch. O v e r s e a s  olease add  el o&o

TALKING BIRDS 0 7 0 2  5 2 3 6 0 7
5 Minster Close Rayleigh Essex SS6 8SF

A T  L A S T !  N O W  Y O U
C A N  B E  T H E  B O S S

Could you create a super cup and championship-winning team? Do you
think you could handle the pressure of football management and still turn
out the winner? Well now, thanks to our superb PBM soccer management
game, you have the chance to prove you can do it! But a football manager
has many difficulties to overcome - just think for a moment.... * C o u l d
YOU improve results? *Cou ld  YOU improve attendances? *Cou ld  YOU
buy the best players from the transfer market? *Cou ld  YOU give your star
player the chop, if required? *Cou ld  YOU lead your club to glory and win
a trophy in your first season?
If you think you're up to the challenge. send off your application TODAY,
and we'll rush the comprehensive instructions pack absolutely FREE OF
CHARGE, which immediately saves you £3.00 on the membership fee we
normally charge. Remember, you won't be playing against a computer, but
other "managers" from anywhere in the world a s  we can boast a

membership of over 2000 from-as far away as Europe
the Gulf region. Malaysia and Australia. So, build

your club however you wish - play like Wimbledon
or Inter Milan or : reale your own style of

p lav-  our unique computer program
will a l m o s t  limitless

=31

PPLY: Simply y
and address clearly on a piecea name' o f
paper ( including your  postcode) and

send your letter to: Apex Services
rti A m i g a  Power Offer

.a;- P . O .  Box 56
Gravesend,

STOP PRESS! STOP PRESS! Ring Apex Phonel ine on 0836 405 665
for latest news about  all our  PBM leagues. (Calls cos t  36p per min.

off  peak & 48p per min. at all o ther  times).

P I L O T
Q-1 - 6  0 • ? '
O \

C , 1 9  LONDON RD NTH <<N1)
LOWESTOFT SUFFOLK NR32 1 BA

TEL (0502) 512416
LISTING PAPER (MICRO PERF.)

11 x  9.5 inch 70gsm 5 0 0  sheets
11 x  9.5 inch 70gsm 5 0 0  sheets
A4 7 0 g s m  5 0 0  sheets
A4 7 0 g s m  5 0 0  sheets
11 x 9.5 inch 70gsm 2 0 0 0  sheets
11 x  9.5 inch 70gsm 2 0 0 0  sheets
A4 7 0 g s m  2 0 0 0  sheets
A4 7 0 g s m  2 0 0 0  sheets

PRINTER RIBBONS &  INK
BJ & DJ Refills1 2 . 2 9
Citizen Ribbons 9-Pin2 . 9 9
Citizen Ribbons 24-Pin4 . 4 9
Citizen 4-colour Ribbon1 4 . 9 9

PRINTERS
Citizen 120D+ 1 2 9 . 9 9
Citizen Swift 9 1 5 9 . 9 9
Citizen Swift 90 1 7 7 . 9 9
Citizen Swift 2002 1 4 . 9 9
Parallel Printer Cables 1.8m2 . 4 9

per box8 . 1 9
Buy 3 boxes for2 0 . 9 9
per box9 . 1 9
Buy 3 boxes for2 2 . 4 9
per box1 9 . 9 9
Buy 3 boxes for5 3 . 9 9
per box1 9 . 9 9
Buy 3 boxes for5 3 . 9 9

DISKS
Bulk 3.5 inch DSDD Bulk p e r  1003 8 . 9 9
Bulk 3.5 inch DSDD Bulk p e r  502 2 . 4 9
Bulk 3.5 inch DSHD Bulk p e r  503 9 . 9 9
Precision D S D D  B o x  105 . 9 9
TDK D S D D  B o x  107 . 9 9
Disk Labels Roll 5006 . 9 9
Disk Labels Roll 10008 . 9 9
100 Capacity 3.5 inch Disk Box when purchased with Disks 4 .99

100s of other items including Leisure & Utility Software in stock. Just
Phone or Write to us for a Price List. Al l  Prices include VAT. P&P Free.

F2 MAIL ORDER IS THE MAIL ORDER DIVISION OF F1 (RETURN)
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ACCELERATORS ten speed
machines tried and rated.
PLUS: Syndicate, Lost Vikings,
Gunship 2000, War in the Gulf,
ICD Trifectas, SyQuest Drive.
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In my day, WWF stood for 'World Wildlife
Fund' and had a nice picture of a panda.

128

W W F  W R E S T L E M A N I A  +  B O S T O N  B O M B  C L U B

WWF
WRESTLEMANIA
P u b l i s h e r :  H i t  S q u a d
A u t h o r s :  O c e a n
P r i c e :  £ 9 . 9 9
R e l e a s e :  O u t  n o w

Depressingly enough, when this first came
out as a full priced game, we slagged it off
over a two-page review which you, the
readers, completely ignored. You rushed
out and spent your cash on an
exceedingly poor game with a particularly
shrewd and cynical marketing tie-in. Then,
when WWF European Rampage came
out, we did the same thing, and you did
the same thing. Sigh.

Let's face it, regardless of what I say
about this game, people are still going to
buy this — simply because large men in
tights grappling with each other is still a
popular spectator sport. So here's what
I'm going to do. Presented below are
some opposing opinions, and all you have
to do is pick the one you like the most.
Then we'll all be happy.

Opinion A: Wow! No really, like, wow!
You know when you're watching the WWF
on TV or video, and you're thinking "Jeez,
I wish I could do that, for surely this is the

sport of kings, indeed the Olympian sport
of the ancient Greek gods!" Well now
[dramatic pause] YOU CAN! It's true,
WrestleMania's'. less of a game and
more like a virtual reality sports simulator,
where you ACTUALLY ARE the
Hulkster. , Ultimate Warrior,. or The
British Bulldog,. ! It's not just LIKE being
there, you genuinely ARE there! I now fully
understand why pioneering research into
transistors and microcircuitry was carried
out in the 1960s — it was to put this game
into your living room. WWFT. is the only
TV show you never need to watch, and
this is the only game you're ever going to
need on your Amiga. Really.

Opinion B: A stupid and pointless
insult-swapping section precedes the

Full-price games run and hide in your toilet! For
this is the exclusive domain of the budgies, a
frantic free-enterprise zone where vicious beat-
'em-ups rub silicon shoulders with sleek high-
tech flight sims. And all for around a tenner.

P u b l i s h e r :  D a z e
P r i c e :  £ 9 . 9 9
R e l e a s e :  O u t  n o w

B e f o r e  you play this game, try
the following: take all your
clothes off. put one red sock
on your left foot, a cabbage

on the other and a scuba diving mask
on your face. Paint the word -Blibble"
across your forehead, run along your
street shouting "The Armenians are
coming", then phone up a good friend
and tell him his sheep are on fire.
Finally. scream "Meep- at an old
person repeatedly until they have to
seek help from the police, and on the
way to the station keep telling the
officer that his name is Cuthbert and
that he's got a fire engine in his ear.

I bet you feel pretty silly, don't
you? Well, let me tell you. you're still
not even half as silly as Boston Bomb
Club. What a seriously strange game.
It's set in a gentleman's club in
Boston, and requires you to
transport bombs across
tables, which are made

...sure could help a
lot. You want to go

where people know.»

up of ingenious
devices put
together by the mad
scientists of the
Boston Bomb Club. You
have to manipulate the
wheels, cogs and runways of the
tables in order to get the bomb from its
origin to a target, at which point it's
extinguished by a bucket of water.

...their troubles are all the same.
You want to go where
everybody's quite insane.

161
Meanwhile in Boston: Making

IFF., your way in the world today
takes everything you've got.

Now that's pretty
strange, but what's even
stranger is the odd
things that go on during
the game. Babies (yes.
babies -  I mean, what on
earth are babies doing in
a club in Boston? And why
are they mucking about with

explosives?) crawl across
= = =  t h e  table, remove your

bombs and put them
somewhere else. Old

men lean over and
change things that
you've just moved,
and jazz trumpeters
(yes, jazz trumpeters)
pop up from nowhere,

obscuring vital parts of
the table. At this point,

you're staring blankly at the
W  screen and vowing never to eat

pizza just before you go to bed. No,
never again.

Other impediments include
toilets, trampolines, matter

15

Taking a break
from all your
worries...

transporters
and... well, I

can't go on, it'd
spoil it for you.

Suffice to say that
this is a completely

wacky. off the wall game with
an imagination that's "somewhere
over there".

But is it any good? Well it's a bit
tough. I have to say. There are 30
levels, and on each level you're given
a limited amount of bombs to guide to
safety. You only have to get one bomb
to the target. but if you don't do it in
time it explodes. or drops into space.
Add the extra hassle of having parts of
the table obscured by the gentlemen of
the club reading newspapers, and
people altering your settings and it
soon becomes a bit of a headache. But
fun. Fun and strange. Yes.
•  TIM TUCKER

T H E  B O T T O M  L I N E
Although perhaps a little too hard,
with a pretty severe learning curve,
it keeps you playing because it's
just so bizarre and entertaining.
Also, you can start playing at the
higher levels if you want, so even if
you do find it difficult you'll get to
see a good deal of the game. A
welcome breath of fresh air for the
puzzle genre, and
absolutely screaming (in a
silly accent) for you to
spend ten quid on it.
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6 8 8  AT TA C K  SUB +  M I G - 2 9  FULCRUM

moves you can access in something like
Body Blows or Street Fighter 2.

But after all's said and done, this
game has still got a lot to offer, and I'm
glad that six years after my initial longing
I've finally got round to cleaning up these
foul streets. Hats off to Travis.
•  TIM TUCKER

THE BOTTOM LINE
The best walk-along beat-'em-up
around, although it suffers in
comparison to the classic one-on-
ones -  Street Fighter 2 and Body
Blows. Dated, but in a nice
way, and still fun, so well
worth the ten quid asking
price if you ask me.

MIG - 29
FULCRUM
P u b l i s h e r :  T h e  H i t  S q u a d
D e v e l o p e r :  T h e  K r e m l i n
P r i c e :  £ 1 2 . 9 9
R e l e a s e :  O u t  n o w

MiG-29's problem, I feel, is that it simply
hasn't got anything to offer. F-15 Strike
Eagle gave us authenticity. Knights Of The
Sky gave us wagonloads of World War 1
atmosphere. Interceptor gave us
accessibility. F-29 Retaliator gave us really
great futuristic missiles and huge
explosions. F-19 Stealth Fighter gave us
incredibly detailed graphics. And Combat
Air Patrol gave us a flight sim that played
more like a shoot-'em-up (And a
somewhat unrealistic release date. — Ed).
So what does MiG-29 give us?

Well, nothing, really — that's the
point. It's got reasonably fast graphics, but

Fascinating flying fact: 'Fulcrum' is just the
NATO nickname for the MiG-29.

These nicknames always begin with an 'F' -
so look out for the F-31 'Fieldmouse' soon.

G a m e :  6 8 8  A t t a c k  S u b
P u b l i s h e r :  T h e  H i t  S q u a d
P r i c e :  £ 1 2 . 9 9
R e l e a s e :  O u t  n o w

A s u b m a r i n e  commander's
life, as any suitable war
film will confirm, is
perhaps the most

exciting on (or under) the high
seas. Crouched in front of the
periscope, hands gripping th
controls, teeth gritted, sweat
pouring down his forehead,
barking orders: "Port twenty
degrees!" "(Port twenty
degrees!)" "Fire torpedoes!"
"(Fire torpedoes!)" "They've
seen us! Dive! Dive! Dive!" etc.

A 688 Attack Sub
commander's life is rather
different, however. In fact, he can't
actually crouch in front of the
periscope and shout "Port twenty
degrees!" at all. Instead, having done a
bit of crouching, he's got to leave the
periscope screen, flip to the steering
screen, move the rudder, wait
till the sub's turned
through 20' and
centre the rudder
again b e f o r e ,
returning to

"No reason at
all, as far as

I'm concerned." Cr S F  E E D  D E  F H  _  -

the periscope
screen. Not nearly
as much fun, I'm sure A C T S
you'll agree. O

And it's not even as if the
periscope screen is particularly
exciting. The view is titchy, with
splotchy ships floating by and not a
trace of the torpedoes you ought to be
able to see streaking towards them.
And the screen update is harrowingly
slow — in one frame a battleship can be
side-on in front of you, and in the next
one head-on. (That's when there aren't
all these weird coloured squares

"What's the score down
there?" "Three-nil, Germany

won. Still, why can't we
send them down the

draught l a w  instead?"

appearing on the
screen, looking suspiciously like
programming gaffes.) The only
alternatives are various overhead-view
map screens, and a sort of sonar
terrain mapping device which is handy

for zipping through the contours
of the sea bottom Sean

Connery-style. There are
several other screens

 y o u ' v e  got to flip
between to arm your
weapons, listen to the
radio, navigate and all
that sort of beneath-the-
waves stuff. But there

isn't an awful lot on each
screen, and it's hard to

,-,h._.1„F b e l i e v e  that the important bits
of each couldn't have been

combined into one central screen,
making the action much more fluid.

That's not to say 688 Attack Sub
isn't accurate, though. It's an
enormously
comprehensive
simulation that
covers every
aspect of
submarines, right
down to the

LHLI
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thermal layers you cross in the
water as you go up and down, and

the blind spots in your sonar.
You'll need to learn evasive
manoeuvres you never knew

existed if you're to make it through
the ten missions intact. But you get
the impression that 688 Attack Sub
spends so much time worrying about

thermal layers and blind spots that it
doesn't have much time left to have a
good game with you.

688 Attack Sub is for the man (or
woman) who likes their submarine sim
sophisticated, efficient, characterless
and excitement-free. It's for the kind of
person who'd choose a Nissan Micra
over a 205 GTi. Me? I'd buy a
Volkswagen Polo. Er, right.
•  JONATHAN DAVIES

THE BOTTOM LINE
Loads for simulation buffs to get
their teeth into, and as a straight
strategy game it works just fine. But
thrills and atmosphere are in short
supply — you never get the feeling
you're actually sitting at the helm of
a submarine. Silent Service 2 would
be a much better
alternative, but I don't
think that's out on
budget yet. Pity.

_tot

T H R E E

PLta i , "  . F I L - r t i V A  t i A , 1

"Oh no, we've been rumbled - they know
that all the sugar turns to alcohol in...

(Right, that's enough. No more gratuitous
product placement in AP captions. - Ed)

Oh. Well, suffice to say, this whole
sequence was going to finish with a funny
pun along the lines of "Serves them right
for bringing on their sub". Chuckle.
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18there isn't an awful lot to them (just lots of
squiggly lines and rectangles, with big
spaces between them). It's not especially
accessible — there are loads of keys to
learn. It tries to create an air of Iron
Curtain mystique by throwing lots of intro
screens and backwards Rs at you, but
once you're actually up in the air you might
as well be flying a Boeing 737 for all the
authentic flavour you get. There are only
five missions to fly on, and they're swiftly
completed, so it could hardly be called
'deep'. And there are achingly long waits
between things actually happening. It's
always boasted accuracy as its main
selling point, but it didn't seem any more
accurate than most other flight sims to me.

As a flight sim this is competent
enough. The graphics, as I said, are fast
enough and all the essentials are in there.
But even I've got to draw the line
somewhere, and MiG-29 just seemed to
lack sparkle. It bored me.
•  JONATHAN DAVIES

T H E  B O T T O M  L I N E
It's a solid enough simulation, and
everything works okay. But there's
nothing exciting about it at
all. It'll always be referred
to as "MiG-29— the flight
sim that... er, that... er..."

'Wing Commander' is
actually a major
position of authority
in the Kentucky Fried
Chicken organisation.

P u b l i s h e r :  E m p i r e
A u t h o r s :  L o t s  o f  p e o p l e
P r i c e :  £ 2 9 . 9 9
R e l e a s e :  O u t  n o w

T w o  things strike me as being
particularly interesting about
Space Legends. The first is
that the manual is 214 pages

long. covering the instructions for all
three games in five European
languages, and so far beyond a joke
that I wasn't even able to manage a
nervous yelp when I opened the box.
And the second is that in the company
of Space Legends I spent three of the
most tedious evenings of my life
(What? -  Incredulous Ed). I'm sorry.
but I did, even though the constituents

SHADOW
DANCER
P u b l i s h e r :  K i x x
P r i c e :  £ 9 . 9 9
R e l e a s e :
O u t  n o w

Shadow Dancer is the story
of Joe Mushashi (a Ninja)
and his pet dog (a Ninja
dog). The dog's important
you see, because otherwise
all that Joe has at his
disposal is an unlimited
supply of Shurikens (that's
Ninja throwing stars) and a
spot of Ninja magic. But by accessing a
special move you can send the Ninja dog
off to tackle an assailant, and while the
guy is distracted, jump up and shoot him.
It's very effective. The only down-side is
that, if you leave it too long, the poor mutt
ends up getting his head kicked in and
running back to you with his tail between
his legs, whimpering. And, weirdly, half his
original size, which seems to indicate that
the baddies have some sinister device
which enables them to shrink domestic
animals. The fiends.

The baddies in question are terrorists
who, as well as diminishing the nation's

One man and his dog - Ninja-style. I'm as serious as
cancer, when I say that 'Shadow' is a 'Dancer'.

of the compilation are supposed to be
three of the most absorbing and widely
respected games in history.

Consider Wing Commander.
(Okay, so that compilation review
blueprint just won't lie down and die.
But why fight it?) A more youthful
game hath ne'er graced a compilation.
Reviewed a matter of issues ago (in
AP21, in fact), it picked up a startling
88%, and was described by ex-editor
Mark Ramshaw as "a very swoony,
smooth and pretty dream" (which I
think means he liked it). But I just
found the whole thing enormously
boring. It probably doesn't help that,
like the majority of AP readers, I've
only got an A500, on which Wing
Commander is virtually unplayable

household pets, are planting bombs all
over the place. Your job is to kill all the
terrorists and defuse the bombs, which is
easily done by just walking over them.
(I sincerely hope that real bomb disposal
experts will get peeved about this, and
claim that it's giving the impression that
their job is not all it's cracked up to be.
Bomb disposal men? Easy life.)

Anyway, it's rather good. It's
admittedly dated, but no less compelling
for that, and its 'gimmick', if you will, of
having the dog run ahead and take on
some baddies, works very well. The
gameplay is limited in other respects (it's

thanks to the horribly slow graphics.
Conscientious as ever, though, I

transferred operations to AMIGA
POWER's Al200 and was completely
blown away by the incredible 3D
graphics. Gosh, I thought, as finely
detailed spaceships spun around and
zoomed in and out before my eyes. But
I really didn't enjoy playing it all that
much. It all seemed so simple and
depth-free. I can almost hear the ghost
of Mark calling to me now saying: "But
what about the bits in-between the
flying sequences, where you talk to
people and follow the storyline?"
I'm really not that much into all that
stuff, though, and I'd much rather
they'd concentrated more on beefing
up the shooting side of things.

Still, I realise that I'm probably a
voice alone in the wilderness here, and
you'll most likely love Wing
Commander (if you've got an Al200).
That's one 'great' game so far. then.

Megatraveller 1 places me in a
similar quandary. It. too. did really well
when first reviewed in AMIGA POWER

While a 'Mega-
Traveller' is clearly
an itinerant
salesman for King
Cones Ltd.

just a walk along beat-'em-up with some
platforms), but there are enough
challenges to keep it interesting. Certainly
worth ten quid.
•  TIM TUCKER

T H E  B O T T O M  L I N E
Nice little platform beat-'em-up, with
some neat touches and addictive
gameplay. Yes. it's a tad one-
dimensional (or is that two-
dimensional? Not
completely three-
dimensional anyway),
but you'll enjoy it.

RICK
DANGEROUS 2
P u b l i s h e r :  K i x x
P r i c e :  £ 9 . 9 9
R e l e a s e :  O u t  n o w

There are a few things which really annoy
us (the most mightily fearsome beings
ever to produce a computer magazine)
here at AMIGA POWER. For example,
sugar-free Tab Clear, that really annoys
us. Can't see the point. Also, anyone
calling us soft names, like Pookie or
Pandles — that winds us up no end.

(rather longer ago than Wing
Commander). and is supposed to be
really deep and absorbing if you can
spare the time to get into it. But. again,
I really found myself struggling. In fact
I can't even summon up the
enthusiasm to crack the 'futuristic
gypsy' joke I'd got planned.

It's an RPG. in which you've got a
party of people to guide around a
series of planets, exploring cities and
hoping to complete a quest. There's
loads to it, and plenty of shooting to
balance out the strategy. But I just
couldn't bring myself to like it. The
diabolical graphics are probably
largely to blame — they really make it
hard to suspend one's disbelief — but I
didn't enjoy the puzzle-solving much
either. Even a real fan of the game
would have to admit that it's the weak
link in Space Legends' chain.

And then there's Elite Plus. I've
never liked Elite. The flying-around-the-
universe-trading-between-planets side
of things is fine by me. as is the trying-
to-build-up-your-spaceship-into-a-

nt term= G a m e
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Rick's life is certainly dangerous. Sit so is jogging
on the motorway, and that's not much fun either.

And another thing which really
annoys us is a platform game called Rick
bloody Dangerous bloody 2. Especially
when it plays dirty tricks like having a
supposedly helpful arrow point to a button
(and up to this point in the game this has
been a reliable indication of something
useful), which upon pushing turns out to
be booby trapped, killing you instantly by
sending 1,000 volts up your bottom. "Ho
ho ho," chortle the programmers, "you've
been had." "So it would appear," you
seethe back.

The problem with Rick Dangerous 2
is that it's so unfair. You can be trotting
along quite happily when suddenly, out of
nowhere, with absolutely no prior warning,
a laser bolt hits you. So you lose a life, and
make a mental note that next time you

pass that particular point you must
avoid that laser bolt. And you get
past that point, and you remember
to avoid the laser bolt, and the next
thing you know you've been hit by
an electrical charge coming from
nowhere. You lose another life,
make another mental note and
soldier on. After about half an hour
of this you've made so many
mental notes that your brain feels
like a school rough book, and it
begins to dawn on you that you're
not actually enjoying yourself. As
drunk people are wont to say to

their mates when they're getting into a
fight after the pubs have closed: leave it —
it's not worth it.
•  TIM TUCKER

T H E  B O T T O M  L I N E
It actually looks good, and there's a
good variety of controls (including
bomb dropping and laser bolt firing),
but it's just so irritating. This is not
the kind of gameplay that we like at
AP — it's more a kind of memory test
than a challenge. You should at least
be able to see what's
coming and be given a
chance to avoid it, in our
book. Leave well alone, 37 I.

a

Arid 'Elite'? Well,
I can't think of
any products I
could link that
with. Can you?

R i I I I  I I I  C I

f

t T A E

really-good-one aspect. The shooting
stuff seems like a good idea, too -
you'll encounter a variety of different
ships en route, some scarier than
others, which you've got to kill. The
way you're trying to work your way up
the ranks to 'elite' is a neat idea, too.
I'm not at all bothered by the crude
graphics, which get the job done
perfectly. And I can appreciate the
game's heritage -  it's been around for
at least ten years now, collectively
giving centuries of pleasure to players
on all formats.

But it's always really, really
annoyed me the way that, if you want
to turn left a bit, you've got to roll your
ship through 90", pull back on the
joystick, and then roll through 90
back again. That annoys me so much.

So, for recapitulation's sake,
that's one exceptionally good game (if

1 1 .

I N D . _
I I t a N , „

s  I
you've got an A1200), one slightly
dubious strategy RPG thing that's
great if you like etc, and one old
classic that everyone should have a
go at, none of which I liked at all. Oh
dear. I think I'll have to give Space
Legends a high mark simply because
I'd look silly otherwise, but if your
tastes in any way resemble mine I'd
advise you to steer clear.
•  JONATHAN DAVIES

T H E  B O T T O M  L I N E
All these games are theoretically
very good indeed, and the
compilation as a whole must
consequently be considered top
value. But I didn't like any
of them very much. Oh
crumbs. Look, just forget
about me, okay? 79

r d !

LAZY DAY , Y  NIGHTS
A stall selection from the vast range of titles we stock.

Phone for a complete price list containing over 600 titles including great value comp lations.
TITLE

4D SPORTS BOXING
688 ATTACK SUB
A-320 N AMERICAN
ABANDONED PLACES 2
ADDAMS FAMILY
AUER BREED SPECIAL EDT 92
AMBERMOON
AMOS PRO
ANCIENT WAR IN SKIES

• APOCALYPSE
AQUATIC GAMES
ARABIAN NIGHTS
ASHES OF EMPIRE

• ATAC
A-TRAIN

• A-TRAIN CONS KIT
9-17 FLYING FORTRESS

• BLADE OF DESTINY
BLUES BROTHERS
BODY BLOWS
BOSTON BOMB CLUE

• CAMPAIGN MISSION DISC
CAPTIVE
ONAFICNSHIP MANAGER 93
CHAOS ENGINE
CHUCK ROCK
CHUCK ROCK 2
CIVILIZATION
COHORT 2
COMBAT AIR PATROL
CONTRAPTIONS
COOL WORLD
CREATURES

• CREEPERS
• CRUSADERS OF DARK SAVANT

CRYSTALS OF ARBOREA
DARKSEED
D-DAY
DESERT STRIKE
DUNGEON WIER AND CHACS
DUNE 2
EYEOFIIIE BEHOLDER 2
F19 STEALTH FIGHTER
FACE OFF
FLASHBACK
GOAL (1 MEG)
GRAHAM GOOCH CRICKET
GLOBAL EFFECT
GLOBAL GLADIATORS
GUNBOAT
GUNSHIP 2000
HARD NOVA

PRI E P R I C E  P R I C E
9.99 7 . 9 9  2 t 9 9
9.99 2 0 . 9 9  1 6 . 9 9

22.99 2 3 . 9 9  1 6 . 9 9
23.99 1 6 . 9 9  2  17.99
7.99 1 6 . 9 9  9 . 9 9
9.99 1 4 . 9 9  S  9.99

17.99 1 3 . 9 9  1 6 . 9 9
23.99 2 5 . 5 0  1 9 . 9 9
23.99 1 0 . 9 9  9 . 9 9
16.99 1 0 . 9 9  1 9 . 9 9
10.99 1 9 . 9 9  1 0 . 9 9
15.99 1 0 . 9 9  1 7 . 9 9
10.99 1 6 . 9 9  1 5 . 9 9
23.99 1 0 . 9 9  1 5 . 9 9
23.99 1 0 . 9 9  1 7 . 9 9
10.99 1 9 . 9 9  1 6 . 9 9
23.99 5, 1 9 . 9 9  1 5 . 9 9
27.99 1 0 . 9 9  2 2 . 9 9
10.99 1 6 . 9 9  2 5 . 9 9
17.99 2 9 . 9 9  s  1 9 . 9 9
7.99 2 0 . 9 9  1 9 . 9 9

11.99 1 4 . 9 9  1 1 . 9 9
10.99 2 3 . 9 9  9 . 9 9
16.99 9 . 9 9  9 . 9 9
16.99 7 . 9 9  1 7 . 9 9
8.99 7 . 9 9  1 3 . 9 9

16.99 1 3 . 9 9  7 . 9 9
23.99 2 5 . 5 0  2 3 . 9 9
20.99 1 7 . 9 9  1 9 . 9 9
19.99 M  P  1 5 . 9 9  1 5 . 9 9
10.99 T f a t l l 0 0 8 3 N T  COVER Of 2 3 . 9 9
12.99 I S S U E  8 Of THE EUROPEAN 1 0 . 9 9
15.99 COMPUTER USER MAGAZINE. 2 3 . 9 9
20.99 I T  IS AVAILABLE THROUGH, 1 6 . 9 9
31.99 SUBSCRIPTION ONLY, B 2 0 . 9 9
7.99 F O R  YOUR COMPLIMENTARY 2 0 . 9 9

19.99 INTRODUCTORY COPY, CALL 1 6 . 9 9
20.99 1 0 . 9 9
20.99 1 5 . 9 9
19.99
21.99 1 3 . 9 9
19.99 9 . 9 9
11.99 9 . 9 9
7.99 1 1 . 9 9

21.99 1 3 . 9 9
21.99 1 1 . 9 9
20.99 9 . 9 9
12.99 9 . 9 9
20.99 1  11.99
9.99

23.99
7.99

HERO QUEST2 1 6 . 9 9  Q U I C K S H O T  PYTHON 8.99

TITLE
HILL ST BLUES

• HIRED GUNS
HISTORY LINE

• HOT HATCHES
HUN RACE JURASSIC IDES
HUMANS
HUMANS DATA DISK
MORES FAll °FAURE
INDY JONES LAST CRUSADE
ISHAR-LEGEND OF FORTRESS

• ISHAR 2
KID GLOVES 2
KID PIX
KNIGHTMARE
LEGEND
LEMMINGS 2
LEMMINGS DOUBLE PACK
LETHAL WEAPON E
LION HEART
LOST TREASURES OF 'MOM
LOST VIKINGS
LOTUS THE FINAL CHALLENGE
MAELSTROM
MANIAC MANSIONS
MAN UTD EUROPE
METAL MUTANT
MONKEY ISLAND 1
MONKEY ISLAND 2
MONOPOLY

TITLE
NICK FALDO'S GOLF

• OPEN GOLF
• OVERDRIVE

PACIFIC ISLANDS/TEAM Y
PIRATES
POPULOUS & PROMISED LAM
PREMIER MANAGER

• PRIME MOVER
PROJECT X
REACH FOR THE SKIES
ROBOCOD
ROBOSPORTS
ROME AD 92
SABRE TEAM
SCRABBLE
SENSIBLE SOCCER 92/93
SHADOWORLDS
SILENT SERVICE 2
SIM CITY DELUXE
SIM CITY/POPULOUS

• SPACE HULK
STEEL EMPIRE
STORM MASTER
STRIKE FLEET
SUPER FROG
SUPER TETRIS
SWIV

• SYNDICATE
THE GREATEST
THEIR FINEST HOUR

• TORNADO
TRODDLERS

• TWILIGHT 2000
• UNIVERSAL MONSTERS
• WALKER

WAR IN THE GULF
• WORLDS OF LEGEND

WWF 2
ZOOL

AMIGA IISTRUCTION V1DEua
4201MIET011611910-PAKI
AMIGA GRAPHICS VOL 1
ANIMATION VOL 1
0/00 PKIPICDON FOR HE AMIGA
DELUXE PAINT VIDEO GUIDE
DESKTOP VIDEO VOL 1
HOW TO ANIMATE
THE AMIGA VIDEO
THE MAGIC OF MUSIC & MID

JOYSTICKS
IIISCIFEMBRAHIGRENBWIDED
QUICKSHOT APACHE

5.99
5.99

0480 498889 0 4 8 0  496379
All items are subject to ayailabitty. Prices can be subject to change. E & 0 E.

Post and packing: UK = 75p per item 2nd Class; fl_50 per kern 1st Class; f1.80 per item 1st Class Recorded.
EEC post = a75 per Sent non-EEC = 6.75 per item;

Express Ai Mal -,f4.75 per item.
Titles marked with a may nutty released at time of going to press. Please

telephone for avaiabTty and a full oapy of our terms and conditions.
V I S A
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PO NTS OF E
Shock! Are AMIGA POWER going soft in their old age? Well, no. It's just been an astonishingly good month.

STUART
CAMPBELL

MARK
WINSTANLEY

TIM
TUCKER

Populous with guns.
Wahey!

Desert Strike in a
helicopter (What? -  Ed)

* * * *

S Y N D I C A T E G U N S H I P  2 0 0 0 Y O !  J O E !

Pool your
resources and buy it

Killing innocents
is fun

Haven't played it

Haven't played
it -  not!

Almost fantastic
platformer

* * * *

I prefer
thin Elvis
* * * *

"  R E T. i t  " I T
•

W A R  I N  T H E  G U L F

Phwoar! In The
Gull, more like

* * * *

Visit sunny
Kuwait

* * * * *

Kept Mark quiet.
Wahey!

* * *

Can I have fries
with that?

Great fun for all man-
(and girl-) childs

* * * *

G L O B A L  G L A D I A T O R S D U N E  2

Shame about
the backdrops

* * * *

Global Hamburger
Salesmen, more like

* * * *

Desert On Strike,
more like
* * * * *

July and August 2,
as well

Haven't played it

DAVE
GREEN

3D Ant Attack for
the '90s
* * * * *

Ata Mop,
more Nke

* * *

War hi A Trak,
mere NM

* * *

JONATHAN
DAVIES

Bit slow on
the 500
* * * *

Haven't played it
Yo? What kind of

word is that?
* * * *

I'm Krazy
about Kuwait

* * * *
Haven't played it

Spice is the
variety of life

* * * * *

ASIL
NADIR*
'INE WAS PIM
A MINUTE AGO,

11011W—I

Not corrupt enough
for my liking

* * * *

I'd donate more than
L2000 to play this

* * * *
NNW% played it

A hit, if there's
any justice

* * * *

Don't run away
from this one

* * * *

The authors deserve
a Knighthood

* * * *

N  ,s,,,,si*00
M O N T H

J E T  TAKE YOUR PICK
Okay, here's just a few games that we reckon should be coming
out next month: Blob, International Golf, Sim Life, and (naturally
enough) Hired Guns. Now, release schedules being what they are,
the only way you'll be able to find out if they actually do is buy our
next issue and see if we've reviewed them. How's that sound?
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ow
hear this

Your Sinclair s final, ultimate and
amazingly last issue, containing a
bumper 68 pages of spectacular

wonderfulness, goes on safe on Tuesday
3rd august. Go on, buy it. You owe it

to your Speccy. Or something.

I t ' s  c r a p .  I n  a  f u n k y  s k i l l o  s o r t  o f  w a y .
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'CONSIDERED
COINCIDENCES'
Dear AP,
I've worked it out -  I know the solution to
life, the universe and everything! Or, to be
more specific, I know what's happening to
the AP team. Every month I open up the
new issue of AP and turn to 'Just Who Do
We Think We Are?' to be greeted by a
myriad of new faces. What's happening to
the AP team? Just when I get used to one
reviewer's style, they're oft. Where are
they all going? I refuse to believe that they
all moved to different magazines. No,
[DRAMATIC PAUSE] I know what's
happening to them — I've connected a

Here at AMIGA POWER, we read every letter that
you send in. And sometimes they're so great we just
have to print them. The very best ones we choose to
reward, not just with fame, but also some sort of
arbitrary prize-item. We're funny like that, see?
•  Address your letters to: AMIGA POWER, 30 Monmouth
Street, Bath, Avon BA1 2BW.

number of things which other people may
have considered coincidences to arrive at
the obvious conclusion. Firstly, who is the
only member of the team (apart from JD,
who doesn't count) that has been with the
mag for all 27 issues? Secondly, why does
said person nearly always appear in dark
glasses with a fan hiding his face? Why is
this person apparently so good at games?
Yes, Stuart Campbell is a VAMPIRE! He's
devoured the old AP team members, look
out Mark and Tim, etc! I reckon the only
reason JD hasn't been noshed is because
he doesn't taste very nice.

I also wanted to say something to
Tim (pro': ding he still works on the mag by

the time you get this) -  Miami have as
much chance of winning the Superbowl
next year as Dallas have of not winning it.
I will not obey Authority!
The Scarlet Helmet, Derbyshire

Oh god. It's going to be one of those
months, isn't it?

' I  D O N ' T  T H I N K
S O ! '
Dear AMIGA POWER,
Great mag! New Editor eh! A girlie eh! So
who's idea was it to do the 'Cutesy-
Wootsy Games' section in issue 26?
Sounds as if Miss Editor's got you all

HIGH QUALITY GAMES

winners
' A  M O T H E R  F O R  HER
TOD D LE R'
Dear AP.
It's 3am, and after reading issue 26, I'm even more tired.
Yep it's true, issue 26 is crap! Three-and-a-half quid down
the drain again. The only decent bit was 'The Right Profile'
of Linda, and all the rest was junk. For instance. what
saddo would buy a game like Woody's World, apart from a
mother for her toddler? And to get a game like Beavers.
you'd have to be mad.

Let's face it, AMIGA POWER isn't the kind of mag
you'd find lying around in a kindergarten, so why do you
continue to review this junk month after month? Why not
leave it to the cheapo mags? Now don't tell me that you've
got to cater for all ages because no one's going to spend
£3.50 on such a high-quality mag to see such low-quality
games reviewed. Please don't hammer me with some
cocky reply, it's just an opinion. Goodnight.
F M Regan, Somewhere

Oh dear oh dear, 'FM'. You ARE in a bad mood, aren't you?
A lovely issue, our most beautiful cover ever, one of the
best games of all time on the coverdisk, some pictures of
Mark in a fluffy bunny-rabbit suit (er, yes) and you call it
£3.50 wasted because you don't like two of the games we
review? Jeez, get out in the sun for a bit, y'know?

But let's explain. AMIGA POWER's purpose in life is,
according to our Publisher, "To provide clear buying
recommendations" (as well as other stuff like making pots
of money, obviously). To do that, we have to review
games. That's our job. Now, if we review a game and then
decide that it's crap (and we could hardly decide that it's
crap BEFORE we review it, could we?), but then fail to put
it in the magazine, not only have we wasted a couple of
days' work, but we've failed in our duty to the readers,
because the flipside of providing clear buying
recommendations is providing clear NON-buying

recommendations. That is, telling you what to avoid. Or
maybe that's not what you mean - maybe what you're
saying is that we shouldn't review cutesy platform games,
in which case you're darter than someone who hasn't got a
proper first name (didn't we cover this before? NO MORE
LETTERS FROM PEOPLE WITH NO NAMES). No Titus The
Fox? No Trolls? No Zool? No Rodland? No Putty? / don't
think we'd sell many copies of that incarnation of AMIGA
POWER, do you?

' G A M E S  A N D  WA S T E '
Dear Anybody,
I love my Amiga, and would only swap it for a Neo Geo
with about 15 games ( You sap. Neo Geo games are really
awful, all of 'em. — Ed), and love AMIGA POWER, although
it's hugely expensive over here (£4.60 IR) but could you
please tell me why you review totally crap games and
waste space that you could otherwise use for a good game
or some cheats for good games. I'm referring to games
such as Crazy Cars 2 20%, 4D Sports Driving 37%, Epic
34% etc -  I think you get the picture. My point is that no-
one wants to hear about crap games, so why not just print
reviews of games that only get over 40%? If you want to
tell people what not to get, do it in the Bottom Line as you
can use very little space to get the message across.
Yours sincerely, Chris Murphy, Co Cork, Eire

Oddly, Chris. you're in a very small minority here. Most of
our readers would actually prefer to have reviews of crap
games, because they're generally more fun to read. If we
were going to banish a whole range of games on the
strengths of their marks, the ones that'd go would be more
likely to be the tedious, mediocre ones that score, say,
between 40% and 60%. Ever tried writing a review for some
horrible formula movie-licence platform game that you've
seen a hundred times before? It's a bloody awful job
sometimes, we can tell you.

Fact is. the basic premise of your argument is simply
completely wrong -  people DO want to hear about crap
games, which is why Oh Dear... (a gratuitous put-the-boot-
in column that we ran for our first year) is still the single
most popular feature we've ever run, and why we flagged
the fact that we had the worst game of all time reviewed on
issue 26's cover. And also, what would we do in months
when there weren't any really good games?

under your thumb already. I mean, let's
face it, it was a bit of a girlie idea. Oh, and
another thing, what's with the dressing in
black all the time, Miss Ed? Must be
mourning the death of your hairstylist!

Seriously though, get well soon, and
get back to what you do best, being the Ed
(What does an editor do anyway?) of the
all-conquering AMIGA POWER. On to
another subject now. So Team 17 have
decided to stop producing games for the
A500 and concentrate on the 1200. Why?
They say they've pushed the A500
technically as far as it will go, but I don't
think so! They haven't taken the machine
as far as it goes, they've taken their
programmers to the limit of their skills.
What am I going on about? Well, take
Superfrog, a very good game, 50 frames
per second, 32 colours on screen, fine.
Haven't they seen Lionheart though? 50
frames per second, hundreds of on-screen
colours, layers and layers of parallax in the
background — now that's what I call taking
the A500 to its limits.

Team 17 produce some excellent
games and should think twice before
abandoning the A500 in favour of the 1200
— after all, it's a poor workman who blames
his tools.This isn't a biased opinion as I
own a 1200 (do fellow owners realise their
machine is only running at half its full
speed? — try adding a little Fast RAM) and
an excellent machine it is too.

Another thing, what did Dave Green
think he was doing wearing a Mario T-Shirt
within the pages of AMIGA POWER? If
you want to play with toys all your life, Mr
Green, then fine, but do it somewhere
else. Finally, please don't do what CU
Amiga have done and go all technical, I
like you just the way you are.
Yours my 1200's better than your 500-ly,
Paul Horton, Stechford

Ah, well, y'see, what you didn't spot was
the subtle subversion Dave had
perpetrated on his Mario shirt, hidden as it
was by his other shirt. If only you knew...

' H O P E  Y O U  D O N ' T
M I N D '
Dear Ed,
Hello, I just thought I'd write in to ask
some questions. Hope you don't mind. If
you do then, er, then you mind, so you
won't bother answering them. Or
something. Oh well, here goes anyway.

I noticed that, compared to a year
ago, the amount of new Amiga games has
dropped considerably. This time last year,
20 new full price games were released
every month, where as this year there
were only 12. I know the recession's still
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on, but surely the situation should be
getting better, not worse? So what do you,
the experts, think?

Also, I was surprised and shocked to
see your readership figures drop so
quickly. I hope you've got some plans to
re-establish your readership figures as I'd
hate to see AMIGA POWER go down.
Cheers, Cynda Williams, Camden

Hey, Cynda, did you know your name's an
anagram of 'Candy Siam Will'? Er,
anyway, after a couple of really shaky
months, things do seem to be picking up
again on the number-of-games front.
There still aren't as many as there used to
be, and I think that's probably due to
people either concentrating more on, or
moving completely to, the console market,
but the Amiga is a very strong machine
and we can't see things deteriorating any
further for a good few years yet. Indeed,
as the novelty-value glamour of the
consoles begins to wear off, I think there
could be a bit of a renaissance on the
way. And, well, nudge nudge wink wink, a
nod's as good as a wink to a blind horse
etc, I wouldn't worry about our sales
figures if I were you. Watch this space...

' C O V E R D I S K  BETTER
T H A N  THE RELEASE'
Dear AMIGA POWER,
Your coverdisk 23 of Body Blows is fast
and furious, so thanks to Team 17 for their
efforts. Before Body Blows, I was
depressed, constantly haunted by my
friend's laughter after he'd played Street
Fighter 2 on the Amiga. Compared to his
SNES version, it's all a bit duff, but your
Body Blows coverdisk was a godsend,
and it gave my Amiga the respect it
deserves. The action and animation is
completely up to speed, fast, fun and
furious. However...

I was horribly disappointed by the
actual release of the game. The
movement of the characters is less fluid

and the controls don't feel as crisp and
accurate as the cover version, and the
loss of speed is appalling. I hope this
wasn't due to the background animation,
as I'd have thought Team 17 would have
focused more on the speed and
responsiveness, rather than going for the
"oh so lovely, but who really cares about
it?" background animation.

A cover disk better than the release —
what a shame.
David, California, CA 92110

'THE Q U E E N
M O T H E R
S WA L L O W S '
Dear AP,
Linda Barker's seriously ill, but do we see
anything in the news? Are the newspapers
concerned? No! The Queen Mother
swallows a fish-bone and we get three
days of media panic. Does Britain really
care more for some old German woman
than it does for the talented, cheerful and
all-round good-egg editor of Britain's best
Amiga magazine? I don't think so, this is
just another example of how out to lunch
the media is as far as the reality of British
life is concerned.

On a more serious note, I hope
Linda's condition isn't too serious and I
look forward to seeing the return of
'Britain's sunniest editor'. Get well soon
Linda. (And so says, well, pretty much
everybody. Thanks from the bottom of our
hearts to everyone who's sent cards and
messages for the boss. We're pleased to

PACKET OF BISCUITS

winner
'THE CRACKERS H A D  MESSED U P '
Dear AMIGA POWER,
I'm feeling a tad upset about the problem of piracy. I recently went to the
Barras in Glasgow to get some new games. I know that there's no excuse for
buying cracked games, but I needed some new ones fast and I'd got a real
shortage of that valuable papery stuff. I bought six games totalling 25 quid.
When I arrived home, I loaded up the first of the six, but it didn't work. So I
loaded the second, then the third, fourth and fifth.

Aaaaarghhhh!!! None of them worked!! Now I was fuming with rage, for I'd
just spent 22 quid on 15 blank disks. As a last resort I crossed my fingers and
loaded the sixth game... Yippeee! It worked! Well, sort of. In fact, not really. The
game was Titus The Fox, and on the fifth level the crackers had messed up the
background and the baddies.

Right, I know I've gone on a bit but I've reached the point of my letter —
PIRACY SUCKS! The lowdown scum of the Barras have, in a round-about way.
nicked 25 pounds out of MY pocket. I'm really hacked off. I suppose you think
that it serves me right, and I'd probably agree with you if I hadn't been ripped
off so much.

I now wish that I'd spent my money on a proper game.
Yours set against piracy-type thingies, Mark Gentleman, Ayrshire

And let that be a lesson to all of you.



There are much cheaper magazines.

Some have posters. Or stickers.

Some review every game good,
bad or average.

Some are easy to get hold of.
any time: they never sell out.

0

Edge s  n 't like that.

To be honest, Edge isn't for everyone

Edge: decide for yourself.
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report she's still continuing her Olympic-
pace recovery, and should be back in the
office before summer's out. — Ed)

Having just read Stuart's piece on
how bad International Rugby Challenge is,
I get the feeling that Linda may be glad
that she's not reading this month's letters.
Two months of complaints about the word
'crap' and ringbinders will pale into
insignificance when the mailbag arrives,
containing letters about the bad taste of
the joke. It's okay, I'm not writing to
complain about the bad taste. I am,
however, concerned that you feel that
"having electrodes attached to your
genitals while being flogged senseless
with a knotted rope" is so unenjoyable.
Many media personalities, members of the
legal profession and MPs can think of no
better way to spend an evening. I feel you
have been harsh with your views on this
matter and should perhaps follow the old
adage "Don't knock it till you've tried if'.
Yours unfaithfully, Frank, Dundee

PS Only two police officers were found
guilty of the Rodney King assault. One of
the two that got off claimed that he was
only standing on Mr King's head to prevent
further damage from the nightsticks.
American justice is twice as bad as
International Rugby Challenge.

We stand corrected on the 'electrodes'
issue, Frank. And as for the mailbag, the
flood of complaining letters about the
International Rugby Challenge review is
printed in its entirety below.

' A  M O R E
R E S P O N S I B L E
S T A N C E '
Dear AP,
I enjoy reading your mag, but found a
disturbing trend towards flippancy in the
June 93 issue regarding the game
International Rugby Challenge. Okay, I do
like a joke, but even for you I think it's a
below-the-belt sort of thing. What am I
rabbiting about? The comparison between
the war in Bosnia and the Somalian
famine and a very poor computer game.

Maybe it's my age or profession
(being over 30 and a nurse) but I fail to
see what the humour is in deaths,
disasters etc, and of the Rodney King
incident being more bearable than playing
a game. Surely attitudes like this have no
place in our society today? As your mag
seems to be aimed at the youth of today,

AMIGA BEGINNERS BOOK

winner
' S T I L L  L A C K E D  T H E  B E T T E R '
Dear AMIGA POWER,
Just thought I'd write to make a few points, one of which was that I was
pleased to receive my copy of AP last Thursday. I was even more pleased to
see a £5 voucher for HMV inside, but it's unfortunately no use to me because I
live in the 'Great North' where there doesn't seem to be any HMV stores. Pity.

On to my main gripe — why are games rarely released at the time that the
software publishers/games mags say they will be? There's nothing quite as
irritating as searching day after day for a game you've read about, but can
never find as it hasn't been released yet. Here are a few examples:

The best game I have is Civilisation from MicroProse. I bought an Al200
which improved the game considerably, but it still lacked the better graphics
that are possible on the Al200. I read in your own hallowed pages that an
enhanced version of Civilisation was to be released shortly, and that was
months ago. I'm still waiting. I wrote to MicroProse for clarification, and their
answer was vague to say the least — "later in the year," they said. I think that
means "we haven't a clue, mate" but that's only my opinion.

Second example, when ads for Desert Strike appeared I thought "Oh no,
another crap console conversion," but the reports in the Amiga press were so
ecstatic that I was convinced how wonderful it was. In AP 23 you said it was
coming out "Mid February," in AP 24 you reckoned it was "Early May" and I
actually got a copy of this game mid April.

Finally, I want to moan about the promised enhanced versions of games
for the Al200. At the beginning of the year there was talk of Al200-specific
software, but to my knowledge, there's been very little coming out. I could
understand this if the A1200 hadn't been successful, but I hear that it's been
selling like hot cakes. So why are the software houses being so cautious over
Al200 products?
Yours faithfully, Michael C Henderson, Blaydon-upon-Tyne

Dunno, really. The usual story in these situations is that they're waiting to see
if the machine's going to be a success before committing themselves to it, but
the A1200 is, as far as I know, shifting like the proverbial 'hot cakes' you
mention. We reckon things should improve quite dramatically towards the end
of this year, but then what do we know about anything?
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I feel that you should adopt a more
responsible stance.

How the computer game reviewed
can be described as "worse than etc, etc"
is utterly degrading, and no, I'm not related
to anyone remotely connected to Rugby
Challenge, but please don't let this happen
again. It plainly isn't funny.
Yours seethingly, Miss K Williams,
Merthyr Tydfil

Right. Serious reply time. We knew it was
a bit close to the bone, and we're
obviously sorry if we have offended you or
any of our other readers. Still, yours was
the only letter of complaint we received
(compared to a surprising amount of
positive feedback), so it would seem that
most people took it as the (self-admittedly
tasteless) joke it was intended as. It's
never AP policy to upset our readers, and
we're sorry, okay?

' M E D I C I N E  RENDERS
M E  INSENSIBLE '
Dear Guys,
Having owned an Amiga for several years,
I can't escape the fact that I haven't a clue
how to turn it on. I've tried many things,
but none have worked. Can you help?

On a more interesting matter, I
noticed that in recent issues of AMIGA
POWER, your reviewing style has
changed quite considerably. My doctor
says that this indicates that you are all
obsessed with small, half-ape, half-child
creatures. Your thoughts on this issue
could help my recovery and re-emergence
into the real world.

One last thing before my medicine
renders me insensible for three hours. My
sister, Jack, wants to know why Stuart
Campbell has no chest hair in the recent
picture on your letters page? Or nipples for
that matter.
Forever dancing with your goldfish
collection, Peter Haycock MP', Surrey

'Allegedly — Ed.

' H U G E LY  EROTIC '
Dear AMIGA POWER,
RE: Cute Games
Please tell me which institute you let Mark
Winstanley out of, and don't you think the
authorities will find out where he is after
his recent articles in your magazine? I find
both articles biased and twisted — it's
painfully obvious that Mark only likes one
type of game and is unwilling to give any
other type of genre a chance. It's like
giving a film reviewer who loves horror
films 'Sommersby' to write about.

Another thing that I did find strange,
and rather annoying was the fact that I
found Mark Winstanley in a bunny rabbit
suit hugely erotic. Please advise me.
Yours forever, James L Carter, Crawley
PS Any chance of Linda in the bunny suit?

Nurse!

' A  S U R P R I S I N G
D I S C O V E RY '
Dear AMIGA POWER,
A trip to my local computer games shop
led me to a surprising discovery the other
day — two games (Super Strip Poker and
Pin-Up Puzzler) were openly on sale next
to The Chaos Engine. I say surprising
because neither piece of software has

been reviewed by AP, despite increasing
demand for the mag amongst more
mature, single Amiga owners. I, of course,
instantly purchased both items (luckily my
gran owns the shop so I didn't feel
embarrassed) and I took them home to my
bedroom. Let's just say that I got full value
from the products and I'm glad that I
bought the pair which, at ten quid each,
still came in at under the cost of a full
priced game and were a lot more fun.

So why do you, when you
occasionally deign to review 'explicit'
software, always slag it off, often implying
that magazines are far cheaper and
slightly less sad? Perhaps, but that isn't
the point. Strip Poker isn't just a digitised
card game, and unless you enter fully into
the spirit of the thing and fully appreciate
the interactive elements, then how can you
know whether a product is good or not?
Yours insincerely, Carl Franklin, Redhill

What, you're not embarrassed buying porn
software from your granny? You sicko!

' G U N - T O T I N G
N A Z I S '
Dear AP,
I'd just turned on my PC and was about to
load Wolfenstein 3D, when I thought of
something more worthwhile to do, as
wasting gun-toting Nazis has its appeal,
but it does tend to get boring eventually,
so I thought about writing to you lot. I
could have done a letter saying how
unbelievably good your mag is, but you
get enough of those anyway, so I found
the latest copy of AP and flicked through it
in search of something to rant about.

Let's see, hmm, a whingeing letter
about software prices? Or perhaps plug
Special Reserve for a paragraph or two?
Perhaps a letter slagging you for putting
Sensible Soccer at the top of your Top
100? Or a load of crap (might as well
make use of the only remotely bad word
you're allowed to print) about the Consoles
vs Computers debate? Possibly... aha, I've
got it, I'll write about Digitiser, which, for all
those who don't have a clue what I'm
talking about, is the Channel 4 teletext
computer mag.

Anyway, it you think I'm deranged
then you haven't read about Duncan (a
group of PRAWNS sharing ONE MIND?)
and there's also the Digitiser LEOPARD.
How about the MAN with a LONG CHIN?
Who are these people? Ah well, there's
always the great and wonderful AP to turn
to for a source of sanity. Oops, AP's about
as sane as an Elderberry bush full of
Kippers. By the way, 'Just Who Do We
Think We Are' and 'The Right Profile' are
absolutely ace. Keep up the good work.
Yours demanding-most-viciously-that-
you-print-this, Robert W, Glasgow

I'm sorry Robert, we haven't got a clue
what you're talking about •
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COMPO WINNERS
Issue 25, eh? It may have been just
three months ago, the mere blinking of
an eye in the cosmic history of time, but
that's still a long time to hang around if
you can't wait to find out if you've won
anything in one of our funtastic AMIGA
POWER compos. So, enough of my
yakkin' — let's get this show on the road!

M O R E  L E M M I N G S
2  M E R C H A N D I S E
T H A N  Y O U  C A N
SHAKE THE
OFFICIAL
L E M M I N G S  2
S H A K I N G  STICK AT
For ingeniously coming up with the ten
funniest Lemmings limericks we'd ever
heard, these budding poets each
receive a Lemmings mug, a Lemmings
T-shirt, 12 enamel Lemmings badges, a
complete set of cardboard Lemmings
cut-outs, Lemmings posters and a copy
of the Lemmings — The Record, which
has mysteriously yet to make any
impact on the pop charts. Oh, and they
also get Lemmings 2, which is
apparently some sort of computer
game. Take it away, bards!

When the lemmings were building the
ark-a,
One had a magnificent parka,
But when he gave a cough,
It simply fell off,
And he turned out to be Linda Barker!
Oliver Mitchell, Bournemouth

A lemming would make a great pet.
No walkies, or litter, or sweat,
But this jumping from high,
And desire to die,
Could mean lots of bills at the vet.
Ian Campbell, Ware, Herts

There once was a walker called Fred,
Who liked to play lemmings in bed,
His mum soon found out,
And gave him a clout,
So he committed suicide instead.
James Young, Cardiff

Once there were things called
lemmings,
These are very, very small to your eyes,
All they say is "let's go" and "oh no!".
You can't tell them apart on the game.
Until you've clicked on them, then you
can tell them apart.
Mark Beharrell, Essex

There once was a lemming called
Jacquie,
Whose big rubber-duck is quite wacky,
She goes to the pub,
To listen to Ambient Dub.
Er... and her teeth are quite plaquey?
Matthew Sayle, Biddulph Park,
Staffordshire

There was a Scots lemming named
Andy,
Who went to a bar for a shandy,
He lifted his kilt,
To see what he'd spilt,
And the barmaid said "Blimey, that's
handy!"
Colin Roddie and Graeme McDonald,
Glasgow

There once was a lemming who was
wrong,
He once messed around with a bomb,
He then lit a match.
And tried to play catch,
And ended up losing his thumb,
(As well as many major organs).
Ben Hallowen, Taunton

There was a young lemming called
Jack,
Who scored with a bird in a haystack,
He thought it was love,
But she gave him the shove,
So he knacked her with a pick-axe.
Glen Farrell, Bolton

A limerick about lemmings, I thought,
You must all be busy, so I'll make it
short.
Phil Cook, Nottingham

There was a young lemming from
Leamington,
Who shaved himself with a Remington,
He cut himself shaving,
And went out a-raving.
Without the merchandise, which he
gave to me.
James Lemmell, Leicester.

IT 'S  LIFE, G Y M  -
BUT N O T  A S  W E
K N O W  IT
No limericks. here. I'm afraid. But the
answers were: 1. The 'Premier Manager'
on the box of Gremlin's Premier Manager
is George Graham. 2. The football team
with '5 in their name is St Johnstone. 3.
Reg Hoedsvorth manages Bettabuy
Supermarket (In Coronation Street. — Ed).
4. Arnold Schwarzenegger. And the
winner of the copy of Premier Manager
(oh. and the £400 fully-featured York
3001 multi-gym) is (ta-da-daa!):
Mark Parfitt, who's from Bristol.

While the runners-up, who also get
a copy of Premier Manager, are:
Wayne Britton, Middlesborough
N T Pinkney, Co Durham
David Rushen , Bicester
Andy McKinney, Bournemouth
T Hamid, Manchester
lain Rigby, Brighton
Colin McBurnie, Dewsbury
Kevin Finn, Sale, Cheshire
D Norton, Haverhill, Suffolk
Jo McKinney, Southbourne.
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S P O D L A N D  by The Hidden
Many moons ago, AP had a design•a-game

competition. The winner was Spodland, a game
about, er, spitting. The Hidden's Craig Howard picks up the tale.

1993 1164*
Today I met Paul Douglas. "And who is he?" I hear you ask in the
booming (but friendly) collective voice of thousands of AP readers
worldwide. Well, Paul's probably going to be a new member of The
Hidden, due to the fact that he can code, has the right attitude and

1993 71e>4
Had to press-gang some people into playtesting our duck-based
platformer Donk. There's now an AGA-enhanced version with an extra
layer of parallax scrolling in the background — yeah, we know, it's
hardly the most original thing to do with the AGA chip-set, but we're
very low on disk-space and our AGA version is on the same disk as the
normal Amiga one (bargain!).

The story of the Spodshea'
long and complexestie, and
it takes place chrfihis table.

1993 7/64*
Had a bit of time off from Donk to try and get
someone to make the funny little Plasticine"
Spods to video and digitise for Spodland. After
much phoning around to all of my 'arty farty'
friends I still couldn't find anyone willing to sculpt
the cute gob-shooters but, just when all seemed

1993 ?HAI
Will finished bug hunting through Donk, and I
managed to get him to do a bit more programming

1993 7/1,41
After some thought about linking together the different game ideas, I
decided that playing through all the various stages of Spodland should
be sort of like reading a story. The tale will be told by a kindly old

1993 Writ*
The picture is drawn and looks quite nice, but I've decided that I want
the wizard's hands to be shown occasionally. Probably the best way to
do this would be to 'roto-scope' some real hands. Roto-scoping (as
used in games like Flashback and Prince Of Persia) involves drawing
around digitised pictures of actual video footage, and is a nice and

7lactet 7
likes his beer. While indulging in the latter (Remember kids, beer isn't
big or hard or clever. Ever. -  Ed), we designed an initial spec for a
rather stunning new game. Well, I say it's stunning but when you're as
'tired' as were even Kris Kross sound passable.

Weetaeacut 12
After several hours of playtesting, several bugs were discovered,

much to Will the programmer's delight. Playtesting of a product is
s000 important, which is probably the reason why we've playtested
Donk from the earliest playable version (around last October) — the
amount that the product has changed is rather phenomenal, mainly
due to the response of the playtesters.

7Ittuteletet 17
completely lost, Simon stirred from his corner, and said:

"You know Gemma, my girlfriend?"
"Yup," I replied.
"She'll make the Spods." A chorus of bells rang a joyous melody

in my head. "But not for a while yet because she's got her finals and
she's got no time." And the bells crashed back down to the ground.

74ceradaly 20
for Spodland. He set up the screen to handle 64-colour extra-half-
bright mode and put in the joystick routine. Whoo!

?gem* 25
wizard, sitting at his ancient and magical desk. The story text will be
displayed at the bottom of the screen while the pictures will appear in a
mysterious crystal ball in the middle.

74criadaty 27
simple way of doing realistic animations quickly. Now I have to admit
that I'm a bit of a traditionalist when it comes to drawing — I usually
sketch out the composition on paper and then draw it up on the
computer afterwards — so I really consider this roto-scoping as being

almost tantamount to 'cheating'.

1993 7161* 1 1 4 e 4 1 4 4 ,  31
Had a really good time as I danced my nut off at Dance Paradise (Which is
presumably some sort of young people's night-club that Craig frequents. —
Ed). The main hard-core room was as boring as ever (with the exception of
The Prodigy who played an absolutely storming live PA). However, the
'progressive' music downstairs was really great, especially the live bongo
playing. Great! Until next month, this is Craig saying 'B... B.... Byeeee!'
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Roto-scoping in action. Craig hasn't explained this scene, which
seems to involve the Spods nicking a Rally Peugeot 205.



D I A R Y  O F  A  G A M E  -  C A N N O N  F O D D E R

J\_12) _i_LtialifE0)
C A N N O N  F O D D E R  by Sensible Software

The Sensible
lads - as

they looked
a while ago.

We all love Sensible Soccer. But it's a shame
there aren't any guns in it. Jools Sensible
explains how he set about rectifying matters.

s h o u l d  really start off I
by introducing myself
and the rest of the
Sensible software

team who are all sitting on
the hot coals of controversy
by having anything to do

with Cannon Fodder. I'm Jools — programmer, co-designer,
ectomorph and proud. The guy responsible for the luscious graphics
is called Stoo (short for Stoopid I think) — he's a seriously talented
artist who's going to aspire to the likes of Malone, Dok and Dali in the
near future. On atmospheric sound and groovy-moody music is the
far out funster responsible for magical tunes published on all
Sensible and Renegade games — Mister Richard Joseph. Which just
leaves Jon Hare and Chris Yates, two guys who need no introduction
(So they're not getting one. — Ed).

So, you want to know about Cannon Fodder then? Excuse me
while I get into my Tardis to take you back to the beginning. Hmmm...
the Tardis, that sounds like a good Cannon Fodder analogy -  let me
explain: something which looks natural from the outside: appealing
in its function; obvious and simple to use. Yet on the inside its
enormous size can be realised along with its potential to carry out
seriously complicated calculations and tasks.

What we wanted was a game with a simple and clear dontrol
method, with which the player would control a little army of soldiers
in a manner that would be natural, direct and responsive. That was
pretty much where I started, with a group of cute little guys running
around the screen. A click with the left mouse button would tell them
to move towards the mouse pointer and the right button would make
them shoot at it. Then a scenario was required. We chose a whole

range of background styles, a few of which you'll be
able to see dotted around

this very page.
It was at

about this
stage that I
got the idea
on how to
create (teasing
drum roll
please) total
interaction
between the
sprites and the
background.

For that summer
holiday feel,
there's a whole
desen to play in.

And, to top it
all off nicely,

the obligatory
underground
enemy base,

with the usual
sprinkling of

lethal futuristic
weapons. Yeah.

The men would swim in
water, climb over
obstacles, fall off cliff
edges, walk slowly and
laboriously up slopes
yet be able to run
down them. All on a
pixel-perfect scale,
unlike so many games
which deal with
background objects
(water, cliffs etc) by
not letting the
character near them.

We spent the
next few weeks
putting together a
map editor — a tool
for constructing
each of the
missions. And then
we implemented
the icon control
system. This is
used for weapon
selection and
group control,
which is the first
big topic t a c k l e
here. Say for example you
have spotted an enemy base consisting of a barracks and
soldiers posted as look-outs. Now, you may want to just charge in
under a hail of bullets and blow up everything in sight. Alternatively
you can use the icon panel to separate some men from your main
group into a new group, give them a movement path by plotting
points on the map (in the general direction of the enemy sentries.
say) then leave them to it by re-taking control of the main group.

You can now go into the enemy base and blow up the barracks
with what's left of the original group, and all the while the other team
you sent in are automatically taking out the bad guys. Up to three
groups of your own men can be active at the same time -  you control
one and the computer helps you by looking after the others. This
means you can do all kinds of things like set up ambushes. guard
enemy holes or just leave men in safe areas.

You can also select the weapons you want to use by clicking on
their respective icons. You can always shoot your guns (unless

your men are inside a vehicle or swimming) but you also have a
limited amount of grenades and bazooka shells. Plus, if you
have control of a vehicle it may well have weapons like rockets
or homing missiles — all of which are at your disposal.

The only other thing I should perhaps mention now is the
fast smooth scroll — there's no chuggy, jerky moving around
here! Yeah, and the atmospheric sound effects where events in
the distance are quieter than those up close — lovely.

Next month I'll tell you all about the front end — that's the
graphic screens and menu-sort-of-things bolted onto the main bit
of the game. Oh and the vehicles, I'll tell you all about the amazing
vehicles, the ones you can make your men jump into and drive or
fly around. Excited? I hope so. Bye for now.

Tour the world,
Cannon fodder
style. We start off
in a Vietnam.
flavoured Jungle.,

And lake in the icy snow
wastes that remind you
of the 'cold war'. Alt
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to

OUCH!
A S A  G a m e s  d i s k  4 6
V a l l y  P D
A 1 2 0 0  c o m p a t i b l e

0 0  T I M E

Hammer plus eggs
equals Ouch!

What would you think if I said Bonk The
Gonk? No, it's not Linda's latest favourite
band or something Mark likes to do at the
weekends. It's a non-video arcade game
where you hit sickeningly cute things on
the head with a hammer when they stick
their heads out. And Ouch! is the Amiga
version you've all been waiting for.

In this case the cute things are eggs
(obviously hard-boiled), and you control
the hammer with your mou a n d
has a time limit with'
hit as many of
further you p
becomes a

Wher
for those o
just far too
been more
more horrific,

ssible.
more frantic it

out your
deg s  great

disposition, this is
nly the graphics had

and the sound effects
might have had more

appeal. As it is, it's for young kids only.

VERDICT: Needs more violence and
more variety — the bonus levels are the
same as the normal ones!
RATING: * *

What the? No Tetris clones? Not a whiff of a Shoot-
'Em-Up Construction Kit game? This can't be the PD
page, surely? You bet your cotton socks it is. And
Dave Golder's here to prove it. Not with logic. Not with
philosophy. But with funny little game reviews. Yeah.

MEGABALL
B e a t  D i s k  1 2
S h a r e w a r e
A 5 0 0  o n l y

Typical. Megaball is one of the best PD
games I've seen for months and it only
works on the A500. No amount of fiddling
with boot options on my mighty Al200
could get this one running. It's enough to
make a grown man cry (well, maybe not —
curse under his breath, maybe).

Basically it's a spruced-up Arkanoid,
which in turn was a spruced-up Breakout,
which in turn was a spruced up... er...
squash-type thing. You have to destroy all the coloured
bricks on each level by bouncing a ball off them. There's a
paddle at the bottom of the screen which you can move
from side-to-side: if the ball falls below the paddle you lose
a life (Yes. thank-you Dave. We get the idea. -  Ed).

Well that's yer basic, run-of-the-mill Breakout. anyway.
But Megaball has got more little extras than The Wizard of
Oz. There are pick-ups that fall your way when you hit
certain bricks -  these do all sorts of wonderful things. such
as making your paddle twice as wide, magnetising it or
giving it fire power. Other bricks will drop bombs at you,
which you need to avoid. There are also invisible bricks and

SOLITAIRE SAMPLER
P a t h f i n d e r  P D
A l  2 0 0  c o m p a t i b l e

Card gar"es cr computer might seem a
little pointless. b,it solitaire games are oddly
suited to the digital format. At the very least
it means you don't have to go to all the
bother of shuffling.

This is a collection of five solitaire
games, none of which are quite like any I've
encountered, I must admit. (Where's Clock
Patience? I always loved that.) But here's
what they are. just in case the names do mean

cz CITY DEFENCE
Empty? EMPTY?
Okay, who
forgot to stock
up on nuclear
missiles before
we left home?

•
Another
nominee in
the 1993 ,
'functional
graphics'
awards.

A S A  G a m e s  d i s k  4 6
V a l l y  P D
A 1 2 0 0  c o m p a t i b l e

Well, let's just
say it's hardly
the most original
PD game we've
ever seen...

* * * W W I " us , ,c  b y  A /  m a t e ,
y •

S H I F T - O  t o  t
.4 /

bricks that
need to be
hit twice.

It's fast
(apart from when you
get the slow ball pick-up), looks gorgeous and even sounds
great. It's about as addictive as pickled socks aren't and
badly deserves an update so it'll run on the Al200. Okay?

r

VERDICT: If you've got an A500. get this game and gloat
about it to all those smug Al200 owners.
RATING: * * * * *

something to you: Carlton, Martha, Pas Seul, Slider and Poker
Squares. Slider is the only one that strays to any great extent

from the good old black-queen-on-red-king'
format — you slide the cards around until they
form four rows of the same suits.

It's a very polished package, with
comprehensive instructions (in a PD game?
That'll never do), a decent selection of options
and functional, if hardly stunning, graphics. It's
probably best suited to hard disk owners who
can install it and then load it up for a quick
game when they they should be doing
something much more boring instead.

City Defence is not so much a shoot-'em-up as a
stop-yourself-getting-shot-'em-up. It's a mouse

controlled game in which you have to protect
your city from extra-terrestrial aerial

attack, and, as such, bears more than a
passing resemblance to that old Atari
arcade favourite. Missile Command.
And it's always nice to see PD not
fraid to get unfashionably nostalgic.

Your defences are installed, for
some reason, in a bright yellow pyramid.

Don't knock it — it works (well, for a few levels
anyway). As missiles fall on your city all you have

VERDICT: Five card games that, er, work.
RATING: * * *

to do is position the cursor and click on the mouse
to launch your own interceptor missiles. These are
mightily powerful weapons: when they explode they
take everything within a good few miles radius with
them. You get extra points for destroying the alien
ships, but it's best to concentrate on not letting
their missiles destroy your buildings.

It's a fast and furious game that gets its hooks
straight away. but it gets too hard too quickly. By
Round Four the missiles are falling like hailstones.
And the primitive graphics do it no favours.

VERDICT: Well, it makes a change to see the aliens
getting the upper hand. A good basis for a game
(Yeah: it's technically a 'classic'. -  Ed). but it hasn't
been implemented particularly well this time.
RATING: * * *

Contacts: Beat Disks, The Beats Brothers. 6 Browning Close, Pennington. Lymington, Hampshire SO41 SGX •  Pathfinder PD. 41 Marion Street,
Bingley, West Yorks BD16 4NQ •  Vally PD, PO Box 15. Peterlee. Co Durham SR8 1NZ.
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B E R T R A M

100 Capacity disk box £5.50
10 Capacity disk box £1.10
Banx (80 Capacity disk box) £10.00
More available, ring for more details
Python Joystick £10.50
Maverik Joystick £13.00

COMPUTERS HARD DRIVES
AMIGA 1200 COMIC RELIEF PACK £ 3 6 9 . 9 9 GVP 85MB I D E  DRIVE £ 2 7 9 . 9 9
AMIGA 6 0 0  WILD WEIRD PACK £ 2 7 4 . 9 9 IDE 2 . 5  HD 8 0  MEG £219.99
AMIGA A 4 0 0 0 / 0 3 0 £ 9 1 9 . 0 0 IDE 2 . 5  ED 120 MEG £318.99
AMIGA 5 0 0  PLUS ZOOL PACK £ 1 8 9 . 9 9 IDE 2 . 5  HD 170 MEG £369 .99

..AT LAST IT'S HERE! (= ) )  I n .  IP) L B  LED) [I
FOR M t  LATEST A r m a A  MARDWAPE 4110  SOFTWARE

HIGHEST SCORES W I N S  PSYCHO PRIZES
W I N !  W I N  WIN!

S E G A - M E G A CD PLAYER!!
HOTTEST NEW GAME TITLES!

VA M P I R E  H U N T E R  D.
THE NEWEST VIDEO FROM

MANGA ENTERTAINMENT LTD.

SECRET T IPS BOOKS
FROM P R I M A

36P CHEAP RATE, 48P All OTHER TIMES, GET PERMISSION FROM THE
MUTANT WHO PAYS THE PHONE BILL AVERAGE LENGTH OF CALL 6 MIN.
FOR LIST OF PRIZE WINNERS OR FURTHER INFO WRITE: BIG BANG
INVISIBLE CMES PRODUCTIONS, 32 A CHALSEY ROAD, LONDON SE4

M A N G A E N T E R TA I N M E N T  LTD 08II 748 006,
COMPUTER MANUALS 021 706 6000

COMPUTE-A-RACE+../19.99
THE FINAL EDITION
After 3 years of development Compute-A-Race+
- The Final Edition has finally been released.

WHAT DOES IT DO?
Compute-A-Race-) is a Horse-Racing Prediction Program
that can forecast races, select bets, calculate return
and much more.

IS IT COMPLICATED TO USE?
No. Features an ease of use. Within days inputting a
race will be second nature.

WHEN SHOULD I ORDER?
Now. For a limited period we ore providing
'personalised' Master Disks (please include full name
with order).

Cheques/P.O. payable to
HANDISOFT (Mail Order ONLY)
Handisoft, 37 Hearsall Lane,
S.on End, Coventr CV5 6HF

MICROLAND BULLETIN BOARD SYSTEM )
( 0 8 9 1  990 505

To Download
(  A m i g a  shareware including files from the Fred Fish . )

Collection plus lots more to download to V32bis, V32,
V22bis, V22, V23, & HST 8 data bits, no parity.

/ O v e r  30 file areas including Animations, ARexx Files, Badge Killer Demos, Business, Clocks
and Calculators, Commands, Database Directory and Disk Utilities, Display Hacks,

Education, File Utilities, Fonts, Fractal and Madelbrots, Games, Graphics, Icons, Libraries,
Programming, and Communications. Area 1 contains tile lists for all areas to help you find
what you are looking for. Protocols xmodem, ymodem, zmodem, kermit, sealink and uucp.

C 0 4 8 3  725 905
To View

C  \Why wait for your software when you can download now direct to your computer. Microland
offers high speed connections and most files are compressed to minimise the cost. Check it
out on 0483 725 905 at normal call charges. So much shareware you are spoilt for choice.

Calls  to 0891 990  505 charged at 36p per minute cheap rate, 48p per minute all other times.
Trevan Des igns  Ltd. P.O Box 13, A ldershot ,  Hants GU12 6YX

Li Li-71 1 2 3
PD g2h1FITE3 IMMOZM

21 Balm Place, Holbeck, Leeds L11 9TS
Tel: 0532 434057 or 0532 483759

PD TITLES A C C E S S O R I E S
Jesus on E (music demo)
Walker demos 1 & 2
Night Skies
Message Centre & News Letter '
ProTracker V3
Pink Floyd - The Wall demo (6 disks)
Space Balls demo
Virus Killer
Word Construction Sets (3 disks)
Modules 1-10
Red Devil Utils 1-5

Many other titles also available, please ring for
new titles or send 70p for PD Catalogue.

Just a couple of our Joysticks, we sell loads more.
Handy Mouse £ 1 1 . 5 0
Mouse Mats£ 3 . 0 0
Keyboard Dust Covers£ 3 . 5 0
DS/DD 100% error-free disks, 34p each

-while stocks last
Labels 1p each or £8 for 1,000
Printing paper £18 per box

For PD Software please add 60p for P&P. Postage prices for accessories vary - please phone for details.

AMIGA REPAIRS
O Repairs to Amiga 500/500+ at £39.95

Inclusive of labour, parts, VAT and return postage.
O Fast return service.
0  All repairs carry full 90 day warranty.
O Repairs to keyboard/disk drive included

(£10 extra if in need of complete replacement).
0  Full soak test on all machines repaired to ensure optimum reliability.

Simply deliver (by hand) or  send machine, payment and fault description to:-

£39.95
I N C L

NJH COMPUTERS
12 Meesons Mead, Rochford, Essex SS4 1RN

Telephone: 0702 546796
(We reserve the right to reject machines which, in our opinion, are beyond repair.)

L AT E S T  S O F T W A R E  R E L E A S E S
A- T R A I N . . .  €25 . 99 F L A S H B A C K . . .  £16.99 G U N S H I P  2 0 0 0 . . . £ 2 1 . 9 9

CHAOS E N G I N E . . .  £16.99 ABANDONED PLACES. . .  £25.99 L E M M I N G S  2  . . . E 2 1  .99
COMBAT A I R  PATROL. . .  £21.99 W A L K E R . . .  E21.99 CHUCK ROCK 2 . . . £ 1 6 . 9 9

SUPER FROG...  £16.99 L I C N H E A R T. . .  €17.99 D A R K  SEED. . .  £25.99 B - 1 7  . . .  £21.99

WE ALSO SELL THE LATEST PRINTERS, EXTERNAL DRIVES, SCANNERS, ACCELERATOR CARDS, MEMORY
UPGRADES, MONITORS, PRINTER-RIBBONS AND ALL THE LATEST AMIGA GAMES AND SERIOUS SOFTWARE

1 * *  F R E E  P D  SOFTWARE PA C K  O F  YOUR CHOICE  W I T H  EVERY ORDER * 1 1

PLEASE SEND 5 0 p  TO THE ADDRESS BELOW FOR THE LATEST PRICE L I S T  ON DISK

_L ( 0  3  2  4 )  L .
O a m - l O p m  7  d a y s  a  w e e k

PLEASE ADD £ 5 . 0 0  POSTAGE AND PACKAGING FOR ALL HAREMARE AND £1 .  00 FOR SOFTWARE.
ALL ORDERS W I L L  BE  DESPATCHED WITHIN 5  WORKING DAYS.

PLEASE MAKE CHEQUES/POs PAYA B L E  TO COMPUDIAL AND SEND YOUR ORDER TO:
COMPUDIAL (DEPT A P I ,  7 8  LANGTON RD, LAURIEHICN, S T I R L I N G S H I R E  F K 2  9 TA

THE ABOVE PRICES A R E  M A I L  ORDER ONLY

TEC-NOL LTD (LEEDS)
S i s e t c l a n i  CPIFIFfors

A500/500+ I/2mb Upgrade £ 2 2 . 0 0  Act ion Replay l A r n i g a l £ 5 8  60
€39.00 A g o  Mouse/Joystick SwitCher .. €12.50
E 12.99 500/500+/600 Power Supply... £39 00
E3.99 Samsung Remote TV/Moniter

Amiga 500/600 Dust Cover£ 3 . 9 9  APEX Ultimate Copier  E 2 9 . 0 0
Zy-Fi Stereo Speakers E 3 9 . 9 9  Stereo Sound Sampler £ 2 6  00

A600 IMO Upgrade
Squik Mouse for Amiga
Mouse Mat

INKJET CARTRIDGES

A M I G A S
A l  200O N L Y £ 3  4 9.99 A 6 0 0 O N L Y E t  99.99
A60014D . O N LY £ 3  4 5.00

CIT IZEN PRINTERS
1 2 0 D.O N L Y £ 1 2 2 . 0 0  S W I F T  9 0  COLOUR. E 1 7 5 . 0 0
SWIFT 200  COLOUR £23 5.00 S W I F T  240  COLOUR..E2 75.00

All Odeen Printers come with a FREE Printer Lead and Amiga Print
Manager Software

STAR PRINTERS
LC20O N L Y £ 1 3 5 . 0 0  L C 1 0 0  COLOUR£ 1 4 9 . 0 0
SJ48 BUBBLE JET£ 2 1 6 . 0 0

Access o m m i

Commodore Stereo
Monitor f o r  t h e

A m i g a  A S 0 0 / 5 0 0 . / 6 0 0

£190
M o d u l a t o r s £ 3 1

D I S K S
. . . R e c i s i o n  Disks by Dysan
phelneentors of the Floppy Disk)

10 Dists
SO Dais Wisnee40Cap Box ( 2 5 . 0 0
100 EnkiainFree100Cap Box.......E40.00
200 Disks mat 2 Free MO Cap Boxes. £90.00
Gatitbit-SA/ Ebb come-With DW( Lobate

DISK BOXES
20 Canon Oa los f 2 . 5 0

MO Cap., Lalutle ask Box . £ 5 . 7 5

Orders wider £25 add E2 P&P.
Orders own £25 add E6 P&P.
Send (=timpani/PCS to TECAK24. LTD.
DEPTAPS, 249 MEW IRVID SIDE,

1. Protrecker V.3 (P) (New Update)
2. Hard Drive Utilities (2) (P)
3. Opticom V2.2 (NCom V2 etc) (P)
4. Sid V2 (P)
5. Messysid V2 (P)
6. How to Code in C (2) (New)
7. Order V1.7 (P) (Database Prod.)
8. Astronomy Pack 1 (4) (P)
9. Term V3.2 (5) A1200 only

10. Amateur Radio 1-25 (25) (P)

12 North C V
11. C Manuals1.3 ( V3 ( 1 ( k r )

2)
13. Pool Tools V2 (P) ( e w )
14. Free Copy V1.8 (P)
15. D Copy V3 (NP)
16. Rattle Copy V5 Pro (P)
17. Pacman Copier (P)
18. Virus Checker V6.22 (P)
19. The Science Collection (4) (P)
20. Spectrum Datadisk (P)
21. Spectrum Emulator V1.6+ Green Beret
22. A64 Emulator V2 (2) (P)
23. A64 Game Disk 1+2 (2)
24. Super Kickstart. V40.3 AMOO/A4000 only
25. Kick 1.3 Emulator (WB2-s)
26. Action Replay V1.5 (P)
27. World Geography (P)
28. Education Pack 1 (5) (P)
29. Madonna's Sex Book (3) (P)
30. Assassin Copier Disk (P)
31. Fake Fast Ram Emulator (P) (New)
32. Print Master 2 (2) (P)
33. A1200 Fix Program (A1200 only)
34. PC TASK V1.11 (P)
35. Graphic Construction Kit (P)
36. Desktop Music Workshop (P)
37. The Money Program (P)
38. Radbench V1.4 (Workbench 2 . )
39. Easy Spell 2 (P)
40. Kids Education (3) (P)

41. Database Compilation (P)
42. X. Comm (WB2+) (New)
43. Assassins Handy Tools 3 (Pt
44. Battle Cars 2 ( P ) I
45. Super Penman 92+ (P)
46. Deluxe Penman 1/1.1a (P) 1
47. lioneat Football Management IP) Oleo
48. V Morph V1.1(New)
49. Card Games 12) (P)
50. Duality Time Anirn (5 Meg) (4) (Pi
51. A500+21 Games (Pt
52. Assassin Games Disk (1-55)(55)(F)
53. Classic Games Pack (5) (P)

55. Super Skoda Challenge (P)
56. Rags To Riches (P) (1.5 Meg)
57. Bomb Jacky (New) (P)
58. Dodgem (New)
59. Tennis Game (1 Meg) (P)
61. Neighbours Game (2) (P)
62. Raid Four (P) (New)
63. Grapevine Issue 14 (P) (3)
64. Clip Art Disk (10) (P)
65. LSD Jesus on E (2) (20) 1 0 0 E
66. Mirron - Andromeda (2) (IP) (New)
87. Retena Burning (P)
68. Kesrens Desert DreanIS (2) (P) (P )
69. Lethal Exit (P) (New)
70. Speed Limit Nam (3)(2 Meg) (PI

72. Station at Kern (3) (2 Meg) (P)
73. Eplisea 2 (P)
74. TetrIs Game (New) (A1200 only)
75. Lost Worlds by Balance (P)
76. Sexy Beauties (5) (A1200 cagy)
77. Last Will & Testament (P)
78. Exotic Ripper v2.10 N e e  update)
79. Hackers & Flanking I
80. Crack and Gay. s

ress Pd
EXPRESS P.D., Dept AP,

47 ABSILIALE ROAD, WEST
M K T ,  LEICESTER LE2 6GLI.

Tit (0533) 887061
AM P.D. is £1.05p per disk.
Buy 12+ get 1 d i sk  tree
and r e c e i v e  f r e e
Catalogue D i s k  ( 2 ) .
Includes 3 Games, 3 Virus
Kans. Charly Music Demo
and complete l is t ing o f
Graphics, Music,  Demo
Business, Utilities, DIY, T-
Bag (1-63), Fred-Fish (1-
810), Amos, Amisus (1-22)
Scope (1-220).
Please add 60p to order
from U.K., Europe £1.00,
rest of world £2.50 tor P&P

ALL OUR DISKS:
2  Guaranteed

error free!
2  Complete with own

labels!
2  Virus free!!
El 24 hours despatch!!

= • • • • • • • • • • • • •
ion Software present the NEW •

I .
•  A n  incredibly addictive and detailed formula one situation for 1-4 players. I I
.  Wa t c h  the races as they unfold with three levels of highlights. Crashes, spins, pile ups, car failures, make .

pitstops weather changes, fastest & record laps. Four independent levels of difficulty. Accurate and
.  d e t a i l e d  graphics of the teams, circuits etc.

15 teams, 2 cars per team, 5 0  drivers with varying skills, complete engine & lyre contracts. Choose lyre ■
■  compounds ,  tune your engines, change wing settings, even train your pit crewl Qualifing, 16  accurate ■

championship circuits, news section, realistic sound fx, load/save games, weather forecasts, statistics
saved, latest FISA rules, full drivers and constructors

championships (redesigned).
I dudes full 1993 season. Details con be easily updated each year. lncredib y addictive, produced by

true formula one fans. This is the most realistic formula one simulation, guaranteed.

•
•
•
•  •

Just £14.95!
Includes instruction manual

Vastly updated since v3,
full details available.

© A 1 2 0 0  compatible

PLEASE MAKE CHEQUE/POSTAL ORDER PAYABLE TO: - S. RENNOCKS

Dept. AP, 1 Cherrington Drive, Great Wyrley, Walsall W S 6  6NE

• • •  •  •  •  •

•
•
•

•  •  •  •  •  •  •  •
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Z
Here we take old game reviews, shrink
them to a few key sentences, put them
in alphabetical order, and re-assemble
them into a handy at-a-glance guide.
The blue ones are new ones, and reds
are recommendeds. Any questions?

THE BOTTOM LINE
( A N D  N O W  T O  U N D E R S T A N D  I T )

E x c e l l e n t  * * * * *  N e a r l y  t h e r e  * * * *  V e r y  g o o d

* * *  H a s  i t s  m o m e n t s  * *  F l a w e d  *  D i r e
The whole point of The Bottom Line
is to cram as much Information as
possible into this small space. Here's
how it works...
The top bit is easy:
GAME NAME
Publisher Price

Then we get (just for your information
really) the issue of AMIGA POWER in
which the game was originally
reviewed, the mark it got at the time,
and the reviewer's initials. If the game
appeared in our new All-Time Top 100,
its position comes next, followed by

the mini-review and a final rating out of
five stars (with red ones to show which
ones are real 'must buys'). And there
you have n - all you could ever
possibly need to know about just about
every full price game you're even
slightly likely to think about buying.

W H O ' s  A P  - Adam Peters •  DO - Dave Golder II GP - Gary Penn S JD - Jonathan Davies •  KF - Karl Foster lb LB - Linda Barker
W H O A  L E  - Les Ellis M B  - Matt Bielby IP MR - Mark RamshawMat thew Squires MW - Mark W i n s t a n l e y N e i l  West

RL - Richard Longhurst R P  - Rich Pelley R R  - Ronnie Randall S SC - Stuad Campbell T N  - Tim Norris I T  - Tim Tucker

1 8 6 9
Flair Software £29.99

AP27 79% DG
Powerfully complex high seas trading
sun set in. you've guessed it 1869.
Easy to get into. generally fantastic
for strategy fans and history-ol-
shipping enthusiasts. but ['Mortise a
bit 1955 Iron" a ,suat actor, want of
view.

3 D  C O N S T R U C T I O N  K I T  2
Domark £49.99

AP21 80% JD
This is a games creation utility which
gives you the power to put together
your own 3D environments and make
games out of them. This version
gives you extra features not found on
the first, like the ability to add sound
effects, support for spheres and a
disk full of clip art. It's quite hard to
get into the programming, but its still
a lot easier than other languages and
a neat way to get into creating 3D
games. * * * *

A B A N D O N E D  P L A C E S  2
ICE (74.99

AP27 58% TN
Follow-up to tsurpnse. surprise)
Abandoned Places 1. this is fairly
standard RPG tare. i s  big ifs easy
to contra and it looks great. but in
the end, you'll find that the disk-
swapping and copy-protection-code-

demi:an:Eng really get in the way of
your fantasy enjoyment. Competent

mistancling * *

A- T R A I N
Ocean £34.99

AP24 82% RL Top 100 No.81
Slow-paced but thoroughly
engrossing god sim, where you build
up towns around a fledgling train
network. Stunning graphics and
gameplay so deep you'd probably
break your ankle if you fell into it. A
visually attractive strategy game —
now there's something you don't see
everyday. * * * *

A I R  B U C K S
Impressions £29.99
AP17 70% MR
Fighting for supremacy of the skies
can be a messy business, especially
when it's peacetime and you run a
commercial airline. This is an
intriguing and engrossing business
sim for budding Richard Bransons,
but you need to make too many
allowances for sloppy programming
for it to be 'fun'. * * *

A I R  S U P P O R T
Psygnosis £25.99
AP19 55% RL
Uninspired and a chore 10 play, Air
Support misses the mark as a
strategy game and as a 3D blaster.
Ifs a nice idea to combine two
genres but it falls short when all the
good bits are missed out. It's a sad,
bad game. which is a pity. * * *

A L I E N 3
Acclaim £25.99

AP22 85% GP Top 100 No.38
Not a totally accurate representation
of the third in the Alien saga, but it
does capture the feel of the Alien
films in general and, more
importantly, it's a great game. A

platform blast-'em-up that's not
particularly original but provides
loads of fun and atmosphere. Good
stuff. * * * *

T H E  A N C I E N T  A R T  O F
W A R  I N  T H E  S K I E S
ibcroprose £34.99

AP27 65% MW
Wide-ranging World Wart ak
combat and strategy sem. mostly let
down by horrendous disk accessing.
You can swap between an overall
view of the battlefield. and sitting in
with your bomber and fighter crews
on missions -  bombing runs are
great fun, while dogfights, er, aren't.
It adds up to an entertaining and
challenging wargame that's tricky to
recommend unless you've got a hard
drive. * * *

A Q U A T I C  G A M E S
Millennium £25.99

AP19 60% SC
James Pond's latest adventure sees
him competing in the underwater
Olympics. It's one of those joystick
waggler games that gets horribly
boring and repetitive very quickly. It
does look very cute but we think we'll
wait for James Pond3. * * *

A R A B I A N  N I G H T S
Mirage £34.99

AP25 83% LB
I know what you're thinking, punk —
"Oh no, not another cute platform
game". Up to a point, you'd be right —

91Arabian Nights has all the hallmarks
of a good old scrolling romparound,
plus cryptic puzzles. massive built-in
cuteness factor, and extraordinary (if
occasionally frustrating) high speed.
Great fun.

A S S A S S I N
Team 17 £25.99

AP19 89% MS
Overall a great game. Nothing really
to drag it down except perhaps a lack
of originality. It looks great, it's chock-
full of features and entertaining
baddies and it's fairly simple to
control. This is how most arcade
conversions should look, but don't.
* * * *

A V - 8 B  H A R R I E R
Domark £39.99

AP22 47% JD
A Harrier sim that's so accurate it's a
chore. For anyone without an A1200,
forget it, it's too slow. It's still dull on
the A1200, with uninspired graphics
and very little entertainment value.
Could be the most accurate Harrier
sim available (on the A1200 that is),
but not a game to get excited about.
* *  ( * * *  for A1200)

B 1 7  F LY I N G  F O R T R E S S
Microprose £39.99

AP25 83% TT
Remember the film Memphis Belle?
Well, if you've ever wanted to take on
the roles of the entire crew of a B17
strategic bomber, then this is the
simulation for you. It's a  little short on
high-speed graphic action, but more
than makes up for it with attention to
detail and seriously nostalgic World
War 2 ambience. * * * *

B A C K  S I D E S
Emotional Pictures £75.99

AP27 20% JD
The ancient game of Othello has
mesmerised neriend lot centuries.
And now (at last). i s  been brought
hang 10-10-date -  in this new
versicn, the more ties you flip, the
mote you get to see of 'attractive'
young lades n venous states of
uwIress Now. you inght expect this
to be poorly programs med. badly
playtested tacky old rubbish -  and
you'd be right Its also pretty good at
Playing °net t °  though Damn *

B A R D ' S  T A L E
C O N S T R U C T I O N  K I T
Electronic Arts £29.99
AP23 62% JD
It's a construction kit for The Bard's

Tale, isn't it? Does the job well, but
you'd have to be a real fanatic to
plough through the unfriendly and
unforgiving interface it uses to do it
Then again, if you were thinking
about buying this in the first place,
that's exactly what you'd be. So, er,
that's alright then. * * *

B A T T L E  I S L E  ' 9 3
Blue Byle 0 5 9 5

6sm,ii ;.

i
AP27 86% MW
Norte  long-awated Battle Isle 2
'We out in early 1994). but pretty
RIUCh the original Battle Isle set in
space - on a moon. to be mote
specific Inckdrig all the stuff that
made B1 such a favourite (plus.
Jriorknalely. the originals
occasonaiy mowing slownesSI. the
e  a wargame than would entertain
marry an arcade tan with a good hour
or so to spare. w * * *

B AT T L E  I S L E  S C E N A R I O
D I S K  O N E
Ubi Soft £19.99
AP18 78% MR
As data disks go this one is good
value for money. Battle Isle fans, this
is the place to come for lots more
scenarios and lots more playing time.
* * *

B A T  2
Ubi Soft £30.99
AP19 80% RL
With so many different styles of
gameplay in here it could have been
a real mess but the strategy and 3D
elements combine really well with the
adventure and RPG to give a
cracking game. Nice one.
* * * *

B C  K I D
Ubi Soft £25.99

AP19 89% GP Top 100 No.86
Supercule platform beat-'em-up,
brimming with style, character and
humour. Very playable and very
lovable * * * * *

B E A V E R S
Grandslan £25.99

AP26 71% SC
Adequate cute plafformy antics.
featuring a beaver. Natural tustory
devotees may be disappointed by the
lack of attention to dam-building.
while the rest of us have to put up
with dodgy controls and loads of
disk-swapping. Engaging enough
while it holds your attention, but
really nothing all that special. * * *

B I L L ' S  T O M A T O  G A M E
Psygnosis £29.99
AP21 81% 7 -  Top 100 No.43
Bill wrote it, Terry and Tracy Tomato
star in it and you play it. Totally
bizarre and thoroughly original
gameplay gets you to propel a
tomato across the screen using fans,
trampolines and jack-in-the-boxes.
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With a hundred levels involving all
sorts of puzzles, this will keep you
going for ages. * * * * *

B O D Y  B L O W S
Team 17 £26.99

AP24 89% TT Top 100 No.53
The Amiga beat-bm-up that Street
Fighter 2 should have been. It's a
gloriously slick fightfest where you
can actually control your character
with an amazing degree of accuracy.
The only downer is how long you can
bash your mates before it gets
boring. * * * * *

B U G  B O M B E R
DMI £25.99

t r ! 0  n  P  ' 4 4
P P P  P  P . e r o  P  P

P P P P  P  P  P c r  P 4
P P

, P P  - p I P P P P  P  P P P ,
it'

wP P  Q

AP17 83% SC Top 100 No.45
Basically it's Dynablaster with twiddly
bits. It's slightly better than DB as a
one-player game but not as good for
multi-player fun and good looks.
Overall, though, dead tab. * * * *

B U N N Y  B R I C K S
Silmarils £25.99

6 T -  I T  I T  •

AP19 36% AP
Breakout meets baseball meets a
bunny. Bad. *

C A E S A R
Impressions £29.99

AP19 84% DG
Ruddy heck! Al last, a halfway-
decent wargame thing! Lots of
strategy, good presentation,
compelling gameplay. Generally, it's
pretty good. Blimey. * * * *

C A L I F O R N I A  G A M E S  2
US Gold £25.99
AP18 52% RR
This will receive a fair
recommendation when it arrives in
the budget bin where it belongs. The
only truly surprising thing about
California Games 2 is the price.
£25.99? Get real, dudes (as I believe
young people say nowadays). * *

C A M P A I G N
Empire C34.99

AP19 83% JD
And here's another decent wargame.

Pacific Islands meets, um, some
other good war-type game. Strategy-
tastic, and probably still a bit much
for zapping fiends, but a lovely game
for anyone with the slightest beam of
light creeping through the closed
door of their mind. * * * *

C A R L  L E W I S  C H A L L E N G E
Psygnosls £25.99

. . . 1 1 1 . 1 1 O 1 • I l l i t ?

AP17 83% DG
These days, sports sims of all
descriptions come with a
management section. This one does
but it isn't really worth playing. The
sports bits are presented very well
but are too easy. And there's no
head-to-head option in multi-player
mode. Okay, but flawed. * * *

T H E  C A S T L E  O F  D O C T O R
B R A I N
Sierra £34.99

AP18 61% DG
If you want to expand your kids'
minds then this is no bad way to go
about it. It's just a pity that it's so
damned slow and difficult to control.
Not a very large game. * *

C A T C H  ' E M
DMI £25.99

AP18 69% RP
If you enjoyed the totally bizarre
concepts of Lemmings or Gobliins
then perhaps you could make
something of Catch 'Em too. Try
you might like it. * * *

C H A M P I O N S H I P
M A N A G E R  ' 9 3
Domark £25.99
AP27 80% TN
Excellent tooty management sin,.
and a big improvement on its
prequel. with (it's claimed) 37
additional features. Astonishing
attention to detail makes it ideal for
the more cerebral strategists among
you, but there's still no on-screen
football action — if you want to see
your lads giving it 101% out there on
the pitch. go for Graham Taylor's
instead. * * *

T H E  C H A O S  E N G I N E
Renegade £25.99

AP22 89% SC Top 100 No.14
The Bitmaps return with an absolute
corker of a shcot-bm-up. A cross
between Gauntlet and Speedball 2,
this looks. feels and plays like a
dream. with bundles of atmosphere
and gorgeous graphics too. Most
importantly, it's great fun to play, and

the two-player mode is even more
brill. Unmissable.
* * * * *

C H U C K  R O C K  2  -  S O N  O F
C H U C K
Core 025.99

AP24 83% MW Top 100 No.66
Chuck's son Junior battles against
some of the biggest, cutest monsters
of all time to get his pot-bellied dad
back. Formula platform material is
spiced up with funny and playable
sub-games and high-class cartoon
characters. * * * *

C O H O R T  2
Impressions £29.99

AP26 52% MW
Roman battle sim that works either
as add-on for Caesar. or as a stand-
alone strategy wargame. By
themselves. the battles tend to be
confusing rather than enthralling,
while the fact that you can win
without giving a single order is a little,
er, suspicious from the tactical
moNement point of view. * *

C O M B A T  A I R  P A T R O L
Psygnosis £29.99
AP23 88% MW Top 100 No.59
Spitting flight sim with the emphasis
heavily on the all-action shooting
aspect. Really good fun, and the
most enjoyable flight sim since
Knights Of The Sky.
* * * * *

C O O L  W O R L D
Ocean £25.99
AP21 59% TT
Enjoyable (if unoriginal) platform
game with clumsy character control
as its main fault. The link to the film is
tenuous to say the least. * *

C R A Z Y  S E A S O N S
Idea £25.99

• 1 6 0 3 1 0  G a i n  GOZOMO
,O a s

AP17 73% LB
Cutesy, platform puzzler featuring an
overweight penguin trying to save the
universe. Not exceptionally original
but very playable.
* * * *

C R E A T U R E S
T h a l a m u s  £ 7 5 9 q

AP24 20% SC
A cutesy, platformer type of affair
where the only real entertainment
comes from the single-screen torture
scenes. Pixel-perfect jumps prove
tiresome, and come to think of it, so
do most of the other features. Not at
all a fun experience. *

C R Y S T A L  K I N G D O M
D I Z Z Y
Code Masters £1999

AP23 25% SC
Issue 23 was a bit of a nightmare for
over-priced software, and this was
possibly the worst offender of all.
Even the Dizzy fans in the office
(well, Stuart) thought this was the
worst-designed and most annoying to
play Dizzy game to date, so making it
cost three times as much as the rest
has to be a bit of a mistake. *

C U R S E  O F  E N C H A N T I A
Core Design £34.99

AP19 87% LE Top 100 No.46
A game that could well out-monkey
the definitive Monkey Island. With
such a high degree of humour this
adventure is well on its way to
becoming a classic. It's slightly
overpriced and some of the puzzles
are a little obscure but these are
minor quibbles. Overall this is a great
game. * * * *

C Y B E R B L A S T
InnerprIse Software Inc £25.99
AP17 61./i, GP
Uninspired Gauntlet clone. Scrolly,
mazey, shooty thing that plays well
but isn't overly interesting.
* * *

C Y T R O N
Psygnosis £29.99
AP21 61./9 SC
Paradroid 90 done again, only not as
well. A robot slides uncontrollably
about a maze shooting other robots
and splitting up into two little robots
occasionally. Lots of other options
liven things up, but only for a few
minutes. * *

D A R K  Q U E E N  O F  K R Y N N
SSI £32.99

AP19 67% JD
Yet another Krynn game, just the
same as every other Krynn game
you've ever seen. (And if you've
never seen one, they're primitive
RPGs with ridiculous price tags and
as much user-friendliness as a pit
bull terrier with its tail caught in a
door.) The graphics are a bit better
than usual, though.
* * *

D A R K S E E D
Cvberdreams £34.95

AP22 88% MW Top 100 No.61
Giger-designed graphic adventure
that oozes class and sophistication
and creates a world all its own. A
truly original game with masses of

atmosphere and sick and slick action
Not for the faint of stomach.
* * * * *

D E S E R T  S T R I K E
Electronic Arts £29.99

AP25 92% T1
One of the best games on the SNES
and Mega Drive just got a whole lot
better. Naturally enough, the Amiga
version of this isometric helicopter
gunship classic has got better
graphics, better explosions and
generally all the stuff you need to
turn your puny console-owning
friends Lemmings-hair-green with
envy. The gameplay's a bit simple,
but there's plenty of missions and a
brilliant Gulf-War-feel all round (it
that's your cup of tea).
* * * * *

D O O D L E B U G
Core Design £25.99

AP19 83% SC
Yet again the consoles are shown
how cute platform games should be
done. The controls are well thought
out and even the pencil power-ups
work really well. While it doesn't quite
match up to Zool or the Addams
Family it certainly gives them a run
for their money. * * * *

D R A G O N ' S  L A I R  3 :  T H E
C U R S E  O F  M O R D R E A D
Ready Soft £34.99

AP22 24% TT
The third instalment in the Dragon's
Lairseries has the usual mix of
wonderful animation and design with
doses of cartoon humour, but sadly
no gameplay worth mentioning.
Offers no lasting enjoyment. *

D U N G E O N  M A S T E R /
C H A O S  S T R I K E S  B A C K
Paygnosis £25.99
AP21 81% AP
Standard RPG fare packaged in a
thoroughly playable and atmospheric
package of two games. Dungeon
Master is the old one, Chaos Strikes
Back the newie, and you'll either love
them or hate them both, depending
on your views on RPGs. * * *

E N T I T Y'L £ 2 5  99

AP25 74% SC
The prehistoric platforming
adventures of an, er, generously
proportioned young lady who gets
her kicks by punching out dinosaurs
and other mythical beasts. Good
static graphics, slightly dodgy

animation, and a bit of fun while it
lasts (which may not be too long).
And phwoar, eh lads? * * *

E S P A N A  G A M E S  ' 9 2
Ocean £29.99

AP17 38% MS
Huge variety of events but getting to
them is a real chore. And they don't
look too hot when you manage it. Not
really worth the bother. *

E U R O P E A N  C H A M P I O N S
Idea £25.99
AP17 4% SC
Before the horrors of International
Rugby Challenge, this was the lowest
mark we'd ever given to a full-price
game. 'Null said? *

E U R O  S O C C E R
Flair Software £25.99
AP22 39% JD
Yet another game which fails to
challenge you-know-what as the
greatest football game of all time.
The goalkeepers are hopeless, the
control system is seriously lacking,
the scrolling's too slow... if you want
to play computer football, look
under 'S'. * *

E X O D U S
Demonware £29.99
AP22 58% DG
Very hard to get into, with no help
from the manual. Loads to tackle if
you can manage to break through,
but not particularly rewarding unless
you're prepared for months of space
exploration and engine maintenance.
* *

F A S C I N A T I O N
Tomahawk £29.99

AP17 67% JD
Moderately groovy French adventure
with a female central character. Nice
and straightforward but tends to be a
bit too linear. It looks great, too,
although some of the scenes might
trouble the less liberal-minded. Sexy
or sexist? You decide. * * *

F I R E F O R C E
ICE £25.99

AP19 56% SC
Green Beret for the '90s. The 1890s,
that is. * *

F L A S H B A C K
US Gold £37.99

AP25 92% MW
Another Another World, only this time
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the graphics are even better and
there's a good deal more to the
gameplay. The extraordinary in-game
animations have to be seen to be
believed. and the horrific arcade
adventure playability keeps you
coming back for more. It's kind of
pricey, and some sections are too
frustrating, but Flashback's still a
major milestone in Amiga gaming.
Ooh yes. * * * * *

F O O T B A L L  C H A M P
Simulmondo £25.99
AP17 53% GP
Laudable effort, realism-wise. But if
you want realism, what's wrong with
real life? It's not very easy to get to
grips with control-wise, and not
particularly entertaining when you do.
Football can be, and has been, done
much better. * *

G - L O C  R 3 6 0
US Gold £25.99
AP18 7% LE
Possibly the most dismally
programmed, boring and
unimpressive piece of software we've
ever seen. It's expensive, tacky, and
rubbish. 'Nuff said. *

G O A L !
Virgin £30.99

AP26 82% TT
Kick Off 3 in all but court injunction —
Dino Dini once again dares to go up
against the footballing might of
Sensible Soccer, and, the truth be
told, comes off a lot better this time.
Loads of options offer practically
everything you could ask for in an
arcade soccer game, with the
possible exception of Sensi's super-
intuitive control system. But, hey,
maybe that's what you Kick Off fans
prefer land deserve). * * * *

G O B L I I N S  2
Coktel Vision £29.99
AP21 78% MW
It's more fun to watch than most
cartoons on TV today, and scores
highly in the fun and humour
departments. The graphics and
sound are wonderful too, but puzzles
that are unbelievably contrived and a
few annoying gameplay glitches can
make this adventure tiresome at
times. Well worth a go. * * * *

G R A H A M  G O O C H  W O R L D
C L A S S  C R I C K E T
Audiogenic £29.99
AP26 80% TN
Definitely the best Amiga cricket sim
so far. Though whether that makes it
a worthwhile game all-round still very
much depends on whether you've got
the patience for ordinary cricket —
never a fast-paced full-action sport,
even at the best of times. Loads of
options, a good (if brief) 3D bit and
crap sound. How's that?
* * *

G U Y  S P Y
ReadySoft £29.99

AP17 33% AP
Oh dear, if only looks were
everything. This is another one of
those cartoony adventure things that
looks fabulous but isn't actually much
fun to play. It's a step in the right
direction, just not a very big one. *

H I S T O R Y  L I N E
Blue Byte £34.95
AP22 87% RL Top 100 No.20
Wargames don't come much better
than this. A World War 1 strategy
game that succeeds by having a
wonderfully easy control system,
graphics galore and tight gameplay
which keeps you well involved in the
action. An example of what a good
wargame can do. * * * *

H O I
Hollyware £25.99

AP17 60% GP
Hoi, you see, is a dinosaur that looks
like a fish on wheels. He's the star of
a jolly platform romp that's funny in
parts, but too difficult to really be
'fun'. There's better stuff around if
you like this sort of thing.
* * *

H U M A N S
Mirage £25.99

AP19 70% DG
Nice idea behind this puzzley thing,
but it's too dull and slow to keep your
interest for very long, and the horrible
controls don't help. * * *

H U M A N S  — J U R A S S I C
L E V E L S
Mirage £19.99 data disks, £29.99
stand-alone

AP26 63% MW
Another 80 levels for the game that's
trying so hard to be Lemmings that it
hurts your fillings. Puzzles tend to be
frustrating rather than fun — if you
liked Humans. you'll love this.
Otherwise, avoid. * *

I N D I A N A  J O N E S  A N D  T H E
F A T E  O F  A T L A N T I S
LucasArts and US Gold £34.99

AP21 90% GP Top 100 No.57
Graphic adventure in the same vein
as Monkey Island, with depth and
story surpassing even the films at
times. Brilliant in every respect
except one -  the amount of disk
swapping renders the game almost
unplayable, but it's almost worth
buying a hard disk just for this.
* * * * *

I N D I A N A  J O N E S  A N D  T H E
F AT E  O F  A T L A N T I S  — T H E
A C T I O N  G A M E
US Gold £25.99
AP22 36% MW
Indy fans are well advised to avoid
this tiresome and dull game and go
for the adventure game with the
same title. *

I N T E R N A T I O N A L  R U G B Y
C H A L L E N G E
Domark £25.99

AP26 2% SC
Worse than death. *

J O E  A N D  M A C  C A V E M A N
N I N J A
Elite £25.99

AP22 22% SC
Horrible graphics, tragic control
system and uninspiring gameplay
combine to make this a true turkey.
Don't waste your cash. *

K G B
Virgin £30.99

AP21 87% TN
An adventure game that steers well
clear of the well-worn 'myth and
magic' themes, and instead goes
with a well-researched contemporary
approach. The atmospheric graphics
and numerous characters give it
depth, but the linear storyline leaves
little scope for exploration.
* * * *

K R U S T Y ' S  S U P E R  F U N
H O U S E
Acclaim £25.99

AP22 74% SC
Bright and colourful, this is a faithful
conversion from the SNES. Platform
fun with some brain-tickling puzzles,
it's only let down by the slightly
repetitive gameplay. Also the
passwords for accessing levels are
pitched too far apart, making it
difficult to dip into. A very good, but
sadly flawed, platform puzzler. * * *

L E E D S  U N I T E D
C H A M P I O N S
CDS £25.99

3 M a n  t o  M
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S h o r e  p a s s i n g

AP21 74% AP
No arcade action with this, it's a
management sim all the way. It's
easy to control, with loads of options,
and although not the best football
management game around, it's a lot
better than the worst. It also suffers
from being inextricably tied to Leeds
United football team, which means

that however good it is, some people
just aren't going to buy it. * * *

L E G E N D  O F  K Y R A N D I A
Virgin £35.99

AP19 89% LE Top 100 No.80
Gorgeous adventure with an
excellent difficulty curve, although the
nine (count 'em!) disks are a bit of a
bummer. * * * * *

L E G E N D S  O F  V A L O U R
US Gold £39.99

AP23 88% MR Top 100 No.24
Amazing-looking texture-mapped
RPG, an absolute dream to play, but
at an absolute nightmare of a price.
Still, with this kind of thing you
usually always get a lot of playing
time for your money, so that's sort of
alright. * * * *

L E M M I N G S  D O U B L E  PA C K
Psygnosis £29.99

AP21 80% TN
If you've never heard of this then
where have you been all decade?
The unavoidable all-time classic
game of rodent rescue packaged
together with Oh No! More
Lemmings, which is pretty much
more of the same. Surely as many
levels as you're ever going to want,
but, given the age of these games,
the high price is a shame. * * * *

L E M M I N G S  2  — T H E
T R I B E S
Psygnosis £29.99

'

AP24 92% SC Top 100 No.8
Super lemmings, jet-pack lemmings
and hundreds of tiny McLemmings,
what more does a sequel to one of
the most popular games of all time
need? With 52 different lemmings,
save game options and an actual
storyline, Lemmings the Second rises
above an already pretty damn
spitting original. * * * * *

L E T H A L  X C E S S
Eclipse £TBA

AP25 70% MW/SC
Isn't it about time we had another
vertically-scrolling shoot'em-up?

What do you mean, "No"? Lethal
Xcess is genuinely professional
carnage along similar lines to SWIV,
with some nice new ideas of its own.
Where it falls down is the ridiculous
level of difficulty which will sorely test
all but the roost fanatical autofire
fans. And it's just not as good as
SW/V, either. * *

L I N K S
US Gold £37.99

AP16 70% MS
Links is easier to play than either
MicroProse Golf or PGA Tour Golf. It
looks absolutely fabulous and is an
almost flawless golf sim. Its major
fault (and it's a MAJOR fault) is that
it's so slow that a three-toed sloth on
mogadon would look like a champion
sprinter by comparison.
* * *

L I O N H E A R T
Thalion £25.99

AP22 88% MR Top 100 No.74
The Amiga is pushed to its limits with
the most amazing graphics and
parallax scrolling yet seen. The
game's not bad either, being a
platform slasher, and it's probably the
best of its genre on the Amiga.
Large, dynamic and great to look at,
it will keep you busy for some time.
* * * * *

L O C O M O T I O N
DMI £25.99
AP19 84% SC
Arrange the tracks so the trains don't
crash. Fun that the whole family can
join in with, Locomotion is also a
game that pushes your brain into
overdrive. It's absorbing, addictive,
admirable, and lots more besides. It's
got a built-in construction kit so you'll
never get bored with it. What more
could you want? * * * *

L O R D S  O F  T I M E
Hollyware £25.99
AP19 53% JD
Lifeless, lacklustre FRPG that's not
so much run-of-the-mill as aimless-
kind-of-stroll-of-the-mill. Nothing very
much of anything. A vacuum.
* *

T H E  L O S T  V I K I N G S
Interplay £29.99

AP27 87% TT
Original. Cute. Addictive. Funny.
Infuriating. Enpyable. And 'brilliant'.
These are just some of the adjectives
which Tim 'Mr Vocabulary' Tucker
used in his review of The Lost
Vikings. And with good reason — with
37 levels of 3-character action, this
(at last) a platform-puzzler that rear,
does something new for the genre.
The controls are a bit odd, and the
backgrounds could have been
prettier. but generally this is a real
platforming 'must-have'.
* * * * *

L O T U S  3
Gremlin £25.99

AP18 74% MS
Crazy Cars 3 creams Lotus 3 for
sheer speed and thrills, and the
much-vaunted course designer
doesn't give you much opportunity to
design. It's no disgrace but the time
of Lotus has passed. * * *

M c D O N A L D  L A N D
Virgin 025.99
AP19 67% JD

Uninspiring 8-bitty NES-y formula
platform thing that's not actually
terrible or anything like that, just
depressingly mediocre. * * *

M A T C H  O F  T H E  D A Y
Zeppelin £25.99
AP19 51% AP
With a user interface that drives you
nuts, Match comes in as a very bad
management sim. It's too fiddly and
lacking in action to match up to
Graeme Taylor's and is mediocre at
best. Everything about it says 'Go for
one of the other management sims".
* *

M O R P H
Millennium £25.99

AP27 86% TT
Previously fitted Metamorphosis, this
is a zany platform-puzzler -  with a
twist. And a turn. and an impromptu
lesson in thermodynamics thrown in
for good measure. You're a collection
of molecules that can change state
(into a solid. gas. liquid. or whatever)
in order to solve puzzles and then
change state again — and so on.
Weil-designed puzzles and cute
graphics make it hugely addictive —
reta! more do you need? * * * *

M O T O R H E A D
Virgin £ 5  99

AP21 71% MW
Loads of hacking and slashing as
you rock, roll and belch your way
around the music biz. It's a
horizontally scrolling beaVem-up,
and it's not particularly original, but it
has a nice dose of humour and it's a
good price. Professional and fun, it's
worth a look. * * *

N I C K  F A L D O ' S  G O L F
Grandslam £34.99
AP22 88% TT Top 100 No.33
Fast, pretty and enormously
satisfying to play, this is still the best
golf game for your Amiga, with only
PGA Tour Golf coming anywhere
near it. There's a very accurate golf
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feel to the game which will please
fans of the real thing but not deter
others, and Nick himself is on hand
to give you handy advice if you need
it. If you don't yet have a golf game,
get this — you'll love it.
* * * * *

R I C K Y  B O O M
Microids £25.99

AP21 50% GP
A standard scrolling platform game
with nothing new to add. Almost
suitable for younger players, but the
big monsters are too hard, and
hardened garners will be bored. * *

N I G E L  M A N S E L L ' S
W O R L D  C H A M P I O N S H I P
Gremlin £29.99
AP21 78% TT

EU*

It's a racing game, and no better or
worse than many others on the
market today. It's fun to play though,
and the large number of courses and
interesting background graphics
should give it a long shelf life. The
sound's a little weak, but it's a small
complaint for such a good game.
* * * *

N I G E L  M A N S E L L ' S
W O R L D  C H A M P I O N S H I P
( E N H A N C E D  1 2 0 0
V E R S I O N )
Gremlin £25.99

AP25 52% SC
Not really very enhanced at all. Still
quick to get into though. * *

N I P P O N  S A F E S
DMI £29.99

N E M
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AP26 85% TT
Imagine Monkey Island, programmed
by Italians, set in modern-day Japan,
and with a unique 3-way multi-
character 'parallaction' system. And
without any monkeys or islands in it.
Now you're getting close to how
much fun this tasty cartoon-style
graphic adventure offers — great plot,
reasonably tricky puzzles, and quite
a few laughs too. The high price and
5-way disk-swapping are the only
real problems with it. * * * * *

N O D D Y ' S  P L AY T I M E
Jumping Bean Company £24.99
AP21 75% RL
A children's game which parents will
also enjoy, it's easy to play and gives
lots of learning opportunities. Heavy
disk swapping makes it hard for kids
to play on their own, but it is

professionally done, highly enjoyable
and should succeed in appealing to
the younger children it's aimed at.
* * *

N O  S E C O N D  P R I Z E
Thalion £25.99

AP19 84% TN Top 100 No.19
Red Zone the way it should have
been done — this is a corking
motorbike racer with superfast and
supersmooth vector graphics, and a
great biking feel to boot. * * * *

P A L A D I N  2
Impressions £29.99

P i r t 6 , 1
S I .  se4i

Dol.rst

AP19 61% LE
A strategy/RPG that's reasonably
playable, but when you get into it you
inevitably discover it's got no real
substance whatsoever. Still, the
construction kit extends the life a little
beyond this point. * * *

P A P E R B O Y  2
Mindscape £25.99
AP17 28% RP
If you want to be a paperboy, get a
job delivering papers. *

P I N B A L L  F A N T A S I E S
21st Century Entertainment £29.99

AP19 89% SC Top 100 N.  U
More brilliant pinballing action in the
follow-up to the legendary Pinball
Dreams, but it's a little less
consistent than its predecessor and.
scandalously, £5 more expensive.
Still. the best table is astoundingly
good. and practically worth the cash
by itself. Pretty damn fab all round,
but there's still enough room for
improvement for someone to write
the absolutely definitive Amiga
pinball game.

P I R A C Y
ICE £29 99

AP23 34itio TT
Trading game with crap beat-'em-up
sections and pseudo-3D maze bits.
Rudimentary graphics, not a lot of
depth (although at least there's
plenty of variety), and generally
nothing you'd really want to spend
any amount of time playing. *

P L A N  N I N E  F R O M  O U T E R
S PA C E
Gremlin f34.99
AP18 36% RL
Reasonably entertaining idea for a
game, but the gameplay is disjointed,
the music and sound effects are
abysmal and it's too short. There are

plenty of other things to blow 35 quid
on. And just why does a game which
includes a 'free' video cost more than
Gremlin's standard releases? * *

P O O L
Virgin £25.99

A R C H E R . . . M A C L E A N

P O  r

AP19 82% SC Top 100 No.18
The follow-up to Snooker but with an
improved control system and game
engine. It's not all that different, but
pool fans are bound to love it. It
probably isn't worth buying if you
already have Snooker, but if you
don't then get this instead. * * * *

P O P U L O U S  2 :  T H E
C H A L L E N G E  G A M E S
Electronic Arts £14.99
AP21 49% GP
Even at £15 this is too much to
spend on what is basically an extras
disk to the original game. 500 new
worlds and 42 challenge games, but
there's little that you couldn't do
yourself with the custom game
option. For Populous perverts only.
* *

P R E M I E R E
Core Design £30.99

AP17 84% MR
At last, a cartoony action game that's
fun to play. It's a little bit basic,
gameplay-wise, and the six levels are
pretty similar, but it does manage to
capture something of the excitement
of movie studios. If Bruce Willis were
a computer game, he'd probably be
Premiere. *  * *  *

P R E M I E R  M A N A G E R
Gremlin £25.99

R E S U L T S  S E R V I C E
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AP22 80% TT
Excellent football management game
from Gremlin that's not too complex
and is enormously satisfying. Start as
the manager of a Conference team
and work your way up to the giddy
heights of a Premier League club.
And all without the threat of a
nervous breakdown in the process.
* * * *

P R O P H E C Y
Mirage £25.99
AP17 29% SC
Very, very like Super Wonder Boy,
only not as good. *

P U T T Y
System 3 £25.99

. 4 9 •  k• • • • • •
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AP18 90% MR Top 100 No.28
One of the Amiga's finest and most
utterly silly moments yet. The loading

can be a bit of a pain but everything
else (especially the sound and Uncle
Ted) is wonderful. System 3 have
pulled out all the stops on this one to
give you more laughs for your money
than any other game around.
* * * * *

R A G N A R O K
Mirage f34.99

AP23 74% TT
Nice version of an ancient Norse
boardgame, slickly presented and
engrossing to play, but hampered by
one of the most ludicrous price tags
we've seen in months. 35 quid for
Viking chess? We think not. * * *

R A M P A R T
Domark £25.99
AP21 66% SC
Great fun in the two-player mode, but
spoiled by sluggish controls. It's
overpriced for a conversion that isn't
as good as either the original or other
format versions. * *

R E A C H  F O R  T H E  S K I E S
Virgin £30.99

AP27 80% DG
Shockingly expensive but surprisingly
accessible WW2 (light sim —with the
added bonus of a strategy section
that's actually worth playing. Top-
notch high-speed flying sequences.
with not too much realism to get in
the way of having fun.
* * *

R E D  Z O N E
Psygnosis £25.99

AP19 54% TN
The control on the bike is abysmal
which doesn't help when you're
careering round a track at 140mph.
The graphics are not as smooth as
they could be and combined with the
controls make this a definite miss.
* *

R O A D  R A S H
Electronic Arts £25.99

AP19 70% SC
Brilliant conversion of the Mega Drive
title, which unfortunately only serves
to emphasise the thin-ness of the
original game. Good fun, but very
simplistic — you'd be a lot better of
with Crazy Cars 3.
* * *

R O B O S P O R T
Ocean £29.99
AP21 64% RL
Sophisticated strategy/action game

of robo-warfare. Plenty of scope for
tactics, weaponry and good old
blasting, but the disjointed gameplay
and dull graphics make it less
impressive than the 'thinking man's
blaster it tries to be.
* *

R O M E  A D  9 2
Millennium £25.99
AP19 59% LE
It's quite fun at first as the story
unfolds and your quests start. The
statics are nice and the whole thing
seems like a good idea until you've
played it for a long time. If only a little
more were happening it would be a
cracking little adventure.
* * *

S A B R E  T E A M
Krisalis £25.99

AP19 68% LE
Suffers dreadfully from a lack of
speed. The storyline is sound and
everything about the game suggests
that it could be really good. If only it
wasn't for that damn lack of speed.
* * *

S E N S I B L E  S O C C E R
' 9 2 / ' 9 3  S E A S O N
Renegade £25.99 stand-alone
/E3.95 upgrade

I

AP21 94% SC Top 100 No.1
The original was voted the best
Amiga game ever by you readers,
and this is even better. It's more
realistic. there are red and yellow
cards now, the goalkeepers are
better and the teams' skill levels have
been tweaked, making the game
tougher. Just about the best game in
the world for the Amiga. so if you
haven't already got it: 1. Why not?
and 2. Get this one instead.
* * * * *

S H A D O W  OF T H E  B E A S T  3
Psvanosis £29.99

AP18 71% SC
A sweet game to play but you're not
getting enough for your 30 quid.
More fun than the other two Beast
games and there's no free T-shirt
(that's a very big plus, by the way).
There's just not very much to it. * * *

S H A D O W O R L D S
Krisalls £25.99

AP19 85% JD
Enormous fun to play, Shadoworlds
has all the good elements of an RPG
with none of the complexities. The
lighting effects create a great
atmosphere but sometimes the

action gets a little ahead of the
control system. Otherwise one hell of
a game. * * * *

S H U T T L E
Virgin £30.00

AP19 58% RL
It's taken two years to program, it's
packed with detail, it's big and it's
dull. It's no fun to play and the
presentation is muddled. The
constant disk accessing is a pain but
fans of the genre will probably like it
— but only because there is no other
shuttle sim. * *

S I M  C I T Y  D E L U X E
Infogrames £29.99

AP25 92% SC Top 100 No.11
The one true god among god sims,
now repackaged in this special
'Deluxe' edition, which just means
you get the original game plus the
Terrain Editor and Architecture 1
add-on disks for your thirty quid. Yes,
thirty quid -  and that's our main
objection. The game's as marvellous
as it ever was, but frankly over-priced
in this format.
* * * * *

S I M  E A R T H
Ocean £34.99
AP17 41%. JD
Asa simulation of a living planet, it's
spot on. The problem is that
ecosystems are, by their very nature,
slow, dull things and neither the
presentation nor the interface do
anything to make them more
interesting. * *

S I N K  O R  S W I M
Zeppelin Premier £25.99

AP26 68% SC
The sea-going platform-puzzling
adventures of 'Kevin Codnee, in
which he rescues 'Dim Passengers'.
Film-related puns aside, this is a
good 60 levels of better-than-average
cutesy antics, handicapped by very
unforgiving controls. And at this price
oort. not a patch on Lemmings 2.
I r  *

S L E E P W A L K E R
Ocean £25 99

AP23 84% SC Top 100 No.97
Gorgeous Lemmings-meets-Sonic
arcade puzzler, made all the better
by being in aid of Comic Relief. Don't
buy it for that, though — buy it 'cos it's
a corking little game, Ocean's best
for ages. We like it.
* * * *

S L E E P W
V E R S I O I
Ocean £25.

AP24 84% •
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normal vers
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opening so
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AP24 84% TT
Pretty much exactly the same as the
normal version, only with 24 colours
used in the game instead of 16. Oh
yeah, and there's 256 colours in the
opening sequence, apparently.
O0000hh.
* * * *

S PA C E  C R U S A D E :  T H E
V O Y A G E  B E Y O N D
Gremlin f24.99 (stand alone) or
£14.99 (data disk)
AP23 80% DG Top 100 No.98
Loads more scenarios for Space
Crusade, very well done without
offering anything significantly new.
It's a data disk, basically.
* * * *

S T R E E T  F I G H T E R  2
US Gold £27.99

M l

AP22 74% SC
The coin-op conversion that
everyone was waiting for, SF 2 is the
second-best beat-am-up — after
Body Blows. The control method
works, the graphics are fairly faithful
to the arcade version (with a few less
colours of course), and there's
enough speed to give you a good
game. A brilliant two-player game, a
little less fun for one.
* * * *

S U P E R  C A U L D R O N
Titus £25.99

AP27 26% SC
A major let-down after the earlier
Cauldron games, and, indeed, some
genuinely good stuff from the Titus
crew. What's wrong with it? Well,
pretty much everything, in tact. You'd
have more fun playing with a real
cauldron. Of soup. *

S U P E R F R O G
Team 17 £26.99

AP26 78% MW
First of a 'new generation' of
console-influenced Amiga games,
this is a super-smooth, super-fast,
super-cute platformer with no need at
all to mention Sonic The Hedgehog
(I mentioned it once, but I think I got
away with it). Thoroughly slick and
professional presentation, but, for all
that, Supedrog lacks just a certain
something in terms of charm. Come
on, Team 17, we just knowthat you
can do better.
* * *

S U P E R  T E T R I S
MicroProse £29.99
AP17 54% SC
Teals with knobs on. But why? Ifs no
better than Super Twintes and you
can get that for nothing.
* *

S W O R D  O F  H O N O U R
MAI £25.99

AP18 28% LE
You spend longer waiting for the
screens to load than you do playing
them. Nothing original here, just a
poor man's copy of The Last Ninja.
Very slow and boring. *

T E A R A W A Y  T H O M A S
Global Software £25.99
AP22 79% TT Top 100 No.92
A console beater in full glory, this is
about the fastest you'll see your
Amiga go — and boy is it fast. Good
fun too, if in a rather simple platformy
way. Take Thomas tearing through
the levels to collect gems and jump
on bad guys' heads — you know the
score. A bit more depth would have
made it an Amiga classic, but as it is
its a good romp and lots of fun.
* * * *

T E N N I S  C U P  2
Loriciel £25.99

AP17 72% MS
The control system is difficult to get
to grips with at first, but, once
mastered, it makes this one of the
better tennis sims. Good looking with
lots of options. All this and Inspector
Clouseau announcing the scores —
what more could you want?
* * * *

T I N Y  S K W E E K S
Lerida £25.99

r .

AP19 68% RL
Previously previewed as The
Brainies, this is a sweet little puzzler
which'lt get your mind fuming
somersaults, but won't really get you
excited enough to want to plough
through all 101 levels. One of the
better games in the genre, though.
* * * *

T O M  L A N D R Y  S T R A T E G Y
F O O T B A L L
Merit £44.99

AP26 77% TT
Excellent American Football strategy
game, second only to the combined
strategy/action angle of the mighty
John Madden (of course). All the
facts, figures and stats you could
ever need are here, plus some pretty

funky anerabores of players folowng
your plays. and unr trailed advice
from Mr Landry hrnsell Shame
there's no league taitie, but
of encase excelent end zone
erienanment for al you gnitiron
fans. w * * *

T R A N S A R C T I C A
Silmarils £29.99

AP23 64% MW
Strategy affair with a great plot, but
let down by a lack of gameplay depth
and some serious slowness. A bit of
a disappointment. Brr chuff. * *

T R E A S U R E S  O F  T H E
S A V A G E  F R O N T I E R
US Gotd/SSI £32.99

AP19 34% LE
An out-of-date RPG when compared
to the likes of EONS and Storm
Master. It's slow with a disgusting
amount of disk accessing and no
hard drive installation option. It
shows how an old formula can go
stale when pushed too far, and this
has been pushed too far. * *

T R O D D L E R S
Storm £25.99

AP18 8954 AP
The best elements of some of the
best styles of gameplay in history
combined in one cute package, and it
works. Two styles combine to make
a classic game in its own right. It's
better than Lemmings, allegedly.
* * * * *

T R O L L S
Flair £25.49

AP21 83% MW
If bright, cute and cheerful platform-

(type games are your thing then this
has to be the one for you. Everything
about this is so fluffy and nice that
you want to hurl, and there really isn't
really anything bad to say about it.
The only thing that beats it for sheer
cuteness value is... * * * *

T R O L L S  ( E N H A N C E D
1 2 0 0  V E R S I O N )
Flair £25.99

IIE

AP27 86% TT
W h e a t *  cutest thing you can thank
of? Now DOUBLE rr. Yes. if you
thought that the ordinary Trolls was
just-so-ever-so-sweet-and-lovely-
and-nice then —well. you ain't seen
nothin' yet. The enhanced Al200
version has positively the most
gorgeous parallax-scrolling
backgrounds ever seen in an Amiga
game, and what's more they don't
get in the way of the action or slow
things down at all. If you like
platformers, then this is what you
bought an Al200 for.
* * * *

T V  S P O R T S :  B O X I N G
Mindscape £14.99

AP19 56% AP
Well, it's the best job anyone's made
of a boxing game so far. Sadly, ifs
still a boxing game, and it leaves a
fair bit to be desired in the lasting-
appeal department. * *

V E K T O R  S T O R M
Inova Games £29.99

AP23 60% TT
Scruffy-looking version of beautiful
arcade game Tempest, prone to
speed-up and slow-down and sticky
control. Tempest was gorgeous, but
this is mediocre, and 30 quid to boot.
What a shame. * *

W A L K E R
Psygnosis £29.99

AP24 85% MW Top 100 No.58
Strut around in a huge metallic blue
chicken and kill everything that
moves in thin needlessly gratuitously
violent game. Mowing down masses
of attacking troops from the comfort
of your bedroom never seemed like
such a great idea in this graphically
wonderful (but somewhat repetitive)
blaster. * * * *

W A X W O R K S
Accolade (34.99

AP22 70% JD
A horror game that fails to really
frighten but does offer some good
entertainment with macabre twists.
There're maybe a bit too many
mazes for its own good, but there are
also some puzzles and some fighting
to be done. Worth a look for horror
fans. * * *

W E E N
Coktel Vision £29.99

AP19 81% LE
A Menthe overpnced side. and a bit
titchy. but a nifty little puzzle-based
adventure thing all the same. A
brilliant control interface too, but the
game needs a little more to it to
qualify for classic status.
* * * *

W H A L E ' S  V O Y A G E
Flair £29.99

AP27 59% MW
Hugely sophisticated RPG/
adventure, sometimes similar to the
Eye Of The Beholder/Dungeon
Master school, but set in a spacey
sci fi scenario. Nicely put together
(despite being frustratingly hard to
get started with), but somehow
lacking in sparkle.
* *

W I N G  C O M M A N D E R
Mindscape £34.99
AP21 55% MR

Everything that was on the original
PC version is replicated here, which
means that the standard Amiga is so
bogged down with data that it runs
hopelessly slow, far too slow to make
it playable. On the Al200 though, the
3D sequences run fast and smooth,
making this the benchmark game for
future Al200 shoot-'em-ups.
* * * *  (for the... Al200)

W I Z K I D
Ocean £25.99

AP15 91% MR Top 100 No.15
A refreshing game that mixes
psychedelic arcade adventure.
football, and bad jokes with arcade
games like Breakout and Pengo.
With its perfect control system it's as
much fun to play as it obviously was
to write. The best game ever
(beginning with the letter W at least.
It you don't buy Wizkid. your life
really will be a lot poorer.
* * * * *

W O O D Y ' S  W O R L D
Vision £25.99

•

AP26 70% JD
'Traditional' platformer bearing a
more-than-passing resemblance to
Super Mario Brothers. There's plenty
of running. jumping, and banging
stuff with your head, but nothing to lift
It above the crowd. Unless you
happen to be really into running,
jumping and banging stuff with your
head, that is. * * *

W O R L D S  O F  L E G E N D

l iv iscace  EISA

AP26 59% MW
Well, Legend was. er, legendary fan
RPG that's got everyone in the AP
office playing if) — and this is more of
the same. Specifically, it's exactly the
same game engine, only this time
with a different adventure — one with
a distinctly oriental flavour. The
game's as absorbing as it ever was
(which is 'very absorbing', if you must
know), which, ironically enough,
means that you're better off buying
the original Legend (now out on
budget, economy fans) unless you've
already played the first one to death
and want more like it. * * * *

W W F  E U R O P E A N
R A M P A G E
Ocean £25.99
AP22 18% JO
Minimal control system. inferior
graphics and practically non-existent
gameplay. Quite simply a completely
crap beat-am-up that vies for your
dosh by cashing in on VVWF mania.
Don't bother. *

Z O O L
Gremlin £25.99

AP18 90% LE Top 100 No.71
Heralded as a Sonic-beater, but let's
face it, it isn't. Still. it IS one of the
Amiga's finest and zappiest
platformers, and a good attempt at
beating the consoles at their own
game. You should, though, check...
* * * *

Z O O L  E N H A N C E D  A l 2 O O
V E R S I O N
Gremlin £25.99

A

AP24 78% TT Top 100 No.71
_the. Colourful parallax scrolling

backgrounds make the whole game
a lot prettier, but also clutter it up to
an extent that they hide on-screen
Daddies Not so much enhanced as
toned up, and you could well find that
you prefer the original. Still, some
opinion in the office DOES hold that
this is a big improvement on the
original, so at least try to have a look
at it if you've got a 1200.
* * * *

Z Y C O N I X
Accolade £24.99

AP19 63% LE
Decent mix of several puzzle-game
standards (Teals, Columns, Klax,
you know the score), which doesn't
really have enough character of its
own to stand out from the crowd. All
right, but unremarkable.
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16#

Reviewed: Eye Of The
Beholder, Cybercon 3,
Gods. On the disk:
Bombuzal.`

Reviewed: Ft  Grand Prix.
Blues Brothers, Lotus 2,
Robocod. On the disk:
Leander, Video Kid,'

14 June 1992
Reviewed: Eye Of The
Beholder 2, Fire & Ice,
Pushover. Double disk:
Legend, Aqua Ventura.

Reviewed: indiana Jones.
Wing Commander, Nigel
Mansell, KGB. On the
disk: Sensi Soccer, Trolls,

OUT!

Reviewed: Morph, Lost
Vikings, Battle Isle '93,
Super Cauldron. On the
disk: Vol Joe! and tab PD.

2 June 19!-,
Reviewed: Megatraveller
and Monkey Island!
On the disk: Kid Gloves—
the complete game!

Reviewed: Populous 2,
First Samurai, Knights Of
The Sky. On the disk:
Cisco Heat, Elvira Arcade.'

Reviewed: Wizkid,
Sensible Soccer, Monkey
Island 2. Double disk:
Galactic. Amega Race.

Reviewed: Street Fighter
2. Chaos Engine, Alien3,
bonheart. On the disk:
Alien3, Arabian Nights.

July 1991
Reviewed: F-15 Strike
Eagle 2, Deuteros and
Toki. On the disk: Exile,
Prehistorik and great PD!*

9 Jan,
Reviewed: Smash TV,
Birds Of Prey and more!
Double disk: Knights Of
The Sky, Puggles.

16 AL
Reviewed: Crazy Cars 3,
Links, Civilization, Dojo
Dan. Double Disk:
D/Generation, Troddlers.

Reviewed: Legends of
Valour, Combat Air Patrol,
Sleepwalker. On the disk:
Body Blows, Sleepwalker.

August 1991
Reviewed: Jimmy White's
Snooker- and more! On
the disk: Beast Busters,
The Executioner and PD!"

February 1992
Reviewed: RoboCop 3,
Another World, Leander
and more! On the disk:
Mr Wobbly Leg PD etc.

'92
Reviewed: Zool, Putty.
Lotus 3, Troddlers, Beast
3. On the disk Lotus 3
and Tearaway Thomas.

Reviewed: Lemmings 2,
Chuck Rock 2. Walker. On
the disk: FA Premier
League Football, Dong.

,optember 1,
Lemmings preview.
Mega lo Mania reviewed.
On the disk: Barbarian 2,
plus five great PD games!'

pnl
Reviewed: Parasol Stars,
Titus The Fox, Vroom.
Double disk: Titus The
Fox, Project X, Rome.

19 Nove
Reviewed: Assassin.
Doodlebug, Rome AD92.
On the disk: Doodlebug,
Metamorphosis.

;25
,i3

Reviewed: Desert Strike,
Flashback and Arabian
Nights. On the disk:
Beavers and Entity.

Reviewed: Midwinter 2,
Magic Pockets, Rodland.
On the disk: Rolling
Ronny, Captain Planet.'

-!,.......:—...21 '.= WE RATE THE. . . . .

. . . t r . ,  1 0 0
BEST ",.

7 -.--n- GAMES
=-- EVER! ?°

13 May 1992
Reviewed: Apidya,
Project X. Double disk:
Sensible Soccer, Wizkid,
Campaign, Pinball Dreams.

THE V O T E R
ARE num
Y O U R  T O P

20"
Reviewed: BC Kid,
Pinball Fantasies. On the
disk: Bill's Tomato Game,
Fire & Ice, Lethal Weapon.

Reviewed: Goal!, Worlds
Of Legend, Superfrog. On
the disk: Graham Gooch
Cricket, Defender.

F r o m  t h e  s a m e  f o l k s  w h o  b r i n g  y o u  A M I G A
P O W E R ,  A m i g a  F o r m a t  S p e c i a l s  a r e  p a c k e d
`as f u l l  a s  j a m  i s '  w i t h  A m i g a  f a c t s ,  f i g u r e s
a n d  f u n .  A n d  t h e y ' r e  o n l y  £ 5 . 0 0  e a c h !

I s s u e  4 :  T h e  E n c y c l o p a e d i a  O f  T h e  A m i g a .
T h e  c o m p l e t e  A • Z  o f  e v e r y t h i n g  A m i g a -
r e l a t e d ,  i n c l u d i n g  a l l  t h e  b i g  n a m e  g a m e s .

I s s u e  5 :  T h e  Q u e s t i o n s  A n d  A n s w e r s  S p e c i a l .
Go t  a  q u e s t i o n ?  T h e n  t h i s  i s  w h e r e  y o u ' l l  f i n d
t h e  a n s w e r  t o  i t .  A n d  h u n d r e d s  o f  o t h e r s .

F O R

AMIGA ANSWERS

*Please note: disks 1,3, 4, 5, 6, 7, and 8 are NOT A500 Plus compatible
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B A T T L E  F O R  A R R A K I S
A V A I L A B L E  O N  A M I G A

HE WHO CONTROLS THE SPICE...
CONTROLS THE UNIVERSE.

S T U D I O S

A WESTWOOD PRODUCTION FOR VIRGIN GAMES
DUNE IS A TRADEMARK OF DINO DE LAURENTIIS CORPORATIO,

AND LICENSED TO MCA/UNIVERSAL MERCHANDISING INC
1984 DINO DE LAURENTIIS CORPORATION. ALL RIGHTS RESERVE['

WESTWOOD STUDIOS INC. ALL RIGHTS RESERVED. (P) 1992 VIRGIN GAMES LTD
PRODUCED BY BRETT W. SPERRY. DIRECTED BY AARON E. POWELL, LYLE J. HAL!

DESIGNED BY AARON E. POWELL, JOE BOSTIC
PROGRAMMED BY JOE BOSTIC, SCOTT K. BOWES'

TEXT BY DONNA J. BUNDY, RICK GUSH.
ART & ANIMATION BY AARON E. POWELL,

REN OLSEN, JUDITH PETERSON, ERIC SHULTS,ELIE ARABIAN •
MUSIC AND SOUND BY FRANK KLEPACKI, DWIGHT OKAHARA. •

FOR VIRGIN GAMES UK: •
PROJECT CO-ORDINATOR DAN MARCHANT, PETER HICKMAN. •
QUALITY ASSSURANCE BY JOHN MARTIN, DARREN L L O Y D . •  h .

KEN JORDAN, RICHARD HE WISON, PAUL COPPING •  -
MANUAL LAYOUT BY DEFINITION •  ' s . "
TRANSLATIONS BY POLY LAN( •PACKAGING BY MICK LOWE DESIGN •

ARTWORK & CREATIVE CO-ORDINATION B\"
ANDREW WRIGHT 81 MATT WALKER •  •

MANUFACTURING CO-ORDINATION •  •
BY ROSEMARIE DALTON. •  •

EUROPEAN MARKETING: ANDREW WRIGHT. ♦  •
VGA SCREEN SHOTS SHOWN •

•  •
•  •

• • •

♦

(GAMES



Over 400
20014i of SOU
State of the el-

available on the Commodore Amiga [i Meg oilk] Screen shots tair+en from the amigo version

Tredewinds House, 69/1ifh fishbourne Foal,  Derby, C1E22 3FS,Telephone [ 0332 ]  291191, Facsimile [ 0 3 3 2 ]
0 "

O Z 3  o
CD C
O 13:

<

( 1 )

C

:• • • •

• 1 7  E

M

7 2• - O0_t.• 7,
3
•  *• o -
Z  n g o i
O 0 -cpa

7t:

o• c c r x
co y.. 'D LEO cDO x
.9- 0
c• 7  z

xo C
"(„, *  (7' F•  C nCC— c D
cr 0O

cox• cr
5 2 g
(Ia 8 ui"< aoCO CD

* u3 -
3' e

O CI) •-c.
•  a=• 3 •u3

61 5.
< cCD CO a)0) CDO B
*  C
03 14 C0

cr -••  p p
= 3 2
>  5 '  -c
43C. O

c 0  u
•  c

C ru

cu -•
O

C c -"5 3  1:3
: 7CD 0  *  CD :7
a  =5o.•

Hired Guns-
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actually be in
next mont.
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DIRTY BUS
Corporations

Syndicate- rev

ME PAST,  THE PRESENT,
T H E M =

V C  -ORS W I T H  I S S U E  2 8  O F  A M I G A  P O W E R

A
ri STARDUST TUNNEL

Impossibly
leg e x c i t i n g  and
4  t r i c k y  3D tunnel

a

section f rom
brand-new

Finnish coding
whizz-kids

Bloodhouse.

/  F1 CHALLENGE
Exclusive track from
Team 17's spi ff ing

O g  n e w  racing game.

CiaLWOICE

O
C C

mos., o

disk
28

PLUS!
Two PD games
that redefine the
word `classic'.
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