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I TRUE

STORIES
‘Coo’ "Gosh” Wow! ‘Really” - just four of
the things that you might well say when
you read our big five-page news section

I THE GALLUP
CHARTS
Well, it's the charts really, isn't it?

2 THE SHAPE OF

THINGS TO COME
Okay, okay, here's the Street Fighter I
preview (and Elite 2 and Cannon Fodder
and more besides). Will you stop ringing us
up all the bloody time now, please?

6 COMPLETE
CONTROL

Having trouble with Beast 37 Still stuck on

Fascination? Or just a big fan of the

inimitable wit and wisdom of Jonathan

Davies? These are the pages for you
79 READERS” ALL-
TIME TOP 100
The votes have been counted, the results
are in. What do YOU, the punters, think are
the best Amiga games of all ime? Step
this way, sir or madam, and discover all.

8 DEFINITION OF
SOUND

Back after a short sabbatical (whatever

that means), our authoritative buyer's

guide presents the lowdown on god sims.

ll WHAT'S IN THE
BAG FOR "'937
something about which games we can
look forward to in 1993, | should think.
(Piece of cake, this contents page lark.)

II 8 VOoOX POP 2 -
THE SEQUEL
Once again, we hang around the Virgin
Games Centre and pester innocent
software buyers - what do YOU think's
going to be Christmas Number One?

DO THE WRITE
THING
Four pages of letters this month - and a
handy guide to letter writing, with subtities
in semaphore for the hard of thinking.

|3 THE BOTTOM
LINE

Imitation is the sincerest form of flattery.
Your guide to the last year's games

I BACK
ISSUES
Well, it's some back issues really, isn't it?

l IN THE

STYLE OF
Speciall As well as the usual bit of
impressionism, four top developers re
interpret their games in the style of Xmas!
(Well, we had to get it in somewhere...)

ROAD RASH

‘My mood is black when my
jacket's on.’ Find out why on...

LETHAL WEAPON
Well, it's a Lethal Weapon review
really, isn't it? (You're fired — Ed)
Page 42

[

TV SPORTS BOXING

Page 34

Magasaki's got the salt! Oops,

wrong pantomime.

Page 52

e

PINBALL FANTASIES
..and next month, Readers’
Wives. But for now...

Page 38

McDONALDLAND
A game based on McDonald's? Is
someone pulling our leg here?

Page 46

WEEN

Look, just because it's French

doesn't mean it's weird, okay?
Page 54

NO SECOND PRIZE
Mot a Silver Dream Racer, then.
(Hey, think about it)

Page 62



o v E R 3 o o ‘Oh my goodness!’ ‘Golly gosh!’
and “Lawks a lordy!" - just three
GAMES RATED IN EVERY ISSUE! of the things we exclaimed when
we realised that we were going to
be able to put THREE whole, full-
length, top-value demos on our

coverdisk. Still no tat. Still no
slideshows. Still the best stuff around just for you.

REVIEWED
THIS ISSUE

DECEMBER

FULL PRICE
BE Rl G
Bunny Bricks e G0
L T T e s 1]
Campaign--— e
CAMPAIGN Dark Queen Of Krynn-——-99
Sensible Soccer, eh? It's great. Humang——————eeeeeeee 90
And so's this. [T LT [T e———
Page 40 [ T T P ————
Lords O Tima S——1 |

No S6c0nd Prize =862 WEAPON

McDonald Land 46 Pretend, in the
L TETTL T — comfort of your
[T R P — Y own home, that
Road Rash - SRR you are Mel
L p——— Gibson or I?anr!',r
AR L L T — Glover in this
Woen 54 hugely enjoyable
b4 1T | —— F ] PFE“D"‘H action
thang from Ocean.

KYRANDIA BUDGET

A bad guy called ‘Malcolm'?

This is more like it! s i
Spolibound Dizzy «w—-103

Supercars |1 103

World Championship

Boxing Manager i D2

FIRE AND ICE

Cool Coyote becomes Yule
Coyote in this specially written
Christmas edition from those nice
chaps at Grafigold. Don't say we
never give you anything.

COMPILATIONS

Super All Stars s 102
Super Fighters <104

BILL’S TOMATO
GAME
Live out your wildest fantasies as you

play the part of a... well off a tomato,
actually, in this rather amusing puzzler.

PUBLIC DOMAIN
Mad Susie Goos On ——-—100
Intrepid -100
BUNNY BRICKS All Guns Blazing 100
Arkanoid, with rabbits. Tank Attack oA 00
Apparently.

HIMOd VOIAY

NEXT
MONTH...

+.Will be hardly worth
living until 17th
December ~ before that
you won't be able to
buy the Janvary issve

GOT A FAULTY DISK?

#® Ohno! Are you sure? Belore you go any further try the procedures described

€66L H3EW3IO3Q

of AMIGA POWER. Don't
light a fire, you'll burn

BC KID in the panel over the page. I, after all thal, you do have disk problems, simply
B s balhe v ali ve it “"“In! down the place it in an envelope, along with an SAE and an explanatory letter, and return it 0
2] ¥ you dli!llll'l'. NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 20, Diskcopy Labs,
could ever need to know...
Page 64

Unit 2+3 Omega Technology Centre, Draylon Fields, Drayton, NN1 1FR.
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THOSE DARN DISKS

PLEASE LOOK AT THIS BIT

Fi OR NO ONE WILL TAKE
NOTICE OF YOU WHEN
YOU SAY THAT YOUR DISK
SN'T WORK.

@ Lethal Weapon is one meg only.

® 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-sereen instructions
say that you should either press the
appropriate funtion key or click on
your selectio using your mouse.

@ [t really is that simple.

@ 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 ion the
drive at all times. And remember —
switching the machine off for 20
secinds or so before loading a new
program will help prevent disks
being infecled by stray viruses.

® Have a good time.

OH NO! SOMETHING'S GONE
HORRIBLY WRONG!

@ Are you sure?

@ Try all that stuff again, making
sure you've disconnected any
peripherals the program might
not like’,

#® If your disk fails to load, then pop
it in a padded envelope, along with
a letter explaining the problem, to:
AMIGA POWER Disk 20 Returns,
Diskcopy Labs

Unit 243

Omega Technology Centre

Drayton Fields

Draylon

NN1 1FR

@ Now, we say this every month but
it still doesn't stop some people:
please don't send your disks to us
at the AMIGA POWER office. We are
part of the small percrentage of
people who just use our Amigas for
playing games and don't know how
to fix dodgy disks. We still love you.

UG SUL

Publisher: Ocean
Author: In house

Lathal Weapon, eh? Sounds ke an ideal
excuse for a fast action platicrm romp fo
15, In this, probably Ocean's finest
platiormer yel you get the chance 1o wear
Mel Gibson's or Danny Glover's shoes
{and the rest of their uniform, comé to
think of it). The coverdisk demo contains a

When the going gets tough, the tough duck down and hope no one can
see them. But watch ot ‘cos you cant fire your gun like that.

section of mission one
which sees one ol the
silver screen heros
getting into all kinds of
Iife endagenng situations
down at the docks, Slick
fast and bullet-strewn —
Lethal Weapon is joystick
ntensive stul

THE MAGIC
IS BACK
When the game beging
you'll find yoursell at
thé police depariment
To the right of the lift on
the bottom foor is the
changing room = which
(logically enough)
enables you to swich
between characters.
Onca you've decided
which guy you want to
lake into action, simply
walk over 1o the door on
the ground level at the
far level, then push the
joystick up to walk
through. After a short

The nice lady in the office will give you your instructions

Publisher: Psygnosis
Authors: Bill Fullan, Lee
Carus-Waestcott, Mike
Clarke

You've played knights in shining armaour
you've playad brave warriors, you've
played kings of combal. Now you get the
chance 1o play the role you've always

rather saucy-looking tomato at thal.)

wanted, yes a mighty, um, tomato. (And a

{Sorry, he missed some schooling and
he's stil irying o ketchup. - Ed) Anyway
the idea of this game is simpla, get from
your staring point 1o the conveyer bell
on the other side of the screen, Easy

WHAT THE DICKENS
AM | SUPPOSED TO
DO?

You are, as mentioned above, a lomalo
Worse shill, you are a lomalo on one side

M you meet Buddha on the road of lile, ireat
him with a linle respect, would you.

v STQP 00860 086

L’S TOMA

of the screan wha
needs desparalely
o get 1o the other
side. To make
this possible,
you must set up
a route using a
variety of objects
which will carry
you past all the
obslacles. And, er,
that's it. Place your objects where you
think theyll do you the most good and
then sel off 10 see if you were nght

HOW DO | GET THIS
THING WORKING?

Whean you look at the screen you'll notice
s wr‘-lfl_-: arrow moning ._i'ﬂ.;rld witen you
move the mouse. It 15N a bug or a ghich
this is your pointer and you use this lo
control things. At the botiom of the screen
yOu can see two arrows with a hthe
diagram between them, These aren't
there for decoration you know. Click on
the armows 1o mave through thie items you
have avaiable 10 use. When the item you
wanl is on scréan, chck on it 1o pick il up.
Then place it on the screen. Keep doing




EAPON

dadng delay you'll find yourself down at
the docks. From herg you'ne on your own
Just remember to shoot them belore

thay shool you, collect all extra ammo
dont forget 10 duck, and watch out for
the shark

GOSH, IS THAT IT?
Yep. thal's pretty much all

there is to il. Oince

you vé mastarad this
lethal level, turm 10
page 42 to find out
st whiat wa think
of the full game

Tramglormation action. You enter as Danny
Glover and leave as Mel Gibson. Wild.

Meanwhile, back at Police Headquarters,

there's a red-head and a lat bloke.

O GAME

this until you think you have it set up to
fake Bill io the conveyer belt on the
olher side of the screen. When you
have, hit GO and see what happens
Jusi remambar this, i It movas, it'll kil
you. Chances are for the first few goes
you are goang 1o be left with little more
than lomato soup (What are you on
about? - Ed ) as you hit mast of the
obstacles on screen but keep al it and
you will so0on stan lo p
warned, there isn't that much time to
mess around, the tirme
battom righ! when il re
that’s it

YEAH I'VE DONE
ONE, WHAT’'S THIS
STRANGE WORD?

As with most games e this when you
complate a level you ane given a
password. Keap them safe and next
me you paay the game enter tham on
tné hitlé Screen and you won't hawve to do
all those annoying screens to reach the
ona you last attempled. This version
has five complate lavals in it 50 by using
tha-passwards you'll be able o see
most, il not all of them

1M GETTING FED UP,
1 CAN'T DO A SINGLE
LEVEL

I you're really stuck then one stralegy
W Can Sugoest ks 10 do i a slage at a
tima. Place one item on screen and click
fomalo in motion. See
whara he land er he bounces on the
item and use that fo place the next one
Simple. Just experiment 1o get the most
oull of your lomalo

WARNING

Bill the Temalo is a professional and
has trained for many years for these
stunts, DON'T TRY THE STUNTS AT
HOME KIDS! @

o TE® 00380 434
That's ebwisusly not how you de it,
then. Jusl move the stuM and try again.

e PR

The action takes place, a3 you might expec)

for a Christmas game, in an arctic setting.

-

Publisher: Renegrade
Author: Grafigold

And so thera we were, idly chatting fo
those wonderful Grafigold guys when the
subject of Chrisimas came up. “Why don’t
wi give the AMIGA POWER readers a
special present?” they said. Great, we
said. What did you have in mind?
Ligquonce altsors, parhaps? “What about
a special Chnmbo Fire And lce |
complete with extra Snow, |
a santa outhit for Cool Coye
we cried. And so it came to pass, an
hera il 15

DREAMING OF A
COYOTE XMAS
What you have in your hands than, will
serve as a great taster for Fire And ice it
you've never played it before, or a greal
[ you have. Whichever, it's
and an ideal way to get into the
nal spirit of things as the nights get
f and the wind colder

Playing this special bundle of Xmas
grooviness coukdn't be easier, Onca il's
loaded up, simply press the fire bution
and away you go. The basic idea is lo
guide Cool Coyole on an exploration of
the entire level (you'll get to see a map of
I bedore you start), and locate the eight
parts of the key. Once all eight parts have
been collected, then the exit will open, so
I's simply a matter of finding the thing
The key parts car ly b lound by
destroying the local creatures, which is
acheeved by freezing them with snowballs
than bashing into them. Carefull though
dally 1o long and the ¢

bonus v

reaturas will

B i ST

adl

lin't he just the cutest thing
you've ever seen? Cool
Coyole in a Santa suit

defrost. Along the way
nara il De ’II-';I chance 1o
pick up bonus presents
interact with whales, and
walch tha snow falling
down. Walch out also lor
bonus pups 10 ascon

1o the axil. and
gulp! - the end
of bevi
i 1] i
2 Diadde W
‘ you gel
I theere
o)
ol i, m—
) il
Keep shooting

i 1= and jumping at
AT == the sy and the

gems will ipell out a seasonal mesrage
from those lovely chaps at Grafigold.

WHAT ABOUT THE
LAST PARAGRAPH?

Oh yes. Don forget to whack the volume
on your manitor of tv up. The game has a
thumping Chastmas rave track, which is
surg o drive everyona up the wall. And
don't torget 1o thank those nice peopla al
Grafigold next time you see them al a
computer show. Run along now. The full
Fire And lce game is available at £25.99
from your local software empornum

HIMOd VODOINY
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Select a vanue,
select a fighter,

Game: Street Fighter ||
Publisher: US Gold
Authors: Creative Materials
ETA: December '92

Briefly: Super Nintendo owners have
gone ga-ga over it. Every other format
owner is gagging for it, but not all of them
will get it. We are, of course,
talking about the = lke it
or hate it you
cant

[ " -

e m__%- ;._ ;

's 1L_‘{. E'; l - o -é?'i |

- b ?FE = N

i - 1 - il

e P K
RYU (JAPAN) KEM (USA)
The typical participant, his  He starred with Ryu (with  HONDA (JAPAN) CHUM LI (PRC) BLANKA (BRALIL)
Hurricane Mick and whom he used to train) A sumo wrestler £ The only female. Special  Possessing inhuman
Dragon punch are in the first Street Fighter. Honda's special power is  powers are the Lightning  speed, no ane can stand
tamous. His special power MHis special power is the  a Sume Headbutt and the  Nick and the upside up to his continuous
s shooting firebalis. same as Ryu's. Hundred Hand Slap. down Whirlwind Kick. barrage of abuse.

i AT |

STREET

deny it — huge success of
Street Fighter i1

There's little doubt that
the conversions of Sireel
Fighter Il will ba selling more coplas
this Christmas than most other releases
pul together,
The creators speak:The team with
the awesome task of converting the hottest
tithe of thas year 1o tha home computer
formats is Creative Materials. Thay have
CapCom's Final Fight to their credit - or
debit, if you preder to look at it thal way

But don't fret: the people behind those
conversions of Final Fight aren't
responsible for Street Fighter I

Mo, Creative Matarials “newcomer’
Gordon Fong is coding Stree! Fighter If on
the Amiga and Atari ST, He's provided a
considerable chunk of the visuals, 100

The fiy shaet for the original arcade
machine provides a succinct explanation
of what SF I's all about: “Who is the
strongast street fighter? Ambitious tough
guys all over the warld flock 1ogether to put
an énd lo this eternal themae..,”

The rules are
simple: two players
beat the crap out of
@ach other until
one of them
drops through
exhaushon or
five minutes
expira (in
e which case the
B player wilh the
mast wiality
takes tha round)
The winner of two
rounds takes on
anaother fighter in the next
stage of the competition,

Each player has a total of 36 dlferent
moves to parform, including three speeds
of punch and kick plus a - gasp - spacial
atlack manoauvre which cannot ba
defended completely, Opponents ane
staggered by a heavy blow and can be
thrown across the screan to weaken their



“US Gold
!  haven't
iried to create
a perfect
conversion”

rasolve,

But why
oh why's it
been so
popular?
says project
manager Tony
Bickley, “unlike most
beat-'em-ups where the player wigghes the
joystick and hammers the fire bution
haping the moves will connect and beat
the other guy, Street Fighter N has a
mulktitude of moves via gix fire butions
which means you can select the move you
want when you want and form strategies.

“Of course, this has baen the

much hysteria.

many moves
One button
handies the hicks,

the othar ona the
punches. Single-bution
joystick users can also use a

key on the keybeard for punches or kicks,

and you can
also pla
;}*J'-r'-tii*" . "U;« a 4 —Li umngp,lu:: the
T VP YT W #oel lagnny n) keyboard”
beggest problem US Gold
puttingitonthe @@ @ haven't tried
home computers. | - 1o creale a
What we've done perfect
is cut down the 36 CONVErsion,
different moves 1o Instead, they
eight for the cecided to
single-bution | The only question asked by callers 1o AMIGA { provide a
joystick version POWLR is, ‘When's Street Fighter If coming out™ — home
That's four computer

punches and lour kicks mapped on tha
joystick in a logical tashion to make them
_ easy 1o select. We've
: also written it
for a two-
button joystick
for twice as

version of Streal Fighter I which leels as
ciose 1o the real thing as possible.

“With the Amiga and PC we've gol a
very good likeness on the graphics side
and we've kepl the speed up as well,”
says Tony. “We had to reverse engineer
1he Al because we didn'l get much halp

with il. We think we've got it right though
The game's virtually finished. All thal's beft
is the feel. The preximity moves haven't
been a problem. All the specials have not
proved a problam, nor have the
combination moves. We've got them all in,
It's not been easy keeping the speed up
with Ihe size of the sprites and stil making
it playabla,

“The Amiga and ST graphics are
smaller - down about 20 percent - and
thare's shightly less colour. The PC
version's 256 colours like the original, but
there are 16 on the 5T and 32 on the
Amiga. We had to lose the parallax on the
Amiga, but we've got the background
animation, and 225 frames of animation
per character. The four bosses have
slightly less

. “We're tryinglodo a
CoiN-op conversion but
i's not practical to
give avery

tham all
with SNES
versions for
refergnce,
The bonus
stages are
as the coin-
op, nat the
SMES version
which has two:
kicking a wall and
braaking a car. The coin-
0p has two sels of barmrels -
rolling and flaming — and the car. You can
still play self against sell, 100
“The speech... wa've got it in there
but we've had fo cul down the number of
different speeches. For example, we've
got the same scream sound for all
charactars, axcepl we up the frequency for
Chun Li and take it down for the bigger
characters. There's a genenc punch noise,
a slap noise, and a kick noise. To keep
everything in was 100 expensive on
memory. The game's actually three meg.
The code's only about 16K on the Amiga -
tha rast is all graphics and Al or data
tables, which are immense becausa the
characters alter their stralegies depending
on how you play. How many disks?
Probably four for the Amiga.”
Verdict so far: Nead you ask?
& GARY PENN

VEGA (SPAIN)

Could this be Sutanne
in disguise? He uses his
claws to climb a wire
mesh from where he
jumps on his attacker.

' THINGS TO COME

HIMOd YOINY
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L Above: Lxiernal views are part and parcel of the options in Fromfier. Some of the mont

spectacular views ever seen on the Amiga can be achieved using these facilities.

Right: Our own solar system s recreated in all its glory, Here we see Uranus compleie

O

with rings. In hiz spare time Mr Brayben i3 actually a keen astronomaer.




In ipace no one can hear your engines. But you can &l least see the vapour trail, Just
one of the many bits of meticulous attention to detail in Frontier.

have 50 far explored the galaxy. Mos! of
the action will initially take place here, but
115 possi ventually 1o
head out into
uncharted space in
search of

nbure. One
thing we'ra
looking at is the
dea of releasing
extra modufes
which fhesh out

bulletin board in eéach space slation,
Accepting these ¢an lead lo all sorts of
adventures. But whereas Elite featured
one set of laws 1o abide or break,
Frontier leatures two factions -
Empire and the Federation -
involved in a cold war. So taking
up a mission from one laction

“1 hope
it will have
as big an
impact as
Elite did”

gakiny
the player wﬂh ngw
missions and adveniures.”
The original Eifte was based
around trading goods batwean one
space station and another, with
Bounty hunting and contraband-
running thrown in lor good measura.
How does Frontier expand on this?
“Although there is still frading in
per, i's more a fall-back for making
It's actually possible to play the
game without doing one bit of
irading. Missions figure much more. A lot
of jobs are offered 1o the player via a

Extrs Pasienger [able 50909
1MW 1000
5
]

Beam Laser
HmlE.[.l'LS.ﬂn

Fl[l mf"

DM Laser
4M Beam Laser

2O e o

I drive
Class i
100MMW Laser

Llaws 2 Hyperdrive
i | ﬂ:!ﬁpﬂrﬁr

D 01000000.00 H.m_

12000

:E'" » Vou o L"'f have enough spate in your ship
4 D0MH Beam Laser

Once the cold wastes of space have been left bahind, i onto the communication
and trading sereens. Here wa've got the opportunity to upsrade our space crafl

may make you an outlaw with the other,
and there are even mare federal and
military sub-laws to worry about whu.h appe.

Bounty hunling and piracy leature in The
Frontigr, but things are pretty complex how fast
Transporting passengers is anothar “Ii's das
mission type available. Again, things may Amiga, but will t;
get complicated — your passenger may be  extra hardware that
an outlaw, for instance controls

As you

Above: Not only are the space craM
incredibly detailed, but they even have signs
writlen on them.

Main pic: Lean and mean, the high power space
ships peally do look the part. Again, notice the
abundance of detail in the background.

H3Igawao3ia

&
g

O




1892

DECEMBER

AMIGA POWER

I
Game: Universal Monsters
Publisher: Ocean
Authors: Simon Butler
(design and graphics),
Martin McDonald (graphics)
Mike Halsall (programming)
and Jack Wikely (animation
assistance)

ETA: Christimas

o “HiH
g 3 i ..."'.flﬂ |
I rowen cver plared Kagdt hore. Menef

Ovwer Mot or Abes B tham voull fecl right
o by ot Bncd,
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This isemetric ID stull iz sull grest fun
Ocean could well
have a real

winner,

Of course, it's sure 1o be a never workad on anything quite ke thes
belore and didn't reakse how graphic
niensive this style of game is
We wanied 10 pul mona
variety inla the
backgrounds
but there was
ND Wiy Wi
could do il. This 8
forced 30 i
perspacive

mapper's paradise.

The creators speak: Simor

aner and graphic ar

2 fondness for
e this style of JHIIE
e i background

blocks bul we did
the bast job we
could, and it looks really
good. The animation of the
main characters was a nighimare as
well, It had to be a good reprase
the movie characters and it 100k a bol of
work 10 get it right. In the end Jack Wikely
had to coma in to haip out, but I'm really
plaased with the resull

So what about the gameplay? “The

5 aren’l as devious as Head COver
Hewats, They Il have you pulling your hasr
out but you'll suss them out in the end

| believe there is a real fondness los
this styla of game out there, Most of the
programmers hera have Spectrum
|lf".1|.':|{|':- runn "-l'i an “'I' | P'::' and tha
oid Speccy games are very popular here
This ks a very popular genre. Programmers
move away fram it but they will always
coma back. You get two or three platform

ation of

Look out behind you, Alex, there's a mad
lknight aber you!

games released every weak but only a lew
ol these lorced 3D avery year, but they're
always batier. | think people will go for it.”
Verdict so Far: The 30 perspective
seems o work really well. The finishing
touches are beng put 1o the gama as we
spaak but there ks 1o do and some
of the puzzles aré tough. It probably wonl
be a candsdate for the Chrisimas number
one but il's likely to fare well, nonetheless
@ LES ELLIS




CANNON FODDER THINGS TO COME

CAMNNON
FODDER

Game: Cannon
Fodder

Publisher: Virgin
Authors: Jools, Stoo
Cambridge

ETA: Spring '93

Below: Some arcas of the scenery are
inaccessible. Attacking anybody or thing
in the arca is casy - just lob a grenade.

e SOCCer and
Mega lo Mania), Cannon Fodder
can besi be descrnbed as a mouse
driven wargame shool-'am-up
Simple, huh?

The creators speak: |

guess it lolkiows on in some way the tame ﬁu. Hltmiuhn the
"nr"-.'.'ur:. lo Manvia,” says water they really do become sitting duchs.
1 r Jon Hare

bme the player actually
y5. There're haugh in play the two games are, of

sHi bt it's course, entirgly dilerant
much more direct.” Okay then, 50 how does it all
The idea of producing a wargame work exacily?
sed product is cerlainly a beay Far-from home Geordie and Cannon
one. tho 1@ shool-'"em-up as E'r'x Fodger programmer, Jools, axplains: “For

15 Wy Sirone each mission the player is gvan a number
of soldiers lo command. Thase
troops will probably be carned

strateqy Haments o over into subsequent

The look and feel s A mouse e i heas
aimost of some kind of d l losses in one round will
G.? el Total Cam, Ao r "n

maka the negxt ona
wargame

Yeah, although we ar
planning an adding r

nspired thing [

harder - a

the araa

know exacily what Mega o Manig's battles.  friandiy tro missions P
you mean. When | saw 5"‘0'-'“..“- £
The Chaos Er -

@

samianhes haerg and there Ly
g

loin the army, travel the world, meet new 0
people, and kill them. Sounds fun to us. x
m

E

ol ardar =]

m

\Ferdlct so far: Weaird and o

n Cannon Fodder B

Quirky traditon ol z

a { genres m

ing daman m

tima. But =

-

o

o

]

The movable {and removable)
control icon - with this the
world i your oyster,

through one of the forest
lewels. IGIT BT 00Y




JUST WHO DO WE THINK WE ARE?

MARK
RAMSHAW
Stung by reader criicism
Mark’s baen on a diel. Out
o big hot dogs, 16-ounce
sieaks and fried eggs with
k@lchup, and in comes all
sons of crunchy green stulf thal lastes like grass
Franikly, we give it a fortnight, tops

This month, Mark thinks he is: ‘Clint Eastwood's
rendition of The Man With No Name. But |
haven'l got the horse.'

STUART
CAMPBELL
After flouncing off 1o
Scotland again, AP's own
Esther Rantzen refurmed 1o
find his two baby pet rats
Angelheart and

Sweethaart, grown 10 epic proportions. Now he's
scared 10 g0 in the same room as them. The clot
This month, Stuart thinks he is: 'Doctor Doolittle,
‘cos he could talk to the animals and he had a
Pixles album named after him.'

TIM
NORRIS

The only member of the

) leam unable to resist
buying Madonna's ‘Sex
book 50 far. He says that
i's lifting the book's heavy
aumenium covers up to dusl the colfee table that's
made him 5o tred, but we're not 50 sure

This month, Tim thinks he is: 'Louls Pasteur, the
lamous French painter’. That's a 50 quid bet
down the drain, then,

GARY PENN
The strangest thing about
Gary is that every manth
WwWe make up soma lies
about him, then the next
manth Gary actually ends
up daing what we said!
This month, Gary's been appearing nude on national
iesevision handcutfed to Mothar Theresa and a
mamber of The Village People dressed as a donkey
This month, Gary thinks he is: ‘That's strictly
between me and Cynthia Payne, pal.’

JACQUIE
SPANTON
Jacquie was a bit bored
this month, so she bought
a minialure crogquelt sel
Unfortunately, she lost the
plot a bil and stuck the
hing o the wall beside her desk, which makes i
kg, really difficult to play croquet with. The clot.
This month, Jacquie thinks she is; ‘A cross
between Kate Bush, Madonna and the Bionic
Woman." What, a naked cyborg who can't sing?

LISA
NICHOLLS
Back. Back! BACK! By
popular demand, the
mums’ and dads’ favourite
crayon gurl relurns fo
AMIGA POWER to shine
Ngr arisic light on our baautiful pages. Lisa would
ais0 hke 10 say that she doesn’t ‘smell anything like
any part or product of rats, okay? Okay, Lisa

This manth, Lisa thinks she Is: ‘Mia Farrow,
because | really hate Woody Allen'.

JUST WHO DO WE THINK WE ARE?

RICHARD
LONGHURST
Unusually, Rich hasn't
produced any babies this
month. “Someone cut

X down the gooseberry bush
l\\[\ outsade our housa,' he
complained tearfully. We didn't have the hean to
@xplam to him that was actually all down to the stork
(Everybody knows that.)
This manth, Rich thinks he is: ‘Mala Hari, the
legendary WWI spy and self-confessed woman,'

ADAM
PETERS

Adam’s been planning for
the fulure. "I'm going to go
on a march in support of
the miners and try to start
somea violence,” Oh dear
Er, don't Iry this one at home, kids. The opinions of
contrnbulors do not necessarly reflect elc elc

This month, Adam thinks he is: ‘God. It'd be
great to be able to be a fly on anybody's wall in
the werld. Especially Madonna,'

JONATHAN
DAVIES

JO has been basieged by
curious onlookers anxious
10 se0 him playing with the
SNES's bazooka-like light
gun davica. Apparanily it's
man and machine in perlact harmony’ something
like a cross between Arthur Dent and RoboCop
This month, Jonathan thinks he is: ‘I always
imagine myself as a cross between Arthur Dent
and RobeCop, aclually.’ Spook!

LES ELLIS

It's bme fo say farewell to
yel another membsar of
stalf. Les is off o our new
Games Master magazing
Wie wish him well, and
we're really going to miss
his red hair extensions and Richie Sambora CDs
Yeah, right. Close the door behind you, Les

This month, Les thinks he is: ‘ALF, the Alien Lile
Form, because we're both cule and everybody
loves us',

DAVE
GOLDER

Dave's moved his drum kit
out of Stuart's basement,
and taken to fiva-hour
|Amiming Sessions with an
embryonic, as yet un
named band, ‘They're really untalenied quoth
Dave, ‘but that's okay 'cos I'm rubbish too.” Reports
of an imminent five-album daal with Pete Walerman
ang almost certainly complately true

This month, Dave thinks he is: Gary Penn, oddly.

. RONNIE
RANDALL
We're all getting 5o sick
around here ol the way
Ronnig gets 1o swan about
with pop stars having fun
all the: time while the rest
of us ane stuck in a dingy litthe office working our
fingers to the bone, that we're not going 1o talk about
him a1 all. Except behind his back, obviously

This month, Ronnie thinks he is: Some kind of
top-class bloody rock'n'roll writer or something.

GAME REVIEWS

We had a
surprisingly large
entry to our *fill in
the missing jokes to
the punchlines’
compo on this page
a couple of months
ago but, sad to
relate, most of the
entries were utterly
useless, being merely preceding sentences to our
punchlines rather than actual jokes. Martin Mathers
got quite a few right, but we lost his address, sorry.
Mike Faraday of Fleet got several, also correctly
spotting that Jonathan's wasn't very good. Mattie
Whittle of Dunmore East's jokes were uniformly
terrible, but he wins a prize anyway for his holiday
snaps, and Howard Joseph of Leybourne wins a
visit from the Serious Crime Squad for his
disgraceful tale of 'Dilly Clucker, the randiest hen in
the hen house’, The
£150 software prize,
though, goes to lan
Barnes of Southport,
for a set of gags
which were totally
wrong, totally unfit
to print, but very
funny anyway. Well
done, lan.

Rosd Rash finally arrives on the Amiga.

Campaign - a new look lor wargames.

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

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

HIMmOd vYOINY

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

H3aw3io3aa

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

cB6 1L

3) A third point? Good point.

O



Game: Hoad Rash
Publisher: Electronic Arts
Authors: Pete Hickinson
(coding), Mark Edwards
(art), Jason Whitely (sound)
Price: £25.99

Release: End November

GUNTHER

. SIERRA NEVACA

PRESS "FIREM™

T0 RACE The manual gives you instruction on which
of the buttens on your joystick is ‘fire’...

ALL AROUND THE WORLD I'VE BEEN LOOKING FOR YOU — HANG ON DIDN'T WE DO THAT ONE LAST MONTH!

- Now you might think that
 allthe tracks in Road Rash
»  look like they're exactly the
= same with some slightly
different colouring, but
that's not true. Well, ; : vy
alright, it's partly true. ;
Okay, it's true. But that
doesn't mean that there
aren't lots of interesting
and sociologically
rewarding things lo see on
each one, oh no.

Come for a ride

The Slerra Mevada, b y ins limes of lintle bush things
16 breathtakingly symmaetrical in formation that you'll prebably
fall off your bike in ihaar wondarmant.
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: The Redwood Forest siage contains unbelisvably
with us and We'll imeresting sttt like, um trees, and, ev, strange poles with oV l
show you...  diagenal black and yellow stripes on them. T AW
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liegal cross-country road racing
Beat up the (14) other racers for
kicks (and 1o improve your
chances). Win money, buy bigger
bikes. Five tracks, quality (finish
lourth or betier) on all of ‘am and
you move up a level (there are
five). Higher levels have same
tracks, but longer. Qualify at
top level and you win
End of plot

RUN AWAY!

S0 how come
Meéga Drive owners
treat this game like
some kind of Holy Grail
then? Could it be thal
thiéty sl don't have anything
better on two wheels (o get
#acited about? Well, no, because the MD
boasts a version ol Super Hang-On that's
#ven better than the brilliant Amiga one
50 that's that idea out. Maybe i1's the pure
breaintakung adrenalin rush you get from
iha gamea’s blinding speed? Uh-uh. Flat
out you still never leel you're on anything
other than a pleasant cruise through tha
countryside on a litthe 125cc tootle-arownd,
and aven when you get 1o the highar

on about this game for ages.

Now it’s finally made

“The Mega
Drive version
has been

levels and buy the supposedly monsier
machines, nerve-shredding high-velocity
thrilis are conspicuous by their absence
Could stunning graphics be the big hook,
then? Nah. The sprites are fing, but the
animation’s less than amazing. roadside
scenery is minimal and unimpressive, and

the bike doasn't actually look
like it's connecting with the
road. Sound, parhaps?
think not = the bike's
engineg makes a
hombly annoying
whingy rackat, and
while the music's
prefty groovy (this s
still the Mega Drive
varsion wa're talking
about, by the way) its
ng substitule for a good

throaty throttle throb. So, um
what's lefi? Oh yeah. How could | have
forgotten? You get to punch people in the
face. Mega Drive ownars, ah?

The first thing to notice about Amiga
Road Rash is that = hurrah! = all the top
face-punching antics of the Mega Drive
version have been transferred with striking
accuracy 1o the big white doorsiop, so he
main ingredient for a top-quality
conversion is prasent and cormect. Indeed

everything else about the MD gama has
also been transtermad with sir King
accuracy (apart from the really shabby
screen border effect, where the horizon
completely lails to keap time with the
honzon on the aclual screan, but you don'l
really nolice it during play) = you'd be hard
pushed lo spol any differences between
tha two games at all visually

Unfartunatedy, the Amiga soundirack
15Nt anywhere near the standard of the
MD wvarsion,
consisting of
some pratty
lumpy tunes
played slightly off
key or the same
nasty tinny
anging whine that
really stans 1o
make your ears
hurt after, ooh,
five saconds or
50, And of
course, you get
oné unwscoma
addition to the
onginal lormula
every lime you

Far left: Your
rider sets
himsell up 1o
take a kick at
the poor
unsuspecting
Gunther.

Lft: Later, and
Gunther's
wised up - he's
got police
protection, in
the shape of
O'Rourke.
You'd ba well
advised not te
miess with
cither of them

right now.

it to the Amiga, we wonder: was it worth the wait?

hang around for a bit while the disk drive
chugs and whirrs away and loads the naxt
section for you. (Still, at least a little chap
on a bike does zip across the bottomn ol
the screen with a sign saying 'Busy’ while
i happens, which is nice lo sea. Well, it
beats a black screen with ‘Loadsng MNow
on i .j."y‘l.\'.],' }

Speaking of drawbacks, being
converiad perfacily means that the skiddy
and unrealistic control of the Mega Drive

race on a new
frack you get o

Hey, aren't we good te yeul Mot only a pretty sereenshol, but a
handy password 1o give you a bit of a head start as well.

voI

Grass Valley is & green and pleasant land, much
improved by being littered with motorcycle wrechage
and dead and bloodied bodics. Oh yes

The Pacific Coast dreamy, sunny beasch 1one,
prone to beautiful sunsets that are so relaxing you
may well go to sleep in the middie of the road.

~a
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Poor old Rude Boy always gets landed beside you on the starting grid,
and hence always gets the first smack in the chops. What a life.

Top freete-frame action as a well-aimed
smachk sends Grub recling across the road.

‘ON3I43 AW ‘340438 30v4 HN0A N33S A

[[:F 2 Lo tlu,
® STUART CAMPBELL

Slater - he's
on the wrong
1 wouldn't will. (Ye :
2 oL Al “You find
ourself
Yikes! Dunno v ) o Al rivalries forgotien, the old chums
g C “I nkin" toasied marshmallows by the camp fire.
't any re e e
like the look $fforen ' ’is that it
UPPERS It's exactly like
@ the Mega Drive version, so i
you've played that on your
mate's Sega and you want it
yoursell, now you can go out and
get it (and for £10 less, to boot).
face = v ! ’ " . Pleasant to play in an undemanding,
. benefit . - / ot acl mellow kind of way.
P concert! i al ¥ 5
» DOWMERS Well, it's not
= Natasha - if Crazy Cars 3, Is it? Being
w you want a Tragedy struck when our converted perfectly from the
m snag , try nel hero torgot he was riding a Mega Drive means that all the flaws
H " to punch her of that version are still present. The
w during the music's crap, you don't get any
3 race. i = r sensation ol speed, the control feels
a ' . ) 52 A i b very unrealistic and there's
Someone e I e A I absolutely no depth 1o the game
| whe went to . M. 4 fatt whatsoever. And some of the disk
E sleep with . accessing pauses are a bit on the
z Nis face . . lengthy side.
e ditar. = . THE BOTTOM LINE
—_ It's & nice little game, but let’s be
< . B honest, it's a bit of a two-day
£ O'Leary o et o mme—— i Wonder. Afier the first level, when
= s - you realise that you've gol to do the
< praciicss —_— 5 N o ——————Mll whole thing all over again another
sy & w TR four times but for longer 7 u
g ; : 1 < A g EEF and longer, you'll get pretty
@ | it 7 occl F . . swittly bored.
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Here's an overview of where's the action’s going 1o be
taking place. We've got three groups of tanks - two
American and one British - and an airfield with some
planes on. We've 5ol to get across thai river, gel
throwgh the small village (where there are likely to be
1ome Germans waiting) and then attack the German-
occupied town further to the south.

THAT THREE TIER STRUCTURE IN FULL

Game: Campaign
Publisher: Empire
Author: Jonathan Griffiths
Price: £34.99
Release: Oul now

poured in through Belgum

(They wanit a wo-page wargame
review? Then they've got one. Heh heh
heh. = The Real Jonathan
Empirg's Campaign allows the
player to recreate any land
battle of the Second World

"It has
all but
abandoned
the wargame
structure”

hen the
Germans
invaded
Paland on
15t September 1939, a
n@w chapler in thé hislory
of warfare was opened

o the D-Day landings
Ower 100 types
ol tank, truck
and artillary arg
represenied, with

anulﬂ GHC Hellcat

F speed

Things aren't geing toe well, so we've Laken direct
control of one of our tanks. It's moved around by
controlling each track separately, which might take a
bit of getting wsed 1o, and the turret can be swivelled
round and moved up and down. Alming is largely
down Lo guesswork - and lots ol practice - and is

axemplary, Campaign has all but thedr own initiative in the absence of orders

War, from briel skirmishes

Hb.i"!l.'!!'_lr'l;!d ihe Iraditio '1.1! ﬂ'.‘l'l].i!l:i‘
structure. The concept of the ‘phase’ has
been replaced by a real-time environment
(although a ‘pause’ facil available 1o
prov e axira manoauy HImea ) ':'Il'
beloved hex is no more, either, replaced
by a clean map populated by roads, rivers
hills, towns, factones and airfields. Most
distrassing of all, howevar, 5 tha remova

ol the player's autonomy. Uinits

now act under

from the player, right down 10 individua
tanks on the battleheld
was line by me. It's the

s have baen heading for

{Actually, th

a whilg e axcepion of ane or
w0 of the really awfwl ones - ang makes
the whole business a lol mare realisbic and
axciting. Anyy -

Th

he Real Jonathan)
W% >

The outmoded concept of
trench-digging, which had led 1o
virtually a four-year sialemate in
World War |, was swept aside as Poland
was crushed by Blitzkrieg: lighining war
Dive bomber strikes wara o :I:W-l‘l'! oy
tanks, which mopped up any remaning
resistance, and while Britamn and France
honourad their trealy with Poland by
declaring war on Germany, they were
ncapable of assisung thair ally in the face

of such a rapid invasion. France was to fal

in a simalar fashion the lollowing May, its
heavily-delended border with Germany
simply besng bypassed as the aggressors

o

(-]

o

T

-

]

=

w
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. You have no conirol over the planes - you
& can only call them in your hour of need.
w

2 This could be the end
o

q

=

=

a

o

support. 1o a limited
exient, Dy ar and
naval power
Sadly, while the
specifications appear 1o be

them. Empire unleash a wargame you can actually play. Eek.

e - i i

of wargames as we know



A wargame wouldn't be complete withoul an editer. Campaign's lets you alter all the
terrain while positioning towns, airfields, tank divisions and everything clse.

The game is organised in a three tier
structure. At the top level, units are moved
Around on the map in large groups, and
overall strategies are planned. Air sirkes
can also be launched at this level, and
visible targets can be shelled. Once two
unets of opposing sides come inlo
proximity, a batile commences and tha
game moves down 1o the next level. Hera,
indevidual tanks move around the Screen
using the bizarre concepl of "animation’
and the conilict proceeds until one side is
destroyed or retreals

During the battle, however, and this
6 the really galling par, the player may at
any fime take control of an individual
lank and play out the battle
using whal is apparently
lermed ‘30 graphics’
Mow, this sort of thing
really has no place in a
conlempaorary sirategy
game. Nol only does it
irviakise the whole
concept of the wargame,
but il also distracts from
and corrupts the strategy
developed at the higher

{Look, aclually all this is
absolutedy brilliant, The siralegy side of
fhings can be taken care of in a matter of
moments, and you can then aclually see
he resuls of your lachics as they re pul
info practice on the battiefieid. And, of

=

“It's easily
the best
wargame |'ve

played”

Batilegroup SdKFz250-10

course, it's greal fun cruising around in a
tank shooling other tanks, Especially when
il's done as well as this. = The Real
Jonathan)

It's not even as if it's baen
particularly well

(Okay, okay, Campaign has ils flaws
For a start, graphic updates can be slow
and jerky, both during the 3D stuff and
when maps are being drawn. And those
maps can gel messy and confusing when
lots of things are close fogether. The game
also suffers from the uninteligible icon
syndromé thal seems to afflict wargames
great and small, and there's no direct

axplanation of what they all mean in the

manual Plug, while you're ,'gglur;g
at maps, there really should be
& chaarar indication of whan
you're in ‘zooming in and
oul’ mode and when

you're not = changing he

shape of the cursor,
perhaps. And when you're
driving fanks around the
collision detection can be a
little imprecisa, particularly
whare buildings are involved, -

The Real Jonathan)

In tact, Campaign marks a sad day
for the wargama. If this is the way things
are heading, perhaps we'd be better off
raturning 1o pencil and paper-based

(Oh, clear off, Campaign is simply
great. it's easiy the
best wargame ['ve

playad in all the bitter
years I've been doing
this sort of thing for
AP. I'm not sure I'd po
5o far as lo

Hall-trachs aren't
much use on the
battlefield, except tor
clearing mines. (Mo,
really, That's what
they used them for.)

Hashorn

l'u
* i
recommaend i o .

arcade-game-only peopie - thera’s
Sill going to be too much strategy in it for
them. Bui i you like the sound of
recraating World War Il on your Amiga, but
you've (sensibly) been deterred by the low
marks wargames tend fo gel al the back of
AP, heve's the game for you. I's even
been thoughtfully presented, with a briliant
inlro disk, and some smashing posiers
and newspaper reprints thrown in

I's a shame some of Campaign's
maore mggling faults cowldn't have been
cleared up by a bit of independent play-
testing. Bul w ought 1o be jolly grateful i's
here at all. Now - please! — no more
fashing squares and movemen! phases. -
The Real Jonathan)
® JONATHAN

DAVIES

UPPERS The best of

both worlds = plan battles

and go round in a tank
blowing things up. What's more,
both areas have been tackled with
finesse, and the overall standard of
presentation is tremendous.

DOWMNERS It's such a
@ shame you can't fly planes

as well as driving tanks. The

icons are confusing (though well-
drawn), the graphics are a bit slow
and the tank battle bits don't quite
work parfectly.

THE BOTTOM LINE
A massive relie! all round, really. |
really thought it was going to ruin
my weekend, but Campaign might
just turn out to be the H 3
wargame to end all

wargames - literally.

HIaIMmod YOINY
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Game: Lethal Weapon
Publisher: Ccean
Authors: In house
Price: £25 99

Release: Oul now
Other details: One meg
only

hink of the Lathal Waapon
movies. They're big budget
affairs, spectacular, slick, funny
1"{1..:]"'- nat exactly what you'd
call ‘high an’. Oh, thay aren't very
onginal either. Ocean's game of
e mowas (NS No
based on numbes thres in
s 1S now a
name licence) rather
pragiciably transiorms the
antics of the wisecrack ng
duo inio a platform shool
am-up. Indally this may
saem ke a Bad Thing

nper just

the senes

These
displa
intelli

qurs actually
degree of
nce - oh po!

Here we set our
hera, bravely hiding
behind a couple of
oil drums.

Ocean’s finest
computer
platformer

i Eaata T e

From the police
slation below, it's
through the green
door, and straight
inte mission one (as
SEEn on our groavy
coverdizh, plug,

| plug). If Riggs fails
this one, he'll be
sitting as they dock
all his pay. (I'm firing
myself - £d.)

Memories ol Navy Seals resurfaced when
first loaded up Lethal Weapon. But forget
any such Compansans Superficially
Lerhal 10 be frgm the
same pal platformar-just
thera ara |usl

ang 10 mane it

A0ON May appd

a worthwhile alair
Ah, but wait a minute - the Latha
Weapon siories all hinge on the buddy
buddy relationshap of M
Danny Glover. How can thal be
N & COMPUIaT Qama ? Tha gos
obwviously decaded it couldn
and so what we have is the
option 1o play either one of
e Characlars in a sanas
of solo missions
And what about that
big budget aspe ?
Surely the garm
lealure some p

Spectacular ¢

Gibst

1 @nd

The best strategy lor
guys like these is to
jump ever the ail drum |
turn and shoof - all very

whara the Mel Gibson character gets

Mission three is pretty
much based around a
factory'conttruction
site setting. Swinging
girders, ladders and
several hundred bad
quys are just some of
the things in wait for
our hera.

Dive, dive, dive! Even
big hard quys like old
Riggs have 1o take
avalive action when
faced with flame
throwers. It's just a
shame that that water
it sewerage. There's
not much chance of
pulling Patsy Kensit
now, is there?

his wig-oul crazy guy routing? Well, no

ook [aughably unlika

A e fuirry B
Okay, bet's turn to

MG
I'm talking about. Just 1ake a bash

M damo on our coverdisk. Fun

|

| Mindoubt - crouch. it
[+ won't help much, but at - 3
I'= least they can't shoot = = ;
rlm-mcup-. §d lr—_

£

Round here we tend to think that the only good film licence is one that hasn’t

LETHAL W



LETHAL WEAFOM L i MY

Now this s getting silly. Those Uzi mm things are bad

tly a breaakthrougk
n enough, but rocket launchers are just a little too lethal.

lechno Jh out

EEE T EEE T

DON'T MENTION BRUCE WI[[IS

'llhllr."llr':'.' daed, and Hug

haracter le

conirodlabla, the odds
riciculc

* There's gol 1o be somebody who actually
looks like Mel Gibion around here somewhere”

Lethal Weaponish stufl
said, it's not lermibly original. And it

yer  and all that kingd of
As |

ang amm 0 Desng pretly

ar Workd or Prince OFf Persia. But
licences go, this s no disgrace
rather predictable platiorm

al. And ol course, in time honoured
on, it's got practically nothing aside
acks 10 associale i

ial. B
@ positive and negative
0 (not nghil Now

here to tell you whether

5 fun or not. It i5. End ol

ping throg

scrolling levels

walking th

doors io oft

ek
UG

anyway)

Lathal Weaapc
slory. Goodnight
® MARK RAMSHAW

Riggs joiny the
navy (he's
GAME—Gr~ ] NTCRHAT | GRS N1 LS obuiously read UPPERS Probably
et it r?mmt:m A the script for Ocean's finest compuler
DE‘I' OF THE COUNT Die Mard 1I). platformer yet, Lathal
Tradin 10 QEN_AND Weapon has most of the right
HE MOMCS L ITHG THE CITY Lett: Prior 1o ingredients. Smooth action, distinet
every miislon (if not overly distinctive) graphics
you're ashed if and good level design give it that
you want 1o elusive one-more-go appeal. Neal
accept. Why? | and playable, Lethal Weapon cruises
have no idea. along in its own sweet way,
thankyouverymuch,
DOWMNERS There's not
actually anything remately
original in here, and there’s
always the nagging feeling that more -]
could have been done with the game z
and the licence. Edge-of-the-seal o
maovietime action (the kind which >
was implemented so well in Another
H you can find a way over World) is nowhere to be found. ;
that chasm, then extra Would bigger spriles and mare =
ammo awaits. S0 does heroics really have been that hard o m
= implement? Just recall the number o
Take the bad guys head = e ol falls, jumps, fights and
o, o¢ Fun Underneath? A D | o improbable situations the characters
cop's life is hull of tricky =i 5 s— get up o on the silver screen. g
problems like this. L B There's none of that in the game. 0
- m
THE BOTTOM LINE z
Good u tious fun. It's got [
been taken up yet. Maybe Ocean can put an end to that. by @
maovies, but don't let the name put a
you off. There's no reason why this -
couldn't have been written two or 3
three years ago, but that doesn't o

make it any less salistying
to play. Prety darn
nealesque, I'd say.

18
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We’ve had coin-op licences, and film and characte

platform there; desperately hopeful drops
to the ground, pessibly landing on solid

At last, one of Ronald's ‘putile cards'. turl, possibly landing on a passing baddy,
(What is be up 107) that son of thing. It's vital to maintain a
sense of optimism while playing McDonald
Land, no mater how rélenthassly it might
be challenged

AT MCDONALD'S WE'VE GOT
TIMING FOR YOU

Timing's another thing. In a decent
platform game, once you'va ‘gol 1o know' a

Game: McDonald Land
Publisher: Virgin
Author: Arc Developments
Price: £25.99

Release: Out now

ute! Console-

esquel Platforms! Quite good!
Etc! While you try to dispel that
nagging sense
of déa-vu, Il just
explain that
McDonald Land
can stake a
mare legitimate
claim than most

Struggling to the finish with a glant chunk of Milky Bar.

o the word

‘console a really awful one — McDonald  consider that only a

esque’. For a Land, for example. It's gol a small area would ¥t
stan, certain temible control system: hormble be visible 1o the o
elements of it bear vague, floaty jumps, and a hall player al any one -

an uncanmny hearted attempl at momeanium whan time, A lot of &
resemblance to you're walking around Quesswork is — e,
Nintenda's Super Maro games - such as Anolher thing a platform game really  consequently called

the ribbon you run through at the end of ought to have i5 some evidence of for = vakant leaps

each lavel, the map where you move lrom imelbgenca in the way the platlorms ane off the side of the i
laved 10 level, and all the graphics. More laid cul. Whoever drew up the maps for screen n the hope  Mere golden 'M's than you can shake a stick at. A pillar. Some Nulfy
fundamental than that, though: McDonaid McDonald Land obviously failed 1o there’ll be a mountaini. And a preity flower. Oh, and Mack, of course.

Land is a conversion of an NES game
It's a bit of a shamea, then, that in
most olher respects McDonald Land isn't
very ‘console-esque’ al all
The conirol systam
might be a good place o
start. To work al all, a
plathorm game needs a
decant control systam
That's not something you
lend to realise wnlil you
come 3Cross a Grab hold of any 'M's you pass. You
game with probably get an exira life or something,

RECEMBER 1992

body warmth with a... a... what is thai?
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And here we duck underneath a...
a... Huh? (Don't ask me, | only
work bere. - Ed)

1

licences. N

M |

ow there’s a food licence.

lével you ought 1o be able to race through Size? Platform games ought to be dont

it without any interruptions. Lifts and huge. Console onas always are usually

moving platiorms ought to shide McDonaid Land apparently has ‘over enjoy gving

seamlessly inlo place as you 30" levels, and the ones | rubbish

approach. Baddies ought 1o be in saw were minuscule marks to

just the mght position 1o be Thia list goes games, but

jumped over. Mot in '] - on and on - the after a fow

McDonald Land, though DB sP“e nerve-jangling minutes with

Pi Ity just H

pprrtosloll cll its flaws, el o
s Tha as | I

L]

arrive, 50 you have 1o ||"'5 “gf ﬂ“ reappear if you slap an incredibly

stand there, drumming kill them, walk low percentage

your fingers, and wail for 'I'lﬂ' bﬂd" away a bit, and on it. But | cant

them 1o return On the one hand, |
wouldn't actually
recommend that
you go oul and buy
it, bul on the other, |
doubt you'd leel
completely ripped off

thean come back;
And thare are the graphics, the way the Ctrl-A-

of course. As | said earlier, they've A heys restart the

gol a very ‘Mano' look 1o them, particularly  game rather than resetting the  Thepgs,

in the simple design of the scenery Amiga as they ought 1o; the fact

Troubda is, Mario

pames don'l really

go ovarbeard with Help! Hel P r | that, ”"‘"'lhh_ it you'd already dong
the graph n al " '
B The Hamburglar has run ik oo L e ded ndnd iy
d ¥ ﬂff uri 1h “g Hag.c Bag! anly ashe mf_.c_: of thosa imtating, wishy -washy, miadia-al
make the effor it PI1 h 1 = collect four puzzie the-road sort of marks. Damn
ease elp us get it : :
tends 10 be with back?” cards bedore he'd Oh, and | nearly forgot. I've had it up
neal litthe louches | 4 show me the way ta here with this “younger player twaddle
- like the . - —— —~ * 1o Birdie's house For one thing, anyone who's developed
characters and things - rathér than the y lor soma ingtfable reason | was obliged the skills necessary for coping with
backdrops. McDonald Land doasn't 1o find five: McDonald Land would also be quite at
have any neat little touches, and But the one thing that really, really home with — and get a lol more fun out ol
consequently looks very drab. The frustrales ma about McDonald Land is - games such as Fire and lce, Zool and

sprites are titchy, the use of colour is
poor, it's all very ‘NES

that, when it comes down to it, and despite  Markequin, (Or, for that matier, greal Super
all its flaws, it's really not all that bad. | Nintendo titles ke Super Mario World,
Dingsaurs and Castievania IV - read

all about them in Supar Play; issue 2 on
sale now.) Also, of course, I'd sooner

die than let Ronald McDonald near

any child of mina

® JONATHAN McDAVIES

UPPERS When you
reflect on the horrific
possibilities of the

McDonald's licence, we've probably
got off quite lightly.

DOWMERS While all
@ the basics of a decent

platiorm game are there,
McDonald Land seems to have be

HIMOd YOINY

written with a view to merely getting
the job done, rather than coming up
with a really terrific game. So don'l
expect any surprises.

ﬁ!

LEECEERTEEN TR
|

THE BOTTOM LINE
It's exactly what it sets out to be, but

in & flaccid, tasteless and =
completely uninspiring sort =

of way. How apl.

"

Z66L H3IAW3D3a

What this shet can't convey is the way this

O

latiorm’s ing. It's a moving pd m.  This map will be familiar to Mario cognoscenti. Use it 1o choose which level 1o visit next.



Game: Legend of Kyrandia
Publisher: Virgin 1
Authors: Michael Legg, Uh %) ,-E.a-l_'g Jugt g‘ea-t-
Rick Parks, Paul Mundra I~'
Release: Out Now 7’
Price: £35.99 o
i
"y

“It looks

as effective
game - here's ae as Monkey

gratfiti on the statue.

It must be a fantasy

Brandon, all-
round hero,
niee guy and
talker to
the plants.
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LEGEND OF KYRANDIA GAME REVIEWS

again with Kyra

i . ’ r
1 L T |

translormation sequence. ;
I n'ealed'#?,muuu treal
i

contains a
great deal of
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Far let: Engage in
somae light-
hearted antics
with Malcolm as
he juggles. It's
when he starts to
lase his rag,
though, that the
fun really starts.

HIaImod

H3IaWw3aos23a

Lefu: Catch a
- - - . . xioma - fallimg tear and
Serpent”s Grotto put it in your
N o —— L MR e T pochket, save i for
a rainy day. Well,
something like
that, anyway.

CZEG L

O
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I wonder if Malcolm
* vis in here.

Above: Does it look like it? Can you see
anyone dressed in a clown suit? Na? Then |
guess he isn't here.

Left: Firebarried are the key to succezsfully
negotiating the labyrinth. It's obvious
really, but il we gave you clues you
wouldn't enjoy it half as much.

e askedfor

Darn the Mystic and the dragon seem
incapable of agreeing on anything -
including who you were talking lo.

UPPERS I's easy lo

play, it's got great graphics,

even the music is worth
listening to. The difficulty curve is
set just right so you won't get stuck
right at the start, but the game is
structured so that if you use your
brain you shouldn't get too badly
stuck anywhere. It's just a great
game, okay.

DOWNERS Wow, nine

disks. That's a major

downer for a start. i you
don’t own a hard disk, you're in big
trouble, and if you only have a single
drive then you're in for an absolute
nighimare. The way each scene is
loaded is very frustrating as well -
maving around s a very time
consuming process. Even with the
characler movement on maximum
speed It's still bloody annoying.

THE BOTTOM LINE
It's not quite as good as Monkey
Island 2 but don't lel that put you ofl.
Legend of Kyrandia is an excallen!
game in its own right and with more
1o come in the serles there's
something to look forward to, too. If
you're into adventures then -
ywun‘taﬂordinmhsuq.nag =
on Legend ol Kyrandia.
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To some, it’s a noble character-building sport, played to gentlemen’s rules. To othe

Take a look at the quality of the stitching on this
glove, male. Go on, have a really close look.

Game: TV Sports Boxing
Publisher: Mindscape
Authors: Malibu
Interactive

Price: £14.99
Release: Oul now

0 how do we go about awarding

a percentage [0 a new game?

Do wa just print the firs! number

we think of? If mol, what things
in a game can sway thal score up of
down? Waelcome 1o a practical guide to
scoring. We'll start with just an Amiga, the
two TV Sports Boxing disks and a starting
average of 50%. (Other magazines might
use 70% as their average score bul here
on AMIGA POWER we use 50%, mad and
irational fools that we are.)

Right. The background is that TVSE
is the latest in a series of spor sims
from Mindscape, using talking heads in
TV siudios as
graphsc inlerludes,

TV Sports
Basketball, TV
Sports [Amarican)
Foolball

CLASIEEDS

-t
& e AT
o f5.088

Check out the classifieds for useful boxing
alds - a home gym... or ballet lessons.

Additional
commentany in ths
review comes from
Frank Bruno

Boxing games
are nod the besl of
compuler game lypes

single screen beat-
em-up game

Mot a very good
start, Harry, know
what | mean? They've
gol a lot of calching up
1o do 0. They can do it

Beat-'em-ups are usually
cited as the worst, most
mindless, repetitive and dull games
you can stick in your floppy drive. Boxing
gamas, like wresthng games, are just beat
@m-ups where you can't go anywhere
Maybe i's possible 1o do something
onginal with the genre, but these sort of
games usually just involve two characters
with big hands facing e
accompaniad by lots of frantic, scarcely
thought-about, joystick waggling

M.—.On 1 as the ar .,dde action part of

VSE hits the scraen, il's

:I' 5 is nothing different ir

hat rnsgnq

So straight away

the game

plummeats dow
= = o 20%. a lair

ring point

."“ for a

-rnu:=+ 1-r=|.'rru|
LR .
" s e Tt g

(}"s

B
FETE

T GERTETWTRA sl i | T SesERUTWE a8

WALET Sm— ]
T T WA b T
A mee .

T GRRAER PMFTATE (6

Check out the record books 1o see who's
dane what to whom.

know what | mean? | really
believe they
can, know what |

e

mean, Harry? Big Stuart Campbell takes on Steve
There are aciually f' Dawis for the tile.
Quite a few Moves you -
can perlorm and a - silkness, can you?
litthe bit of thought is The “exhibition
-
kaly 1o résult in o mode’ was the first option
oM@ SUCCESS than - k" an I!!{‘ main manu .'|I'Id s
Just piling in and w"n-’lgrl_l nf & theat 1o which we turn first
ki i"’. Thara i n
wagghng hike ¢ “lh.”“ = thrge, There's a two playes option

mad, which is a
good sign. You can
move up and down, step back to bal

lly with the big punch or go in close and
rattle in the short ones. Waggling like mad
15 s1ill the most enticing oplion, but the
score deservedly rises to 28% on the
grounds thal there's certain tactical

to the acton

Iso occasional
overhaad shols, which pop up
évary b SOMAoNa 15
kmocked down, and brigfiy
at othar junctures. Thase
are very small with tiny

5 0N a tiny screen. A
silly really, but
harmiess. And you can'l
take points off for harmless

1are arg g

T

SELECT YOUR COHMPUITER OPPOMENT

Select your computer opponent from an
extensive list of silly names.

* Sesamg :,:"

"There’s
a certain
tactical
element to
the action”

one of those
L1 games nal you can turn to
& lor atéte-a-téte battle when
you've tired of tackling the
compuier opponents. A jump o 35% for
thal then
They're starting o pick up now,
Harry. They've landed a couple of good
punchas. Anything can happen, that's the
thing about boxing, Harry. Know
what | mean, Harry?"

The one-player
l:[l!"l;.‘l'l I3 very lirms r.r:g n
@xhibition mode. You
selact which fighter to

be and which figh

the computer will be,
than take to the ring
The fighters are ranked
according to how tough
they are, o you can easily
adjust the difculty of the bout
depending on your chosce of fighters
Seeing how long it will take till you flatten
Baldy Bones isn'l the most involving of
gama objactives. Down the ladder lo 28%

One of the most involving pans is the

create boxer section which lels you select
the characieristics, abilities and
appearance of a boxer. You can then take
fo the ring with your new creation (or ket

S0 his 15
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___HFFH'*';_':SM'-E:-:T FIGHT
FIRING MANAGER

LOCKING Camp

RETIRIMNG

READ MAGRZINE

HOTHING

For one dreadiul moment, we could have sworn you could talk about ‘looking camp’.

fthe computer play as him). An excellent
feature which takes the score up 10 34%
Butit'’s not a lot of usa if all you can do is
stage one-off fights

Fortunalely there's also the ‘career
mode. This allows you take control of a
fighter (one you ve created
yoursell or a ready-grown)
making lactcal decisions
fhroughout their boxing
career. This is great fun,
with loads of leatures
a manager 1o advise
you, a fraimes 1o
WOrk :,IQU ko
shape, rankings to
climb, performance
ading subslances 10
buy (aM legal, if a bit
supernatural) and
money 1o eam. And lols

Erla T L ?

Seme helplul chap has been hecping
extensive records on the fighters so you've
got something to base your decitions on.

S

:. i i
A
And er, then you choose two fighters and,
1, they fight. That's pretty much it, really.
What glse did you expect?

e

more, including fights to be fought. This
adds strategy and rola-playing elemants 1o
the basic game and lifts TVSE's rating up
19 a quite cradilable 569

“You know Harry, the boys done all
right. Nol the most brilliant ol
performances, but they had a job 1o do
and they went out there and did it..." Oh
sorry, that's Emlyn Hughes
® ADAM PETERS

ROUKNDS

HOHE
OHE
THREE
FOUR
b1
EIGHT
TEH
THELWVE

UPPERS A lot of good
@ features in the career mode,
Excellent RPG style
character creation. The fight

sequences require as much brains
as brawn.

DOWMNERS Boxing

titles aren't really the most

inspiring of games. Based
round very boring beal-'em-up
gameplay. Exhibition mode will soon
get rather dull without another
human player.

THE BOTTOM LINE
It could have been worse; a lot
worse, It couldn’l have been much
better, bearing in mind the
limitations of simulating the sport in
question on a computer. TV Sports
Boxing is reasonable fun, 5 ﬁ
but | wouldn't fight

someone for a copy.
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ONE OF THE MOST INVOLVING PARTS OF
TVSE IS THE FEATURE THAT ALLOWS YOU
TO ‘CONSTRUCT' YOUR OWN BOXER.
WHETHER YOU'RE IN EXHIBITION MODE OR
CAREER MODE, THE METHOD IS THE SAME.
HERE'S HOW YOU DO IT...

SRl ey T
[3 :' - IM!I'IL‘
TC B ST TE eeeRgeaENT TE il SRt
st i o sl l"h L1] h!

chin, start on 30 but LEEREL,
can be bailt up te 150. T
You get 500 points 1o - e

e

ﬁrﬁf—_—f"”
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WWEEN = THE PROFRELY

Game: Ween:
The Prophecy
Publisher: Coktel
Author: Joseph
Kluytmans,

FPascal Pautrot
Price: £29.99
Release:

Out Mow

day, bdah biah, el ome
blah blah, anger
heavens, blah bla
nasty wizard, blah
blah, good wizard
naads halp.

elore we starl | should
advise There can’t even be much

viclence with that plot. Oh never
mind let's see what the game's

ke anyway

fou who are
expecting any sad attempis a1 a
joke about a game called Ween

you're going to be disappointed. This

Wil @ magazing whana wa would aven

1 low blow al a game, we

; 4 parfectly good tile and
eam ol making any jokes about
ved. = Ed)

s ona of thosa Franch

king forward o this

you slow him down? Hmmm.

This bridge is guarded by a strange monster. Luckily you have all the right
ingredients o get rid of him, il only you knew how.

ial, no

Make no bones about
this section, if you
don't watch out, you'll
have no BODY 1o play
with. (Out! - Ed)

—

Eranicdh

Playing the

the lrst hime IS a very relres

vé obviously pul a lot ¢

IM&s D

J ward Irying 10 say. |
ofar
BXAMr
down |

e

few puns.

control system 1o see how it shoubd
ba done. Bravo Co

a0 abau
AS YOU W
at Cok

& game itse

rom looking

a poim
You are Weaen

¢ spe him

u hav
FArOUS bOK

chance to make a

S0 HOW DOES IT WORK LES?

The way the system works mea
anything thal
shown o &e

JLUSE Over |

ol any use 10 you will ba

i grawhack: whane
r & screen all you have fo d

g e MOUSe over evenything, 3

ﬂ"'i' 5 r:i'll .II‘
dea of what
that pa

Avié 10 o to Comp
n Coktel's earber
games this pameplay
and made 1 g Lusckily
that particular pro stops hara
becausa s in Ween
take a hell of a lot of warking out
Howawver with puré, ice cold logica
brain power (and the help of 1
stairs who's played
ore) | managed to get throwgh
the worst of it

df puisie

5 Are
of styles. Some of the outside

Deep in the caves, many
mysterious purtles, such as this
one, will confuse you.



WEEN - THE PROPHECY GAME REVIEWS

This bat has
g0l a yweel

SCanas are done in

a lovely sepia styla There are only a couple of places whare
ors tend 1o use more you'ra likely to get well and truly stuck, but

while th

purples than anything. This may sound even there you can work it out eventually - tooth, and i
rather ood bul it does creale Some strange s ju case of trying everything you you can heep
lighting eflects which are really nave in évery possible combination Inim fed he
atmospheric, especially if you're playing ooops, was that a clue? Nah, not really help you out
ihe game late at night with the lights down Weenisn't one of the biggest in times of
ow and some sofl music coming adveniures I've playad. In fact whan need. He just
from your slareo. Sound you know whal you have lo do loves his

ype of game

3F Uip 10 Mucrk

You can breaze through o
fairly quickly. I'd say for the
anyway. There's vary pYpeTience sPiLFeT -

. i
itthe animation to speak wun s the kind th s Monkay
of, bats fving overhead a lﬂ' ﬂ‘ '“n Island games for breakias!

strawberries.

and a moving rat. What ~ this may be justa Beep in the
thera 15 quite well done smidgen 100 easy. For the caves and this
but doasn’t really add novica 10 Daginnar Is a tricky bit.
anything 1o the game. That however, it will be a real battle Look to the
saud, touches such as ol wills as you go head to head door 1o the
tend give you with your Amiga just to prove who is side 1o reveal

the smartest. Several timas | found mysell MANY ANFWETS,

cursang the machine and swearing that no and another

way would this damn game gel the betier puzile.
of me. It was normally al these times that |
When you solve a part would find out that the answer had been

s immense. Many's the time I've been staring me in the face all along

seen walking around the office with a To me these adventures are an ideal

arty incKy puzzle

smug grin on my face after wrestling with a  way of spanding a few afternoons when

sty problem for hours on end. You'l you have nothing better to do. They're not You start the
fave o faceé up to thosa overly expansive when you compare them game in the
problams as wil o some ol the athers on the markat and kitchen. Take
becausa you canl heéy can be a kol more user-tnendly. | can everything you
prograss until eack see Fascination appea ing to more can lay your
problem has baen people becausa of its more up 1o date hands on, you
well and truly plot but | think Ween is more of a never know
solved. None of this challenge and therefore a better game whaen it
©h 'l do that bit I's the classic example of just how a might come

later” stuff here,

thank you

good adventure should be
chalanging but solvable
® LESELLIS

in handy.

very much

UPPERS Greal control

@ interface, one of the best in
fact. The ditficulty level has

A trap door that leads down, it couldn “l.thtﬂﬂi-ﬁ 15 it & erack? Is it a hole in the wall? No been set just about right. Ween is

~ be that simple surely. Well it's locked feel free to rearrange it if you like. It's a seeret hideaway with an accupant the game that's going to draw more
~ and that key isn't the one that opens it who needs help to go 1o sleep. people lo playing these adventures.

. T Bt Bl ! is a pleasing game to look at and

even more pleasing to play.

DOWMNERS Ween s
@ definitely one of the smallest

adventures around. Some of
the puzzles are a little obvious and
the point and click system
sometimes makes them easier than
they should be. Not exactly a brain
buster, although novice adventurers
(like me) will find it quite a
challenge. Loading every screen as
it's needed canbe a bitof a
pain as well.

THE BOTTOM LINE
As adventures go Ween is up there
with the rest, but it's too small. From
start to finish you can go through
the entire game in just a few hours.
The puzzie level has been sel just
about right for beginners, but
experienced players will breeze
straight through it. C'est
magnifique? Not quite, but it is
damn good. If you're new lo the
genre, then Ween has B ]

HIMmOd YOIWNY
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This key doesn't fit any locks, These seeds may be small
bt it is sort of a sheleton hey. but they are a big leed for
Knock it on the ‘cad son. your friend in the hole,

gol to be on your list of
must-haves.

(3
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IT"S A BUNNY OLD WORLD

Game: Bunny Bricks
Publisher: Siimarils
Authors: In house
Price: £25.99
Release: Out now

Let’s get this straight. There’s this rabbit and his girlfriend’s

BASIC versions. It's also inspired a few The most famous ¢
o ofer their own the form of Arkanoid and Ar
5 with varying succes

Laurel and Hardy were named
atter our favourite wine bar.

s TR

- DBPOPIY
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151 going 10 reach you unlass
you do (aboutl one teme in ten)

-
is just too
-
'ldd I'" which you need 1o hit
2 ball from a different
gel it through a

you'll end up
the air a lot
Not
really. You can only move left
ta right along the m of
he scréen, you have threa

sort of plot involving your bunny girlfriend
kidnapped (that's original) and you'll
Q) up our guide 1o the
hirst few screens. Up thee
® ADAM PETERS

T G T AT e
B B e
et 001§ 0 =3 =¥ T}

T
(=
-

As the piggy umpire and baseball playing dog look on,
all you can do is start again... if you can be bothered.

: : AT - . Pvie 55
3 oy ” p— 1 B
EUE FEFT ST NUR (TR IFF —— {TTF §TEF OTTE CVIT SUTF SRR PR T T T s e
T T e, P .:nm:ﬁm;_- =
- s m -J—l-".E_u"_'—-._M*‘E 3 Y Fat
= ] * s
= ) L —
Y 'E 1 - o - il = - -
& - f 2
I
', K
2 |
LW AT | .}
'i. ~ o =
2NN & AN

BUPEEY
Birwmy

UPPERS Lovely
animation, bright and cheery
graphics, and a fairly

@

original combination of two different
types ol game. A good idea...

DOWMNERS ...nol. The
@ control method s just too

liddly and it's best not to
mave very much, Everything's very
repetitive, it's far too difficult, and it
soon gels boring. After about 23
seconds, In fact.

THE BOTTOM LINE
Breakoul was a great game largely
because of its simplicily and its
basic test of skill (perceive where
the ball's likely to go and get there).
Bunny Bricks somehow manages lo
lose all of that, becoming a

very dull, convoluted

mess. A nicely animated 3 ﬁ
slice of boredom.

- SRS R e T

9 E66L H3aw3o3a HIMOd YOINY




now and | can get on with some racing. If
you're just practising, you can choose any
of the 22 courses, bul in a propér race
season your choice is made for you. The
tracks are familiar = Donninglon Park
Thruxton, Hockenheim, etc — and there's
plenty of info available on each. | chose
Paul Ricard because it was a) the first
oné, and b) simple loocking

The race finally slaned. | couldn
believe my little eyes. What | thought | saw
was a 3D world of shaded polygons that
maoved smoathly and realistically. But it
couldn’t be. Thal can't be done, caniit? |
4 mean, we'va had counlless games in here
. I\ F 3 S - ¥ that use polygon 30 systems and they're

slow and jerky and altogether nat fun to

t seems those clever Germans have turned their attentions iy Suelhars because siky smoon

fast 30 isn't possible on an Amiga

to motorbike sims.

Game: No Second Prize Nor, | have to say, am | obsessed by the game about racing around jodly quickly Another thing | thought | could see
| Publisher: Thalion idea of riding exceedingly quickly. Not for And that, oh dearly beloved, is exactly was a world whizzing pas! at breathtaking
. Authors: Erik Simon, me the sleek race replicas with all their what No Second Prize s speed as if | were on a real bike. The
| Christian Jungen, Thorsten faring and hunch-backed riding positions. The game arrived while | was oul of white ling down the centre of the road was
I Mutschal and Matthias Give me a big fat tourer thee office, 50 | came in lale that night 1o shooting past in an alarmangly realistic

| Steinwachs and some heated play it. | loaded it up with no small way. And those trees — approaching skowly
Price: £25.99 handlebar grips and amount of repidation - I've tried this ~ and then flashing out of sight on either
Release: Out now I'l be as happy m"‘ e \‘fﬁl"l d sor of thing before. The intro side. This couldn't be right either. Surely
Other details: One meqg. as, er... well, Il sequence looks particularly fabby =  things should just sort of biob past and you
Not AB00 compatible. be as happy as whi::ed hv [Pl vecior 3D a-go-go But we've all have imagine that it's a really convincing
a Tim that just seen groovy intros that belie the simulation. Maybe it's all just a dream
' ou may be aware by naw, il got a bag fal bre.- “ﬂqking shoodiness of the game they Anyway, | played on even though |
you're a regular reader of AP, tourer with " prelude, so | kepl my anthusiasm was worned that my old eyes were
that I've recently become heated grips SPGEI! in chack. Mice neat option
inlerested in molorbikes, Nol Ah, yes, bul screens lel you choose Nl EFFRET Y PR [ n
passionately, you undersiand. Not in that I've racked my poor whather to race, train, or load a j. M Ep Lk LS et LA ELE S 1
obsessive, posters on the wall, books and  addled old brain and | can't saved season. Then youchoose SHEE. 4 ﬁ‘!.uf At i
magazines all over the house, only lopic ol think of a singlé thing that would make a your rider. There are six, each ‘E.
conversation sorl of way. I'm mare your game about niding arcund on a bike like with thesr own strengths and l A ’ﬂ}%?ﬁé?_
these molorbike Things are quite a good that even remotely appealing. How, after weaknesses (including a hit point
idea’ sorl ol a chap who's just reakised all, can you make an entertainment about system for the rider and their
how cheaply you can get around the place  big fat bikes that don't go very last and bike). So far, so ordinary. The
i you're prepared to get a bil cold and wet.  people thal wear cowboy boots? You enthusiasm was still there, just
can'l. So the bubbling under Ihe surtace, bul as
- ‘; f J - [~ ¥ nexl bast thing  yel there was no reason 1o run
o { D q - Dq - 8 g for bike fans whooping around the office. Choose yoursell a rider from these six dodgy-looking
- | has o be a Just the track selection to g0 individuals. Old George is the bast all-rounder.
« O
w i, L . e A rare event
@ < meassl VIDEO KILLED THE MOTORBIKE STAR
= achieving the
w lap record at
- RECORD! ! ' Mallory Park. A frecic-frame moment
a = frem the great race. Our
. - — T t hers it about to plough
v - into the back of one of
o . the other riders at some
'; ——— considerable speed.
o
o
q
Q
=
q
';I“‘I' li‘hll_“

©




b SMND P ' GAME REVIEWS

D PRIZE

deceiving me. The control system for f @TH AP 1 o 135 APT I
molorbike games is a tricky thing to get .
nght. You can have the Road Rash-type E
joystick control that makes no claims to

realistic simulation. Or you can have the

hopelessly slippy-slidy Red Zone syslem

that ines desperately 1o be realistic bul

jus, frankly, gets on your wick. Or you can

have the No Second Prize system which is

mouse controlled and is 50 very nearly

infuitive that you make allowancas for il

HTH i i

and blame yoursell rather than the . . i —
controls when you crash p——" 11 . & . e g -
% - - o L »h - 1 all TEERD Y| L . . 4
I have 1o own up a1 this point and say . : B ; ' o c Ol e . -
that F'm 50 stullifyingly bad at i - S TRE TSN . 0 Y, o “&"4,_ W [ " - =
that, at the time of writing, | ha . 2 - : - -1 :
actually finished a race without destroying  There's heaps of information on the screen, including an extremely lust by way of showing off a bit, the programmers have

my bike. But unlike some other games, helpful diagram (top left) of the race positions. Tim's quite a way back. included complicated pylons to show how good their 1D is.

this hasn't dampened my enthusiasm at all

and | carry on playing, regardiass of my tham. And the option-screen music? No have a contest 10 see who should have the The only disappoiniment is that you

fotal lack of ability, bacause it's fun plinky-plonky tal here, male. There's a remaining one and there's no second prize  can't use any of the extarmnal views whila
tune with a T0s-style funk guitar ritf  and... | lost interest and stopped you're actually racing - you can only

s most convincing in a vag sading at this point. iew things as seen from the
THE HILLS ARE ALIVE Sursy AdHuhsontctwey, Amyway backlothe " hancaebars of your bke. S

.u'lf lﬁﬂks handiebars of your bike. Still,
As well as being nol particularly good, I'm Much is made in the instructions of action replay. There are how many times have you
also one of those strange peaple that the replay option. Oh, actually, before Itell  four cameras that shoot U"OI"Y ever been driving down the
dways turns | und off when they play  you about that, | should mention that there  the action. One s on stréat and been able to

computer games - it's usually either dull i5 & plot of sorts lurking in the game - it's your bike; one races fﬂblllﬂ us IY watch your bake/car from
and uninspiring or irritating beyond dreams  got something lo do with two really great along beside your bike, the oulsida? You'd néed a
of exasperation. Imagine my surprise, bikes baing built and one ol them being one follows your bike sl'l'l'ﬂﬂ"'l lv particularly sophisticated

n, when | turned the sound up and destroyed and some people who decide lo  from the middle of the radio control system, a stout
found almospheric bike noises — — track, or thereabouts: and rope and an especially rugged
and Doppler-shified sounds from the final one is in a helicopter pair of roller skates, Or
ihe other bikes as | roared past (which you can see) and follows something. Wouldn't you?

. — the race leader. At any point in the action I checkad with the rest of the team

you can get yoursell a replay of the race and it turms oul my eyes hadn't, in fact
50 far by selecting one of the cameras (the  deceived me. No Second Prize looks
race stops while you do s0). Ah yes, but utterly, fabulously, smoathly, wonderfully
that's not the clever bit. Using the cursor groovy. Well, that's probably veering a
keys you can fast-lorward or rewind the little towards hyperbole, but it does look
recording to your favourite bit - tha bit and sound jolly good. i doesn’t have much
where you smash into one of the other direc! competition, 50 as a molorbike racer
nders and take them out of the race is it's the best so far. But it's also sufficiently
Once you've writien-olf your bike always quite satislying — and the speeded-  good thal it stands up pretty well against
you can watch a schematic version LD action is almos! as smooth as the mare conventional four-wheeled racers.
of the rest of the race. normal speed version. Astonishing. ® TIM NORRIS

UPPERS It's got one of
@ the smoothest polygon 30

syslems we've seen for
some time. It's fast and addictive,

and fun to play even when you're
lesing. The conlrol syslem Is pretty

HIMODd V2INY

4 j ﬁ y

. intuitive. It sounds good. The replay g
F v g - I, - option is excellent, o
This is the view from camera two of the crash —= o ! m
incident - Tim's blue bike on a collision course. _?.:' *' i DOWNMERS There's no z
| outside view when you're o
N || ’ racing. Er... m
Camera four | 3
lecks on as Tim i I THE BOTTOM LINE -
presses through_o < F7 ' This is far and away the best 3D .
the pach. 1 W | maotorbike racing game money can S
C-, {. b ’ﬁ . Camera four (mounted just behind the buy. So if you want 8 34
! " 4 helicopizr lor some reason) catches the full motorbike racing game,
{‘_‘: ovenaking : then buy it. @
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The first boss character BC
Kid meets blows bubbles and
is wearing a protective
heimet. BC Kid bursts the
bubbles and bashes his
triend"s helmet until he loses
his horn and it crachs. Then
he is free - to give BC Kid a
picce of useful advice.

Later levels are a little
meare maze-like which
means you can
negotiate it via a route
of your choice. Do you
risk lite and limb for the
bonuses or lake the
saler spots? The points
are useful for extra
lives. | like having that
clement of freedom. It's
a Very Good Thing.

We should all just be thankful it’s not still called Bonk!

Game: BC

1
Publisher:
Price: 9

Authors: Hudson
(Ori | Version),
ion), Nils Me

n Meier

& Others

Release: Out Now

SRR

*.q"
ok

“BC Kid's a
right tasty
run ‘n’ jump

Getting intimate with a blue dinosaur,
BE Hid goes green with... greenness.

iy

e
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-
g |

.

8
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The wiggy dinosaur's advice was to butt the palm trees. When

you do, they uproot and walk! It's handy way of picking up

bonus tokens and avoiding danger spots below - such as the
v & w2 sand inte which BC Kid sinks if he's not fleet of fool.

One of the carly (and shonest) levels wakes place on the back of a glant
dinosaur whose spinal plates move up and down. When BE Kid reaches the
head, he butts it. Out the dinosaur's tongue popi and on BC Kid hops. With a

1ear in its rotating eye, the dinosawr retracts its tongue to take BC Kid inside!



GAME REVIEWS

What makes the BC Kid
such a strong character
is his range of silly

expressions.
— L - JUMPING!
el ﬁ BC Kid looks
sleeping but are soon j A ey Concemed and
wokien by BC Mid ; his tongue pokes
hnph’ on them. The out as he falls.
yellow plants propel BC Kid high into
the air. The orange plants cede fruit ¢ HEAD
or meal or a wacky, scary black BUTTING!
bouncy thing. If Kid butts cither one of Bl i ] 1 J BC Kid butts the
these plants from the side, he's v i B , - “=71_" 1 thin air or leaps
bounced backwards with a DOING! L0 0 ST THT e [ welege into il to perform

S aflying head butt

4 CRUNCH!
. He misses his
@ target and hits
the ground with
‘._“ » @ bump. When
he's angry, this
manoeuvre temporarily stuns the
craalures on screen.

: CLIMBING!
| s — He grips tha

W =" © soenary with his
~a teeth. A vein

= % comes up on this
head, too. What's

neat is the way he can swing
around to the other side of a thick
tree trunk and continue his

are days and
days of solid
fun to be

“—‘Q" = ascent.
- POWERING
ia UM
gl A small piece of
Y & meat beels up
gy 1id's powers
Abowe: The Kid in Charlie Dnl:?l:«::#: :;r:
B mode. X
Right: BC I::::hrilh his _ »5 Afterwards, he
unfeasibly large head) runs, J m:shme;;n. It

"
e OGSN lOSE
@nergy — just his

anger. When BC Kid eats a large
piace of meat or a second small
phece in succession, he goes all
the way and is granted lemporary
invincibility, Other foodstufs he
collects simply boost his enargy.

UPPERS Cute and
@ colourtul, and packed with

neal touches, top tunes,
solid sounds and playability. Who

could ask for anything more?

DOWNERS It does look

a little rough in parts, but |

actually like its childish
T T T e sense of style, so there.

.-.h‘q“l‘-'\.- ’ I-_-'-I rm.r.'i 'm‘r\ i ' et r A
- - the bes THE BOTTOM LINE
(The general consensus is that BC Kid's butting a trilobite. It's ru 5 availa r the A doozy. Although apparently all
amaging the things you remember - Id.) migs v rather simplistic, it has to be rated

® GARY PENN this highly because nol only Is it one
of the most well-rounded and
complete games ever seen
on the Amiga, it's Bg
* \ completely lovable too.

Jumps and never stands still.

FACE FACTS
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DK + MIGRHRT AND MAGIC 11! + FIRE AND ICE + WIZLZKID + COMPLETE CONTROL
PREMIERE + PARASOL STARS + ACTION REPLAY POKES

HOOK

(Ocean)

COMPLETE

Ga into the Bait
and Tackle,
suggests Chris
Whila ol
Barnslay, and
pick up the mug
next io the
cande. Then
keap doing ‘pick
up' in the space
whare the mug

control

If you’re stuck, confused or just plain
Es oo - lazy, this is the place to come for tips,
[0 compltie. s 1994 eeie Methcw Banie e By et S sl Few Sh CTI ST S AN pl?ymg gu_ldes. Big

Jonathan Davies presides over the fun.

mIA%.:: ﬁ:‘D PREMIERE

{Core Design)

(New World Computing)

On the title screen - tha
f codes one where il says ‘Prass
85. 1 nay Fire to roll cameras’ - type
mear SPARKPLUGS' You
should then get a cheal
screen. Start the game
and you'll be able 1o skip
levets by pressing the

SEADOG gray ‘" key on the pad on

FREEMAN the very right of your

DOOMED keyboard. (Unlees you've ; :

REDHOT got an Amiga 600, of One of the first films with a plot was an 11 minute western
AIR course...) made in 1903, It was called The Great Train Robbery.
WATER

FIRE

' »9e A TR
The H-l]l were the priests of the l-urn“irlin EARTH
religion of ancient Persia (now Iran). PA RAso L

(Renegade)

i you're still struggling,
despite our definitive
guida, try this

suggestion from Greg B

Dowsins of Brighton £

Type in 'COOL' and o

press Return Parasols have been used for over a thousand >

Tha coyote (canis years. They were symbols of power in Egypt. -

latrans) is a wild dog o

i ACT :

(o] :

WIZKID  REPLAY POKES

(Ocean u

) If i's an Action Replay poke you're after, you've turned 1o the right page. Because hare g

Here's a 'sort of are some Action Replay pokes. (Unfortunately there arent very many, And you will, of m

tourse, nead an Action Replay cartridge 10 get them working. ) £

@

Grazy Gars 1l 13003 boost m

DiGeneration C2F210 lives b

First Samurai CB49 lives -

Gauntiet 3 1D0DD energy 10007 score 1D0E3 potions =

Oh No! More Lemmings 9074 climbers 9087 lloaters 9078 bombars 30D83 blockers ﬁ

9081 builders 9083 bashers 9D89 miners 9070 diggers
Mount Rushmere, South Dakota - - 0 Popuious Il C592D5 expenence paints
carved 1925-41 by Gutzon Borglum. 1hal's nol very nca, 15117

Thanks very much indeed 1o Brendan McCrystal, D Zasikowski 0




Now go to the QUL building,
but, belore entering, go into the
telephone booth outside. Phone
Miller and he'll tell you the entry
code for the bullding. Now go
into QUL. The security guard . 3
isn't very helpful and bars your l - &
way, telling you that Mr Miller — —
hasn't been in all day. Try to get that key off the wall.  that plece of sugar you took from the pool. Now get go back out onto the streel. You'll see the parking lot
The problem is the guard dog. Take care of him with  the key. It's a store room key. Leave the building and  sign. Go down into the parking lot and look for an
enirance into the building. You'll find that the entry
code mechanism not only needs the code that Miller
gave you, but a key card too. Find the storeroom.
Use your key o open the lock. I's dark so use the
T torch. Unhook the locker door. On the back is the
- cleaner's coal. Search the pocket, and you'll find the
| cleaner's car keys. Leave the store room and go
| back out Into the parking lot. The cleaner’s car Is the
red one. Go over and use the keys on the lock. It's
jammed. Speak to the tramp and he'll tell you that a
kick against the tyre is needed to unjam the door. In
the car find the keycard by the seat. Leave the car
and use the key card and entry code fo get into
Miller's office.

Read the news on the lable. Get some sexy
underwear and check out each of the changing
booths. You'll find a shoe and a plece of paper.
Keep the shoe and read the

information on the plece of
paper. Find the pevate \‘
door and open It. Make 4

1,

sure you deactivate
the bell before

the
storeroom. It'll be an
early shower if you don'l.

Go down into the lab. In the
comer by the far door you'll
see a white coat hanging up.
Check the pocket. First you'll
find a surgeon's mask. Keep It

b Secondly you'll find a key for

o the closel. Open up the closel.

" You'll find some photographs !

T among the documents signed 2 Dec. "Ttha patiantT’ vos contoctad

w by Lou Dale, the same person responsible for the girlie photos in the magazine. Take A Ma bl e« Kl o b e ol a0

o the photos and then look for the glass jer. Inside the vacuum sealed jar you'll see two i o e ol T ; g

= vials. Smash the jar with the shoe. Take the vials. Now go over 1o the answering Be picked o o coll comina from The Secoull
el Machine. Rewind the tape and then play the messages. You'll leam that the baddies | . .~ , W S N O AL
3 are already on 1o you. Rewind the tape once more and erase it, to cover your tracks. L E°re poing Lo search. Is ampuiollo
o Now leave the lab and go back to the hotel. necessory, boss? Ruoitino 1nsTrucCions

In Part two of our Fascination Tips Matt Squires gets to the bottom of things in
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You'll find that Miller is no more — someone else got to him first. He now lies slumped, dead in front
of his desk. Look everywhere for clues and information. Search his lapels. You'll find a silk
handkerchief. Open it out on the desk. Inside Is a microcassette. You must now find something to
play it on. Search the bookshelf. Below the manual you'll find a spring. Trigger il 1o reveal a secrel Y , 5
compartment. Pull the cable inside to find the dictaphone cassette player. It's solar operated, so lurn o N
ihe lamp button on. ignore the nipple on the lamp - it's just another French pervy touch. Put the ey
microcassetle into the player. It reveals that two of the three remaining vlals are being kept by the | N B

evil crook, Doc,

somewhere below a

lingerie shop. Now go

to the lingerie shop.

ey

There're some posters on the wall. Look behind all of them. Behind
one you'll find a padiock key. Now remove the boxes from the shelf.
One of them will reveal the safe. Unlock the padlock with the key.
Unjam the bar by hitting it with the stiletio
shoe. Having problems pulling open the sale
door? Use the magnetic tape above you on the
shelf. Now all you need is a three letter
combination. You'll find it in the per
you read in the shop - it's obvious really isn’t
it? Once you've got the right combination a
secret door will open to reveal the evil Doc's
hideaway laboratory.

10. BACK AT THE HOTEL

l First go and talk to the receptionist. She’ll tell you that

someone’s taken your key and left a message for you. A
package has also
been delivered
and taken up to
your room. Go up
o your room -
you'll find it
looking like a
bomb's hit it. it
seems as though .
someone has : - o
ransacked the — )
room, and... more
niext month.

HIMmOd YyOINY

. >
il

a lingerie store in an attempt to recover missing vials, and defeat the evil Doc.
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Aarbron is sl stuck on Kara-Moon
searchang for a way to finally defeat the
evil powers of Maletoth, Your plane has
crashed and you have fo search through
the four corners of tha land to find fowr
inems needed 1o kil Maletoth. As if finding
the damn things wasn't hard enough you
also have lo solve loads of puzzies and kil
loads of wewrd creatures (againj, It's time
{0 get beastly in Beast I, With a smile and
a whistie, we bring you the solution 1o the
first two levels of this monster game, Next
manth well bring you the conclusion o
this nailbiting saga. Aren't we just lovely?

res

You come
under
anack right
from the
start. Run
to the right,
and whan
you reach
the trees
jump up 1o
shoot the plants. If you don't shoot any
then make darn sure you avoid the purple
splats that are fired at you. Il you keep
running to the right you'l come 1o a it
Jump on it and shoot the switch once o
make if nse. When o reaches the top, go

Those hand
grenades aren't
there by
coincidence, you
know. Make sure
you pick them up
because youll
need them later.

to the nght to collect

the gold. Keep moving right and you'll
come under altack from the goblins. Carve
tham up with your shurkens and keep
maving right. Shool the wheel untl the
platiorm comes lavel with the cliff tap, itll
take three of four shols
depanding on how close

The action hots up (Oh
for heaven's sake. - Id)
as our intrepid here
steals the Sunday roast.
Now where i that
hungry monster?

you are 1o it. Run across the platiorms and
collect the granades on the level above
Change your weapon from the
shurikens o the grenades and blow up the
gun turrets on the mowving platiorms. Take
care 10 jump up just before they shoot so
that you don’t get hit. Collect the key from
the far platiarm and return to the starting
platform. When it reaches the boflom jump
off 1o the left. Now select the key by
pressing F1 and use it on the door. Go
insade 1o collect the
gold. Gel back on the
platiorms and jump
over to the far one
again. Whan it
reaches tha lop
jumeg g ht
As you mave
right tha goblins
will come at you
once again
Keep blasting
away at them
on the ladder
and when there’'s a
gpace jump o the bottom of the clfl
Continue running right shoating gobling as
you go. Shool the meat until it falls 1o the
fhoor and push il to the right until it is under
the swinging spiked block. On the way you
will be able 1o pick up a gold key. Now run
1o the left shooting gobding until you reach
a door with a weird creature locked behind
it. You could shool it but it has a better
usa. Usa the key on the door and as soon

-
T

e

I've got a key, and there's the door, but |
should get out of the way of that monster.

as it opens jump onto the ladder, The
creature will run out, when ha does jump
down and follow him to the right. The
swinging block will kill him when he goes
for the maat but you will be able 1o run
straight by withoult getting hit. So run past
and pick up the gold

Jump up onio the jat platiorm and
sleer it 1o the left siraight away. When it is
on the left hand side stand in the middie 1o
siraighten it up. Now as you go up, the
platform will pick up a rock on the way
Whaen it reaches tha 1op, run laf taking the
rock with you. Keep running left and the
rock wall gel thrown onto a weighted
platform. Jump atter it and when it s1ops
swinging, jump the gap to the left. Run left
up tha hill and blast the metal spikes as
they appear on scraen, Run past them
ater you have cealt with them. Keep doing
this unil you reach the peak of the hill
Keep running lelt over the bridge and onla
the edge of the clif, When the recks sian

1 Another key, another door. Boy, the

tough on the early levels.




And someone could hurt themselves on
this platferm too.

to crumbie alliow yoursel! 1o fall with tham.

Run to the left and prepare for the
nd of level damon. When he fires jump
up and than fire yoursalf, Keep doing this
until he is 1otally destroyed. When he dies
puck up his skull, this is the first item that
you néed to find 1o destroy Malatoth

LEVEL TWO:

Fort Dourmoor

Oxay, so you took things easy on the first
level, now it starts for real, At the start run
right and shoot the switch to lower the
drawbridge. Run righl over il and jump
ower the wheel. Turn round and pushi it to
the beft until i attaches onto the battering
ram. Now push the battering ram 1o the
right untd it smashes inlo the door. Wait for
the door 1o get knocked down, dodging
any fireballs that may come at you in the
meantime. Aun across the bridge and
blast away at the trampoling that the balls

ith the latest instalment

n that old Beast saga.

bounce on. Now run

right until you
reach a trapdoor.
MNow turn leh
and shool the M you set a
bats. Run Iever, the best
right lo advice is always |
collect some 1o give it a
lovely gold. pull and

Ho hum, see what

what naxt?
Go left and
aliow yourself
to fall into the
small pit, now
shoot the small goid "
block until it is smashed.
Jump onto the karges trap
door and skde down the chute. Now

run right and jump over the table. Push it
1o tha left into a larger room. Now jump on
the table and duck. Blast away at the
switch on tha laft hand side. When the
table reaches the top shoal the swilch on
the right. When the water level has

nothing to lose your head over.

A headiess monster with a huge chainball. The neck it the only weak spot butit's | £ |

dropped run 1o the
right and collect the
gold. Now climb
the ladder
Push the table
into the water
(no respect for
maodam
furniture thesa
adventure
chappées) and
blast the
Manshes
throwing the
barrals. Now jump
the gap. Run behind
* ihe large crate with
FRAGILE written on it and
push it to the leh untl it falls
down the gap. Jump back across the
gap and climb down the ladder. Biast the
crate unbl it splinters and covers the waber
with bits of broken wood that fioat. Jump
across the water using these planks as
supports. Carry on fo the right and fall
down the pit. Jump over the barrel and
over the pit. See that red creature pulling
the kevers? You want 1o kil him you do.
Make sure that the crane doesn'l get you
while you're doing this. Now you can push
tha barrel 10 the edge of the gap and use

Mumm!utw of maybe not if
that table will flaat.

the
three levers to pick it
up with the crane. Pick it up and put it
down on the right-hand side of the
conveyor belt

Go down the ladder and shoot the
trap door on the left. Leave the door on the
nght open and whatever you do don't
shoot the monster. Cimb to the top of the
ladder and go to the right. Kill the headless
creature by jumping up and shooting it in
the neck. After he croaks pick up the gold
and the spiked ball. Now go all the way 1o
the left and dodge the swinging ball and
collect even more gold. Go back 1o the
ladder and climb part way down. You'll be
able to jump into the barrel. Shoot the
swilch 1o your nght and pull down straight
away to close the bid of the barrel. Whan i
finally comes o a standstill jump out and
run lett. Next month we'll take you 1o the
end of the Beasi saga once and for all. @

Hear the end of your quest.. well thiz
part of it anyway. Look out for mere in
next month's thrilling installment.

the fireballs as well.



USELESS?

Then you need...

THE LAST

RESORT

with Jonathan Davies

Stop waving that St George Cross at Stuart Campbell! Whatever your gaming
problem, it’s possible Jonathan Davies might be able to help...

Chances are you turned to The Last Resort for a reason. Maybe and you're looking to see if you can assist anyone else. Or maybe
you're stuck in a game, and you're looking for the address to you derive some perverse pleasure from seeing other people in
send your problem to. Maybe you're hoping that a question trouble. Whatever you're doing here, | bid you welcome, and |
you've already asked has been answered, either by me (ho ho) or  sincerely hope you enjoy reading the next two pages as much as
by a helpful reader. Maybe you're feeling a bit helpiul yourself, | enjoyed writing them.

case is thera a cheal? !
Lo os E E N Ds St |
104 the hedl do you save (ha i
. £ e : ns on the water level of
Look, I'm sorry, okay? Please write in if you can answer any of the following. CASTAI FLANET? : |'
G AN PLANE |
Howard Joseph, Ceybnurne |
Q How the dickens do you gel past Mouths want, and how do you open the run into a bypass | still cant enter info
area 2-2 in JO0L" jammed door? hyperspace becausa the conirols are On SPELLBOUND DNIZZY, how do
Chris Papadopoulos, London A Macdonald, Devon busted. How can you get throd water without

exploged lof Ihe 364th tima? dying? And what i the braka-shoe for?
: In GRAHAM TAYLOR'S, | keep How do you get past the red Andrew Craig, Liverpool John and Simon Halliwell, Castietown,
@ getting relegated atter a beillkant slone on level four of BART 1.OM.
L start. What am | doing wrong? VERSLS THE SPACE MUTANTS? m stuck on level two of FIRST

David Harrison, Preston Jamie, aged 7 SAMURAI ollected four | don't know what the sonic bl
special tems but nd anywhera (o Q goes or where jo
Does anyona oul thara know how Q ‘Where do | go on lavel threa of oel 1 bit whare the DEUTEROS. The a :
{o get past the bear in RICK DANGEROUS 27 bucket is aver it is the scientists is worse th
SPELLBOUND DIZZY? John Martin, Chippenham | Campbell, Argyll thera's no way
Daniel Haydock, Bolton Pigase help

Fagranc, level three of LEGEND Robert Penn, High Wycombe
Q In SEYMOUR GOES TO I K in the room with the

HOLLYWOOD: how do you get to and see me at ih 00 How can | dispose of the train on
an i hits the level two ol PREMIERE?

DECEMBER

| of GUY SPY (the on Lancedol in good shape

Jamie Walkins, Saltlord C J Bush, Riversdale, New Zealand

o Ping; how do you open the sale; and how ower K'. | need a skull key down wilth

= do you get past the lesd? And whal are Gus Svensson, London oo here's nowhera  Sleven Roberts, Notlingham

= thé playing cands, tha makal, tha coins glsa 1o go. What do | do?

E the Oscars, the ball, the potion, the Q I'm stuck on level six of ELF Mark Williamson, York Q m sluck on the therd quest of
dagger, the gloves and the arrest warrant keep giving the old man all the VEMNGEANCE XCALIBUR. My

< ':J-":' -.'." woLd seam nal you I’r'll."'.',';. I':.I;'|I':l'::l.l'!:- Ul he jus! taxas theam and l'il!.'-'-']:; You 'jl':[. 1S e Twnelier pary armeas al the C

E stuck then. = Ed) that's it Q y

2

-

Q m stuck on level three (1 think!) of Q n SUSPICIOUS CARGO, I'm
the Figh Tower in EYE OF THE unabla 1o outrun )

BEHOLDER. What tems do the Riddling chasing my ship bec

O




THRE LAST RESORKT

LEGEND
Dries Terryn, from Belgium, was
baffled by tha room with lols of
lelepor spelis on Fagranc level one

*Activale the first floor button. This

gives you exira floor tiles on which
you can walk around 10 the second Hioor
button, avoiding all the teleport tiles
Once the second floor button is activaled
you can reach the door on the olher side
of the room that is locked with a ruby key
The ruby key is in the chest with the
feleport spedl in front of i1 Simply open
the ches! from the side by clicking on the
file to the north of i
Guss Svensson, London

Stuart Lucas of Bromley had
ground to a halt in the Dark Tower
level ane

A “This is a ticky one - timing is very
important. First place one of your
man onto the telepor pad nearest tha
waler. Next place another man about five
squares along the water's edge from the
first man. Get your mage fo stand at the
opposile corner from the teleport symbol
Let your mage cast Telapon at tha
symbaol in the other comer. The spell will

take about w0 seconds to reach the
symbol. While it's travelling, click on your
second man who is waiing al the waler's
edge and have him run 1o the pad with
the first man standing on it. If your bming
5 night, he should armve at the pad at the
same time as the spell hits the symbol
Tha first man will ba lelaported across
the wiater, and the second will be on the
leleport pad. Repeal this 50 you have two
men on the other side. Make sute thare's
always one man on the leleport pad
Press the button and a convenient bridge
will appear.”

A Ellis

SPIKE IN
TRANSYLVANIA

Hywel Rees of Cardiff couldn’t ged
Q past ihé casile puard

“It's simple, just put the bag of goid
down by the guard.”
Gordon, Guernsey

WONDERLAND

Lisa Cuckow (aged 11) couldn’t gat
the treacle out of the treache well

A Attach winch handle 10 winch, Get
rope. Tie rope fo cup. Drop rope

CASES CLOSED

| might be able to handle it if | didn't have to print this bit, where knowledgeable and generally
‘logether’ people write in and rub salt into my wounds.

Turn winch handle clockwise. Turn wanch
handle anti-clockwise. Gel cup. Untie
cup. Drop rope.”

Gavin Black, Kirkintilloch

Chns Thomson of Morthamplon
was terribly close o the end of
King's Castia lavel one, bul couldn'l open

the door

'Once you're in you don't come out
- you have 1o finish the whole thing
and see what happens. Befora you anter
you need at least 700 of each ingredsent
all the runas, any equipment you think
you mighi need (mix up all the spalls you
U5 most - about 30 of each - belore
buying more ingredsents). If any
characters are nearly up 1o the next
level, go and kick a lew banners for the
gxira expefience
Stephen Mudie, RAF Abingdon

D/GENERATION
J Brooker ol Nawcastie was trying
(and failing) to gat a password from
John of Maryland

“The password is
'DEATH' "
Mike Smith, Southampton

LEMMINGS
Stephen Moore, aged 11, was
+ stuck on Mayhem léval five - his
bridge was o0 shor

“You have to build five separate
bridges on the bits undernaath the
home and turn the builders into blockers
1o stop the lemmings talling off.”
Jack Young (aged nearly 8), London

CAPTAIN PLANET
‘Anon’ couldn't get past the seals
on the fire leved ol Captain Planat

“If you run into the seals with the
Gao-cruisar, they i mave along the
clowds. When they gel to the ozone layer
they 1l stop at the holes. Fill in these holes
with ozone, and keep pushing the seals
until they get to the South Pole.”
Rachel Kirby (aged 11), Leicester

FIRST SAMURAI
Stephen Moore couldn’t find the
exil al the end of level eight

“ANer kiling the baddy, jump onto
the right-hand side ol the ladder
and climb up
Anthony Greenhalch, Wigan

If you still haven't saen me for the sham |
really am, send your quenes 1o: The Last
Resort, AMIGA POWER, 30 Monmouth
Street. Bath BA1 2BW. Thal's the
addrass if you can help out, 1o0. (Please
mark your letier ‘Cuestion’ or “Answar’ )

TURRICAN 2
“I'm not doing too well. I've tnied a
cheal where you press the Help key,
then 4, then 2 and then Escape twice, but
it doesn’t work.”
Mark Beharrell, Burnham-on-Crouch

Try, instead, pressing Space on the

fithe screan to gat the music menw,
and then pressing 1, 4, and 2, and then
Escape twice

WIZKID
“Could you send me a free copy of
the game?”

Paul Mullineux, Lymm

No.
Buy your own

WILLY BEAMISH

“I'm trying to get the ferry working. |
Q think | need the crowbar, but every
time | get it the gang beats ma up.”
A Beavis, Lawlord

If you throw the bomb at them you
should be okay.

FANTASY WORLD
DIZLY
“How do | get past the Wide Eyed
Dragon?
G M Roe, Coedpoeth

By making his eyes a bit less wide,

of course (i.e. sending him 1o sheep)
Give him the sleeping potion, which is on
the pear with Dozy

HOOK
“How do | get the
third gold coin?”
Seth Godnik, Newtonhill by Stonehaven

I's im the jacket, bul getting the

jacket is very tricky. Behind the
square i a washing ine pola and an
anchor. Take them, and use the anchor on
the anchor rope. Then go to the Bait and
Tackle, and go upstairs and out the door

Use the anchor and the piece of rope
on the bit of wood above the clock. Then
use tham twice mofe, and you'll be able lo
swing across and back, getting the hat off
the pirate. Then swing 1o the closed door
and knock on it by using it. Swing back,
and quickly go down the stairs and back 1o
the it behind the square. Usa the washing

pole on the jackel. Then kook at the jacket
to get another gold piece. If you don't do it
all quickly encugh you'll have to try again

SHADOW OF THE
BEAST Il
“Can you tell ma how can | get out of
the gobkn's dungeon?”
Jonathan Ducker, Whitstable

Move the cursor over the jug and

press ‘0’ to offer it to the guard. He'll
fall asleep, giving you the opportunity 1o
braak cown the door with your mace
Whan it breaks, quickly jump onio the
chain and kill the guard at the top. Then go
back down and kill the sleeping guard
Use his key 1o releasa 1o free the prisoner
from the cell above yours

£} Take our advice on warm winter gear — so you
don't end up looking like a walrus

£ Metrotrekking in Newcastle - why-aye pet!
) PLUS Isle of Skye - the most rugged

landscape in Britain

Exciting news and reviews from around
the world in this month’s MBUK

WIN A CANNONDALE WORTH £925

{3 The World Championships

O Double trouble or double fun - defying gravity
on duelling tandems

Mountain
BIKIng UK
:;i;:;njﬁng

bike magazine

ALTh This

0ads mor.

action for nnl;r!
£1.95

viure
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The Exchange Rate
Mechanism, eh?
Don’t you just -
(Stop! Stop right
there Mr so-called
Stuart Campbell!
Any of your
irrelevant tat in this
feature - a single
mention of the Gulf
War, or even
the slightest
suggestion :
of comment | ==
on the furore | @54
surrounding
Leeds United
in the European Cup,
or one solitary word
on the re-release of
all the Sex Pistols
records - and you’re
completely and
utterly fired. You've
been warned. - Ed)
Oh. Um...

he Readers’ All-Time Top 100, eh?

Don't you just love it? Our Tim certainly

does - he was the one who had the
‘pleasure’ of typing the thousands and
thousands of votes into the spreadsheet
program which finally told us what you,
The Kids, consider to be the best 100 Amiga
games in the history of, well, everything.

Actually, it did rather more than that. When

we set up the survey, we were a bit worried that by
only giving you ten games to list, we might have trouble
getting a very wide spread of titles - there seemed to be a danger
that you'd all take your choices from a hardcore of 30 or so titles that are
obvious top-notchers. Perm any 10 from Monkey Island, Lemmings, F1GP,
Lotus Il, Jimmy White's Whirlwind Snooker and so on. We needn’t have
worried - when we drew a final veil over the counting process, we had a list

the last 20 all had a single point, meaning one solitary
person had voted for them in 10th place on their list.
The gang included such illustrious classics (and no-so
classics) as Chase HQ, Torvak, Leisure Suit Larry 3,
| European Champions and Dragon Ninja, as well as the
more surprising likes of Virus and Arkanoid 2).
Unfortunately, a similar fate befell the "Worst Game
Ever' category, for which we also asked you to make
nominations. It seems you've all got your own personal
favourite turkeys, because hardly any games got more
than one or two ‘worst’ votes. The only two which stood out at all (and even
then we're still talking about single-figure numbers) were Epic and Rainbow
Islands, and frankly if you voled for the latter you should be ashamed of
yourself for being so tragically petty — you might well disagree with our
judgement of it as current All-Time Number One, but let's be honest - the
worst game of all time? Worse than Street Fighter? Worse than STUN
Runner? Worse than Teenage Mutant Hero
Turtles? Worse, come to that, than Epic?
So the ‘Worst Game Ever' title goes
unawarded. Never mind, eh? Let's forget all
about it and get on with the bit you've all
been waiting for — turn the page and herald
what YOU think is the Best Amiga Game
There's Ever Been...

:U‘"‘h

And how about
HNmmy White? Where
did that blow in?

comprising no less than 368 different games! (Mind you,

HIMOd YOINY
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THIS IS YOUR TOP 100

Sensible Soccer (Renegade)
Formula One Grand Prix (MicroProse)
Speedball 2 (Image Works)

Maonkey sland [US Gold)

Monkey ksland II: LeChuck's Revenge (US Gold)
Lemmings (Psygnosis)

Rainbow lslands (The Hit Squad)
Kick Off 2 [Anco)

Populous 2 (Electronic Ars)

Pinball Draams (2151 Century)

Moga lo Manda (Uibi Soft)

Jammy Whila's Whirwind Snooker [Vingn|
Lotus Turbo Challenge Il (Gremiin)
PGA Tour Golf (Elecironic Arts)

Firet Samurai (Uibs Soft)

Robocod (Millannium)

Sim City (indogrames)

John Madden Football (Electronic Ans)
Lotus Espeit Turbo Challengs (Gremiing
Project X (Team 17)

Stunt Car Racer (Kbox)

Prince Of Persia (Domark)

Knights Of Tha Sky (MicroProsa)
Harkoquin (Gremilin)

Eye Ol The Beholder 2 (US Gold)
Anathir Werid (US Gokd)

Hesmdall (Core)

Dyna Blaster (Ubi Soft)

Jaguar XJ220 (Core)

Parasol Stars {Ocean)

Thunderhawk (Core)

SWIV (Kixx)

MicroProse Goll (MicroPross)

Eye Of The Baholder (US Gold)

The Blues Brothers (Titus)

Dungaon Masler (Mirrorsoh)

Apidya (Play Byta)

Gods [Renegade)

Lure Of The Templress (Vingin)
Addams Family (Ocean)

Crazy Cars Il (Taus)

Pang (The Hit Squad)

Fire and lco (Renogade)

F15 Stnike Eagle 2 (MicroProse)
Legend (Mindscape)

1K+ (The Hit Squad)

DiGenaration (Mindscape)

Supar Twintris (PD)

Chalization (MicroProse)

Tius Tha Fox (Titus)

LSS AL B EER R PR BB ER B isaaaRgeT PN ruNa

=
[
g
=

Super Cars 2 (GBH)

Aben Broed (Team 17)

Cruise For A Corpse [US Gold)
Indianagpolis 500 (Elecironic Ars)
Hunter (Activision)

Bubble Bobble (The Hit Squad)
Turrican 2 (Rainbow Ars)

Exile {Audiogenic)

Powermonger (Electronic Arts)
Space Crusade (Gramiin)
RAobocop 3 (Ocean)

FiA-18 Inberceplor (Elecironic Ars)
Elite (Firabind)
A-Type Il (Activision)

67 Populous (Electronic Arts)

68 Silent Senace 2 (MicroProsa)

69 New Zealand Slory (The HY Squad)
70 Final Fight (LIS Gold)

71 Pacific Istands (Empire)

72 Wroom (Ubi Soft)

73 Wings (Cinemawara)

74  Binds Of Prey (Electronic Arts)

75  Man Uid Europa (Virgin)

76  Premiens (Core)

77 Pro Tennis Tour 2 (Ui Sol)y
Deuteros |Actvision)

Supir O Road Races (Viegin)
Railroad Tycoon (MicroProsa)
F18 Siaalth Fighter (MicroProse)
Chuck Rock (Core)

Striker (Rage)

Laser Squad |Blade)

Battha Ista (Uibi Som)

Harg Quest | Gremiin)
Championship Manager (Domark)
F-29 Retaliator {Ocean)

Leandar (Psygnosts)

Maonstone (Mindscapa)

Head Over Heols (The Hit Squad)
Graham Taylor's Soccer Challenge (Krisalis)
Top Secrel (PD)

Toki (Ocnan)

Golden Axa (Vingin)

Armour Geddon (Psygnosis)
Slikworm (Vingn)

Indiana Jones And The Last Crusade [US Gold)
Black Crypt (Electronic Ars)

100 Ishar (Simaris)
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HIGHLIGHTS

Our other equal-highest-marked game ever also made the
fop 10, which is pretty gratitying. And that's all wea've got to
say aboul it, really

PINBALL
DREAMS

The fact that this only made No 78 in our own top 100 can be
attributed firmly to Matt ‘But it's only a pinball game” Biglby

By far our most popular coverdisk demo aver, Pinbal Draams
also got the most consistent vote in the survey, with its volas

(2.86%:) being spread almost equally across the first-place-to-
10th-place categones. But just you wail for Pinball

Fantasies

@ LOTUS 2
LOTUS

A lasting favourite, but strangely Lotus 2 only got

oné (one! Count, er, it!) vote in the first-place slot
Tha vast majosity of Lofus 2's points, bizarrely, came from a
huge numbar of votes los it as the sixth-best game of all-time
Truly, statistics work in mysterious ways. As for Lotus 1, it
was gne of only two games in the op 40 not 1o gel a single
firsi-place vole (Stunl Car Racer being the other one), but a
solid performance in all the other siots brought it through
handsomely. Hurrah, wa say

DYNA
BLASTER

Well, whoop-de-doo. Now why don’t some of you actually go
out and buy the bloody thing, hmm?

@ DUNGEON
MASTER

Almast certainly the oldast game in the chan, this seminal
RPG dates all the way from 1987 (or thereabouts). |s there
really still anybody playing it out thera?

1K+

Our own Nod0, and it's nice 1o see it still holding
ts own with the young guns afer all thesae years,
Long may il continue

@ D/GENERATION

Sea Dyna Blaster

SUPER
TWINTRIS

Straight off that APT coverdisk, and straight into the chart,
leaving the nearest ‘official’ Tetris tite (Super Telris) lagging a
long way behind at 278, this goes to prove just how good lree
software can be. Get thal back issue now!

The AMIGA POWER team's favourite game of 1991, and
possibly the greatest game never to sell a thousand copies
You really don't know what you'ré missing

ELITE

The only competition tor Dungeon Master as
‘oldest game in the chart’, David Braben's outer
space epic actually, amazingly, got mora first-place voles
than anything else lower than the 15th-placed First Samurai
Sadly, only eight other people voted for it at all, hence the
!1,:!55 IMprassve 1I!1.H- ;J(,'IE,II,II:'1

WINGS

A bit of a refic, this, and with the likes ol Rocket
Ranger stranded back at No 200, samathing of a
surprise entry. You never can tell, can you?

@ LASER SQUAD

S5till one of the most fondly-loved games ever

CHAMPIONSHIP
MANAGER

Oh dear. Oh dear oh dear

Q HEAD OVER
HEELS

Well, at least it's in there somewhera, we suppose

SILKWORM

The lowest-placed game in the 100 1o get any
first-place votes. The lowest-placed game in the
whole char to get any first-place votes was Silent Service at
193, which sadly didn’t get any other votes ol any kind al all

ISHAR

Actually tied with Captive and Myth on
0.133% of the vole, but won the coveted 100th
position by getting one more fitth-place vote than Captive (in
tha avenl of ties, we decided placings by putting the game
with the most firsts highest, or failing that the most seconds
and so on). Lucky old lshar. eh?

O~ OO LD DD e

48
43
51
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Rainbow lslands
Farmula One Grand Prix
Speedball 2: Brulal Deluxe
Tha Secral Of Monkey Island
Sim City

Mega o Mansa

Exile

Populous Il

Knaghts Of The Sky
Jirnmry Whilte's Whirbwind Snooker
Lasmmings

Prince Of Parsia

Dyna Blasier

First Samural

Harleguin

PGA Tour Goll

Uitrna VI

Parasol Stars

Eye Of The Beholder
Another World

F-15 Strike Eagle Il

Titus Tha Fox

John Maddan Football
Huniar

Apidya

Tha Blues Brothers
Celtic Legends
Stunt Car Racer
Pang

Gam'X

Rodiand
Swachblade Il
Head Over Hools
Asiprosgs

Vroom

Mebulus

Bubble Bobbla
Swiv

A-Type Il

I+

Virus

Lotus Turbo Challange 2
Kick Off

Chuck Rock
Llamatron

Hamdall

Aaalms

i

Shadowlands
MicroProse Golf
Puzzmic

Super Off-Road Racer
Super Twintris
Cruisa For A Compse
Laser Squad
Leandar

Paradroid 90

Toki

Shanghal

Space Crusade
Gods

Silent Sendce Il
Pacific islands
FiA-18 Intercaplor

Indiana Jonos And Tha Last Crusade
Robocod

Thundeartigak

F-29 Retaliabgr

Tha New Zealand Slory
Manchester United Europe
RoboCop 3

Storm Master

Tha Santinel

Rugby: Tha Wond Cup
Spendizzy Worlds
E-Motion

Indianapols 500: The Simulation
Pinbaf Dreams

Platting

Finad anhr

Pro Tennis I
Progactyle ||
Tower Of Babel
Vilhed

Kid Gloves

Super Hang-On
Supercars 2
Car-Vup
Deuteros

Pholon Storm
Fantasy World Dizzy
Monster Business
Covert Action
Golden Axe

HaImod YRINY
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THE FACTS, MA'AM, JUST THE FACTS

HIGHEST-PLACED SPORTS GAME:
Sensible Soccer (1)

HIGHEST-PLACED DRIVING GAME:
F1 Grand Prix (2)

HIGHEST-PLACED PUZZLE GAME:
Lemmings (6)

HIGHEST-PLACED PLATFORM GAME:
Rainbow Islands (7)

HIGHEST-PLACED ‘STRATEGY' GAME:
Mega lo Mania (11)

HIGHEST-PLACED SHOOT-"EM-UP:
Project X (20)

HIGHEST-PLACED FLIGHT SIM:
Knights Of The Sky (23)

HIGHEST-PLACED RPG:
Eye Of The Beholder 2 (25)

HIGHEST-PLACED BEAT-'EM-UP:
IK+ (46)

HIGHEST-PLACED PD GAME:
Super Twintris (48)

HIGHEST-PLACED BUDGET GAME
(ORIGINAL):
Head Over Heels (91)

HIGHEST-PLACED WARGAME:
Ef"."

MOST FIRST-PLACE VOTES:
Sensible Soccer (19.33% - FIGP
14.4%)

MOST 10TH-PLACE VOTES:
Lemmings/Pinball Dreams (3.35%)

HIGHEST-PLACED GAME WITH NO
FIRST OR SECOND-PLACE VOTES
AT ALL:

Stunt Car Racer (21)

TOP SOFTWARE HOUSE:
MicroProse/US Gold (8 entries each)

BIGGEST ‘AP CHART-READERS'
CHART DISCREPANCY'":
Pinball Dreams (78-10)

o there you have it A few shocks, fior

sure, but all in all a pretty sound

chart. But what about all your

favourites that didn’t make 1?7 Where
did they go? Well, we were certainly surprised
that the lamed adventurer Mr Richard
Dangercus didn’t show up in the final 100. Here
at AMIGA POWER we've never cared too much
for esther of his games, but they've always been
massivaly popular with the punlers, so Rick 2
only managing 157th place and its predecessor
appeanng at a lowly 176 made us sit up and go
Blimey!" Another game that we don't lke much
but expected 1o see fairly high up was Turmican
but it got stuck at 104, and the game that
probably sold half of the Amigas out there today
Shadow Of The Beast Il, got left well behind aven
that at 228. Other one-time favourites fading badly
included Xenon 2 (106), Battle Sguadron (134)
Camer Command (152), Pipe Mania (155), Fulure

Wars (173), The Killing Game Show (204). Opevation
Stealth (209), Gauntlet 2 (310), ex-Christmas No. 1
WWF Wrastipmania (331) and MiG-29 (340)

We also expected a befter showing from the
workd of PD - whale we didn't expect you lof to be
sophisticated enough 1o appreciate the true beauty of
our beloved Asterpids, we reckoned Liamatron and
probably Super Twiniris would be pretty sale bets o
show their laces somewhere or other, but Jeff
Minter's supreme blaster only chmbed as far as 112
(immediately below Bane Of The Casmic Forge,
would you believe?), with Twaniris the only decent
show at 48. The only other PD game lo make it into
the top 100 was our own The Hidden coverdisk
exclusive Top Sacrat at 90, but lowar @nirias weara
achieved by Bip (154), Asteroids (177), Smash TV

Above: Famed shool-"em-up, Xenon §
just tailed to make the 100, barely
blasting in at at a disappointing Mo 106,

Right: A plumb job, but Pipe Mania
missed fame and glory by 33 places.

AFTERMATH

The Rip-Off (189, just one place below Epic), Dragon

Tiles (201 = the real Shanghai go! to 158) and
several more in the lower réacheas
Mone of those games, then, made it quite as

high as Wizkid, placed al No 107. Strange, that, as a!
the time of receiving the voles for it, Wizkid hadn't
aclually been released... Mind you, i's not as strangé
a5 getting a vole for Street Fighter 2, as we did on
October 1st from Andrew lan of Stirling. Thare's one
card that didn't make it into the draw for the
manitor... Also coming under the ‘clairvoyance at
work’ category were Troodiars (also not out unbl

som time ater its volas armived) and

Locomotion (at Nos 264 and 207 respectivaly),
although we'll generously assume thal those
voles were based on our coverdisk demo
versions. And where The Linofficial Arbroath FC
Game (at 211) comes from is anyone’s guess

S0 how does your chart compare with ours?
Well, pretty obviously, the Readers’ version of the
Top 100 is a bit biased towards the more
commercially-successful titles, because mare of you
cleanty have experanca of gamas which lols of
people bought, which is almos! certainly why
undeniably classic titles like Gem'X or Shanghai only
mada positions 178 and 158 respactively, Generally,
though, we were guite surprised al how close
logether the two listings turned oul to be. Only six
games occupy exactly the same placings in both
charts, but that includes the second, thind and fourth
placed titles, which i5n'l 50 bad (the othars baing F/A-
18 Inferceptor at 64, New Zealand Story at 69 and
Hero Quest at BE). Just 16 games appear in the
Readers’ 100 which were released al the time of the
AP char but not included in it, with another 19
placed in the Readers’ chart which were released
after our last listing was compaled

S0 there you go. If you didn'l ke our chart,
hare's your own. I you don'l like this one, it's your
own bloody faull. Thank you, and good night
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SimEarth - just the thing if you want to simulate carth.

God simulations.
Interactive goldfish
bowls. Call them what
you will. It was an obvious
progression really - from

controlling a single character to a

whole population. It appears to
be a new genre. The

eighth joke. But

basically the idea’s
nothing new, only the
execution. Wargamers

have been manipulating
thousands of men for years.

It must be a right laugh playing
god, right? Think of the
omniscience. The
omnipresence. The
omnipotence. All that fear-
induced adulation. Sure, it'd be
great. But for how long?
Absolute power is all very well
but it has its limits. AHter years
of complete control, the deity
day drudgery of it all wears a
little thin.

That's why god simulations
have gone as far as they can
go. For the time being, anyway.
Strictly speaking, there's only
so much that can be done. With
a simulation of creation, the
potential for playability - or any
form of long-term interest for
that matter - is virtually non-
existent. Only when the

technology can generate
believable environments will
viewing the fictitious formation
of life prove absorbing.

In the meantime we have the likes of
Denton Design's Eco to keep us amusad
Or not. Ecowas released by Ocean in
1987 and ended up on the front of a
'!l.'.l‘:li." 2 d year or 50 later HG.’-‘ sad. In
Eco you tweaked, in a very basic way, the
genalic design of a lile form and then

atlempted 10 keep your creation alive in its

N SR S, SRS I I S T R S

DEFINITION OF

sound

sparse wireframe anvironment, clinging to
and (hopefully) climbing the rungs of the
evolutionary ladder. It was about as
enciting as watching grass grow

Populous on the other hand put the
god simulation into god simulation. The
product of a then near-ananymou
Bultirog, Popuious had a look which made
I a law unto itsell (although despite its
success, Populous hasn't actually been
imitated that often). Here was a
meagalomaniac’s dream come lrue: an
nteractive aguarum full of people. There
weare worlds 1o create and destroy, and
godly disasiers to unleash on
unsuspecting populations. Haha!

On your tod, Popwious' appea
wanes, even with the addition of ‘new’
worlds provided by
data disks and the
lacklustre World
Editor. The two

stamina, untl its
resolve was
weakened by the

Or g0 power cragy in Mega lo Mania.

player head-1o-head
action however had

Four mission,
should you choose
o accept it is 1o
hkeep the

appearance of the
sequel. Populous
Ifis more of the
same, but bigger
and better in every
depariment, and
that's all you need 1o know

Between the Populows pair Bullfrog
crealed Powermonger. At first glance it's
aasy to mistake Fowearmongerlor a
beeled up Populous. And in many ways it
is. being a more ambstious model of a
functioning world. Every person in
Fowermonger has a simple parsonality
and even a pob and a name. Bul 1o no
avail, lor the playability sutfers as a result
of the meticulous attention to datail
Suffice it 10 say, the World War | Edition
add-on disk for Powermonger doesn't
mert any mora than a name-check

Let's hope Bullirog don't make a
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| e al il humans
Ived? (SimEarth doasn't

laris
Loral, in
onfused by
to

beelier machmne, bul n
1 mply not
nough. Let us pray that
isn’ planned
SimLite and SimFarm are on the
though. So is A-Train, wi

itien off more than they car
w (again) with Sin

‘Raze city'? That's not a very civilised way
1o behave lor a game called Civilization.
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Iver wondered what would happen if you stuck all the god sims together? Conlusing, ian't H?

hadowed by the
geing Rallroad Tycoon

mThat = whore will all

educational r
onary. in ann a g
possibilities [JETLIN eI

o l""' m" Powermonger, The World War Ong [dition gets more than a name chech.

capitalise on this " A
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later and Sim Ant

crawhed oul of

1he woodwork

Instead of

manipulabng a

nation of

people, a

colony of

black ants

wede in the

player's

hands. The

wWereg in |:|:-IT||:
for a patch of a b

n
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SimEarth, Max ou he
chanc e it, make it or
n history, and with
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Software's SimBrick on AP13's special
coverdisk. It's certainly no less interasting
than mast olher Sims 1o play

Millennium's Global Effect has a
heavy SimGreen bent. It's similar to
playing Sim City only not as good, partly
becausae considerahon has to be made to
keaping the newly-construcied
environment as nendly as possible (by
planting sustainable forests and recycling
centres, for example). 's an honourable
cause, but there's a bizame twist. In an
attempt 1o make Global Effect sound mora
interesting, ruling the wold is the crder of
the day, and that can only be done by
creating armies and destroying the enemy!
Charming. Global Effect is very much a
Mike Yarwood impression of Sim City,
aven tha buildings look - like all Mike's
imprassions - exactly the same.

Gremlin's Utopia is a bt
like Sim City, too, but with
recognisable scenery, a
futurrstic bent and
Popuious underionas to
bool. Thara's a lair
amount of statistic
juggling involved to keep
your population happy
while you expand your city
and fend off attack from the
neighbours. It all looks and sounds
rather appealing actually, and il is - 1o a
limited degree. The new worlds provided
by the dala disk proved inadequate
compensation.

Civilization [Sid Maser's follow-up to
Railroad Tycoon) isn't as far reaching as
SimEarth, which is a big point in its favour
The process of shaping Earth's history
fram a tribe in pessession of only a few
basic skills is nowhare near as laborious,
and though the inlerface is messy and the
icons do little 1o nspire, Chvlization
remains challenging, occasionally thought-
provoking, and often entertaining

Some slices of history however are
best laht untouched by simulated godty
hands. Casties from Interplay has been
dubbed a Medieval Sim Cify but that's a
litthe 100 complimentary. Building casties -
no! - is the idea here. Oh, and walching
them get knocked down. The construction
process s a chore, concenirating as it

“Absolute
power is all
very well, but
it has its

limits”

does on banal detail. The reason for this is

simple engugh: the erection of
crenallations lorms part and parcel of this
kingdom building simulation. But that's no
feason 1o have 1o sit throwgh a slow
building sequence, now is it7 Once your
castle is built, whal then? Noi a lot
Training soldiers is dull and expanding
your empire is evean mora tedious. IN's a
lity-livered strategy alfair and no
sensational simulation of evenls

Little lanation should be
necessary o set the scene for
Millennium’s Robin Hood and Rome
AD92. Thay have the look of god

simulations about them bul despite the fish

fank overtones, the two are more
adventure orientaled than anything else
Both have a fully functioning and
appropriate environment and adopt
a longue in cheek approach
Character interaction
abounds, with comic-book
style speach bubbles lo
relay the dialogue. Robwn
Hood and Rome AD
provide near tax-free
enlertamnment, but not

WEAR YOUR

Take the chance actually to take the rele
of a god in Populous.

rily for the god bashers

Sensible Software's Mega lo Mania
also offe light-heared alernative to the
Sims of this world. Up 1o four tribes fight it
out 1o control an island or archipelago. The
player's men are assig o the tasks of
breeding, mining ming and designing
and building inventions. Sticks and stones
are thi only weapons available at first, but
belore you know i, the nuclear missil
are flying thick and fas nadcap action
all the way, with dotty digitised spe
used to amuse and alert the player lo the
state of play. Mega lo Mania's a mus
Mega lo Mania Il is planned for n
towards the end of nexdt year.

Grafigold's Steve Tumar tried to
bring the war strategy simulation to the
masses with a more hands-on approach in
Ihe shape of Realms. It almos! worked,
100, but the mouse control ensured that
the player was kept at arm’s length, and

Make the perfect world in opia.

LOVE LIKE HEAVEN

the whola look lat the side down. Al least
his intentons were honourable

On the other side of the god
simulation coin we find DMA Design's
Lemmings and the unabashed ‘tribute’
(there's no other polite word for it) called
Troddiers. Neithe
Populous et al
playability are the same: indirect
a population

There's no world building in
Lemmings bul the preservation of life is

ungs a character irom a limsted
stockpele in an attempt to transfer them
Irum an entrance 1o an exil. IN's &,,umzally

constraints imposed by [he authaors

Storm's Troddiers is a Lemmings-
alike with a twist in the lorm of the ageing
arcade hit Soloman’s Kay. The mix is
unremarkabla, though somae find it
superior to the mighty Lemmings

It may net seem 50, but the god
simulation is maturing. There's a new
breed around the cormer zcombining the
best elements of Populous and Lemmings
Perfect Set's Rookies and Sensible's
Cannon Fodder for Virgin Games will
offer two variations of war simulations,
Paintball-style. Both concentrale
the creation aspect and more on the
manipulation of small armies. These
people won't have 1o bother with the trivia
of day to day ke. You can keap that
malarkey lor the real world. @
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CONTINUED

Game: Humans
Publisher: Mirage
Authors: Imagitec
Designs

Price: £25.99
Release: Out now

ou know, 2001 was a

strange film. Hailed now

as an SF classic, it was

panned on 15 onginal
retease and bombed wilh avdences
It only began 1o gain a repulation
when "60s hippies took a liking 1o i
because they reckoned that all that
daht stargate nonsense at the end was a
bit ke a druggy expenance, hance the ling
on the poster for the film's re-release, ‘The
Ultimate Trip'. It soon gained a cult
audience, and by the mid "70s it was baing
called the greatest SF film of all time
(Great stuff Dave, but cou'a‘ you do a
review for us evenluaily 7 - Ed|

IC

Usg recelves a telephone call informing
him that he has won the new lottery.

You'll need te gei four tregs up here,
then get them o stack up 1o that one
can climb up and discover fire!

This spear should come in handy, 1o
start by sending a man up for it

yseajun abeaiy
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their Lemming- allke. But what s it got to dn W|th 2001"

Anyway, remember how one
caveman picks up a bone and uses il as a
weapaon, and this is shown to be the first
siep in man's evolution beyond the
monkey stage? More to the paint, he
doasn’t learn how 10 do this by accident
ha's given a clue by a beg black monalth
that suddenly appears from nowhere. And
then the film 1 goes on to suggest thal thesa
monodiths have been egging us humans
on for the las! few millenmia, to get us 1o
the technological slage we are at today. In
Humans you get to be that monolth

The game is a puzzier in a Lemmings

vein. Set in prehistoric times you have fo
help your tnbe discover the spear, fire
ropa and the wheel and halp tham on the
hrst lowards civilisaton. Each level
comprises a senes of platiorms, and you
are given a goal to achieve The first, lor
example, is 1o discover the spear. You
don't make a cisCoverny on avery level -
instaad the levels alter you make a

Vault onto Terry's back
1o get across the gap.

Throw the spear. It1] land on the platform
below, where the other trogs can get at it.

a rl':l-'l’_”'r resquirg you to leam how 1o use

1 a number of different ways. With the
sSpaar, you can throw 1, brandish it o ii.E[','_'l
cnosaurs at D.]"' Lyes nistoncal accuracy
has goné nght oul of the window) or use il
to vaull over gaps

ONE HUMAN AT A TIME

You have a number of humans in your
tribe al the slart of each level, and you
have a certain amouni lefl alive at the end
of it's 'game over’. You control one human
al a ime, guiding him around and making
m pick things up. You can
also make them climb on
gach other's shoulder
0 that they can reach
high ledges. When
you discover fire
you can burn down
gnilable obstacles
wihile tha whael

There's another spear here, 10
pick it up on your way past.

e

Throw the spear to kill old Tyre,
otherwite you're Rex's lunch.

“Some of

the levels
are very
ingenious”

ncreases your mobility and gap-crossing
abilities, You can also hich ndes on the
backs of plerodactyls. There are also
pressune pads whech remove large slone
walls, (So there must be some kind of
advanced species lurking around
somewhere, musin’t thera?)

The basic idea is pretty sound, and
some ol the levels are very INgenous and
take some working out. But you have 1o ba
commilted, because the mechanics of the
game Work agar nst your I-"I|0'|-'I'Ilt"l'l'. I
comes on three disks, yet doesn
recognise a second aisk drive, and 50
there's a kot of disk-swapping going on
and the loading seems fo take an
age. And then there's the conlro
Syslem = a maxture of joyshick

and keyboard, it's incredibly
awkward, and hardly makes
spi-sacond timing a
possibality. For example, to
selact a human you have 1o
fick through them using the
cursor keys, which is a pair
there are guilte a few of them on the
screen, A mouse-controlled syslem
whare you could just click on the man you
want you have been much better

The graphics are a strange mix, 100
The humans are well drawn and animaled
and the levels graphics are colourful, but
the dingsaurs and ather creatures ane
prefty lame. They're all serviceable, but
nol jolly enough for the atmosphera the
game is Irying fo create

1 when

A shame, raally, as Humans has
potential, but like the species it is based
on, it squanders it (bit ol Star Trek-like

philosophy for you there
@ DAVE GOLDER

THE BOTTOM LINE
There's a fine game struggling o get
out here, but it's all a bit too stodgy.
The idea is interesting enough but
the controls fight against any |
fluency and the graphics, while bold

and colourtful, just aren’t witly
enough to save it. Puzzles fans
might enjoy it, but anyone expecting

something as frantic and
addictive as Lemmings
should steer well clear.

10
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CAME REVIEWS

Game: Lords Of Time
Publisher: Hollyware
Authors: Steve Postma
(design), Steve Postma
(graphic Steve Postma
coding), Steve Postma
(sound)

Price: £25.99
Release: Oul now

jew |[jam Aew aweu ay|

® you think of Dr Who. But there’s no connection at all.

On the road, but
still no sign of
lach Kerouac.

With only a dagger, you have to find your
way heme. Where are those ruby slippers?

graphics are
drab and

HIMOd VODOINY

H3Iaw3Id3a

; = THE BOTTOM LINE
Abeve: On the town, ] e : FRPGs are a struggle to review at
bt still no sign of the best of times, but this one really
Gene Kelly or Frank Sinatra. ™ y left me cold. Shivering, in facl. There

just isn't anything in it that 53

L

Z66

Right: In the shop, but still no i 1 : stands out. No "eomph’,
sign of, erm, someone who wrote ey " " . that’s the problem.
4 book aboul thopping. r R s s ..

O




Big butch soldiers standing with large
machine guns pointing to the left: Me.1 in
a long series for you to cut out and heep.
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Lots of little yellow bullets coming your

way here, but don't worry = a couple more

paces 1o the right and you'll suddenly
—— become completely invisible. Apparently.

Merciless mercenaries get a chance to be, well, merciless mercenaries, really.

Game: Fireforce
Publisher: ICE
Authors: Day Gibbons L
Price: £25.99 g i the hing |
Release: Out now : @ in 1992 (heck ns-ar.y

am in a

Qo LDI
sura, what with all the o

na r,- it didn't really matter oo
hald that ag you. ¥ you did your kiling, as long

don’t mean
as terminally
as you eve
...... L many times are you go
fall for this odd "You're the
Clomp, clomp. "Hey, what's
7]
Slow to
react,

awkward to

DECEMBER 159892

® STUART CA MPBELL

THE BOTTOM LINE
Simplistic and thin scrolling beat-
‘em-up with shooty bits, but
precious litthe to make you want to
u all the tima, y: ] ] play it for more than a day. Old-
fact that 1 s to be able fashioned, which isn't a 5 ﬁ

AMIGA POWER

T

3 yOu any m you go bad thing, but also dull,
which is.

N3



“More
pleasing to
the eye than
a lot of tile

/e the maost apl

game. After all the

Is it a new miracle drug? No,

Game: Zyconix
Publisher: Accolade
Author: Miracle Games
Price: £24.99 : g \
l = a 1 Zvconix. A clash of a0 . as slar i
331 nOW & : atris, Kiax and 0 - THE BOTTOM LINE
" 4 Puzznic, and it looks  d = they were The four games in one make an
attractive package lor anyone who's
really into staring at tiles falling
down a screen and trying to make
lines out of them. You can't help but
oy o tiles (butl mos ik 0 think that this game, although by no
Jection screen for the four tibgs amazed wie slrain and ¢ means bad, will vanish into
The B ies. Totally bisarre: fo one has been  other games lead obscurity with all the other mediocre
papn et able 1o come up : 0t games in there it puzzle games. It will last longer than
most of them and hold your

attention for a bit, bul in
the end it just gets too 53
boring and repetitive.

1982

DECEMBER

AMIGA POWER

m
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See that light green block? Any minute now, it's going m : rreEm A tile that lands on the cylinder (in the fifth column) will
te complete a ling of four and theyll all disappear. disappear. Handy when you're under pressure.
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You have to use your own imagination
aliogeiher too much...

[ Time: 01159150
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..what about some nice atmospheric
guphns, chaps?
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Tense, nervous headache? Take Paladin Il. (That’s it, you really are fired. - Ed)

Game: Paladin Il Tive: 023
Publisher:

Impressions : 4l nouss: 4
Author: Omnitrend .

Price: £29.99 FFF

l"-'l -

thy

The icons mlghl be casy to interpret, but it can
sometimes be ditficult to work out what's going on.

3]
m
L2}
=
w You're on
o stony dogsn't
z ground as Tinp: 02110 sound like - raction and see M
3 You enter a AF RODHLY ™ | abere's appear on & o LES Eu.rs
fortress. Hours: 19 : name, opponent is hardly rivetting stulf. The
g porrar: Fiko—  dossi? screen scrolling is jerky : : THE BOTTOM LINE §
n-_gﬁ:: 3 q Hlmlmmmmmq::m
v H- 1y & S yOU maxe no interaction m“!
c [ Detece 1ox | One thing that has been wel gameplay Paladin Nl runs into
W T sems lying o When thought-out is the ¢ tem. The trouble. It may be a bit bit of fun at
z PR i Bovrs: O s arly laid d oparating first to traipse round the countryside
O B everything couldn't be beating up all the ditferent life forms
- pick them ] § : g @ thal alter a coug o you come across bul the novelty
< up and : ] L bat is e wears off and you are back to the
= use them. j . : newhat disappointing. In fact humdrum of move and kill games.
< : ; 1 ; riendly ( games in the past and I'm sure
such i 1 g they're working on better >
Here Redney the, er, Redney, all must gh, one thing | did r games now so we'll count E] =
O dressed up with nowhere to go. gans, Th this one as a slight glitch. =
tha dead Paladin
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Game: Tiny Skweeks
Publisher: Loriciel
Price: £25.99
Release: Out now

ith a name like that,

what sort of a game do

you expect this to ba?

A totally avil, hard as
nailg mulli-way scrolling blaster? Or
an anormous RPG with more monsiars

TINY

@@o6 6@ O

"']

ok A
=%
¥

Gr’

14...

M -hltomiﬂ!tiﬂm
, Quick, g1 out the BOT.

KWEEI(S

They’re cute, furry and full of fun, but they’re also out to take over the Earth.

and spells than you ever thought possible,
@ven in your wildest lantasias? Or parhaps
a cutesy little puzzle game with flufi-ball
characters and iritating sound eflects?

There is a piot behind the game, but
you don't really wani to know about that
You do? Well, as the rather dulf transiation
on the back of the box explaing, "My
children, the tiny skweeks, have taken in
hostags with a waterphaser the driver of
their spacebus while he was drving them
oul to holiday on the moon.” Oh, | see, it
all beging to make sense now

Anyway, all you really do need lo
know s thal the skweeks in question have
landed on Eanh and are defermingd 1o
wriaak havos. And, surprise, surprise,

oc manib
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you've got o stop them. Quite how the
I 15 itsell is unclaar in the
game, but the manual burbles gaily about

mm-ummmummmm lilit
ones or there'd be no challenge, would there?

TRAP US EVERY ONE!" SAID TINY SKWEEKS...

how they've got an insatiable wrge fo tumn
things pink. In fact, the plot is totally
irredevant — you have 1o stop the skweeks
and that's that
Varying numbers of coloured
W skweaks appear on a senes of single
= screen levels, and you have to put
| them 1o sleep by manoeuvring thum

colour as the skweeks. The n:-ﬂl,I

troubde is thal the skweeks only move

in straight ines ang will
y slop moving when

they hit a wall or

some other

object, which

maans you have

; lﬁmfmmm [iale

|- W J

~
J'l'
£ T

elements a
good puzzle
should

o devise devious ways o move them
around the increasingly defficult
1o the nght traps
To make matbers worse, you're up
against a draconian time limit, 50 if you pul
ong skweek wrong the whole workd will be
painted pink. (Well, it would if the game
agreed with what it says in the manual,)
And that's about it really. 101 levels
of mildly interesting, but ultimately nol
particularly engrossing, puzzing fun. It's
go! all the eleme good puzzia
should have - stupidly easy opaning
lavels to h you how 1o play, 8
defferant theme lor each st of
ten levels, and a smattaring of
bonuses. And of course
thare’re the ubiquitous cuddy
things that pull faces, and
stick thedr tongues out al you
It But at the end of the day,
when all the clichés are said and
done, you can'l halp leeling that
something’s lacking. The g
draw you in :md make you want 1o keep
ou've gol 1o the end. Sura,
it's vary well prasanted and he control
em's easy 10 use. But the game's not
a1 all addictive. The idea of the game is
peculiar - you have to save the Earth by
capluring the cuddly things, when normally
you'd be saving the cuddly things. There
just doesn’l seem fo ba any point, and if
you like a little substance in your games,
you'll find Tiny 5 more than a tiny
bit lacking. But does there have lo be a
point? Well, no, not really. Not if you just
wanl a diversion for a few pleasant hours
of moderately parplexing puzzie-game hun
® RICHARD LONGHURST

THE BOTTOM LINE
A fun little game, but nothing to gel
too steamed up about. It could fit the
bill if you're on the look out for a
now puzzier, but equally
it's a game you can easily ﬁ B
do without.
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Game: The Dark gg
Queen of Krynn -
Publisher: 55I|
Price: £32.99
Release: Oul now
Other details: One

our Green Flash and let’s go adventuring.

Z

ave you got all 24
episodes of Blackaddor
on video tape? Do you
ride around on a BMX?
Dud you go 1o this year's Dr Who
comvention? Do you wear mustard
cofduroy rousars, grey socks, a
navy blue shirt and an army-
surplus jacket?
When it comes down to it,
The Dark Queen of Krynn is a
commaon or garden RPG. An RPG
just like Eye of the Beholder I, or

| ‘eyded anok dn d

< 230B

Combal-tastic. We've gol a woomph —
right batile- mungous the pretty
situation here, mate. It's not graphics disappear
and you've gol a screen lull of numbers
It's really quite brutal

I's got everything a D&D player
HITPOINTS would find in the paper-and-pencil version
of the game, but without all the hassle,
without the nead for a DM (that's what
they call it, isn't it?) and with a lew pretty
pectures bunged in for good measure. He
should rush out now as fast as his Green
Flash can carry him, and buy a copy

From tha RPG players point of view
this ks stll well worth considenng. Like |
£aid, those numbers are ever-present, but
the graphics are atiractive (if a little titchy)
and thera's masses of guestng 1o be
done. The combal sequences are heavy
going though, with weedy graphics and
Dungeon Masier - games enjoyed by The first is tha nama, The Dark those little metal orcs you occasionally lots of rules to struggle with. And the user
gven someone as lashionable as our own Queen of Krynn. The second is that it's the  come across in toy shops. Primarily interface is pretty crude — everything is
editor. It's got a party of characters, each third in a series, the preceeding though, ha's inlerested in numbers. doné by clicking on words al the botiom of

with their various attnbutes for strength, games being called Numbers rule everything he the screen. Oh, and the music's awful
magic ability, wisdom glc: il's got a ques! Champions of Krynn and doas - gating, sleeping And the message you gel when all your
for them to solva; it's got lots of spalis, Death Knights of Krynn, "'Tl'lere ;s walking around, the lol. And  characters die is a little abrupl
magical keys and puzzies, it's gol battles The third is the words it's these numbers which From the shoot-'em-up player's point
:Td::i:g?:?; g:::r SE,:::T ||::, got a [?‘:g:;:::i;m masses of :Jr:dimnTalen’l; f{,-{.m and ?; VIEW, hc-::e";zrll wel1:_ ': don't think ha's
I i Vi your ui . which will render it a no- likelty 10 make that mistake

current position in 3D(ish) Dragons® Computer ques’llng fo go 2one 1o everyone but ® JONATHAN DAVIES

Threa things, however, conspire io Product’, which are the most commitied D&D

be done”
lend The Dark Queen of Krynn the status written on the packaging in player. All RPGs have lots THE BOTTOM LINE

of ‘Unclean’. Three things turn it from a large, red latters. ol numbers in, ol coursa, and Territyingly trainspotiery, but this B

simple, cheertul RPG info the sor of game Mow, the Dungeons and in reality they're jus! the same achieves what it sets out to do E

that has even the pluckiest ol reviewers Dragons player is a very special numbers thal you'll find in Kryna. It's remarkably well. Presentation is E

scraiching ai the door until his fingernails breed of parsan. He may find some just that in a game like Eye of the generally fine, everything works >
bleed, his eyes wide with terror satistaction in purchasing and decorating Baholder thay're imegrated into the gama as it should, and there's

. . s : 1o some extent, and most of the time plenty to play about with, ﬁ] g

Hd i, . i ot 8 § you needn't worry ﬂbﬂu! 1hﬂm In Qutrageous price, though. <
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When the going gets tough, the tough fight dragons. And not just any old dragons either T - roar . : i - 0
= only big blue enes are good enough. On the right it an empty room. Phew! s o e ——t— " - —i]
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Game: Caesar
Publisher: Impressions
Author: Golden Sector
Design

Price: £29.99
Release: Out now

riends, Romans, Countrymen,

lend me your ears. il you wani

Sim City with a few more

barbarians, then Caesars
definitely your game

“Infamy, infamy! They've all got in in

for mel” as Emperor Kenneth Williams
said in Carry on Cleo. And
that's the feeling you gel in . 4

j

The Rumn Empire is coming back into

fashion. We’ll all

Caesar. Thara you are, a Decurian with
your heart in the night place, trying to make
the best of this province circa 5 BC you've
been given by the Emperor, and hoping
oné day to nse through the ranks, and
perhaps become Emperor yoursell, But
everyone seems intent on making life
hard. If it aint the barbarians attacking
your cities, then your own citizens are
rioting. It's a hard life

Caesaris a bit like Sim City. Actually,

Caesaris a lot like Sim Cily,

but with a bet mare to
think about. There
are two levels of
. play that you
have to
carg of

LT

HE WAY T0..

ESAR

be eating lying down before you know it.

simultaneously — city and provincial, You
start with a large area of scrubland, which
you have o turn info a thriving, happy,
prosperous province. i you pleasa the
Emperor, you get a promotion, and a new,
maore important,
province
1o govern

The city level
= which is viewed
n close-up and
you have 1o scroll
anund - i mos!
like Sim Cify. Here
have to builkd
cibes, making sure
that all the
elements thal
going inlo making

Ife bearable for your citizens have been
included - housing, water, employment,
cultura, education, an administrative
centre (the forum), law enforcamant
and roads (good communicaton
i% essantial). You start with a
capital, then branch oul,
using roads, 1o make
other towns. If you plan
well, then the cities will
grow and expand of their
own accord, as their good
reputation gradually
attracis a larger populabon.
You also have 1o keep
an eye on the poltical side of
things. All this cansiruction takes
money, Thera's the upkeeap of the army 1o
think about and you have fo pay the
Emperor an annual tribute. So you nead to
raise laxes. All these matters can be dealt
with by visiting the forum where you have
a number of advisers. But beware. i you
make kle 100 hard lor your citizens, or you
let your ciies fall into disrepair by bad
slave management, there will be inner city
riots and large areas will be devastated.
The provincial level deals with the
military side of things. Hare you get an
overall view of your province, and you can
see where the marauding barbanans are
You have to build up your armias, again by
going 1o the forum and dealing with your

Al this level, the view is very much Sim Clity meets
Populous with a touch of Carry On Cleo thrown in.

“More
icons than a
book on '60s
pop stars”

military adviser. You also have 1o deploy
troops and issue commands, deciding
which lactics they should use. The actual
batthes take place off-screen and you just
get 1o see the results but if you have

Your scores are represented
by these columns. Quite a
nice touch, that.

Impressions” Coharts 2 you
can actually play out the
batties in that game.

Caesar has more icons
than a book on sixties pop
stars and you spend a lot of
the tima clicking like a
grasshopper during the

making 5eason as you access
various menu bars. Bul then,

considering the complaxity of
the game, it's hard o see how they could

be made much betier, though they might

put some playars off.

I you like strategy gamas, it's wall
worth checking out. Having to
deal with two levels of play is
intriguing twist, and the

graphics are quite jolly in
a Populous-like way (la
lots of Itle animated
figures). Whila the
challenge is greater than
with Sim City, the game is
also less easy lo gat inta,
and not as instantly appealing
- if you make a mistake it's
vifually impossible 1o rectify . You
have to get your planning right from the
start, but the etlort is repaid. You might
slart off with your cites crumbling, but you
just have 10 have oné mora go, becauss
you figure you've worked out what you did
wrang the last tima.
® DAVE GOLDER

THE BOTTOM LINE
A pretty darned good and
compelling game. Not for your
average shool-"em-up fan, but for

ba:

anyone willing to try
something a bit more
cerebral, it pays dividends.
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And the hits just keep on coming. If you
thought you were going to have to wait until
the second Tuesday in March for the next
Budget, think again. We've got loads of them
here for you right now. So read on...

WORLD
CHAMPIONSHIP
BOXING
MANAGER

Publisher: GBH
Price: £7.99
Release: Oul now

Have you evar wanlad 1o gt imvolvad in
some completely legal gratuitous violence
without having to risk gelling your head
remgvedq from the ;.n;jrox:m:{.!e VICin |j- |:-|
your shoulders? Well, countesy of GBH
you can now order someone else lo go out
iing for you as you
lake on the rode of a boxing ager. A
you have 1o do 10 join the Mickey Dufls of
this world is talk big money. smoke a lot of
cigars and dodge the occasional bullet
from d Sgrunt ted ax-chams of yours

Well. | guess it's different |
thase side-on view cruddy h;.'ll.r'g

and take the hammé

g;r“{‘z‘.

Publisher:
Codemasters
Price: £24.99
Authors: Various
Release: Oul .
now

IGHT TO
THE

e =

And of course, because it's a boxing game, you gl some greatl
scenes from the, er, televition commentary box.

that have been done befare. This time you
get o handle all the behind the scenes
Stuff, unfgrtunately it isnt much more
exciting. Handling the affairs of a bunch ol
boxers may sound like living 1he high life
(i does? — Ed) bul il just lurns out lo be a
fairly tedious repetitive procedure
Considening thal all you really have

ow, five games on
one compilation for
only twenty five quid
It doesn'l lake a
genius to work out thal only five
quid for a game 15 a good deal.
How can a pack like that possibly
@o wrong? Well, all tha games could
be a complete waste of disk

at twenty five quid for
five games thay can'l
be that good. can
Fl they? So let's take a
look at each of the
games in turmn.

Magicland Dizzy,

THE
BODY

space for a start. After all,

to do is keep your men
i, line up the fights, give
your man adwce and gel
him i again afterwards

2's a lol of mas:
around that you have 1o
go through

Granted the static
Screens are nice but
thare aren’l very many of
them and you'll soon gat
SiCk Of the saght of your
ouxom Secrelary
wiggling her bum as she
gets fliles from the filing
cabinel. This falls very
much imo the sama
calegory as a kol of
looiball manager gameas
Thera just isn’t enough
10 do 1o keep you inleresied. The basic
idea is Boredom Cily 50 no matter what
GBH did with it it couldn't possibly be
prasented in an interesting and playable
way. Click on a lew icons then waich as
two old fools commentate on how your guy
IS getting beaten wp in tha ning

The first couple of fights tend to hold

HERD

CABORT

umm. We reviewed this a while back and
it recerved a rapturous reception. It's quite
probably the best of the (many) Dizzy
pames. You may be sick of the sight of
tha damn fool egg's romps through his
vanous guises but he keeps cropping up
all over the place. In fact i is quite lucky
that Codies chose this as opposed as 1o
any of the other Dizzy games because
this is the bast of the bunch. It's a lot of
. fun to play, even if you're too old to be
playing these kind of games. This one is
definitety worth the fiver asking price.
Mext up is CJ in the USA. Whoops,
the less said about this game the better.
The firs1 C.J gama was really a kol better
than this. The conirols are a serious lat
down and the collision delection is, er,
well, it alimost works. When we reviewed
it in issue 18 it received a whopping 19%,
or should that be a 19% whopping? To
quate the review i's dull, unaventiul,

your hopes up as you ane genuinaly
narestad in how your man is doing but
alter thal you gel really bored out of your
brains. (But you don't really have very far
lo go? - Ed) Getting all the way 1o a il
shot would drive you round the band. It
takes 35 |usl 10 progress (o amywherna
nea '.u:;: ten, lat alone the top spot
Let's face it, this game is ke a British
heavyweight title hope. They lock good but
when it comes to the crunch they fall flal
on their behinds and hit the deck. Eight
quid for little more than a few nice screens
S a ithe over the 1op

® LESELLIS

THE BOTTOM LINE
The individual screens look very nice
but what you have to do is
guaranteed to send you to sleep after
a while. It’s uninteresting and dull. i
you are into managemeni games then
go for one of the decent football
games around, this is the

wrong kind of turkey to 58

get this Christmas.

annoying, badty designed rubbish. |
guass thal jus! aboul says if all, and
| for one am certainly not going to
disagree with it. Even for a fiver it isnt
warth the label

Sa far, one good game one bad.
What next. Ahh, Capiain Dynamo. Well it
gol a luke warm reception when it was
reviewed in issue 18 bul it is ime for a
small conbession. | reviewed it and gave i
579 but | think | was a ttle harsh on it.
I've played i since and quite enjoyed i
With hindsight it's worh a bit more than
that, especially when you're only paying a
fiver for it It's a basic run of the mill
platform game but it is fun to play. It's
cute and colowrful and well worth
looking at. Consider that humble pee well
and truly eaten,

Steg the Slug. Well, we gave it 79%
50 someone somawheare must think it's
pretty neal. It actually isn't that bad. t's

Bon't jump, I
Oh, well maybe
it's mot such a
bad idea.

Q..
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PICTIONARY

Publisher: The Hit Squad
Price: £7.99
Release: Out now

Can you remember the wel Sunday
ahllemoons spent playing board games

Qoh, | know. It's, er, ‘falling bomb world people’, isn't it? What
do you mean, ‘na'? I'm going to say | got it right anyway.

with your brother or a Inend? Sooner o
@ler, fights would develop wher |
you started 1o cheal. Board games on
computer only ever have one thing going
for them. The fact that if you're on your
oW you can play against the compular
.l'-'u[,'l;il'. from that, whal's the paint of PlayiIng
the game on screen when you can play it
normally? And besides, you can't cheat
Even for a board game Piclionary is
unusual. The rules are dead easy. One
playar draws a picturg and when tha
other, or others, guess what it is they
shout it out. If thay re nght they can move
further round a board. The first player to

ang o

reach the and wins

5 simple when you

avie 1o 0o 1

on a mach

For a starl
hand at DPaini or £
anted ar O
AW 0N screen looking remo
upposed lo be are pretty shim. Of
course this problem
solved in one-player
Moo whana :.-'I:..- can
take on the
WRICH Oraws P
for a few bits of plastic

and silhcon

) are a dab

il massively

¢ [ibod what

n ong-player mode
does have a major

major drawback. When

you'ré ready 1o guess

ce bar. Simpl

enough but ther

gives you the
you got i

be alr

answear and then asks
right. So hones! Joe
nos! people would jusl say yes
And atter af 2% you get so bored
you il 00 anything just 1o get 1o the &nd of
the game

The opponunities for ch
even worse in mulli-player gar
you're actus asked which play
night. Why nol gét out the boxing glove:
ght now? This »
aAraumaents ) . f .lr}
and il's hard to imagsne that this was ever
bel whoaver bough
was disappointed when they played it

a full price release

very simple in games and two
concept (aren’t they pretty bad ones

all) but there is a Evan al their normal
puzzle elemeant price the three good
involved which games would cost
actually keeps you you £23.97 so for
coming back for just only a pound and
one mare go. The Iwo pence moe you
basic premise is that gel these two extra
you have to leed a games that may
family of slugs with a keep the you (or the
load of maggols. You  Caplain Dyname swings out of retirement  kids) quiet 1or a low
hava to get the and into Super All Stars. hours. It's worth
maggols to the slugs buying i you

while avoiding all the obstacles put in haven't already got any of the titles but if

your way. As | said, simple in concep! but
tairly addictive in execution. That's three
good games, now wa're galting ihara

That leaves Robin Hood: Legend
Quest. This is the only ane of these
games that hasnt already appeared in
some guise or another but I've no doubt it
probably will. It's an arcade adventure of
s0ms, but not a very good one. It leatures
some of the wors! aliempts at animation
and character movemen! | have ever
come across. It gets tedious after a law
seconds and then goes downhill fast. As
you would expect, you are Robin Hood
and you have o go into the castle in
Nottingham to beat the Shentl and rescue
masd Marian, but why bother? You won'l
want 1o see 100 much of 1his before you
furn it off

S0 there you have it, three good

you have got ana of the good ones then
don't go for the pack. I's good but, er,
nol thal good.

® LESELLIS

THE BOTTOM LINE
Five titles, but only three make the
grade. It makes a good present for
your kids i you want 1o keep them
oul of the way, but if you're thinking
of buying this for yoursell then

think carefully. This is aimed at a
younger games player, there are a
lot of compilations out there with
some very strong titles in them.

Check out the shelves
carefully before shelling
out for this for yoursel!,

gel a hifthe
¥

However, the game

Pictianar vig ar
sappointing game

poor with only ong
d
g

major effort, Prince of the Yok Folk, was

11 Biera
fime

2zles seem to be solved

daament. N's an

WOrk On CoOmpuler:

these bafore

played P
Pichonary really is the worst of a bad
bunch. If ever we needed an examphe ol

10W 3 Jame won | Work on a compata:

this. Even for eight quid it just isn't worth it

® LESELLIS

while the obd stufl sells why
pumping it outl? | guess ",_,",I'.;J' e

THE BOTTOM LINE 1 just holds little appeal
It isn't thinkable that this was once a
full price game. There are no
elements of gameplay or real
challenge in it and once the novelty
wears off, which takes a few minutes,
you realise that this really is a poor
effor! at a game. There is nothing
here to make you want to play it
again. Come to think of it after the

S )
SPELLBOUND
DIZZY

Publisher: Codemasters
Price: £7.99
Release: Out now

average game

® LESELLIS

THE BOTTOM LINE
The character is dated, the conceplt
of the game is even older, and the
look and feel are older still. Dizzy
fans will probably feel at home
playing this game, they'd have lime
to finish it between coming home
from school and belore Children's
BBC starts. Older players (anyone
over the age of ten) won't like

this one little bit. Isn't it 53

» Codies ever stop producing

urng an eoq al all th |".’}Z~-'l I

ol. As the Di imbs new
of populanty, the egg is

about time Dizzy was
laid to rest.

f SETes C

becoming one of the most wall-known
around. Wall, on the bu B
=
Game: Supercars Il 5
Publisher: GEH Gold b
Price: £9.99
b ]
o]
hera ANyw :l' DUt R { played a f'in
many of the olt | don't know how atlest addition is il
@ biggest. Thesr last W peophe wi
games, Magr
e . o
THE KILLER BEES m
(2]
™
diflgrer =
]
T T | m
\
. VoL HERE STUMNGY | b
r By THE KILLER BEESY
o
w0
LM

ar stripas. furmy dice
and mines

als. You also

Only Tim remembers the South American Killer Bees
on Saturday Might Live. He says they were very funny.  Chance 1o win @
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Price:£25.99 aro's ol oria faal Brab
Authors: Various . ddiciloushy i
Release: Out now & fa ol

Oh good, some beat-'em.-ups Our hero finds he has besn Super S Inlo il A stATT s on

1o review. There's nothing Glued to the ceiling in Final Fight. 10 go dow traight piece of road. Bul
thal gives me a bigger thrill ; this i5 a gr rACinG Qame
than games whera you gel to

wandes up to bad guys, wiggie the

|oystick around at random while

the fire button until either you
or they fall over, then doing it again and
again until either my joystick, my wrist, or
my lemper snaps. Let's face it. Amiga
beat-'em-ups nearly always suck.

Still, some beat-'em-ups ara mildly
less atrocious than others, so just for the
‘sake of the shear mental exercise of it,
lel's sed i we can separate the chafl from
the, er, real chat in this ill-advised
compilation,

Fight, Domark's ageing conversion of really good fun. coin-op made 'interesting’ by the huge
fantastically popular coin-op Pit Fighter, Sadly, after thal unexpected boost,  digitised graphics which lurched

and Ocean's own ax-Chrisimas Number  it's all predictably downhill from there on,  impressively around the screen. On the
One, WWF. Staggeringly, for a popular Pil Fighter was a spectaculary medsocre  Amiga they look like blobby stick insects,
coin-op these days, Final Fight is actually which throws the uttarly
a pretty groovy fitle game, with lovely O JEOESoo) gamepiay info sherp
butch sprites and some reasonably Yy reliet = all the fighting

entertaining action, aspecially for two maves are so llogical and
players at once (another iron bar in the slow-1g-work that you really
tace for those who would have you will do a ot better with the
babave the Super NES has rendered the
‘Amiga obsolete as a games maching -

try playing SNES Final Fight in two-player
‘mode. Oops, sory, you can't, can you?),
and the conversion is surprisingly

‘accurate. There are a couple of minor
‘omissions and there's a little bil of slow-
down when there's a lot going on, but
Final Fight on the Amiga is essentially

Fighter thete's a lairly wide
of dilferent Moves
to randomily instigate and go
‘co0!’ at. In WWF
Wrestlemania, you get
about three (most of which The long and winding road that leads... well,
simply involve eithar nowhere. But it's great fun nevertheless.

waqggling the joystick or

4 Il-l;w;'ll;’ﬂu'ﬁ-rnrl‘im vy P It -
Gary Pann gave this an All in all Supercars I is a rather neal
ol sither any real WIWF el orany Bindal™ cames have, of course, been released
remote attempl al gamepiay, and, nce, namely the Lotus games, but this
struggling to ba positive, came up with a still stands up in its own right as a dam
mh m‘uqmmmmw. firi ';-u"' FEOFNT-tY0E FACING QaMmE "

free video in the box. Now, of course, the riainly much cheaper than a decent
free video has vamoosed. Scalextric sel. 50 buy it. You won't b

It you happen to wander inlo a at all disappointed

soltware shop and someons tries to sell ® LESELLIS

you a copy of this, then | suggest you do
the same. Just buy Final Fight instead. THE BOTTOM LINE
® STUART CAMPBELL Supercars Il is still very playable
and quite addictive. Once you've
finished all the courses undefeated,
however, it will lose some of it’

DECEMBER 1992

THE BOTTOM LINE
A slightly more expensive way of

appeal and you'll only go back to it
to challenge friends at the vicious

two player mode. At only a
tenner, though, it's still

great value for money.

AMIGA POWER

really neat, the other two

buying Final Fight. s 52
are unadulterated crap.

O
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TANK ATTACK

T W EsEsTaEmE B W

L L L b e

PD or not PD is the rather predictable question with
which to start off a Public Domain section. The Bard
of Bath, Dave Golder, checks out the latest in free,
nearly-free and not-free-at-all-but-still-quite-a-long-
way-on-the-cheap-side software.

MAD SUSIE
GOES ON

Telescan Computer
Services
Godiather 2. The Empire Strikes Back
Superman 2. Rare things - sequels that
are better than their predecessors. Mad
Susig Goes On is another example. But
there 15 a difference. The films had pretty
tough acts to follow. Mad Susie Goes On
would have had to be the computer game
equivalent of Attack of the 50-foo! Woman
o be any worse than the onginal

Mad Susie had one of the worsa
umping syslems aver. Il was a bl like

Just one small (mad) girl and her penylail
on a platformy journey through a casthe.

HE i
M nGwY

LT

Gy

frying to control a grasshopper on speed in
a lorce eight gale. The controls in Goes
On are hardly perfect, but at least now you
actually have a chance of playing tha
game without having 1o spend hours
learning how to get the sprile lo go whare
you want if

Mad Susie Goes Onis a platform
puzzier sel in a murky castia on a
thundary night. There's not much in the
way ol acton. Rather il's one ol those
games whese you have 1o work oul the
caorract route through the levids, picking up
bonus points, opening doors and avoiding
anything that looks nasty. Quite what
Susié, a precocious ittle, lolipop-carrying
child, is doing here is unclear - parhaps
her parents are trying to get rid of har

The graphics and sound are very
atmaspheric. The scrolling and animation
are smooth, The control system is, well,
nal irmtabng, at least. In fact it's
moderaiely diverting, though the puzzies
aren't much of a challenge - it's usually
prefty obwvious what you have 1o do, and
the game rarely lels you stray 00 far from
the correct path

VERDICT: An okay game, but with tha
lastabilty of an ani al an Aardvark
convention

ko

W

#
i

LELLY L L
BUMH X

R o e S pa—

INTREPID

Telescan Computer
Services

Shareware $15

This is one of those, ‘Okay if you like that
sor of thing’ games. You control a
futuristic lank which is dropped into anamy
terntory. You have a mission to complete,

_ﬂ&_.___h__i:

2| =8

= =£

D Il sy [ S

These are the controls. (Tanks a lot. - Id)

usually along the ines of, ‘Rescue so-and
50, blow up everything in sight and exit
slage laht

Enemy territory is represented as a
grid. You start in the botiom middie and
you can see whal is in each of the
adjacent screens. Whal can you expect o
find in these squares? Enemy tanks, fuel
silos, ammo dumps, that son of thing, Ah,

ded | lorget to 1edl you that you probably
won'l have enough fuel or ammunition to
complete the mission? You also have a
limited time, just 10 maka things aven
mare inlerasting

The game is mouse-controlied. Most
of the ime the screen represents the
controls of the tank, and displays the grid
You move about the grid using a
compass-type affair which you click on
You also have a probe which you can
send out independent of the tank. Each
maove lakas five minutes, and beth the
probe and tank can move in the same go

If you move into a square containing
enemy forces the screen changes to
atlack mode and you see whal's outside
The enemy poke their heads out of hiding
and take shols al you. You blast ihem by
clicking on them with the mouse cursor

Intrepid is pretty tough, but relies a
bal 10o much on luck - you have o hope
you search the correc! areas before you
run out of either fuel or ammo. But il is
fairly addictive - you always want just one
mare go 1o prave you can do it. And if's
excellently presented, with some clear,
functional graphics. Pity there's not a lad
mare varniety to the gameaplay, though

VERDICT: A pretty straightforward
stralegy game impressively presented
LA 8

ALL GUNS
BLAZING

NBS
This has to be one of the most misleading
litles avar. Oh, sure, you have a gun, bul i
your use of it approaches anywhere near
the description 'blazing’, you'll be luckier
than a very lucky thing indeed that's just
had an especially good urn of fortune

It's a duel whech lakes place between
two cars whizzing around a fop-down
viewed track. The winner is the first to
aither complete a sat number of laps or 1o
blast their opponent 10 more pieces than a
warehouse lull of pgsaw puzzles

It looks and sounds impressive, and
the inclusion of a course designer is a nice
touch. But it plays like a Marris Minor
struggling through a Miami swamp., The
controls are awkward, the cars bounce off
the sides of the tracks in all directions and
the using the weapons is a bit like the
jokes in Battom — if thay hit it's mone a
matter of luck than judgement

VERDICT: It'll drive you round the b
(Don't you dare. - Ed)
Rating: %%

Addresses: TELESCAN COMPUTER SERVICES, Handsworth Road, Blackpoo! = Blackpool 22296. @ DATACLAN, 17 Saltord, Allerdene Est, Low Fell, Gateshead, Tyne & Wear NES 686G
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(Thud.) Here’s a heavy _

sack of joy and no

mistake. Gary Penn
takes a look inside |
(rustle rustle) to g
find out what your
favourite Amiga
software programmers
and publishers are up
to next year...

IAN BELL

The co-author of Elite has been quiet on the
home computer entertainment front for
almos! a decade. Now he's returned with a
new project, Budo, which has been
described as a pacifist fighting simulation.
Can this be true? “Well, yeah,” he says. “Il is
abstracl. There are no humanoid figures. It's
a sort of cross between Teiris and Asteroids.
It might appear on the Amiga but al the
moment I'm developing algorithms and
working out the gameplay.”

lan Bell - author of the original Elite =
now at work on the Amiga.

T T 2 2 T
———r— . ——

- r—r—

IAN BIRD

The Millennium 2.2 and Deuteros author §

isn't keen to reveal much about his new
work. “It's a seedling at the moment,” he
says. “I'm developing it on the PC but it'll
probably eventually go on the Amiga. It's
very graphical. Very science fiction. It's

not in a similar vein to anything I've done §

before. It's quite original. There's nothing

| know of that's like it. It's all in modules, |

some of which look very nice. It's going to
be at least six months before anything
comes together to be seen.”

T ] THIS L[TEM MAy

Dewteres author lan Bird - back on the science fiction trail.

RENEGADE

For Easter next year there's Steve Kelly's new project, written in canjunction
with coder Nick Alderton and artist Dan Malone. Further details have yet to
emerge. Former Strangeways coder Jason Perkins and erstwhile System 3
artist Robin Levy have resurfaced with Auff And Tumble. a beal-'em-up with
a difference, as they say. And let's not forget Andrew Braybrook's Uridium Il

= potentially one hell of an impressive shoot-'em-up,

( Left: An carly development shet lrem Uridium 3, due next spring rom Rencgade.
-~

MAGNETIC
FIELDS

Shaun Southern, the man behind the
critically acclaimed Lotus series of racing
simulations, has understandably had

enough of cars for the time being. His next Nt ll
project’s likely 1o be a shool-"em-up. kil
Right: The last word in Lotus games, and the last Shaun
Southern wanis te hear about them for some time.

ERIC
CHAHI

The programming genius behind Delphine's
Future Wars and Another World has been
signed up by Virgin Games. His new
project is Heart Of Darkness (a
working title). Details are scarce,
but it's understood that Eric won't
be resting on his laurels. Heart
Of Darkness will utilise a new
approach to his impressive
(and unique) interactive
polygon-orientated story-
telling system. A release date
has yet to be set, but don't
expect to see anything before
the second half of 1983,

The lasl lime we spoke lo the
author of Hunter he was
working on a sequel

of sorts called

Maverick. Not

any more. “I've

scrapped

that,” he

says. “I'm

working on

something
else. I's still

it

The incredibly underrated Humter.
Why haven't you bought yours yet?

island this time. I'm

trying to create a realistic

sort of environment but I'm

going more for sports events rather than an
adventure as such. I'm utilising the fractal
landscape for skiing and water sports and things
like that. It hasn't really been done before.
Hopetully | should have the first events working
for just after Christmas. There won't be tasks to
complete as such but you will have to purchase
maps and things like that and work it out. It's nol
adventure in the sense of finding murdered people
and things. It's more of an adventure playground.”

BE PRODUCED
=9 BY ANY' FACTORY




OCEAN KRISALIS E=E=crru
smoath platform antlcs for '93.
“In the first quarter of 1993 we've got Hot Halches, . e s
which has been written by Trevor Scott of ID. It's a
Cannonball Run type thing,” says Ocean's
Development Manager Gary Bracey. “Qur
philosophy is to put fun back into these sort of
things. It's all very well having a good simulation
but it's got to be playable, too, as we
demonstrated with F-29. Then we've got Shut It
which is the unofficial follow-up to Push Over. It's
a different style of game but the same genre, if you
see what | mean. Sleepwalker, the Comic Relief tie-
in, that's for around the same time. Then there's
the Numero Uno: Jurassic Park. We're also
working on DC Comic’s Lobo for the Amiga 1200,
It's an in-house project by the same people who
did both the Addams Family games on the Super
NES. We're gearing many things towards
development on the Amiga 1200 for next year. At
the very least we'll have games for both the normal
Amiga and the 1200 but there are
certain projects we're working
on explicitly for the 1200. It's
unlikely we'll have very many
coin-op conversions. Ah, |
almost forgot. We've got the
most beautiful golf game for the
Amiga. It's by a new team called
Floppy Disk Electronics and it's
due maybe for the second quarter
of '93. It's the definitive golf game
and we've got the best licence to go
with it as well. You'll see what | mean
when we announce it officially. We're
in the process of tying up another big
licence at the moment and we're
certainly looking at tying up a couple
of others during next year."”

“The Amiga seems to be selling better
since the price cut, which is good news,”
says Tony Cavanagh. “For next year we've
got Soccer Kid planned lor Easter. We've
got another cutesy game, a classic
plattorm scenario called Alladin or Arabian
Nights. You have 1o find the caliph's
daughter and escape with her. There are
magic carpets and magic lamps with
Geniles to use. It's being written by a guy
called Siman Pashley. It's his first Amiga
project but he's done plenty of other stuff.
Daniel Headton, who's only just joined us, is doing the graphh:s. Also we have a mclpqwl publishing
arrangement with an American company called MicroLeague. They made their name with sports
management simulations and now they're broadening their activities. They have three arcade sporls
simulations: baseball, basketball and American football. We'll be publishing at least two of those next
year. We've two other products planned but we haven't any names. One will be a sort of sequel to
Sabre Team, using the same engine but with medieval castles and dungeons and things. | don't know
if we'll be re-using the Shadowlands engine yet.”

VIVID IMAGE
DEVELOPMENTS

“We're still looking for the best offer for Samurai Il says John Twiddy, “so
. in effect that will be coming out around Easter time. We're also doing this
\ Formula One racing simulation for Virgin Games, which is essentially for
the '93 season. It's a ditferent style of game really, more management
orientated than, say, Geoff Crammond's, so it's not necessarily the same
market. It's primarily for the PC but we will be converting to the Amiga.
There's nothing much else in the pipeline really.”

JORDAN
MECHNER

The snake charner

nmok. ions wou closer -
mECITeAe S TTLEuwE L s ana'|™™
wou can‘buy’ snake"! | o*

DCs lurid comic of ultra-
violence - coming o the
Amiga 1200 next year.

The Prince Of Persia author’s still beavering ;
away on the sequel for Broderbund. Prince Of -
JOHN PHILLIPS peri e panied o laselntbe UK | 2
through Electronic Arts in March of next year. .
The man behind Mﬂﬁu:m wu‘d the i mﬂhd Scavenger is working on a ?D p&m As was the case the original, owners of IBMPC o
based arcade adventure. gameplay's a Monkey Island, as an adventure. I'm not sure and compatibles will get first crack of the whip, s
what the storyline will be yet. It's set in a city ~ a proper one, not a Damocles-type one. Theraareroads and .11, \he Amiga version nol far behind, Thatis ~ m
. o pavements and buildings and stutf, and : 1
NEBULLS | « loads of people walking around and all. Broderbund are keeping further details
vehicles to drive. There's loads of detail close to their chests,
and depth cuing - the objects fade into o
the distance. It's using a remote camara o
view so it's not through the character's m
eyes - you can see him. The camera z
swoops after him as he walks through @
doors and so on for cinematic efects. It m
should be ready for same time next year, G
The warking title is 30 Game. | have a few -
names but it depends on what game's g
going to be about. I've yet to assignitto a N

publisher, | want to put a few months
more work into it yet. It's on the PC but it
could go on to the Amiga.”

o
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MICHAEL
POWELL

The Powerdrome author and composer of
the music for Glyn Williams' Warhead,
Archer Maclean's Pool and David

e
" B o

CHRIS
SORRELL

“I'll be converting James Pond Il from the
MegaDrive to the Amiga for... | think it's an
Easter release. It probably won't be called

Braben's Frontier (aka Elite /) has been ? ' » ok ot ke SR Splash Gordon. Dr Maybe has set up his
putting the finishing touches to his - an ! * ims*s® =2  base on the moon and he's mining the
futuristic combat simulation CyberFight... 5 e iy = cheese which he's sending to Earth to flood
for the PC. It looked as though CyberFight ; % - i"mp.."  theworld’s cheese markels. Obviously he has
wouldn't make it to the Amiga due to technical : wll:: ::?PPH m;?;:'ﬂ:;%’:;
difficulties, but now the prospect of it appearing is gadgets, and Po;rdr:m now walk round the walls with his
an increasing possibility. Michael's managed to get magnetic boots. There'll be a lot more interaction with objects
the polygon visuals running at a playable speed so and using them for various purposes, and more of the power-ups like the way they were used in
there’s every chance CyberFight will be released RoboCod. There'll be a big map screen to select the levels from.”

through Electronic Arts before 1993 is out. Hoorah!

CORE
DESIGN

Crikey! These chaps will be living in Sequel City next year.
They have Chuck Rock Il, Thunderhawk I and Heimdall Il.
“Plus four new eriginal titles.” says head honcho Jeremy
Smith. “With Chuck Rock Il, the story’s live years on.
Chuck's had a successful hall a decade. He has a baby
son, and he was also the inventor of the automobile. He's
set up Fjord Motors, but his arch enemy, Brick

Jagger, has also set up Datstone Cars,

GLYN
WILLIAMS

The Warhead author’s flight 'n’ fight
simulation Airduel will be ready for release
at the beginning of next year. It's no longer
with MicroProse though - Glyn's currently
talking to new publishers. “It's now more
of a video game again than a simulation.
I've recently fallen in love with 3D Studio
which is used to generate photo-

NICK
PELLING

The haxpen behind tha Amiga conversion of
Wing Commander will be working on Call Me
Red. “It's a kind of 505 McCarthy-ite wilch-
hunt with a squirrel. A political statement? Of
course: all Athenians are liars. It's nol cute, it's
a horribée squirel - this isn't going 1o be Sonic
The Squirrel you know. That's as much as I'm
saying. I'm working with Harman Sarrano. |

and he wants Chuck’s company. S : g don't really give a damn who publishes it Part
Brick's kidnapped Chuck. He realistic shapes. I'm using some o it's using my full screen parallax thing. It's
throws a rock through of that in Airduel. There's a not like any other parallax. It's my own

Chuck's house, with a slate
attached. There's Ophelia,
knitting a romper suil for
the baby, and she reads

lack of narrative clarity in 3D
games, so I'm redressing
the balance. I'm using
cutaway shots in Airduel.

parallax. | dhdn't pick it up from the parallax
counter in Sainsbury’s. I'l also be doing a
smoother, faster scroll than anyone’s ever
done before. | was lalking to some German

this message to hand g L hackers, There's a way of flipping batween
over the company. Baby When |'ve finished high res and wadiums I'cn‘ml pixel seroll,
Chuek hears this, Airduel... I've done a but you can't do it with a copper list and can't
smashes out ef his play couple of proposals for use sprtes two and three otherwise it's not fast
pen, picks up his toy a company. One of enough. I've also been working spatial sound
club and with the them's a video game for true surround sound on the Amiga. It works

immaortal words ‘I'll be

back!’ sets off to rescue his
dad. It's a similar blend of
cartoony platform action as
before, but this time we're using
some very clever technigues for some

much like the Super Mario-
style but with a tank called
an Urban Pacification
Vehicle.”

because your ears are actually spirals. I'm also
working on texture mapping using the Blitter,
I's using the same technique | used for eight-
channel stereo sound on the Amiga.” Crikey.
Mow if anly he could put all that into i
playable, i'd be one in the eye for the cocky

o real special things like proper swinging console owners,

o ropes and screen rolation. There are five levels with sub-

= games. There's a chariol race with dinosaurs pulling the

- DEmERnEEE] TONY CROWTHER

w bouncing on the back of a giant torloise to collect apples.

: mm‘;"m“bﬂ ::gm:::::m:::.da:: ::“‘ “I should have Captive Il ready for the beginning of next year. It's nowhere near like the

w can sat fire 16 il 1o light the dark caverns. And, of course, first one. I'll probal_:-ljr do another sequel using the same techniques. | took Captive and

o he can belt things with it. There are loads more interactive used it as general idea then scrapped it. Captive II's all the stuff | wanted to do in Captive

”ﬂ‘ characters and special traps. We reckon it'll be the but couldn’t do. That was me learning the machine, but now | know a lot more. There are
ultimate platform game. It's being written by Dan Scott, four screens at once, uslng 64 colours, It really makes your eyes open. It's set indoors -

¢ [[hodd Framirs. He's one cleverdude. The ongiesl sam C Y ey we wanted more office blocks and stuff, It's

w are involved... Bob Churchill's r',m“ designer and working using the same movement as Caplive 'cos|

2 MIULCINIS Long; vl Les POHSS SORG IS SHRetcS prefer it. Too much free movement spoils

P again. That'll be ready for Easter. Heimdall If starts where it It i P

o thefirst one left off, with the Battle Of Ragnarok. It will be . I's using polygons for the characters.
by the same team. It'll be similar to the first one but we're The problem was, | can't do polygons, so

g taking note of the loads of suggestions people sent to us. we got Ross Goodley to help out and |

2 [icuing o douae Tomirnen A RE i ks made i aster. | am also working on an

< suggestions. Il be heavy on the action again. We've got editor for sprites and stuff, which has

O

some new ideas, too, especially for building up the terrain
to make it more interesting. We're also looking to do a
sequel to Curse Of Enchantia, in space perhaps.”

metamorphosis between images but | don't
know what I'm going to do with it yet."

The highly acclaimed (but rather dated) Caplive,
finally due for a sequel from Tony Crowther.




WHAT'S IN THE AMICA BACG FOR "93 Lt B, L1t

RAGE It

“There's an original game we're working on at
the moment,” says Rage supremo Paul
Finnegan, “called Cheddar George. It's an
arcade style one with a cartoon element, but |
can’t say much more than that. We should have |
it finished for March or April of next year."
Cheddar George represents Joffa Smith's
Amiga debut (erstwhile Spectrum owners may
remember him for the corky Cobra). Charles
Davis is providing the visuals (his portfolio
includes the Hudson Hawk sprites). “We'll also
be working on Striker Il," Paul adds.

so FTWARE “I want to get another original product out for the Amiga, possibly two,” says Realms author
and Graftgold guru Steve Turner. “We're working on an overhead, everywhichway scrolling

BULLFROG

“Well, Syndicate’s slipped into next year.” says
Populous author and Bullfrog boss Peter Molyneux.
“Then there's Pip, my next game, which should be out
around Easter time. It's certainly something totally
differant but it's not a platform game or a shoot-'em-up
or anything like that. People who've seen it say it's the
mast original concept of the last 10 years, which is nice.
Creation's still going ahead bul it's going 1o be really
hard to do on the Amiga. We may yet do il. There's also a
thing being written out of house which hasn't got a name
yel. It's much more of a traditional game shall we say.”

The mad March hares will be slick not slack in 1993, tank game - the idea | suppose came from the tank bit in fkari Warriors. It's a tank with an
“There’s Cannon Fodder for Virgin Games,” says independent turret. In a way the game reminds me of Flying Shark, it's that sort of look. You
Jon Hare. “You know, there're these soldiers can pick up power ups... At the moment il's a simultaneous two player game. The working
wandering around landscapes. You control the title's Tanky Il. It sounds like a catchy, meaningless Japanese name. It's being designed and
highest ranked guy and the others follow him written by Jason Page. We've yel to assign Tanky Il to a publisher, but it'll hopefully be
around. You can get them to swim and shoot guns Henﬁgaﬂﬂ. The other thing I have a dﬂsign for is a kind of

and rocket launchers and throw grenades and drop update of the Avalon and Dragontorc series. The

mines. You kill these enemy soldiers and blow up possibilities are endless for 16-bit. I'm taking a look at

choppers and tanks, but you can control them, too. existing ones like it, to see what I'm up against. Mine

It's war but there are no sticks for guns. Then would lean more to arcade than adventure, more like the

there's a sequel to Soccer. We've got some good console stufl. Ifiry'to.get away from the text angle as

ideas kicking around. We'll be improving it during much as possible. Andrew's experimenting with dual

the next year, expanding it and tightening it all up. | playfields for Amiga Uridium instead of 32 colours. One

don't see there's much we can do with the graphics of his possibilities for next year is Fire And Ice Il but it :

- maybe a different pitch or some streakers with big depends how we see platform games ﬂa.ndln_g up nine ma Ve )
{Snip! - Ed) - but the viewpoint is an essential months to a year after Uridium II's finished.” talohoase Level
element so it can't change much. The guys can't get e D]

much bigger, and we can't use more colours or it'll The legendary Spectrum classic Avalon - set for an Amiga update?

run slower, Maybe we could have a few more

animations, maybe a bil more razzmatazz. We've got

more presentation screens, which Ubik's working E L!“RON l c A“s

on. And there's Mega lo Mania Il of course, but that

depends on how long Ubik spends on Soccer. Mega Indianapolis 500 authaors, Papyrus', Formula One racing simulation is coming along slowly but

lo Mania Il we're writing specifically for the Amiga. surely. EA will say littie more than that. Michael Powell's been working miracles and now his

We're not bothering with the ST now.” CyberFight is more than likely due for release on the Amiga in the middle of next year (see .
elsewhere). PGA Tour Golf authors Sterling Silver aren’t up to much unfortunately - their sequel's

only for the Sega Mega Drive al the moment. Other ilems of Interest to look forward to are Music

Construction Set I, Origin‘s new wares, Biosphere (a space opera from EA's American arm), a new

Bard's Tale adventure and the RPGs Rights Of Elernity and Spiral Arm. The conversion of EA’s »
pucking and rucking lee Hockey simulation from MegaDrive to Amiga is still under discussion, f
[
- >
DELVIN PREDICTIONS? WE GOT 'EM -
SORREL What will be the trend for Amiga software in ‘937 -
® Many publishers are using the Amiga as a &

The Miracle Games man will be working testing ground for original products intending 1o
on a project in his own spare time. “I'm publish them for consoles later. There'll be plenty -
going to do a Marble Madness type of m
game with a multi-directional scrolling o
AcculM landscape with loop-the-loops and ;
At the beginning of 1993 we should see the conversion jumps and stuff. It'll be puzziey - you'll # Big name arcade conversions will be few and far [
of Bally's Terminator 2 arcade machine. The Simpsons’ collect things, a bit like the rings in between, Character and film licences will be at the m
spin-offs lichy & Scratchy will be attempting to kill each Sonic or the coins in Mario = but more forefront, bul most of those will appear on console =
other on the Amiga towards the end of 1993, while Bart's Marble Madness-y than anything else. I'll first and probably not on the Amiga until the end -
Nighimare should sppear in the third quarter. Then be using a super fast scroll with the of next year. =
there's Spiderman, based on the movie from director i i : : ® The Populous god simulations have had their P

John Cameron and starring Michael Beihn as the same isometric viewpoint. My wife, - Mmm.

friendly neighbourhood webspinner and Arnold Debbie, will be doing the graphics. She's g FER R PT T e gt
Schwarzenegger as the villainous Dr Octopus. already done the graphics for Spindizzy highest yet. Let's hope so!
Worlds, so you should get the idea.”

O



CHRISTMAS EDITION

Hey, let’s get the kids in the right mood for the coming
month, we said. Let’s do a bumper In The Style Of, we
said. Let’s make it soppy we said. And here it is.

PREMIERE IN THE =%
STYLE OF A WHITE o
CHRISTMAS &

BY CORE DESIGN

Just to serve as a kind of
warm-up for the coming
festivities, Core produced
this alternatively themed
title screen for their recent
hit. Deck the film set with |
boughs of holly, we say. || ,

ASSASSIN IN
THE STYLE OF
A WINTER
WONDERLAND

BY HAYDEN DALTON
FOR TEAM 17

Even the ultra-violent
Assassin succumbs
# to all that goodwill,

" with our hero donning
Christmas garb to
deliver his sackful of
presents along with a
jolly round of
snowballs. Even that
nasty old skull has
been spruced up for
the holiday.
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Why dinosaurs really died ouf...

AMIGA POWER DECEMBER 1992
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HUMANS IN
THE STYLE OF
A CHRISTMAS

POSTCARD

BY IMAGITEC

The creators of
Humans opted for a
postcard to capture
the humour of their
latest game. What a

bunch of jolly
Christmassy

pranksters, eh? ™

1 SYNDICATE IN
# | THE STYLE OF
E IS A

4% * WONDERFUL
et LIFE

S Ul BY BULLFROG

"I |1 which Mr

3 Molyneux and his

1 team reinterpret the

i classic James

Stewart movie,

s giving the lead role
.-.;_:-_ -=--. &8 to Sylvester Stallone

LS “. - complete with

frlendly slur and a

flamethrower to

2 1o % !’ roast chestnuts.



