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lo TRUE

STORIES
They say no news is good news, so this
manth we haven't done any. Only kidding.

l THE GALLUP
CHARTS

The world holds its breath and waits - is

Bryan Adams still at number one?

THE SHAPE OF

THINGS TO COME
Sexy cover star James Pond serves as an
entrée for Flashback, Soccer Kid, Arabian
Knights, Nick Faldo's Golf and more!

6 BACK ISSUES/
MAIL ORDER

Fll in those unsightly cavities in your AMIGA

POWER collection, or pick up a fab game

at a bargaintastic giveaway price.

63 COMPLETE

CONTROL
MoareFascination tips, part two of our
Shadow Of The Beast 3 playing guide, plus
Curse Of Enchantia and, most importantly
of all, Jonathan Davies with the utterly

wonderful Last Resort!

89 OUR (SECOND)
BERILLIANT YEAR

Find out which games we loved the most in

the last 12 months. Yep, another three

pages about Sensible Soccer. Sorry,

llo BEGINNING TO
CD LIGHT

We ask the industry whal it thinks of
CDTY's chances in 1993. We're really
sorry about the headline, by the way.

ll 6 DO THE WRITE
THING

Stung by criticism, the readers bite back

with four pages of venom, vitriol, great

jokes and sparkling prose. Or is it just a

load of crap whingeing as usual?

12 THE BOTTOM
LINE

Don't buy an Amiga game until you've read
- hang on, haven't we used that line?

128 SUBSCRIBE TO
AMIGA POWER
This is is your last chance to take out a
subscription for a fiver less AND get a free

game into the bargain.
'l 3 THE RIGHT
PROFILE
Introducing a new feature to our back
page! We delve deep into the dark and
turbulent pools that are the minds of the,
er, ‘'movers and shakers' of the software
biz. Kicking off is star programming chap
Andrew Braybrook of Graftgold - he's a
very nice man. He's a very, very nice man.
He also likes Patrick Moore.,

GAMES OF THE

T L

CYTRON
Yes, we know it looks like

Paradroid 90, but there's one big
difference... Page 38

WING COMMANDER

A display of state-of-the-art
programming, or just another
over-hyped mess? Page 34

RAMPART

It may be a year late, but the idea
of Telris-with-castles is as
bizarre as ever... Page 42

TROLLS
‘Have you got the Trolls?’
‘No, | always walk like this.’
Page 44

BECAUSE THD

ODUTSHTRMD I Nl

HERDES WlLL
THY THEIR LUCK!

GOBLIINS 2

Imaginative sequel names, we
just love 'em. If only we could
find one... Page 52

NIGEL MANSELL

After Vroom and F1GP is there
really room one man and his
moustache? Page 50
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73 DESIGNED A
GAME?

You may have won an ABOOHD.




OVER 300 |p=cy
absolutely top-notch demos all
GAMES RATED IN EVERY ISSUE! crammed on to one single disk?
How on Earth do you manage it,
oh mighty AMIGA POWER?'
‘Well, it's like this. We're brilliant,

frankly.'

‘Of course! Why didn't | think of that?'

GAMES

REVIEWED AND THIS IS DISK 21

THIS ISSUE

SENSIBLE SOCCER 92/93
JANUARY MEETS BULLDOG BLIGHTY
EXCLUSIVE! - 2

FULL PRICE Football isn't a
3D Construction Kit 240 matter of life
Bill's Tomato Game 40 and death -
Cool World 79 it's a matter of
Cyhron - e msnnsensnsens 3G life, death, and

BILL'S TOMATO GAME Dungeon Master/Chaos.--80 horrible
The game that's so expensive Gobliins 2 s2 mutilation and
you'll have to buy it on HP, Indy Jones/Atlantis 56 maiming with
Page 40 ST 1 hand
Loods United —roreeennn B 2 QFE"H“ES. AR A
Lemmings Double Pack--87 5 AMIGA POWER and
Motorhead — - -83 Sensible Software
Nicky Boom - 85 » proudly present
Nigel Mansell 50 ~ three new additions
T TR PR T —— | to the Sensible
Populous 2 Challenge -84 Soccer squad,
Rampart - e -2 featuring some
ROBOSPArt errssssanses - titanic tussles
Sensible Soccer 92/93—78 . through time. You
Trolls R N know you'll love it.
:::151 bet ‘Il all be Russia ey SE oA
you fan
out to buy this one. (Fired. BUDGET comnpi':olt
Fired. Fired, - Ed) Page 46 Pictionary 103
Spolibound Dizry w103 It got Combat. It's got air. _
e — 103 You know the rest. Do your
Waorld Championship best Tom Cruise routines,
Boxing Manager- .. 102 with this playable demo.
COMPILATIONS
Super All SLArs 102 '“Ol.l-s
Super Fightors ———— 104 Moare colourful than Zool, cuter than Lemmings, and with more »
PUBLIC DOMAIN hair than Freddie Boswell - it's an entire playable level of Trolls. &
Mad Susie Goes On —--100 \, E
Intrepid ——— e memes 100 T
ROBOSPORT All Guns Blazing w100 0
Shock! Maxis do a game Tank ATteck w— 100 3
without the word sim in it. This m
time it's Sim War. Page 54 4
NEXT 4
m
MONTH... m
m
we go on sale z
on the second Thursday =
of the month, so you'll s
be able to buy the 4
roovy February issve ©
g“ the 14th Janvary. 5?:‘!‘“5 F?tlu l":; :h:s ﬁ?m SR »
no! ou surg ore you u LT SC
INDIANA JONES Wﬂw,l:nl': i"hrl::;: eeks in the panel u:ur the page. I, ahir alluih:t.j;nu do hl;ze dls.rpmbhms. simply
3 # place it in an envelope, along with an SAE and an explanalory letter, and return it
Well, it's an Indy game, really, marvelous? NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 21, Diskcopy Labs, o

Isn't it? (Didn't you get fired

Unit 243 Omega Technology Centre, Drayton Fields, Drayton, NN1 1FR.
already? — Ed) Page 56
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YOUR DISK AND YOU

READ THIS BIT FIRST OR NO
ONE WILL TAKE ANY NOTICE
OF YOU WHEN YOU SAY THAT
YOUR DISK DOESN'T WORK.

® Combat Air Patrol is one meg
only. Um, sorry.

@ To load any of the games, all you
have lo 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 cholce.

@ Just to be on the sale side,
though, the on-screen Instructions
say that you should press the
appropriate function key to make
your selection.

@ [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 in the
drive at all times. And remember —
switching the machine off for 20
seconds or 50 before loading a new
program will help prevent disks
being infected by stray viruses.

@ Have a good time.

WHEN SUDDENLY SOMETHING
WENT WRONG!

@ Are you sura?

#® Try all that stuff again, making
surg you've disconnected any
peripherals the program might
not ‘like'.

@ H your disk falls to load, then pop
itin a padded envelope, along with
a letier explaining the problem, to:
AMIGA POWER Disk 21 Returns,
Diskcopy Labs

Unit 2+3

Omega Technology Centre

Drayton Fields

Drayton

HH1 1FR

® We really hoping you're reading
this bit, because it's quite
important: please don't send your
disks 10 us at the AMIGA POWER
office. We really don't know how 1o
fix dodgy disks. We've tried, we
really have, but we're just crap at it.
So send it Discopy Labs. Please.

Exclusive! Never seen before and never 16 Or for something a little familiar, how
be repeated - Soccer WWII style. about the World Cup final 19867

Taking it bang up to date, the ¥2/73
verslon even includes red cards. Curses.

Publisher: Renaegade

Sengible's fings! momant 1o date is very
probably the updated version of Sensibig
Soccer, Undoubtedly their weirdes!
moment to dale was the In The Style Of
creation published back in Movambar
isgue of AMIGA POWER. Now for the first
and only time, the wo games are logether
on disk. This 15 your chance 1o play

England vs Germany in 1853, or 1o go
back to 1944 and play a ‘variation” on that
match. And... you can even ralive the that
classic world cup malch of 1966. It's all
hara in this very exclusive Sensible
Soccer demo,

Playing couldn’t be simpler. On the
tihe screen use the joystick to select which
of the three matches you wish 1o play, and
with how many pecple. Then press the fire

SENSIBLE SOCCER

02/93 MEETS
BULLDOG BLIGHTY

button and away
you go. The demo
ends when either
side manages 1o
score a goal

POINTS
TO NOTE
This being the new
edition ol Soccer, a number

swanky new Trolls from Flair.

Publisher: Flair

After the entertaining Elvira arcade game,
Flair really get into the platform swing of
things, with thesr game basad on the
devilishly cutatolally irmtating (dedete as
applicable) litthe Freddie Boswel look-
alikes loitering in toy shops up and down
the country

What you have in this here playable
demo, is a single
level of a singhe
world — which gives
the player control
over ong of the
ubiquitous trolls, ona B S
missian 1o explone
the landscape

A riol ol colour on every screen - that's the

avoiding/stamping on baddies and
collecting all tha itthe baby trolls
sitting around the place
To help you on the quest
yo-yos (along with extra energy
and the like) can
P . occasionally be lound
inside balloons and other
collectible objects. The
troll's health is indicated by
his hair colour = but you'va

gol three lves 1o play with, 50 don't warry
o much

Once the yo-yo has been collected a
press of the fire-button and a push of the
joystick will send it flying in the desired
diraction, and if this is done mid-jump, il
stick onto platforms. enabling the troll to
swing around Tarzan or Spidarman style

And, er, that's about if, really. Enjoy
yoursell and check out the review of the
full thing in this very issue, why doncha?




ol new tricks, t
mplemeantad NS COVOUS one
the yelow and red cards. Check
out Stuant's full review of the game for a
complate list ges. The 1944
atch doesn't have yellow or red cards
ol course, but what it doas hav a
volatie hand grenade replacing the
ball. Don't worry. Play your
match as normal - though
the oad way the grénada
oouncas mght be a littia
aisconcarting to bagin
with = and panic only

'1\. 'E_’ 1o glow. It will soon
e
B ©xpioda, taking any

[xplosive action in the all new,
all singing, and all detonating
1944 version of Sensible Soccer.

5 and rubas have been

‘%‘-:' when e granade beqgins

nearby players with it. A free
kack is then grven to the leam
who sulfered the casualty
Any players lost in action are
0sl for the duration of the
malch, so do iry nol fo gel
them all blown up

As in the onginal gamae,
s all joyshck contrallad,
there's alter-touch on the
ball, pressing the fire button
will dive lor the ball or kick it
and tha goalies are
controlled. And remember
kids, the 1944 scenario may be a little
sick. But 50 is war, so don'l iry this one
al nomsa

o el ! v BV e S end S sl g |

COmpuar

lump down on to the plane 10 destroy it

Publisher: Psygnosis

If this playable fve minute demo is
anything to go by, then Combat Air Patrol
could wedl give ty but aging F15
Sinke Eagle Il a good seaing 1o
Combining some of the sm

He

oothest 30
we've seen on the Amiga, with full-on
gulf simulation and shoot-'am
up aspe Psygnosis
ana obviously aimin
for a fisght sim
with general
appea
Megafortress
| ain

The

obyaciive in

Ing demd 15
Simpla enough.
Take off from an
aircralt camer, lake on
an angmy Iqr':pr LS '":J'.
only air-o-air misssdes and machine guns,
then pull off a smooth landing back on the
aircraft carner. Easy. huh? Remamber
though, you've only got five minutas in
which lo achieve Ihis = we can'’l give the
whole game away, now can wa?

HELP, HOW DO | DO IT?
For all earthbound klutz types out thare,
hera's a quick guide to taking off. With
instant flsght from the

g? e

li e —

AIR PATROL

maimn menu -

It's the only option
highlighted. Once the cockpit view
appears, press J key for joystick, M for
mouse of K for keyboard. (Joystick and
mouse simply work as normal except
torward drves and pulling back climbs
Hodding down the CTRL key, press the

pius at the top of the

keyboard. Two red
b t; ars should I::-l'n:;l"

down umntil

hé réd bars
reach three
quarers ol the
way, up then press
the L kay to launch. Once
the plane has claared the
runway, then press G 1o raise the landing
gear, TAB to set the Head Up Display to
air-o-air missias, and away you go

The game itsell s scheduled for

relgase some me in January, and you
can bel your bottom dollar there’ll be a
full review of it in AMIGA POWER

Above: Iven in the cockph ir's poasible
to smoothly retate right reund. Ooh
look, there's the navigator.

THE KEYS TO YOUR NEW F16

GENERAL CONTROLS
CTRL Afterburners

TAB Weapon/ HUD select

+- Increase’decrease power
B Brake

A Arrestor hook

L Launch

G Landing gear toggle

</= Leftright rudder

L  Cockpit lights toggle

CONTROL SELECT
M Mouse
J  Joystick

K  Keyboard

CONTROLS FOR KEYBOARD
(up arrow) Dive
(down arrow)
{left arrow)
(right arrow)

Climb
Roll left
Aol right

VIEWS

F1 Cockpit view

F2 External track

F3 External panning camera
Fé Aerial view

F7 Exiernal irack #2

F8 Carrier view

F9  Missile view

CAMERA MOVEMENT

+- raisellower camera
Zoom in

Zoom out

[ Rolate left

)  Rotate right

18 Quick angle rotate

5  Cockpit external toggle

Note that all the rotational controls are
available from the keypad, and also
work inside the cockpit.

HIMOd VDINY

AHVYNANY P

EGE L

O
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AMIGA POWER

Your crystal ball got broken, so AMIGA POWER is still the only plaice to come for a view of the future.
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Here's a small section of The Cheese Plains. The small crescent moon in
the pancl at the top of the picture shows how many Pond has collected
mmwmmmnw-_.huwmuuﬁm
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OPERATION

Game: James I’Und"‘]:
Operation Starfish

Publisher: Millennium
Authors: Chris Sorral o Earth to flood rh
(Design, Code, Visuals). 50 throw it into financial chaos. Tha
Richard Joseph workd will then become Dr Maybe's
(Sound & Music) oyster unless Pond can find the
ETA: Easter 1993 dastard and save i

d s now more varsatile than
( up handy i 560
pane i which are activated
mmadialaly, whilé othess can ba
thrown al the enemy characters or
used when nacessary. (What you
can'l sea hera are tha fruill and
cakes which Pand wears 50 he
MG e &N rn'
aclers. As an added bonus,
@ robol guards don't

Briefly: As we all know, th
made of cheese '-.n”-:._-, 8's
aware of that fact than James Po

Hey, lames, watch out for thal worm with the droopy antennat
and the Hitler moustache!

And, er, this is a big mushroom- III:: thing on the cheesey
moon. What clie can we say? Oh, except did you know that
when spacecraht land on the moon, i rings like a bell?




And here's a couple ol the amuting characters Pond meets on the
Moon. There's the Fiying Cow (its distant
relative jumped over the Masn, ol
course), and a cAT-AT Walker (1),
There's also a miner rat, some mad

robot mice and a worm.

recognise Pond in his disguise )

Pond can also jump and duck and
nmn = and can he run! “Ha's at least as fast
as Sonic,” says Chris. And Pond needs fo
be it he's 1o build up encugh spead 1o run
up some of the near-vertical inclines in the
strange scenery

But best of all is Pond's Specia
Abslity. He blew bubbles in James Pond
and could stretch and hang from the
ceiling in RoboCod. In Operation Starfish,
Pond can stick 1o almost anything by
means of a pair of gravity boots
He can even hang upside
down, and there may yet be
a boss characler as large
as - il not larger than - the
scrgen which means Pond
will have 1o run around it

There are dozens of
novel new features, oo,
such as a map screen (an
incomplate varsion of it is

“It's
the biggest
Pond game

shown hara) 1o
chart Pond's
progress throwgh the
100-plus levels. The route isn't linear
though. Once a kevel has been complated,
Pond can be moved on to a visible
adjacent lavel. Secral routes and levels
are found by collecting special tokens
And let's nat forget Finnius Frog, a
trainge agant and Pond's new assistant
You actually get to control Finnius by
collecting another type of spacial
token. A rocke! than shools an
to the screen and drops off
Finnius. He's a simply
adorable little lella who
packs a mean tongue
and can carry an object
Contral reverts back 1o
Pond only when one of
Finnius’ own lives is lost
The creators
speak: “It's the biggest

MAN WITH THE FISHY FINGERS

THE

Pand game yat,” says Millennium’s lan
Saunter. It was originally going o be
raady for this Christmas but now it's oo
big and. .. too good really.”

“The Moon's not just made of cheese
- thera's avary other type of dairy product
there,” says Chris Somell. “This whole
world has evolved on the Moon, o it's not
really a sanes of separate levels. | want
this to be remembered as a game whare
everything's in context. That's why the

Chris Somell went straight from laaving school to drawing for programmer Steve
Bak. °I never saw myself as an arlist though, only a programmer,” says Chris.
He cut his coding teeth with Yolanda, a conversion of Steve Bak's cul
Commaodore 64 hit Herculgs. “It was only a small project. to prove | could code.
I'd never really written anything belore that.”

With Yolanda under his belt. Chris was fired up and eager to do his own
thing, so he started work on Guppy. Millennium weren't kéen on the fitle
though. Michael Hayward [Millennium’s managing director] came up with a new

name: James Pond. It stuck, and the resl, as they cliche, is history,

SOFTOGRAPHY

Spitting Image Domark {1988} - Visuals

Dogs Of War Prism (1989) - Visuals

Fire And Brimstone Firebird {1989) - Visuals

Yolanda Miennium (1990) - Visuals & Code

James Pond Millennium (1890) - Visuals, Code & Design
RoboCod Millennium (1991) - Visuals, Code & Design

whola thing's dairy based.”

Whese does Chris get his ideas?

My graphics inspiration comes from
Disney cartoons and Tom and Jerry
cartoons, It's less apparent in FoboCod,
but much maore obwvious in this ona.

*Each Pond game has been inspired
by a classic Commodara 64 game, Pond
was Gribbly's Day Out - | like that a lot -
and RoboCod was Thing On A Spring.
Ponc? is similar 1o Nodes O Yesod.

“The graphic style of Opevation
Starfish is a cross batween the simple,
outlined look of, say. Mario, and Disney
carlggns for the animation. Evarything
blinks to give i more character. There ang
a lot more animation frames for Pond.®

Has ha met with many problems
duning developmant?

“The waking around walls is all very
nice but it doesn’t hall cause problems. It's
why it's laken so long. The biggest
problem now is fitting in all the ideas. it
always happens.

“RoboCod could have done with a lol
more polish; which Pand had but the
mapping could have been done better -
there were some bits that were
unplayable, and all thal going back and
forth was a bit of a pain. But I've learned

mare aboul design
“I'm finishing off the map

al the moment, placing on it

whara the levels will be

There'll be an almost

limithess number of routes
through it. You should be able to

g0 back and explore maost of tha levels
once you'va complated them, 1o find the
hsdden things. This one's going 1o have
maore hidden things than ever before. It'd
be difficult for one person to find them all,

“There probably will be boss
characters at the ends of all the sactions,
but | don't know yal. | want to do
somedhing a lithe bil deflarant.”

Verdict so far: It s cerainly shaping
up 1o be Pond's finest hour. The characler
has the potential to do for Millennium what
Mario and Sonic did for thair respective
companias. And, of course, Pond's as
British as Britain itself

® GARY PENN

HIMOd YOINY

The Swamp s made from
mushroom and slime
infested mouldy
cheete. These are
blocks used to
construet those levels.

EBEL AHYNNYF
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Game: Flashback
Publisher: LS Gold
Programmers: Delphine
(Code - Paul Cuisset)
ETA: Easter 1993

Briefly: Research scientist Conrad B
Hart has discovered, with the aid of a
special eye-glass thang, thal exira
terrastrials have assumed the guise of top
ranking human bemngs and will soon
dominate the Eanh. (Shades - hahaho -
of They Live there. )

But the aliens knaw thal ha knéw
and betore he knew it, Conrad was

kidnapped him and his memary erased

1993

JANUARY

AMIGA POWER
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He managed 10 escape though, on a
hover bike, and found o his horor that
he was not on Earth. Bang! Conrad
was shot down,

He regains consciousnass in the
deep dark depths of the jungle, unsure of
his own identity but fully aware of the
surrounding danger. The action begins.
on Titan

This deadly dreary scenario
(presented as a neat, fully animated
inroduciory sequence) belies a potental
tour de force in computer entertainment
software, Delphine have taken tha
technology used in the slick yel vacuous
Another World and in almost two years of

e e e we o e e wm e o s o e mm z " 'T" 3

It takes more
than sticks and
stones lo break
the bones of
the creatures
encountered

in this

organic level.

infénse development have added
- gasp! - depih

Flashback has five
large levels 1o explore
each ona full of platlarm
arrangements io
negotiate, bizarre alien
creatures fo combat,
kooky charactars 1o
guestion, and cash and
groovy gadgets galore o
collect and use

Flashback looks lush - far
mone detaided and like an animated
cartoon than its precursor — and even in its
present, incompleta, form it appears (o be
mora involved than
Anather Woarld,

It's also certainly
fair 1o say that Conrad’s
animation is easily
soma of the most
impressive ever seen
on any home compuler

Conrad Lakes a running
jump in the jungle.

“Looks
smart, sounds
healthy and
has the
depth”

In the densely populated city, Conrad
climbs on 1o a walkway. What a clever chap.

Ty ===

or console systam. He's a flexible fellow is
Conrad. His remarkable repertoire of
aclions includes walking, running, jumping
chmbing, rolling, crouching, skidding to a
healt, inching lorward, hanging, picking up
abjects, throwing them, shooting and
much maore

Delphine achieved the lifelike
animation by using a film industry

FLASHBACK

technique called Roloscoping
Actors were filmed parforming
Conrad's moves, then
selecled frames were
traced bafore being
redrawn and preced
Ipgether. The resull was
cerainly warth the effort
Thé improvements don’l
end there though
lashback also boasts
cinematic style zooms,
animated close-up shols and -
here's where the titke comes into play -
flashback scenes. And, as ever, Delphing
are making full use of their in-house
recording sludios to creale appropriale
and atmosphenic sound and music.
Verdict So Far: Flashback looks
sman, sounds healthy and has the depth
IF it has the playabdity 1o match it will lurn
oul to ba, as thay say, a stonker. I will
certainly be interasting 1o see how
Delphine develop this lorm of arcade
adveniura now that their star all-rounder
Eric Chahi is working for Virgin Games.
® GARY PENN
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Game: Soccer Kid
Publisher: Krisalis
Programmers: Nigel
Little, Neil Adamson, Matt
Furniss

ETA: April 1993

Brlally- A tragedy of almaest
apocalyptic magnitude has
shocke: fbal
world! The Warld
Cup trophy has
been scattenad
ace
entirg ']'uh
tiny, m,-.nr;.t:::l

lo solve the
problem before the
nixt tournamant. FIFA
are on the verge of handing out a

di J,--'I:H, drinks maching cup wrapped n

1 of Alcan, when a litthe boy comes up
-.'.-.!“. e solution. Why nol collect the bis
back 1ogether and fix up the -C.Jp"' Brilhant!

arts the epic trip of Soccer Kid of his

globe-trotting journey to bring the Werld
Cup home in one place
The creators speak: “With

qr--q.-.m levels, 581 over six countries, s
taking a LONG time io get the graphics
I::Jru"' maoans Migel Litthe, programmer ol
w2 leatures parallax
Is desp, 50 that
asral backgrounds for aach
Another thing thal we're working on
at the moment is the movement of the
football. Instead of having the ball acting
y like a yo-yo and returning 1o
Soceer Kid wa've decsded 1o impose real
physical rules on its movement. Although
Ihis makes it bounce realistically, it also
means that it can end up down pits or
50 wa've got 1o come up
ay that he can get his bal

=N I"

- =

Maans Ses

fioating on w

'l Ly

Jf

%

SOCCER

i ! The Kid uses his ball 1o do &

trick shots to

make them
fun to use”

soma point wea're adding a kit design
SECHoN 50 you can cuslomise the Kid 1o
your favounite team.”
So apan from the World Cup, what other
uses of the soccer theme does the game
utilisa?

“His football of course! Soccer Kid's
bast Inend is his ball, which he uses to get
out of all kinds of trouble. He can do all

Flo1ng fast food is a common
featlre of American cities, and | can
tell you that first hand. Did | ever tell
you I'd been 1o Amenical

thay couldn't look and play more
dilerently, and they both look and play
vary well indead. The football maves
convinGangly and creates many morna
playing opportunities than you'd have on a
standard platiorm game, and there are
anowgh trick shots 1o make them fun [0
use, 50 this is no game gimmick. From the
pre-production version that I've played |
really can't find faull with either the sound
or th@ graphics, so lat's hope the
complated version plays this
well throughout

can collec! power-ups o
boost the range and abilites
of his kicks. Ha must also
keep his energy up with food
and can collect try and collect
a sel of lootball cards which
gel him through 1o bonus
levals. Once ha's got tha Cup
back logether the Last level is
a dash through the streets |
the Cup presantation, but it's
nol going to ba aasy

Verdict so far: Although both

Soccer Kid and Arabian Nights @ MARK WINSTANLEY
oparate on the samé

LTS : R
ol ﬁ;i" {

o AT VLA pie A A
kinds of tnck shats, such as trapping the
ball, headers, bicycle shots and balancing
on the ball. He can also jump on it and use
t ke a springboard to get fo
high platiorms. Along the way
the Kid

'«.‘

w3

T

-
-

"’4

-




Game: Arabian Nights
Publisher: Krisalis
Programmers: Simeon
Pashley and Darren Hebden
ETA: January '93

Briefly: In Krisalis' forthcoming
puzzier of might, magic and fatching rugs
with tasseds on them you play a young
scamp hatd captive by the Caliph whao for
some reason thinks you've kidnapped his
beautiful daughter Aynina. You not only
have 1o escape and flea the city, but also
fescu@ Ayrina from the Evil Vizier, Arabian
Nights is a platform romp with

fighting and

Well, well, well, | dare say that all --_ul that want it,” he says,
adventures will occur if Sinbad jumps down any.one of . DU1 10 il 0n in The
these. There again, maybe hell just get wer.  game you really have

-1 !
— cus.rms Anything to declare? Anyone who's seen

f ‘Midnight Express’ can’t help worrying
aboutl what happeni nent.

& Nash Mg UP in e
Sinbad's head

axpect io finish. From what wa'v

though, this doesn't slop a

& player

l_',‘l"!',:r'{; Shuc |
proposed levels come
together as planned
this looks like being

a litthe cracker

@ MARK
puzzie solving aspects Sinbad taces various pitfalls such ag WINSTANLEY
1o all its fitteen levels acid pools and flame pits as he leaps
The creators around. There are gaolers 1o contend with
speak: Programmer  each one looking downright nasty and An idea? Here?
Simeon Pashley armad with a particularly vicious sword, To Methinks it's
Slresses thal this is, advance throwgh the game you need to do something 1o do

above all, a puzzie
game. “There's
enough hack and
slash in there for those

deals with the characters you meat, with

to use your head

Sinbad's journey takes
hirm from the prisan to the Vizier's castle,
with a lorest, cliff face, boat journey,
velcano and mine level, causing problems
atevery step of the way. We've put in
several guardians called Djini's, at the and
of certain sections. The Djini's are based
on the four elements, earth, wind, water
and fire, s there's a water
Dijimi to face during the
boal journey, a fire
Dijini in the volcano

“It won't"

and 50 on. In the be a game

mine levels you

race along on mine Yﬂ" can

carts fighting off £ A
attacks, and we've I“ﬂ rush R The 1942

even pul in some S Atechnicolours version 0
||j'l-ﬂg magic carpet mn“ghn rdl' Arabian Nights starre d:’
leveds, but if everything “John Rawlins and Maria Montef"
@ets too big bo fit on the disk,
then these will probably have 1o go.

“There's a separate invenlory screen
and around thirty different objects for
Sinbad to pick up. There are the obvious
things 1o help his progress such as
weapons, keys and food, and also magical
items such power boots for extra speaed
and potions thal make you lighter so that
¥ou can jump higher.”

HIMOd YOINY

AHVNANYTP
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GAME: Transarctica Transarctica’' who believes that soma
PUBLISHER: Silmarils ancient writings are true and that he
can “bring the sun back o
life’, Since this would not

AUTHORS: Louis
Marie Rocques, Andre

Rocgques (game Yy only bring the workd out
design), Jean l' S gﬂi“g
Christophe Charter, to have wreck (he Viking

Pascal Einsweiler
Hauteclogque
{music)

ETA: Late January

Briefly: When an attempt to

revarse the affects of the Greenhouse 50 you have 1o keep track of the
Etfect by deliberately causing a nuclear RUMErous avents as
winler works far oo well, things look bleak théy happen. As
tor humanity. Centuries after this eco well as maintamning
; disasier mankingd has re-eslablished a new  a steady coal
@ world order, where a vas! corporation supply and repairing
=  called the "Viking Union’ hoids the power the train, tha wagon
»  over the only fuel source — coal - and the ordar has 1o be sot
T trains that are the only transport across for battle
q thé inhg bl frozen wastes. Breaking mammoths herdaed,
= free of the grasp ol this icy totalitarian starving wolves
: stale you play the captamn of tha train avoided and ol
-
=
w
S
(#]
o
-4
Q
=
L

" Yooood
-srrn 00000

coursa the Viking Union has o be kept at
bay. This can involve an optional arcade
sequenca, which usaes a wide variety o
missiles, cannons, infantry, mammaoths
and even sabotage wnits to blow up
railway tracks and bridges.

The creators speak: French
unfortunalely. But project leader Louis
Marné Rocques is also conversant en
anglais. The old Russian style of the game
is influgnced by the Trans-Siberian
exprass, he explained. “The huge coal-
fired trains themselves represent a strong
symbolism, when placed against the ice-
locked world found in this game, of the vital

of the e age bul also

Unign's monopoly on
(graphics), Fabrice tremendous world transport they
. will do anything to
visval stop you

Transarctica is one

L]
““P"F of those real-time

stralegy/adventure games,

Iving power of fire against the death grip
of ice: encapsulating the game's final aim,
to find the Sun. In Transarctica,
civilisation may have perished but man's
love of culture and baauty has nol and,
whilst life is hard, this can still be
axprassad in the machenery and buildings
that men create.” Quite

The game will be mouse and kon
drnven. With the playing map covering
Europa, the far Eas! and northarn Alrica
and the locations and enemy moves being

Yeou'll be able to build your train from a
selection of useful carriages.

randomised every game, long lerm game
play seems guaranteed.

“Strategic elements tast tha intellect,
while the quesis for ‘Mammoth City" and
the final chase for the
Sun are pure adventure
Suspense is parmanant
as you are pursued by
the Viking Union, and the
adventure slement s
compulsive, pushing tha
. player deeper and

! | deeperinto tha game
| until the player bacomes
hooked on power
and ambition!”
enthuses Louis
Verdict so far:
Everyona involvad with
the game seems excited
by i, and from what we've seen so far,
they've got good reason 1o be. It's obvious
that Transarcfica is going 1o have
tremandous visual impact, and no one can
accuse them of being in any way
darivative with either the concepl or
sedting. It only remains now to see
whether this supertrain sirategy game
will have the playability to match its
doubtless good looks.
® MARK WINSTANLEY




NICK FALDO'S

You can choose your club from the snap on menu.

gCEr B
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GOLF

GAME: Nick Faldo's Golf The creators
PUBLISHER: Grandslam speak: We talked o
AUTHORS: Andrew Andrew Perking, who's
Perkins (design and code), responsible for all the
Gary Tonge (graphics and game programmang, and
design), Jamie Moore a fair amount of the
(course design), Andrew design 1oo. This is
McGinty (music and sound)  Andrew’s first game, so
ETA: November 27th what has this golf game
go1 to offer that others
are lacking?

“Thie basic
philosophy we had was to make this game
fun to play and good to look at. Too many
golt games ané lechnically accurate, but
just dull 1o play. We wanted 1o create an
arcade type gama, while keeping in mind
that golf players will want to play if, so the
realism's thera too. Wa did a lot of play
testing to ensure thal it plays well, and
there's a lot of fun elements - the caddies
talk 1o you on the way round, and the
animation really adds lo the atmosphere of
the game. The interface is very easy lo
use = thare are snap on menus which
appear whan you move your mousa o tha
side of the screen and
you use these o
choosa clubs and
ook al whene you
are on the course

*| parsonally
Knew very little
about golf belore
starting the gamea
and | learmt as |

e §

There's a slightly ditferent contral method
for putting, with the, erm, fossil shaped
thingy (?) to the leh of the figure.

commeénts aboul how he thoughl 1 could
ba improved. Thara ara two ditfarent lavels
of play, amateur and protessional, so il
you're new 1o golf you can break yourself
in gently. There's also a coaching section
where you can practice shols on different
parts of tha course and you'ré given tips
and advice on the correct way fo play. The
tips are taken rom Neck Faldo's training
videos, so you'ra improving your real golf
al the sama tme 100."

What kind of player options
are there in the game?

“Thara ara two types of
game, Stroke play and
Match play. Stroke play

The right hand menu tells you how the ball
is sitting and where you are on the course.

Menus are brought up by timply moving
the mouse pointer into that arca.

Briefly: For those of you who are loo
darned lazy to go out and actually play
goll, hare comas another goll sim for your
Amiga. It's already baen proved that what
in lacl sounds like an incradibly dull

of the game
. is assured”

Something to chip this over the water would help,

unless of course you enjoy agquatic golf.

Before you start you have le choose your
weapons. You can't actually cheose
all of them - we tried.

that you could gat bored
with it quickly?

Mo, there's a lol 1o
do in the game. There
aré wo complale goll
courses, which are

fictional. Wea designed
thesm using professional
course design books. You
also have the option to play in
Spring. summar or winter. It woukd

concept for a game can be rather fab, so wenl along, but s qR, take you a couple of hours just 1o
you haven't been introduced fo the Mick Faldo : ot take it all in, before you even
pleasures ol computer golf yed, this could lpoked at it and by o gy stanied playing it, 5o the longevity ol
be the ane for you passed on a 1.1 " the gama is assured.”
: a5 e : 320 What technical things were involved
- Oh yeah, but that's nol falr, there's a bloady great tree in r 2 bt 2 in making it a reakistic simulation?
= the way and | can't see the hole from here. You're cheating. % S ey “The ball flights are all worked out
> It we were to play property, I'd beatl you every time. " AR i h, e Ry using algorithms which relate to the
= : E i) way the ball is hit and how its flight path
« * e S # LIt 3 would be atfected The wind also atects
2 ’. CORCH--MODE o T f% the shots, with the contour of the course
= ad and obstacles determining how tha wind
: y . m behaves. We used the *Reality” system
% o which geves very smooth graphics using
Mick Faldo s just polygons on the courses, and axcellent
« aboul 1o beat a small, unsuspecting shaded grass effects, The screen redraws
- white rodent senscless with a stick. We say  are very quick — about four or five
= "Don't be 3o heartless, Mick.” seconds, compared 10 somathing like
E Links, which takes two minutes.”
just has you going round the course trying  Verdict so far: Nick Faldo's Golf
< to do i under par. Match play pits you looks good and it's quick. It seems to
E’ against up 1o thrée other players, which justity the creator's claims lo being a fun
= can bé human or computer. There are golfing experience. The version we had
L eight computer players, ranging in ditficulty  was hard lo play, bul an amateur option in

O

from the bottom one, who does the course
in about 20 above par, to Nick Faldo
himsell, who's the bast,”

How big is the game itself - is it likely

the finished version should put us non-
golfars al ease. Something to look
lorward to we reckon,

® TIM TUCKER



' JUST WHO DO WE THINK WE ARE? GAME REVIEWS

This month has been a bit of a corker, 33
gameswise. There’s Indy Jones and
KGB for adventure fans. There’s Nigel
Mansell for race fans. There's Wing
Commander for shoot-'em-up fans and
loads, frankly, more. But first...

JUST WHO DO WE THINK WE ARE?

MARK M sTuART TIM GARY PENN |
RAMSHAW F CAMPBELL NORRIS Gary made one of '
We got precious little Tim's girltriand his rare visits to
This work from the went lo New York the AP office this
manth Mark diminutive Scot this on busingss and left maonth 50 we
achieved a month = the new the poor chap on his could gat some
lile-long ambition varsion ol Sensible own. “But she brought néw photos of
by having his Soccer arrived and we me back a really fab him. "Can | go
photo in Melody havent been able fo Statue Of Liberty, and home now? I'm

Makar. *It's
mone important
to me than

bored,” said the
ace freelancer.
Well, thanks for

prise him away from some chocolate. And she
his Amiga. “Go away ' gol herself the most

I'm busy,” was just amazing giow-in-the-dark

being the about the only gotf ball - it's the best thing coming, i's
editor of a conversation we got aver.” But Tim, you can't always nica 1o
computer from him all month see the hola in the dark 5088 YU
magazine,” he said
Well, at least
hi's honest
JACQUIE LISA NICHOLLS MARK ADAM
SPANTONMN Lisa had a great time at the W|H5'ﬁ"lif F.“ RS
This manth Future Emertainment Show. She Yet another new staff writer! As a forfeit for
Jacquie organised 100k har M He gamely volunigered to failing 1o pay
tha AMIGA camera 50 0 use his back a loan,
POWER photo she could gal VG TUCKER middle Adam was
shoot. “It's about  some 1 MNew stafl writer, Tim name forced to axtol
fime we had piccies for has joined us from ST Camaron) lo the virtlues of
S0mMa new us but was Formal. He's also got a avoid the Reaganomics
moody photos of  disappointed R new flal which, by bizarre confusion of and capilalism
everybody to find, when coincidence, was once having two in @ very boud
looking cool,” she sha got home, occupied by our own daear Marks in the voice in the car
musad, and than that she hadn't editor. “It's quile nice,” he office. “If only park. Ha has since
Sluck her finger put a film in it said, bt I'm not sure what the two Tims been ofered a
in her ear 1 just forgot 1o do with the barbecue that would do lectureship at
Very arty all right Mark lah in the wardroba something,” he the LSE >
Nor, cbviously, was Mark said. pointedly E
e
b
RICHARD &
JONATHAN LONGHURST ', o
DAVIES Rich looks more like a cross between :
Sometimes if's fun Morrisey and Jack Dea every day. *1 do b
writing this bit of the not,” he protested, “and if you print that | |
mag. People love to g- I beat you with N
ledl us about all the this daffodil ;
axciing thangs they've z
done. But somatimas )
they just wish we'd go = DAVE g
away and bother GOLDER T
someone else. “Can't It seems Dave's rapsdly =
you just make becoming somathing of a sex -
somathing up?" asked symbol. Apparently he's been S
Jonathan. °| haven't getting some fan mail but, @
| done anything.” frankly, we're at a loss to
| explain i. *lt's my charm, wit,
| charisma and general good
looks,” he said, modesily = O
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Mission briefing precedes any flight in
Wing Commander. Here's one now.

SnSM I

HOW THE WESTERN SPIRAL ARM OF THE GALAXY WAS WON

This nice man has some diagrams. He's

really keen to show it to you.

-

“This hunk of & guy is you, the here of our
story. He's a dreamboat, and no mistak

R Ty

Wing Commander has lang

been regarded as the
ultimate 1D ipace opera -
without the apera, that k.

1993

JANUARY
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It’s been a long time coming, but the leg

Game: Wing Commander
Publisher: Mindsca
Authors: Chris Robe
(Original), Nick Pelling

on), and a cast

(Amiga ve
1ds (graphics and

Price: £34.99
Release: Out now

andmark in sh

really need
an A1200"

Paladin, Shotglass and
Angel - just three
pawns in the war
againgt the villanaious

Milrathi. A chat with

these guys is always

enlighigning.

and it even takes édvantage of

That old joke about the Hilrathi and the

the new A1200.

HOW DOES IT WORK,
UNCLE MARK?

endary epic is here

I in dowbt, My straight at them, with all
quns blazing. It really works. Sometimes.
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Before heading off into deep space, levs | = "_f_*-"lil‘-_".* <. straight into a battle with the evil
=4 m_u_ml_qm.u-mum-. I e N Kilrathi. Use the foree, Luke. 35
[T = ¥ —
| ‘ - | tb‘. :
: = 3 & | COMMANDER. | _“ ,— m—
If the ship comes back in this condition g Flick that autopilot switch and watch that |
then you're doing something wrong. | & | thing fiy like a bat out of hell... I .ﬁ?-

AL LLALLLLLELEL

s

HIMOd VOIRY
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Above: A close
brush with the
wingman. Hit
the brakes!

EGG L

Let: Mine how
you go in arcas
like this one.

A 'flﬂ\' 10 A KILRATHI
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That's one less Kilrathl fighter 1o worry
about. Well win this war yei.

HOW THE WESTERN SPIRAL ARM OF THE GALAXY WAS WON - VOLUME 2

Lefi: The bar is a good

lust look &t the texture mapping on that -
gefiting this close can be dangerous.

r

©h dear, this might be a very good time
1o apply the brakes.

the simulator
Below: The officers’
meis is actually the
save/load screen.

CRAFTY STUFF - THE FOUR WAYS T0 FLY

information, or try out

And it's all over tor our brave (but dumb)
here. Toasied marshmallows, anyone?

~ ~, UPPERS

[ 7 ) The entire

.~ Wing Commander
game is in there, and it plays just
like the original PC one. Aside from
the reduction in colours, this IS the
original PC version. Running about
three times as fast as it does on the
standard Amiga, this is the game the
way its supposed to be. Just be
thankful that Commodore
introduced a new machine which
could cope with it all.

DOWNERS Some will

| dismiss this is a mindless

* shoot-"em-up, with only the
clever graphics routines 1o save it.
Whether this is a downer depends
on your tastes, really. The A1200 can
handle 256 colours, so why not use
them all?

THE BOTTOM LINE
The wow factor may have lessened
since its introduction on the PC a
couple of years ago, but Wing
Commander is still something of
milestone. The first game to really
need an A1200, it's going 1o become
the game which owners of the new
machine must own. Full on
raging 3D action you can't

alford 1o miss. (31

UPPERS The enlire
@ Wing Commander game Is in
there, right down 1o the las!

detail.

DOWNERS If ever a
@ game was trying too much,

then this is it. Wing
Commander on the standard Amiga
is just way too ambitious.
Everything is way too slow, even the
non-3D sequences — robbing the
game of any kind of frantic
playability.

THE BOTTOM LINE
A landmark product, but hugely
flawed on the standard Amiga.
Maybe compromise would have
been a better route than attempting
to recreate the entire game, right
down to the complex graphics. As a
fan of Wing Commander it

pains me 1o say this, but 5 5
the game just loses all its
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Y. " Part of the playing area. This
! | s whare you gel to whiz
. helpbessly about the place
- and smash into things.

A rash of robot games this month. The flrst

Game: Cytron
Publisher: Psygnosis
Authors: Lunatic
Software

Price: £29.99
Release: Out now

cross between
Paradroid 90

ng. shoot lots of
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TELL YOU WH&T l[IE I]H 10 THAI: Eﬂ_HPlITEH

deal ni skid

ding around and shooting.

elbeibiin Those blue and arange
things look like Marty
Moose from National
Lampoon's Vacation. But
they're robots, honest.

mvnlves a good
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Get your loverly power-ups here.
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using, you hawve i

This lets you distribirte your energy supphy between

your tw fittie robots, 5o that, for example, if one’s sitting

safely in & corner somewhers with a full tank and the
other one's nearly dead, you can switch some energy
between them (well, as long as they're both logged into.

terminals, that k). You alio have a reserve tank, for which

you can collect energy as you go throwgh the levels.
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collect variou passes,
but with full access you can see a floor plan of the current
level, pinpoint the position of any scientists, detect any
enemics that you've somehow neglecied to shoot so far,
turn the lights off (it makes it harder for the enemy robots
to hunt you down), stop the level self-destruct which is
initiated when certain enemy robols spot you, and throw
switches in the level at will to open doors and reverse
converor belts and all kinds of clever stuff like that.

Lefi: The maze has

ingxplicably become
flooded with

Whatever shall we do?

Below: Mares
everywhere and no sign
of Richard O'Brien.

® STUART CAHPEELL

UPPERS Good old-
@ fashioned fun, lots of nice

louches (especially in the
control department), and a
reasonable pretence at depth in
what's really a simple maze
shoot-"em-up.

DOWNMNERS It's pretty
skinny in the gameplay
department, and the price is

pointlessly outrageous.

THE BOTTOM LINE
Does what it does nicely, but that
doesn'l really amount to much.
Uncomplicated, undemanding,
unsophisticated but still
entertalning, it screams out "MAKE
ME MID-PRICE!" at the very top of its
voice, but nobody's listening. And it

was all done so much ﬁ -I

HIMOd VOINY

AHYNNYP

EBE L

better in Paradroid 90, so
why bother?

O
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Game: Bill's Tomato Game
Publisher: Psygnosis
Authors: Bill Pullan, Lee
Carus-Westcott, Mike
Clarke

Price: £29.99

Release: Out now

ow that Psygnosis have put

back the release date of

Lemmungs 2 until after

Chrisimas, Bi's Tomailo Game
5 thewr big hope for a Christmas hil. And in
essence, iU's not too far removed from
Lemmings in concept. (Ofh no! Mare
compansons! - Ed) Il's pacifistic, it's a
puzzle game disguised as a platform
game, it's cutelish). | axpect Psygnosis
believe anyone who bought Lemmings
and is going 10 buy Lemmings 2is ikely o
appreciate Bi's Tomalo Game

THE MORE THAN SLIGHTLY
UNFEASIBLE PLOT

Bill's Tomate Game is one of those games
that requires a considerable suspension of
disbalial, In 13 pul your suspansion of
disbelief on overiime and tell him he can
have naxt weekand off il he just bears with
this game for a ktthe whale. it concems the
fortunes (or rather misfortunes) of Terry
and Tracy Tomalo. You see, they're in
love, and they've been put on a

truck fo be taken 1o the
market and sulter the
inavitable fate of
being eaten. Nol
wishing to sufler
this dira late, our
Tel and Trace
jump off the truck
('s newver really
explained how they
manage this) and, er,

fun away

All spems rosy, bul then
another disaster stnkes. While they're
wallowing in their new found happiness
Sam the squarrel jumps on Tracy and
kidnaps her. IU's now down 1o Terry 1o
rescue the frust in destress. I1's funny that, |
always considered squirrels a lol more
cule and furry than tomatoes, but in this
game our sympathsas are lorced to lie with
the salad ingredients, Now Sam (the
squirrel, remembar) has laken Tracy up a
magic ving, and for Terry to gel her back
again ha has to scake this myshical
vagelation. And this is whera the game
stans. Aher the intro sequence has
fineshed and you're lully clued up on
whal's to be done, you are given the task
of controlling Tarry on his panlous journay
to rescue Tracy. (If by now you'ra
wondanng who Bill is, ha's the guy who
wrate the thing)

The game is made up of 100 levels
in all, which Tarry has 1o complate in order

“You can’t
bear to turn
it off”

{ I |
The Magic Vine. Lach branch
contain: a different set of 10
lewels. On the left we see the

1oy world and on the right the
forest world.

-

Juasayip Auew ul awod sidjzznd wioje|d

S

1o save
Tracy from the
evil clutches of her
furry abductor. The
levels are organised
nia 10 sats of 10, so
when you complete the
10 levels of one world
you are taken back to
the !"'1.,-'Igll3 Wi whara
you have o move up 1
the vine 1o the next L
world and complete
the naxt 10 levels
These inter-level |
!'~I.'ﬂu1.'f'{1.'.*- arg

the mos!

frustrating parts

e’s round, red and very squashy.

of the game. Using the
mouse (a5 you do
throughout the game)
you have 10 get Terry up
to another branch ol the
magic vina, and basically it's
tedious and frusirating. |
SuUppose il serves as a
break after tha 10 levels of
puzzhng you've been
doing, but It's @ven mona
frustrating when
you keep gething
knocked off by a
bee wha's flying
argund tha ving
mean, since whan
could a bee knock a tomato off a

I'VE JUST 60T T0 KETCHUP WITH MY LIFE

He's really being put through his paces this tomato. The spears move, but your timing has to be
spot on to ensure you don't become part of an elaborate vegetable kebab. This could put you off
vegelables for life, which for the vegetarians amongst you only leaves, er, wood | suppose.

ving? (I'm sorry, my suspension of
disbelied just nipped out for a packet of
biscuits and | lost it there for a minute.)

THE FLESHY SUBSTANCE
OF THE GAME

Bul all this is by the by,
because tha main
gameplay of Bil's
Tomalo Game
CONCEms an
m':ngu,,.ng and
somewhal
ariginal game.
You start with
Tarry on one

o o e ——
\ TR

TRTY

|




Sam makes his entrance
and Terry can only lock on
in dismay, as the odds are

heavily stacked againit a

tomate in a fight with a

squirrel. What'll he do when
he catches up with them?

@@ < §om

0293¢

As you can see
the levels get
pretty tough. No
L other tomatoes
im the history of
all tomate-dom
have ever been
put through this.

MATO

side of the screen, and you have 1o gel
him 1o the othar. Now the problem is that,
being a tomato, Terry can't actually move
{wa'll skip the question of how he
managed to run away from the truck for
NOW, JUst promise your suspension of
disbebal two weeks off at Chrisimas), He's
[ piaced on a spring and without any help
hé'd simply jump up and down on the
spaing, going absolutely nowhere, Much
like Lemmings in concept, you have
various objects al your disposal which aid
Tel in his progress. The most
lundamental of these are the
fans, which blow our squishy
Iriend across the screen
afer ha has been launched
from the spring. You can
place trampolines, jack-in
Ihe-boxes, blocks and
mare fans on the screen 1o
propel him lowards the
conveyor ball al the other side
of the screen. The game works lo
tha actual laws of physics - placing
Ihe tans at higher levels creates different
ar movement, and bouncing on
irampolings dapends iotally on how you
land on them
Yeah, it's a puzzier, and a thoroughly
engaging one at that. Each world stans off
fairty simply, but the difficulty goes up on
fthe laler levels. To add to the
problems there’s a time limil, which
vanes. You can launch Terry on his
journay as many bmes as you like
within the tme limit, which mostly
nesuns in him being splatterad on an
obyect on the screen, or falling
squishily to the floor, Once you're
bme i5 up you have 1o star tha
level again, so all your
carefully placed objects
have 1o be re-placed
on the screen -
mncradibly rusirating
when you've set up
a complex chain of

“A thoroughly

engaging
puzzier”

events that are so close o working but
need soma fine tuning. But i's not the kind
of frusiration that makes you throw down
thé mouse and load up Lemmings again
No, it really grabs you, this one, and
everyong |'ve played it with has just bean
unabi@ 10 turn it off. The thing is, you get
50 lar towards getting the solution (and
thera is often more than one solution 1o a
bevel) that you can’t baar to twrn it off unt
you've gol it. And the sense of satistaction
at gedting it right is much like the lealing
you get whan you relieve your
bladder after a long coach
journey. (Oh daar. You
just can't get the staff
anymove. - Ed)
When you finish a

i Sl el b ekl ek B bes b e B B e ek B A ek

ElRE o FSIViR IS saaimieE

What's thisT It's not
another temate (or if it
is, it's a bloody strange

one). It's a balloon type
thing on which Terry can
bounce, but just you
try getting this
one right, it's a
killer.

Apuﬂ-cuhrhmn Imphmm--uufmuhenhcmlummm
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case with BTG. Each level has difteremt
obstacles, and ofen compledely different
methods required to get the lomato 1o its
loved one. The game demands you
change tactics and sirategies constantly
and completing one level ¢
guaraniee of successiully negotiating
another. The graphics look ke they've
come straight out of a platform gama
they re bright, bold and, yes cule
and the backgrounds are
Superb, 50 thana 5 always
semething to keep you
interested visually. i
manages o brng humaur
into the proceedings 100
maanly through
the graphics and
thie alarming
squelch that
accompanses Termy's
splatty demise, A
great new puzzle game with an
onginal{ish) angle thal really hits the mark

® TIM TUCKER
@ sounds good, plays even
better, and most importantly
you won't want 1o turn it off. The
sort of game where you go 10 bed at
night and you're still trying to work
out a way of doing il. Loads of fun.

DOWMNERS Inter-lovel
vine jumping is a bit of a

pain. Some of the levels are

Vel you gel a password, wihich you must
write down and keep in a sale place so
you can Eklp straight o thal level later on
The passwords are all randomly
genaraled, so you have 1o ensure thal
your disk isn'l cled whan you'né
playing the game - if you enlered the
viarsson of

I would fake you o a
ant |

wrile pr

same password on a inend's
1 gama

seem thal this
gam has only a

cartamn amount 1o
offer, after all 100
avels of puzzles

must get iresome
.‘LI'-" a while, Weadl
happily this isn't th

UPPERS Looks good,

extremely hard too, and it's arguable
that the game does lack substance.

THE BOTTOM LINE
It you liked Lemmings, and you're
looking forward to Lemmings 2, then
you're sure to like this. Puzzie
games need new ideas lo -
make them interesting, and B] =t
this has got plenty. E

HImod VRINY
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Every other format has had a Rampart conversion for ages. Now we’ve got one.

Game: Rampart
Publisher: Domark
Authors: In house
Price: £25.99
Release: Out now
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" - joining in.
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= i Left: High scores
T
: : : ==a | a go-go. Old A,
bl 19 2 909 3 always seems 1o
- do well.
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BOOM BANG-A-BANG
The most
important part of a
the two-player =3
game seems tobe . -
the castle-building - 5 i
bit (it's certainly el
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4 Ahter the rebullding stage (which

—had

v © doesa't last very long at all), you're
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j:l’ﬂ('ﬁ "ﬂu declared the loser if you'vs failed
man ¥ to completely rebuild castle
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'mm I chance to have another go.

i e
L __]

WHY DO YOU BUILD ME UP, BUTTERCUP, JUST TO LET ME DOWN

difficult for him o d at the end ol tha term, and we don'l wani any &
reund

(10 ElhﬂE HM’HEH)

graphics are
mostly green

(ANSWERS ON A
POSTCARD PIEESB

B ie o standard twosiyer I PREPARE FOR RATTLE !

SENOOT BT ENEMY SHIFS

DOWMNERS Really
sluggish and annoying
mouse control, and the

P
A lovely neat rew of enemy ships, =
just waiting for you 1o blast them. ® STUART CAMPBELL a
€ B
UPPERS Greal mix of
@ arcade skill-testing, and a ;
fab two-player game. p
m
]

* n : : - .
e i th. u}éﬂ joystick mode just doesn't work with =
- Ay one bution. >
o =
s THE BOTTOM LINE [N
— I've probably been a bit spolled by ]
| _ - by, other versions (especially the SHES) <
- ll.;ﬂ._-\_*:‘.:- gy ey making this one look a bit sad, but -
— L - Egdld A T T B e TS it's still a pretty neat arcade game al ~
L u'z'{.ﬁ_(‘ et At . o A e heart. Not, by a long way, worth £26 @
: 3 3 - i :
A = - - unless you're going o be
Ve ; _;“ ) l:lﬂ regularly playing the two-
ot = st % player game, though.
cteisdgpint
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Bl 2
“ Torn between having a g0 at darts Was that guy in the kiosk dodgy-
and belng the prize, our toy-based / b looking or what? Checking his

|

They’re invading card shops throughout the land - now they’re heading this way.
Game: Trolls

Publisher: Flair

Authors: In house

Price: £25.99

Release: Out now

0 you balieve in fate? Do you
put it down 10 bad karma whan
you walk into a lamp post as

you're che hum-drum exisience. so imagine my troll staried off as one of the thousands of into his still torm. Il all sounds perfectly

ook in a shop windaw, or jus! part utter surprise when a game landed on my toys that are currently clogging window credible to me, in fact dunng my shall
poor urban planning? My fate, if fale cesk that was nol only complatiely displays around the country. This lifeless stacking days al college | lost count of the
o Seems 10 have drawn me closes Impossible 1o review withoul ] tha loy sal amaongst the wood shavings of numbier of times | saw Ken and Barbsa
and closer 10 ugly little creatures blue words ‘cule’ and ‘console-esque’, but also lovingly handmade items in an old toy magecally spring to lite only to shrug off
eyes and nasty hair, and | don’t mean the ures a purpde hairad troll as its main maker's stora, unbil ana night, al the siroke their middle class values and clothing and
rest of the AMIGA POWER team f : an astonishing dnight, a magic portal into strange hit the road as new age travediers in

Baing a new kid both in the quaint gher onder of new worlds opaned up and breathad life Barbie's dubiously pink camper-van

historical town of Bath, as well as al } 1y manip ¢ assenca of Howaver, unlilg
AMIGA FOWER, I've been doing my my life, who am | to dismiss the n En | these miniature
homework and generally nosing around fu connectedness of all K nappP plastic beatniks,

the place. Flicking through back
every night as I'm fucked wp ir
naticad that AMIGA POWER
reviewers seem fo have caught
onto ‘console-esque’ as being
THE key word to refer to
cule platform games
Involdving humaorous
ants/goldfish/eggs/etc
leaping around onto the
heads of egually
humaorous bad guys
Completely separale
from this observation, or so |
thought, was the point that Bath
shops are currently packed full of trolis
Row upon row of these small plastic
nasties line the shelves, aach with a . Plunging through a level with a calorie count in
parmanant smirk thal is, | suppose, meant . | the high billions, and be still doesn't look happy.
o ook cute; huge blue eyes thal 3
undoubledly ane cule, and a shock of lund
hair that wouldn't look out of place on any
of the ‘My Little Pony' range of
maonstrosities. 've sean thesa troll dolls
l.‘"-’l-'!"f'\\'|".-'lt'.‘ and, wnal wilh "ii."ﬂ_—':'.l"l] 433
ng baing tha way thay are, can sed that
only lotal thermonuclear war will prevent a
Trolls cartoon from appearing on children's
TV in the next lew maonths
You might think, as did |, that my

bedtimé reading and yuchy plastic figures
are two seemingly
unconnected
avents plucked
al random from

n iry

nely cute and the

# but also a deep

. oLl sansa of destiny,
wilh a voice from
wilhin urging him
to to take up the

H B I s the little troll not
LBIE aB 0l e« gnlynas new e
B

-

-

willl S00n as possibia)
and the story line would

aven Dr H Lector
MD weep over his

chiant and fava baans

Just in case you
forgol the game
plot, there's a
subliminal
message included

tragedy it portrays
We're told thal the

L]
This elephant It's got candy in i1, it's a land - It's Candyland.
has all sorts of Hidesusly cute bachgrounds compeis with the
problems., sickeningly cute Troll for the world cute prize.



heroic task of rescuing lost troll babées and
refurning them to their mummy and daddy
frolls. Eat your heart out Hansal and Gratel
- 586 how the word 'cute’ is an
nevitability?

In its favour I'd have 1o admit that
Trolls is the best re-animated plastic figure
platform based game I've ever seen, bul
perhaps my parameters are shghtly too
constrained to be in any way objective. (Of
course they are. | was only thinking aimost
ihe same thing mysell. — Ed) To anyone
who's seen Zool and Doodlebug, Trolls is
going to seem early tamiliar, with themed
levels, backgrounds and graphics
shockingly similar to both. Not that this is
an uncommon stale of atfairs, everyone
seems 1o be trying 1o release their own
definitive’ version of a platiorm game at
the moment, so like lu going round the
office, there's a lol of it about

Al the beginning of each level you're
gven the numbser of baby trolls you must
find betore progressing onto the next level
Progress from level to level is by
fiying pig (and why not?) and
your journey is
pecasionally marked by
a big red elephant
Since ebephants
néver forget, when
you lose a life
you're returned o
whara the alaphant
remembers seeing
you last. A nice touch

Each level is
based on a panicular
theme and with fifteen
gifferent lands and each land
having several leveals, there's
oviously plenty to plowgh your
way through. Also by collecting the
letters to spell ‘Bogus' or ‘Bonus’
you get Whe-taking or giving levels,
and altogether the game boasts
over 70 levels. I'm sure that this
has o be enough, even for the
mast ardent platiorm fan

Taking a smack in the mouth is
enough to ruffie anyone's hair,
even i it's leng, garish and nylen,

But of course it's not all babies
babies, babies. Spread thickly around
each level are balloons which you can
run past and pop. Alter an impressive
shower of Spinning Stars you can pick up
objects or powers that also change the
troll's hair colour, for springy shoes you
gel biue hair, red lor a shield and so on

Problem balloons lumber you with a ball
and chain, which slows you
down, or a can of Skol, which
makes your control over the
trall highly unpredictable
and presumably gves
the Ktk fella a pounding
haadache whan i
wears off. The most
useful lem you can gat
is the yo-yo, with which

Aaah, what a lovely, Multy teddy, what a culesy-wulesy car,
what a shiney-winey train, what a lushy-wushy etc, etc... ...

you can swing
spiderman-like
W&IC'DSS paps and
also smash down walls
After all my previous comments
about the ugliness of the toys, I'm forced
to admit that although the character looks
exacly ke them, he sbll manages 1o look
cute. I'd put it down 1o his animation, with
his long hair wakting and his stubby little
arms flaiing around as he leaps tha
obstacles. If's all very well done and a lot
more imprassive than in Doodiebug, lor
example
The baddies are thamad 1o each
level, to unusual effect in some cases. In
Candy Land’ you'ra
pursued by jedly tols
and other wobbly
things, which is
understandable. In
‘Boardgame Land’
there's plenty ol dice
and snake tomfoolary,
which is fing by ma
But in ‘Media Land’
you're principally
attacked by cameras,
grasers and, quité
bizarrely, the latter ‘T
Not generally known
as one of the more
lerocxous consonants,
thas twenisath-latier-ol-

Check out the floor made out of chocolate blocks
leaking almest, but not quite, like that well known
brand. M aveids copyright infringements anyway.

A A

I the Troll takes the lolly from the fal bloke
then he should make jolly sure he brushes his
teeth later. And so should you at home, kds.

he-alphabet type attack took me
completely by surpnse, and resulted in a
great many troll deaths belore | realised
the devious intentions of this capital letter

And that, as they say, is that, really
Lots of running around and trailing
coloured hair, more beautifully animaled
slars than you know what 1o do with and
hoards of paculiar nasties leapeng about
It's colourful, tunelully packed with boppy
litthe, @, tunes and leatures wonderful
visual touches like the troll blinking and the
flatwlent-looking elephant

It's not without its flaws though
Thare are NUMErous points whare you
have o take leaps of faith into the
unknown that requently @nd up in your
swift demise. Taken as a whole, though
fhes is a pretty seamless presentalion
Okay, 50 it's a cutesy, platiorm game, and
i you don't ke them then you won't like
this, as it follows the platiorm rule book to
the letter. B you do like them then I'd say
this is the one to get, as it's approaching
near parfection (Ish. - Ed) as far as
smoothness and graphics are concerned. |
could live withoul the dolls kftering my e
and wont be holding my breath to see if
my idea of @ TV franchise will take off, but
Troils tha game is definitely worth a bash
® MARK WINSTANLEY

UPPERS Great graphics
@ and sound. Al T0-plus levels

this is as big a game as
you're ever going to need. Nicely
varied themes, colourful and cute
beyond beliel, this is definitely the
thing for you if you're a platfiorm
kind of kid.

DOWMNERS Adds

nothing original 1o the

platiorm scene. This may be
one of the better additions 1o the
genre but we've seen it all before.

THE BOTTOM LINE
With a high guality of graphics and
presentation and an almost fault-free
level of playability, Trolls really can’t
be faulted technically. However
when playing it, you get that feeling
of déja-vu. Perhaps with so many
platforms around being just
faultless isn't enough and we need

o see more original B 3

HIMOd VDOINY
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concepls. (Or then again,
perhaps nol.)

3



* This is where it all begins -
! your oifice in Department P.
‘I-'Iﬂwcr. 1

Soviet Union’s infamous bad guys.

The graphic adventure comes of age in a political thriller about the

Game: KGB
Publisher: Virgin
Authors: Cryo
Price: £30.99
Release: Oul now

initials before sattling on KGB in
354 (it was tha NKVD in the
19305 that were responsible for
disappearing’ o many
a). Actually, here's an
g story | heard about
g in @ra from an old
teachar of mine who spend
W fime in the
708 studying in the
USSR, He met an old
woman whose husband
had been arrested and
imprisoned in the "30s lor alleged
anti-Sov
saw him again, but many years
later she was allowed 10 5ee his g
I containad theé onginal nlormaton
sheel, typed when he was arrested
On the sheat was the man's
name, his address and

nothing else. The space

for the charge was

blank and the were no
olhar papers in tha
file. No one ever

“The game is
very easy
to get into”

he Komitat
Gosudarstvennoy Bezopasnosti
that's KGB lo

has of you and

N

I -"

ma}, is a8 mysienous

¥ acinvibias ¥ NEVEr

255, and ganaral
5 of all sorts

| state
security wenl

iF 'l':.ll::" Yanous

mySlanous sets

the sCanary
between sections show (I
pictures of Mascow, and the whole thing
draws you mnto the seedy, scrutty and

Oh no, captured and
locked in a stufty reem
with an American in an ill-

knew why he was amested and
thare weare no recol what
happenad 10 him. Mos! disturbing

PUTSCH AND SHOVE

Anyway, back to the action. KGB is
a graphic adventure sel in post
Paristroika USSR in the days
immediately before the August
putsch. You play the part of
Captain Maksim Rukov, formerly of
the GRU - the Red Army's
niglligance service — and now
assigned 1o Department P of the
KGB. He seems ke a nice enough
chap, il a Iittle inexpanenced, and
his superiorns h something of a
solt spot for him (they knew his
father). He works in a grotty office
n Moscow and he gets his orders
from a rather grumpy Colonel

The interface is quite friendly
mostly point and click st and
as a resul, the game 15 vary aasy
10 get inlo, And once you're in,
you'll be caplivated by it. The
atmosphere is established almost
as 500N as you begin playing by
the superbly drawn and detailed

graphics The characters have character

5 scenc, th
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Click on the second icon from the left and you get this really helplul map
of all the reoms you've explored in your present location. This is the
naughty butcher's shop. But ks it the shop or the bulcher that's nauwghiy?

©




The best advice is to talk to everyone to see what they can teil you, but be
circumspect. Don't bother with the twins on the left - theyl kill you.

The club's manager won't let you in unless you're & membar, bul he wants
money to let you join. Let's hope you took that mency from your bedroom.

It's met much but it's home.
Actually you live with your Uncle
Vanya wha's an irascible old fool.

IMILATChET
n

The main game pointer s usually set 1o ‘smart pointer which seiects the mest lkely ILLOGICAL, CAPTAI
option for you (like "look’ when you run the pointer over an object). But il you want 1 & im d in 1 ye
something elie, you can call up this pointer mene and do what you want. )
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| kngw there was probably a good reason for picking up those matches. Now
which of those doors should | g0 through?

You finally manage to break into the bulcher's shop. It was dark, but | didn"t
dare turn on the light in case | was spotied. S0 what on carth shouild | do?

AND THERE WAS LIGHT

Right: The hall outside your office. Why
doei Lenin always look 10 sad?

Below: Those muggers in full. Mow why
didn't | see them earlier?

ifdbe an a
classic bu
just utterty fab

® TiM NORRIS

UPPERS IU'll draw you

into the murky waorld of

Soviet free enterprise and
black-marketeering with
atmospheric graphics and
characterisations. It seems
extremely well researched and feels
somehow ‘right’.

1993

DOWNERS It's too

linear - you have to solve

the problems in the order
the author wants you to. There's no
room for exploration or doing things
your own way.

THE BOTTOM LINE
it you're an adventurer who wants to
get away from monsters and magic,
and doesn't fancy all the comic-book
stuff of the Monkey Islands of this
world, then this could be exaclly
what you've been looking for.
Political thriller novels always sell

JANUARY

AMIGA POWER

. - - L e well, it would seem obvious
- mum,mmm-{ that there's quite a market BE
“Moscow across - for this sort of thing.
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GO ON NIGEL, GIVE US A TUNE

Game: Nigel Mansell's
World Championship
Publisher: Greamlin
Authors: Damien Hibbard
(code), Damon Godley
(graphics), Matthew Donkin
(track designer), Michael
Hirst (track designer),
Patrick Phelan (music and
sound)

Price: £29.99
Release: Out now

ah yes. The thrill of

thi raca, tha haan

pounding rush as you

lake a compatitor on
the inside of the chicane, the grim
determenabon clouding your face
as you zoom up the straight. We're
n the motar racing world, and | love it
MNow, I'll have 1o admit nght away that
don’t know a lot about this sporl. but
maybe there's nol that much to know. |
mean, isn'l if just a load of people who like

lo drive cars very fast geting together and,

er, irying o drive faster than each othar? |
mean, thal's mght, isn't it?

The game bears Nigel Mansell's
name, and it's going to be popular
because he 5. It's got his pscture on the

front and everything. But a lot of people
have been waiting 10 5ee whal this game's
likg. Thus starts the controversy, beécause

completely
hooked on

mas! peopla in the offica who copped a
ook while | was playing expressed
disappainiment, some gquide vicdently, and
came out with some very valid reasons
why it's nol worth buying. Somebody
chucked a copy ol Vroom at me fo prove
the point, and it all started o look a bit
ingvitable. Bul then comes the big
question — why did | have 50 much fun
playing it? Why is it that I'm

going 1o sneak it out of
the office so that | can
play it a1 homa?
These questions
need 10 be

answened

AN right, let's talk
about the game
It's a bit of a halt
way house, being a
cross between a
simulator and an arcade

“1 got

game. You play Nigel Mansell, although
you can change your name il you want
and you take part in the full 1992 Grand
Prix season. As well as going for the ful
5eason you can also choose 1o race one
circuit, from any of the Grand Prix iracks
n a one-off, If you're new 1o all this, ke
me, then you gel a chance o prachice a
course without the hindrance of other cars
and there's also an oplion fo improve your
driving with Nige himsell. Unfortunately
this is a bit crap. You go round the frack
and a picture of Niga appears on tha
screen 1o tell you
whal you're
doing wrong
Thera's a

L1

between, but Gremlin have found themselves one.

track line to giva you an indicaton of
where you should be on the road, which is
very handy, but MNiga's comments are
mainly restricted to complately obvious
things like “keep on the road” and “go on
speed up”. Thanks, Nige

This aside, you really wani to get
stuck inlo the races and start enjoying the
game itsell. It you're doing a single track
race, you'ra given a choice ol wherne you
want o race first of all. The tracks aren’|
completely accurate representations of the
real thing (for some reason the Silverstone
5 twio yaars out of date, 5o I'm reliably
foid), but they're fun anyway and they all
vary in difficulty and require different
driving skilis. The weather conditions
during the race depend on where you're
racing (obviously, it's not going 1o be
amything but sunny in Mexico). Sometimes
there might be some rain or threalening
clouds, and all this combines o give you a
lot of vanety in the races you'll be running

THE HITS KEEP ON COMING

Before you start you can sel up your car
using the Tuning Your Car option. Hera
you choose what type of

tyres you wanl 10 use
= hard, soft and wel
(that's worlh an

The end of the race. You can lell by the chequered
flag that's being waved by an invisible man who's just

Prix champions are few and far

about to be run over.
[4]
-]
=]
-
'+ o When you've chosen your track, check the
of weather lo sec what kind of tyres 1o use.
-
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q Formula One Grand
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poar, | think). Obviously if it's raining you
want o choose wel, but il the rain slops
you might want 1o go inlo the pils and
change them, as they wear out quicker
S0l tyres improve the grp and maka
comering easier, but need changing maore
often (maybe twice in the race). In this
saction you also choose your gear ratio
between low, medium and high = low
gives you good acceleration but reduces
the top speed, medium has a
balance of spead and
acceleration and high gives
op speed with less
acceleration. You pays your
monéy, you makes your
choice, You can choose
babwean automabic and
manual gears, but | prefar
auto because you don't really
want lo be bothered changing gears

while you're roaring round a track. But you
do gat more confrol with manual gears

OIONE FRIENDLY AEROFOIL

Finally you can choose how your aerofoil
is positioned, which affects cornering and
all that stufl. | left all these seltings
on default, excepl when the weather
conditions looked a bil menacing
Before racing you can also
change the control mathod betwean
mouse, joystick or keyboard. Go for
he joyshick, it's more excating. YWhile
wa'ne on control, you can also use
tha FreaWhaal joystick. This looks
ke a steanng whael (actually |
suppose it 15 a steening wheel) and

you hosd it in mid air and sbeer Il 10 controd
your car. It's not supphed with the game
50 | didn’t have a chance 1o use if, but it
undoubtedly makes you look a complete
floppy brain while you're playing
You can go straight 1o the race, but
you won'l be positioned very well on the
starting grid. Instead, you can choose 1o
qualkty, where you have 1o do one lap and
the lime you take determings where you
are on the grid. There are a
couple of other cars which you
have o avoed, but youre nol
actually compeating against
them. Once this lap is done,
you'ra ready 1o go. The first
thing you notice ks that the
graphics are rather smar. The
backdrops look attractive and
atmosphanc, and the cs
themselves are impressive, The sound
eflects are a bit weak though
accelerafion sounds more like an electric
shaver. Stll, you gel used to it quickly and
it's good 10 have the sounds lo give you
some impression of baing on the circuil
And the racing itse 7 Very exciting. | go!
completely hooked to this, mainly because

Tunnel - a brash with a wall makes
sparks fly. Ixciting stul, huh?

ANSELL'S
MEIONSHIE®

ROY LICHTENSTEIN IS MY HERO

after a few races you really stari getting
the hang of the controls and actually doing
well, It smoolh as Vroom, but i
poks a lot nicer, and thera's more
axcitement generated by the Grand Prix
atmosphere and the fact that you are Nigel
Mansedl, It's not as thorough a simulator
as FI1GP but it's arcade feel makes this
unimportant. it's how much fun
you have while playing a game
that really counts, and | had
loads. If you've got Formula
Oné Grand Prix or Vroom and
you're happy with those thank
You vary much, than you
probably waon need this. But if
you'ré looking for your first
racing game, and you fancy
soaking up the atmosphere ol
the Grand Prix, then you won't
be disappointed with this game
® TIM TUCKER

This ks me crazhing into a tign post

sporting a Lichtenstein print. It's only

there for ene frame - subliminal pop
for racing drivers.

fa—a

5

-

UPPERS Il's exciting,
@ good 1o look at, there's a lot

of tracks and it's a thrill to
play. I'm having fun with it, and

that's always a good thing.

DOWNERS It's not got
anything original to add to
the genre, the sound’s a bit
weak and the scrolling isn't perfect.

THE BOTTOM LINE
It's not one of those games that I'm
golng to insist you rush oul and buy.
As | said, if you have one of the
great racing games on the Amiga,
then this isn’l going to improve on it
massively. But if you

haven't, and you wan! one, 7 B
this isn't a bad bet at all.

HIMOd VODOINY

AHYNNYI

EBG L

<



1993

JAMNUARY

AMIGA POWER

O

There's a comect way 1o handle live

poultry, but this isn't it

Game: Gobliins 2

Publisher: Coktel Vision

Authors: R Lacoste, E

Maguet

Price: £29.99
Release: Out Now

WIZArgs, KiNgs

hat with ."m. : baing
revigwed a few p

and goblns b

from this spread, it seems
we're in danger here at AMIGA
POWER of £

being inundated by mythic

|

and all that sort of stuf

l.,-::!':_'

s 2 is, quit
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anly two of the ¢
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Winkle tries to break
the ice with the locals
by telling them the
ane about the oters
and the power lools.

Fingus takes time out
from all that
adventuring to whistle
along 1o his fave
‘Mirvana® track.

0es Dack

farth

S| '¢ sulljqo)

nstaad of the three that weane in tha the eye than Winkba, his partner, who's

original. Thera's a gag in the &, pointy and an allogether different
ralating to this, b
work it oul. You're pul
and Winkle who, | imagine, are are a fairly chance
represantative cross
that goblin youth

nowadays. Fingus

w i o tha etate [ RIS
chion of the state 0

ture 15 up o party

ad and is tha sort of wilth your bast
er thal you could leave your children r
1@ looking after the only HP sauce
kids while you pop
out bo the mowies béwilgenng fa
Secura in the S rude and pushy, but as
Knowiedge that many lelephone sal
hall entertain and loragn langl

them with Stones N DUS QU
of tar-oHl lands
bedore popping

n bed, Ha's also

jenily i1s the only way 1o get anything

shed

1ham

d and pinky, 50 is the crack assa :
tar more pleasing lo Modamus the wise man to rescue the

The imeresting thing about this situation

s thal the frog was

that the sequel to Gobliiins, then? I’m sorry, I’'m confused?

king's son from the cluiches of the av

de

n Amoniak. Perso

y when

confronted with a huge castie guarded by
monsters and harbounng a demon I'd
have probably gone for a team

g o e Ghecka “Funny

enough to
make you
laugh out

my fingers and h
when the ¢
thara'd be subsia
more of the King's son
laft than a small red stain

on the rubble. Thase are

the logical choices, but logic

n'l play muc

this gameé, and apart from that no

cepl ma would want 10 play a gamé

calted ‘Goblins 2
B-52 Sinke

5l 5

of a rola in

Ninla Death Force' or

Team Goblins

Aryway, the king authonses this

unlikely choice of rescuers and the game

\.\‘
] : }
S—

WE’RE STRRVING!
OHLY THE HOTRELE HAS ENOUGH TO

ERT.

A consplcuousty empty
bottle. Now what use
could that be?

The punchline lsaves
these two old locals in
a uate of shock

approaching catatonia.




Would you really
send these two
to pop down io
the newsagents
for a can of
Tizer and the
Evening Echo,
let alone on &
misslon to
rescue the
king's son?

The so called

| ‘wiseman'

BECRAUSE THO
Modemus

DUTSTRAND I My
HEROES WILL
TRY THEIR LUCK!
——

It's g0t poppy
eyes, harribly
stunted and
deformed limbs,
and & set of teath
that could chomp
throwgh a kitchen
table in three
minutes flal.

The demon isn't
oo pleasant

Whinge, whinge,
whine, do these
royals have
nothing better to
do than mope
aboul
complaining
about the
burden of
responsibility?
It's no fun being
poor either,

OHLY S0H

unfriendly giant and onwards 1o the castle
Teamwork is all important, and 1o
complate the puzzies you nead [0 work out
wheCh [ask 15 suited 1o the lemperament of
each goblin. Being mouse-driven, all the
mowing around and picking up 15 easily
accomplished with a click or two, and a
higden menu across the 1op of the screan
contains options such as saving
skipping locatons and Jokers, which
C learaways ow a lew clues when you're
irg the redlly stuck. Thera's a rather
pointiess ‘object exchange’ option
which allows you to swap objecls
betwaan tha two goblns. Why not

slarts wih the two nog
ariving in a village neight
Along with three ol
rs1 section of the
game, and contains all the clues and

cojects needed fo gel past an

f locations.

just have a joint inventory? It's a

small smooth out the gameplay, which, at
cerain points, really does need some
gmoothing

Much of Gobliins 21s pure
slapstick, and bits of it are funmy enough 1o
make you laugh out loud. it's real Tex
Avery stulf, with dogs chomping down on
fingers being lollowed by comical
youch'es and the soundirack adds
greatly to the cartoon atmosphers
The characters speak in a sor of
squeaky babble that I'd imagine is
gobknspaak, and you gt sublithes
50 you know whal's going on
The introduction sequence
Meodemus fills you in on the siory
is clagsic, with comical liming
worthy of Wile E Coyote, and
this high standard of graphics
and humour is kepl up
throughout the game

Haré comas the down
side. For a stan there's
the way that any
object you can
haghlight on the
screen is
somehow
relévant
know that this
is a much-used
convanhion in

whafe

canoon fun
These points are a shame
really, for his deserves o be a truly
great game, and | dare say thal
those of you into adveniure games
wilh a sense of humour will gel a
games, but Il means greater kick oul ol this than | did. The
that within a menute of points I've raised may seem small, but it's
enienng a naw lcaton you ve Sl @ndugh 1o stop me gning this a
gol a rough idea of what to do. Let's see
now, dog, giant, chicken, pot-hole, it
conds. But
25 1l goasn 'l
5 (puraly

diamond of
a game”

colossal score. Sorry Fingus
Sorry Winkle

® MARK WINSTANLEY

I'"i1k|' SOMe SansSa in a law s
that's another thing, sor
make sense al a
hypothebcal) situaton: you've gol a stona
he and a salami in Yo
and need 1o beal up a chicl
would you usa? That's right, only the
sausage works, aven though either of the
others would logically be good for a bit of
poultry abuse

The most annoying part of the game
though, is gett :
work together. Clicking on objects
starts lo be an ingxact
science in situations
rsquinng parfact
liming. For all my
af Is | couldn’t
get Fingus o ight a
match before
Winkle

tr

Tak i

Mow, THIS is the correct way.

UPPERS On the
presentation front you can't
fault it. Gobliins 2 has a
sense of fun about it that makes it
enjoyable to just run the little guys
around, with lively performances
from the supporting cast as well as
] e Fingus and Winide.
+ sk bomb, and

% Snacking

DOWNERS Are

the involved with gameplay.
Getting the goblins 1o

perform simultaneous actions can

be difficult and tiresome. A trial and

HIMOd VOINY

hypothetical)
chickan whila Winkla hald it 100k
a few tries. Seeing as these

error method will get you through

interactive bits are the only many of the problems, some of :
alements of gamaplay other than which seemed loo conlrived. =
walking around, it's a shame that c
Iheyre 50 hadly, as they expose THE BOTTOM LINE b
the mechanics of the game to A flawed diamond of a game, the I
the player when you should visuals and soundtrack making it -

be immersed in all this worthy of it's own TV slol. However -

the lingar problem solving and :

The chicken, the froq, and gameplay glitches can often make @

mnow this. Face it Fingus,
Doctor Doolitthe you ain.

playing it less enjoyable
than watching a friend
have a go.

18
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Game: RoboSport
Publisher: Ocean
Authors: Maxis
Price: £29.99
Release: Out now

h ng, what's wrong?
A game from Maxis
that doesn’t ha

]
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I_n 1 irayrln .. daslrdf all the other teams ina |

four-player game of survival. The progress of my valiant
band of robots is plotted as they sweep remorselessly
ulhrs, destroying enemies as they go.
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throw in a bit
of humour to

JANUARY 1983

AMIGA POWER

lighten the et L o e i

entrely
50 thal

the first turn,

it's time to make &
confident move south.
Trouble is, it secems
the enemy can see
you coming. They
can't, of course, but
you can’t stop that
fecling of parancia.

It's pretty quiet down
this side, so this guy
can sit here and wait
for semething 1o
happen. Make sure
he's facing the right
way though.

SURVIVAL OF THE HIPPEST

Maxis make the move away from SimSomethings and venture

T

Lett: Held in
the specially
constructed
robot pen,
your ieam are
champing at
the bit and
ready 10 go.

Right: That nice
Mr Robol goes
for a walk in
the garden. He
seed the pretty
bushes and
Nowers and
blows them up.



can decide which weapons you and your
opponents are armed with, the type of
landscape the battle is to be fought on,
and the size of the playing area

The game is turn-based, which
means you give out orders, and then
watch the robats carry tham out. A slick
paint-and-chck contral system makes i
gasy 1o hand out commands, and because
gach turn is a imited length (up to 40
seconds), each robot can only be given a
hmited number of orders. You tell the bots
whera lo move, where 1o look, where 1o
frg, whao 1o fire at, and when 1o duck. The
computer or human opponents do the
same and you sit and watch the results

Obviously, you can't see where the
enemy robols are while you're
programmang your team, and thal's where
your brilliant stralegic and tactical thinking
comes in. You have 10 guess where the
enemy 'bots will move oo, and set
cunning traps accordingly. One of the best
taclics is to hide behind a building and wait
for them lo walk round the comer. Not a

particularly brave or axciting strategy, but
eflective nevertheless.

Having made all your moves, it's time
1o se1 the wheels in moticn and commit
your team to action. End your turn and the

Above: Click away until you've
found the perfect se1 of options.

Right: At the end of the game
you're given a score, which
depends on absolutely huge
numbers of things,

computer genarates its
moves, and the results of
the combat. To see
whal's happened, you
Swilch 10 the mowvie
sechon, where the
positions at tha star of
the turn are shown. Hit
play and you sée lha
robots perform their
manoeuvres, wasie the
enemy and gel wasiled
themselves, It's a
peculiarly voyeuristic
feeling — good attacks
are played over and over
again [you can aven
save them to disk 1o
show your friends il
they're not around), and
bad mistakes are
brushed under the canpat
as you move swiltly on 1o the néxt round
It's very much like Lager Squad
really. The gameplay in both games is
assentially the same - i's just the graphics
and confral system that are different
RoboSport has some neal touches, such
as the sound affects that play while the
maves are being generaled at the end of
@ach turn. Il all's quiet, you know that
nobody has come under fire, but if you
slar 1o hear crashes and screams, you

o — o —
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Once you've sorted oul
your moves, sit back and
wailch the destruction.

know that the two teams have exchanged
fire and thal somabody’s robots have been
severely dented. This adds a bit of extra
axcitement when the movie stars - you
know someone's going 1o get il in the
neck, you just don't know who

But then again, if you've paid enough
attention 1o the stals, you should know
whao's going to get it. Success or lailure on
this battle ground depends on what type of
ground you're standing on, the type of
armour you have, the type of gun
you're using, how far from the enemy
you are, and whether you'ra
standing, ducking or crouching
Throw all those variables inlo the
grey matter up 1op, shake your head
around a bit and the chances ane
you'll be totally nonplussed by the
whaole affair. But if you've got
a head for figures you'll
probably love it

The main
trouble with
RoboSport is that
it doesn't hang

into the murky world of weird robot strategy warfare things.

MAKE A RESOLUTION

¥ _

66,88 1)

t of Bounds

's very
much
like Laser
Squad”

Robot ducks? Well, they look a bit like it
anyway. Masses of stats for all the ‘bots.

together well. There's lots of pointing
clicking and hammering at the keyboard to
program your robots, then there's a pause
while the moves are generated, then you
have fo walch a movie of the battle, and
then there's another pause while you go
back 1o the programming section. IU's all so
dispointed - the game just doesn't seem
complete. Rather than being one coharant
siralegy to achieve a single objective, the
game s al imes reduced 1o baing a seres
of one-off engagements with the main aim
being 1o avaid being hit by enemy fire
Ulimately it's not a particulary
salistying game 1o play. Sure, there are
plenty of statistics and game variations,
but the basic game and game structure
aren’l smooth enough 1o keep you hooked
~ there’s no real flow 1o the proceedings.
The small attempts at humour are
moderalely engaging for a while,
but i's not leng before you're
furneng away 1o find aither a
more substantial challenge
in the shape of something
like Civilization, or soma
real action. RoboSport is
trying to be the “thinking
man's shool-'em-up” and o
a certain axtent it succeads
You have to think, and things
definitely get shot. But that
doesnt maan it's very much fun, and
anyway, we ve already gol Laser Squad,
Braach 2, Paladin 2
® RICHARD LONGHURST

UPPERS Undoubtedly

sophisticated approach to

the old Laser Squad-style
game. Slick control system, which is
particularly good in hi-res mode.

DOWMNERS Thera's not

® much new on olfer and the
game is much too

disjointed. There's not enough to get

stuck into, and the graphics are
small and unimaginative.

THE BOTTOM LINE
The Laser Squad style game has
plenty of mileage left in it, but
RoboSport is tar fram the
best implementation of the 54
idea you'll ever see.
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JMBER ONE IN THE INDY CHARTS
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Iceland is home to an old dig site, one which Indy and
Sophia worked on many years age. Dr Bjorn Helmdall's
mow, searching lor the secret of Hyperborea,

loath te share his finding. He does provide

of two people in the know though...

The Azores is where Indy and Sophia find the wizened
Mr Felipe Cosla. He's & miserable beggar, and
although he's a little more receptive 10 Sophia's
charm, he will enly trade his information.

Wf . ] . o -
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Tikal... Beyond a jungle lies a temple in the hands of Charles
Sternhart, a shady fellow who claims to have translated Plato's
Lost Dislogue. But first Indy has to periuade a snake lo
disappear. There's a natural solution. When Indy and Sophla
meet Slernhart it transpires that Hermer has beaten them to it
and the Navis now have Plate’s Lost Dialogue. Sternhan
believes that Atlanteans were here, too. But he won't allow
our heroes to check out the temple unless they can answer a
question. The answer is learned parrot lashion. Inside the
temple indy discovers the tomb of an Atlanican King... and
two items of treasure. Sternhart then reveals his true colours.

WHIP CRACK AWAY, WHIP CRACK AWAY, WHIP CRACK AWAY

AND THE FATE

Who’s that craggy, handsome man with a whip, a leather jacket and a battered old

Game: Indiana Jones And
The Fate Of Atlantis: The
Graphic Adventure
Publisher: LucasAris &

The screen layout and interface is that of a generic LucasArts Games adventure. Most of the US Gold
picture is taken up by the Action Screen, where the — nol - action takes place, animated sequences Rl -T1lo TRcl KoL)

 Giwe , Pick up | Use

Open | Tzlk to | Push

m' Look at| Pull

Indy is told what 1o do by combining
these verbs with objects selected in the
Action Screen. Appropriate verbs are
highlighted when an object is selected.
Cbjects of no significance are not
described on the Sentence Line.

The Sentence Line
shows what you are
telling Indy to do.

e

Moah Falstein (Story &
Design) & The LucasArts
Games Team

Release: Out Now

are shown, dialogue is spoken and from where all objects are viewed, moved or picked up. Authors: Hal Barwood &

P

Indy's Inventory. My, what big pochets this man
must have. There's no limit 1o the number of
objects Indy can carry, which is handy as he
collects a fair few during his travels. The Inventory
can be replaced by your IQ - Indy Quotient - ie,
the points you have earned for solving puzzles.



GAME REVIEWS

3‘!; I.:- :::
An imtermission... Having traded an artitact with Costa the & 4
1eam are told the whereabouls of another copy of Plate's 47 S " e i
Lost Dialogue... which Lakes them back 1o search Barnett * § i o p
tollege. Meanwhile, the Maxis are busy. Kerner has -~ )
returned home with his price and the apparent power of i .u: ! v
orichalcum is unleashed: Uranium without radisactiviey! ’ ,! 7 '
__; b L3 ] ='_I -“I‘ Jl.-"‘ i g
‘ - ' Ty '
y ' ry ; f“ L 3 r b
| : f + o =
: M I ndy i i
f _"F T (Zrisas o Y wu » A +
Ok meta — | Monte Carlo is one of the next two locations to vislt, | | ‘:",_ # A
| — = regardiess of the path chosen. Here Indy has 1o find et L Sy
'-3\ e Alain Trottier, amateur scholar, pan-time poet and i A & o ;
up in a car chase around the streets of Monte Carlo. L J H

I_'.

JONES |

F ATLANTI

hat? It’s Indy. He'’s back, back! BACK! SusREN Eaig. Mutix ket R

Is here semewhere, but the location is
randomly chosen each time. Indy
scarches for clues in the furnace reom,
the attic... basically all the locations
shown in the intreductory sequence.
Eventually, the Dialegue is no longer
Lost. Indy shows his find 1o Sophia and
they realise that Atlantis s actually in
the middie of the world. i seems they
will alse need three stone keys o make
any progress. Now the paths split...

plot with the
flavour of the

%\
)l) )

ol £

JHh \!
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e
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Pick up| Use |
Talk To

| =l Faall

B
4
@
B
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o
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An Indy adveniure
wouldn't be an Indy
adventure without a little
glabe-trotting. Hiz quest
beging at Barnen College.
Atlantis is litthe more than
a school memory.

EG6L AHYNNYT
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In Mew York, Sophia Hapgood
hosts a talk on Atlantis for
interested parties, Indy among
them. A bouncer bars his way at
the back of the theatre (there are
three methods of enlering, which
Is mice), and a stagehand s
reluctant to leave his station at the
side of the stage. Bringing Sophia’s
show to an carly close, Indy meets
his match: the lame-haired girl
hersell. Someone searched her
ofifice, but that's not the biggest...
She claims the's in contact with an
Atlantean spirit called Nur-Ab-
Sal(!) and proves it by
demonitrating the power of
orichalcum and her spooky
nechklace. Meedless to say, Kerner
wat lurking there all along.

character
animations
are smart”

g @ UPPERS Top-notch plot
with the flavour of the three
(-] films to savour. The
b E atmosphere's occasionally richer
@ bt than Steven Spielberg. There are
= plenty of perky puzzles with
- % salistying solutions, and comic
(4 = touches and animations abound
< = throughout, but in a far drier vein
= than the Monkey Island serles.
z -T
= s DOWNERS Hard drive
b owners have little to fear,
but for everyone else, e, the
: ﬂ majority of us, the disk accessing is
—-_ o total bummer.
5 o s e Bl e, S
a foulup,seyor o THE BOTTOM LINE
can express yoursell however you - While talling short (very in certain
< feel and enjoy the witty dialogue. el 5pot effects to accomp floppy Instances) of perfect, Indy
E The pugilism is one of Indy's —] just goes to show that the graphic
= most tedious - and dangerous - — adventure is improving in leaps and
d aspects, It's part and parcel of the = bounds. The bes! yel but also the
Fists path though, and ot least there's —9= worst as far as floppy
a Sucher Punch option for which you =T disk-based execution gu
@ get ne 1O peints but ot least you dent Ly is concerned.
have to scrap. -
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Jonathan Davies is back with another
tip-fest. This month he’s even taller
than usual - it must be the water.

ZOOL

(Gremlin Graphics)

Alan R Mitchel! of Durham, along with one
of twod (hem hem) other people, has
painted out that typing 'GOLDFISH' on the

the floor next to the spikes you'll see a
platform above your head and to the right
a bit. Jump up into the corner tndermeath
and viola! [sic]

On level 2-2, adds Simon Geary of
Glasgow, the sequence for the piano is
Red. Yellow, Light Blue, Dark Blye

TRODDLERS

(Storm)

John Chapman of Liverpool very kindly sent us hundreds and hundreds of
Troddlers codes. But you don't want 1o see them all, of course. You do?
(Grit teath.) Okay...

‘e M @

e A
'.I\ r

The Palaeolithic (Old Stone Age) was about 5000 years ago. Many humans lived in caves.

llle screen accesses a cheat mode. You
can then prass F1 1o F6 to skip from world
fo world. Additionally, press 1 1o make
yourself invincible, 2 to skip to the next
evel, 3 bo jump 1o the same level in the
et world, and 4 1o, er, kill yoursalf

But that's not all. Rather fabulously,
inefa's a secrel shoot-'em-up section on
level 2-1. It's been brought to our attention
by Andy Peters of Hull. To get to it, you'll
need 0 get past the first two crumbling
platforms with spikes undermeath. Just
after the second one, if you drop down to

" " " ™ - " " “r
e e T e T ey e e g

There are about 10,000 different known
species of ant. Few of them wear masks.

LOTUS Il

| (Gremlin Graphics)

More codes (rats!), this time from Colin Gray of

6 WSVUQPCSJ-T0
! OUNDEFACG-92
8 GXWDYPACV-68
9 BZ-ZF-BAT-90

10 LWNJWKACN-90

Easy Level
; WUWHMNM-30
2 XMOIYSKAS-80

| SMPBCM-T0
4 CWVBQOPCAV-50
5 SEXLNOOOOP-80
VY SKGC-50 Hard Leve
AMKOZ-50 1 IYWWNVEQR-35
2 KAZZMIKAI-45 9 JBOUKJHKA-99
3 FGOLJGDAF-65 10 DASICOTET-80
4 MFFSRPYDU-80 11 XDNVSEECE-85
WOPHCY-50 5 PLOTZQDPE-80 12 QDSCUVEBT-75
YJKHB-60 B ZHZGHIKKK-50 13 SKGYXOOOKK-57
4 ERRURY T 1TG 14 YKGJWVNAK-92

TGGJGGTTT-63
3 NSSSX XX XS-60 B AFZYBQCJT-T0 15 WIMEGMEQH-60

One species of lotws was used
by the Greeks to make bread.

Madium Leve

MOLPN-60

ACTION REPLAY POKES

To get these 1o work, you're probably best  per ife, 19409, XX no. of credits

off taking a gander al the manual that Pegasus 022868 infinila lives

came with your Action Replay can Plotting SFAD,63 99 zapper blocks per lile
player 1, SFCB1,63 same lor player 2

Bubble Bobble CO91EE infinite lives Rainbow Islands E337 infinite lives

GJ's Elaphant Antics TFD 1ECT1 infinite Space Blob C1C4TF infinite kves

g Zool 01 ADOD infinite lives

Laser Squad 12AA5 XX no. of credits for

weapans, Thanks for these go 1o Joyce Heeld of

Mousetrap COTB2F infinite lives
Ninja Warniors 19670, XX no. of shurikens

Birmingham (sorry you couldn'l get those
tips to wark) and Carl Surry of Barnet.

1 PREMIER 51 ALOTTODO
2 BUILDIT 52 UPSIDEQUT
3 NOSWEAT 53 DROPEMIN
4  PYRAMID 54 POSSIBLE

5 CLEAROUT 85 CLOSEUP

6 SPHINX 56 FOOLSRUN
7  QUARET 57 JEWELPUSH (gasp...)
B8 CENTRIN 58 GUIDETRY

9 REDGEMS 58 WOTAWSGO
10 CROSSED 60 LOOSEM

11 SKIPARQUND 61 YOURSOR

12 PACKEDUP 2 SACRIFICE
13 PILLARS 63 BOOMPARADE
14 BIZZ27 B4  WAITFORIT
15 FIVERDWS 65 ROCKBLAST
16 TIGHTTIME B6 NOWASTEALL
17 EASYOME 67 FROMABOVE
18 TWOTRIBES 68 SMASHHITS
19 DONTMIX 68 CRUSHRUSH
20 HELPEMOUT 70 FIRSTFIRE
21 MEAMONES 71 BURNOUT
22 NOPROBLEMS 72  RUMBLEHOT
23 TREASURES 73  COCKTAIL
24 STOREROOM 74  BUGGINHARD
25 UPANDDOWMN 75 MOREFUN
26 TECHNO 76 SPINAROUND
27 ONEOMONE 77 LETITOUT
28 SIXROOMS 7 ALLABOUT
29 THETOWER 78 BOUNCEIT
a0 GOFORHEART 80 RAINDROPS
31 NEWTHING B1 FIREANDICE
32 BOULERO 82 SLOWBURM
33 CRUELWORLD 83 STALLEM

4 CRUELCUBES 84 BADBOMBS
35 SLIPNSLIDE B85 SOLOMAMN
3 KEYX 86 HELLSDITCH
37 GOLDCROSS T FIRSTFIRST
38 STOMNEM 88 GOODLUCK
39 HARDROUND 89 TIMEHUNTER
40 FIRSTGUNS 80 NODELAY

41 CROSSFIRE 81 NOPULLPLUG
42 RUNFORIT 892 GUNZONE
43 NORULES 93 BELTZENRUN
44 NOFARWALL 94 BRIDGEMIN
45 RUNAROUND 95 FALLOUT

48 BADBIRD 9 COLOURUN
47 COVERTHEM 7  AUTOFIRE
48 SAVEBLOCKS 98 SWEATHEART
43  GLAMOUR 88 HEAVYDUTY
50 HACKBACK 100 TWEAKY

HIMOd VOINY
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Oops. Last month we forgot to tell you to take the
scapel from Doc's lab. Go back and get then, then
read on. Recover the remains of the broken vial in
the glass. Take the lapel pins from the floor and the v
box of chocolates from the colfee table. Leave the " Danwiowss ablelesee ot -

room and go down to the hotel lobby. Here you'll don't lie about anything excepl the death of Jetfrey the small piece of paper. Find the corner which is
meel the commisioner. Answer all his questions— _ Miller. Don't say anything lo him about the vials you missing in the girlie magazine and replace it with the
found in the lab. Finally tell him that you  piece of paper you've just found. You now have the
will only deal with Miller's son, Kenneth.  telephone number for Lou Dale. Retum to the hotel

room and telephone Lou Dale.

finnd ! Wial.e racTai s ng a doangernne sibsfasea
houe mustar |:l.....-'_l disoppearad and | hewe Tha
ozl of Fire:ng Ceom beforc an UnSCrFue wloos
band of roc<aCeers oel Thelr hands u:"' Chen
Do wou Twavwe Clhiese viaks in your care

JATh %18 #0n Than'
1- No, : hasm mothine Like that ! As L L o gou wish!
A ¥ T Smrrl Ame tha Fe|acen e EL*s -GL'.l:t"'- cornar of coper ..
- ¥Yas=, o—_ - im & Erres . e ad o A - LL, Al Gy T gy S BT
0 Lil =2.T I'm “amainh on aga on gou :1-4- ﬁt;r";kgﬁ-jﬂrﬁ’ ¥ 3

Put on your surgeon’s mask, and tum on the tap. Take the
dish cloth and wet it with water. Now go to the cupboards
and find the basin. Take il. Open the top cupboard with

the dustbin. The glass will fall into the dustbin. Be very
caretul in this section. you don't want to give yourself
away after getting this far. Get the bottle of bleach and
pour it into the basin. Use the basin to mix the bleach,

with the washing powder and the caustic soda. It's

nasty smelling stuff, so be careful you don’t damage

yoursell. the service halch as wide as you can
and place the basin in it. Block the space with the help of
the wet dish cloth. Deliver it to Lou.

Fets umcrog @ ring o

h'.l'"-ll.l"x.nerr-: ” 1
Ut Ry Loent
u.vmmum 16. VILLA VIZCAYA J(g”
]
Give Kenneth the drugged chocolates. Q Here you come up against the
When he's out cold take the ring on his - e '\ commissioner again. Answer all his
finger. Now go to the sitting room.  questions, but give him inoffensive
Take a cigar from the parrot and put it replies. Go to the bathroom and take
the syringe from the dustbin. Fill it with ke Lk
i formol from the glass jar. Now, you ruy Badro 1 Ralyss o bats
— Al . need to find the opening mechanism of :
- =l » he secret wardrobe. Fill the atomiser you find in the wardrobe with the
- B = in the pirate’s mouth. Switch on the syringe. Once that's done return to the living room. Neutralize the
> B _ B aquarium. Find the shell and give it commissioner with the formol. Leave the living room and go into the
i3 . B = some plankton. Take the fish net and adjoining room. Take the magazine and make a note of the publication
< [". m use it 1o fish out the pearl. Find the month. Next look at the torch under the microscope. Press the comer o
2 1 S band on the pirate and put the pearl in  the painting. Now go to the zodiac wheel and start the mechanism. Choose
z his eye. Look for the print on the statue. the sign corresponding to, two months before the publication month this
- Use the hallmark of the ring on it. just happens to coincide with the evil Doc’s birthday. Ignore the date on

Matt Squires concludes our three part Fascination Tips with a lethal mix of

FASCE

AMIGA POWER

)
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12. LOU DALE’S STUDIO

As you approach the studio you'll see a car. Click on it and take the 10 dollar bill from the base of the
windscreen. Go 1o the service door - it's locked and the key is in the lock on the other side. So first ake
the newspaper from the dustbin - it seems an old friend of yours Is up to no good. Slide the photographs
you picked up in the lab under
the door. Use the scalpel on the
lock which will drop the key on
the other side of the door. Pull
the folder to get the key.Use the
key to open the door and enter
into the kitchen.

L undar tha uwiper |

tLe LFt to prevent parking
t=? Thatesz a crimz ba==r=

Take the newspaper from Ihl dusthln and then give the guard the
lapel pins and the 10 dollar bill. Your next job s o convince Kenneth
Miller about the
vials and
everything his
father told you

on the W -

ov ugnt To speck To me? RighT, wou’ue got
| microcassette, Lwo ninvtes! Flr‘st of alLlL, who ore you?
| but don't tell him

anything 1= A . Kenneth Milleg,. wos father enkrusted
important . Simply we uith a mission...
try to please him.

I*m a friend who vishes gou well ...
L

Kenneth's ring. Now i's time

1o try out your musical I ' 7! m
talents. Compose the

melody of the torch on the After all that you find
argan, noting that A is la, B yourself in prison. Take
Issi, Cis do, Disre, E Is mi, the lighter in the

Fis fa, G is sol, and + Is flat. prisoner’s pockel. Place
To put all this complex the magazines on the
information into perspective table - you need al least
let’s use the following five. Burn the

example. Let's say that if the magazines. the fire

publication month is April,
then two months previous is
February. So the sign is
Aquarius. If the message on

detector will go off and
the door will open. And
that's all there is to i

HIMOd VOIANY

Now wasn't thal fun.,
the lamp is BAD+GE you will Keep watching AMIGA
have to play si-la-re flat- POWER for news of a
sokmi. possible sequel.

bieach, washing powder, and caustic soder - confused? Then read on.

AHYNMNYT

EGG L
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In the final part of our complete solution w
we lake you through the caves of Bidhur R
to Nosthomak and the final confrontation
with Malatoth

Kem inoA yiom o} pabeuew aney pinoys nok ‘mou

LEVEL THREE -
CAVES OF BIDHUR
Run 1o the rght until you make it past the
two monstars standing on the bridge and
then jump up and shool them from behind
(brave man). Move fo the nght and you'll
come to a sprngy branch. Jump on it and
stand as far right as you can but face left
Jump up the branches and shoot the nest
and the four birds that come oul of it. Run
right and jump off the edga, Now go right
wntil you see a table. Shool the left leg and
jump over it to shoot the right leg. You
should now have a pivoted plank, if not
then it's time for suicide because you'll
have to start over, Shoot Ihe head thal is
in the rocks, basically because il 15
annoying you, and you nead it a bit later
Push the plank to the left as far as it go
and climb up the ladder. Run off to the
ledge to the nght again and you'll fall onto
the right side of the plank. The head thal
you blasted will fly up and hit the cage with
the bird in it

The bird will now come down 10 you.
Stand in front of it to the right and press
the fire button. You will now mount the
bird. (Yi-har, ride that bird, = Ed) Fly
diagonally up until you see a column of
metal balls and some adyustable runners.
Go fo the runners and shoot them until
they're in line to direct the balls inlo the top
cave. Now go back 1o the balls and
rebease the first threa. Then go back and
sal tha runners to direct the balls inlo the
bottom cave and rebease all the remaining

qmnhm—h&gmi"ﬁi;l-ui_'

=g, balls. Fly down 1o the ground

and lind the shatt. Fly straight
down it and go right. Youll be
anacked by a hoad of fire
breathing birds so blast away
at tham until ona of them
drops a hammer. Gel it and
fly back up to the top cave
Gel off the bird and
go through the gap. You'll
have to dodge a biock that
falls down just at the el
Here comes a tricky bit.
Change your weapon to the
hammer and push one of the
metal balis to the left of the

pit. Shoot the slab so that it moves over
the ball and move the slab 1o the right by
putting balls undar it 1o keep it gaing. I
you mess it up you have 1o kil yourself
and try again. When a ball is free at the
back. put it at the fronl. Keep going, it's
aasy when you know how. When you
reach the other side of the pit keep
throwing hammers al the block until it
won't move any further.

MNow change your weapon back to
tha throwing stars and use the slab as a
step o reach thal higher platform. Head to
the right and when you come face o face
with a monsler. Kill it by shooting it in the
gye several times. When

through to the end of level two. So now Les Ellis, the kind

he dwes go nght and gel the empty glass
flask from tha lab. Now go all the way back
to the bird that you left at the cave open:ng
and get back on il. Fly down io the bottom
cave (not down the shatt) and fly past the
bouncing balls 1o the edge of the red lake
Geat off the bird and select the flask. Jump
into the middle ol the lake and press fire 1o
fill the flask. Voila, level compiete

LEVEL FOUR -
NOSTHOMAK
As usual run 1o the right from the start and
(not as usual) shoot the flame-thrower
whila ducking under the flamas, it'll take a
few hits but you'll get it in the and. Run
right past tha large steel ball and go down
the stairs. Shool the left lag off the
table and push it as far to the right
as it will go bul make sure you
daon't fall off the ledge. Blast
away at the bats and push
the bookcase left until it's
just before the library sign
Now clhimb up the [adder
and jump on top of the
bookcase. One more
jump and you can collect
the hammer
Chimb up the ladder
and go back up the stairs o
the steel ball. Shoot it twice
with your throwing stars and
swilch weapons to the hammer



This is the hot new shaving technique that didnt
impress dear old Victor Kayam at all.

ST 111

,Will show you how to finish the game.

t :ﬂ Christmas cracker compats, get on with it

Shoot the ball rapidly until it's
al full swing and jump on i
when if comes towands you L 1 -
Ahen you get up to the high 1
plattorm on the nght jump off of
t. When you've landed on this
edge change your weapon back to
throwang slars and
shoot the ball the next
@ Il appears, but shoot
t when it i at th
highest paent of its
swing. It will datach isel
and rodl down the slairs
Now run right
pas! the sliding
puzzia, which you
don't have 1o do
and go down the
adder imo the
crane booth. Pack
up tha small fish
at the bottom of
the top left tank
n the tank
n tank three after if 1 the small
h and feed il to the 1 tank one. Now
3 this fish and feed "n'lnhl in tank
three, Now lake this one and leed it 1o the
shark in tank two. The sma
only one of the fish that wall not

A .

‘.I ﬁ]

" fellow, then. I'd say he

[pretty nasty, wouldn't you?
(We apologise for the
' L-d-—-nh the
L person has
' been sacked. - Ed)

and feed i to the 1op lish

hen pick up the top fish

Pole vaulting's
all very well,
but we've got a
game to finigh.

( '|.'|_'|r'-|- BAacK 10

harm you

Move 1o the exit box and press fire
Mow climb up the ladder

8 [anxs [aung C ngt 1o hit a
spika, Chmib down the ladder aler tank

nfed and fall own 1he drop to tha right
ump over ihe ball and climb cown t

through th

1a plug in
Jp 1
and push
turnace

waliow pil. Go laft and clim

ladder. Jump owver the large ba

I 10 the rght undl it falls inlo the
o the ledge Mow run 10 1

fhia furr

1ace

hammers and
k@ap shooling
wunbil

a t'\- ump
the swilch
on the wall will turmn off the force feld
below you

I talking birds
were at all useful 15 moving
you'd be able 10 Change your

i lumace

get them 10 Weapon back 1o When tha malt
phone for pizza  the throwing drop down from the platiion
and stuli, rs and shool crystal on the floor and go r you

wouldn'l you. pikes that ang

anging

¥ unoer ine crystal which s --"'..-'fnm--_'l
k of ice. Keep shoohng the
B 8, throwang stars will do
the trick, and caich the second crysta
You are now sal for the final confrontalion

THE FINAL CONFLICT
Rum and jump onto the pla

i by ye 7
Wil ML O dRES NS )

. WA
5. Whan

avary ime
dastroy him as q
nan agan, you d

1ell you that,

he go

HIMOd YOINY

Dan't just kneel there looking at your

<3
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Getting a bit stuck in Core Design’s groovy new adventure game? New AP boy Tim

DUNGEON:
You're hanging upside down from a
wall in a dungeon. Call “help” and the

guard will rush in, have a bit of a fil on you,

and in the process drop a key. Pick up the
key and unlock the chains you're hanging
from. Go to the pillar in the bottom right
hand corner and pick up the coin. Go o

the back wall whare the waler is

dripping and pull the mortar, A paper
chp falis out - pick it up and go over to the
door. Use the papar clip to pick thia lock
and get out of the dungeaon

CORRIDOR:

See that goldfish bowl on the table
at the stan of the corridor - you want 1o
take that, you'll need it later. Go o the

door maxt 1o it and look through the
@ keyhole (spooky, eh?). The monster
in the cormidor disappears, enabling you to
get past. Start going down the corridor, but
walch for the statues’ malleds trying fo
whack you, and avoid the monster who
relumns 1o give you some grief. Stop just
before each statue and move after it's
landed a blow. On your way you want 1o
collect all the gems,; there's one between
the first two statues and another 1o the
right of the large table in the middle ol the
corridor. Pick up the coin from the top of
the table. Take the gem just bafore the
second statue past the large table, another
on the wall before the last statue and yet
another bahind the block at the end of the
cormidor. You made it! Go through the door

at the end of tha corridor.

LAKEBED:

Put the: goldfish bowl on your head -
this will stop you from drowning. Pull the
stuck fish Iree from those bars right by you
- @ good deed is often rewarded. Take the
coin from behind the rock al the botiom
right of the screen for some mare monay
Walk on a little bit and you'll see a paich of
mud on the ocean bed. Look at it, then
take the worm that's lying in it. Go up 1o
@ the fishy shopkeeper, give him the

worm and in exchange you'll get a
supply of oxygen 1o fill up the goldfish bowl
and keep you going down thare. Mave on
a bit and you'll come to the électric aals.
This is where your good deed is rewarded,

as the stuck fish you freed comas back
@ and drops an oyster. Now
forunately this seems to be just
what the turtle who's circling you wants, so
give it 1o him and he'll rathes nicaly take
you over the electric eels
0 Once you're over, pick up the cattle
prod that somehow found its way to
the botiom of the water and whan the
shark comes near you aftack him with the
cattle prod. Keep doing this and walk left
@ towards the giant clam. When the
clam is closed jump over it. Go left
(young man) and insert the cafile prod in
the plughole. You will be sucked down

POOL ROOM:
You're at the edge of a lake by the stan
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Tucker is here to help you out. Here’s part one of the complete cursed solution.

ol a cave

a0 10 the bottom right ol the screen, so

@ that you can't see Brad anymore
and pack up the seaweed. Go to the

wall and press the protruding rock to
reveal the secret entrance

CAVE CORRIDORS:
Thera's a lot 1o do in hera, 50 brace
yourself. Pick up all the boldars and rocks
that you find to give o the rock bashear in
ihé rock basher room

Find the gold coin (i's not easy 1o

see, but it glints a bil and you'll find
4 by one of the cave doorways)

Go to each of the separate rooms
and do exactly as descnbed in the
foliowing stops

ROCK BASHER
ROOM:
Giva the rock basher all 18 rocks (three of
each size) which you'll have to go back
and collect DaCause "'Uu cani |:.L|.’I':|I tham
all at once. In return for all your hard work
he grvas you, ar, Some sinng

SEESAW ROOM:

Take the plank, then attach it to the
boulder. Throw the monitor (see POLO
ROOM) on to the plank and you'll be
calapulted onto the higher nock, where
you'll find a magnet. Pick up the magnet
and jump down

Pick up the mandor. After petting the

magnet from the SEESAW ROOM, come
back and tia the siring 1o the magnet and
then throw it down the hole. 1l come back
with a roll of wire attached to il

t&

Take the wira lo tha corridor oulside
thé rock basher's room where the

mud mansier S runming about (don't
worry, ha won'l harm you)

Attach the wire o the loops and
when the mud monster runs pas! a
bot of msd will get caught on it. Pick up
the mud

HOLEY ROOM:

Time o do a bit of snouting around
Laok in the three lefimost holes, ook m
ihe regmimost o and laxe the .'\.'..'-l'}:'-
oul of it

WELL ROOM:

Throw the coin inlo the well and a
games show host appears 10 offer you
three prizes — money, a woman or a
1. Now, you're not going fo ke me
for this, but take the helmet. You'll need it
1o gel out of the caves. Go 10 whera the
5 are falling from the ceiling and put

the helmet on

EXIT ROOM:

Jump in the bucket. Mow, attach the

rawead, attach the twigs fo
miud and the seawead and then wear
thé resuftng mask (yes, | musi admit that's
nol the fwst thing that sprang o my

mind). To find out why, tune in 1o next

maonth's instalment
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Then you need...

THE LAST
RESORT

with Jonathan Davies

When all seems lost, when the darkness of despair descends upon you and your
candle of hope is all but extinguished, Jonathan Davies will be there for you...

This is the bit where | waffle on for a few lines about how you're meant to write in to
me with your game-playing questions, and I'll help out if | can, but the chances are
I'll have to farm your problem out to the AMIGA POWER readership (who seem to
know the answers to everything) and hope someone'll write in. | can't see the point
of it, quite honestly, and | may well stop doing it after this month. (The introduction
bit, not The Last Resort. Although...)

FANTASY WORLD
DIZXIY

| can’l get past the broken bndge of
the dragon just alter the Snap
Happy Gator. I've had the game for over

aight manihs

SY, Worthing

I'm stuck on WIZRID. How do you
finish havels two and threa to get

the number of kittens needed?
Oliver Smith

How do you get 10 leval five of

WIZKID? How do you get a kitten
on round four without jJumping 1o heve
seven? YWhal do you do with a herring?
Faron Smith, Sunderland

Q In ZORK |, how da you get into
Hades? I've tried the bell, the book
and the candias, bul the candles keep
getting vapourised. Help!

Christopher Powell, Ipswich

Q “l can't get anywherg in DUNE. Has
anyone gol any tips, or a cheal”

Jamie Whittaker, Rugby

Q *On DUNGEON QUEST, how do
you gel into the castle” I've bean
into the village and got the coin 1o give 1o
the boat man. | can get to the castle, but

then | can’t get in, Help!™
Darren Knight, Kettering

Q How do | completa taxing level
seven on LEMMINGST
D Bowman, Darlington

Q can't get past the FBI agents on
the beach i LEISURE SUIT

LARRY II. {I've already changed
my hairstyle. )
Eddie Mendoza, Holywell

“Whera's the guardian at the and of
level three on FIRST SAMURAIT
Justin Robinson, Warwick

In FUTURE WARS | can't find a
Q way 10 ged out of the building at the
start. I've soaked my boss but thal's as
far as | can get. Crap, eh?
Colin Edwards, Woolion

Q ‘In HEIMDALL, on the first world

I'm hawving trouble hinding all six

LOOSE ENDS

As you've probably realised by now, I'm not too hot at this ‘answering questions’ business. | can
only apologise, and beg anyone who can help with the following problems to do so.

scrolls to give o the wizard on tha first
island. I've got four with the powar
runes...” (Here he's drawn wo sort of
flag-Eki things, one pointing left and one
pointing right, a backwards N and
somathing thatl looks a bel ke a 1 the way
the French write them.) *Could someane
tell m@ whara the other two ara? Also on
the first world, there's a noom with a
number of swilches and two doors. How
do you open the doors, as none of the
kays seam to fit?

Graham Bond, Basingstoke

“On level two of the Dark Tower in
LEGEND, there's a room with a lol
of locked doors in a row and a Dispal
rune bahind a pillar. How do | open
the doars?
Paul Kemp, Sohom Toney

“I'm hawving trouble in

SPELLBOUND DIZZY. How can |
breathe underwaler? How can | collect
Iha honay pasl the bees without baing

stung? How can | get past the ore crusher
down the hole without being crushed?
And what does the ceramic d do?
{You're not having a greal deal of
success, are you? - Ed)

M Lee, Poole

Q Apart from music, can anyane tell
me some special codes for
POPULOUS II7

Dale Bird, Cannock

Since last Chrisimas I've gone
round and round laval four on
CADAVER trying to find all four gosd
keys. I've only gol bwo.”
Alison Knowles, Goole

“I'm stuck on LEGEND on level one
Q in the city of Balenhalm. | can't find
the ruby and iron keys and | can't open
thé door thal won't budge.”
H W Lee, London

In ASTERIX: OPERATION
GETAFIX, | can't enter the Roman
Camp, but | can get the oll. Whal should
| do now?”
Thomas Franklin, Abingdon

Q “In SPIDERMAN, where da | go
from the tima machine?
Thomas Franklin, Abingdon




MAGIC POCKETS
Mrs M Turner ol Wednesbury was
being driven 1o despair by the
parilla at the end of level two.

A When you lose your last life, keep
your finger on the fire bution. The
game will slart again, but your score
wonl have resat. Keep doing this until
you've got 100,000 points - you are now
super-powered!”

T Cauwood, Linceln

BLOOD MONEY
Alexander Wood was after a cheat,
quite a while back now.

A “All you need to do is pause the
game and press Halp.”
Justin Robinson

CAPTIVE
Stephen A D had ground 1o a halt
on mission two, level two, thanks to
a missing clipboard.

11 seams thera's a bug in the gama
Hera, straight from the horse's
mouth (well, Aron Phelan at Mindscape),
and in a pictorial first for The Last Reson,

I8 the missing clipboard:

lan Beckford of Jersey couldn'l find
the probe code on Salstres

“There are, in lact, two probes 1o be

found on this planet. The codes for
the two probes are SYTHALEBEE and
MIDINSNEING. | think it's possible that
lan may well have missed a very
important feature on this planet. In the
carridor with a ladder nend 1o a shop
there’s a hode in tha ceiling. If ha uses the
anti-grav device under this hole he'll float
up through it to the next level near the
other probe console.”
Harry Maton, Croydon

SHINOBI
Daniel Brumhead of Keyingham
came a cropper with a chopper at
the end of level two. (I'm starting lo worry
about you. - Ed) I'm deeply sceplical of
the following, but I'l print it anyway.

“Pause tha game at the helicopter
and type ‘helicoplertoatoughlorme’.
Then un-pause the game and die once
only 1o see level three.”
Nathan White, Walsall

THE SIMPSONS
Cheryl Adamson of N Yorks had
come tantalisingly close to reaching
level two, but it continued 10 elude her,

“To destroy the flowerpols you

must jump onlo & window, and than
on top of a door. Jump up and dawn,
Spraying your paini onto the pots. For the
cinema screen you need 1o be on the
righi-hand side of it and again jump up
and down, spraying your paini and
turning it plnk.”
Jonathan Algar, Newark

LEISURE SUIT LARRY 11
P Gritfiths of Cambridge was irying
to find a passpor.

A “Go back to Eve’s house and
search the dustbins outside.”
Haydn J Mullineux, Manchester

DEUTEROS
A D Feather had no specific
problem. He was just a bt crap,
and kept getting killed by the Methanoids.

“Here are two pieces of advice;

1) The Methanoids won't attack
unless you either trade with them too
much or build six orbital factonies. It is a
good idea 10 build five factories - on
Earth, Leda, Titan, Tethys and
Ganymede, (These moons have
hydrogen and methane, and can produce
fuel.) You should build up stocks al these
bases go that when you star the war by
buikding the sixth base you can produce
drones in large quantities and fight off
any attack. Mr Feather is starting the war
too early with few or no resources.

2) To prevent Mathanoid attacks within

a solar system, first capture or destroy

all Methanosd ortital tactories in that
system, and then construct an

incomplete factary on the outérmost
planal. The Methanoids will be unable

1o launch an attack anywhere in that
system and you won't have to defend any
bases there.

Oh, and ona more thing, prass Shift
and C on the planel resource screen 1o
give you infinite quantities of mos! objects
(except drones).”

A G Foster, Milton Keynes

Hey, | can do this one. Actually the

two problems are connected. To get
across the water you need thrée boulders
Dné's in the Armorog's den, one's just
after the Gator and one's in the entrance
hadl. Drop them in the water at the edge of
the bridge. Then you can jump over them
get the key and find Dozy on the pier. He'll
e you a sleeping potion which will get
you past the dragon.

THE ADVENTURES OF
WILLY BEAMISH
“Could you tell me how | can get
past the vampire baby sifter?”
Scott McGill, Liverpool

When you'ré being chased by Alicia,

get the can of hair spray from the
bathroom, change 1o the cross-hair cursor
and spray a cloud ol it in front of her near
the ceiling. That will slow her down. Then
get the mouse from the chair cushion in
Brianna’s room. Go to the living room,
chck an the vacuum cleaner and hide
behind the settee. Throw the mouse onto
the table. When Alicia goes for it, change
1o cross-hairs again and click the button

GOBLIIINS
“‘On level eight. | can get the seeds
but when | plant them the birds
come and eat them. Please tell ma how
fodoit”
Matthew Hinchlitfe, Colne

Do you mean level saven, by any
chance? If that's so, 1o get nd of the
birds simply hit the scarecrow

THE SECRET OF
MONKEY ISLAND
*On Le Chuck's ship, we can't get to
the cooking vat in the hoid. The rat
keaps stopping us. What do we do?
Mark and lan Wood, Taunton

Try pulting the grog inta the bowl on
the fioor

“I've put the [blah, blah, btah] into
Q the cooking pot, but it won't go bang
Can you halp™
Mrs 5 Munro, Hull

It would be a pleasure. Your list of

ingredeents is wrong, that's all. What
you want is the cinnamon sticks, the
breath mints, the Jolly Roger, the ink, the
fine wine, the rubber chicken, the

gunpowder and the cereal
Q ‘I have reached Monkey Island but |
just can’t blow up the dam. Hawing
called the Lucasfiim helpling | was told by
the answering machine to use the
gunpowder, magnetc compass and
noteworthy stona. | have the first two items
but where on earth is the noteworthy
stone? And once | have it, whera do |
stand 1o use all these flems?"
S Hayward, St Lawrence

The noteworthy stone is actually a
piace of flint, which you'll find on
top of the note al the river fork. Once
you've got that, use the gunpowder on
the dam and use the flint with
the canngniball

ANOTHER WORLD

Q “Al the end of level 12, how do you
pull the last levers on the control

panel? It's really bugging ma.”

Chris White, Trowbridge

After staring long and hard at the
solutson in issues 11 and 12 of
AMIGA POWER, | can only guess that you
maan leved 11 = the last level. If that's the

case (and | quote): “Wait until the fight is
finished. then time it so that whan you pull
the level the alien is under the trap door in
the centra of the screan, Than quickly pull
another lever and crawl kel underneath
the opan lrapdoor.” IS that any help?

SPINDIZZY WORLDS
"How do you get access to the
hidden level editor?”

Mathan White, Walsall

This was all coverad in issue B of

AMIGA POWER. But, to summarise,
you've got to go 10 the level-select screen
and type ‘Edit’ (i.e. capital E, small d, i, t)

THE MANAGER
Trant, fume, snarl] ...I've spent one
hour trying 1o get your damn cheat
to work... [rant, rant, rant]"

This is just ona of thousands o

latters I've had complaining about
the Manager cheal in issue 19, Apparantly
you've actually gof to press A after you've
pressed D. I'm really somry, okay? While
wi're at it, | made another horrific cock-up
in the samea issue, while | was typing out

Adnian Pannet’'s answer 10 the New
Zealand Story problem. | should have said
that the warp's on level 1-3. Yeah, yeah,
and loads of people can’l gel the Parasol
Stars cheal to work. Soery. Thay're
working me 100 hard, that's whal it is.

MYTH
"How do you kill the large dog in the
pyramid? I've got the headdress and
the magic eye, but neither of them seem to
have any effect.”
Darren Jetiries, Pontypool

Have you put the ankh in the space

in the wall? i so, stand under it and
use the magic eye. By the way, my car
came from Pontypool, It says so on the
number plate.

HOOK

Q “How do you: a) make the bow and
arrow, b) gel the metal detector for

the clock, c) jump off the cliff side, and d)

talk to the leader of the Lost Boys?

Greig Brown, Falkirk
A a) Use the tree branch with the
string, b) you can get the money 1o
buy it by taking the coins from the ship at
Good Form Pier, ¢) use the psece of
elastic with the slingshot, and then use
yoursell with the corner of the fence, and
d) you just, like, talk to him, | suppose.

If you think it)l help, you can write to me at
The Last Resont, AMIGA POWER, 30
Monmouth Street, Bath BA1 2BW, Send
Loose Ends answers 1o the same address.

S
CASES CLOSED

Below, lots of kind people have written in with advice on problems | couldn't answer. | salute them.
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The Frankenstein Syndrome - or Winners of the Design A Game Competition.

or ] 5, for example, wenlsiraightiout Greal Yarmouth to the AMIGA POWER
|. M T | g wWarng many enirnas eics 0 Wi pd all have a loox al o
‘ : 0 3} WE W 1 obwvious!yspant together. Wa'll get 1o the conclusions in a
{ saw an avalanche of ma absolutely ages on, and almostas many moment, but for now, let's ha 00
3 ¥ Ra v 1 the back of 2189 That Shor
op 100 sent D I.b

The Hidden, Stuart and Mark ponder the finalists. The oaking for
reom looks tidy and smart because it isn't the AP oMfice. he idoas

The room began lo
look tamiliar as papers
yarallax were strewn aboul.

THE INCREDIBLE

INVADING SPACE SUCKERS IN 3D -
by Robert Prent of Nykerkerveen in Holland =
Another giveaway fitle, but this entry was distinguished by a lovely painting Robert semt p
in with it. The game is sell-axplanatory, being Space Invaders in 3D
- with extra bits, but there was enough thought and ;
innovation in the design to make it =
worth considering m
1
=
& RICOCHET =
' by C.J Clarke of Twickenham <
X ]
L- A A cute scrofling arcade game starring a blob =
calied Splosh, nicely realised in a thick dossier =
with extensive character data and storyboardang, -
all prettily drawn and maticulously -
y thought out. The idea is 1o guide Splosh E

across a vertically-scroling course,
avoiding bad guys and gaps, in a
scenano not a million miles away from
Gremiin's old 8-bit classic Bounder.



SPOD LAND
by Martin Fox
of Banchory
A funny little arcade
batile game,
featuring lots of
little cute flufy
characters called
Spods, who while
away tha long
summer days in
Spodiand by, er, spitling
at each olher. A very simple concep! with
lots of extra stutf bolted on 1o keep it inferesting, and one of

the few mulb-player designs we got

BATTLE CARS

by Tim Genge of
Portishead

Anather multi-player gama, this
lime usang the classic post-
apocalyptic Mad Max scenano
in, well, a batile between cars
Supposedly a future gameshow
the winner in Bartle Cars is
anyona wha's still alive al the
end of the game.

REBELLION

by Michael Brockbank of

Canberra in Australia

Anothar nicely-presented effon, for a game looking a bit like a
cross batween Captive and Laser Squad. Michael even went as
far as to suggest the typa of music that should accompany the
game, bul we're not going to hold the fact that he likes

Speed Metal' against him

i

RATZI
by Dominic
Camus of

4 Cambridge
o Absolutely

2 Qorgeous

z presentation by

: Dominic here

sanding in his multi
part warnor rat
RPG/wargame on
some beautiful paper
covered in sublle,
detaded drawings. Of course, we didn't
pay any attention fo thal whalsoaver,
the ideas baing tha impartant thing,

but i's nkce 10 sea somaona pul the
effort in all the same

AMIGA POWER

THAT SINKING FEELING

by John Murdoch of Renfrew

An arcade puzzle game, setting tha player an a group
of lowars which collapse as they're touched. Lots of
mifty ideas in this one, ke having o earn the nght to a
Pause facility, and potentially excellent manc fun
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Buggies and Rome and Top
pdvaied i into your all-time 1op
1007), y;pra obably wondering
fhan'T @ going 1o come up
gt W Ware too, so after a heavy

tnem up nrid ask them..
“We're just finishing a
Sonic-y platiorm game
called Dong. It's actually
qQuite a ot like Doodiebug
in look and style, but we
think i1's better. We're
looking for a publisher fior
it, 50 if anyone's
interested...”

We've had a look at it, and it's a

bit excellent. Software houses, snap it up!

“We've more of less finished a new
bit of PD, a four-player Smash TV clone

called Monster Mash, which we'll let you
fake a look at for your coverdisk,”
Smash TV? Four players? Give!

“Then thara's an un-named shool- g

and a new game called
Bob's Bad Day which
does somea clavar stufl

looking for a e
publisher for
Dong”

on the Amiga. The
shool-'em-up design is
amazing and we'll
probably be working on
that with him soon,”
Busy, aren’t you?
“And we're also involved in discussions
with a couple of major software houses
about a design we've got, for a

revolutionary platiorm
amsé with bizarre -

Above: Some manner of hyper-evelved
duck (don't azk us, we only work here)
battles it in the Hidden's latest slice of

fabness, Deng. It breaks with Amiga
tradition by using ‘fire’ 1o jump (a Gosd
ldea frem the consoles) instead of 'up’.

Laft: It's really rather good fun 1o play, and
the main character is quite charismatic.
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GAME
REVIEWS

CONTINUED

Game: Sensible Soccer
92/93 Season
Publisher: Renegade
Authors: Sensible
Software

Price: £25.99 stand
alone/£3.95 upgrade
Release: Out now

ornang, Stuart. IT'S THERE!
WHAT A GOAL! Oh, is that
the new version of Sensible
Soccer?

FANTASTIC! DID YOU SEE THAT ONE?
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Could you stop shouting, please?
WHAT? YOU'RE KIDDING! A YELLOW
CARD FOR THAT?

Mark, could you make Stuarl ba quiet?

| NEVER TOUCHED HIM! OH NO,
WATCH QUT FOR THE FREE KICK!
Oh look, Estonia just equalised. That's so
very interesting.

SHUT UP! THERE ARE NO EASY
GAMES IN WORLD FOOTBALL!

(Bring bring) Stuart, | think that's

your phone.

OH, WHAT A VOLLEY! TWO-ONE! UP
YOURS, ESTONIAI LET'S SEE THAT
ONE MORE TIME! OH YES! YES!

11.45am. Stuart finally manages to get Scotland to beat
Russia. No work done yet.

10.00 am. Stuart's been in the oMice
for slightly over half an hour.
Mo work dene pet

CRARPFET SBHEERER

a
*
/.

The best got better. Now we’ll never get any work from Stuart.

SENSIBLE SOCCER
©2/93 SEASON

10.30am. Custom icams
cause much amutement.

uTD

{Bring bring) Hello, AMIGA
POWER. Mo, I'm alraid he's
not here at the moment. Can
| take a =

AND HE'S CLEAN
THROUGH AGAIN AND
HE'S - NO! WHAT A SAVE!
CORNER!

Mo, no, that's just, er, the
radio. Hang on a minute, Il
furn it down. [(Chout)

HE FLOATS ONE IN, A DIVING HEADER
- GOOAALLL!

Yes, I'l get him to call you as soon as he
calms dow- er, comas in., Bye

AND THE SCOTS HAVE REALLY GOT
THE PSEUDO-RUSSIAN LOSERS ON
THE RACK NOW! A CROSS, A GOALI
So, you'll be giving this a pretty good
review then? Lots of stulf about the new
goalkeepers and how they can fumn the
ball round the post for corners and stuff,
and how the
new passback
rule's been

O K

and how the computer teams’ skil levels
have bean tweaked upwards for a tougher
challenge, and how there are new custom
teams, and how the game’s got

lots of up-to-date options like
the chance to play the

World Cup Qualitying
proups, and how the red
and yellow cards thal

quite a few people
compiained about the

lack of in the ariginal

game have been
Implemenied this time round
(compilete with extra crowd
samples), and how it's just
generally an even more labulous all-round
recreation of the true feel of football, right
down fo the unpredicltable way that you
can thump ltaly away in one maich, only fo
gt a 6-2 home drubbing from Portugal or
lose to a breakaway goal from Malta in the
very next one, and all that kind of thing. In
fact, | shouldn't be at all surprised if you
were to tentatively suggast that with all
thesa
improvements this
might, in fact, just

implemenied,

passibly be the

2.00pm. Still no
wark from Stuart.

“No way!
You can’t
send him off
for that!”

best Amiga game of all time, as our
readers voled it in last month's Readers’
All-Time Top 100. After all, you do seam to
be having a good time over there.
NO WAY! YOU CAN'T SEND
HIM OFF FOR THAT! NOW
THERE'S A HOLE IN THE
WALL, AND = ARGH!
FOUR-TWO! HOW COME
THE GOALKEEPERS
NEVER EVER SAVE
FREE-KICKS?
Oh Ged, I'm getting a
headache now
COME ON REF, SURELY
THAT'S A PENALTY? YESIIT
MUST BE FIVE! IT IS!
| think it might be an idea if the res! of us
took an early lunch, Mark
AND IT'S ALL OVER! WHAT A WIN!
LOOK AT THESE HIGHLIGHTS!
| think you could be right, Tim.
® STUART CAMPBELL!

UPPERS Tougher,

slicker, more realistic, in

pretty much every way betier
than the 93%-raled original. Is there

any more to be said?

DOWMERS The keepers
@ doseemiohaveabitofla

weak spot where free kicks
are concerned, and It'd be nice i
you got o play some kind of World
Cup if you qualified. And where have
Aberdeen gone?

THE BOTTOM LINE
You lot think this (even in its
previous, inlerior
incarnation) is the best

Amiga game aver. I'm 94
inclined to agree with you.




COOL WORLD'

It’s a funny old world, especially when it's

Game: Cool World
Publisher: Ocean
Author: Twilight
Price: £25.99
Release: Out now

here's no way 10 lell what the
film Cool World is like because
it's not out yet. The anly thing |
can say is that | guite fancy the
cartoon represaniabon ol a woman on the
poster (her name's Holli — ssgh),
which has me, and my psychiainsi, v

maore than slightly worned 4

especially as | was just getting

over my crush on Jessica

Rabbit. That aside (ahem), lal's

look at the game plot. This guy

Jack Deebs, has been writing -
this groovy undedground Comic

called Cool World and in the {
process he's unwiltingly created an
alternative universe. This universe is
peopbed (or charactered, anyway) by b
doodles, who are the stars
ol the comic, and they'ra
irbant SR Iran 5Iurnr‘g
objects from the real world
to Cool World by jumping

g

She's lovely, isn‘t
she? What kind of &~
chance de Mtillli

N have with & drawn
fictional character?

Some of the doodles are a bit weird. Here
Harriz has to fight against Jimmy Sawvile in
his jogging suit, and & giant blue baby.
Ever wonder who thinks of all this stuff?

The Cool World is a strange place, full of
glant taps on springs and alarm clocks.

through vorbcas batwean tha two, All this
would be fine il it weran't for the fact that
as a deedt resull 1he universe is gaing to
desiruct. You play Harrs the Policaman
and it's up 10 you o save the universe
trom thes unusual thraal. It all looks like
fantashc potental for a great game
Ah; the gama. It was looking good on
thie fantastic intro sequence, and my hear
ached as the current object of my desire
danced on the screen in front of me, and
somebody else had 1o push the fire button
o gat me on 1o the game isell. And
then... oh dear. You're on this
honizontal r _',-:.’nflll"g | it 8 which
could hardly be called platform as
there're only two dimensions
to it, shooling purple gordlas

- and Bart Simpson lookalikes

armad only with a handy
pen, | can't bebeve it, i
looks like a Spectrum
game. | was
cursing and
preparing myself for
¥, a 29% job, when it
got better. It tums
out that

Was ust
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“A mildly
enfertaining
game, but not
a complete
stormer”
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the start, where you're traveling
the: Cool World sireets
collecting coing in order
to bribe your way into
the other levets

And the other levels
are an improvement
Thig is a platform
game after all, bul with
the acded bwist that
you've got two lavels al
once = the real world
scenario and the Cool World
scenano = and you skip between the two
using the vorlexas. You have to shoot the
doodias, which turns them ino ink
bubblas, and then suck them back inlo
your pen to complelely destroy them. In
the Cool World you have 1o pick up rea
world objects and send them back where
they belong. You get an indicabon of how
many deodies are in the real world and
how many objects are in the Cool World
50 you're constantly skipping about
batween the two to keep the balance in
check. Whan Iha
danger reachas
cntical level you
losé a he and you
have 1o keep the
balance dunng the
time limit 1o go on
to the next lavel

And that's it

really. I's tairly
engrossing for a
while, as you
batthe with time
and are forced 10
jump around a lot
batween the two worlds. This makes for a
mildly entertaining gamea, and bumps the
rating up by 30% from my initial
disappointment, bul it's nol a complate
stormer by any means. The control of the
character is very crude and leels clumsy at
timas. The backgrounds look good, but not
stunning, and it's really an average
plattorm game that is raised shghtly above
average by the time limit and two-levels-in-
one scenario. | was lelt with the

Run and jump, but
never stand still.

haracters from a cult comic.

impression that a kol more
could be done with such
an ineresting plot. But
never mind, eh? There's
always the title

SEQUEnce

® TIM TUCKER

It's a little red phone
creature (2o I'm tald).

Quick flip back to the real world, and it's
time 1o do a bit more doodle bashing.

UPPERS Having a time
@ limit adds excitement to the

game, and playing two
levels at once is kind of groovy. The
backgrounds are attractive, and
some of the doodles are effectively,
er, doodle Hie.

DOWNERS It's clumsy
@ to control the main

character, it's nol ariginal
and it's basically just an average

HIMmOd VDOINY

platform game when there are some
stunning platform games around.

THE BOTTOM LINE
It's a shame that this film licence
hasn't been turned into a fantastic
game. If the film's a hit (and it will
be) then this will be oo, and I'm
sorry that people’s money won'l be
spent on something more worthy of

their cash. Not a complete 5 g

AHYNNY

EGE L

disaster, but it should have
been a triumph.

O
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Dungeon Master strikes back, and this time it’s

Games: Dungeon Master,
Chaos Strikes Back
Publisher: Psygnosis
Price: £25.99

Release: Oul now

ome say that there's nothing an
AMIGA POWER writer fears
morg than | nnur'g a rnohd p|,|:|- "H
game, beanng a “review this®
Post-It note, lying on their desk. This is not
trug. | have discovered somathing even
mare scary, and that's finding TWO role-
playing games, cleverly packaged i a
single box, hing on your desk
Dungeon Master is very old, but still
much loved - it popped up spookily at
number 34 in the AP Readers’ Top 100
Packaged with it is the sequel Chaos
Sirikes Back. which is less old (in
traditional sequed fashson), mare difficult
and similarly similar
The games are typical RPG fare, with
character sheets, special abdlities,

SHOW SOME CHARACTER

Shove an item in your mouth
to eal it (tp: mot a scroill).

monsters and dungeons galore. The son
of game that you'll either love or hate. With
that in mand, here are two réviews. Read
the one thal applies 10 you

I you've read every one of Tolkien's
books and drawn haxagons all over your
kilchen table, read this
during success of Dungeon
Master can be put down 10 One major
facior: the game's control method. This is
both innovative and user-iriendly. The
character sheet offers a pictorial
reprasantation of your
hero's body, and you move
icans around on this to
slore, eat, examing or use
ther vanous items you'll find
arpund the dungeons

Casting spells is
almost a gama in itself, as
I invalves ‘learming’ a new

Cedar tree, how big it's
grown. (Oh boy. - Id)

Your rucksack holds thirteen Hems, Other

containers (quiver, pouch) hold substantially less.

got chaos with it.

“The
control is
innovative
and user

friendly”

language. Thara are
24 magical symbols,
each wilh thesr own
meaning or funclion, and tha
inck is to combine the nght symbols

1o pértorm the Spell required. A lot of ‘'ow

my head hurts’-style thinking is
needed here

Despite the complexity and depth of
the gameplay, Dungeon Master's control
mathod is admirably user-friendly Mowing
round the dungeon involves clicking on the

CHAOS STRIKES BACK

arrows 1o the side of the action screen
Picking up or operating objects you find
ying around also jusl requires a simple
maouse chick. Simple. Quick. Easy
Chaops Strikes Back is similar, with
extra dithiculty and extensive character
cevelopment features. In Dungeon Master
you have 1o select four ready-grown
adveniurers from the Hall of Champions
Chaos allows you 1o edit a character 1o
create your own unique hera, even 1o the
extent of drawing a new icon for their face.
Chaos is much trickier, though there
15 an axtensive help option prl_'}lflﬂl_‘c
(sadly it nvolves quithng a saved
game 10 boot it up separalely)
RPGs ara a lairly timeless
genrg anyway, but the reason
that Dungeon Master has
asted langer than most is
that it's such a good gama
wilh clever conirols, loads of
options and lots to do. But hey
don't you own a copy akready?
Everyone else, read this
User-friendly controls and innovative
characier sheets make Dungeon Masher
maore of a joy to play than most RPGs, but
s still mainly a kot of looking at blank
dungeon walls. The value for monay
concept of having two games bundied in
oné pack is only really of interest if you're
really committed to this sorl of game. The
two tithes are pretty much identical (though
Chaos involves some sort of neo-masonic
ek-swapping ritual before you're allowed
to play), 0 unless you're inlo fighting
these things through to the end, you're not
really getting two games lor your money
There are plenty of leasers to solve
betore you meet any monsters - will you
haveé the patience 1o work through tham?
Al the end of the day, Dungeon Master
and Chaos Sirkes Back are role-playing
gamas. And you know whal thal means
® ADAM PETERS

UPPERS Smart control
® method, atmospheric

graphics, Dungeon Masier is
easy lo launch inlo, a few added

features in the sequel.

DOWMNERS You really
@ have to hunt out the action
initially, and Chaos Strikes
Back may prove too difficult for the

average gamester.

THE BOTTOM LINE
Dungeon Master has aged well, and
puts the majority of today’s identikit
role-players to shame. It is an

acquired taste, of course
(but if all RPGs were like
this, it might be worth
acquiring). Impressive.

il




Game: Noddy's Playtime
Publisher: Jumping Bean
Company

Author: Richard Costello
Price: £24.99

Release: Out now

hat has a 43-year-old with
rosy cheeks and a blue hal
got to offer the nation’s
children? More than you
might at first imagine, actually. Particularly
when the 43 year-old in question is only
three feet high, drivas a rather plaasant

linle yellow car, lives in Toy Town, and is
callad Noddy. (Is that is first name or his
sacond? MNever could work it out.)
Anyway, there are esght games lo
play in Noddy's Playtime, all of which are
linkad by a natty little driving section,
which involves steering Moddy around Toy
Town to get to one of the games. A simple
painting program is thrown in as well, 1o
enable children 10 exercise their creativity,
The games teach children about (deep
breath) shapes, colours, malching objects
and animals, basic
music, letters [
words, odd-one-
oul, cownting, and basic
maths. Phew, you never
knew thare was 50 much
nit, eh? Al the
games are
extrameaty
Wi
presanted
and have
excellent
sound

Er, the naughty «if on the rool has done something antagonistic 1o
the mail (they do that) and it's your job to put it right.

NODDY’S
PLAYTIME

Lock up your daughters, put shackles on your sons. Noddy’s
back with a vengeance, with a mission to educate.

Vizgit Moah's ark to play the jigsaw game.
There are more pieces on the harder levels.

effects, though some of the graphics are a
bit small, particularty on the train malching
gama. | had trouble distinguishing
between the portraits of the characlers,
let alone ramembering where they
L ware all sitting Thrae skill levals
cater for a range of age groups,
from just entering school 1o about
saven-years-old
Whan
children first
use tha
program
it's bast

presented”

When a number appears, hit the appropriate hey to hear a rather strained

“All the
games are
extremely

Either get Moddy to drive you to a game or
click on the car and drive yoursel.

that an adull uses it with them 10 guide
them through the basics. The control
system is simple, and texi has been kept
to a menimum, which makes the program
easy 10 use, Bul you can't help wondening
how many live-year-oids have masterad
the complexities of swapping
disks on thedr single-dnve
Amigas (although
they il
get a lot of
practice here)
Apparently
there has been a
lot of demand lor
a Moddy gama
from parents, but

their children or satisty
their own nostalgic cravings is

unclear. And anyway, parents who were
raised on a good haalthy diet of Noddy
Big Ears, suat and cabbage will want to
ensura their children get the same
treatment — however unfair it might seem
1o outsicers

The attraction of Moddy as a game
character mus! lie very much with the
parents. Tha little chappie hasn't baen on
TV for a good few years, and | know that
my lour-year-old boy cenainly wouldnt
accept sweeties from the strange little

whalher i's 10 educate

DPaini eat your heart oul. Creatle your own
masterpieces with Noddy's help.

gnome. But if Sonic cama round with a
pocketful ol sherbet dips, thal would be a
different matier. In marketing lerms if's
obwviously very sensible o use a characier
parenis can igantity with = afler all, thay
have all the manay. (Thera can't be many
infants just entering school with £25
pockat money to spare, can thera?)

Having used the program for soma
time, I'd quite happsly lork out the
alorementioned sum tor the program far
my litthe ones 1o use. And not being a huge
Noddy lan, that surprsed me a bil. |
woukdn't buy it for the ndiculously wee
cotlon-candy Moddy stull, i's just a
damned fine educational pragram. I1's fun,
it keeps children inleresied, the graphics
and sound effects on the whole are
axcellent, and there are plenty
of different games, The
numarous desk swaps
involved are an
absolule pain
on a single
arve macnine
and ks potentially
ruinous for young
children, but overall,
Noddy's Playtime is
one of the best

programs of its kind '.I
® RICHARD -
LONGHURST a'=

UPPERS Well presented
@ throughout and extremely

easy to use, Noddy is bound
to be a sure-lire winner with parents
and children alike. Plenty of learning

opportunities in an good variety of
games, plus some decent sounds.

DOWNERS Too much
@ disk swapping for single

drive owners means it's hard
for young children o use on their

own. Older and more experienced

gamesplayers will find it loo easy 1o
complete.

THE BOTTOM LINE
A thoroughly professional
educalional game that's surprisingly
enjoyable to play. It sets oul to
appeal to younger children

and it definitely succeeds.

A shame about the

excessive disk

swapping though.

HIMOd VOINY

AHYNNYM



LEEDS UNITED
CHAMPY 13

Tume 49
Leeds Utd <{8>1 Aldershot (8>1

«Fairclough 49 H.Upton 47
booked : T.Dorigo Leeds Utd

CnFrearmo

l““uhﬂlhhm

they appeal to non-fans?

Team licences are all very well, but do

Game: Leads
United Champions
Publisher: CDS
Price: £25.99
Release:

Out now

lans
o buy a gam:
whila rose
the wh
1o be behir
Peacocks i
challange for the

“It's very
playable,
you'll soon be
hooked”

ou've laughed
at the

[."I!"--."Jl'"'i-lr'!;.l'

ag Glasgow
Rangers, now buy the game
Which
'what's thi idea behind these football game whatever it’s like, and ever
l@am | airéady had a host numbers of pacple wouldn't
of Mancheste
game, an Arsenal game... The fans ol 1 changing room, how does
chub in question might go for it in a big Foras thera's no ar
way, but what about

2 7" We

JANUARY 1993
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mmmmmuumwnmn
cons for playing the next match, changing team formation,

0

counting the cash, trying 1o find a transfer market, ete.

Manchester United or Bradiord
CAn you S£e quel

Europaan Cup. Nol now
they're not in it any more

S0, bearing in mind th
arge numbers of paople in the
@ roundabout way of saying West Yorkshire area will be buying this

r United games, a Liverpool Winona Ryder was using tha box as a

yoody else (and at all. The Liverpool game was an

5 going to be at least & arcadey, the Manchaster United games
colball fodlowing public)? How many wera a8 minture of arcade and strategy, but

W IEELS UNITED B

Even the smaller second menu contains a good, healthy quota
of icons, many of which are teetering on the precipice of
eyeing up the league tables and fixtures, checking on injuries, uselessness. There are several ditferent options fo display your
performance in the form of a bar graph, for example.

Leads United 5 antrely 3 managérn
game. You won'l eve
footballers during the match seque
K, Qalaks
2 WOIrGS

2am you can be, naich) start off e
and a black e Fourth Divisio
midheld’ and some of the Leec nards, thay'd be
avan mora upsel if thesr team made a
habbil of losing to teams ke Doncaster and
Wrexham. Consaquantly, they don'
You'd have to do something really
siupid (only felding six players, for
xample) 1o bosa a game in Division Four
g5 ged harder as you progress up the
eague of course, bul a bt more challenge
fram the kick off would have been ni
Apart

I's user-iner

arars

5 mighl upsel

(A decent maich
se0 3

speady way )
flow of play, comibdr
stream of information ((
bookings), is

that, it's all pretty decem
¥, you aren't swamped with
information you d want, and there's
plenty of scope lor iing tactical, Which
15 r-n,l:’l', w 0OuU want in a game style

L tactical, In short, it
hings that ara good, and
ndiul of things

players are more ® ADAM PETERS

Delente |
Short passing
Lomg Ball

Han to Hahn
Midfield]
Bhort passing
Direct Ball
Blow bulld-up

LT

Short passing

¥ OIFRINANG e iman

y 10 get wor

traun iham

he I.'|'1'n
Do CDS
0 i |'Jm.
lug“h hat we don
Flaw two: IV's oo
easy to begin with. In

ganarale 1ha

Lesds Utd

E.Cantona 41 Shoot on might

Dribble

Above: Team tactics and
stull with a pretty Leeds
United bachground.

Left: Ooh Ar, Cantonar,
and all that. Stll not
many in the crowd.

UPPERS Ii's got loads
of options. It's easy to

control. It's very playabile.
You'll soon be hooked.

DOWNMNERS It'sgota

few rubbish bits. 1t

struggle to win over people
who hate Leeds. Steve Hodge is in it.

THE BOTTOM LINE
We were inundated with footy
management games arcund the time
of the European Champlonship.
Leeds United isn't as good as the
best of those (Graham Taylor's
Soccer Manager), but i's a

damn sight better than the

worst (Domark's

Championship Manager).

H




Game: Motorhead
Publisher: Virgin
Author: Richard Costello
Price: £15.99

Release: Oul now

hen it comes to appreciating
the finer points of the music
of Motorhead, I've got to
admit thal my expenance is
kmitéd to two separate and really quite
feeble events. Ona is watching
fhe warty rock gods strumming
harmoniously away in the
Young Ones' living room
while the boys rushed to
keep a date with Bambi
Gascoigne, and the olher is
being a spoggy twelve-year-old
umping around at the school
Christmas party, mumbling alang to the
verse as if | really did know the lyrics and
then shouting out ‘The Ace of Spades! The
Ace of Spades!” aver the chorus.

All of which, | think, leaves me amply
qualibed to have a bash at Virgin's latest
ollering, Motorhead, a sort of lovable, fluffy
homage 10 these lealher clad kings of rock
slarring thesr legendary head man and
chiel screechar lan ‘Lemmy” Kilminster. In
a nol entirely ongenal sequence of events it
franspires thal whileé our Lemmy was lywng
in a recreational Jack Daniel's type coma,
weious gangs in a small fown have
kdnapped and made off with vanous band
members and roadies. Confronted with a
note tedling him to bug out or face the

i
An halitosis attack on an
unsuspecting rapper, yesterday.

consequences, Lemmy takes the
only option open 1o a man who
makes a living out of drinking heavily and
wearing solled jeans - he kicks butt

With such a shallow pretext 1o hur
people there's very little laft 10 do other
than getting down 1o the serious business
of busting people's faces. The ullimate aim
of all of this violence is 1o release all the
boys and to gel down 1o lots of dabauched
rockin® and head bangin' but of course
life’s never thal easy. The gang
factions that have the lads
are numarous and split
along musical ines, so
belore the gig can
proceed Lemmy must
traverse the trauma of
listening 1o music as

“"Lemmy
rattles his
tonsils
convincingly”

MOTORHEA

That’s the way | like it, baby, | don't want to live forever. The ace of spades etc...

diverse as country
and western, hip-
hop and punk as
well as the
physical pain ol
bad guys bashing
his splean
Maoving
through levels
s5uch as
Karaokavillg,
MNashwille and a
[ particularly gothic
Cathedral setting,
it's obwous 1o any
casual onlooker that this game Is
drenched by egalitarian bigoftry, throwing
scom on all types of music regardless of
race, creed or colour
I's also blalantly clear to even my
white-haired old grandmothar (bless her)
that this is in fact that arcade classic
Golden Axe revisited, with Lemmy using
his "axe’ in the way it was onginally
intended belore Jimi Hendrix got his hands
on the word. This isn't actually a problem
imitation being after all the sincerest form
ol flatery, and theé humourous touches
add an appeal thal | always found lacking
in the Sword and Sorceny Version
Lemmy can punch, headbutt,
swing his guitar or use haltosis
atlacks, always assuming he's
loaded up on cockles or Jack
Daniel's first. By collecting
magical Motorhead
talismans he can unleash a
devastating musical chord or
summon up helplul demons,
ranging from a tasly lass who
distracts his opponents lor a bt,
up to WWF's very own ‘Underaker’,
who just plain kills evenyone
The characters are well animated
with Lemmy ratthng his tonsils
convincingly, and the bad guys range from
a shck-haired Japanese businessman 1o a

Lemmy just has to do exactly what you
always do when you ¢al loo many cockles.

clublooted inbreed called Clint. When
killed thay either mell away inlo a sticky
pool or gel burned into charcoal with a
surprised look that's a joy o behold. End
of level sub-games - such as bike rides
hippy bashing and beer guzzing - break
up the stages and supply a bit of variety
For a game based so heavily on

musical themes the sound is prefty crappy.

with plinkety-plonkety themes that anly
seam it lor Karaokeville. How hard can it
be to come up with a comancing heavy
metal guitar sound? Still, despite thal
rather glaring flaw, Motorhead isn't at all
bad. I's no instant classic bul it's abit ol a
laugh, and at the reasonabile price of
sixtean quid (middle-quality games at
middle-guality prces! Al last!) you could
do much worse than spending an evening
with ‘No Sleep 'Til Hammearamith' on your
stereo and this on your Amiga

® MARK WINSTANLEY

UPPERS Smoolth,
@ humourous graphics and

projectile belching together
with leather and motorbikes make it

a pretly good larf.

DOWMERS Nalf sound
@ all round s a bit of a let

down. Probably too easy for
devoted game players; I'm pretty
hopeless without at least a week's
practice but | still managed to glide

through the first few levels.

THE BOTTOM LINE
A perfectly professional and fun
game that's greal if you enjoy
hacking and slashing, with a few
litthe diversions thrown in for good
luck. What it lacks in originality it
maore than makes up for by

being reasonably priced, Throw in
the latest Molorhead LP as 7 ] -
well and I'd say you've =
got a bargain. -

HIMOd VODIAY
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HIW FEATURE!
The shaded area in this Time Clock
shows how much time has elapsed
during a challenge.

"-._ -'h‘«._ i":;-,_‘
This s the new Divine Intervention provided
by the Populous Il expansion disk. It's called

a Fire Burst and it sends out sireams of
divine fire from your Leader. Smoky The
Bear Says: "As you can see, when playing
with fire it's wise not teast your own people.”

classical deity? Oh No! It’s...

At the end of the scale we have the 4ind
challenge, with the code word carefully
deleted on the explanatory screen.

POPULOUS II
THE CHALLENGE GAMES

1993

JANUARY

AMIGA POWER

Game: Populous Il: The
Challenge Games
Publisher: Elecironic Arts
Author: Bullfrog
Price: £14.99
Release: Out now

O YOU Can congquer
all 1,000 worlds in
Populous Il and
reguiarly thrash your
mates blindiolded but still you
want more? Then you obviously
need therapy - and a copy of
Populous II: The Challenge Games
Hera are 500 new worlds 1o play
with the added bonus of “stunning
Japanese graphics and sprites” and 42
challenges. Oh, and a new Divine
Imervention thrown in for good measura
The 500 new worlds are jus! that, Big
deal. Apart from new ofiental visuals (ho
hum}, there’s nothing innovative on offer -
and cénainly nothing you couldn put
together in a time-consuming sitting with
the CUSTOM GAME option. Mo, I'm afraid
it's standard expansion disk fare there
The challenges on the other hand, al

"it's
standard

expansion
disk fare”

42 of them, are more inventive and along
the lines of ‘Can you do this belore the
bma hmit expiras but without that and the
other ability available? It's the
sort of stulf I'd expect to
sea printed in
'n.-'l__qf"_.-jlr‘i-lb and noi
have to lork out 15
hard-earneds lor
only it'd be Incky 1o
create thase
cha BNgES ONn thi
standard Pop Il
The firsi handiul of
challenges are easy
peasy lemon squeezy
tutorials (with a HINT for the
complele divs) 1o the point of being
condescending. For example, in the very
first challenge a lone subject wandars
aimlessly on a small
plol of basalt. You
have approximately
30 seconds to realise
that in arder for at
least 10 per cent ol
your poputation to

sunvive, the only

oplion is 1o vegelate the land and get
sprogging pronto (although how you're
going 1o manage that with only one litthe
chap, I'm not 100 sure) 1o win

In Challange Mumbser Two, it so
happens thal your chaps have ereclied
walls to form three sides of a square. An
enemy hero's attacking and he can stroll
straight in and pummel your people. What
should you do with that gaping hole?

Challenge Three: A tidal wave wi
wip@ out your fribe unlass you can move
the people and ensure that at least 10 per
cent aré saved. By the time you reach
Challenge Six, the HINTs have dried up
and your peopla have an impending sensa
of doom. Maybe it would be wise 1o move
them. Why? Their tiny settiemant suddenly
bursts info flames. Oh dear. Get the idea?

The challenges get lougher, with

single, small plot of land which is
incapable of sustaining life... until you lend
a helping hand.

Lefi: And here's the second of those
42 challenges.

maore bdal waves and having to boost your
people's morale after thew leader's popped
his clogs. But the time limits stay tighter
than a frsh's bottom

In some ways it's a bit like having an
Action Man (“It's NOT a doll.") and buying
extra kit for him

Fiddiing around with icons at high
speed isn't a bundie of laughs, There's foo
much disk accessing, too, which hardly
befits these time-sensitive challenges. ||
Se8ms as il mona lime 15 spent w.‘nr-r'.:_:
between challenges than is actually spent
playing them. It's a bit cack, really

Come to think of it, | never did fancy
Poputous interface much. And | certainly
never got off on the restrictions imposed
That's like learning 1o drive a car and then
Someone saying: wouldn't it be fun if you
nad 1o drive blindlolded? Or with no
brakes? Mo, it wouldn't

Populous II: The Challenge Games
gets right wp my nose, and you must be a
Populous pervert if you'd pick it
® GARY PENN

UPPERS Prelty new
@ graphics, and some stuff you

couldn’t do with the original
game and a bit of spare tima.

DOWNERS...bul not
very much, really. It's a lot of

money to pay for something
you could mostly do yoursel,

THE BOTTOM LINE

Add-on-vantageous
antics for Populous
pickers only.

49
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ten a penny, but this one costs 26 quid. So is it warth lt"

Game: Nicky Boom
Publisher: Microids
Author: Dominico
Manfredi (Program), Alain
Lambin (Graphics &
Animations, Sounds &
Musics)

Price: £25.99

Release: Out now

What did | 1ell you?
Nicky Boom's pretty — somy, ugly —
standard fare. Platforms + Ladders +
Monsters + Special Scenery
Jumping = Nothing New. And the bombs
don’t évan play much of a pan
Alain Lambin mus! be a
!1Ii_"l11bL'-‘ ol 1ha Bu‘ﬂ'l‘lg
Pants Club, for they are
surety on fire alter his
claim to be an artist
and a musician. Tha
man has baeén given a

ol of colour to
"-‘ﬁ"r’

icky Boom. That can't be
his real nama. | think it must
have somathing 1o do with his
penchani for all things
explosive. Quste why he spits apple
cores and assorled other fruits
though, is beyond me. Perhaps
s a funny Franch joke
Mo, you don't want 1o know .
the story. Fine. Nicky's ‘i
grandad's being held by a wicked 1§ '
witch. Sha's forcing him to show
ner nis h|jrlll._l| secrals, bul he won |
Mecky must find the wilch's den and
save the old fella pronto. Thara

play with and

he's obwviously
nol afrasd to use

it. Extraneous detail

abounds, too, and it doesn't
make for a prafty picture

Tha music's bland and

unsuitable, and the spot alfects

are nowt specia

Let: A fish, yesterday.

The ditterences .. ' A ye "',i ¥
between level one ! "-"rr'.:'.' X )
{below) and level bort

rwo (right), are g

hard to spol.

It has to be said
that some of the
creatures are
quite nice. The
snails look quite
groovy, after all.

1100

+ Shooting +

“It doesn’t
make for a

pretty
picture”

‘Enciting’ action from level
four of Nicky Boom.

To its credi
hidden features, Digging
through the mud to discover
ladders and bonus points is
giright. Thera's little alse worth
discovering though. Micky Boom is
the sort of average fare played by the kkes
of Mean General Ordinary who lives at
Mundane MiddleOfTheRoad
The eight lengthy levels each come
with a code, 50 you don't have 1o endure
praviously complated onas lest you fiuff it
but there's kftle chance ol thal anyway
The difficulty curve must have come free
with a packet of Comilakes. My dog,
Stumpy, finished it in hall a day
There are only two laxing aspecls of
Nicky Boom's playability. One is the
lecious task of having o fall into unknown
lerritory only 1o find an inch of deadly
waler below. The other is some of the
anemy characlars shooling bullels in
Micky's direction. Now they at leas!
present a challenge. Otharwisa, it's pratty
much like lalking a leisurely stroll through
the countryside, throwing old fruit at
anything animafe
Nicky Boom won't blow anyone
away, that's lor sure. | can help feeling
sorry for it, like something the cal's
brought in which has to be put it oul
ol its misery
® GARY PENN

ihéfe are many

When Nicky picks up
any of these he says
“Bobalob!” or “Oh
God!", I'm not quite
sure.

MEGABOMB
Throw it in the air
\ where it explodes,
killing everything an

screen and destroying
weak platforms in the process.
It can sometimes act like a
bamb.

- BOMB
Blowi open certain
areas of scenery and

creates new ladders from
Wabbly Up Things.

-
- KEY

It - no! - opens

doorn! Sometimes
though, Nicky has to tweak a
ipecial knob lo open

a door.

HEART
Takes a slcky

-,

(ALLEGED) GREAT THINGS T0 COLLECT IN NICKY BOOM

UPPERS Ii's almost
suitable for younger
players...

DOWNERS ..bul not
@ quite, because ol the tricky
big monsters. Pukka

players will be bored.

THE BOTTOM LINE
BADOOMPH! That's the sound of

Nicky Boom talling
between two stools. You 5“
can take it or leave it really.

HIMOd YVOINY

AHYNNYTT
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Game: 3D Construction

kit 11

Publisher: Domark
Author: Incentive
Price: £49.99
Release: Out now

it to create 3D games.

All right, so it’s not a game, we admit it. But you can use

wile who this review is

new varsion through the user club,

perused its list of improvements and quite
passibly sent off for an upgrade. So, er

hella? Is anyone listening?

3D Construction Kit Il is more of a

utility than a game. (But what the
heci, eh7) With it you can build a
30 world by sticking logether lols
of cubes and pyramids and
colouring them in, and then
wander around the results to your
heart's content. Those of
sufficiently robust constitution can
go a step lurther, using the
lamifying Freescape Programming
Language o add animation, room-
lo-room movement and puzzles, 1o
turn their 30 world into a 3D game
But you could do all that with
3D Construction Kit, thia
program’s forerunner, which was

addressed (o, I'm not sure. I
you're interested in writing 30
gamas without actually writing
them, the chances are you'l already have
found out about 3D Construction Kir and
tracked down a copy. And, il that's the
casa, you'll have been informed about this

reviewad in issue 2 of AMIGA POWER
(By me, funnily enough.) How does the
sequel improve on i7?

Wiell, basically by tacking on lots of
new features. There's now a
comprehensive and very seniceable
sample editor for adding sound effects to
your gamas, There's a lacility for maving
around your game on autopilot, a bit like
playing a video, The horibly complicated
programming side ol things has bean
mada aven more hormble and complicated,
which will come as good news 10 paople

The sample editor has quite & selection ﬁiulurnnd
enables you to add exciting sounds to your 3D creations.

who know what parameter
types, objact manipulation
and structured
programming are. You
can now put spheres
nlo your games, as
well as cubes and
pyramids. And you also
gel a disk full of clip an
- ready-made objects ke
plangs and buses for you to
play around with. There are
countless minor additions too, bul

you'll forgive me i | don't list them
all. (They are, after all, countless.)

My review of the original 30
Construction Kif was pretty
favourable. | gave the package
80%, on the grounds thal it

" achieved exactly what it set out to
* do, and that | had lots of fun

playing anound with it. | did have
three main reservations, however:
the sluggishness of the graphics,
which made the process of
creating a game more and more
painful as you add more bits to it;
the price; and the useless manual
Unforiunatealy, only the last of

"It's a lot
more serious
than your
average
game”

these problems seems 1o have baen
rectified in the new version: the manual is
new all rightish, with some good jokes
(although the early copy | saw didn't have
an indax - ich). Thal means the package
still costs £50, which is enough to deter
averyone but the mast serous McAlping
wannabe. And the graphics are still
hoeribly slow. | realise there are limits to
what the Amiga can do, but | don't think
two or three Irames per second (at best)
and two or three seconds per frame (at
worst) even begins to approach them. i |
was working on a sequel to 30
Construction Kit I'd have streamiined the
guts of the thing first, and left the exira bits
and pieces till later
And now for tha tricky bit. Coming up
with a mark fo stick at the and of a game
raview is a pretty arbitrary process, mostly
based on gut leeling, a comparison with
existing rvals, and a quick poll of the rest
of the team. But 30 Construction Kit Il is
a hot more serious (and expensive)
than your average game, it has
no rivals, and the AMIGA
POWER team have made i
quite clear thal I'm on my
own with this one. So I'll try
1o be scwantific about it. Il
start with the B0% | gave
the original. Il add on 8%
lor the extra stufl that's been
included, and the improved
manual. Il knock off 5% to allow
for the ravages of time, bearing in mind
that what's underneath is basically the
sama thing | was looking at eighteen
months ago. And a nominal 3% can go as
a protest for the refinements that could
have been made, but weren. Does that
sound fair?
® JONATHAN DAVIES

THE BOTTOM LINE

) original product,
amant in many

Compared w
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This level is farfto solve but tedious te

tomplete. The builder has 1o make ladders all

the way to the exit in the monsier's mouth.

THE

LEMMINGS
DOUBLE PACK

Let’s go! Another chance to save those wretched rodents from their own stupidity.

Game: Lemmings Double
Pack (Lemmings & Oh MNo!
More Lemmings)
Publisher: Psygnosis
Authors: DMA Design
Price: £29.99

Release: Out Now

5. Whal can
y aboul one of the mast
L0 aboul games (asice from

wing in a cave for the last

you'll know all aboul

hair
about
cant regard for their owr

Your job, as you probably

sm fram B

[+]

ApDeaed

ust seemed a rather ledio

p ous hme. Bul | agreed 1o grve it a go

anyway and within five minutes | was

oly hooked

dition’ d
he original g
Of No!'... data disk. So let's deal wit

one at a time

8

JOI8 DacK
f

them

| amminae mraat Tha laarnin
L g grea 2 HaArming

@ading you from

Sometimes you gei 5o fed up with the
little chaps you send them all to their

"Within five
minvutes | was
completely
hooked”

difficu

no

shght

solving of the puzzle
fiE

of the many ditfa

1 puzzies without you actua throwgh all that painting and clicking

5 an

0 f, FO0ants
ditficulty curve is
farg arg 50 simple
mming could do them. Simple

¥ Bl
| Al

& transion. | have on Y One

agle. For me, the fun n thea ogether d

As we said i

warking out which

asses of lemming 20 lavels
i

will be neaded t

the olhars. | iing tha
funnets and building of bnadges quite in
Lirgsome

wanli to do the

5 a supplament
will hawve fail

once |'ve solved the puzzley bil Lan

At a rathar thar
next ona rather than go

Sad fact pumber 174: Tim
took this screenshot so he
could say "lce and a rwist
of lemming”.

e
no was

11 BT W H
T‘-"..._L - % =l

a fiy
A staaesahas
PR

o s el - -'.'
AT 9

] W R e L LT

1 by six o'chock I'll give you
my entine monih's
wages.” His £3.50
sadly, was sale. I'd
worked out what |
had to do within ten
Bt it
required pixel
perfect positioning of
my buikder lemming
and by six | sill hadn't
managed it. It was the old
problem again = the puzzles are
fun 1o solve but getting the wrelched
creatures out can be a chore, even when
you know what you have o do
It you haven'i already, you really
should give the ittle lems a try, though
The double pack grves you the Oh Nol

minules

axtra levels for whan you've &
possibilities of the first lol, aven if
them are a waste ol space. At f
doesn't represent the best ever value lor
both the games arg a b 1 old now
But there is a free demo of Bil's Tomalo
WFOWN IN, iN Case you 051 your
coverdisk, (Or something)

& TIM NORRIS

money

UPPERS The original

save-'em-up hasn't lost any

of its charm or appeal. The
puzzies are fun and the
addictiveness of the game will wasle
many hours of your life.

DOWNERS The first
twenty levels of Oh Nol.. are
ridiculously simple. Some of

the puzzies, once solved, are a
chore actually to complete. Both
games are a bit long in the tooth lo
Justity the high price tag.

THE BOTTOM LINE

Ace puzziey fun. Even with
Lemmings 2 on the way

(it's due in February '93) 8 ]
it's well worth a crack.

s th
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50 that's the nominations, but who voted for what? Without further ado, lets dive
~and find out exactly what each of our reviewers voted as their top 10 games of '92.
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“Not as many obviously crap games as last
year, though the number of real top notch
titles is fairly limited. Originality and
console-style stulf seem to be jostling
against each other - let's be honest, the

likes of Wizkid could never
appear on a console
system, Then again, only
the Japanese could come
up with a
concept as
beautitully
simple as
Dyna
blaster.
Ancther
healihy
year,
though the
arrival of
the A1200
machine is
going to
make the
coming
year really
imeresting.”

“1992 was alright, | suppose. As usual, |
wasn't allowed to play any ol the good games
= 1o compile my top 10 | had
to hide under my desk in the
evening and then sneak out
after everyone else had gone

home. It was quite a
revelation, | can tell
you. There were
definitely less
wargames than in
1991, which was
nice.”
(Okay Jonathan, we
promise to give you
some nice games in
the coming year.
We're really sorry i
abou! all those |3
wargames. We really |
are. — The Team).

) Dynablaster

€ Monkey Island 2
e Sensible Soccer
@) crazy Cars Ili

© Putty

© Legend

©) Wizkid

© Another World
© aApidya

(D Pinball Fantasies

) Zool

€ Putty

€) Sensible Soccer
O wizkid

© Dynablaster

(© Pinball Dreams

0 Jaguar XJ220
0 Monkey Island 2
© D/Generation
() breadnaughts

“A year much the same as last year, really - lols
and lots of games, but only a few that really
grabbed my attention for more than a few plays.
What | did enjoy seeing was a few brilliant 8-bit
game ideas being resurrected with 90s-level
execution, most especially Dynablasier,
D/Generation and
Locomolion
{which just fell 7] )
off the bottom
of my list), 4
some real
origin -
ality in
the =~
likes ~

{4 ®
Waka €) Sensible Soccer
and ; &
mm {.. @) Crazy Cars Il
nderful
realisations  ° € Apidya
ol Id
stndonte, () Dyna Blaster
footbel ) D/Generation
 eertng (© Harlequin
:..';M:*é © Wizkid
. (© Pinball Fantasies
P © Titus The Fox
() Putty

“Just like any other year, this year's seen the
release of a few really brilliant games
{including these ten), together with large
numbers of both hali-decent and totally sad
games. Amiga programmers are starting to
fight back against the consoles, producing
‘console-style’ games with
‘Amiga-style’ gameplay
(Zool, Wizkid, eic). The
fight is on. The really
weird thing about 1992
has been all the football
games - most of them
really terrible.
Thanklully a select few
really stood out,
Including Graham =
Taylor's Soccer 38 sl ©) Sensible Soccer
Challenge, and of course JF = /"L 28
‘S e Zool

Sensible Soccer. Pity
aboul all the other
ones, though.”

€ wizkid

) Titus The Fox
0 Crazy Cars lli
(© space Crusade
© Graham Taylor
© Troddlers

9 Apidya

) Pool



“I'think it's sad that some of the best stufl was
converted from consoles. Where is Amiga
creativity? 1992 was a very average year, with
loads of overraled crap dominating the

magazines and charts. | found it very difficult
io do actually come up
with a top 10 = |

couldn't really think of
b games | enjoyed all J
that much on the s
Amiga. |
really '
don't

think
next
year
wil be
iny better.”

“In the action stakes, stuff like Zool is
rooming ahead in leaps and bounds. But on
the graphic adventure front, lrankly I've been
disappointed. Most people not having hard
disks is restricting development. Too many
qood games are ruined by
excessive disk
accessing. | don't
really think thera's
been foo much in the
way of originality -
Wizkid Is a bit of an
exceplion really.
Maybe once the A1200
is established, then
hard drives will become
a more popular
pccessory - they're going
Io need it to handle all the
exira graphics and stuff.”

[

€) Dynablaster

@ BC Kid

€ McDonald Land
O wizkid

© Parasol Stars
( Harlequin

@ Black Crypt

© Pinball Dreams
© Locomotion

() Monkey Island 2

©) Civilization
€@ Monkey Island 2

6 Legend
O Dynablaster

© Dune

(© D/Generation
@ Battle Isle
© Pacific Islands

_ 9 Zool

? () Megafortress

1Y .« SrFEWiIfAk

“Sorry Gary, but | think we've seen quite a
bit of really great stuff this year. Guality has
been high, and there's been a broad
coverage of all the ditferent game genres.
We've certainly seen one or two real corkers
(classics, even), although as one of the new
kids around here, | feel | really
ought to say that we vastly over-
rated Sensible Soccer. (You are,
in & very real sense, completely %
and utterly fired. - Stuart)
Overall, I'd say I've enjoyed enough oo
of the new games for this to be
counted as a pretty good year,
although | wouldn't as far as to
say that il's the Amiga's best
year yet. I'm looking farward
o seeing the A1200 stufl next {
year ~ thal's when it's really
going to get exciting.”

:: : © No Second Prize
5 (© Sensible Soccer
5 © Legend
- © Pacific Islands
© crazy cars 1lI
1 0 Apidya

“The year has been a bit like watching all
four series of Blake's 7 in one go - falrly
entertaining in places, but pretty much
devold of any original ideas. Putty provided
a shock ending to the year, though (again,
Just like the series) by actually not being
a sequel or the latest attempt to emulate
Lemmings or find an Amiga answer to
Sonic. Next year should be better -
the A1200 will hopelully i
encourage companies will .
produce some games that take
sdvantage of its increased
capabilities - though more
likely we'll probably get all
the same old stuf! again,
only & bit faster and a bit
prettier. Ho hum.”

€) Pinball Fantasies
€ Putty
€) Pinball Dreams
0 Cybernetix
© Parasol Stars
(© Pushover
@ Monkey Island 2
() Dynablaster
_ 9 Caesar
& ) Legend
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Just when you thought it was safe to go to the
Letters page, it turns out there are still more
great reviews for you to read. The idea with
these budget things is that you get more for
your money. But do you? Read on...

1

-

b
Lt
s

ey
LA

THE BOTTOM LINE
Greal sound and graphics, hard but
fun 1o play and heaps of
almosphere. Just like the un-
tweaked Alien Breed really. I'd have
bought it without hesitation at the
original price so it's -
even betler on budget 83 —

A must buy.

S0 let's get this straight - this is polygons
boxing in 3D, right? Be serious.

4D BOXING

Publisher: Mindscape
Price: £:14.99
Release: Out now

Theoretically, i should be possible 1o
make an gxciting and addictive boxing
game. Streel Fighter 2 has proved that
baat-'em-ups can ba stonking (whather th
gameplay will translate 1o the Amiga is yé
to be sean), but all attempts have fallen
shor of the mark. Unfortunately, this is
about the worst I've ever seen

I's a 30 boxing game. Where they
gol the other D from in the fitle | dont
know ~ parhaps they're refeming to the
fact that it takes place in time, the fourth
dimension, but doasn't every gama? The
action (or lack of it) takes place in a fully
rendered 30 environment, with the boxers
Ihemselves being 3 dimensional ‘objects’
The advantage of this is that you can see
the action from various different
viewpoinis. During the match, you use the
function keys 1o step through a numbar ol
virtual camera’ angles

Now this would be greal, and
probably tremaendously exciting, if it wasnl
far the fact that all this 3D rendering
makas the game unfeasibly slow and
terminally dull. You're not even sure af first
if you're having any eflect on your man al
all, as he drags himsall painfully across
the ring and slumblés lowards his
OppOnen ing a few avghable swipes
in the process

You can lower the resolution of the
graphics, make the screen smalier and
speed up the frame rate, but apart from
making the boxers look like something out
of a Lowry painting with a cardboard box
on their heads, it hardly improves the
gameplay at all. Obviously when it first
came oul there was a cenain novelty valus
in playing a 30 beat-em-up, but now it just
looks dated. A polentially good idea, but it
will nead to ba a lot faster and smoother ko
offer anything in the way of a good game
@ TIM TUCKER




THE BOTTOM LINE
I'd be disappointed if this was a PD
game, s0 even al budget price it
doesn’l represent value for money.
I's a shame that a lol of work has
gone inlo somathing

that Is just not playable.
Don’t buy il

4D SPORTS
DRIVING

Publisher: Mindscape
Classics

Price: £14.99
Release: Oul now

So let's get this straight - this is supposed 1o
be a driving simulation in 4D? Be serious.

157
@ STUART
CAMPBELL

AME RKEVIEWS

THE BOTTOM LINE
An inferior copy of That Other Stunt
Driving Sim, obviously ported across
from a machine thal was allogether
better suited to the job. Mediocre
rather than dreadiul,

but mediocre's bad
enough for me. =

ACES OF THE
GREAT WAR

Publisher: Mindscape
Price: £:14.99
Release: Out now

»
=
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THE BOTTOM LINE

One bad, one medium, one good.
Mot worth £25 when all's told, you'd
be much better off buying a single
decent game that you really want, or
waiting for The

Simpsons o come oul 5 ]

on budget on its own.
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Tally ho, chaps, let's give Harry Hun something to think

about, ¢1c... you know the drill by now.

mages of fighter planes from the greal
war-to-end-all-wars, Whoever wrole this
game is senously into it = the manual
gives you all sorts of embarrassingly
thorough information on what planas were
used, the pilats that flew them, the guns
that they killed people with and even the
propediers on the front for God's sake

The game iself is a 30 flight sim
dressed up in First World War garb. On
loading you are presented with a menu
from which you can choose vanous
paramaters for your flight. I you register
yoursell as a fiyer thén you can keep lrack
of your record as a fighler pilol, amassing
a sel of statisbics on missions
accomplished and kills made. Being a 30
affair, it takes a fair bit of memory, so il
you're shor of this you can turn off
sound eltects and give the ground
detail less definibon

You can choose to be an allied or
German pilol, and you get 1o choose your
planeé too. You control your flight using the
mouse, joyslick of compuler keyboard
The mouse is the mos! responsive
method, but if you're playing two player
mode gne ol you has 1o use the keyboard

DAS

Tweo player mode is fun, with
you either choosing to fight
cooperativaly or have a dog
fight against each othar
The fiying itsall is good

enough. You fly around, shoot
things and get shot at = what
mare is there to say. If you
wani 10 go on a campaign you
gl given a misskon 10
accomplsh, like shooling
down a bridge in France
There's a sultably First World
War aimosphere 10 it all, but in
olher respects I's an average
fligiht Sim
® Tim Tucker

THE BOTTOM LINE
Sadly, it's altogether fairly average
really. If you're really into all this
leather helmeted siufl then you need
help - er, sorry, | mean you might
like it. I's been done better
elsewhere, and Knighis of

the Sky is worth the extra

maney any day.

Crary Cars Il is that rarest of things, a game that was
eclipied by its sequel. But the sky's a nice shade of pink.

BOOT

CRAZY CARS II

Publisher: Fox Hits
Price: £9.99
Release: Out now

If you'd read Mark's highly favourable
review of Crazy Cars Illin issue 16, you'd
b forgiven for imagining that Crazy Cars
Il was also pretty good. Two-thirds as
good, possibly. (You might also wonder
who ‘7777 777777 was...) Bul you'd be
horribly, horribly mistaken

The road in Crazy Cars [l is actually
guie good, especialty with those lelegraph
wires that run down the side of il (i's a b
ol a shamae it scrolls al exactly the same
speed whether you're travelling al 2 mph
or 200 mph, though.) Your progress down
it is hampered by police cars, who Iry to
run you off it. At first | thought they
perhaps suspecled me of drink driving -
not because | was drunk, but because tha
control system is 50 awlul as to make
driving in a straight line for more than a
couple of yards an impossibility

Even 50, it wouldn't make much
diflerence il the conirols oid
work properly. There wouldn
be much to do with them. You
just drive along the road, irying
to stay away from police cars
This is about as interesting as,
wall, driving along a road
trying 1o stay away from police
cars. (lL.e. not really very
interesting at all.)

Crazy Cars I? The only

um... 1o be honest, | can'l think
of anything evan slightly crazy
about them

@ JONATHAN DAVIES

THE BOTTOM LINE
Submarine games aren’t
everyone's cup of rum-laced cocoa,
and this one compromises depth
and realism for improved graphics
It’s more fun than strategic, and |

don'l really think that
Ihere's enough here to
Interest anyone bul
diehard wargamers.

it

crazy thing about these cars is,

THE BOTTOM LINE
This dates from the days when
French games were greeted by
nervous giggles from reviewers, and

really shouldn't have been re-

released at any price. it's
certainly not the poor
man's Crazy Cars Il

20

F-16 COMBAT
PILOT

Publisher: Action Sixteen
Price: £9.99
Release: Out now

Flight simulators, what can you say about
em? You take off, fly around, take pol
shots at bogeys and land again. Is thara
anything else 1o them? Waell, yes actualy
F-16 crams in a bit of & campaign and
probably succeads in adding depth. Bul
hold on there just a minute, what's all ths
probably’ malarkey?

Well, initially everything looks uttery
wonderful. You can peruse technical info,
load up with your lavounte weaponry and
choose missions varying from a
straightforward scramble 1o tank-busting
and carpet-bombing (take that, vile
Axminster!), There's even an option bo lnk
up two Amigas and have a go at your best
friend. All this seems fine, bul actually
gelting to play ks a real pasn, and only
some of the blame can be palmed ol onks
thé extramely brief and unhelpiul manual |
just fownd it frustrating to play, even
manoauvring out ol the hangar caused a
few crashes, and once in the air | coubdnl
work out what half the dsplays did
Features like pre-planned flight paths
seem a greal idea, but | just couldn't work
out how 1o follow them. Why is this? Am
stupid? (Well, actually, comments have
been made, but wa wera irying not 1o hurl
your feglings. = Ed)

All of this is a shame because this i
a good simulator, it has a workable
operaling spead, a good feel and a
wonderful night tima view it in
almosphenc reds and greens. | reakse ha
flight sims are meant to be realistic and
challenging but they're also games and a8
such should be accessible and playable io
even a nawcomar, which thig one isnl. 5
high scores for the simulationyness, (And
an instant sacking for that made-up word

Ed) take off soma for its lack of user
Inendliness and add five for the two-playé
mode and plain old good value. That's
er... carry the three
& MARK WINSTANLEY

A plane so simple, even the cat could iy it
All we need is to find ourselves a cat.




LIFE AND
DEATH

Publisher: Mindscape
Price: £14.99
Release: Out Now

Poor Bill was killed when a large plece of
omamental masonry fell on him.

[ ] 'M.a ﬁ'h’ Ir'l-':INS TANLEY
THE BOTTOM LINE
The perfect ingredient for a fun night

in with your chums, but once it's
back in the box | can't see this ever

4o

seeing the light of day
again. The ultimate one-
laugh wonder.

If you've never played it belore, you're
missing a real treat. For all it's faults,

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

0, il's back. Tha most format-

ubiquitous game since Marble

Madness kicks up is boots and

Qo&s back 1o its roots. I've seen
about a milion versions ol Prince Of
Persia now, on every machine you could
Imaging and a few you probably couldn
(the SAM Coupé?), and the weirdest
thing is that they're nearly all exactly the
same, From the Game Boy 1o the Mega
CD, Prince Of Persia just never changes
5o ignt that going to make i ook a bit
daled now, two years further on?

Well, yes, basically. It's funny, but
when Mark handed me this and said
‘Thete, a job you'll actually enjoy for a
change, you miserable grumpy old celr’,
what | actually thought was ‘Oh no, not

this one again,’ That, of course, is entirely
my own problem, but playing Prince OF
Persia a dozen times on various lormats
means that it's a bit of an cpen book to
me = there isn't one little bit of it | don't
know, and there isn't a single feature or
flaw it can hide from me, There probably,
then, sn't anyane better qualified lo judge
how it bears up as a game once the indial
gob-smack delivered by the wonderiul
animation wears off, So hera's how

The first thing that really strikes you
when playing Prince Of Persia is the lack
of lotal control you have over your
character. Most platform games these
days allow you the finest possible
precision over character placing, but
Prince Of Pevsia's contral is actually more
along the lines of Dragon’s Lair (1o take
an exireme example). Once you're
commitied to a particular move, no
amount of joystick-wrenching will interrupt

©Of course, fying through the air is all fine and dandy, but there' ne in-flight contrel.

The rotoscoped
animation stil looks as
good as it ever did. If
only they had betier

your sprite until he's completed every last
frama ol animation, and if that means
plummeting 1o his death down a
bottomiess pit, then so be it. You do get
used fo the slightly weird time-delay feel
of the thing after a while, but that doesn't
really alter tha tacts - this is still a game
where you guide your characier, rather
than conirgl him,

And then there’s the repetition. Oh,
sura, it's great fun leaping around for the
first couple of levels, swinging from
ledges and clinging on by your fingertips
aher death-delying jumps into thin air, but
as the game progresses you don'l really
get anything else 1o do. Thera are mare
complicaled mazes 1o negotiate, lougher
guards 1o buckle your swash at, and a
couple of minor extra leatures (ke the
Quiliatine traps), but essentially it's just
lots more of the same against a tight time
limit. Plug away, leam the layout of the
lewels, and you've cracked it. Of course,
that's true about most games, but hare
the tack of Total Control means that
unilike other games, there's very litthe
room lor those littie misiakes that can
make all the difference. In Prince Of
Persia thera's one right move for
avery situation, and if you don't makae i,
you've blgwn it

But hay = we're not just hare for the
nasty things in life. Prince Of Persia IS
stunningly animated, it IS amazingly
atmaspheric, and it IS damn good fun for
a while, It's just not state of the art any
mara, that's all. Life, eh?
® STUART CAMPBELL

THE BOTTOM LINE
A bit like the new Madonna album,
it's a nice thing to have in your
collection, but not something you'd
really ever wanl to take out and play

all that much. It really is showing
the strains of old age, if
we're being absolutely
honest about L. B]
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If you want to pay less than a fiver for a game you
don’t have to buy a C64. (Although if you want to pay
less than a fiver for a computer you do. - Ed) There’s
plenty of low cost software in the public domain and
Dave Golder’s the man to tell you about it.

WONDERLAND

Fortiss PD

Tha latest rage amang PD writers seems
to be to emulate console-style action
Wonderland makes a fair old attempt at
copying the kind of inartia you get with

It's all a bit familiar, but spilffing platiorm
tun nevertheless.

Sonic the Hedgahog - get your sprite
{who, incidentally, looks not unlike Mario)
moving and it's dificull to slow him down
Wonderiand is a place full of
platforms which have tiles that light up
when you move your sprite across tham

So guass what the aim is? Yap, you've got
1o light the lot. In your way are loads of
nasty blobby things, and babiave ma thay
do make life hard. Fruit flies about as if
possessed - collect it for bonus points

It's a simple pramise, but it works
exceplionally well. The graphics are
canoony and bright, the controts fluid and
the gameplay faily addictive. The levels
are farly spacious (going well off the
screen) and thare are enough surprises 1o
keep it fresh for a few plays. Cerainly
worth checking out
VERDICT: A respeclable cutesy
platformer that looks good and plays well
Rating: s

POD

Telescan PD
Wha's for a bit of mindlass violence, then?
If t's a no-holds-barred, fast and furious
blast-'em-up-like-they-used-to-make-them
you're after then Pod is the business

It's about as original as a Dannis
Minogue cover varsion, bit who cares?
You whizz about in a liftle spacecraft that
can fly up, down and side-to-side, and you
have to blast away any alien crafi that

We don't know why it's on a grid, but it
does the business so who cares?

appear while avoiding their fire. Thay
aftack in waves, usually from above but
occasionally, when they're leeling
especially sneaky, from below as well

The only real innovation is that this
all lakes place on a grid but this is pura
aesthetics. It makes no difference to that
gameplay style we all know and love.

It's nippier than a mosquito that's just
finished fasting for lent, and you whizz
through kevels like a wild thing, espacially
it you're playing with a mate in two-player
mode. There's an impressive range of
akliens, each with thair own attack
lormation, and they often combing o
produce some real surpnse levels

Downsida? The missiles are so tiny

you can hardly sea tham, but othar than
that it's a bit too easy. You get an axtra lile
for completing each level so you find
yoursel romping through with very little
danger of dying. Still, sometimes, when
you're really cheesed off, you need a hong,
satistying blast to boost your ego a bit
VERDICT: Back to the basics. If blowing
up lots of alien ships in a lrantic blasting
exiravaganza is your thang, Pod might not
be the latest innovation, but it supplies the
goods. Rating: %%

THAT’S NOT
ON THE
SYLLABUS

Software Expressions
The bast days of your a? Are they
kidding? School is hell, and it's the last
thing you want 1o be reminded of when
you finally escape the place. So this
adventure is down-marked immediately for
being based on such a dud premise: a text
adveniure (with a few piccies dotled about
hara and thara) st in a school

It is all done in a humorous style, and
théra's the odd surprise, but as an
adventure it doesn't really hang together
Basides the dull location, the parser (the
way you tell the computer what you want
10 do) is very unfriendly. If you wan to do
anything (pick something up, for example)
you first have to type in the command,
then press retumn, then type in what you
want the command 1o act upon (ag, you
have to type in TAKE, press refurn, then

A man with a seagull stuck to his top lip,

type in the object you want 1o taka).

In the text the words break betwesan
lings 50 you often get one latier stranded
from the rest of the word, which is just
downright irrilating. And there's no central
thrust 1o the story: you can wander around
for ages and achseve nathing usedul

Oh well, the picturas are pretty good
VERDICT: Human Geography lessons
are mone exciting than this. Rating: &

Addresses: TELESCAN , 1a Grantham Road, Handsworth Road, Blackpool = Blackpool 22296, @ FORTISS PD, PO Box 2, Earl Shillon, Leicester LES BLU @

SOFTWARE EXPRESSIONS, 44 Beauley Road, Southville, Bristol BS3 1PY Tel 0272 639593




“Ldon’t think it will make
a difference. The thing
is, the PC, in America
especially, is a
machine at the leading
edge of games in

general al the moment.

US Gold represent a lot of

major American software

houses and a vast majority of
them are not doing any games for
the Amiga at the moment - whether it has the CD or
not doesn’'t seem to make a difference. With a PC
now you have a machine which can serve all
purpeses. The Amiga's a greal machine but it's-still

a litthe bil... Well, the PC's caught up withit. We've

sold hundreds of thousands ol Amiga products and

we'll still support ft. but developers are focussing
more on the PC,”

GEOFF BROWN, Managing m
of US Gold
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will c___nmmndnre's CD Drive prolong the
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“We read a questionnaire from about a year ago and that was positive about people wanting lo buy the
ABBO (Now known as the A570. - Ed) but more recently less people seem interested. To stari off with, the
hard drive and the CD ROM drives are just two big storage devices. But there's obviously more you can do.
It does give the potential for some of the big PC titles to be converted properly. We'll be doing some stull,
certainly, but In what way | don’t know yet. I'd don't think the CDTV titles have helped with
decision to buy the A690. There doesn't appear to be much difference between existing
Amiga games and CD titles. A lot of Amiga games don't need to be big multi-disk
games. What can you do to make it CD ROM? Do you just stick a big soundtrack
on it? it won't really take ol until someone does something really impressive
with the CD so that everyone wanls it regardless of cost. | think it maybe will
come from the stulf like conversions of the big PC American titles on the
Amiga. You can't do certain things on the Amiga that you can do on the PC."

ERIC MATTHEWS, Designer for The Bitmap Brothers

“Three hundred quid? Naah.”

ANDREW WRIGHT, Marketing Manager
for Virgin Games Software

“I definitely think CD based

products next year will be of a big interest,
especially some of the stulf from the States. | can't
see CD having, like, ninety-five per cent penetration
in the Amiga markel, but if software companies find
the resources lo develop proper product... it could

“I'll be perfectly honest, | don't think it will make any difference to the Amiga. |
don't think it's powerful enough, | don’t think enough developers will
develop for it — and that's the important thing. Commodore, very bravely,
were one of the ploneers of CD stuff, but the technology in there is falling

behind the limes already. Il you're going to spend years of time or longer
on a CD product it could be oul of date by the time it's released.”

PETER MOLYNEUX, Managing Technical Director for
Bullfrog and author of Populous and Populous Il

be so significant to Amiga owners that they'd go out
and buy a CD Drive, a bit like Star Raiders and the
Atari VCS all those years ago. It'd perhaps be
something using 3D technology which had rendered
surfaces, not just fial ones, and uses the abilities to
pull data off the disc that would otherwise take a
long time to calculate. Virgin are hoping to do a
multimedia version of Snooker and Pool, but | don't
know if it will definitely happen. it'd probably have
loads of real footage of breaks and perhaps Jimmy
commentating. I'd like to do IL®

“It will take off provided the price is right - say,
under two hundred pounds lor the drive. You
can fit loads of games on a CD, and it's much
cheaper to produce CD stuff. And you can fit
lots of music on, and have demos of other
games. It stops piracy. And you can always
save stufl lo the floppy for saved games and

“It's up 1o pricing really. I've been reading recently Mign: ~ ARCHER MACLEAN, author of Jimmy

Mm il and Sierra games m slated whm White's Whirlwind Snooker and Archer

for their disk problems and slowness. When Maclean's Pool

the Amiga is able to read in those sort of games from -

CD... Those sort of games are expanding the PC market - 1
al the moment, so if the Amiga market's 1o keep growing, 4
it needs this serious edge software and the only way

=  soon. CDTV isadead duck though. It's too that will happen is if a storage medium takes away the
o expensive. Where does it it inlo the market? element of frustration. CO is thal, It alse opens up
- We will be supparting the Commodore multimedia applications. A hard drive isn'l as
=  CD Drive though.” interesting, It hasn't got that high a market
- penetration and Is nol seen as an essential
=) a:lw sﬂs:mm. Dievehpm-nl for Amiga owners. People are more aware of CD and
~ i Raaes that helps enormously.”
E, SIMON JEFFERY, Marketing
= Communications Manager at
Electronic Arts
5
"]
i “Al the moment we're talking to publishers but the budgets they want lor the
a scale of projects they want for the CD Drive don't tally. It's a marvellous
oppaortunity for some vast projects but no-one wanis to pul up the finance. |
= would like to do something. It's up 1o publishers really to pay developers to
E exploit the hardware. i it's nol compatible with the COTV then they're onlo a
= loser. It is exciting though. it's certainly what the machine needs. With the
< consoles, the advent of the CD ROMSs is putting them another step ahead. Yes, the

CD is essential 1o survival of the Amiga. It gives It a new lease of lite.”
STEVE TURMNER, Managing Director of Graftgold and author of Realms

V)

“Commodore's markeling has let itsell down again.
We're not planning anything for it unless it performs
well, The CD Drive's got to do something pretty
spectacular If It's going lo stand any kind of chance
of succeeding.”

MARTYN BROWN, Product Manager for
Team 17



life of our favourite home computer?

“I think the CD Drive is vital to the success of the
COTV and | would urge readers of AMIGA POWER to
\give it its best chance. I'm sure it will Sicceed. The
“drive is the driver, 50 to speak. Yes, We are
supporting it. Trivial Pursull is already available -
that was written from scraich with 2,000 spoken
questions and answers. We are also looking at two
murder mysteries and a flight simulator. And a car
game has been thought about. There may well be
some straight ports, but really
gt end of day bespake
software has got to
come out otherwise
it won't succeed.”

MARK
STRACHAN,
Joint
Managing
Director of
Domark

“I think that it'll fall flat en lis face. There are only
a very small number of publishers who can put
the effort into making anything decent on a CD.
I'd love to say that every single UK publishing
house has the sheer depth of vision to
commission large games but most of them are
happy with platforms thankyouverymuch.”

NICK PELLING, just finished
convertingWing Commander

“I really don't think it makes an enormous
difference. Il will be good for certain kinds of
games with huge amounts of data and it could
help create new styles of game of the
Dragon’s Lair genre. lﬂllﬂumlmpum
thing holding up the development of
Wdhwhluﬁm

power which means there's a lack of an
upgrade path.”

DAVID BRABEN, author of Virus, co-
author of the original Elite and

currently applying the finishing
touches to Elite Il

“Initialty | think we'll see lots of ports with CD sound and a little bit of speech
and perhaps five new levels. I'm a real big believer that 90 per cent of the
industry doesn't understand CD and the limitations. They're thinking it's a
Saviour, and I'm sure it will be but it won't be with this generation of CD stufi.
Everyone's hoping to put motion video and so on inlo games bul it doesn't
happen like thal. People forget that CD is only as good as the machine it's
strapped fo. It's like five thousand disks squashed into one and the maching is
the same. It's still loading all the time. All that data has to go through the eye of
& needle and that causes the bottleneck. We're spending a lot of time on CD stutf
and we've got our heads around it. People are over-complicating it and forgetting that
ultimately the people who will use it will be those who want to play games. They want
instantaneous fun. They're not too bothered about massive ten-minute beautilully animated Intros. The
consoles provide the better pick of the CDs - due to the hardware platform and the fact that they've also
changed what the machines will do. For example, the Sega machine has hardware extras. Initially, we won't
be supporting it [the Amiga CD Drive] but we will walch it very carefully. We won't turn our backs on it
because we have so much CD knowledge in-house and it wouldn't be difficult te switch on to it.”

JEREMY SMITH, ‘Mr Big’ at Core Design

“The CD's greal for storage. It really

showld be sold as another disk medium

notler encyclopedias and stutf like that.
| personally think it's a waste of money.
I'might develop for it but | won't be
getting one until they can read and
write fo the damn things.”

TONY CROWTHER, author of
Captive and Knightmare

“I would say without the CD Drive | wouldn’t “Obviously the games will be
really see a long-lerm future for the Amiga. on discs Instead of disks. i
You have o consider the growth of the they could somehow
console market and the growth of the CO speed the loading up...
market. But the two prime considerations are Good. But il it's like the
- with any hardware platform - iis price and CDTY... Disaster. | say:

quality of the software. The Amiga CD Isn'l don'l wasle your
true multimedia but if people are investing in money and buy a
CD technology anyway, to produce an kebab instead.”
enhanced Amiga version wouldn't involve a

great deal more expense. It can't be exira O:E:Q:Itf:t?;m

levels though. It has to be the ri of

evels thoug as lo ght type i

software - high-end software like simulations
and adventures. | can't see it competing with Sensible Software
the high-level PCs though.”

SEAN BRENMNAN, Sales and
Marketing Director for Virgin

Games Software “I think CDs are a very interesting way of

developing software. It gives you lar more
scope to make games easily. You can throw in
lots of sampled music and lots and lots of
graphics which appeal to Joe Public, and it's
not that much more expensive to do that as far

People have set up overblown expectations for the principles of CD. All as | can see. It.can only be an advantage. It
you're doing is providing an enormous amount of memaory. Big deal. People adds so much. I's not the best idea in the
are much more comloriable with CDs than disks. But will people buy the CD world, bt i It's cheap enough, that's good. |
drive? When il happens, great. But it's not going to change the games think & hard drive unit is a better thing for the

themselves overnight.”

Amiga. but only if it was cheaper.”

TOM WATSON, Managing Director of Renegade COLIN FUIDGE, R&D Director

for Konami
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"TYHE RIGHT PROFILE

In our new back page feature we intend
to delve deeply into the egos and the

ids (Ids? - Ed) of top computer industry
figures. This month: Andrew Braybrook.

What do you believe in?
Start with the heavy stuff, why don't you? | don't believe in all that much, really
Honesty, quality and doing a good job.

What was the first thing you said today?
*Hello. This is going to be comphcated but bear with me,” to British Telecom

Who's your favourite historical figure?
Most historical figures tend to be well known for beating up shghtly less well-known
historical figures, Einstein might be a good exception

What's your Number One object of desire?
I'm sure she'd rather rémain anonymous

What have you got in your pockets?
Just the usual, wallet, spare change, grubby hanky and a bass guitar
pléctrum. Never leave home withoul one!

How do you rate your/your team’'s
importance in the software biz (1-50)7

TR R X A Trying to find out how big-headed | am, eh? | like to think that
occasionally we set standards and we try not 1o lollow

a closet trends. How does 35 sound?

ﬂl‘l‘l‘ﬂl‘lﬂl‘l‘lﬂl‘" If you could be in a computer game, which
one would it be?

The kttle space bus in Asferoigs. You
always win in the end

Don't fancy either really, but death is a bit more parmanant S0 iI's worse

Did you pay your poll tax?
Fraid s0. As a single home owner it was a lot cheaper than the rates

What do you think of GamesMaster?

“ It amuses ma. I'm a bit of a closel astronomer so I'm a Palrick Moore
: fan, I'd like it more if | got invited o appear on it... hint.
o Is it better to give or to receive?
» To give of course, thal was easy. Not thal I've got much to give
i these days, you undersiand
= What would your autobiography be called?
z | do hope 1o write one al some point. How about ‘AB Bytes Back™
z (I wouldn't advise it. - Ed)
What was the last book you read?

T Mort' by Terry Pratchett. I'm reading the Discwarld novels in
w sequence, great fun.
g What's the nicest thing anyone's
o ever said to you?

I'm a miserable so-and-so, people tend not to bother
<
o What one thing do you think would most
z improve the software industry?
< I it’s only one thing, then it had better be something global,

like an end 10 human greed. That would get rid of high
prices and piracy

What would you like your epitaph to ba?
Here lies AB. He's dead. Which is a good job, really

O




The Gruesome Twosome

2
s

”
b o
B

The Prince Buffoon

llr

LOKTEL NSO\
AMIGA - £29.99

ATARI ST/STE - £29.99 Copyright ©1992 Coklel Vision Available from leading retail outlets.
IBM PC (256 VGA) - £34.99 Distributed under licence by Digital Integration Limited In case of difficulty phone: 0276 684959

Digital Integration Ltd, Watchmoor Trade Centre, Walchmoor Road, Camberley, Surrey. GU15 3AJ




