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Io TRUE

STORIES
Hot Kick Off 3 news, and not a single
mention of Sensible Soccer. Maybe.

I THE GALLUP
CHARTS

Am | allowed to do a ‘Giddyup, woa boy'

joke, or has that already been done?

I THE SHAPE OF

THINGS TO COME
Famous yellow child Bart Simpson rubs
shoulders with science fiction characters,
as Dune II, Captive 2 and Amber Star 2 go
through their growing pains.

5 BACK ISSUES/
MAIL ORDER
They're selling like hot cakes (almost) so
now's an ideal time to grab those steaming
home-cooked slices of yesteryear, Yummy!

CHAOS ENGINE

Based very loosely on an old
moped, only different, and set in
Page 27

Victorian times.

5 COMPLETE
CONTROL

Enchantia, Indiana Jones and Kyrandia get

the full solution treatment, and teen heart

throb Jonathan Davies solves all your

angst problems. What a great guy, huh?

8 THE A-Z OF
ARCADE GAMES
Street Fighter Il is the most recent coinop
to reach the home market, but not the
first. S0 what were the other ones like?

9 A CLONE
AGAIN, OR...?
There's a lot of eerily similar games out
there. Is this coincidence or are darker
forces at work? The AP jury decides.

no DO THE WRITE
THING

It's the bit where we print your well thought
out views, and then appear clever by
having a laugh at your expense. It's cruel,

but s0's hfe.

lo THE BOTTOM
LINE

The best, the only, the definitive list of

Amiga games, hot or not.

-

STREET FIGHTER Il

The best beal-'em-up ever to hit
the Amiga, or just a load of
over-hyped tat? Page 34

HISTORY LINE
Tommy and Jerry scrap it out on
Flanders fields, but it was a long

Il 2 SUBSCRIBE TO
way to Tipperary. Page 44

AMIGA POWER
Your chance to get the ‘Power’ delivered
to your door. Oh go on. Please. Pleasy,
pleasy, pleasy

Il THE RIGHT
PROFILE
Second up in our occasional series is
David Braben, author of Elite and the soon
to be released sequel Frontier. What will it
be like, what's his ideal epitaph and why is
his hero a dead Victorian train dude? All
these answers and more.

GAMES OF THE

LIONHEART

The warrior with the strength of
an ox and the heart of a lion.
Page 30

It's Oxstrength.

NICK FALDO
You, Brucey, Tarby and Ronny
strut the fairway. How many's
Page 38

that? Fore!

ALIEN3

If the cubed root of 27 is three,
then what's the cubed root of
alien then? Page 46




There's so much packed in lo
your cover disk this month that
we had to spoon feed it the last
few mouthfulls and wouldn't let it
leave the table until it finished. It
cried, it moaned, but we still
stuffed the little bleeder with two
amazing demos and an entire game. Incredible!

OVER 300

GAMES RATED IN EVERY ISSUE!

GAMES

REVIEWED AND THIS IS DISK 22
THIS ISSUE
FEBRUARY ARABIAN NIGHTS
1001 flying
FULL PRICE carpet related
Allon? — i A T2 jokes have
LT — been whizzing
The Chaos Engine--as27T 1hmugh our
AN T SO heads to
Dragon's Lair 11l 71 ac_i:ompa ny
AV 8B HARRIER I ~72 b e
They're back, those tough little o R e L= Krisalis demo,

and not one of

History Line ssocecomercrene r
them is funny.

Indiana Jones L]
Joe and Mag - fee -1 ]
Krusty's Fun House -40
Lionheart - i 30
Nick Faldo's Golf -38
Promier Manager 76
Ragnarok ------—ereraemneeee TH
Street Fighter 1l-- 34
Tearaway Thomas —————T7
WWF Rampage

dogs with shaggy hair, no, hold
on a minute... Page 32

Anyway, in Arabian
Nights you get to
play Sinbad Jr, a
cute kid with a
mission - so see if
you can guide him
through the two mini
levels we've got for
R i i B i LR G i U, your turkish delight.

BUDGET

' ‘?mnnasn'}‘ m

KRUSTY'S FUN HOUSE
Full of snakes, teeming with
rals and fatal traps - that

doesn't sound fun. Page 40

Dalek Attack

Flight Of The Intruder--—--B5
Hudson Hawhk -----eveeeee- GG
Pipe Manis e B

COMPILATIONS
Mega Mix < pd

PUBLIC DOMAIN
Baldy eerrrrereerermrmarerrees -1
T e — 08
L T R —— penenes il
[T Tad 1T [ e ——

ATOM
SMASHER

We said we'd bring you
the very best of PD, and
that's exactly what we've
got here. This 50 level
stormer has nothing to do
with atoms but lots of
smashing, and it plays
like a two player Pengo.
And = hey! - Madonna's
in there too. Strange that.

Skyflyer et - 1.

Transplant -eeeresemeseee - B8

NEXT
MONTH...

February 11th, that's
the date to look
forward to. It's the big
A1200 ish, with
everything you've

ALIENS

Pulse rifle at the
ready, razors set on a
number one skinhead,
get xenophobic and
kick alien butt in

this full level demo

= from Acclaim.

DARKSEED

Sci-fi writer Mike Dawson
finding that truth can be
stranger than fiction. Page 48
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FREE POSTER

You've been waiting all year for
the new Lemmings game, and
now you've got a year's worth of
the cuties. Cavemen lemmings,
circus lemmings, and even the
AMIGA POWER on-sale dates.
What more could you need?

GOT A FAULTY DISK?

@ Oh no! Are you sure? Before you go any further try the procedures described
in the panel over the page. If, after all that, you do have disk problems, simply

always wanted to
know about it but
were too afraid

" k place it in an envelope, along with an SAE and an explanatory letter, and return it
0 OsSK.

NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 22, Diskcopy Labs,
Unit 2+3 Omega Technology Centre, Draylon Fields, Drayton, NN1 1FR.
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AMIGA POWER
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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 WORN.

® Arabian Nights and Alien? are
one meg only. Um, sorry.

® To load any of the games, all you
have to do is switch olf your
machine, insert the disk, and swilch
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 safe side,
though, the on-screen instructions
say that you should press the
appropriate function key to make
your selection.

@ It really is that simple.

® You'll have 1o resel 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 lor 20
seconds or 50 belore loading a new
program will help prevent disks
being infected by stray viruses.

® Have a good time.

OH NO! SOMETHING
WENT WRONG!

® Are you sura?

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

® Il your disk fails to load, then pop
it in a padded envelope, along with
a letter explaining the problem, to:
AMIGA POWER Disk 22 Returns,
Diskcopy Labs

Unit 243

Omega Technology Centre

Drayton Fields

Draylon

NN1 1FR

® We really hoping you're reading
this bit, because it's quite
important: please don't send your
disks to us al 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 il
So send it Discopy Labs. Please.

ARABIAN

Publisher: Krisalis

month's Things to Come
leature, and now here i
i5... almost. Two siorming
levels of arabian based fun and frolics
leaturing that young rapscallion of a
ragamuthn Sinbad Jr. Locked up, and

down on your luck you've got 1o break out

your cell and scool out of the evil ruler's

dungeon, but how? We're not going to tel

Twe examples of how not to do it.

@ 5aid it looked good in last

The little chap's guite & litle sweatie, :'}
= really. Let's get him to salety, shall we?

you bacause the whole point of playing is search prisoners anymore?) you've got a
for you 1o find that out key. Escape time!

A FEW HINTS? GO ON THEN

prisoner al the end of the cormdor, and
your quest is helped enormously by

See that box on the floor? Run over to it finding all the hidden rooms that are, wedll

then grab the spinning frisbee thing

Press the "Space’ bar and you'll get the

hidden. Try pulling down and
prassing firg when you're near likely
inventory boux, showing that as well as
your sword (don't

looking archas - there're loads of ¢
them about. Oh yeah, the snake's =
they important as well -

Qut of the dungeaaon

and you're into :v
tha mine car =y
race. Avoid a
the magnets
o (or lose your
whedls, 50
don't say we
ik

didn't warn you) =)
and try to slay in as
you bounce along. Or you can
always do what we did and run the length
of the track loliowing the cart
Play and enjoy, and if these levals
leave you foaming at the mouth and
2~ demanding more, then be appreciative
* iy iy that we ware kind enough o let you have

Attack of the killer greeny meanics from
beyond ipace.

hat game featuras
Madonna, exploding
lemmings, gréen meanies,
tha chap from Dynablaster
Incges and all sorts of othar weird stulf?
Incredibly not only does this game exist

but you're the proud owner of it. ‘Bimay,' |

hear you cry,that sounds a good laugh
but how do | play it? Pay attention and
learn something

Thare's 50 levels of this litle beauty
and should you ever tirg of them, there's
aven a level editor where you can create
your own. We reckon that you've had
maore than enough goodies this month so

ophons - a dual game or the team game,
but the only difference is that the scora's
shared in the leam game and indrdual in
the other cup‘.--:?r

The game itself is not entiraly
dssimilar from thai odd
favourite Pango,
oul with

going to wail a month
belfore we give you the
passward 10 1his b
Hearlless, arent we?
Alom Smasher can
be played by one or
wo players, but as
with mast things in
e, I's 1ONS More
fun if you do it
with a fnand
You've got two




IHIGHTS

he.snake
harnar Aok ione
(ST, Y

nsl ne B5

can. buw. K

Tell us, would you buy a second-hand
snake from this man?

this taster, the rest ol the world has 1o
a lew more weeks 10 get thair hands

on this

You lucky, lucky people. @

vanous bits of Dynablas

Smash TV thrown in. You r

Quy around the screan and try and

flaften the baddies by sliding blocks ower
2 all o

( e Nnaxd

Sy 7 Mewer
ry ime you push
up against a block that cant move in the
direchon you want it, it melts away. This
is greal when you're escaping a baddy
but atter a bet you find that theré isn' oo
| much keft thal you can throw or hide
behind. Also in two player mode you've
@ot 1o look out for your so-called
frend, who stands a good
chance ol killing you by
edther mistake or malice
There are various
power ups 19 halp you in
your quest ol genocide, the
best one being the bomb
which takes out anything maving
and nasty that happens to be on
the screen at the time. There's also
alima fréaze, so you can pick off the
static bad guys al your leisure, and a
le@mporary imy which makas
you flash and also (surprise, surprse)
temporarily invincible, Whaen you're
flashing the basi thing 1o do Is just run
al the bad guys as they'll de when

you louch them. @

Err, more

blocks and,
um, things.
And a one-
eyed nasty.

L Pl T,

r-r "I:"'I‘-"'!-—i—i—-' -
PH CppES———

Publisher: Acclaim

efimwasabitola
t7 It blew ils

mistakes, like following the film pilot
ng. And how can wa tall?

hé good Weas
from Alsen

thasri Wwara nd guns on
the prison planet) Ripley
around wasting
nds of aliens (but thare was only
one in the film) while al the same time

] psoness who'ré all gunked wp
n somé kind of secrated resin. But
secreted from what?

Tha options screen lets you choosa
1o play with or withou music (chogse
with, it's worth it) and
bution joystck. The two )
uses the second one lor jJump, which
makes clearing the fans a bit easier,

You start on the planet surface and
you've got five m 5 (displayed at the
lop of the screan) to rescuae aghl
prisoners and get the hell out. The motion
tracker in the top right corner givas you
warning of impending nasties and you
Iy need i, these nasties are fast. s a
fing fedbure 1o My hich makes
| the more of a loss when the battenas
pack up after about two minutes and you
start to feel all longly

Ripley's gol an obsc
weaponry, and she's nol alrad to usa i

The space bar 1oggles grenades, flama

ena amount of

b

TET—————”

Lka W

thrower
ANd you

and bad points. The g

fle and grenade launcher
al they ve all gol good
ade launcher lor
and doors away
Cong S0
Midy Seem

5 phenty of ammo and

uns around

the keved is fuel for the

E &
nd while tha nifle

&

throwr, @ med pack and
phanty of c

0 ong
leved an this demo

should feel free

frea all the prisoners
and hool it out of the exit
Although you might find it
earher in the game, it only opens after
you've released the last prisoner, so ba
wamed, you've gol to free them all, ugly
and frighteningly similar though they are,
or you're toast

And, ar, thats it. @

P U
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Your little sister played ‘Snap’ with the Tarot cards and the vibes were disturbed. So only AP can help.

Game: DUNE II
Publisher: Virgin
Authors: Aaron E. Powell,
Joe Bostic & Scott K. Bowen
ETA: March

Briefly: There's a phrase that goes ‘Al
good things must come 1o a sequel’,
summing up the popular belied that i

Use missile tanks to take out thote

stubborn pockets of resi

S }: '-" F00
LR Y E Y A 1

S0meond’s using the same idea again, it's
because they haven't got any onginal
ideas left. It's rafreshing théralore I soe
that Dune N isn't just a re-hash of the

first title. Last year's release of
Dune, you may remamber, was
a sort of tactical adventura
game that followed the
book's plol ling closely, but

1ha life-prolonging spice, melange, is
found. The game takes place in the year
8000 A.G., some 2190 years befora Paul
Afreides sets fool on the planat.
The galaxy's emperor,
Fredarick IV, has incurred
huge debls by lighting off
threats to his empire,
and to repay tham ha's

“The
original

with Dune /i, Westwood ﬂﬂ"lﬂp’ (L7 ] allowed three powerful
Studios have taken the barons to
setting and themes of the fI'OI'II simultaneously mine

books and used them as the
background for a strategy/war
game. The PC version's finished
now, although itll be a few manths
untl we sea if on the Amiga
You play a commander on tha planet
Arrakis, also known as Dune,
which is the only planet in
he universe
where

the spice, as ha neads
Chilfxﬂﬁum 21 million metric lons of
tha stulf. This puts a great
strain on the miners and also
causes problems as the barons ara in
constant conflict with each other
Playing either a member of House
Atreides, House Ordos or House
Harkennen, you starl off with a

-"‘I‘.F‘..__‘__I_ consiruction site

A graphic example of the dangers of
drinking and driving.
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guarded tn:.- a lew combal unis, and must
build up a spice operation
Obvious ¥ | 1501 that easy, as you ve got
o dedend the base, and also store the
£0 you've gol to spread
e and money betwean building up
your weaponry and incréasing your
production capacity, which in turn will
Incraase your credi

As you succeaed in more messions
you can star trading with the Guild (who
control space travel) and buy heawer
equipment from them. Mobile construction
wehicles roam across the unchared

ty. Langer
mora oured tanks
nergase your aftack capablity. Wit
build up of weapons and

Gl_n" ol ] |"'_|- N
5 from a sirateqy game
g small-scale desern
shrmashing 1o a vasi battle
ranging acrass the planat and
Involving num lactories
and defensive positions

The creators speak:
According to Aaron Powell
drector of Dune I the gama
doesn't follow the first as it was
developed al around the same
3, “We knew Cyro was
Ofrang on a gamie, t:lu! W

iture of the gama

Joe Bostic and the leam
started work on 1he game
back in 1290, "We'd recently

who own [he

" Lead programmer

50 our plans for the game

fitted parectly with our

siuation
| thought the game
ar 1o Sim

CONCEpts came
fram C iort and a Mega
Drive gama called Harzog
Zwei, We made up the slory
line of three Houses on
Arrakis (which nevor
happens in tha books)
because we wanted more
artistic frepdom. W
originally wanted six different houses, but
we coukdn't make them diferent enough

but the three available still offer the player
a vanety ol gameplay

An impressve lacet of the PC
version is the way that enemy iroops acl
and react 1o the twists and turns ol battle
It the

ack, bul

things are going badly
thdy W Cut and mur

Developing this

their

With 10mm rotary cannens and mechanised power
suits, these troopers are hard beyond beliel.

wwhereas

House

Atreides
come from
lovely Caledan.,

are winning then theyl press home

e

o@ was a real struggle in this
says Joe, “so we developed a

m wl'ﬂ.-"i« the computer s unils ang
d;wduc ino leams. When a team is
poking for something to attack, it looks lor
the juiciest targel which presents the leas!
risk, and goes after it. In this way your

weakes! poinls are always peched upon
Once it has this general obye
Jits

1ve

N taarm will récrun new unts

until it reaches a

miaxmum leveal A

this po goes
nto “attack
mode’ and

1 e it

e

nas susia
enough
damage it goes
nio ‘run away
and regroup
maode

Sandwormi cause you
further problems. As
if the desert, lanks
and rival houses
weren't enough.

.

Depleted teams then seek oul each other
and refarm as a full leam

Another great feature on the PC
version is the use of voscas, from units
talking on the radia, lo ge a
niormation. Most noticeable is a soft an
sensuous American lemale who inlorms
you how the House Alreides are doing. S0
what chance is thera of har appearing in
the Amiga wersson?

Joe told us "Al one poind there was
talk of having a ‘Win a date with the Dune
babe’ contest, but it all kind of fell through,
unlortunalely. She actually took up 350K
of disk space, with the other House voices
taking wp a similar amount. This is foo

much for the Amiga's rather limitad
capacity, and the jury's still out on
whether wall suppor a full
complimen! ol digiised voicas, bul
we're delinitely planning on keeping the
umil radio responsas when you giva
them ordars
Verdict so far: | know I'm supposed
lo give an impartial journakshc account al
this stage, but the PC version blew me
away completely, 50 much that thay had fo
boot me out ol PC Formal's office. I's gol
E_='-|-'|_'.":|"|?‘:lf I; 1 novyein a -!'].-'I.I'Ilr!_ l.’"]ltr.'l'.
graphics, siralegy. larks and the polental
of a hot female from the US of A. All
we've seen of the Amiga varsion so far are
some screan shots, but these are very
similar to the PC version, so it looks as
though the conversion will come up 1o the
same high standard
® MARK WINSTANLEY

Carryalls transport harvesters lo spice-
rich areas, they're alio handy for
popping cant for milk and a shiced white.

h'u-‘-" Tr 3

o lu" 1 i
M, S
o '
- Mle
v -

Wind traps provide power and
waler by channelling wind
through turbines and humidity
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relatives. There's a Fu-Manchu Burns, an
Abominable Snowman Bums, a Hollywood
Producer Bums and a Tutankhamen
Burns. They're all out to get the Simpsons
across the lour levels: China, Anlarctica.
Hollywood and The Pyramids
“There are two o three different
levels per world, like one takes place on a
Junk and another on
the Great Wall Of
China. Each level's a
big background and
platlorms are part of it
“On some levels
you have to find a
Super Krusty, You're
Bart, by tha way
Marge throws
snowballs at Banl and
he has to deflect them
ta hit & Super Krusty
belore it hits tha floor
There are a lew puzzie
elements in thera, (00
In Hollywood there's
o &n underground
- . o Dracula section
m s'me ﬂ' where you usa
‘“Iﬂ maps are coffins as short cuts to different or And how easy has it been to convert it?
o new areas of the map. Some of “We've had no problems at all really during
hlﬂﬂdy hlg ol them take you o random places. development. W staned al the end of
Game: Bart Versus Simpsons One colfin is the axit August and it be finished shortly.
The World family fram this “There are bonus games as well Actually, we did spend a bit of time before
Publisher: Acclaim Earth foraver. Him There are three of those sliding puzzies that. We were supplied with the Nimendo

Authors: Arc and his sidekick, using the Simpsons family. In Moe's code and the collision maps and it taok a
Developments — Paul Smithers, have come up with a brilliant Saloon game, Moe throws glasses and while 1o figure out how fo get it on 68000.
Walker (Visuals), Derrick plan, and that's fo hold an art competition you have 1o jump over them and collect Some of the maps are bloody big.”
Owens (Code), Andy The winner and his family will be sentona  the Krusty characters he throws at you Verdict So Far: nrc

McGinty (Sound & Music) world cruise, And you know that thing with three have tarted up the

ETA: February “Everyone enlers, and all the entries  nutshells and one of them's got a pea visuals but the
are superb. Bart's entry though, is a stick under it? There's that but with igloos and playability’s
Briefly: Oh my goodness. it's another drawing of Krusty The Clown. Of course, one of ihem has Krusty under it. There'sa  identical to the

conversion of The Simpsons from the he wins and the Simpsons get to go cotfin game ~ you have to open them in Nintendo original
: Nintende console. “Don't have a cow, argund the world.” ihe right order atherwise this hand comes It's & mishmash
o man” | say. it might get milked to death S0 how does this oul and strangles you. There's a fruit of styles which
v like this ona." translate into = machine - you pull it and hit the could so very
> The Creators Speak: Hey! Il's Paul  playability? S N buttons and Iry to get three of the gasily prove as
c  Walker to tell us about the plot... *Mr “Burns has £ 4 same Simpsons characters. And a big a hit as
<  Burns, the owner of the local nuclear enlisted the there's a version of the Pairs a miss
= power plant, has vowed to remove the help of his card game.” ® GARY PENN = L
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Game: Caplive 2
Publisher: Mindscape
Authors: Tony Crowther &
Ross Goodley

ETA: March '93

Briefly: Sequels, sequels everywhers,
and you won't be surprised 1o leam that
this is the imaginatively-titled follow up to
thal adventuray classic of yesleryear,
Captive. It's set in a massive fuluristic city
whera the captive from Captive has
escaped only to find that the city is bulging
with people imprisoned for no reason at

all. In this cyberpunky world the group with
clout are the global corporations, and Bio-

Cois one of these. With a problem, Of the
midligns of droids they've produced, a few
of them are malfunctioning and people are
dying. Rather than admil a fault on their
side, they've baen framing innocent
citizens for the murders and slinging them
into jail. Voila, case closed. Sitting at home
walching TV screens you cantrol four
droids who do all the tiresome maving
around business. You've also gol a
bank of remaote cameras thal you
can fix 1o vangus characters
50 even when you split the
taam up, you can shil keep
track of all the acton
The creators
speak: | saw Tony and
Ross al Tony's housa in
Shefheld, connected at the
hip and the keyboards of thedr
computers. They'd even
changed thair sleep paterns sa that
they were awake during the day instead of
beavering away through the night. “We've
done all the hard stulf now,” said Tony, “all
we've got 1o do now is work out the game.”
What? How've they filled the four months
they've been working on Captive 2 than?
“We're using an entiraly new
graphics

“1000
buildings
with 16 floors
each
to visit”

developing a game enging
from scralch. Rather
than using sprites for the
characters encountered
Wi're using animated veclor
graphics. This uses far less
meamory than sprites, and because
we've paltemned the vaciors with a
bitmap they look much befter than
normal, plain vectors
Tony and Ross
are 5o pleased with the
graphics package they've
written 10 create this 30
matrapolis that they'd
like to try and refease it
at soma point. For
Captive 2 though,
thay've used it o create
a solid looking world that
can ba moved through
convincingly. This isn't like
Dungaon Master whara you jump along
from one static view (o another, it all flows
as if you're mowving through it. This has
caused some problems though, as Tony
told us. “To get the Howing eflect we use
intermediate views, 50 a 80 dagree turmn
would be shown as two 45 degree onas.
This burns up memory space, 50 1o gelt il
running on a standard Amiga we've cul the
intermediate views for up and down, and
wi could save another TOK by lasing
s hese viows entirgly, but that's only a
last resom.”
The action lakes place in just
ona city, but what a city, Made up
ol a gnd ol ning 4
sections there are
about 36,000
locations, or 1000
individual buildings
with up to 16 floors
gach 1o visit. The
droids can walk, fiy
or drive anound the city
bul enca inskde the
buildings it's legwork all
@ the way. The game
uses two different
scals 50 that you feel

small and
feebde in the city, and
claustrophobic in the interior

sechons, Suraly it would lake years 10 just
visil all the locations, let alone complete
the missions. “Exactly,” says Tony.” The
number of locations allows 4096 missons
each involving rescuing a diferent captive
The clues take the form of a paper chase
from lkacatan 1o location, and il you go
wrang, you'll know aboul it as you've
usually got a fight on your hands.
Verdict so far: There's canainly been
plenty of effort put inlo making this
differant enough from the onginal

Although we can’t comment on
the gameplay (there isn't a
game 0 lar) the game
system ks incredibly smoath
and fast enough 1o give you

’ s a real feeling of moving
ﬂ ihrough the city. By using

Vigga ¥ varying brighinesses, the

scene also fades

maoodily inlo
darkness

™. crealing a

'what's around

the corner? type feeling of

impending doom. With the

original Captive being 5o

% popular, Captive 25 got a lot to

% Ive up to, and from what we've

=% seen so far it looks ke it
8 Pprobably wall
¢ @ MARK WINSTANLEY
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Game: Ambermoon
Publisher: Thalion
Software

Authors: Karsten
Koeper (design, story
and editing), Juri
Horneman
(programming).
Thorsten Mutschall,
Monika Krawinkel
(graphics), Erik
Simon (graphics and
production), Michael
Bittner (additional
programming), Matthias
Steinwachs (music)
ETA: April 1993

Briefly: Ambermoon is the follow up 1o
Thalion's popular Amberstar and like its
predecessor it's a fantasy role-playing
game set on the planat Lyramion and its
two moons. There are loads of
improvemenis on the previous gama
including a real-time lexture-mapped
dungeon systam, which overcomes the
biockiness of the onginal and gives super
smooth scrolling. There's also a betler
system for moving items around, by
simply clicking on the item and dragging it
to whene you want 1o put i, and the
relative scale and size of objects are
maore realishic

1993

As well as an advanced 1D system there
are some lovely 20 world maps. And
there's more than one world too.

FEBRUARY

AMIGA POWER

- I
‘e L

“The world
map is four
times the size
of the
original”
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The game is much larger than
Amberstar, with the world map coming in
it lour times the size of the
original, and Thalion
tantalisingly mention
that thafa 5 mong

than just one world
1o explora in the
gamea. We're also
assured a gripping
plot with planty of
twists and sub
quests. Things are
going 1o be made a lot
aasier for the user 100, as the

game is hard disk installable and supports
all available memory, disk drives and
there's even special routines for turbo
boards. Places already visited will be
marked on disk, meaning you won't have
to go through any tedious walking when
returning o important places,
The creators speak: It's a German
team, as you can probably guass from the
names above, Foriunately, like most
Europeans, they speak betler English than
ma 50 communication was no problem. |
Spoke 10 Jur Hormeman, who's
responsible for a lot of the game, and

asked him what it's all about

“Well those who played Amberstar
will remember the ghowing red moon at the
énd, on which the evil Tarbos was
impnsoned. The background to this game
i5 that the red moon crashes onto the
planet, destroying mos! of the countres
Civilisation has to be rebuill, and Tarbos
survives in some form, which you'll have to
find oul. You don't have to have played the
original game to play this one of course,
but these who did will recognise some
references. The other two moons ana
invahved in the story oo

How many characters do
you control in the gama?

You start off with
just one character
wha you pick out
of six males and
six females
You throw
computensed
dica o
denermineg his

Why's everybody called Gaxth and Rimme?
Why can't we have some Timt in these
games? Tim's an heroic name, lsn't it?

Along with US Gold's Legends OF Valowr and
Captive §, Ambermoon it one ol a new breed of
role-playing games. T mapped grap

ahay.

or her atinbutes. On the adventure you
Can pick up fo five mora companions
o join you.”

You lalk about the complex dialogue
system in the gama. How does it work?

“There are two types of characters in
the game, one that just give you stock
rasponses and the olhers which really
hawve something usaful and interesting to
say. You can offer them lood, gokd or
objects in exchange for information and
chues. You select words from a word list
that you add to during the game by
picking up on other people’s conversations

of samng a word on a stalue
for instance.”

It seems wa'rme talking
about a prefty big
th.‘]llq:nge, hara

It will lake a long
hime o complete

simply because i's

50 big. Amberstar

had some very

tricky puzzles in i
and look about three
manths to complete.
Wa've tried 1o make
the puzzles in this one
easiar, but it will still take
onger than Ambersiar
because of its size.”

With a wealth of good RPGs coming
oul, what aoes Ambermoon have 1o olfer
aver all the others?

“The texture mapping adds a lot 1o
the game. Moving and rotating is so
smaoath that you really feel ke you're
there. You can choose which character's
ayes you wanl to view the action
through, and the eyes of a dwar lor
example are lower than thase of an el
It's all very realistic.”

Verdict so far: We've only seen the
lexture mapped dungeon stufl working so
far, but doesn't it look lovaly? N tha rest
works as smoothly, and there's as much to
get through as thay promise we could ba
looking at the beggest and bast RPG on
the Amiga. We're looking lorward to it

@ TIM TUCKER




Look out, here come the game reviews.
This month we’ve got reviews of Street
Fighter Il, Nick Faldo’s Golf, Alien3,
WWF Rampage, History Line and loads |
more. You'd better get reading right
away. After this shoddy display, that is...

JUST WHO DO WE THINK WE ARE?

l JUST WRO DO WE THRIMRK WE ARE & m

MARK RAMSHAW STUART CAMPBELL TIM NORRIS GARY PENN
This month Mark -, L Tim continued his We haven't seen Gary this month since he lives
achieved a lile ) \ search for the ultimate in St Albans (and
long ambition by s entertainment L because we hate
hawing his name expenence and him}, but he
in the Sunday Stu wanl had a satelie keaps us up to date with
Mirror. “It's mare home for a dish his activities nevertheless
impariant 1o me fortnight at installed Hera wa sea him in fraining
than being the editor Christmas, but he “It's really for Britain's 1996 Olympic
of a computer had troubde finding great,” he shot-putting

enthused. “The
b 3 films are good,
but the bes! thing is UK Gold where
you can see all the old tal the BBC
daren’t show any more.” Lovely

team. Good
fuck,
Gaz

magazing,” he said
Mark, are you sure
you're in the right job?

anyoné 1o look afer
his two pet rats.
Luckily, he found a
Suitable sucker at
the last moment

ADAM PETERS

and didn’t have
JACQUIE 10 take them Adam didnt actually do any work
SPANTON with him TIM TUCKER for us this month, which is why ha
Ex-circus perormer Tim had a birthday (despite his looks 50 upsel in his photo

Jacquie (don't ask,
iy 7) has been having

boyish good looks he's actually 27, Jacquie insisted we pul
would you believa?), but him on the games intro

some we didn't lel him skive page anyway,

problems off. In fact, he didn’t get though, “Becausa

pething to out of the office until after he's 0 cute and

sleep midnight, by which time lovable®. Er, {

LISA
NICHOLLS

The high point of Lisa's
month.wasaTy  VWINSTANLEY =

we'd eaten all his

birthday cake. Life's
MARK @ . A

like that.

lasaly, Sha wenl 10 see a
néw-age therapist who
recommended this rather |
bizarre solution, “Il's

okay,” she said, “but | _ﬁt appearance! Yes, our 65" Mark continued 1o be
have 1o make sure Lisa's £ deputy crayon wielder unfeasibly tall for most of
wearing flat-soled showed up on Stars this manth, but that dsdn’t
shoas,” Oh dear In Their stop him being mistaken for q
Eyas, doing Chris Evans from Channel -
her famous 4's Big Breakfast several d
- Olivia times., In fact, come o think ™
A Mewtan-John imparsonation. It was truly of it, he always comes in a E-
{, “-: harrowing,” said a TV crific yesterday bit late in the momings... % JONATHAN E
| A DAVIES 3
: { A RICHARD LONGHURST Jonathan was a bit mifled at by
Q.‘_ " Lightweight father figure Rich has been too DAVE GOLDER the picture we used of him last o
busy changing nappies all month to get up 1o Poor old Dave was involved in a car crash month, o this time, by way £
t' anything interesting olher than a truly awlul this manth (he wasn't driving). He was of compensation, we sat ;'
4 Jimmy Savile impression. “The doctor says 1l okay but he's really upsel aboul it. “I'm him on a big pointy
be better soon, though,” he said chearfully waiting for the onset of whiplash so that | red amow
can sye the other driver,” he said Uppity ;
RONNIE ) gg:mu:rmely. though, he's been a F.'E'I:Larl:;le;s £
RANDALL : heait. He c
Y'know, we're going to have can’t win B
1o be a bit more disciplined I
about our freelancers. One <
L soltary review (Flight Of The -
Intruder) and we have 1o put -
this frankly disturbing picture :

of Ronnie on tha page, taking
up space we could have
used for really great stones
about the rest ol us. Tch
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The characters are nicely drawn and
animated. You can actually tell
them aparl, which is alway: a
plus in this sort of game.

Another long-awaited game finally shows its face. Hurrah.

Game: The Chaos Engine
Publisher: Renegade
Authors: The Bitmap
Brothers

Price: £25.99

Release: Late January

artificial
intelligence is
impressive”

1o geve up SMoK
any of us actu
thal counts), an
evarything wa can in { nanvous wreck ar
POWER 1o promola peace, love anc of his
global understanding

Most of all, though,

Make sure you pick things up when you've killed something. They lcave keys, money... If you play the one-player game, the computer plays much betier than you.

ESATTAE FLE T R WY o

|

Every now and again you're attacked by
mechanical monsters. These are bugs.

cerainly the highest-profile game
or, the Bitmaps h

making fun of that one.
have spent a
thing pretty damn speé

¥ what they've
ks old, but

ma Decemb

Just ha C
ar. | like this QIIIT-I{‘

hare, and
! of them are lechnically compeatent
many of theam are technic
e of them are nothing
programming , In tarms of what they
maka the Amiga do, If want an

S ona, bul thera
are dozens,
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MALE ORDER FROM CHAOS [RSSSieto

This ) .
chap's the somathing L|5l"' Why? Because &ﬂ“
Brigand. they're No Fun ) ] "
He's got & Then, of ¢
big gun that ‘ stufl that
fires big IMprassn
bullets. "

The Gentleman. He
carries a

map, i & : ] . bumitso  comancing substitute for anolher human

indedibly
MO your
brans you
won't be able o
shoap untl you've

being. In addition, in one-player mode the
mputer player bn ded lactical
g u can swilch
ial abilives between the two

characters and lots of other stuf that I'm
ng to tediously shopping-list my
| cugh now
? Isnt that Co g g nly your companion who's
Dr" Entariainm

'.]nﬂP and boughl a

nielligent malice
wande fing dum bly

@ poke round rmm behind a tree ar-u
fake pol-shols at you without ever la
mimsalf open 1o your retum fire. What 1m,

rhul Hr‘rgl?lj mate Spotty
round to my housa avery
tme | Fl“ﬁl Ik aqw;h ga? He
S

Bang. Blam blam blam. Bang. Mo, don't g0
) that way, etc... Two-player tun aplenty.
g at lunchiime ag.
T"us 508
s aboul because
when you play i"-"l:r C.nim,-. Enging in one-
player mode, the computer controls a
second team member (you salact a two
man team from a party of six characters
ying attribulie: anificial
[ Igence routing whi
Technically Impressive, to say the least
The computer character is only allowed to
Il bacdies, pick up
: ot ihe nodas which open the
vél axits, bul not use special abilities or
hich reveal the various
Once you've routes through each stage), but it does
got a LN . them Is such a way astobe a
character, pretty damn
you'll have . o "
to give him
some kit

1993
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NO I'M SORRY, I'M CONFUSED. WHAT'S GOING ON?



AME REVIEWS

Lock out! There's one coming at
you from the right. Me, your right,
#t the bottom of the screen.
Oh wow that's a

kind of brilliant
incendiary
device thing.
You just step
on it and:
Kersmoash!

Lovely, smashing, super. Let's have a look
at what you could have won,

UPPERS Possibly the

most atmospheric game I've

played in the last 12 months.
The two-man team idea works really
well, too, and the all-important all-
out action that was missing from
Gods and Magic Pockefs is present
in spades,

DOWMERS I've got a

nagging feeling that you
@ won't gel all thalt much
lasting play out of this, although you
could be going back and
discovering new bits for months.
And a two-fire-button option would
have been a godsend. Oh, and it's
still all a bit, er, metallic and blue,
isn’t it?

THE BOTTOM LINE
Superb arcade adventuring antics
from the Bitmaps, combining
innovation, tried-and-tested

ideas, technical achievement, but
most importantly, a truckload of fun.
A speclacular return to

form, and an H g

unmissable game.
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Game: Lionheart
Publisher: Thalion
Authors: Erwin Kloibhofer,
Michael Bittnel
(programming), Henk
Nieborg (graphics), Erik
Simon (design), Mathias
Steinnachs (music & FX)
Price: £25.99

Release: End of January

leroids. That explaing

evarything. They say it halps

athletes perlorm like

superhumans, and | reckon it's
what Thalion have been feading their
programmaers ovar tha last year, Just look
at the evidence = first No Second Prize,
and now this. | maan come on guys,
you're just going o leave all the other
Amiga programmers red-faced. How can
they compate?

Sit down, Mark. Take a deep braath,

and don'l get over-gxcited. You're a
professional. Linbiased. Able to offer both
sidas of the story. What's needed here is a
separation of personalitios = lat the
positive and negative sides argue about
just how good this game is. Stil with me,
readers? Gosh

THAT KATE BUSH ALBUM

Mice Mark: So wa've had loads of great

THOSE MOVES IN FULL — HE'S LION

told you about S8rve some is a real scary bitch. And = hay! - that

cartoon platformers such as Tilus The all the neat . purpose. Some beautiful scenery isn't just any old

Fox, and fantastic coin-op platformers like  touches yel. The i bard-like creatures beautiful scenary. The programmers didn1
Rainbow Islands and Parasol Stars, but bad guys are fantastic - can be used as just buy it at the beautiful scenery countar
the only outstanding hack-and-slash for a start - all with : : : temporary platforms in Tesco's, you know. It's their own special
platformer on the Amiga is Switchblade 2 animation and action almost g - for instance. It's all kind of beautiful scenery. There ara vines

Until now, that is. as fluid as the main vary clever. Masties o slide down and swing on, and platforms

L

Masty Mark: So character's. Plus, as the on later levels have  which bounce, spin and cause all sorts of
whal. | mean, isn levels progress, new fe " enough moves to mischied. And there's even foliage to cut a
Swilchblade 2 "?Isuﬂ“!’ Ones appear - appear in a beat-'em-  path through. And the character interacts
anough? = which ’ up. And that end-ol- with it all - sliding down slopes, running
:ice: Mark: it knocks hell actually ’ PO  swamp level baddy  slowly up banked bits, hovering

o, frank
Sw-'.'c-'?tr-'azie 2 out of any - i =

I8 getting a ba ﬂH‘IEf

y ™
creaky, and
visually i's ume"
certainly dated. It's g
fairer to comparne it 1o
Wolfchild, and let's face it -
there's simply no competition
Nasty Mark: Okay, Mr Sycophantic, just

whal's Lionheart all about then?

Convince mae,

Mice Mark: In a nutshell it's a scrolling
platform hack-'em-up over mora than a
dozen levels - give or take the odd exira
hidden bit. The game foliows a big guy as
he amempts 10 recover the Lionhaart and
save his girlie into the bargain. What this
means is ning levels above and
undarground, then a bit of beastie-riding
and some dragen flying. After that it really
gets spactacular

Masty Mark: Yeah, well it doesn't
sound 100 speclacular to me
Nice Mark:
But | haven't

—

]

i n ’ i .
e softwarefibuse to beat if yo!

Thalfon are fast becost ?e
J Tl -
i o
L -

o™




damned impress
Nasty Mar
t? And tha

for a game lik
Nasty Mar
ark

engugh 1o wrile IF
Nasty Mark: G
seen dned-up pudd

Just take a look
1 at that gorgecus
bad guy, man.

Hice Mark: Right
that's 1 well
be hearing from
Trust me

® MARK RAMSHAW x2

UPPERS Technically,
@ Lionheart leaves all other

Amiga (and consaole)
platform games behind. The main
character Is sultably dynamic
(excep! for his run), and the levels
are big, and wonderfully structured.

DOWMNERS The

monsters on the early levels

tend to blend in with the
backgrounds. More inlelligence on
some the nasties would have been
nice too.

THE BOTTOM LINE
Some of the best graphics and
sound you're ever likely to see on
the humble AE00, the gameplay
perhaps doesn't quite match the
level of technical excellence, bul it's
still the best platiorm hack-
and-slash around. I'm

afraid you're going to have a

to buy this one too. Sorry.

ALL THESE WORLDS (AND MORE)

nmﬁﬁﬁium'mn.
small dinosaur in search of an abrship. Well, it

dosin'l happen day, does h?

L
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g B This, belbeve it or not, is the game's ‘main menu'. From
i Tl here you can go to the battie planning room, the
briefing room or the fiight deck, and you can read
messages and things. (It's almost as if they've
deliberately set out te make my job harder...)

~ L Here's a map of Timor, an island near
Indonesia where, for some incHable
| reazon, the whole game is sei. You're trying
r 1o stop the Indonesian armed forces from
crexy, Invading the island. (Exciting, eh?)

This is where you plan your
campaign (or let the ri
computer plan it for you if
you prefer). And yes, it is all
territyingly complicated and
won't appeal to many people.

V-8 I'I

There’ll come a time when almost everyene will have released a Harrier sim.

id AS00 could only dream of. Yup,
EVeryone
wonderful 'h-ng

IT'S JUST LIKE A WARGAME, REALLY

FEBRUARY 1983

AMIGA POWER

O

# a go on AV-8B Harr
200

through over amnnr.nr.-n_ car
sheer incompatence, it ran al oo slow a
speed 10 be playabila, you'd have 10 either
Improve it worked properly or go back
to the drawing board. Now you can just
k a label saying ‘Amiga 1200
recommended’ on the box and
go and sea what's on lally
The first time | loaded
up AV-88 Ha
Assaull on my trusty
AS00, | wondarad
er (e as
something wrong
wilh the old
maching. Pelygons
juddenng across
reen at an
slow rate. Lines
past my ayas as if
bout to Pnr.! T"-e
keyboard was d ating lor
econds at a time balore
And all
e of

Game: AV-BB Harrier
Assault

Publisher: Domark
Authors: Simis
Price: £39.99

Release: Outl now
were

o begrudge A1200-owners the
-only game, doing things the

“Polygons

meant 1o I:H'. a
road. | panicked
What could be

= it wouldnt be the
Perhaps my RAM axp
had adrift. Perhaps my Agnus
(or wha ril's called) was aboul to
breathe it But, belore placing the
whole sorry mass into the hands of a
qualified lechnician, | decided 1o run a
quick test. A copy of F-19 Steaith
Fighter lell conveniently to hand
| loaded it up and... phaw
Mormality was restored. An

juddering
across the
screen”

Ir, BANG! | think that adequately
describes it, don't you?

] 5
can etectively be considerad an A1200-
only game, and, except for a token blue
The Bottom Line box at the end, the res!
of this review is aimed solely at
A1200 ownars. The AS00-owning
maponity will just have to go
away. Sorry
The first
thing thal'll sirike
you about AV-88
Harrigr Assaulf is
how dull the graphics
are. From the moment you take off from
your rather nondescript, shoe box-shaped

And how aboul WHOOSH! for this one?
I'm getting the hang of this.



Vector 1D needn’t look quite
AV-B8 Harrier Axsauli takes a conflici (well, sort of, anyway) 10 blocky and slow. Unlets
uightly different slant to your and strategy butts will feel right you're really into i, the lack of

wrnal Might sim. Rather than at home - don't be surprised i . : quality is oH-putting.
presenting you with a set list of you retarn from a mission 1o find

missions from which you can your aircraft carrier is under

choose at will, in plonks you attack rom marauding enemy

viraight into the middie of a war,  planes. The huge amount of stuf!
with the cloch set to B.00 am. As  going on behind the scenes also

the day yoes on the need will OEs some way lowards excusing
arise for missions o be fMlown. the graphics from being so crap.
(You can fast-lorward’ through Mt alse has ity Ground targets aren’t as
the quiet bits if pou want.) You're  disadvantages. You can'i just cazy to identity as you
then given the chance to fiy the load up the game and think: might hope. This tends to
misshon - intercepling an enemy ooh, | fancy a quick dogfight, or make things a little tricky.
plane, say, or stopping some hmm, p'raps I'll have another go

troops from landing - or you can ot blowing up that factory. Nope, Hlooks a bit like a Harrier in this

wait for tomething more 1o your reu've got o sit there and wait
wite to come along. for orders from above. It's also

This approach has its incredibly tedious H you're not
sdvaniages. It really does feel as into that sort of thing.
i you're in the middle of a

L

A @®
=~ \ll....w;l Ecw & ox ]
' -lfﬁ

. UPPERS #MjJo .
[/ ) As accurate o Y0
pt Harrier simulation as
you could hope for, You can do lots
of strategy-planning too, and overall
the game's gol plenty of depth.

\ DOWMNERS As you're
doubtless sick of hearing by
" now, the graphics are very
boring, and don't do anything an
AS00 wouldn't normally be able to do
with one hand tied behind its back.
That pretty much extends to the rest
of the game, oo - it's all strictly
functional: there are no ‘fun bils'.

THE BOTTOM LINE

lﬂﬂ ds of It you can stand its puritan approach,
and the fact that it completely
nig g]v ignores the polential of the
o 2 machine, you'll get lots of
irritations flying hours out of it.

UPPERS It does, if
you're being pedantic,
simulate the Harrier with

ruthless accuracy. And there's a lot
of game in there,

DOWNERS Flight
Simulation on the 48K
Spectrum was laster than

this, And it's not as it it's trying lo
do much, either.

THE BOTTOM LINE
You'd have to be dangerously
obsessed with the idea of a
Harrier simulation lo get any fun
out of this at all. The slow speed and
ne-irills approach

hopelessly outweigh its 4]
® JONATHAN DAVIES good points.
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Game: Street Fighter Il
Publisher: US Gold
Authors: Creative
Materials

Price: £27.99
Release: Out now

here’s a greal bil in this game
where Guile (super-buich be
quified Vietnam velaran in
combal trousers) Kicks lumps
out of patite-but-deadly Chinese babe
Chun Li. As our powerfully-thighed hergina
lies bleading on the ground, Guile runs
manly, if bruised, fingers through his
impressive hair and sneers at the
humiliated figure on the ground. 'Go home
and be a family man,’ he growls. The clot
Perhaps surprisingly, though, that's
just about the bigges! cock-up we've found

¥ ——
R e

- : B 4 st
- ‘bout in the USA - these guys travel all over

in a couple of days
ol axtensive
playtesting of the
ong-awailed Amiga
version ol Street
Fighter I, Since this
COIN-0p conversion
was announced, arcade
devolees, SNES owners and
plain old-fashiened cynics alike have been
@xpressang senous doubls over tha
possibility of the original’s impressive
graphics and six-button control
mechanism making a successhul journey
onta the ‘humbla’
Amiga, but now

it looks ke a

fair cld amount
of words are
going 1o

to be

you're going

impressed
with this”

- B §

to kick cach other's

have to be eaten. 1's not a perfect

convearsion by any maans, but it doesnt do

a hali-bad impression of the £65 SNES
game, and that'll be more than enough
to make your Ninténdo-owning
chums feal just a litle ripped-off
So let's 1ake a closer look
We've got a fair old mix of
players here al AP - there's
me, who thinks Sireel Fightar
I as a game is good fun, bul
one of the maost over-hyped
and over-rated games in recent
mamory, and thera's Mark who

stop. Then thera's tha new Mark, who
really likes the arcade and SNES versions
of the game, and the new Tim who's one
of those peophe who thinks SFI is the
graatast thing sinca shiced bread. Finally,
wa've gol the old Tim, who was a

just thinks beat-'em-ups are crap full

30) = 5
Mool B 3s0peuscren cvors VRN

After months of

complete Streel Fighter virgin unbil the
Amiga game showed up, and who wa're
going to use as a sor of experimental
control. And, just bacausa this ks such a
big game for once we'ra goang to be
flawlessly democralic. Everyone's going 1o
get their say, then at the end of it we're
going to take the five individual marks and
award the final percentage as a siraight
average. Bimay.

MR: This kind of thing's not usually my
cup of 1ea, and it's pretty limited compared
to the likes of Final Fight, but it's got a
cenain somathing and it's ane of the batter
two-player games around. IV's certainky got
the flavour of the original, and it's worth a
good 75% in my book

MW: My genaral view of it is that you jus!
help the players along and don't really
controd them. There's too much context-
sensitivity in the conirol = the whole point
of the ongenal was being able io leam the
maowves, and just waggling the stick and
hitting fire a lo! loses most of that skill. I'd
say about 5%

TT: Inevitably there's hess control than on
the arcade version (I don'l think if was
inevitable al all. - MW), but it still manages
to feel like you're in control to a certain
degree, refains the flavour of the original




waiting, the most fiercely hyped game has arrived.

#nd fans of the coin-op will certainly
appreciate it. I'd give i 7B%
TH: | fully expected to hate it, and was
quite surprised whan | didn't. It's shill not
much fun as a one-player gama, though,
but i two-player mode it's pretty good
Overall, I'd go for 76% or thereabouts.
And as Mike Yarwood would say, this
5 me. The first impression you get when
you load this up 15 "Urgh, cheapo graphics
or what? This doesn't last long, though
ahter a while you get used to the unsublle
toiouring, and the backdrops are very
préfty, although they lack the nicer bits of
animation from the other versions (like the
cycksts on Chun Li's stage, for example)
and the parallax scrolling, Whila the

EVERYBODY WAS KUNG-FU FIGHTING

SSUVY Mid fight, and

w

prraus T

ey ILE

N

manual claims the game has redefinable
keyboard control, it doesn't tell you how to
use it, and after two days of trying to
defing mysall a sal o keys I'm still
completely stumped

In fact, the manual in general is
almost completely wathout practical use
but luckily the fighting moves are fairly
aasy o gel 1o gnps with by just
experimenting a bit. That said, you never
gel to teel 100% in control = in order to
keap as many of the coin-0p's Moves as
possible, the programmers have had to
employ a large degree of context
sensivity inlo the control system, which
means you can never be cerain thal
you're goeng 1o pull off a particular move
when you really want o

Also, on the
characters whose spacial
moves involve anything
; and down movemants of
the shick, you'll have swch
a hard time persuading

thim 10 do ‘em thal your
oppoenent will more than

contort together.
i,
oy

, suddenly goes into

 more complicated than up

The twe welrdos meet and

Blanka's had too much Ready Brek by the looks of it

ikety kick you to death
belore you can manage
o send a single burs! of
Yoga Fire (or whatever)
in his direction. As |
recall, thal was a bit of a
problem aven an the
SMES version, but
naver quité as insurmouniable as il
n two days of trying, | dedn't manage 1o

pull off Dhalsim's special moves once

The game comes on lour disks, with
a lot of swapping whenever you change
venue or encounier one of the three banus
pames, but since SFIlis by its nature a
very stop-stan kind of game, that's not as
much of a bugbear as it might have bean

In solo mode, you'll complete it the
day you buy it and, as with any game. the
compulsion o play through again at a
tougher setling is pretty minimal

Enough quibbling
If you're a Streal
Faghter If fan,
and il seems
[!'l'!.‘r"'l:}"lr} 5
these days, |
r@CKOn you re
going 1o ba
impressed with

N i ]

this. It feeis like the real thing. it looks
mong or kass like the real thing, and it
sounds - well, it sounds a bil crap,
actually. but you can’t have everythang,
can you? I'd grve this about 76%
personally, and that's about 40% mong
than | thought it was going to be worth
Not bad

® STUART CAMPBELL

UPPERS Apart from the
@ colours and the missing

animations, the graphics are
pretty faithiul to the original. There
are several control methods so you
should be able to find one thal suils
you, and even the single-fire-button
one works a lol better than you
might have expected. Most
importantly of all, though, it should
keep WWF 2 off the No1 spol...

DOWNERS The manual
makes working out the
conlrols a real effort,

though, and there's still quite a big
element of just pummelling the fire

button, waggling the stick, and
hoping for the best. The scrolling's
jerky, the sound’s weedy, accessing
some of the special moves is nigh-
on impossible, and the 32-colour
graphics look a little tacky.

THE BOTTOM LINE
None of the above are crippling
flaws, and the, er, classic Sireel
Fighter Il gameplay remains
unchanged, which is Lo say thal this
Is rapidly dull as a one-player game,
but near-endless fun in two-player
maode. Realistically, Amiga
S5Filis just about as good 7 4
as it ever could have been.

HImoOd vOINY
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“What, in that hole? From here? But it's miles away. And where are all those minor

celebrities you sald I'd meet? I'm not playing until I've met limmy Tarbuch.”

BHLL LIE

CLUB

- F
= 9

ETRRES M

L 2

Choose your club from the snap-on menu, set your stance and oM you go. Well go on then,

we haven't goi all day. We have? Oh, well I'd take your time then if | were you.

NICK FALD¢

Grandslam would like to offer you a round or two with Europe’s top golfer.

Game: Nick Faldo's Golf
Publisher: Grandslam
Authors: Andrew Perkins
(design and code), Gary
Tonge (graphics and
design), Jamie Moore
(course design), Andrew
McGinty (music and sound)
Price: £34.99

Release: Out now

y knowladge of goll, I'm afraid to
say, stretches 1o pilch and putt,
crazy golf a1 the seaside and

walching the odd game on BBC2 when
there's nothing on the other side

For me s most distinguishing
feature is that it's the only
game in which you'll see
Jimmy Tarbuck pitted
competitively against
Sean Connary
Surreal. And surely
the weirdest job
in the world is

The aerial wiew
is good for
seeing
where you
are and what

commaentating on it for TV, "He's
approaching the ball now — he's hit it
what a glorious shotl”, Yeah, right

So whalt's its appeal? It's obviously a
very relaxing game, because you never
have to run or anything. You just kind of
stroll around these, er, fields trying to find
some ball you hit about twenty minutes
ago. There's always some caddy with you
o chal to, and the professionals don't
even have lo walk, they get driven around
And what about those clothes? Goll has 1o
ba largaly responsible for some of the
mast hideous fashions ever to have
graced ihs planel = you know the shoes
with the tassles on, the Argyle lank tops -
ugh. And whan it finally
reaches what might
be loosely called
a chimax
everyone
huddies
around the
gresen while
the player
makes his
shortest and
softest shot of the
game. Hardly a
powerlul anding.

MNona of this sounds
like the perfiect choice for a
sport sim, does it? Even so,
hara's anathar goll game for you
IV's already got some siiff competition

from PGA Tour Golf and MicroProse
Golf. Is it up to the challenga?

Thete are a number ol things that
immediately have 1o be considered when
craating a vdeo varsian of gol, the most

obwvious being: how is the controd system
going to work? Nick Faido's Golf goes for
an excellent system thal leels very natural
and easy to got used lo

AFORE YE GO

Before you take your shot you check
where you are on the course using the
Snap-on menus — simply move the pointer
1o the right hand edge of the screen and
the manu appears thera. This tells you
where you aré on the course, how the
ball's lying (ie resting on top of the grass
buried in the rough or whatever) and the
direction the wind's blowing. Al the top of
the screen you're given the distance 1o the
hole in yards

Bearing all this in mind you choose

Chooie your weapons
please, gentlemen.

the amateur option.

the approprate club from the
other snap-on manuy o the left of the
screen. The game puls you on a
perspective 1o face the hole, but you can
change this by using the arrows al the lop
of the screen. At the bottom of the screen
you have icons for allering your stance
(closed, open or normal), backspin and top
spin control and a bar display for you to
determing how hard you're going to hit the
thing. The manual very helpfully gives you
a guide to the usual clubs required 1o hil a
ball at certain distances, which is handy if,
ke me, you don't even know what a five
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The shaded grass effects are wonderful. You can't
mlﬂﬂﬂ;ﬁm re-draws from these

ingn looks ke
These's a little white cross on the
screen which you place with the mousa to
Inckcale the direction you wish o hit the
ball. Finally, you move the cursor to the
feel of the player sprite and click once, A
bar appears on the screen and a kevel
ingicator moves through the bar. There are
w0 Zones on the bar, ona for the wrist
nap and the other for the swing itsell. In
he wrist snap zone you have lo click once
a5 he bar passes through i to add an
gxtra 10% power to your shol. This is best
not attempted until you gel the hang of the
control system. The next zone is larger
angd requires a double chick, ahar the
second of which your man takes his shot
If you put one of the clicks either
side of the zone you get a
hook or a slice
MNow | know what
you're thinking, that it all
sounds very complicaled
and tiresome, but this
definitely isn't the case. it all
becomes second nature vary
queckly, and although i lakes
a little time 1o play any really
good shots you'll soon be
competent and ready o stan
mproving your game. And
thera'ré some neat extras in the game 1o
hedp you improve without having 1o
| embarrass yourself with a 39 on a par 4
First off there’s the coaching mode
Here you get some lab tips from Nick
| Faldo himsell and also get a chance 1o try
some really incky situations which you'll
encountér in a réal game, ke bunker play
water hazard, putting and windy
conditions. You can chck on the picture of
smiling Mick to get some advice on what

'S GOLF

¢lub 1o use, how to approach tha shol alc

It's worth starting in amalteur mode
because not only is it easier (you get a
bigger zone to double-click in when taking
a shot), bul you also get a
Mulligan option, which lets you
take thi shot again if it was
crap. Vary handy

You can play two
types of game, siroke
play or maich play. There
can be up 10 lour players
either human or
computer, and on the
computer side there are
aight oppanents, from the
less-than-average Davey Divot 1o
the superlatve and eponymous MNick
Faldo. You can choose betwean one of

the two courses, which are designed using
prolessional course design techniques (it
says hare), and the season you want 1o
play in. All this gives a good deal of variety
to the game

“It's such
a dream
to play”

Oh dear, I've been wibbling on about
how you play it and how it works, and |

dan’ think I'va really made it clear how

good the game is. It's such a dream 10
play - the control system leels natural

with no long screen re-draws
to it through. It succeeds in
being nol only an accurate
simulation of the game
but also a lot of fun even
i you've only ever drivan
past a golf club. i1l last a
lang time 100 - once
you've masiered the contro
System in amateur moda
you've still got the professional
mode, and the wrist snap won'l be
possible until you've advanced a lifthe in
the game. Even then thera are all soris of
vanations o iry - like playing in dilerent
waather conditions. A great game
haghly recommeanded
® TIM TUCKER

It might be an awlul
shot, but in
coaching mode
Mick Faldo is on
hand 1o give tome

the graphics are lush and it's last,

Tee shots are
simple -
whack il as
hard as you
can in the

On the
Tabrway is
fine. Mo
problem with
this one.
In the longer
grass might
i require a
~' high iron to
Tift it out.

In rough
terrain youll
necd a high

iron or a

A plugsed e 5
ball. An ":&Jl A ¥ 1.73."
uhter pig to
get out,
I'm atraid.

UPPERS Superb control
@ system, excellent full screen

graphics, and great fun to
play. It'll last a mighty long time, and
up to four players means your males
can join in too.

DOWNERS Er, very
little. It would be nice if there
were a couple more courses,

but Grandslam do say they may
bring out data disks with more

HIMOd YOINY

courses in the future.

THE BOTTOM LINE
The best goll game on the Amiga,
and one which will appeal to golf
fans as well as those who know
nothing about it (like me). It's
sccurate enough to be a good
simulation, but it doesn't bog you
down with it all. Go out and

buy this one, you won't 83

regrel it

AHYNHA3d
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get your first
experience
with the pipes
which enly the
rats can fit
inslde. A real
pain to
navigate later
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JUST TRYING T0 EARN AN HONEST KRUST

Game: Krusty's Super Fun
House

Publisher: Acclaim
Authors: Audiogenic
Price:

Release: Outl now

O
r




GCAME REVIEWS

! Left: Top comedy action as Krusty teeters precariously at the cdge
. . : I of a block above a dangerous viper. Middle: Careful block placing
DR ey 4 allows Mrusty to
o | create a pathway 1o
s d ' i - doom lor some cute
F ! P - ' furballs. Right: Finding
'. r - " » s = L gt |- gl a secret room, lucky
= - | sEFFVEA . Krusty jumps for joy.
Lo i | £ :r‘ LB
t ! : ey
- E ; ’ [ ,,iulm'"m""__ e - e AN ! . ':',".-,"—,":
oo " T might thin ] : L. i
l‘ ODOD280 J and bits of ist. | 0 - — E'F"'_"'—F"""r""—rr—r'r-—r
This is a mysteriously snake- , BI '*k
filled secret lavel that you can
only reach when you've

compleied three ——
oSy Yo12730%dAs
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“It looks
lovely and
there’s loads
of it to plough

HIMOd vYyO2IWNY

- -
=41

—
-
Tt

"I
]

Right: Level twe intreduces Homer
Simpson and his fabulous anti-rat laser
maching. Below: The evil pair of
piychopathic scumbags demensirate
the evil device in operation.
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| can't do this level,
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much about it Sorry.
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N Well, Fve got Krusty to
E_E the end. Only all thoze
gl e Fats to worry aboul now.

A snake waits in purzlement (o
evolve some legs. Or stilts.

This is & horrible
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DON'T BOTHER, THEY'RE HERE
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" I's a pretiy hetty proposition, this Fun House. Here we see just
onc of the later slages, and actually one ol the smaller ones in
the game - remember, there're another 59 of these. SHll, what
it lacks in size it more than makes up for in pure omeriness. it
might seem sireightforward at first glance, but just take a look

at where that exit is - stand by for nightmares... N
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UPPERS Lovely bright
@inphk:i. and some cleverly

brain-teasing puzzies mixed
up well with moderately demanding
plattorm-leaping. Krusty's laugh is
sweel, 100

DOWNERS Some jerky
scrolling, and the gameplay
gets very repetitive and
frustrating by haliway through the
second level. Having to traipse
around for hours just to find the
layout of each level is a real pain - a
map facility would have made all the
ditference, as would a two-button
loystick option to avold having to
jump with ‘up’, which doesn't
work as well as it should. And rats
are lovely.

THE BOTTOM LINE
Al first this is really nice to play, but
It doesn't lake nearly as long as it
should to become preity tiresome.
Good fun to pick up now and again,
but the passwords are

just a little too far apart 74
for that.




The sixth Mistory Line (O a game based

scenario takes you

inte 1915 and the

introduction by the Game: History Line
French of Voisin Publisher: Blue Byte
bombers, which are Price: £34 .95

rather handy for, er, Authors: Lothar Schmitt,
bombing people, Ralf J Kraft, Bernhard
bunkers, artillery, Ewers, Thomas Hauser
trains, anything Release: Out now
really. My French units

are spread along the

right-hand side of the

map, and the

objective is 1o take

the German

headquariers in the

centre on the right.

The anly trouble is

that there are loads

of German units in

the way, and Jerry

Hun has a couple of

lactories which can

churn oul new units

to replace those that

have been lost. It's a

bit of a pig thizs one.

Oh, and by the way, if

you were wondering,

the password for this

scenario is BIMBO,

Shuffle the light artillery close encugh to the
enemy and they can lay waste 1o entire
infantry units with a single bombardment.

Stealth biplanes make an carly appearance
in the shape of France's Voisin 11l {that's
Voisin Trois 1o you Europhiles.)

Not very mobile these bunkers, but they're




ORY L

around the horror of the First World

% literally history.

do want. And when you're attacking, the
units which you can anack are highlighted
hoose the one you
wani. It's a simpla, it lakes a minute to
master, and i1's amazing how quickly you
become engrossed in the game
pecause of it

When units engage n battle, you're
shown an aremation of the conflict, with
peaulifully drawn graphecs depicting the
niantry, artillery, armoured cars or
fraing in action. The oulcomea of
ihe battle obwiously depends
on the units involved, and
ihe type of larrain thay are
on. There are a few
Nenous moments as you
wad to see wha losas the
most units, but when
you're & seasonad pro, you
should be able to predict
who wins whal. But not
everything's predictable in Hisfory
Ling. As you procead through the war
néw units such as tanks and planas are
niroduced, and it takes a few tumns belore
you've worked oul how best 1o use them
And as an added inlerest in the gameplay
you're given a pool of power points which
Can be used 10 produce Néw units
prowviged you've gol your hands on a
!A:'.l'l ":,l that ot 5 )

There are plenty of people who
bebeve computar games shouldn't tackia

= ¥OU jus! have 10 ¢l

Here we see are lovely sepla-tinted
recreation of the assassation of
Archduke Ferdinand. The rest i3, quite

“A sexy
accessible
wargame

that’s fun to

Pl"v"
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such thormny issues as real war. On the one
hand théra ans the pseudo intallectuals
who believe computers in general, and
games in partcular, can't transmid the
amount of histoncal information you need
lo cover a subject in any depth. Games
ara tod frivolous, 100 juvenile, to light-
wesght to breach any serious subjects
»"-\"ll! han thara ara 1ha k"'!G'.'--H |
psychologists who are convinced that
computar games glorify war, and that
games tum clean-living boy-
next-door types into
homicidal maniacs who
would like nothing betlar
than for there 10 be a
third world war 50 thay
can pilch in with Uzis
blaring. And then thare
ana some compuber
gamers themsetves who
bakieve that compular games
shouldn'l touch serious issues
because games, after all. are
supposed 1o be fun, and how can a gama
about Workd War | be any
fun at all?
Whan they're up i
against Ihase sons of e N

argumaents, and these —

History Ling 1914-
1918 proves theém al
wrong. What Blue
Byte has produced
5 @ Sexy
accessible war
pgama that's fun and
neredibly engrossing
1o play. But at tha sama
time it has treated the
subject matier with the grawty il
desarves. Tha history is coverad in such
detail that there's bound to be somathing
n there that you never knew. And as for
lurning people into war-loving
psychopaths, when you repeatedly see
your own and the enemy’s infaniry
pounded into submission by enamy
anilery, you soon slan 1o think long and
hard about whather war is such a good
idea after al

The game does its best 10 separale
you from the worst of the war by not
actually recreating specific battles, but you
cartainly get mora than a flavour of how
the whole alfair progressed

sorts of people, it seams ,::Ih“’“" #hip comes unger g
that Blua Byta are on 1o a — ”' Erack (or thoyly that be =
jaser from the word go 8F0up of German infantry

But against all the odds,

One of the nice leatures
of History Ling is that the two players play
al ence on a split screen. One guy moves
his units while the other attacks. The
anack beging before the units move, 1o
you do gel a chance to hit something.

Round ‘em up, pul ‘em in a ficld
and work the rest out lor yoursell,

History Line is
many things, not
least a cracking
computér game
that should be in
everybody's
collection. You'
struggle if you

and even twin floppies is a
bit of & pain, but by now there
should be enough excuses for you 1o gel
one, of even 1o upgrade to an A1200 to
play it. (On an A1200 this really fhes.)
We've ofen said that war and
strategy games don't need to be the dull
tediwous, difficull-io-control games that they
often are, and Hislory Ling proves it
There's so much exciternent and
absorbing entertainment in hara that you
can expect 10 lose yoursell in the furore of
tha First World War for quite some time
s got class, it's got style, it's got sense,
and it's brilkant in two-player mode. What
mote do you need?
® RICHARD LONGHURST

UPPERS What a brilliant

game. Easy conirol system,

beautiful graphics, a great
intro and smashing linking scenes,
But most importantly, the gameplay
is finely tuned to keep you on the
edge of the seal, eager lo complete a
scenario, but just as keen to get on
to the next one.

DOWMNERS It can
become repelitive. Hopeless
on a single drive machine.

THE BOTTOM LINE
Can wargames gel any betier than

this? | don't think so, but s
Blue Byte will try with 87 =
Baitie Isie 2. =

haven't gol a hard desk,
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The runnin’, jumpin’, rootin‘-teotin® Fury is crawling with Aliens. Some of
shootin’ Ripley's no slouch. And | them hang on the celling and drop when

The atmospheric gore-fest finally makes it ‘
Game: ALIEN3 o
Publisher: Acclaim o
Price: £25.99 it
Authors: Probe Software 8l

Jo Bonar & Others (Design),
Roundey (Code), Lee Ames
(Original Sprites), Lloyd
Baker & Richard Beston
(Original Scenery &
Mapping), Jason Green
(Amiga Visuals Conversion),
Matt Furniss (Sound)
Release: Out Now

THE EFFECTS, MA'AM

H12ME YOu Can only play w

usT

" nothing of a
similar ilk
that's as

HARDWARE

Ripley's armed with a Mation
Tracker and four of finest weapons
maney can't buy. Ammunition is
limited, so be frugal with the
firepower and keep "em peeled

for supplies.

1993
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Stuck in the top right-hand corner of
the screen. Aliens appear as white dots
while prisoners are shown as yellow
blobs, The Tracher doesn't blip (which
is a pity as it should have done for
extra tension) but it does run out of | -
power and disappear from view after a e %t ; _'-_ =i r----dn:r'ﬁ-r.--‘:-ud e

AMIGA POWER
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couple of minutes 10 you have 10 pick b s gk PR T T
up a token to et it back, i . ] TEEET T T
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Ripley can shoot up
or down when she's

climbing a ladder.
This is wery useful.

It's fiddly and

frustrating not beimg
able to jump on or ¥
off a ladder af any

point though.

1
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Ammunition, Medilits
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UPPERS Surprisingly

Wi

tense atmosphere at times.

A good feel, 100,

DOWMNERS Limited
ammunition stinks, but

everything else smells of

roses so that's not as big a downer

as it might have been.

THE BOTTOM LINE

A very good quality blast and a
decent representation of 35
Iru.llllnl'ilml.
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Game: Darkseed
Publisher: Cyberdreams
Authors: Mike Dawson,
Mike Cranford, John
Krause

Price: £34.95

Release: Out Now

hat exactly is H R Giger's
problem? Along with
Stephen King, Charles
Manson and David

Cronenberg, Giger ranks highly in the
list of people I'd hate to be stuck with.
Take this nightmare situation - It's
Friday night and as you hurry out of the
office you nip into the lift and... Oh no,
It breaks down between floors. You just
know that you'll be stuck there all
weekend and curse your bad luck
when, out of the shadows steps one of
the above, one of the lour weirdest and

We’re not usually fans of licences, but not even we can

probably most disturbed minds of
modemn times. Take my advice, kill
yourself there and then, because by the
time the maintenance guy opens up on
Monday moming, you'll probably have
been peeled and knitted into some kind
of ritualistic cloak whether you want to
be or nol. {Although, frankly, if you did,
I'd get somae halp if | were you. - Ed)

‘ e

For those thal don't already know
it, H R Giger's a Swiss artist who
specialises in producing vast
airbrushed works featuring creatures
from his imagination. And here lies
his problem. I'm sure he's a really
greal guy, but what ends up on the
canvas s undeniably the product
of an unusually twisted mind. A
typical Giger pic contains skulls,
guns, hypodermic syringes,
deformed children and vast amounts
of bodily parts usually confined by
Marks and Spencers
undergarments and
generally left out of
polite conversation,
This eclectic blend
Is usuaily fused

together so that
it's hard 1o tell

Biomechanics for this fusion, and the
the world first became aware of this
obscure surreal painter when he won
an Academy award for his designs of
alien creatures and spacecraft for the
classic 1977 movie *Alien’.

where, or indeed So that's the art history lesson
if, the machines over with, and it's on to what this has
end and the to do with games. Cyberdreams have

. bodies begin.
Giger was the
first person to

come up with Darkseed, a game based
on the artwork of Giger, and one that
saw the light of day on the PC earlier
this year. Cyberdreams have started up



with the intention of producing serious
sci-fl games but, to dale, Darkseed Is
all they've done. When the reputation of
your company Is resting on a single
product, it makes sense 1o lavish as
much attention on it as possible, and
everything about Darkseed has
certainly had the five-star trealmenl.
The box is glossy, black and
wedge-shaped but, so that it'll stack
reguilarly, there's a smaller, disk sized
box featuring a bizzarro woman tucked
into the main bit. it's lush, as s the
hints and tips book (available for a
limited time only, so get yours quickly,
Jolks) as, indeed, is the game itsell.
Do not adjust your TV set then,
thera's nothing wrong with it. From the
moment you start playing Darkseed
you can rest assured that it's reality
that's on the blink. Your game
ahter-ego is Mike Dawson, which
only happens to be the name of
one of the games designers,
and we see Mike as a characler
who only happens to be an i
animated digitised version of the
real Mike. In fact, if you look at the
credits, you'll find that most of the
creative team are featured as
characters in the games. And so are
their girlfriends, and their ex-
girlfriends. And so is Maddeline of
Hidden Hills, who's a dog. (Who, and
indeed what, are you on about? - Ed)
Mike dreams thal he's whisked to
an alien world where a grotesque
foetus is implanted in his brain, to grow
and eventually burst out into our world
where it'll be the darkseed of the title,
the first of a new and frightening race.
Scary stuff indeed, and even scarier
when he wakes up with a blinding

U K
LN Y

|

e e
and inspiration from the master of the gross and macabre.
headache in his recently purchased weirdness down to an active

Victorian-style house in Woodland imagination but, like Alice, he finds
Hills, California. Being by trade a writer,  things just get curiouser and curiouser.

alA1s s} saye)

furniture been delivered yet and what is
the significance of the brooding,
archalc mirror that seems to suck the

he tries to put all this Why's the house so quiet, and why  heat out of the living room? All these
will no one come inside? Why questions, but as Mike soon finds out,
was the previous owner he's only got a limited time to unravel

g0 keen lo sell so all the answers.

'ﬁé'*;




inventories and point-and-click mouse
driven control that have become the
standard game mechanics of the
graphic adventure genre. Although
spread over seven disks, swapping is
kept to a minimum and Is unobtrusive,
so overall the mechanics work

well and since you'll all have

inappropriately boppy at some points,
the music adds tremendously to the
atmosphere. When you run into other
characters, at the library or shop for
Instance, you're treated to some of the
cleares! volce samples I've ever heard
in an Amiga game, ‘Hi, Mr Dawson,
your book’s [ust come

seen this kind of thing in a I'A in','Come round tomorrow,
Island or similar, hera's my card’, that sort

there’s no need to M of thing. It may seem
spend any more lime on q“ like amiable chit-chat,
this t:lpic foetus is bt rrul all bound to be

| the more space vitally important sooner
totakaboutthe game  IMIPlamted in i, taybe.
itsell, and as you'd " Apart from the
imagine from a game soid IS Brain®” et on
on its links with an artist and sequence or morphing baby

his work, Darkseed is a
beautitul game to look at, with the
frame-grabbed characters and the high
resolution backgrounds working
together so well that the effect is of
walching a film that you control.
There're about 75 locations in the
game, with the house taking up a good
few, and the eerlly quiet town a couple
more. The spot sound elfects are
brilliant and although it's

routine though, there's very
little Giger to be seen. Ah yes, but of
course I've only talked about the real
world, and barely mentioned the other
world, the dark world of the allens and
their fiendish weirdness. This is where
Giger kicks in with a vengeance, and
the paletle dives headlong into the blue
and grey scale. The effect Is stunning,
the music

Mike passes
into this other

characters matching
those in Woodland Hills.
There's even a Dark Fido to mirror the
bit-part played by Maddeline of Hiddan
Hills, about whom I'll quate from the
hints and tips manual:
“Aroor, aroor. Smack. Walch the
passing walching the passing waiting
good houndling, good.” Er, right.
Obviously both worlds have to be
explored in order to solve the
problems, and although certain actions
In the real world can dump Mike in jail,
dumb moves in the dark world tend 1o
end up with him getting his head
chewed off. As you play on, you find
that this mirroring of locations
between the two worlds isn't justa
catchy gimmick, but actually an
integral part of the game, as objects
left in a location in one will appear
at the same place in the other.

On to conclusion time, and I've
not even spoiled the story by
giving too much away. I've got to
admit that I'm really impressed

with this, even though graphic

--;!

adventures
aren’l really my
thing. It drops
handy hints
from time to time
and it's suitably
deep for you to
struggle on through
the inevitable times when
your mind's blank and Mike's
head seems to explode no matier what
you do. If Cyberdreams are going to
take their time and release only two
well-crafted games each year, and if the
next releases are going to be as
gloriously slick as this one, then these
California boys are going to be a
welcome addition to the Amiga scene.
® MARK WINSTANLEY

UPPERS An Amiga

equivalent of ‘Eraserhead

meets ikhﬂul-ll
combining brilliant graphics with
creative sound and a suitably bizarre
storyline. The sound effects and
speech add greatly to the feeling of
near-madness as Mike descends
Into his own very private hell.

DOWNERS
®hlpprnprhh music at

annoying screen flicker on a regular
menitor (but not on a high-res
monitor) that could lead to
headaches, with all the associated
parancia thal the game promotes.

THE BOTTOM LINE
Tense, atmospheric and oozing style
from every pore, Darkseed marks a
new use of the graphic adventure
genre. With the quips and humour ol
Monkey Island clones replaced with
brooding gloom, mmm
adult affair, bringing

gﬂnﬂlﬂhﬂlﬂllmdlm BB

horror fiction. Be afraid.
Be very alfraid.
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BATTLE ISLE SCENARIO DISK ONE

COMPLETE

control

Jonathan Davies, eh? What a guy. He'’s
got more top tips than a stable lad on
Derby day. Let’s start off with these...

HUMANS

(Mirage)

Level codes might be bad news lor whoever has 10 type up the tips pages, bul
they're good news for anyone struggling in the game's early lavels, Richard Jenkins
of Birmingham is the man 1o thank for thesa

Evidence suggests thal Neanderthal man had the necessary bits and pieces in the
AGO N throat, note and mouth department o make the sounds of human speech.
I (Psygnosis)
1  DARWIN BONUS
On thia tithe screen, : ] 2  ANDIE PANDY 42 BOUNCING
type FANTASY. The 7 3 GETALIFE 43 NOMONEY
music will become 4 CARLOS 44 ASH
louder to indicate that 5 HOWIE 45  VISION
you've activated the 6 MOOBLE 46 SISTERS
cheat mode. Now 7 CSL 47 B FAST FASHION |
during the game you 8  THE HUMBLE ONE 48 CARGO
£an press 9  PIXIE 43 FRAB C NESBITT
F1 for swords 10 MILESTONE 50 RANGERS
F3 for extra points and 11 WARWAR WAR 51  RAINBOW
weaponry 12 J MCKINNON 52 DOQDY
Fd for an extra kfe 13  UNLUCKY 53 MIGHTY BAZ
And you can do this as B, e TN g 14 BLUE MONKEY 54 TIRED
often as you like, adds Ry . $ i 15 RED DWARF 55 CONSOLIDATED
Daniel Winch of Owls are found world-wide. They are (mostly) nocturnal birds 16 BAD TASTE 56 STAY HAPPY
Gravesend. of prey of the order Sirigitormes. They eat small mammals, 17 THE KITCHEN 57 AMERICA
18 O 58 AMNOTHER DAY !
18 SORTIT OUT 53 ISOLATION '
20 SMART 60 PROMISED LAND !
PINBALL .
22  EARLY MORNING 62 BIG RAB
F ANTA s I E s 23 BOROALEEDS? 63 MIAMI VICE [
24 EASY LIFE 64 MARGARETM
(21st Century Entertainment) 25 JIMS TIES 65 A34732473 |
26 PARKVIEW 66 HELP ME :
After pressing F1 27 NICENEASY 67 THE EXILES |
o load a table 28 GREEN CARD 68 EIGHTLAMDS
but befora 29 COOKIE 69 WINE AND DINE |
pressing F1 o 30 MALCY MALC 70 HNIN
Star, Rob Howe 31  RAVING BURK 11 TECHNOPHOBE
SUQQesis you 32 YOUGOTIT 72 GETTING THERE B
type EXTRA 33 SGNIMMEL 73 TIME IS =
BALLS for, er, 34 MINISTRY 74  RUNNING OUT E
extra balls and 35 MAD FREDDY 7S5 LORDS OF CHAQS ™
DIGITAL s 36 BIZARRE 76 NOW ITS DONE
ILLUSIONS to o ahL ) . 37 FREE SCOTLAND 77 IMOUT OF HERE ;
block off the hole — - 2 38 APPLE JUICE 78 HERES TOA
al the bottom of One of the mout lamous clowns wat Joteph Grimaldi, born in 39 PAYDAY 79 BETTER LIFE 2
the screen Lendeon in1779%. He save his name, “loey’, to all later clowns. 40 BANANA MOON 80 BYE BYE BYE ;
-
BATTLE ISLE SCENARIO DISK ONE :
@
{UB1 SOFT) Those Scenaro Disk One codes in full, thanks to Alastair Leece of South Wirral, g
One-Player Game 10 ITALY 20 FJORD 4 COMET Human option. Than move down >
1 BLOCK 11 LINES 21 DONOR 5 PEARL and press fire on the Computer |
2WATCH 12 VARUS 22 LEYES & MIROR oplion. Then, when the game =
JLAGUN 13 SOUND 23 JUMPY 7 ROMEL starts, you'll have all the -
4 BIRMA 14 TWEAK 24 WERFT B MAGMA computer's units and hel have : '
5SERPT 15 NIPON yours. Because the game w
6 RAMBO 16 FLAIR Games Alasiair also suggests that, to usually gives the computer more
7 YUKON 17 ARROW 1 CLOCK make things easier, you go fo the  units, you'll gain this advantage,
8 POINT 18 KORSO 2 LOSAG Player option before the game and 50 you should be abla 1o 0
9 FROGS 18 NOUTH 3 BOMBS starts and then press fire on the  beat him easily.
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Ace adventure guide Tim Tucker returns to the unpredictable and improbable

THE TOWN:

Last maonth we left Brad ascending
@ in & bucket after donning his mask

of seaweed, mud and hwigs. and
you undoubledly are wondernng why. Well
at the top of the well is a monster, who
fadls in love with the masked Brad, and
grabs him 10 kiss him. The mask falls off
thé monster is alarmed by Brad's real
dppearance and jumps down the well

Alfter this incidant, move behind tha

reck in the meddle of the screen. so Brad's
na longer visible, and pick up the gem
Then move off down the road that goes off
imo the distance

The scena changes 1o a country
@ road. A large brigand appears and

charges al you with a sword. A
large inept brigand actually, because he
Irps up on a trée root and drops the
sword. Pick up the sword and attack him
with it and he will disappear leaving a bag

of money. Take the money and carry on
aown the road
You are in Dragon's Pass, and you
@ entar the town. Two guards block
off your retreal - don’t worry about
them. Yiou can enter Frank's food shop
and buy yourself some nice food if you
really want fo, but you don't actually
niéd it. Next to this is the Red Dragon Inn
which you can enter but you'll only be
sent out again

Carry on down the road and you

com o 1he town centre. Take the

left exit and you're in Gypsy Road
There's a deredict shop thal you can go in
but there's nothing in there, Carry on and
you come fo Sally See‘all's shop

Sally is a seal, and in axchange lor
maoney sha will give you some
uselul advice. The adwvice says

"Mage”, which means you'va got 1o go and
find the Mage. Go back to the town cenire
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land of Enchantia to help you find your way around this strangely populated tale.

and take tha road going straight up. This is
Sorcery Street, and you will see the
Mage's shop on the lelt. Go in
You are in the Mage's Shop of
Wonders. Give the Mage some
maney and ha will magically
ranspon you o the edge of the workd to
seak the wise ong

EDGE OF THE WORLD:
Move night along the ledge. Avoid the rock

fall, and just atter this pick up the rubber
gloves on the fioor

When you come to the large rock
® blocking your path, push it from the

ledge, then jump on the rock o gelt
you over the gap. Keap going nght, avoid
the falling boulder and you'll get to a row
of buttons on the wall

Press them in this order - 1, 3, 4, 3,
9 2 and a bridge will magically appear
owver the gap. Cross the bridge and

once you're on the other side pick up the
rope on the lioor
When you come to the monstar
giving off electrical charges, put on
the rubber gloves and push him off
Carry on and wait until the rock fall stops
Dash for the tirst alcove - you anly
have time to get there, Then wait
until the rock fall stops and dash for
the next alcove, While you wail for the
rock fall 1o stop again, pick up the sweal al

your feat, When the rock fall stops, dash
oul of the alcove and you'll be sale from
the rock fall

As you mowve to the right, a pebble
falls regularly from above. Put the sweel
on your head and stand under the pebble
as it drops, which causes the pebble 1o
stick to the sweel. Throw the pebble up 1o
the bolder hanging above the gap and the
bolder will fall, giving you a bridge across
tha gap. Walk right some more and =¥

HaIMOd vYOINY

EBG6L AHYNHE3d

©



_ N e i e

1993

FEBRUARY

AMIGA POWER

<

the ledge ends again. Throw the rope over
the gap, and jump onto the rope. This will
gel you across the gap

Keep walking right, and slop 1o read
the sign on the wall. Carry on until you
come 1o the ledge, then say Open
Sesame. The wall opens to reveal the
Wise Man's cave

The Wise Man is a giant Parrol with
@ a man on his shoulder and he gives

you two quests, one 1o hnd a fan
and the other fo find a fire extinguisher
You are then turmed into a frog (briedly)
and sent back 1o the town. You find
yoursell back in a derelict shop near
Madame See'all's

Go back to the Mage's shop and
@ pay him again and ha'l give you a

pig mask disguise. You can now go
back down fo the road with Madame
See'all's shap on it and the guard will let
you through because you are so
cunningly disguised

VALLEY OF THE LOST:
You enter the Valley of the Lost on your
quast 1o find the fan. When you get there
you will be witnessing the Slugs bashing
through thedr [atest number, Go left and
pick up the hair behind the bush, Come

back fo the cleaning and go south. You'll
£8¢ a dude camying a ghetlo blasler
standing in front of a cave entrance, but
ignare him for now

Go right and you come across a
@ giant nose monsiar. Inser the hair

inlo the nose monster and he will
become blocked up and explode off into
the distance. Keep going right. then slop
al the first pile and pick up the pen and
the stamp. Go to the next pde and pick
up the sock. Now go down the stairs
in the ground

There's a pile of remote controls
here, If you'd come 1o this room earlier
from another entrance you would have
béan prévented from picking one up by the
chattenng teeth on the fop. They're gone
now though, 5o go ta the pile and take one
of the remotes. Exit north and you will
come 1o the wreck of the Marie Celestie

Go to the pile of cassetie tapes 1o

the let of the ship hulk and pick up

a tape

Mow 9o back to the clearing and put
@ the cassafte into the mixing desk

Push the remote control and you
will end up with a taped recording of the
Shugs. | know it sounds improbabla, just
trust me = il's vary important

Go left 1o
@ the post box and pick up

the letter by the bg pile. Attach thi
slamp 1o the letter and post it in the box
Go lgh, avoiding the flaming fireballs, and
pick up the tray

Come back 1o the clearing, go south

and give the tape to the dude with

the ghetto blaster. In return he will
give back the letter that you posted, which
containg a pass key. There, | tokd you it
was gaing to be uselul. Enter the cave
entrance, shoul "halp” and the back wall
will collapse. Pick up the bottle of
detergent

Go to the Marle Celeste and from
the: big pile of coins to the right,

attach coins to the sock. Go to the
robot guarding the hull and sock him ane
(ho ha)... sorry, attack him with the coin-
filled sock.

Enter the hull, and place the planks
@ at nght angles to each other over

the stream (take a look al the
picture, ('l all make sense). Cross over
and pick up the cloth on the othér side
Mow go back to the clearing and insert the
pass key into the security lock in the door
You'll fall down onto a clowd with a bag of
marbles on it

To get 1o the bag, po

left and right quickly to build up

momentum against the wind., Pick
up the bag, drop off the cloud and you'll be
back at the clearing. Go south again fo
where you lound the dude, and a door wi
epen for you 1o go through

You're in a funny room with steel

bars blocking your way. Throw the

detargent on the wall, push the
cloth over the mess and push the bution
that's revealed by your cleaning
operations. Throw the bag of marblas,
throw the tray and you'll glide elfortiessly
across the alectnbed fioor. Pick up the fan
= your first quest has finished

Uise your paper clip to unlock the
door, walk through and you're back on the
couniry road leading o Ihe fown

And that's aboul it, adventure fans. Wil
Brad complete his quest? Will he win the
baseball gama? Will Darlene conguer hae
iness and find true love with the lootball
coach? (What are you on about? - Ed) For
the answers to these and many other
taxing questions, tune in for next month's
thrilling concluding epéisode. @
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here there's a whap there's a way, particularly
when Rich Pelley is around. This month ha
lakes you deep into the hear of Indy's latest
adventure

I Taka the newspaper from the news stand and work
your wiay 1o tha firg escape pushing the crates out of
the way. Clmb up and you'll ba in the wings of the
theatre — one step closer 10 Sophia. Keep lalking to
the stagehand until the show is over and when
prompled, give him the newspaper and hall leave
Push the lef then right lever (the lights change
y&llow then green), and push the red bufion o
activate the zombie. Then after entering the room with
Sophia, talk to her and sha'll invite you over to lceland!
In lcedand, walk to the Oid Dy Site and talk to Dr
Heimdall, mentioning Plato’s los! dialogue when possible. In
return hell grve you the names of two people who will be able
to hedp = Charles Stemhart and Philip Costa
Sternhart is the first you'll want to visit, and here's how fo
find him: Take a plane o Tikal, walk into the jungle and, using
your whip, entice the jungle rodent info the lourth black gap 1o
the right, then whip him once more and follow him through the
gap in the trees. Walk to the tree and you'll meet Sophia who
seems 10 have found a rather more convenient route. She
agree il you offer lo show her around, 50 head for the temple
and you'll be stopped in your fracks by Sternhart
Try to persuade him to let you in = ha'll claim that he only
shows the temple to reputable scholars and will ask you o
prove your worth by naming the authar of the kst dialogue
You don’t know this yet, and should tell him so, but
mysienously tha pamot in the iree probably does. When
Sternhart has leh, talk to the parrot to find out the comect
answer. Then entice Sternhar back outside and answer his
question comectly
Once nside the temple, ask Sophia to distract Sternhan
50 you can colléct the kerosene lamp from the trinket sland
outside. Open the lamp and usae it with the darkest spiral
design = iUl coma ol in your hands. Pick it up and usa it wilh
the the elephant head 1o the left. Pull his trunk and the tomb
will opan, reveakng the Worldstone and what appears 1o be a
shiny bead. Pick these up and leave
4 Taka the path out ol the junghe, use the jeep, and fly back
lo lceland. At the old dig site, take a look at the object
Heimdall was digging out, then use the orichalcum baad in the
exposed eel head, pick it up and chck on your truck
Back at the map screen, selec! Azores as your nexl
gdestination - you wil !i,l harg and draw up at a house ing
car. Knock on the door and a rather grumpy Costa will
answer. As you'll discover, talking 1o him yoursell doesn’t do
much good, 50 gel to Sophia to talk to him inslead a! which
point you'll switch coniral 1o her instead. (Polely) 18l Costa
who you are him who you are and enquire alter Plato’s lost
dialogue. I you ask he will now agres to do business with
Indy, 50 switch control back to him, Knock on the door again
and offer to trade the eal, In return ha'll tall you about a
specific collection of artifacis at Barnett College, North
America — take note because its name, and consaquently its
position, changes from game 1o game.
One animated sequence later you arrive al Barnatt
college. Walk up the stairs and take a look at the school
desk. Pick up the gum underneath and use the dangling rope
Pick up the arrowhead from the shelf and push the big crate
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io reveal a dusty old chest. i this is the coliection that you
want, return down the hole, down the stairs and across 1o
your office the other side of the road. Ins:de your office, open
ihe cool box and take the jar of mayonnaise
Back in the attic, use the mayo o pull the totem pole
undemeath the hole in the ceiling. Climb up and you'll find
an umm. In the um is a key which opens the chest below. The
o5l dralogue I In the chesl
The collection Costa mentioned will be in one of two
places - if it wasn'l insida the dusty old chest then it will ba
nside the wax cat ligurine. Walk to the cellar, pick up a piece
of coal trom the heat and use the gum with your feel in order
Io successhully walk up the coal chute. Take the smallest cat
fguning, return 1o the cellar and throw it in the furnace. The
malogue will now be yours
After collecting the dialogue, return to your office and take
a look at it. It is at this point at which the game splits in
threa diferent directions depending whathar you chose to go
with or without Sophia, and whether you pick the action or
adventure option. We'll allow Sophia to tag along, 50 click on
I'd rather tackle this with you', and confirm your choice
Go to Algeers, talk to the beggar, and take note of his
special ofler. Head across the markel place, down the
back alley and talk 1o the shopkeaper. When he slops
rambling, pick up the mask and go to Monte Carlo, Talk to
Sophia and she will coax you info a seance. Dr Trottier is one
of the strangers that walks past. but 10 discover whach one
keep talking 1o any of them to narrow down what he looks
Mk, Locate him, and invite him up.
I The answer to his question is in the dialogue - so lake
note! Parsuade him 1o Tollow you into the hotel and tell
Sophia to keap him busy. At this point, collect the flash kght
from the cupboard banaath the mirmor, pick up the bed spraad
and walk 1o the fuse box and pull the fuse, Use the
beaspread, mask and flash lamp in order and youll scare
your guesi away. He'll leave something rather imporiant
behind. Leave the room, hop in the tax and head
back to Algiers
] Back at Algiers, return (o the shopkeeper
show him the stone and keap him talking
until he gives you a map and some camels. He'll
ask if he can trade your mask with something of
his. Agree, taka the first item he ollers, then
attempt 10 buy & Squab on a Stick from the grocer
naxt door (who refuses). Keep trading with Omar the
Shopkeeper fo obtain the sort of item the Grocer tells
you he wants until he finally accepts a scarl for his Mothar-
in-Law
Thie knife thrower, youll nole, is looking for a new
assisiani to hes knife throwing act (after “The accident’), and
who better than Sophia? She'll disagree, but if you give her an
encouraging push then the knife thrower will think that she is
voluniearing anyway. Following the act he'll reward Sophia
with a souvenir knife which in turn she gives 10 you - this will
come in usedul in just a minute. Walk 1o the baggar, hand over
the Squab on the Stick 1o the beggar and take a look al your
free gitt - a free balloon ride for two. To the nght there is a
sign on the wall spookily advertising balloon rides as well
Walk up the steps, off to the right and hand over the ticket
Hell winch you up once you've climbed into the basket to a
nice, sale, tathered height. Use the knife with rope and you
can liy away onto a new map screen where you should land
your balloon in the nearest Nomad camp. And thal's where
you'll have to stay until next maonth, Can you wait?
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ak, has been tumed

Saw under t
housa for a
from a wal

an in your qug:‘-.l
Head latt to the lemple and you'll meet a blond babe
(‘Babe'?! - Ed)in a |

at the nole 50
u ol on the

it, you can leave the nole here. Brynn asks Brandon o
bring her a purple rose, which can be found at the Forest
Altar. On your way, pick up a tear from the Pool of Sorrow
and place i mark in the sick willow's trunk.

This causes the tree 1o spring back into Bfe, which

attracts the attention of Marith, who'll prattie on in a
childish way, and then run ofi. You've got to foliow him
through the lorest. and when he falls out of the 1 taka
his marble which, by bararre coincidence, fits perfectly
il the sp in the alar

Take the purple rose but instead of heading straight

back to Brynn, go 1o the broken bridge and give the
Saw to Herman. Leaving him sawing a tree down, haad
back 1o the te ynin will tum the purple rosa
into a silver one. Putting this silver rosa on the altar will
make the amule appear, and by this time Herman will
have mended the bridge. Crossing over the river lakes
you into the Timbermist woods, and onto the second map
n the Kyrandia hint book

Just into the woods you come

across a house, where tha wizard




Srandywine. Darm asks for a quill 50 he can write - the
woas of the country have cured him of his writér's block.
The songbird seems an ideal candidate for a feather,

but ne to s, isn'l as siraightorward as just
fppeng a few out of this crippled creature. We're into the
ganing 905, whara nature and ecology maan somathing
50 10 help the bard you must pick up a wainut from under
the songbird's tree, an acorn from the Grove of Oaks, and
4 pine cone from the forest
7 Planting all these three into the "gopher’ hole in the

Deadwood Glade causes a rather chatty plant lo
spring to iife. In appreciation of Brandon returning life to
e Deadwood Glade, this verbose hybrid activates the

EsTEST T RE EEES R R TR RN

yeliow gem on the Amulel, which allows you fo heal the
songbird's broken wing, In ratwrn for this you get Darm's
Quill and he wnles you a magic scroll 1o halp your quest

He also tells you about your fgur binthstonas that
ha's summoned, some of which you may already have,
and how you must place them on a plate

You'll find the sunstone in the stream niear the

spring, and others scattered around the woods. You
also nead a ruby from the Ruby Tree, but on your first
atternpl you'll gét bitten and will die unlass you use the
yeliow section of the amulet 1o heal yoursall

The dish that Darm told you about is the one at the

marbie altar, and when you place the sunstone

gamel, sapphire and ruby onio the plale, it changes into a
podden fute

Brandon's now set for his journey 1o Shadowrealm,
which is entered through the Serp aroto, When
Brandon tries to enter this he finds his way blocked by the
dreaded Malcolm, who tries and 0 impress by
juggling daggers. Alter a langthy monologué he throws
one, which inatrew l'hrnw this back at him and he
retreats into a a wall of
ice. The only way o smash this w @ flute
and with this barrier there's nothing left in his way

So it's onwards into the scary Shadowraalms in
nexi month's solution

That .E'nal-te bit el
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Then you need...

THE LAST

RESORT

with Jonathan Davies

Stuck in your favourite game? Don’t know where to turn? You think you’ve got
problems. Here’s Jonathan Davies...

Hi everyone. Welcome to the Last Resort. This month, as every
month, I'll be sifting through my post bag, looking at your
questions, answering some of the easy ones and printing the rest

in the hope that someone else will be able to help out. I'll also be
seeing if anyone's managed to sort out some of the loose ends
from previous issues. Exciting, eh?

LO¢

Q “Please tell me where to find the jar
that says 'It's taboo 1o disturb the
dead’ in CADAVER an level one.”

Chris Wall, Dudley

“In thia Cellar of the Guild in
Q LEGEND there's a door that's
locked with a crystal key. The only thing
is, | can't find the key.”
Sandro Eggeite, Holland

“I'm stuck in a certain room on hevel

ong of LEGEND's Dark Tower. The
room has a tree in the middie of it, spikes
which block my path, a heal fioor tile
behind a table in the top right comer, a
grean floor tle and a door which won't
budge in the west. | need 1o get pas! the
Spdkes to reach a laver.”
Sal Efstathiou, Croydon

‘I need a cheat for SUPER OFF
ROAD. | can get to Fandango but
ng lurther,”
Andrew Soong, Sussex

“In THE SIMPSONS, how do you
beat the man at the end of level
two? I've collectad all the hats and got

A x"

over the sweet platorms, but when |
reach him ha throws things at me. All |
€an da is jump over them, as | have
nothing to throw back.”

Joanna Mills (aged T), Witney

“I'm totally sluck on mission three
Q of Group Zubu in FIREFORCE - it's
thé Designate Girder Bridge one, and it's
the last mission for ma. Please help
Simon Gearg, Glasgow

Q In HEAD OVER HEELS, | can get
all fowr crowns but | can't find the
throng room in Blacktooth Castie in ordar
to complete the game

Adrian Watls, Derby

“How do you open the sale in the
Q bank in PLAN 3 FROM QUTER
SPACE? What number do you use, and
how or where do you get yoursell a
piol’s icenca?”

L A Phips, Liskeard

“I'm stuck on FUTURE WARS
Q fairly early in the game. Ater
ciimbing up the free, faliing asleep, and
taking the bloke's clothis, | cant gl the

monk s habil from the tree or get past the
woll. I've shown the pendant to the guard
and spent ages waiting for his master 1o
redurn, but with no luck

Chris Stevenson, Burnley

In CADAVER, lavel thres,
Q Easimarch Hall, | can’t find the key
1o open the door at the top ol the moving
slairs. Can anyona halp?
Linda Jones, Doncaster

Q In STEG THE SLUG, on level
ning, where are your babies?
James Leigh, Manchesler

“On lavel 1-4 of LEANDER, afier

you've collaclad tha silver bow
whefe do you go in the arange cave?
James Leigh, Manchester

Does anyone know if there's a
cheat lor FUZZBALL?"

Alexis Tzitzas, Dukinfield

On the first lavel of CADAVER,

I've got 92% but | can't defeat the
Dragon. I'm doing something wrong
Bob Whyte, Chippenham

Here are the questions | floundered on. If you can do any better, please write in and let everyone know how it's done.

'On TURRICAN 2, | can’t seem 1o
get past area 4-3. | can get to the
bass, which is a flying robot, but | can
find a sale place o destroy i."
Mark BeHarrell, Burnham-on-Crouch

Q How do you turn on the taps on
lewel two of CAPTAIN PLANET?
Robert Booth, Huddersfield

I've: got as far as getting the king's
permit in LEGEND, and I'm left with
one silver kay. Bul | can’t get out of the
room with the water by the door, or back
out of thé dungeon, to lake the permit 1o
the king.”
LA Phips, Liskeard

If you've gol a question, ar an answer
write to me al The Last Resort, Amiga
Power, 30 Menmouth Sireet, Bath BA1
2BW. Oh yes, and some people are sii
fargetting fo mark their envelopes
Question’ or "Answer’. Now, I've warned
you about this before, and | don't think
ngad 1o explain again the calamilous
consequenceas of nol daing 50. So
remember = ‘Question’ or 'Answer’, and
wit'll all be able to sleep peacelully




OPERATION STEALTH

Q “I've read the message from the
razor. Red carnations are

needed, but how do | get them? | have

NG monay.”

Niels De Ryck, Hooltert, Belgium

A You do, actually. It's hidden in
your passport, which is in the
brielcase. You'll need to change it into
Santa Paraguan currency before you
tan buy the carmation

Q “I'm in the office akter the
overhead sequences. I've gol a
letle box, a watch, an electric razor and
apen, I've tned everything.”

Ah, but have you tried operating
the stalue’s arm? And using the
itle box on the sale thal appears?

Thought not

MIDMNIGHT
RESISTANCE
“When do you type ‘ITS EASY
WHEN YOU KNOW HOW 7
Mark Benharrell, Burnham-on-Crouch

Do it on the tithe screen, and don't
type the spaces. IU's, e, easy
when you know how

NEW ZEALAND

STORY

Q “I can’t get past the thing at the
end of level 2-4.7

Sean McGrall, Enniskellen

' There is actually a warp on this
level. To use it, stand on the
ledge just before the octopus, lace right

ind press fire

MAGICLAND DIZZIY
“I'want 10 know how you can get

Q rid of Zak and free Dylan, Dora

and Dozy.”

Sean MeGrall, Enniskillen

In other words, you want fo

salution to the whole game. No
way! I'll just tell you that you can't get
rid of Zaks without some help from the
Devil, and that's not till after you've
ireed everyone

“l can rascue my Inands and gat
27 diamonds. What now?”
Paul Brassey, Southport

Basically, you've got to find three

more diamonds. And as | dont
know which ones you've already found,
I can't be of much halp. Thay're
probably hidden behind things. Or
something

“I'm stuck on my geography
homework. What, exactly. is the
capital of France?”
Jean-Pierre Fillet-Mignon, Paris

This isn't a real question, is it? |

really hate it when the Last Resort
funs shor and the rest of the leam stan
making things up. It's not big, it's not
funny and it's not in any way clever, |
wish they'd slop

CASES
CLOSED

As good fortune would have it, some of AMIGA POWER's more astute and knowledgable readers
have been able to come up with a few answers.

THE SIMPSONS
Jamie (aged 7) was stuck at ‘the
red stones bat”

“Stand on the first red stone,

Another stone will alter after a while
and turn red. Jump onio it. Aler a while
another stone will luem red — jump ono it
quickly, bafore the slone you're standing
on lurns back 1o grey. Red stones will
keep appearing and disappearing until
you can see a solsd white platiorm. You
have to do a large jump (Fire + Jump) io

geltoiL”
lan Lewis, Barnet

PREMIERE
Steven Roberts of Nottingham was
stuck at the train,

“Keep liring al the train, jumping
over the gaps, ducking the signals
and collecting as much ammunition as
you can from the posts.”
Jack Young (aged 8), London

LEGEND
50 to Legend, which is something
I've been putting off. Gus
Svensson was on Fagranc level three

“1 think you may have misprnied

his question.” More than kkely.
“The sign should read ‘Come and see me
at the Tower. K. And the answer is thal
you can’t get any further in Fagranc at
the moment. Go and see the Ancient,
who will inform you that his evil cousin
Kiliian has stolen his mystic staff and ask
you 1o get it back for him. You'll have o
go to the Dark Tower and though five
levets 10 get the skull key you need 1o
continue at Fagranc.,”
Valdi Wilkosz, Newton Ayclitfe

0 M Mancox of Brighton was baffled
by a riddke, and stuck in a room on
leval one of the Dark Tower,

“lgnore the riddla of the unshrine

for the time being. There are three
riddles in all but as you progress threugh
the game you'll find the answers. As for
the bar keeps, the druids are nod the true
masters of Stone Hange - you're lold
wha thay are later on.

“His main problem is one | had oo.
To get to the other side of the room you
need to stop the spikes. To do this, stand
the rung maker in frant of them and cast
the following spell twice.” | hate it whan
this happens. Right, he's drawn a
diamond, an X, an upwards-pointing

arrow, an X, a diamond, an X, an
upwards-pointing arrow and anolher X.
“As there is a healing rune behind
tha tabla, this should cast a healing spell
over the rene. It not, continue until it
does. When it has, the spikes stop and
you can enter the other hall of the room.”
(That sounds like the answer fo Saf
Elsiathiou’s question in Loosa Ends
Plaase pay attention, Jonathan. - Ed)

Stuart Lucas of Brombay was also
stuck on level one of the Dark
Tower, in a different room.

“Stand next o the teleport rune and

cast Surround, Continuous,
Teleport. Place a character on the
nearas! circle and ha'll be teleported to
the other side. As he will be almost
instantly neturnad to his star point you
nead to move another character onio the
first circle (this takes timing, but
persevera), Your first character will now
be teleparted to another circle from which
he can move to the south level 1o pull it,
creating a bridge across he river. To pull
the other level simpdy put a character on
each circle 1o siop teleporting.”
David Trigg, London

PRINCE OF PERSIA
Mark Wilkamson of York was
tembly stuck al the two-doors-and-
a-loose-tile bit.

“Whatever you do, don't make the

loose tile 1all and hit the pressure
pad below, as this closes the lelt-hand
door. You must go o the tar righl. Near
the 'dead end’ is anothar loose tile above
your head. Knock this out and the whole
lavel is opened up. Eventually you'll
return (o the same place, but the lakt-
hand door will be open.”
Adrian Watts, Derby

ZOOL
Chris Papadopoulos couldn't gat
past area 2-2. The answer
appeared in Complate Confrol last
month, but in case Chris missed it...

“You've got 1o play the follawing
tune on one of tha keyboards: Red,
Yallow, Light Blue, Dark Blue. A
helicopter will then appaar 1o take you 1o
the end of the level.”
lan Lewis, Barnet

SPELLBOUND DIZIY
Danigl Haydack ol Balton couldn't
get past the bear.

*Pick up the empty far in front of
him and go up the windy shaht lo
tha killer bees. Drop the jar in front of
theem. Theyll fill the jar with honey. Then
drop it in front of the bear and he'll allow
you lo pass.”
Suhail Valji, Bushey

John and Simon Halliwell, from the

Isle of Man, were wondering (as,
indeed were many peopla, I'm sure) what
the brake shoe was for, and how o get
through the waler.

“The brake shoe goes on the ming

car down the shafi. But belore you
can use it you need to fix the track with
an iran hammer. This is further down the
shatt (second tunnel an your lef). Ta get
there you need 1o be carrying two
sandsiones. To do this, collect one and
leave it in the clowds above where you
start tha game. Now gel anothar
sandsione and collect the one in the
cloud. Go inlo the second shalt on your
left to get the hammer. Fix the track and
use the carl. Push the joystick nght and
up 50 you'll make the jump

“You don't need to go through the
water yet - thera's nothing useful there,
just a stick.”
Mattie Whittle, Dunmare Eas, Eire

VENGEANCE OF
EXCALIBUR

In issue 20, a reader whose name
0 mist have dicappeared off the

bottom of the page was getting a good
deal of grief from a djini

“All you need do is drink the wine.
You'll be left with a cork - use itio
cork up the djini.”
Aynsley French, Plymouth

FIRST SAMURAI
| Campbell of Argyll was stuck on
level two.

“If you have four special items the

level can be compleled - you don't
need the fifth. Go to the place whore the
spikes move up and down oul of the free
trunks, Drop down lef when you've
reached the furthest left spike. Jumyp left
over the gap. There's a teleport there,
just waiting for you. Pass through the
tedeport (making sure you have a
mystical bell). Use the bell over the long
fire and four buckets of water appear to
quench the flames. Go up the sieps and
kill the: guardian.”
Adrian Watts, Derby
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24.11.92
Today we all sat down and discussed
ideas about Spodland, maindy talking
#bout the kind of work we'd have lo do
Ahar a lol of arguments (as usual), we
decided that I'd do all of the initial bits and
bons and come up with a look for the
gama, while Simon and Will continue 1o
work on our 32-colour, 50-frames-a-
second Somic-alike, Dang - look out Tor it
todks! (O, stop that plugging and gef on
with it. - Ed)

Creating the initial look for the game is
imporiant as it gives evanyong an sdea of
what the finished game should look like
which gives you an identifiable
goal to aim for, Martin (The
COmMPo winner who
actually designed
the game. - Ed)
had already
given us
his
original

A Spod in tull-on
raging gob mode... (If
you sy ‘yesterday,
rew're fired. - Id)

specificatons, of course, but when you
transier those to the computer certain
limitations anse, For axample, you
have to consider the amount of
i colours you'ne going to use and
decide on tha size of the sprites
L Contrary 1o popular belief, the Amiga
doesn't actually ke working with a
low resolution 32-cobour screen
Usually Amiga games are in 16 or
even eight colours because of
processor time, which is the be-all
and and-all where games
programming is concernad, as the less
timeé the game uses lor its mechanics, the
faster and smoother you can make i, t's
perfectly possible 1o write a game in 4096
colours with sprites bigger than the
screen, but it'd move Bke a tranquilised
slug with a dodgy leg

25.11.92
Aher considering the constraints of the
game design we found it 1otally viable that
the game could be in 32 colours and still
bé nice and smooth, mainly because
it's based around a stalic screen and
doasn'l involve any scrolling, which
really eals up processor time.
Having 32 colours is imporant
as it can help us achieve that
consolesque’ look which everyone
seems 10 like so much these
days. Mow we had 1o decide
on the size of the
characters. This is an
@asy bit, as computer
dala s usually
handiked in groups ol
16 bits, which leads
10 sprites Deang
sized in muttiples of 16
pixels. We seltled on a
size of 32x32 pixels
which is big enough
lo have a lot of detail
in he sprites but nol
50 big as to dominate
the screen and leave
1oa litthe room to
play tha
game.

Craig Howard

keeps us up to
date with
events in
Hidden land.

26.11.92

With all the limits set, | start to skeich out
somé picces ol how | perceive the game
Atter several hours I've conjured up
several different looks. After looking at all
ol the designs I've decided which one | like
best, but it probably won't ba everyone
@lse’s cup of 1ea, 50 | decida to ba
democratic and put it 1o the vote with
Simaon and Will, Belora | get down 1o
that, though, a more important
appointment...

27.11.92
Dark glasses today. Last night | had a
college reunion with several odd chums
and saveral pints of scrumpy. 've

got 1o brave the sunight,
though, because foday's
the moment of truth with
the screen designs
Will Simon and Wil
like @any of them? Will
they ke the ona
that's my favourite?

Mow
that

The
Hidden
< are ting betler

knoyen, they've got themselves
a flash new logo.

% T e

4

“Everyone
loves
a culie...”

Shock! They actually ke the screen
designs, including my fave, but
unforiunately we couldn’l manage to
agres on which one was the best. In the
end il bacame a 1085-up between the
Speedbalilish one (my fave) and the
really sickly cule one, 5o | decided to
draw each one in DPainf and see which
one cama oul the beast

30.11.92

Finally finished bolh screens, and atter
much discussion the cute design came out
the winner, due 1o the fact thal it's mone
eya-calching, and the fact that everyona
oves a cutie

1.12.92
When we discussad the original design of
Spodiand with the AP craw, it was decided
that we could bolt a few bonus games onto
thé original game 1o give a bit more variety
1o the gameplay, Hawving finished off the
screen designs | wanted 1o draw up a
DPaint mockup of one of these sub
games. There were several to
chooses from (more on these at
a later dale), but my favourite
was somathing called
Celabrity Spit

This involved the Spods
deing what they do best
(Spatting), but instead of doing
it at @ach other they gob at a
calebrity. More points are
awardad for getting closer o
leatures (nose. ears eic) and such like.
I'm mos! pleased with this little bit ol bad
laste, but | hope nobody gels oo
offended. In any case, that's all for this
manth, I'm off to chill out to the sounds of
Hugo Montenegro planking his Moog. (Oh
dear. - Ed)

Uniil next month, this is Craig
Howard saying ‘Byeee! (Oh dear. - Ed) @
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Game: Joe And Mac -
Cavemen Ninja
Publisher: Elite
Authors: Robert Mann at
Motivetime

Price: £25 99

Release: Out now

know, when you've been in
this job for a while, you bégin
1o get a little blase about
reatng insiruction manuals
Alter a time, you've pretty much seen al
hé game styles thare are, gol 1o grips with

JOE & MAC

RN

e

| The second level boss locks an
awtul lot like Audrey 2 Irom the
" Little Shop Of Marrors.

Joe and Mac may well be cavemen... but Ninjas? Be serious.

anything that's ikely 1o be flung at you
and you can pick up almost anything and
play it withowt having lo plough 1'!r|:,ﬁqn all
e leaious "phot’ and latuous instructions
although you can gel some real treats i
you do
of Road Rash included lots of information
on what the 'fire” bution ded, then added a
helpiul little labelled diagram just to make
I quite Claar which ong tha !l;'i,- button
Was, in case you were confused). | wasn't
e g anytheng difterent irom a simple
arcade convarsion like this. You'd think I'd
earn, wouldn't you?

Words, eh? Don't you just hate "em?
The programmers ol Joe And Mac
obviously da, | can'timagine why alse

HI1

5

Zno

= .-

A o o
"\ .,
o

Ihe manual for the Amiga version

thery'd do away with them completely and
give this game the kind of oplions Scréan
that you'd have 1o be a prolessiona
semaphore operator 1o penatrate. | had 1o
spend almos! five minutes reading the
manual ust 1o work oul how 1o saelect
which of the two pointlessly-complicated
_{'l'r':']'.lt'h Mooas | wanted 1o use

Oh, I think I'll have the one
whare you waggle the
.O'p".‘\-':ll:k up and down to
do the beg jump that
you need 1o gel almost
anywhare and waggle
the joystick down and
up to jump down from a
platiorm, please. i's

99080

st heep chuching things at the dinosaur
and ivil die eventually... of boredom.

v
-

“The game’s
levels are
all fairly short
and tedious”

dreamy. ), and | stil haven'l quite gol to
arps with how 1o foggle the music and
sound effects. WE CAN READ, YOU
CRETINS, STOP DOING THIS TO US|
Still, by wiggling the stick and hoping
for the best. you can eventually get into
the game itsall. Big mistake. First off, you
have o adyus! your eyes to some of
the cheap'n'nastiest-looking
graphscs saen on the Amiga in
recant memaory. it would
appear the Amiga's palatte
simply isn'l up o the task of
reproducing the coin-0p's
subtietes of shading and
colouring, but there isn’1 any
excuse lor everylhang being
this square and crude. Heally,
Kid Gloves looked shcker than
this. The music’s no more annoying
than the average cute arcade platiormer
but in the actual game depariment Joe
And Mac is so lacking you have 1o suspect
that it was playtested by Stevie Wondar
When he was drunk
Given the tragady of a control system
(al this point it would only be fair to
mention that there 15 an option to use a
Meaga Drive joypad for control, which
improves matiers a bit, bul I'm nol a fair
man so I'm not going ta bother), it's
parhaps predictable that the game's a bit
of a nighlmare in actien, but thal doesn
make it any less miserable an experience
while you're actually doing it. The game's
levels are all fairly short and tedious
(baddias appear mystenously out of
nowhere, you shool them, some mong
appear eic), capped with bosses that don't

Hunchback tree climbing action with a
beehive cunningly disquised as a
pincapple. How jally.

| 2ap7s
TN T

Run across that wobbly bridge as fast az
you can belore the nasty plerodactyl, er...

offer any challenge other than trying
desperalely to stay awake while you bung
i joyshck on autohre and pump in the
necessary 524 his they take before
thiry it

Hanestly, what a lump of crap
® STUART CAMPBELL

UPPERS The walerfalls

on level two are quile pretty.

DOWNERS It looks
@ absolulely awiul, it plays

like a dead horse, and it
smells rather worse.

THE BOTTOM LINE
A bad conversion of an uninspiring

game, extra-specially
handicapped by ludicrous
controls and a horrific
front end.

1]

HIMOd YODOINY

AHYNEA3A

EBG L

o



EENRETESANNESFS Ty esy AV ERE SRR AT e Sanmsasas

e ™ EEFE MW il WrarTLs

JONES
TE OF

FEBRUARY 1993

AMIGA POWER

©

Lefi: Leaping ontoe the
submaring ks, it has to
be said, entertaining.
Below leti: Sophia
and a bomb. Leaving
. seems a good idea.
thing 1o note here is
that the gama
aimost, bul not
| entirely. fails to
capture the spirit
| look of leed of the
Indy film trilogy
| There's a
background to this
adveniure which is
| prasaenied in a
confusing sequence
| at the beginning of
the game, bul since |
| was axpecting an
" adveniure ceninng
around an Amish delective tracking down
a Transformar doll 1o a chemical factory
this sequence dd litle 1o inform, educate
ar gven 18N ﬁl'l"'ﬂr'l' familiar with tha
excellent Fate of Al dventure game
will know thal Indy and his sadekick Sophia
are racing 1o prevent the Mazis getting
some ancient beads so they can't develop
the world's first Atlantean artifact bomb. Or

S EEE

Game: Indiana Joneas And
The Fate Of Atlantis — The
Action Game

Publisher: US Gold
Authors: Jon Steele,
Martin Walker

Price: £25.09

Release: Out Now

ight then, pay attention, it's one
of those word association
gamas. You know the type, |
say ‘hot, you say "‘codd’, | say
cule’, you say 'Winona'. Ready? Hare we
go then: Indiana Jones
And whal was your responsa? I'd
lake a guess that words ke
action','whips’ or “enormously expensive
end-scenas invalving German soldeers
shouting ‘It's Beautiful’ while weird
atheraal sha-ghosis tire blasts of anargy
through them' featured sirongly in the :
answers, and that ‘casing’ of
gambling’ came low in the
51 algng with ‘mulbernes’
and ‘fly fishing
So what's Indy daing in
a posh casing? Isn't this
more of a ‘The name’s Bond
James Bond' type scenario?
And will | use any more
guestion marks hera?
There's something off
putting about looking at a
game box and seeng a
pictura of someansa looking
quite, bul nol entirely, unlike
Indiana Jones. Okay, 5o box
ari has noihing to do with the
coments, bul the intereshng

L

somathing ke that anyway

Which leaves Indy at the
casing in Monle Carlo, which has
obviously lat s dréss codaes slide a
ong way 1o let such a shabby
adventurar :I'I'n-.JIj.’I its doors. In
lact, ebquaetie seams 1o have
collapsed entirely, as the only other
r@sadents are jackbooted Mazis and
women whore all waanng tha
same avening drass, which must
bé the ultimate act of social
suicide. Mot only that, but
should Indy approach one
of thesa dames and
smack them squarely

n the mush, one ol

the croupiers will say
Plaase don't hil the
hotel guests,” politely,
mind you. Indy
punches or wh
Nazis inlo submission

s the

whereas Sophia makes use
of her deadly high heels 1o 5
laarsoma grodn-pulvensing atact that tha
Mazis drop their possessions and beg her
top stop. For some reason they drop a
their money, and chocolate. Maybe they're
Belgian Mazis

You can toggle control between Indy

Above: The whole
game has
something of a
brown loak. This is
the casing.

Lefi: At least the
i | characters add a
i welcome splash of
colour. Even H it's
|  only another lew
shades of brown.

“Six levels
of pretty
much the

same thing”

As before, there are two versions of the Indy game.

I see a tall handsome stranger. Or a
scruffy blake in a battered hat.

and Sophia during your
ravels, whech lake you to a
naval base, a Naz
sSubmanne 1o soma islands
and than finally the lost city
ol Allaniis. Plenly of locations.
50 plenty of scope for car
chasas, thrilling roof lop battles
and clill-edge siruggles. Right?
Wrong, What we is 5ix levels of
pratty much tha sama thing. Thera's the
enl ol breaking the code of the
ngged rouletie lables. or 1he death-defying
2ap onio the sub n thé naval basa, bul
mosily you walk around, pick things up
and hit paopla, and
the rouletie’s crap
anyway And
thera aren’t
any snakes in il
® MARK
WINSTANLEY

vV N

UPPERS You can view
this tiresome game from
several camera angles.

DOWNERS But why
would you wanl 10 bother
doing that?

THE BOTTOM LINE
It takes real lalent 1o take an aclion-
filled concept such as an Indiana
Jones scenario, and lurn it into a
dull, lifeless game. It's boring,

it's repetitive, and it's nothing
more than a feeble attempt to cash

in on the growing

reputation ol the excellent
adventure game of the
Same name.




Game: Dragon's Lair lll:
The Curse of Mordread
Publisher: Ready Soft
Authors: Too many to
mention here

Price: £34 .99
Release: Out now

@'ve been through this so
many times, but lel's say it
again. Do graphics make a
game? The answer, as the
Dragon’s Lair and Space Ace
senes have consistently
proved, is no. These games
comain possibly the best
graphics you'll find
anywhere, bul the
problem is that there's
no gamaplay o
accompany them. Is this
instalment any differant? L
For those of you who
haven'l come across these
games befora, this is how it goes
Our haro is Dirk the Daring, and for some
long lorgottan reason ha keeps getting his
girlfriend Daphne nicked. It's your job to

A &=

LAIR

Part three of the bizarre inter

“There
are plenty of
cartoons

on TV”

>

tive;
s %
rescue the damsal
in distress
Now o the
gameplay. Er, what
gameplay? No, there
I§ S0mMe. You see
the story unfolds in front
of you as a senes of animated
scenas, and at key points in the
achion you use the joyshick to determing
Dirk's fate. This usually consists of one
move, such as ‘joystick lall’ or ‘press fire’,
or sometimes a couple ol moves in
quick succession, If you're
successiul the narrative
continues wnlil you
come 10 the next point al
which you need to wiggle
the joyshick
Okay, that's the
pasi, 50 what does this
game do to improve on tha
presnous efforis? Well, I'm
s0iry 1o say, precyous liftle
Once again Dirk manages 1o lose
his girl (I'd kook for somebody else if | were
Daphne), this time to his old enemy
Mordroc's sister Mordread. The poor girl is
whisked away from their idyllic cottage in

artoon thing is here.

happy-ever-alter-land, and from the siart
Dirk gives chase in his insmitable fashion
In this game Dirk's whisked into an
Alice in Wonderland world where he
encounters Tweedle Dum and Tweedle
e, the Queen of Hearls, the Mad
Hatter's tea party and all ihe other Lewis
Carmol classics that people so often rely on
when they've run out of ideas of their own
It all looks wonderful as usual, but I'm
afraid the gameplay is in no way improved

I's the same “watch for thifty seconds
then make a move” stull. And the scenes
aré broken up in the weirdes! places
You'll be in the middle of a scene when
suddenly the game will access the disk 1o
lead in the next scana
There aré some improvements. It's
hard drive installable, wiich with sovan
desks is important. If you're running the
game from hard drive then the game is
saved automancally whenever you get
through a scene, which saves a ot of
baother, and helps to give the game a flow
it otherwise [acks. With one drive it's a bit
of a nighimare, as every lew scenes
requires a disk change, and if you die in a
later scena you have to réload the original
disk, then the saved game disk, then the
disk with the scane on — phew,
what a pain
The manual doesnt
give you a comphate
solution, but it does
@ive you a lew lips on
what i required of
you in @ach scana
The problem is
that in soma
scenes you might ba
doing the right thing but
not at the right time, and
there’s no way of knowing
Having said that the game is
remarkably @asy to get through, and at the
vary most you'll get a week's worth of
playing out of it. At 35 quid that's too much
to spend on such a limited gama. And
after all, thera are planty of cartoons on
TV that cost nothing to watch. Not worth i,
is it really?
@ TIM TUCKER

UPPERS As always,
@ fabulous graphics and

intriguing narrative with
some imaginative humorous
touches loo. A good showcase lor
what your Amiga can handle in that

depariment.

DOWNERS Well it's nol
a game is it? When you've

been through it once (which
won't take you long) it's gol nothing
left to offer, and that's not good
value for maney.

THE BOTTOM LINE
It looks templing, but don't be
fooled. if you're a games enthusiast
then you won't really enjoy this for
long. i you're a cartoon

fan, there are a lot cheaper -
ways to walch them.

EEBL AHYNHB3S4 HIMOd YOINY
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As the scason drew to a close,
several players took advantage
- of the unutually clement weather
r
|
so c ‘ -

T
Game: Euro Soccer = e f e
Publisher: Flair Software Play was suspended lor
Author: Creative Edge s minutes when lullmnl 3
Price: £25.99 . s he was this moath's lucky
Release: Oul now 7 ; Premium Bond winner,
S Bnsodt -

I-I1I{l mitfed whan - as | was

preparing 1o kick off — upon hearing the and real referees.
| t smbers of the computer's

"H:!rn ran up 1o my centre-forward, d . . generally seems |o be the chap who's

him in the shins, relieved him of the ball : lying on the ground, ching his shins

and proceadad with it towards my goal 1r1:|r" tha last timé hé dared 1o take

line. But I'm no stranger o injustice, and on, Then, if that doesn’t

the incident was quickly forgotien as | d
warmed 10 the Eure Soccer way of doing = /
2 players, while a little gangly op yer (who, by this time
gpericire of smoothly Our penalty area) with no rea
lunges, headers appe : ; efiexes ol the keepers in that certain other ce of catching up with him, And
ver it's called whan you 2 g, : a ute last resort, you
s ball off your chest - Ihu g-1he-walars vi ] I Then there's the air of bad ight (Just] be allowed to make use of
things lern1 S a proper referas distance out and g sportsmanship that pervades the game. | y
running about, 100. And the fowards the goalia - a as prepared o pul that liest foul down 10 £
crowd seemed wonderfully zatch. But boyish high spirits, the & ment of the now it's too
enthy ¢, chanting u?ﬂi"' ieum rharc- oblivious || opening minutes, but 1 went on y g
roanng and cheanng as fransp that, apart and on doing it. And the rel didn't bat an e : i il this is going on
appropriate. | was in S"‘ﬂl‘ld ﬂi‘ﬂl.ll'lll from the cccasional f ore falling ke flies, so | your team are standing around
buoyant mood, therelore . moment of insperation 1o return fire, an ke e anomes
as | re-acquired the ball, Ilke gﬂdeﬂ (I'd love 10 know how, for kscoverad that the only way to tak o of other things | want
dribbded it up the |'.'-1r"\I " yonceina  ball from another Ewo So ; ‘ C f ik the way the
dodged 1he gllﬁll‘lﬂs while th ¢ : 4

reached the pe a, ball thal
lined up the shot, kicked, and away from

And # was then that, deep in 8 fai ¢ 5 mar-dh one -t-,'g of memory or the
my subconscious, a little alarm bell baga { ] 1 silly ) W that crop up from
1o ning. Althowgh | did, appear 1o ¥ | enalties eithe @ to tim are complately out of
have scored - the l"fawf! were hystencal ghong : ! n e Euro 5 (e th the rest of the game) but
and th : - Ihe ball hadn't -F: | & all de which player lo give you conirol r.r @ is tight, so Il just point out that, if
lechmcally entered t '-'_ma maouth D 3 thé ball, and thiay al any particular instance? The first choice it w lootball game you're after,
actually hawing become lodged in mid-air tainky m ) / ed Europe would be a far more
just above the ling i UL : sengible cholce

Maore 1o the pdint, whal had sle g : " & JONATHAN DAVIES

1993

UPPERS When all's said
and done, the graphics,
sound and general feel of the
thing are absolutely fine.

DOWNMNERS Chronically
® bad goalkeepers, very silly

tackling, hopeless control
over the players, loo slow scrolling,

lots of rough edges, too much disk
accessing... (Snip. - Ed)

THE BOTTOM LINE
Initially quile promising, with the
foundations of a decent foalball
game, but it just hasn't been
followed through property.

There are too many bils

missing and far too 39

many silly flaws.

FEBRUARY
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| Game: Exodus 3010: The Confused? You will be.

| First Chapter ¢ Things Lake just a litthe bit
| Publisher: Demonware
Authors: In house
Price: £29.99
Release: Out now

ms 15 1 S0t OF game hal

and thought, *Hmm, spa
vith lots of shipbuilding. ma
shing and engine maintenance — it's

by Demonware and not Leon Uris or Bob Marley at all.

e - ®

WNere you

MaKE New

and, efm, that's about it

Things gat more arcade,

The control interface ian't a3 horrendous
as some, but it’s nothing special, either.

i2Ke you o other 5

enging room - whi

The ma hal it's
ust o0 complicaled, and 1o | and
ol helped by the lack of a decen
anual). Intustive it ain', s

plodding, and nol helped b

i L = ——— accassing, And sinca il

- i e em o 3 earnnd dmea S b
[ E!-‘"'m -.L“-Ip“ - i 4 a second drva, tha game i5 a
mighimare unila:
I does have
the strategic

) atfracine sC ns and

Ements = oaciging whal o

make with the materials al your disposa

areg mikgly gnvaring. It you e gevohling

two hours a night for hall a year to solving

a game Exodus might appea

ilhv"“i Friwtaw I . DAUE GGLBER

@ UPPERS It's certainly
something to get your teeth
Iinto - the equivalent of a

slab of loftee thal's been in the
freezer for the last six months.

MNext you have to bulld your ship. Talk about do it yoursel!
You might even have to build some of the components. But if
you don't have the raw materials, you're stutfed.

HIMOd VOINY

—_—

DOWNERS You need

three hands for the arcade

section. The learning curve
is more like a learning flight of very

steep steps, with the bottom one
about two-hundred feet high. It's not
helped by the crap manual and tons
of disk accessing.

AHYNHBa3d

THE BOTTOM LINE
It tries hard, far too hard,

and ends up confusing,
difficult and slow. Only risk
it if you have a hard drive.

EEBEB L

And finally it's out into the great black yonder to do battle
with neatly arranged geometric shapes. Oh, 10 that's what they
meant by 3D. You can contral up to 10 ships simultaneously (if
you're & mutant eclopod).

O
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. Byitaunic Aven oo
Warrior. We
really ought to
feel his power,
don't you
think? (Feel
the power of
the wltimate
P45, - Ed)

EUROPEA
RAMPAG

But whatever happened to Kendo Nagasaki?

Game: WWF European
Rampage

Publisher: Ocean
Author: Arc Developments
Price: £25.99

Release: Out now

Other details: One meg
required. Honestly

Maybe it's

Wha you

Mo
Mo, but

than this in €
RANDY: Anc

T: Anyway

RANDY: This
0 Qo0 happen in th

the power of the

eanwnie, in anoiner par ol HULK: Looks

strange Utbmate Warnor

town, four men witk

1993

ouid hava 1ola ma
al mowe, Hulk

BRET: Bret! The nam
RANDY: Sorry, buddy. Do your
special move

BRET

| ain't got no special move

FEBRUARY

. —— Theie locker room
RANDY': Graat busld-up
Wasr
Buhg-up
HULK: Yeah, UR. | loved
thal degitised growl
RAMDY: Ma
100, And I'm
Randy

HLUIL

S0rry, man

RANDY

That's okay
Wi all look
uncannily

Right: A commentater in a blazer.
Below: Feel the power of the
Ultimate Warrior.

M. TIMATE
VWARRIOR

a gre. al

HEIGHTY : &" &'
HEIGHT 275 lhs

AMIGA POWER

BOEN :

Uribervosan

FIHISHING MANEUVER:
Shoulderblochk off
Lhe ropes

FAVORITE QUOTLE :

s~ aslF ¥ Fuan

HULK: His energy's right down! Pin him 1o
thé floor and we've
RANDY: Er, okay, Uh... yo
HULK: Idiat! I

done it!
argh!

m chawn

said o and you

& ang

OW s

¥ thé powear of the Litimala

One more go?
fing through
>N and swapping
wa disk drives
and stuped naws reports

RANDY: Yeah. Count ma oul

BRET: Me to0, then

2, 1IN
s of running

il your

BRET: And tha
ha'll fall over ar
an ham

RANDY: Yeah
BRET: And tha
rgy down far h, and then knock
n, you can T Pen i ior 3

hree and you've won the

lanage 1o gal his

power of the
Ultimate
Warrior”

| it get any

RANDY: Hah! Only in the sens

got 1o start a
ULTIMATE
Litimate Wa

RANDY: Ang

COMpUier game

@& JONATHAN DAVIES

THE BOTTOM LINE
HULK: Beals WWF Wresltiemania on
glitz, but al leas! the first game had
actual wrestling in. This is

just a crap beat-"em-up.

ULTIMATE: Feel the power

of the Ultimate Warrior.




W A

WAXW

Madame Tussaud’s was never anything like this. |

Game: Waxworks ndered if maybe something had gone
Publisher: Accolade y g at the disk d f
Author: Horrorsoft ) ¢
Price: £34.99
Release: Outl now

And this
Is, er,
your Uncle
womething
or other.

My miutilated o

tact, This was qu

n the cemetery, w

pecause fwonl e

ol that I'm trying

lough or an
hon
the Qay w

4 computer game

by 1 g o g £ : '
P : , Everything
edby  your 0 other worids - ! is generally
i e sl \NCsan & il tha HET A Hgnling Sice of 1
et |;1‘.|'.'r sl Y FLnm 1 ind a maze ¥ spline sli‘k nnd wharo VOU an
uters simply don't gy n - d B opponent jab I
nathe somathing | think Horrorsolt aach oihar with

with the one whase

| yather
ang going o have to lake on rd at

| just dont w points . The
graphics are [
ou match the de cularly led th
he Ripper, an and evenything K

and luss-free. li's a bit sor

maze o

r gama's only n a way, only rathes

S achon-point-and

erall airie
Spall One

Il you g0

about Waxworks is

When | fir

nast

13505 (YOU Will, mO3

ok |

on 1o pencil and

We really should
say something
about lecling a
little cross,
shouldn't we?

pigaan hol

ol very

Ch ng. | thank I'm getting a cold

® JONATHAN DAVIES

UPPERS Good graphics,
@ lols to do, and the idea of

getting sucked into exhibits
al a waxworks is a neat one.

DOWHNERS Mazes are
@ okay in moderation, but they

shouldn't take over the
whole game. And the fighting is a

This architect's not
qoing to be
designing any
more pyramids,

bit crap.

THE BOTTOM LINE
It's definitely much better than | was

expecting. It did keep keep me
awake for a couple of

nights = but not by giving
me nightmares.

It's 3o dark and scary.
But mastly i's just dark, really.

HIMOd YOINY

AHYNUHB3d

EBB L

©




l

-

e =g W
-m = w =l =Tm¥]
o
a
: | i ‘ -. ' :
SR 33 g
R i L] @
.5 - 5 E H E
r Q
(7
3 (] 1 =10 :
ADVERNIESINGREERN ‘E
=]
el
et
=]
=]

1993

FEBRUARY

AMIGA POWER

O

NO. OF HEEKS:
AMOUNT : £6

&

Welling United?! Well, everyone’s

Game: Premier Manager
Publisher: Gremlin
Authors: Healms of
Fantasy

Price: £25.99
Release: Out now

HOW T0 RUN A FOOTBALL TEAM

Buy and scll players. You have to bid Here you view the lcague tables for all This gives you all the information about

againt other ieams though. divisions and see how your team is doing. your squad and their playing style.
Improve the
cendition of your
ground and choose The telephone icon
Your sponsors. enables you to getin
touch with your
scouts, coaches and
Load and tave games physiotherapist.
by clicking on the
dizk icon.
Click here to play
The cup icon gives your next match.
you details of You're also shown all
forthcoming cup the other teams
matches. playing that day.

The printer gives you the match results, and
the tax maching qives you news of transfars.

BT PO
o mEET

N e

FANIAEE
- ::':::::I:-!lmﬂ you also play in

RESLI SE VI

H=

When Conference results come up on the
telly, you mahe the tea. Here they're essential

“A very
enjoyable and

High this

® TIM TUCKER

UPPERS Ii's got encugh
@In it to make for an

interesting challenge, but
nol teo much o bog you down.
Genuinely exciting and certainly
very playable.

DOWMNERS Same as

any other management

game, it doesn’t present an
awlul lot o look at, and if you're

after the thrills and spills of football
you won't find them here.

THE BOTTOM LINE
Premier Manager is an excellent
example of the looty management
genre. It's enjoyable, the stats and
figures are there if you 'em. You'll be
hooked belore you know it. H“

A contender lor best

soccer managemen! game
on the Amiga,
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If you like 'em fast, fun and cute, this is for you. ‘:._ 414

Game: Tearaway Thomas 53 5ays a pe 7). Mark R s Things get a bit
Publisher: Glocbhal chipmi . a spooky when
Software m N plumps fo dd in 2 g Thomas meets a
Authors: David Hanney Batman @, an @ monster created
and Nick Frampton o by a mad scientist.
Price: £25.99 3 )

Release: Out now

gameplay is
wonderful”

yOu up
JO0dR3IS0 : S6CON
Get up the tree as fast ai
ay ThUITIZI._ H you can to collect all the

@, which is | gems. Avoid the bees.

lor 2 3 :
2 r -
been disc L - . h UPPERS Fasl. Very fast.

trying to o ) lure - | M: y 3 @ You won't find faster on the
Tham f i e says g £ jou have Amiga, that's for sure, It's
also addictive and captivating, and

cute in a nol loo sweel and sticky
way. With 50 levels, it's big too.

Latpowrheant | SLORE
out Sonic e | 0QURI50

H3IMOd YOIRNY

r‘-—-—-—--

a Lego™ infesied landscape
with plenty of deadly toyr,

| really liked this game. It's greal fun
to play, and while being nice lo look
al doesn't induce a multi-coloured
headache aflter live minutes.

Hedgchog. L
| on this DOWNERS Too much
araund Future | of the same makes it
R ] 8y et sLunL 1 slightly monotonous.
peed you will ] N Perhaps some variation would
ipeed you | SN .
not balleve. | ] have helped.
| D -
! /7% Yoy Land takes Thomas over THE BOTTOM LINE
|

EBEL AHYNHABI3d

XE At £25.99 though it
=y really should have a bit
| " more depth. 0
ry
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While the US Gold
programmers were working 37
hours a day trying to get Street
Fighter Il out in time for the big
Christmas rush, we were all
reflecting here at AMIGA
POWER on how long it was
since there was a really major
coin-op licence aimed at the
top of the charts. We couldn’t
actually remember, so we
decided that the only way to
work it out was to dig out every
single coin-op conversion we
could find and operate a
process of elimination. We said
‘Hey, while we're about it, why
don’t we compile a sort of A-Z
file of every Amiga arcade
conversion ever, as a kind of
gigantic buyers'-guide-cum-
Bottom Line type of thing?"
‘Great idea,’ we said, ‘why
don't we do just that? Two
instalments should pretty
much cover it. Of course, we'd
have to come up with some
sort of special rating system,
too. We could rate how good
each game was in its own right
in the arcades, say how well it
had been converted, and then
mark it on how good it was on
the Amiga. This figure
wouldn't, of course,
necessarily be directly related
to the other two, because of
the wide variety of factors
involved. After all, a game
could be a poor conversion,
but score well because the
differences from the original
actually improved it as a game,
while on the other hand
something that was technically
well converted could still be
crap on the Amiga, possibly
because (say) the thing that
made it impressive in arcades
was some amazing graphical
feature that looks completely
weedy and useless on a little
monitor in your bedroom
instead of a 26-inch screen ina
dark and loud arcade. Or, the
game could be a really terrible
conversion which was totally
different to the coin-op, but still
a good game in a completely
different way.’

‘That sounds like a job for
Stuart Campbell,' we said.

1943
(i)

This is a greal way to start an A-Z, | must say. Perhaps
wi should have just called it a 1-Z and had done with it.
Anyway, 1943 is a great example of just how badly arcade
games can be converted. It doesn't look like the original, it
doesn't sound like the original, it doesn't play like the
original, it doesn't leel like the original in any way
whatsoever, Il also displays screenshots on the box which
distinctly imply that the conversion includes the coin-op's
two-player simuitaneous mode, which it doesn't, which is
lotally and utterdy inexcusable, il not actually ilegal,

Really awful,

ﬂ:llﬂlllll. COIN-OP RATING: r

CLOSENESS OF CONVERSON: 5
AMIGA GAME RATING: 6

ALIEN STORM

(US Gold)
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A classic exampie of the number one failing of coin-op

canversions — being based on an arcade game with huge,
saxy graphics and really shallow gameplay, and
transported across 1o a relatively weedy bit of hardware
which just can't carry it off properly, There's nothing
really missing hera, it's jus! that it's completely useless
as a compuler game.

ORIGINAL COIN-OP RATING: 5
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 3

ALTERED BEAST
{The Hit Squad)

Well, | don't know what it's been ‘altered’ from, but it's
dafinitely a ‘beast’...

ORIGINAL COIN-OP RATING:
CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

Asteroids
(PD)

iU HISCORE
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One ol the all-time classic arcade games (if not the
greatest arcade game ever), brought absolutely flawlessly
to the Amiga. Turn the lights off, get your fingers on the
keyboard, and imagine it's 1979 again, Utterly, utterly
gorgeous. There's nothing else to be said on the matter.
ORIGINAL COIN-OP RATING: 10
CLOSENESS OF CONVERSION: 10
AMIGA GAME RATING: 10

It's hard 1o put your finger on exactly why some coin-op

conversions end up looking so shabby and un-arcade-like,
but, well, they just do. This is one of them.

ﬂﬂlﬂlllll.ﬁdlll-ﬂl' ll‘.l'l'lﬂﬂu
CLOSE

ORIGINAL COIN-OP HI.TIIHII 7
CLOSENESS OF CONVERSION: 8
AMIGA GAME RATING: 5

BEAST BUSTERS
{Activision)

In the arcades, this was a gloriously big'n'butch zombie-
slaughtering epic, but on the Amiga the graphics are a
trifie sad and timid by comparison. And in comman with
most Op Woll-type games, it's not really the same when
you're nol laaning info a big steel machine-gun pointed
threateningly at the screen.



ORIGINAL COIN-OP RATING:
CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

BIG RUN

{Storm)

A bit of an average driving game, lifled a little bit out of the
mira by some interasting scenary, but the Amiga version
bore no relation whatsoever fo the real thing excepl in
hawing the same car graphics. A really dire conversion,
and a pitiful game in its own right into the bargain.
ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 1
AMIGA GAME RATING: 1

BIONIC COMMANDO
(Kixx)

The arcade game was quite novel and fun, but the
conversion was spectacularly inept to the point of total
unplayability. Nol so much a commando as a cub scout,
ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: 4
AMIGA GAME RATING: 1

BLACK TIGER

(US Gold)

generally bog-standard.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 5

BONANZA BROS

(US Gold)

This is a bit of a funny one. The arcade game was
simplistic and slow, but somahow (that old indefinable
‘Factor X' again) it was a real hoot lo play. The Amiga port
teatured everything that was present in the onginal,
although it looked a lol cruder, but somehow it just wasn'l
any fun. The senously tiny letterbox area thal you
aciually got to play in might have had something to do
with it, though.

ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 6

BUBBLE BOBBLE

(The Hit Squad)

Lots missing from this conversion, like the secret rooms of
the original, and the graphics look really horrible and
computery compared fo the glowingly bright neon primary
colours of the coin-op, but this captures the feel of its
subject matter batter than just about anything else around,
and that's what really matters.

ORIGINAL COIN-OP RATING: 9

CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: a8

DISTANCE
SPEED

A g, boid, mmmmmwwm
Amiga and looks comprahensively weaedy and pathatic.
The only thing worse than the nauseating graphics was -
in every imaginable way.

ORIGINAL COIN-OP RATING: T
CLOSENESS OF CONVERSION: 3
AMIGA GAME RATING: 2

CISCO HEAT
{Mirrorsoft)

Cisco Heat barely deserves the title ‘conversion’ at all, to
be honest. The design ol the courses is completely
dissimilar to the arcade game’s, the graphics are almost
totally different, several crucial features don’t appear and
several which weren't in the coin-0p do, but despite
everything. this isn't a bad little driving game. Just don’t
buy it if you want lo play Cisco Heat.

ORIGINAL COIN-OP RATING: 8

CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

COMMANDO

{Elite)

A forgotien classic of yesteryear, briliantly converted but
swimming 5o far behind the boal that almos! nobody
actually bought it, which is a bit of a shama. The
gameplay’s a little thin, but it's action all the way.
ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: 7

CONTINENTAL CIRCUS
{Mastertronic)

[ A

Doesn't half miss the wacky 30 goggles that make the
coin-op version give the impression of bits ol wrackage
fiying straight out of the screen at you when you crash,
but otherwise a solid conversion of a really simple but fun
arcade racing gam. It doasn't look like much, but it's
plenty amertaining.

ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: ﬂ
AMIGA GAME RATING:

CRACK DOWN
(Kixx)

mwmm superbly converted by
who went on to have their finest hour

mn.rmunmm but full of really groovy bits that

make this well worth seeking out.

ORIGINAL COIN-OP RATING: 8

CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: 7

[44:11:1:7.Y0N
(Respray)

American Football, but even less spontaneous and with a
¥ more violence (and robots). Let's face it, it's a crap
idea, it's a crap coin-op, and il's a crap ‘Weedyitis
Syndrome’ conversion 100, Yeuch, basically.
ORIGINAL COIN-OP RATING: 5
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 4

hyperspace in keyboard : '
the feel of Wiliams® Invnh‘mlld.ﬁumll‘mﬂn
tragedy, really.

ORIGINAL COIN-OP RATING:
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DOUBLE DRAGON
{Mastertronic)

Pathetic little sprites, unbelievably low difficulty setting,
several minutes of fun for the talentedly-challenged. Crap.
ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: &
AMIGA GAME RATING: 3

DOUBLE DRAGON I
{Mastertronic)

Much better-looking than the first effort, and noticeably
tougher, making this pretty good fun if you're inio ify beat-
‘em-ups. Not 100 crap.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 8
AMIGA GAME RATING: &

DOUBLE DRAGON Il

{Storm)

s
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Less pretty than either of the first two, less sophisticated,
and less fun. Lots less fun. Really very crap indeed.

Looks a lot blockier and cruder than the lush and dramatic
coin-op, and the gameplay's been simplified a quite a bit
100, but the core of it's the same and it's a prefty
respéctable biast.

ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: 5

AMIGA GAME RATING: 7
DRAGON NINJA

(The Hit Squad)

Looks very like the real thing. but a seriously awful control
mechanism makes il almost completely

unplayable.
Luckity, the real thing was a useless walk-along beat-‘'em-
up, 50 you're not missing out on anything good anyway.
ORIGINAL COIN-OP RATING: 3

A not-much-cop vertically-scrolling blaster, subjected 1o a
really lacklustre port, tums out really sad 1o look at and

even less inspiring 1o play. Forget it

ORIGINAL COIN-OP RATING: 3
CLOSENESS OF CONVERSION: l
AMIGA GAME RATING:

DYNAMITE DUX
(Activision)

This s a bit more like it. Dynamite Dux was a run-of-the-

mill cutesy beat-'am-up in the arcades, but on the Amiga,
where that kind of thing was never very popular, the big
Japanese-style carloony graphics were a bit of a breath of
tresh air. Simple brains-off moose-punching fun with
bouncy music, this can still put a smile on anybody's face
for a whila,

ORIGINAL COIN-OP RATING: T

CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: T

DYNASTY WARS
(US Gold)

Anolher case of ‘Never mind the game, let's buy up the
licence’. More arcade graphics fail to impress on the small
screen, more waler-thin gameplay turns the punters off by
the thousand. Tedious and horrible.

ORIGINAL COIN-OP RATING: 4

CLOSENESS OF CONVERSION: 5
AMIGA GAME RATING: 2

ORIGINAL COIN-OP RA
CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: :

E-SWAT
(Kixx)

Previously the subfect of the sadly-missed Oh Dear...
column, this is the kind of thing that gives coin-op
conversions a bad name. Unbaligvably slow and
unresponsiva, and only the most superficial resemblance
1o the arcade game, this is nasty and tawdry and uselass.
ORIGINAL COIN-OP RATING: T
CLOSENESS OF 1ION: 2
AMIGA GAME RATING: 2

EUROPEAN
CHAMPIONSHIP

(Elite)

A very computer-game-y look spoils this por of one of the
most popular arcade footy games ever (Tecmo's World
Cup 90), and it's pretty slow in play, but lovers of the coin-
op will forgive the lechnical shortcomings in favour of the
near-identical gameplay. Alright, really,

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 6
AMIGA GAME RATING: 5

EUROPEAN FOOTBALL
CHAMP

(Domark)

This game makes the Amiga look really pedestrian as it
struggles 1o emulate-some of the coin-op’s graphical
gymnastics, but it you close your eyes al the zoom-in

TRIBIRIN IR
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sechions it's a pretty fair efiort at reproducing the, er, thrills
of the original. A bit of a laugh

ORIGINAL COIN-OP RATING: T
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING:

FIGHTING SOC
{Activision)

In contrast to the [ast two games,
world's least popular football gams

o

here was a complete wasbe of the iin

ORIGINAL COIN-OP RATING:
CLOSENESS OF CONVERSION: 8

AMIGA GAME RATING: 3
FINAL BLOW
(Storm)
iy LI HMENRMH S rEnnE
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Similarly, a near-flawless copy of one of the world's most
useless games. Bung your joystick on autofire and you'l

finish it in half an hour,

ORIGINAL COIN-OP RATING: 3
CLOSENESS OF CONVERSION: 8

AMIGA GAME RATING: 2
FINAL FIGHT

(US Gold)

One of the very lew decent beat-'em-ups aver seen in the
entire universe, and the subject of an

stering
conversion effort from USG. Okay, it might not have quite
as many colours of frames of animation as the coin-op,
and the disk-swapping might be a pain in the bum for
singla drive ownars, but the top entertainment has
survived complately intact. One of only two beat-'em-ups
that @ver get played in AMIGA POWER.
ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: 8
AMIGA GAME RATING: 8

FORGOTTEN WORLDS
(Kixx)

This is just about as good a conversion of the arcade
game as you could have asked for, the only problem
being that the arcade game (thanks to its rotating joystick-
knob directional firing controller) was all but unconvertable
in any practical sense. Forgolten Worids looks good, but
the control is a mess, and you'll get more frustration than
fun from it.

ORIGINAL COIN-OP RATING: T
CLOSENESS OF CONVERSION: &
AMIGA GAME RATING: 5

FLYING SHARK
{Activision)

Something went ragically wrang with the colour palette
somewhere during the conversion of this lovely vertically-
scrolling shoot-'em-up, but everything else is absolutely



spot-on. A simple but briliantly challenging blaster thal's
still up there with the bast of ‘em
ORIGINAL COIN-OP RATING: 8

CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

GALAXY FOF
{Activision)

Bringing this technically sf
fhe Amiga was a hugely §
faded miserably. The graph
extremely rudimentary, a
op gameplay was hence 1o
unsavoury effect.
ORIGINAL COIN-OF
CLOSENESS OF CONVERSION: 2
AMIGA GAME RATING: 1

GAUNTLET 1l
(Kixx)

Sadly the oniginal Gauntle! nevar quite made it to the
Amiga, and the second game in the popular arcade senes
just didnt have the same charm as the original, but this
port was amazingly accurate, and with a four-player
joystick interface hooked up it's still ona of tha very bast
muiti-player jobs around. Simplistic bul entertaining
ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: 7

GHOSTS’'N'GOBLINS
(Elive)

Graphics ported straight from Ihe arcade maching left the
programmers only the simple walk-along-and-stab-things
gamepiay to cope with, and they managed not to mess it
up. Very nice.

ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: T

GHOULS'N'GHOSTS

(US Gold)

_.whereas this also manages the gpamenplay perfectly, but
simplifies the graphics so much thal it looks like a C64
game. Well, almost. Stil a fine game, but visually tatty
anough 1o be faintly depressing.

ORIGINAL COIN-OP RATING: 7

CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 6

ORIGINAL COIN-OP RATING: 4
CLOSENESS OF CONVERSION: 3
AMIGA GAME RATING: 1

This scrolly beat-'em-up is actually ona of the bast
convarsions aver done, bul the uselessness of the

gameplay couplad with the regular gninding to a completa
hall in the middie of a section for disk accessing makes il
a mightmare experience lor all but those with lots of
patiance and a really high boredom threshold,
ORIGINAL COIN-OP RATING:

CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

This really looks the part, §
awful lot to be desired,
yet at the same time slo

CLOSENESS OF CONVER lﬂ“:
AMIGA GAME RATING:

bO®

HOT ROD

{Activision)

Overhead-view scrolling Super Sprinf derivative, nice
conversion job, lots of multi-player fun but if you can find a
copy of it anywhere you're a betler man than any of us,
which is a bét of a pity.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 8

AMIGA GAME RATING: -1
HYDRA
{Domark)

IDDDBDQ i $ O 1

‘Hydra, interestingly enough, i an anagram of ‘Hardy”
This game is about as entertaining as one of dear old
Stuant N's letters.

ORIGINAL COIN-OP RATING: 5
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 3

This is like Super Off Road without 1
which is unfortunale as the bumps in
made Super Off Road interesting. 51
and a decent anough game il you've gol
miles 100 easy in one-player mode.

ORIGINAL COIN-OP RAT!

LAST DUEL
lh’.l:uq
By o~
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This feature was a bad idea. I'm regretting it already. |
wonder if amyone’s still reading? I'm bored of saying
‘average’ now. This game is , um, candlestick.

ORIGINAL COIN- 5
CLOSENESS OF C 6
AMIGA GAME RA 5
LED STORM

(Kixx)

Wildly average vertically-scroll

son of palaver that's moderate |
bé able 1o slay awake while playi
ORIGINAL COIN-OP RATING: 5
CLOSENESS OF CONVERSION: 6
AMIGA GAME RATING: 5

LINE OF FIRE

{US Gold)

A huge splattery mess of crude bimaps that still more or
less manages 10 function in the same way as the super-
viokent Op Wolf clone that was the coin-op. A bit crap,
really, but if the arcade game was really your bag you
should quite enjoy it. Sort of.

ORIGINAL COIN-OP RATING: a8
CLOSENESS OF CONVERSION: 5
AMIGA GAME RATING: 5

AMIGA GAME RATING: y

MIDNIGHT IIISIS‘I'AI'H:I
(The Hit Squad)

A lovely port of a sexy coin-op, which had a very similar
control systam to Forgotien Worids, but ane which got
converted by somaone who actually thought about how it
was going to feel for the player. Non-stop blasting.
ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: 8
AMIGA GAME RATING: 8

MR DO RUN RUN
(Electrocoin)

The chances are you'll never hava seen or heard of this
coin-op, and the chances of your baing familiar with the
Amiga version are even smaller. Which is a complete
fragedy. as it's realty brilliant fun, Still, life's kke that, eh?
ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: 10
AMIGA GAME RATING: 7

Next month: The N - Z bits @
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We're Agony have 1o be good
1o get & pun out of this ong.

Publisher: Psygnosis
Price: £29.99
Release: Oul now

ere’'s a compilation

featuring three fantasy

games from Psygnosis.

There's a comman theme in
the sense that they're all designed 1o
look like the cover of a triple live
concept album from the mid seventies,
but we musin’l hold that against them.
The games are Agony, Leander and
Ork, all of which have been out for less
than a year and were £24.99 sach
originally, so it looks like a real
bargain, But what are the games
themselves like?

Agony has been described in our
office as “R-Type with owls™. It's a
horizontally serolling shoot-"em-up
where you control Alestes the mystical
owl. It looks beautiful to the extent that
you could be forgiven for thinking
you're playing a COTV game. But as
we all know, great graphics do nol a
great game make, so does It play well
too? It's not bad, that's for sure.
There's a wonderfully peaceful and
mellow feel about it, mainly because of
the graphics and animation. However,

LorEs

SLOKL
oooR3IGOn

No, don’t stop reading yet! There are still huge
numbers of reviews for you to check out. Some

are good, some are bad, some are indifferent,
some have pretty pictures on the boxes,
some... (Just shut up and get on with it. - Ed)

horizontally scrolling shootl-"em-ups
are in their very nature limited but the
lock and feel of it stop it from getting
boring, simply because you carry on
playing just to see whal comes nexl.
Our original review gave this 78%, and
I'd say that's still fair enough.
Leander is a platform game.
Again, it looks lovely and there's a
heavily mythical element to it. Each
level gives you the task of finding an
object and then taking It somewhere
else. There's a puzzle element to it as
well, and plenty of swashbucklingly
elegant violence to boot. There's also
an adventure game side, as you can
plck up gold and then drop into shops
that are dotted around 1o spend your
money on a betler weapon or stronger
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armour. To complete a level you have
to dip into the odd nook and cranny o
find your object, so there's some
variety, and a lol of levels 1o get
through too. Original review — 3%,
which is maybe a bit high now we've
seen some slonking platform games in
recent months, bul a good game still,
no doubl about it.

And finally Ork which, er, looks
lovely and has a heavily myth... wall,
you get the idea by now. This is the
weakest game in the bundie. There's
very impressive three-layer parallax
scrolling to it, and the usual
professional Psygnosis feel, but it's
just dull in the gameplay area, and
there's no compulsion to play the
thing. I's a platform game, and your
character is indescribably ugly and
hops about in an irritating way. And if
you can't relate to your character,
how're you gonna get into it?

The action (if that's what you
wanl to call it) invelves finding and
picking up a key or a series of objects
to enable you to get out and on 1o the
next level. It's got some nice ideas,
like the computer terminals that you
find around which give you helptul
advice such as identitying an object
you picked up and how your health
level's doing, bul it never gels to be a
great game. | stick by our original
review, 66%.

So you get two good lo very good
games and one slightly above average
for 30 quid. It's got to be worth it
hasn’t it? I'm not a big fan of these
type of games, and to me the graphics
don’t necessarily add fo the
enjoyment, mainly because they look
50 horribly 70s.

But that's my problem, not the
games’, so | have to say it's well worth
the money and should provide you
with much entertainment and be
done with it.

@ TIM TUCKER

THE BOTTOM LINE
These games are very
professionally done, with all sorts
of breathtaking visuals and
animation to make you gasp all the
way through. Apart from Ok,
they're good games too, and
seeing as they've all been out at
tull price for less than a year you're
looking at a good value package.
They all have a (broadly) similar
theme 1o them, so il you

like one you'll probably H ]
gel into the others too.

INI303d

DALEK
ATTACK

Publisher: Admiral
Software

Price: £15
Release: Out now

wibble ab
g 8 Davro

Now when | was young, you'd never have
cavght the Doctor flying about the place.
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s hardly caplur



d a clapped oul old car

4 FLIGHT OF THE
INTRUDE

ROW RLD CROMN

® TIM TUCKER

THE BOTTOM LINE
It's got hardly anything going for it
I'm afraid. The scrolling Is so bad it
gave me a headache, there's no
excitement whatsoever, it doesn't
give you the flavour of Doctor Who
at all and it still doesn’t explain
how the Daleks are so powerful
when they can't even get up a flight
of stairs. Find a better 23
way of spending your

fifteen quid.
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PIPE MANIA

Publisher: Touch Down!
Price: £9.99
Release: Out Now

THE BOTTOM LINE
H you fancy yoursell as a Wesley
Crusher clone, (from Star Trek The
Next Generalion), get this. i you
prefer to splutter around the skies
al a relaxed pace, pressing a single
fire button lo engage

your one weapon, go for 7 5

an oldie like Wings.

Pl ODODEDD PR OOOO A &g 0L B
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AR e Simeleme. ROBOCOP 2

Price: £7.99
Release: Out Now

lew miles OI wiaar in i

® MARK WINSTANLEY

THE BOTTOM LINE
Good, clean, honest fun. It may be
the sort of thing you were playing in
the mid '80s, but then high-res 2
graphics wouldn't add feason 5 ens
T T E much to this kind of 7 g J ey g and die
What a pity we've already done the joke about this being a real littha ot game anyway. oas is fill
plumb job, it'd be great to use that one again. f
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Monstrous end of level baddies. What a load of ald
cobras. (Get right owt of bere right now. - £d)

tulf. bul t's not che

. MARK WJ‘NSTAH{E'I"

THE BOTTOM LINE
Thoroughly entertaining, but
mindless, platform blaster. It's no
betler or worse than numerous
others, but the price makes this one
To protect himself from attachk, Bill did his a lasty option for that spot of
fameus impression of a Hindu god. indiseriminate slaughter ﬁﬁ

that everyone dabbles in
occasionally.

THE BOTTOM LINE

i ou p more powerful weapans small screen and other inaccuracies,

Publisher: Ocean which gel progressively mare ingenious ir and you'll need two joysticks per
Price: £7.99 the cruelty they inflict on your attackers player to get the best out of it. But

Release: Out now & 5 stream in at an ever once you've started you won't put it
NCr@asin have A down, and shool-'em-up lovers, or

indeed anybody who likes their

games full-on all the way,

Tk 1 highly distastetul gama show will love it. And it's only 79

u're likely 5 : eight quid - a bargain.

Stuari spent about a page discussing
this in issue 7, but the gist of it was
that Hudson feels like he's on
rollerskates the whole time, and what
starts oul as a simple leap from one
platiorm to anather generally turns
into a batile to prevent him from
overshooling and plummeting to his
death. The other biggie is the weapons
system. (Hudson can either punch
baddies or throw exploding balls at
them.) Of the fire button, the manual
says “Press slowly to throw ball, press
quickly lo punch”. Ah ha ha ha.

ol ir o

o~
]
!

L
|

]
-

There are smaller things, 1oo, like
the way it's impossible to get Hudson
Publisher: The Hit But safely say thal Hudson Hawk's to perlorm a simple vertical jump. It's
Squad then there's controls are the most annoying thing either a jump 1o the lef, or a jump lo
Price: £7.99 the “tails’ - I've encountered for al least three the right (But it's the pelvic thrusts that
Release: Out the control  weeks. The main problem is the really drive you insa-a-a-a-a-ane. - Ed),
now system. | ridiculous amount of inertia that or a jump o the left lollowed by a

think Ican  accompanies everything Hudson does.  desperate attempt to get him to

here are two turn round in mid-air, generally ending
sides to every It's always the same, lsn't it1? There you are, out for a sroll,  in disaster.

coin, they say. and some lool puls flaming cauldrons in your way. But oddly, despite the game's

(At least, | hope best eltorts to persuade me to hurl it

they do, otherwise this
next bit isn't going 1o make =
much sense.) = - A el o

The "heads’, as far as Hudson
Hawk is concerned, is the care thal's
gone into putting it together. The
graphics are wonderfully slick, with
brilliantly detailed sprites and some
great cartoon-style animation. It's
big, too, with lots of variety between
levels (though, thankfully, it doesn't
fall into the old film licence trap of
disintegrating into lots of little
sub-games).

from the window as hard as | possibly
could, it kept drawing me back, and |
kepl getting slightly further each time.
It makes a terrific budget game, too - if
ever a game was written with a cheapie
re-release in mind, this is it

® JONATHAN DAVIES

THE BOTTOM LINE
A really tough game bul, sadly, in
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Not everything that’s cheap is necessarily nasty, but
a lot of it is. Dave Golder gives the latest public
domain releases the Watchdog consumer test-type
treatment and separates the potential killers from
the Kitemark contenders.

Oh no, this is those games that gives PD a
good name. Whatever next?

TRANSPLANT

ASI PD (not 600/1200
compatible)
What's in a name, eh? This game would
be pretty damed good whalever it was
called. As itis it's called Transplant, and |
haven't got the foggiest why

It's an Asteronds-type gama
with an excellent twis! (almost
literally) — as opposed to tha ship
rotating, the background does al
the whizzing aboul. it's a bi
disorientating at first, but once you
gel used o it, Iha sensation of
mation i5 excellent

Basides the simple but
effective graphics, wondertul
tion picture-type music and
superb use of sound elfects (the
explosions sound diferent depending on
what you blow up) there are a couple of
other nica touches. As opposed o pick
ups for improved shields, firepower, lives,
elc, you earn credits which you can then
Spand ¢n buyming these things. (II's nol
THAT innovative. - Ed) And the two-player
mode is excellent fun

3 TAKE
JTHAT -
3 SEUCKERS
m 2 .

O

Dominator

There are humungous
numbers of levaels, and codes so
that you gdon’l have 10 play them
all every time you load it up. The
confrols are pleasingly positive
which, along with the decent
collison delection, maans that
you canl biame the game f you
get blown up. The only real
problem is that after a while il
does get a litlle samey, since ther
@nough variation in tha 1 alackers
VERDICT: Dacont blast-'am-up action
with an effective twist that makes it fun for
a while al least
Rating: %

BALDY

ASlI PD (Not 6/1200
compatible)

eisnt

©Old bald geciers are always good for a bit
of a laugh, if nothing else.

Al last! It's here, The Elton John sim. No?
(¥a, and you can pay your own legal
expansés when ha sues you. = Ed) Ah
well, perhaps one 'ﬂ.:lj-'

The actual star of Baldy seems lo be

2

s 4

.t

compctent but
predictable space action

based on someone's grandad. He leaps

around the screen irom pod 1o pod with his

belly hanging out of his vest, his bonce
covered with a hanky and his braces
straining. He's a wondertully drawn and
amimalad sprite, but, 1o be honest, there's
nat much alsa to tha game.

Ha has to collect a certain numbsar of
computer disks from each level and does
this by umping on about on a number of
platforms. He can't jump vertically and has
o usa transponer plathorms o telepon 1o
owar or higher plathorms. Oh, and he has
lo bear the backache and crouch down to
avoid flying thingies occasionally. And
that's about it
VERDICT: Looks greal, and is a fairly
amusing puzzier, but is ke expectancy is
ess than ifs hero's
Rating: 4 %%

KLAKTRIS

Telescan
Yap anolther cross bebween Telr's and
Columns, This one is dead colourful, has
some nifty animation and is as dull a Chris
Rea album filler. ‘Slow’ is not the
word for it, but since they haven'
invanted a word for it yel, "slow
will have o do

VERDICT: Don't be fooled by
tha looks. I1's tedious

Rating: #

NIRVANA

The Mobius Strip
Shame about this one. It looks like
It could have been really good. A blobby

THE MOBIUS STRIP, PO Box 729, Glasgow G42 9NG

I O OO C OO

Kiaktris, on the ether hand, makes you
wonder why they bothered.

characler moves around collecting vanous
new age-type things (Ankhs, sun symbols
other hippy nonsense) and avoiding
has a dacen! balance of
puzzhng, ming and gextenty, a healthy
dose ol humour and responsive conlrols
Unfortunately, on the AB/M 200 it
flickered like mad while on the AS00 the
excellantly-animated spriles wara messy
biabs. It's playabde, but it'd be best to wail
fior varsion hwo
VERDICT: Flawed classic
cnppled okayish sor of thing
Rating: # &+

nasties. Il

or make that

Platlorm fun with a few nice visual touche:
in Mirvana. Has anyone seen my Hahan?

Addresses: TELESCAN , Handsworth Road, Blackpool = Blackpeo!l 22296, @ CID, 3 Chapel Street, Higham, Burnlay, Lancs BB12 SHE @




A CLONE AG

Every now and again a game
comes out that gives you that
funny déja vu feeling. But when
two games look like a pair of
long-lost twins, is it just sheer
coincidence or is there
something more sinister going
on? We decided that it was
time a few of the guilty parties
were brought to justice, so we
set up our own little kangaroo
court to sort out the sinners
from the sinned-against.
Presiding over the proceedings
in his funny wig (or is his hair
supposed to be like that?),
Judge Stuart Campbell.

- SPOT

__ = (Virgin)

THE BALL GAME

{Electronic Zoo)

—

The case for the prosecution: It's exactly
the same abstract board game, but with a bin
of isometric 30 perspective thrown in to
make it b0k a bal pratisar
— ' ‘. ' ' The case lor the defence: It's hardly fair 1o
t point the finger at The Ball Game when
* fre ' ' Spot itsell is a complete steal of an
. O unreleased earber game (also from Virg
callad infection
The court’s verdict: Nope, sorry, thal's just not good enough. Two wrongs don't
make a right, after all. And il Virgin can't nick an idea from themselves, who can? If's a
bit of a mystery why Virgin
didn’t kick up a bil of a fuss
about this one, because
there's barely a single
distinction betwaen the two
games excepl in the wisual
department. Whatever, that's
Mol going 1o Stop the courd
deliverning a helty senlence
1o go with a unanimous
Guilty’. Send ‘em down!

We could get a great gag in
o here like: Spot The Ball
Game. We shan't, though,

-
-
b

FEB
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LEMMINGS

(Psygnosis)

TRODDLERS
({Storm)
The case for the prasecution:
Well, just look at it... Millions of
Ml furry characters irogaing
around, none of them
nfluenceable by you, leaving
YOu 1o ate thair
Environ o guide them 1o saletly via an
exit on each level. The combative two-player mode has more than a skight sense
of déja vu about it. too
The case for the defence: It's nol just Lemmings - it's a bit of a copy of Solomon's
Key as well. To be fair, the biggest similarity between Lemmings and Troddlers is a
pretty superficial one — the dozens of tiny sprites. The basic ‘indirect control’ gamep ay |
5 in the same kind of vain oo |

i

oul hey = arent there only
A0 ning difleérant game
B Styles in the world anyway?

F The court’s verdict: A long
| deliberation for the jury on this
4 ona, but altér much thought
and argumaen| the mix of
gamea styles and vaned
nflyences brings Troddlers a
Nat Guilty

Cute characters, rechy
backgrounds. It's a good job
the gameplay's diterent.

GODS

(Renegade)

DELIVERANCE

{2 1st Century)

The case for the prosecution:
Miud, | put it 1o you that Deliverance

used than |ust

st of the

caled clever stulf laken out
@ two games on a black and white TV and you'd be hard
pushed to tell them apart

The case for the defence: Come on, a plattorm game with a big butch hero running
around slaughtenng bad guys with axes is hardly the most oniginal idea in the history
of the world, is it7 People have been wriling games like this for years - Irying to claim

design credit for thaem's a bil rich
The court's verdict: Daspite baing
locked in an expensive hotel lor
saveral nights, the jury were unabla
o resach a majority decision, Some
jurars poinied oul the obwvious visua
and stylistic similarities, but others
claimad that the more
straightiorward, fast and violent style
made for more of an arcade gama
Reluctantly, therelore, the coun has
o pass a vendict of ‘Mol Proven

Mo one can really claim that any
platformy slasher iz original.




MAGIC
POCKETS

(Renegade)

FIRE & ICE

{(Renegade)

The case for the prosecution:
Magic Pockets - cute platiorm
and zapping gamea wilth lovable
hero, five big levels with multiple
stages, icy world and underwater seclions

C, kols of hedden secrets, lots and lots ol blue
d zapping game with lovable hero, five big levels with

L cy workd and underwater sechons allecting characler movement etc
ots of hidden secrets, lots and lols of blue. Separated al birth or what?

The case for the defence: Yeah, but it's 10 times batler, isnt n?

The court's verdict:

Quite a clear-cut «
but since n this ¢
Crime appears 1o have
resulted in an actual

MOVEman! in the

m @ slaqe

vichm's stale, we
the actused ol with a
conditional dischary

Since Cool Coyole is 5o
lovely and the game is so
great, we'll let "em ofl.

PANG

(Ocean)

OOPS UP

(Demonware)

The case for the prosecution:
What we have here, members of
the jury, is surely the most blatant
case of gama-dasign ‘tribute
Pang was one of the most
original arcade gamas of tha last
few years (notwithstanding 1he
Specin |, Bubble Buster, which was designed by the
same people and 50 doe 5 having been nickad), and this compl rewnle
with some funky music slapped on 10p is simply copyng of the hirst oroer
The case for the defence: Er__um.__amazing coincidence?
The court's verdict: Oh
dear oh dear, We had
hoped not 1o be seeing you
again 50 soon, bul it would
APPEAr We Wers Wi
give you the banalil
doubt. In the face of 1
horrific and blatant crime
we shall correct that
mistake now. Lock ‘am wup
ang mrow daway .’hr_? !:I'_"I

g.-’ TE T D
$

Mot only was Oops Up a
rip-oif, it didn't have the
really nice backgrounds.

ATOMIX N ' -
(Thalion) \‘

THE POWER

(Demonware)

The case for the prosecution: Big
m S, Sh locks which only
gy Ml wans or

s of abstract spar.-l

ta get your head

this somewhere | T
't we? b

The case for the defence: You're only manipulating one
character in a big maze, rather than trying 10 juggle around a whole clutch of them in a
more enclosed space, which makes The Power more of an arcadey experience in
contrast to Atomix's sophisticated update of the old sliding-block pu
The court's verdict: Hmm... a bil dublous, espedally since laler lavels of The Power
niroduce manmy new
elements which bring it
closer to Alomix's
puzzle bias, but for a
first offender the court
can show a degrea of
leniency. Six manths
probahon, and keep
your nosa claan,
young man

S

The Power. It's a bit
like Aromix, really,
fsn't T

E| 5l = = i | = ]

LOTUS TURBO =
CHALLENGE 2

(Gremlin)

JAGUAR
XJ220

({Core)

The case lor the prosecution:
Hugely seccesstul senes of games

sllg CRar than publsher can
dup copies. Other publisher thinks ‘Hey get a

big-name licence, add a track designer and | could gel a pkce of thal action

The case for the defence: The Lofus games were excellent, cerainly, but thera was E

still phanty of room for improvemant, such as the addition of a course designar, Jaguar =

is less of an arcade racer than the Lofuses, having more of a strategic raltying feel in
e way you have o win
maney to repair the damage :
1o your car and bo berry il o
arpund the world T
The court's verdict: That's c
all very well, but in the end il >
was Lofus 2 with most of the ]
cars taken oul. A =
resounding ‘Guilty” from the -
majparity, with Jonathan ;“;
Davies still dissenting &

Jaguar's okay, but what's
the point of a racing gamse 0
with no one to race against?



GOLDEN AXE
(Virgin)

MOTORHEAD
{Virgin)

The case for the proseculion:
Chunky carioon graphics and
primary colours bunged on 1op of an
old scroling beat-'em-up do nol a
néw game make, especially if you
@ven keep the control and power-up

sysiems exactly tha same as they

ware belore,

The case for the defence: Your

average Molorhead lan's not going
to natica any of that though, is he?

The court's verdict: An open and shut case of lealeatery, but the coun acquits the

game on the grounds that it turns a really ledious hacknayed orc-slashing attair into a

bit of a tongue-in-cheek rock'n'roll lad, guv'nor

Country & Western stars
with a guitar than to
hack away at fantasy
charactars with a
sword? We think 1o, 30
Motorhead gets away
with a light ticking.at
and a pat on the head.

HARD DRIVIN/
{Domark)

4D SPORTS

DRIVING
{Mindscape)

The case for the prosecution; Same

graphics, same gameplay, most of the
same stunts 1o do as well

The case for the defence: Ah, now
this is obviously complately differant at
heart, because it's based on
hovercraft instead of cars, AMer all
cars have wheals

: The court’s verdict: Only Oops Lip
challenges this for sheer brass-nacked cheek, and

al least that had some funky music by way of compensation to make it worlh owning

in its own righl. You're nicked, sonny

FEBRUA

There really s no
defence. They look the
same, they play the same,
they came in boxes made
of the same material,
they were both sold on
1.5 inch disks, they...
(You're not being entirely

senzible now, are you? it
would be better for
everyone concerned if
rou restricted yoursell to
O comments about the
games. - [d)

AMIGA POWER

DYNA BLASTER
(Ubi Soft)

BUG BOMBER
(Kingsoft)

Tha case lor the prosecution: Four
itthe guys running around a biock maze
desiroying walls, collecting power-ups
and trying to kil each other? Bang o
rights on this one, suraly?

The case lor the defence: Thare's
actually a lot more o Bug Bomber
than there is in the Libi Solt tile

Muxing the four-player bombing
mayhem with tha ancient Specirum
gama Chaos lifts it away from pure arcade bedlam and
into the realms of something considerably more cerebral

The court’s verdicl: This is the way cloning should operate - taking the best
elements from classic games and mixing them together lo produce something that's
got all tha lop leaturas
of its parents, but a
unigue feel all of its
own on top. Perhaps
still a little Guilty, but
with extrema mitigating
crcumstancas, 50 the
dalendant is free to go

Bug Bomber has a little
maore of a strategy
element to it than Dyna
Blaster, but it's still
nat quite the same
frantic fum as a four-

{(Rage)

LIVERPOOL

{Grandslam)

The case for the prosecution:
Two games appear within weeks
of @ach othar, both using a
prewously-unheard of second-
parson 30 perspective, both
with much the same conirol
System and most of the same
features.

The case for the defence:
How different CAN you make
a couple of football games?
After all, nobody says Sensible
Soccer's \he same as Gazza 2 because they both have overhead-view
perspective, do thay?

The court’s verdicl:
It's all a by suspect
frankly, but the
evidence ol the two
relaase dates doas
seem o suggest thal
thiry wera just oo
close together for
anything unioward 1o
have been going on
Reluctantly, wa'll bgt
this one go

Thare's not really
much you can do with
a football game, 5o
there are bound 1o be
some similarities.




RED ZONE
{Psygnesis)
The case lor the
prosecution: Well, could
¥OU tell them apart on a
dark night? Red Zone had
about 18 months to study
Team Suzuki, isclate is
flaws, take inspirabion from
N gl other, more successhu
racing games and produce
something really stunning. So why on Earth did
it turn out exactly the same, except not quite as good?
The case for the defence: Things ware made 10 look warse than they really were by
the redaase of Team Suzuki on budget at almost the same time as Red Zone
came outl. And, ar ;
that's i, realty ]m
The court's verdict: (3
No Second Prize
proves thal all
paolygon-based
molorbeke racers I
don'l have 1o be the -
same, so there's
really no axcuse for
this kind of thing. A
unanimous ‘Guilty
fram the jury

TIE
DOEON R

Red Ione was
filmed in fabulous 1D
Jerk-0-Vision,

NARC
{Ocean)

CRIME WAVE

(US Gold)

The case for the prosecution:
Mean city streets, drug pushers
everywhere, honizontal scrodling,
015 of things exploding into a
million litile bits, only you can
claan up the ghatto, #ic atc. Didnt
you kill my brother?
The case for the defence: Lel's
laca it, theré's nolhing to choose
betwean the games at all, but
AT W.i"l,‘ Joas Nave Soma
quite nice digitised video sequencs
of the heroine tied 10 a chair, (Oif - Ed)
The court’s verdict: You'd think that if someone was going to copy a game that
turnéd oul 1o ba
completely crap
they'd at least take
the opportunity to
tidy wp a few of the
flaws, Crime Wave is
aclually worse in
mast respects than
the onginal, and for
that it gets 20 years
without remission

Another case of the
bland leading the
bland. Crime Wave
At even saved by
the gore.

RICK
DANGEROUS

{MicroProse)

IMPOSSAMOLE

{Gremlin)

The case for the prosecution: Core
Dasign write a couple of Rick Dangerous
tithes for MicroProse, simple 8-bit-esgue
platiorm games with chunky graphscs and
rustrateng but addictive kearn-from
expanence gameplay, which prove
y popular. Gramlin commission
Core to writeé a new game for their
in character Monty Mole, star of
al old platiorm games. There's a very obvious course
| thera?
The case for the defence: Hey, il you've got a winning formula, why muck around
with 17 We did change the graphics afler all, what mare do you want?
The court’s verdict:
Nopa, sorry, that's just
nol good enough
Which, coincidentally
15 whal almosi
everyone who bought
Impossamole said
when they got homa
and loaded it up. A
clone too far, and a
definite 'Guilty’, even i
thiry wre only steaking
from themsalves.

MIMmen

wakprg

er, some other things
beginning with ‘m".

RAINBOW
ISLANDS

{Ocean)

EDD THE
DUCK

(Zeppelin)
The case for the prosecution:
Edd The Duck uses caroon
graphscs in primary colours, like
Rainbow Isiands. Edd The Duck
is a vertically-scrolling platform
pam wharg the basic object is
simply to get to the top of the
ke Rainbow Islands. Edd The Duck couples
vertical movement with horizontal-axis firing of weapons at cute bad guys, like
Rainbow Isiands, Edd The Duck looks almost exactly, ke Rainbow Islands
The case for the defence: Edd The Duck is unlike Rainbow Islands in one vary
imporiant respect. Edd
The Duck is utlerly crap
The court's verdict: If
you'ne gaing to npolf a
greal game, you might
as well do it property
This misses the point by
such a colossal deslance
that we can only assume
insanity 1o be the

~ x ’ cause. We sentence it

f._ 1o ba detained in a
2°3-9-8-4-9-3 secure hospial al Her
q-yd.r..nr.lg‘,'ff. 4

Majesty's Pleasure
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Andy Crane is a very
pleasant chap. But
imdirecthy this is his fault

Moles, mandaring and,

HIaImod
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"THE RIGHT PROFILE

In the second of our occasional delvings
into the murky minds of industry
figures, we put a few impertinent
questions to Elite author, David Braben.

What do you believe in?
You should behave lowards others as you hope they would behave towands you

What was the first thing you said today?
Oh God, it's not eight o'clock already?

Who's your favourite historical figure?
Sir Wilkam Stanier. (Famous enginear and frain-building gentlaman. - Ed)

What's your Number One object of desire?
Knowladge

What have you got in your pockets?
Money, keys, handkerchial

How do you rate your/your team's importance
in the software biz (1-50)7?

“He
enjoyed his By

(Physics) . 202 and 1
) at 985 | ;
lisae jn Efm'hﬂdgq U""’"\‘-’Fsi:y m’h‘&furqr Science
tha g Mcs, Whilgy _E‘aj Sc‘;q . 7N the finaj il
MC10, anc thep o YOSty |y V1NN Was larg |
UG Acomer O 118 Acorm g ot® Elte with g
h OvOke g Ot 3Nd s0ig g LT Thg waI:n

30 bean on Cha, deal of unit Meleaseq

If you could be in a computer game, which one I.'I Gonvmﬂdmmﬂ 2 then, el 4 N, ), Of intargg ;ﬂmﬂm Christmgas

: nd m, [+
would it be? | COntinyg 84, Apgig 1 oY Of th
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Well | then i -~ eCtum ! Schools g wﬁ Microg

Stupid question - Frontier, | suppose. [ o
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: Jea i | 31 Camp, ed 4 ong a uring 4
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: | Aer g C0UrS6 Was faiy o9 @ PRD gpy o0 10NCO Coursg
Would you vote for the Maastricht treaty? | nti Going @ Com and fryg dec"’“'-‘ﬂurer Graph}:;so
= Mo, and | think it was dishonest the way the vole in the House Of | Game r:hﬂgmaﬂ ochrin, ier Bnce this ingev
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[ M the ] n't th ul
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e ever said to you?
< Yes
2
= What one thing do you think would most
< improve the software industry? R :
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What would you like your epitaph to be?
He enjoyed his e, and changed people’s attitudes
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PLAY

COMIC RELIEF HAVE
GRASPED THE FACT THA

THE PEOPLE WORTH
COMMUNICATING WITH THESE
DAYS BUY COMPUTER GAMES -
AND IT'S A REVELATION WHICH
THEY HOPE IS GOING TO MAKE
THEM A BLOOMING FORTUNE TO
PLOUGH INTO BRILLIANT
PROJECTS IN AFRICA AND THE
UK.

HERE ARE SOME IDEAS ON
HOW YOU CAN GET ONTO THE
SLEEPWALKER SPONSORSHIP TRAIL:
BUY SLEEPWALKER - A DECISION YOU WILL NEVER REGRET - THE GAME 15
VOICED BY LENNY HENRY, AND WORKED ON BY SOME OF BRITAIN'S FINEST COMIC
MINDS (and 2 couple of gits who happened o be round thal evening). FOR EVERY GAME BOUGHT
£4.32 GOES 70 COMIC RELIEF
0 TAKE PART IN THE GREAT SLEEPWALKER CHALLENGE, WHICH WILL BE INVADING ALL THE BIG RETAIL CHAINS
DURING THE WEEKS BEFORE RED NOSE DAY - MARCH 121h 1993,
0 ORGANISE YOUR OWN SPONSORSHIP CHALLENGES LIKE: BEATING YOUR HIGHEST SCORE - TAKE ON YOUR DAD,
OR YOUR TEACHER, OR EVEN YOUR SCHOOL IN A SLEEPWALKER COMTEST. DREAM UP YOUR OWM HIDEOUS
CHALLENGE TO HARRANGUE YOUR FRIENDS,
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CEAN SOFTWARE LIMFED - 2 CAS SILE STREET - CASTLEFIELD - MANCHESTER - M3 412
TELERHONE: C 2 6633 - FAX: 061 834 0650
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slate-ol-the-
arl RPG epic
reviewed

nexl month.



