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STORIES
News of the Amiga Live show, (fairly)
gratuitous Winona Ryder pictures, Virgin's
latest and more! Much more!

I THE GALLUP
CHARTS

Three guesses for what's number one,

Clue = It sounds quite a bit like ‘Pete

Blighter Noo.'

I THE SHAPE OF
THINGS TO COME
The console smash hit Desert Strike is
nearly upon us, and Chuck Rock |,
Cyberspace and Goal are getting

there too.

42 BACK ISSUES/
MAIL ORDER

We've started adding ‘Sold Out’ flashes to

some of our issues now,so Buy! Buy! Buy!

4 COMPLETE
CONTROL

The Indiana Jones solutions continue, while

Enchantia and Kyrandia are wrapped up,

and Jonathan Davies continues to dish out

helping hints

6 LEMMINGS

COMPO WINNERS
Do you people have no shame? Once more
we manage to get our readers to make
complete fools of themselves.

8 THE A-X OF

ARCADE GAMES
Okay, so this second half of the feature is
actually the 1 to W, but you never see the
1-W of London, do you?

THING
Not a mis-spelling of the celebrated Spike
Lee film, more a sort of collection from
this month's mail bag — which comprises
hate mail and letters about The Prisoner.

86 DO THE WRITE

9 THE BOTTOM
LINE

What to buy, and why. It's all here, matey

and no mistake - 12 whole months of the

stuff to choose from.

9 SUBSCRIBE TO
AMIGA POWER

Get AP the easy way, and sleep easy. Hell,

you'll even get yourself a free game into

the bargain.

98 THE RIGHT
PROFILE

It's the turn of Bullfrog's Peter Molyneux to
go under the spotlight and talk about life,
Populous, and everything (including the
one and only Elvis Presley).

GAMES OF THI

LEGENDS OF VALOUR

US Gold's city-based RPG is
here. Find out why Mark R's
Page 26

foaming at the mouth.

RAGNAROK
Possibly the best game that's an
anagram of ‘Anorak’. Well, it

Page 36

nearly is.

Yo-ho-hos, cutlasses and baggy
white shirts a-plenty. Pass the

grog, Jim lad.

Page 65

SLEEPWALKER
A kid, his dog, and hundreds of

lethal traps. No wonder they look
stunned. Page 30

COMBAT AIR PATROL
Psygnosis release their Gulf-

based shooter. Is it the mother of
all flight sims?

Page 38

VECTOR STORM
Revamped arcade action from
the days that games were only

ten pence a go.

80 ARCADES

Standing in a cold, dark, smoke-filled
r00Mm pumping coins into a throbbing
arcade machine is so much fun, And
arcade machines have the distinction
of being the best games around. It's
inevitable, then, that they find their
way to the Amiga, where you can
enjoy them in your cold, dark, smoke-
filed bedroom. This second half of
our A to Z of coinop conversions is
as close to investigative journalism
a5 we ever get.

Page 66



OVER 300

GAMES RATED IN EVERY ISSUE!

GAMES
REVIEWED
THIS ISSUE

MARCH

FULL PRICE
Bard's Tale Kit--- —69
Beyond Hero Quest - —Bd
Combat Air Patrol 28
Crystal Kingdom Dizzy -G8
Legend Of Valour
The French come up with the Ragnarok ——eroeeneeeas --36
strangest ideas, don't they?
This time it's trains.  Page 34

Slecpwalker
Transarctica--—

Plrates oo B i 1- 1
Vector Storm

BUDGET

American Tag-Team
Wrestling

Chessmaster 2100--— T2
Galactic Warrior Rats —-—---73
The Power T3

3

SPACE CRUSADE: THE

COMPILATIONS
VOYAGE BEYOND Fantastic Worlds
Another dose of chaos and hard

men with guns.

Sports Masters e 73
Strategy Masters

PUBLIC DOMAIN
Flag Catcher

Megatris e -T8
One on One - -T6
Q-Bic 76

FEERRRERECERRIELY

CRYSTAL KINGDOM
DIZXY

That lovable egg-type thingy's
back again. Page 68

NEXT
“o "TH‘.‘.

Full reviews of Desert
Strike, Flashback and
maybe, just maybe, the
lowdown on Lemmings
2, Walker and Hired
Guns. There's also
bound to be a more
expensive prize than
this month’s, and that
A1200 feature. It's out
on Thursday

4

BARDS TALE

CONSTRUCTION KIT
Mot content with your RPGs?
Make your own then. Page 69

March 11th.

There's something for everyone

this month, from ardent pacifists

to the most deranged and

disturbed violent mind. If your

idea of a good time is helping a

small child across the road, or

kneeing a total stranger in the

kidneys, then we can help. Details below.

SLEEPWALKER

Never before
have small, cute
kids been so
utterly
exasperating. It's
time to play the
part of the
helpful but long
suffering pet of
one such brat in

this playable demo of

the game that's not
only going to raise
masses of cash for
charity, but is also
one of the most
original games we've
seen in ages.

BODY BLOWS

Every so often, it's good to snap
a mate's arm, shatter his leg, or
maybe push his nose bone into
his skull, killing him instantly.
Unfortunately, murder's still a
crime in most parts of the world,
but thanks to Team 17's spine-
crunching demo, you can safely
indulge in needless violence
without being arrested.

GOT A FAULTY DISK?

@ Oh no! Are you sure? Before you go any further try the procedures described
in the panel over the page. I, after all that, you do have disk problems, simply
place it in an envelope, along with an SAE and an explanatory letter, and return it
NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 23, Diskcopy Labs,
Unit 2+3 Omega Technology Centre, Orayton Fields, Drayton, NN1 1FR.

HIMOd YOIAY

EG6L HOHVYW

O



& SLEEPWAL

"]“H I]ISK AHI] "]“ Publisher: Ocean

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

called 'Help! Sponsor yourself doing a
hilarious activity.

@ Sleepwalker and Body Blows are
one meg only. Um, sorry.

@ To load any of the games, all you
have to do Is switch off your

machine, insert the disk, and switch
your machine back on again.

@ An oplions menu will appear.
Simply follow the instructions to
load the game of your choice.

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

@ It really is that simple.

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

@ Remamber to keep the disk you
are playing your game from in the
drive at all times. And remember -
switching the machine off for 20
seconds or 50 before loading a new

program will help prevent disks
being infected by stray viruses.

Both are good,

it's not

an easy v
fight, this.

)

@ Have a good time,

@ Are you sure?

@ Try all that stutf again, making
sure you've disconnected any

peripherals the program might
not ‘like’.

" ‘Huuuroogah’.
\ % e e he's like that.

- - —

1983

@ If your disk fails to load, then pop
itin a padded envelope, along with
a letter explaining the problem, to:

AMIGA POWER Disk 23 Returns,

| v -& -
Diskcopy Labs

Unit 243 Publisher: Team 17
Omega Technology Centre
Drayton Fields

Drayton
NN11FR

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

MARCH
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Irves in the
wrban hell ge
resenved for
Gotham-related
comics, and al some
point in the night has
risen from his bed and
headed out across the
rooftops completeh
The only thing separating
om a premature ar

) Sler across
e Cty. Since Lea's ool al
the sense of a lemming in

How about h yalve

putting k i drops, kick
stockings im fram roo 0 roohiop and generally
of — that's manhandle him about. Using excessive

force (such as putting Led against a wall
and kicking him repeatediy) will wake him
up, and tha bar at the top of the screen
ch our acts as a kind of sleepometer. The sleep
readers ang, 50 bar's alfacted by falls Ftd ph-ralated
v eave il up to violence and water :h always lends to
you 1o stufl cash inlo muck up your sleap BIns,

n boxes on Comic Relied day,
WHO NOSE?

which is March 12th by the way, As if y
W you can bear o tear youl

WHAT ABOUT IHE GAME! e

Tanutes, or YO G find a
O hegve nem, than you in
scoul ahead to neulralise any possibly
fatal pitfalls, bash any bad guys and even

dedn'l already know
Ah yes, Sleapwailk

a child who sleapw

Got the message yet?

this version

n Ihe extremely ikely event b
onjoy playing Sleapwalker, y
want o trol down lo your local so
Bmg i
charity ying yoursell a copy. To find
averything you ever wanied 1o know
] 4 k Stuant’s fab full
Righil, now I'm

M - Map HELP - Pause
HELP & ESC - Quit
ESC - Loose a life

heaps ol moves and it's actually possible
1o choose them, unkke that other newly
released fighting game. Rather than
leavang you 1o work all the moves oul
glance al thesa clear yel informative
charts instead

Directions only: You get all the

K3, JUMps and D

Usual o

expect. We're not goir

intelligence 1o show y

untill the power bar reaches max
and then ket go. [
bodt, whera as Nir

spookily Praedator-like ‘Supe

Shadow
maade that renders him almost invisibla
With fire button pressed: You
all those wonderiul goodies (over th
the dagrams). i you'ra

I
tima y JI:-E"ﬂ.hr!-' Vil G

n he air ¢

Mo

MOoVas arg reverse

tha lalt of the

i you ra facing o
I you would have

| find it much

SCTRan

imagined that ar
easiar to play than

What are you wait

The Minja has the
not inconsiderable

He's nol praying, he's
about to become
much less casy 1o see.

HIMOd YOINY

HOHYWN

EGG L

O



L)
o,
-]
-
I
Q
4
q
=

-
——
| e
| i
| e
Brmom
7D
|
—
e
e
e
—
e T
[ o
L — =
s
[ = g
[
s
e

AMIGA POWER

Astrology can’t possibly help you. What do the stars know about Amiga games? Only we can find out.

Game: Goal
Publisher: Virgin Games
Authors: Dino Dini
(Design & Code), Design
Systems (Visuals), Allister
Brimble (Sound)

ETA: Summer

Briefly: Dino Dini, the coder behind Kick

Off, Kick Off 2 and Player Manager, was

waorking on a Kick Off 3 lor Anco. Now he's
nel. Now he's working for Virgin Games on

a loctball simulation provisionally titled
Goaal. Why? Whao won the war anyway?
(Joke.) Oops.
The Creator Speaks: We don't like
Kick Off. It's nothing like football, Oh, and
50 having a ball stuck to your foot ks
realistic is it? Get real. Do you really wani

to play for 90 minutes? With all the tedious

staccato play? And so on?

“People want a result,” says Goal
author Dino Dink. *You need the alements
of football but you also have to supply
what people want from a computer game.”

The good news for those who found
Kick Off unplayable is the player control
has been improved no end lor Goal, Each
player's abilities are determinaed by eight
altribuies: pace {lop speed), stamina
(endurance), aggression (the likelihood ol
performing a foul), reslience (the
likedihood of sestaining injury during a
tackle), passing and shooling accuracy,
and tackling and 'keaping skills,

You can still dribble the ball, rap and

pass it, and perform headers, scissor
kicks, and chips (only now you can
determine the hesght) but, to make life
aasiar, three néw varables have baen
introduced: accelaralion, decaleration

behind the changes is that it's easier fo
play to start with but has greater depth,”
says Dino, *You can play straight away
and as your confidénce grows you can
play faster and show more skill.”

and turning circles. The behaviour ol
It's not as complicated as it the computer-controlled
sounds. The players don't HA | players on your leam
immadiately run at hull ped, ] H has been improved,
and they don't all stop on a Po ?“"“ too. “They don't
ha'penny. The faster a Sensible tackle and loul as
player's moving, they used to in Kick
the Iargnrrcr;: Sﬂl‘(‘er on. Tham a
tuming circle. L problem. the
What it bolls down socner human player has that
1o though is greater privilege now.”
ball control at slower There's no offside

speeds. And because a
player actually turmns and
defending players can't move
through his back, you can
keep them at bay.

“The philosophy

rule. “I've never been a fan,” says Dino.
*Maybe you need it in real soceer, but you
don't need it hera.”

WWhat aboul new regulations, such as
the backpass rula? “Goal ks structured
such that there won't be an opportunity to

Rl B

e T




-
break the new backpass rule, it's as
‘simple as that.”

Goal sports two viewpoinis: a close
up one a la Kick O and a mone remole
Iook. You can play with aither ar bath =
you decide whether (o switch between
them manually when necessary or leave
the computer to display the mare remote
‘view for throws, comars and goal kicks.

“The players are larger but the scale
s the same as Kick Of," says Dino. “The
-angle of the view to the pitch has changad
= i's decreased lrom 70 degrees 1o 45
degrees, so it's less of a plan view,

& more advanced than in Kick
ON 2. Goal's has slow mation,
o tast forward, rewind, frame-by-
| frame advance and roverse,
and a save facility.
And as far as options are
concemed... “There'll ba the standand
cups and league systems, and you'll b
able to edit them,” says Mike
Meringue. “We're definitety
having all the teams and
" players from the
“%  English, French,

a cack player's on the ball, and being
more appreciative when a good player's in
possession. And things like
“DO00AMAHI" for near misses,”
Dino's adopled a now approach
to the execution of throws,
comers and sel-piace free
kicks. Gone are the tedious
icons and presel joystick

“All the graphics have been

@asy 1o debenming.
- Aftertouch can be used

immadiately after any throw or shot,
be it a set-piece or the keeper.
(Afertouch ks the football simulation
equivalent of controlling & character
slightly in mid-jump in a platiormer,
only hare |!'5 the path of

impossible and hardly
roakistic but i s a real £
playability booster.)
The keeper

automnatically
performs all the saves lo the
best of his ability, but you get
1o control a few steps and
determine where he throws
or kicks the ball, with
aftertouch il need be. You do,
of course, control the

plmmarvd piiches. ..
Tnemmalmrmpilﬂms muddy,
which is the heaviest; normal, which is like
. Wembley; wet; and the stripy one, which
is samilar to the normal pitch. There's no
icy pitch - no-gne aver played it, Ther

are six kit styles, 1oo (the same as ‘keeper's diving when on the
Kick O 2in tact).” receiving end of a penalty.
A large portion of mamory has been Penaltios am less

. allocated for atmospharic spot effects. As
well a5 such essentials as whistles, player

hassie. From the penalty
spot, the player simply kicks

grunts and 5o on, the crowd sound ihe ball in the desired

features chants and grows louder as the direction, aftecting the

ball nears a net. elevation and applying
“Thara'll be more sound than in Kick  aMartouch if desired. There's

no arrow 1o walch as there
was in Kick Off, and no fuss.
The replay leature is

Off" says project manager Mika
. “There are all sorts of
possibilitias, like the crowd chanting when

movements. Now a line of The tension
dots is used to represent mounts as the
the strength, direction and Reds and Blues
haight ol the theow or Kick. battie for the ball.
The position of the wall and
the number of players in it is [talian and German
Premier Leagues.

eoat " There are 22 teams in tha
r English Premiar League, 20 in
the French and 18 in the ltalian and
German, so that's at least 78. We're
looking at having some mone teams, but
wa may leave it at that because thera'll be

THINGS TO COME

Parhaps one of the biggest
additions 10 Kick... - Goal, sorry - Is the
option to play with the pilch view rotated
through B0 degrees, ie, the goals are
positionad to the left- and right-hand
sides of the field. “People asked for it, it's
as simple as thal,” says Mike Meringue.
“The playability's the same. It's just a
matter of taste.”

But what does Dino think of the
competition? *I've had litle experience
with other football simulations, 5o |
wouldn't ke o comment.”

Will he spand the rest of his life
writing soccer simulations? * don'l know.
But I'd like to do a player management
simulation with the Goal engine. There's a
lot of potential there.”

Verdict So Far: At the and of the
day, | reckon the boy Dini's done good.
Goal's a potential Sensible Soccer socker
lar surg.

@ GARY PENN
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Kilbaba's o bad boy, and his
henchmen are heavily inte macho

Publisher: Electronic Ars purely for the sake of world peace (and
Authors: In house nothing at all 1o do with the oil reserves,
ETA: Mid February honest guv). the Yanks have decided to
stick their nose into an escalating
situation that's nothing to do
with them. Rather than star
a full-scale ground war,
they've decided 10 send

in small scale strikes to
cripple the country. In

the first wave, ground
units have

eslablished

Briefly: There can't be
many games thal have a
mult-bellion dollar
adverising budgel, but
that's whal the Gull War
was for the the creators of
Desert Strike. The setting
missions and weaponry ana all
shamelessly ripped off from the
bang-shoot of "91 whase maost ‘,.c" forward supply
memorabla fact was thal the bases and got shot up =
Amaricans killed more allied soldiers than into the bargain, so it's uployou &
the Iragis did. It's been kicking around on 10 gao in as the second wave, n..}'.l';.

the consoles lor aboul a year now, and save your buddies, blast the -
been an endurng hit, but it's taken wntil bad guys, win the war and =
now 1o get onlo the Amiga generally be the kind of hera

Desart Stnke's sel in a mythical and that John Wayne was in
unnamad gull state ruled by the yrannical  Sands Of lwo Jima
dictator General Kilbaba, who bears more Thankfully you've gol a et
than a passing resemblanca

guys. Flying al a steady height over the
desert, you can move in any direction
across an isometric 30 terrain, Essential
fo the game is the map screen, which

o a certain Mr S Hussain spanking shows you all your targets and supplies,
13 The Poplars, Baghdad now Apache ground and pinpoints alked soldiers that have
This evil ruler's been making & altack helicopier and a co-pilot to been listed missing in action (MIA)

nasty advances on his help you in this task, and plenty of state- Initially, thera are quite a few MIA's,
friendly neighbours, and ol-the-art firepower fo throw at the bad bul as the game progresses, they get

killed off by roaming enemies. Apart from
the obvious humanitarian aspect of
chopping the enemy into meaty shreds to
save the lives of your fellow countrymen,
it's worth picking them up, as every time
you transport them fo a friendly base, your
damaged helicopter is repaired
: Fual and ammunition ang
r limited (you get a realistic
A ﬂ““"‘kfu“y load of missiles and cannon
- shells) and once you've
.. you've got a RIS
4yt o . supplies, you've got 1o
ol S]lllllltlllg LAl scrounge your enamies’
w3 dumps. These are hidden
AP“‘I'E" in buildings all over the
place, and it's quite a skill to
balance attacking objectives with
resupplying al the right time.
The Creators speak:
| asked Gary Roberts from Elecironic Ars
why it had taken 5o long 1o got round lo
doing the Amiga version. “We didn't stan it
until we'd almost finished the original, and




“Is the Turtle Wao, | tell
you, it brings oul the
colour, mate.’

it's laken us longar than wa axpected

Sure, we could have knocked it oul in a

shortar time, but we've put in all mannar ol

new improvements. The basic game

structure is the same as the

Sega version, but we've

fotally redrawn or

touched up ALL of the iy

I graphics.” The e
Amiga version .

canainly looks

wonderful, making

the Sega version

appear quite bland

by comparison and

Gary explained why

“We've redrawn them in b,

32 and 64 colours as we lell

that the aniginal Sega sprites (in 16

colours) just weren't good enough for an
Amiga game. Wa've also made the desert

i background look more fike a battle-field by

putting in burming vehicle wrecks and

smoking oil patches.”

Apart from glanngly obvious
differances such as a complalely re-
designed power station, the most
noticeabla additions to the graphics are
the huge firebaliing explasions that replace
the rather weedy blips of the original, “We
took the explosions from a video of real
missies hatting targets, and then hand
drew them from this video refarence
Thesa pyrotechnic displays take up over
40K, bul we've found that people like
oxplosions in gamas, and the satistaction
of takang out an airfield is so mech more
with these new effects.”

Tha athar major improvemaent is the

sound, whach is just wonderful. Distant
gunfire and explosions add to the leeling
of baing in a war zona, tha
Soldiers scream when you
blast them, and there are
@ven voices thal warn you
that your armour is critically
low. | thought that using a |
WOman's voice was a bitout % ‘
of place, but Gary sat me right .
“The US Air Force are now using
women's speech 1o wam pilols of
impending danger. They actually
digitise the pilot's dawghter or

™ " siraighl conversion, and

- .l

The map
sereen. So
you don't, er,
get lost.

LOAD
FUEL
POME A

An unlucky US
pilet loges
hiz ne-claims
bonus.
2t wile, as
they've found
thasa aliract the
pllot’s attention in
the heat of battle.” |
stand corected, and can't
argua with McDonnell Douglas (makers of
the Apache) who have given the
programmers advice and reference
videos 1o ge! the feel of the
game right. Most of the

sound, in facl, has bean -

digitised from US R

training videos -
Although the .

game structure is
the sama, Gary
says that the
gameplay (s a hot -
More dynamic

“Thera're more e

privala wars going on

batwean Amencan and

gull foot soldiers, and the

GNemy and more aggressive

lowards the Apacha, thay'll even
destroy buildings 10 get al the chopper.
Ovarall we feel that it's mora than a

"mmy,, thal it's far better than the
W Sega version, which is no
§ mean laal”
| As far as questions
" y about the sequal Jungla
% 3 Strke, everyone al EA is
"r" beirg cagey. “I've seen a lair
bit of i1." admits Gary, “but I'm
just goang 1o sit back with a big
k. ann on my lace and el you to
* watch out for it, it's awesome!”

Verdict so far:
Visually, Dasert Strike's aven
more impressive than either
the Sega or Ninlendo
versions, with bigger and
bafter graphics and
sound, and EA are aven
considaring releasing
data disks 10 expand the
number of missions,
though this is, ol coursa,
soma way off. It's good 1o

see that a soltware company has taken
the time to do a proper convesrsion
from one format 1o anather,
and athough wa'va yol to
see a finished copy, it
looks as though this will
run as smoothly and
quickly as the original
This gama’s been a lop
10 Mega Drive game ever
since it was released, for
the simple reason that it's
Incredibly good fun. And with
this new version, it looks ke Amiga
ownars are definitely going to gel ona
beiter than those console types
@ MARK WINSTANLEY

"We took
the explosions
from a video
of real
missiles”

There're groovy dela-wing jets and huge
‘Badoosh!’ fireballs on the Amiga version.

bt o

*
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we thought Sonic lacked depth of
gameplay. Certainly the graphics will
have the leading edge ovar Sonic
they clasm, which is a pratty bold
starl. Still, looking a1 wh:
done so far, 1t 5 maybe 5o
bruth 1o it. Ce ¥, Ihfe &
axiremely impressive graphic
axhibitions on display = the laval ona
Doss apps iy measures a
phanomanal 192x 5, which
bearing in mind that the whole Amiga
screen in standard mode only ":--4..4‘-'\. 5
320x256 pixels. is pratty damned stunning
do best in these We think that Chuck I's technically
ples - howling the far suparior to Chuck 1,” says Dan. “The
place down. You sprites are bagger, there're more o
can see how fab baddwes made up of 27 s
the graphics are, basically, wa'ra pushing the Ar
but not how nre.” The bays have

X

) 10 practice = Chuck I was

qorgeously had a wh
animated they are. begun in kate 1991, but postponed for a

lew manths while the leam worked on the
graphically-gorgeous Mega Drive CD title
’\_?Jﬁ '\T[ Wonderdog, as we 1@ Mega CD
Jﬂ- warsion of the first Chuck Rock

Game: Chuck Rock I pop (now a successiul car manulacturer) Walichild, and Scooby And Scrappy Doo We've actually had quite

ot ol

Son L_‘I! Chuck from clutches of evil industrial riva They're very proud of their new baby time for this, on and off, more than we had

Publisher: Core Design ‘ agger, head of the Dats Car pointing out an impressive kst of technical for the first game. We've needed it

a_ﬁl-lthl.:lrs: Dan I;CDII -ompany (oh please, alc). This he -:i_r;-w. achwevements (3-layer parallax, 50 frames-  because we had 1o think harder 1o come

(programming), Richard with the aid of a big club (replacing Dad's a-second scrolling, hundreds of colours on up with new ideas and characters that we

Morton (graphics) belly-butt and rock-lcbbing escapades  screen, realistic ropes and slopes and so didn’t use in the first game, and producing

ETA: April ) on), but aleo keen to emphasize that this is  different backgrounds for all the levels was
5 and brutal gong 1o be a game hrst and foremost a bet of a problem too. Wa've got as much

way through five levels We hope to have more variation reedom as we want in designing the

Briefly: vou've

ekl graphics will

5 the sequel 10 Chuck hwn ma

F 7 In this latest

ar, if that's l“diﬂg .@
;' and "H MIGR

son Chuck lI

3 s Kdnapped

each divided info than something ke gama, bul Lime is a8 cor nt bugbear.”
tages) of Chu Verdict so far: it's more of the same,

& arcade Hedgehog,” as certainly, but tt

M

are excel

Sonic The

4 3 Mg M |-|- T
The creators
speak: Dan

he sub-games
add a hitle vanation, and the
slapstick humaour of the first
game is back in lorce. We
oved the first game
although wa'd like
one speeded up
from the early demo nokied
al, | wouldn'l be at all surprised
it we andad up loving this one 100
® STUART CAMPBELL

1993

MARCH

Son of Chuck displays
the fing athletic prowess
inherited from ity parent.

AMIGA POWER

Left: Get a load of thote graphics, Mrs McGinty. As you can see, Chuck If
boasts slopes, curves and loads more of those wacky dinosaur dudes.




Fani of William Gibzon's books will be instantly
familiar with the concepl of Crberspace.

L]

Game: Cyberspace
Publisher: Empire

80 on

Authors: Oxford Digital achioved U ——
Enterprises and vectore arent characters sven
ETA= JU‘I'!,H' have ditferent walks - plus thay'll

noliceably differant when it com
communicating with them,”
How does ha

Briefly: As Richard Yapp
ol ODE says, “It's impossible to
describe Cyberspace brielly
Let's hand the mic over o him
The creators
spealk: Basod on tho - 5an 3, with
tablatop 'al&-Dlﬂylr"_] from lro

Crown Enterprises, C g-."‘c‘f‘-f,‘ 100
creates an antire City wed in
full-screen 3D ﬁersp«:c five. An

asponding
e the playars
guesbons (available

adiusiable head-up-display is the
player interface, thare's no control a
panel as such 1"c -ul on 'r'-""cf

It &l sounds suspiciously like
wirdual reality

“Yaah, i's such a misused lerm, bul |
really haven't saen anothar computar
game which comes as close lo virtual
reality as this one. With the user-definable
HUD the playar can aven dafing how the
game is controlled.”

Is all the action city-based?

Yes, s all indoors = though the you, The
player does get the occasional glimpse of fact that
the world outside. The city actually computer
contains around one million peopla, al che
gaing about their work in 100,000 diffarent ralate op
buildings. Wi're really trying to create a abaut
bving, braathing city = bul we want 1o ather ¢
maka sure that i1 doesnl resull in a worhy characiers s an
Ibut boring game mportant point 1o
The city's inhabitants all interact with ber. IS

fapdying I ns from the compuler
charact
YEs5 Of No
iggressive aic. All thas:

affect

yer sn'l just mited 1o a

elements wil
hiow they, and
thiir

ro'lpa gues

_1|"lI a
gangs, a a5

whig

e does the
oo ahamant it imo it?
@ gama I5 sal ona hundred

years in the fulure, in a

. Cawght breaking in 1o the safe in
thizs woman's apartment.

Above: The impressive first-person
view with HUD overlay.

SPACE

and the corriders aren't 100 sure
ol thelr identity elthar.

CYBERSPACE

Amencan city. A maga

wns mosi of busidngs
mGors

u like Killing the

on the streel has more far
quences r"||'.|";JL.-g!“= there's
eavy a lure element — the player
doasn't nitially know whal tha ulimale
goal is - thera's a fair bit of combat in the
game, Hooking up 1o compulers in tha city
lakes the player inlo cyberspace itsell — a
compuler generaled world within the game
world, Doing this will lead 1o countless

cannon Iar'J-'vr if yo

average ma

Although it's based around the
labdelop game, we ve decided 1o
ust ong ¢ ith tha

achor, w

= reaclr
BTN
interest up, and moving
ther plol along. I a
player isn'l
making much

progr than

“It's like
having a
camera crew
and cast”

Right:
Effectively a
game within

the game,
cyberzpace is
an essential

Iz It clear?

=

" niroduce somathing 10 gu de the '.\.".t!.’"'
one stage further s

S50 what is Cyberspace axactly? Is it
action, role-playing, or strategy?

"Although we've implamented the
labdatop game syslem complelely there's
the 3D aspect — giving evanything a real
time, action stant. The game works on
soveral lavels - i's nol jusl walking around
solving little puzzles. The Cyberspace
gamé enging is such that it's like having a
camara crew and cast - i's then up o us
0 design semething around that. But
whareas a lilm is completely linear, this is
a game of aimost infinite branches "
Verdict so far: Wow, it sure
sounds like an apic in the making. ODE
assure us that it won't be beg but
boring, but thal's always hand
to achieve whan you've gol
an entire city and a

million people noaming
anound INSiIa your
Amiga. This has the
patantial to play and feal
likr nothing etsa ~ tima will ledl
® MARK RAMSHAW

Entering the
world of
crberspace,
where

computer
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The time has come, the Walrus said, to talk
of many things: of shoes and ships and
sealing wax, of Desert Strike and
Sleepwalker, and why the sea is
boiling hot and whether Legends Of
Valour and Transarctica are any good.

JUST WHO DO WE THINK WE ARE?

JONATHAN DAVIES TIM TUCKER

This month, we decided that we'd fry to improve Uniike tha rest of us, Tim used o have an

our superslar images and tell you all aboul the TIM NORRIS exciting job belore he came to AP - he
fafious people we'd met. We asked Jonathan [ So, Tim just what exactly have was a pop star. °| can'l remember exactly
il he'd ever said anything 1o anyone famous . you said to a lamous person? where it happened, but | said ‘They're

I said 'Just there, please’ to Temy “| do remember saying ‘No, over there, on the left’ to Ray Davis, the
Pratchett. Is that the sorf of thing take it’ to Derek Thompson chappie from the Kinks

you're looking for?" Yes, actually, it is who plays Charlie Fairhead in

Casualty. | think | also smiled MARK

at Julia Watson who used to WINSTANLEY

play Dr Baz in the same Mark's a bit of a film and TV guru-type,
series.” You've met all the 5o we had high hopes for some great
real stars, then star-related quoles. °| was working on
the spacial effects crew for a TV movie
and | said "Yas, | think it is' to Roy

, Scheider. What a great guy ha is.”
i

RICHARD

LONGHURST

And what about you, Rich? You
mus! have had a few brushes with
the great and the good. What have
you ever said to a famous chap? “|

once said ‘Thank you very
much’ 1o the late Ted Croker

B A .4 ADAM PETERS
springs to mind.” % We needed Adam this month to balance the pyramid

- |although not for any actual writing). Unfortunately,
we didnl get ime 1o ask him about his ancounlers with

the rich and famous o that's that skeich knackered

DAVE
GOLDER

Dave had a dream come frue
this manth when he
inierviewed Sivester McCoy
ai the Theatre Royal in Bath,
but that wasn't exciting
enowgh for us. “While | was
there, | said ‘Ooh, sorry” 1o Rolf
Harris, | suppose that's what you wamt.”

LISA NICHOLLS

Lisa’s mel 50 many famous peopie, she didnt know
whare to stan. “I'm so lovely,” she said, “that the
stars are practically falling over themselves to

8. talk to me. | think | once said ‘Fancy anothes
™ drink’ to Violet Berlin from Bad Influence!”

‘  STUART CAMPBELL
} y Qur vary own cunning litte Celt (or
something kike that) has met tha most
famous Scot of them all, It was a few
years ago now, and | said ‘Here, use

GARY PENN

Being that much older and more workdly, we

ming’ to Isla StClair.” Frankly, Stu, b
expecied greal things from our Gaz. “| met there's no way any of us can fop =
Lewis Collins in a lift and | wanted lo thal. That's amazing a
82y You're not as tall as | expecled’ -]
but he still looked mean and hard
50 | didn't bother.” T T
o
MARK RANDALL JACQUIE fn
RAMSHAW Ronnie is just a SPANTON z |
Mark's something of a sickening individual According to Jacquie, our own _
romantic al hean - this He's met aimost every Lisa gualifies as a famous z |
month he took his girlfriend famous person and { person. “I's because she gets > '
o Pasis. “We saw Geordie he's sakd loads of things o : maore fan mail than all the o
actor and top pop star Jimmy all of them. So many, in rest of us put together,” o
Mail at the airport,” he said fact, that we didn’t think she said, “and | hate her. I
“and | was so impressed that it would be worth our I've said koads of things - |
all | managed 1o say was whila lalling you about to har, though. | said : '
. Meating him was them. Then, when we _ ‘That looks awful’ several w
mare important fo me than realised that he hasn't written o4 times. I've said ‘Are you
being the editor of a anything for us this month, we U really geing to make it that
compuler magazine.,” decided that it wasn't worth using his cobour?'. Most often, though, 0
photo. But it was too late | just say ‘No.'
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there's
the
vampire
bat cage.
But there
seems to
be a lack
Ll of bats in
the arca.
Oh boy.

A DAY IN THE LIFE

Game: Legends Of Valour through the town gals

Publisher: US Gold
Price: £39 99
Authors: Synthetic
Dimensions
Release: Out now




LEGENDS OF VALOUR

Here's where
they used fo
hang criminals.
Vizit the inn 1o
the north for
more of the

ut g macabre and

from the
blocky cell

9 BOVORS N lﬁ_l-. o

Y A far cry QLI

Try joining one of the game"s
temples - they're divine.

5. Thia Thieves' G
wcadenially) leach

Feod is an essential.
Lef: The Thiewes' Guild - if you
can't beat "em, join ‘em.

As
reapers
go, this
one lsn

very
qrim.
Still, he's
gqot the
scythe ,
¥ o he isa
ay e I w king of reaper.

slapia i 1 L orid, giving

”PGS, or jilst a colleci:

ame

xdort, though followers of the deposad

To cross
reference with
the map in the
Legends Of
Valour box, an
on-SCreen one
is available.
The yellow dot
shows your

J_‘ position.

ANy one time, And
one fask w
way 10 anotha

All this 1o-ing and fro-ing around the

oW Serves o

playe
1o gain ir
exXpanance

things are

on of clever graphic routines? Revealed - all this and more.

S OF VALOUR

HIaImOd YOINY

HDHYWN

EGBGL

(S



Window size one — the poslage slamp version.

b o,
[. -
L ":-—' i
| = W [ S
lf
| e 3
| nothung tor oo long and you jus! o
| thrown inlo an u
2ad 1o aN sons o
adveniures, whe
| et el oo
comeas in
| The il
menton
| Decause a) i snti

actually the maost

mpariant elameant

LEGENDS OF VALOUR

tension aither

b) 1 isnt names, gels

ry good. A directions to them
|

out you new
YOUu ew ackground

r and family profassion

he gambling elament 1o
the game, the digitised piclures
d. temphe and

. Thera's tha
food. The

d stutl with all
the ditlerant racas ol

crealuras, T

ocations. Now this is
playing game - you
graph papar an

But fight

way dilerent characters
have difierent heights, or

exploring are
the way choosing to play a
dwarl gives a dit
avel during the g
yout of the town — with its docks, ils
nd other surprises
s on Sundays
And there's the

Nt eye

me. There's

en an oplion to

i, and points, and ¢ pro of werewolves and vampires =
n e forget all about an
ith a Valour does aflic:

he game has their own
aré being any clear
bad guys. And |

réally must tell you ;

® MARK RAMSHAW

UPPERS Incredibly
@ complex lexture mapping,

clever inlerwoven plot
construction, and nol a stalistic or
dice roll in sighl. The Amiga RPG
comes ol age. This is the only
Amiga role-playing game you
need o remember.

MARCH 1983

AMIGA POWER

O

DOWNERS On a

standard Amiga the lexture

mapping can be painfully
slow (at anything other than postage
stamp size), the sound is under-
used, the fighting is a real
disappointment, and - despite the
graphic style - it still won’l attract

the arcade crowd. It's just one more
reason 1o buy an A1200 (and a hard

drive). And don't even bother
playing it with just a single disk
drive, Oh, and the price is well over
the 1op. Since when did Amiga
games cosl lorty quid? Eh?

THE BOTTOM LINE
Fact: This is the best role playing
adventure game around on the
Amiga. A few decidedly non-user
Iriendly bils and a helty price lag
aside, Valour is a real success. Nol
all RPG fans are going to like its
fresh approach, but this is

just about as advanced as HB =

it gets on the Amiga.




3” Twas the night before... no

that's something else. e . 1
i e

night cap on and the whole |
town is asleep, including | _but that doesn't

. Lee (The Stupid Kid)... stop him standing

SUFFER LITTLE CHILDREN

In celebration of Red Nose Day, Ocean have a way of gettmg you to part with cash

Game: Slee
Publishe

“Waking up
a sleepwalker
is an Extremely

L]
=]
;m
k-
(5]
-4
L4
=

Looks like Lee looked
behind him. Ralph

feigns ignorance.
/

AMIGA POWER




f “It's been
- won excellently

| Sus= put together
\ would and it plays
L have been
> O i dreamily”
window hadn't

been leh open.

(for a good cause).

With Lee temporarilty
hiding in safety, Ralph
was as happy as & cat with
two dutthin lids.

I's not just a puxtle
| game - you get bo maim |
jungle animals toa.

R '-,. 4 - 'hn |L' ¢ “ L a2
II:: '"‘::‘:'II_M'I l Below: I'm swre I've seen 1 ' -. _} '
-:td h:':“m L | that bloke somewhere A ﬂ '* . 4 #
happe " | before, Yknow. | think it was | Y R - 1 e e -

in a Bugs Bunny cartoon and It Ralph doetn’t get maving,

{

HIMOd YODOINY

[

Alter stopping 10 sample the q
C'r G E T coments of a bottle found in the 4,
4 F | litter bin, Ralph and Lee stop for & &

.' . w bi'l;lllllldurn. Bl R I8 8==0 ?{E“‘

EGEL HOHVWN

‘Don't walk in front of the
car = you'll kill yourseN!" 0




? > This leoks
7 like the
h‘-mh

SN Mmm
Y e

. Le” I
Ralph and Lee get in t
some gquick - J o
foxtrot practice.

Great Scotl! What on
carth’s going on here?

——
. 5 T{M RT CAMPBELL

a "

‘f&l 4 UPPERS The central
A ( : i @ character (the dog, not
' the kid) is completely

\ 5 ,,; lovable, it's very easy to get into,

"You re““'r i 7 . and it's extremely addictive. I's
technically spitfing too, with some

hEgil‘l 'I'ﬂ hEl —— ) ' ¥ lovely graphics and fast, smooth
for the poor parallax scroiling.

*f' " DOWMNERS The
’:”Z{ P“'.“pu“ @ controls can be a bit of a
Pnn‘h” pain in the bum al times,
and it's a bit repetitive by the end.
Despite all the celebrity sampling,
it’s a bit lacking on the sound
front, too. Bul hey - it's all for
charides, right?

THE BOTTOM LINE
A smashing little game, and
definitely one that's worth having
3 . in its own righl regardiess of the
missus, get a ; ; Good Cause. Il's not really
load of the size of ; X z v _ T one for the easily- 34
that level. TR g & bre ; L Ml 'rustrated, though.

ALL FOR CHARITY?

1993

MARCH

Alclmdl I f f
mmmmﬁi.dwmm mﬂmmmmthﬂ faith — we're not releasing anything else
siraight to thi charity, but with why shouldn't they? Sleepwalker wasnta  al the same time to compete with i,
Sleepwalker we're talking about just over  game specifically designed for Comic we're not sticking plugs for ourselves all
16%. Is somaone making a killing out of Ralial, it was a top-quality product that over thi game, evanyona’s margins
starving babies? To set the record we'd already spent two years developing  have really been hammered,
siraight, we spoke to Ocean's Gary and had high expeciations of making lols  And anyway, the more
Bracey. ol cash from. We could have just re- money we make, the
“The first thing to point out here is that released Shadow Warriors or come up mare money Comic
things are happening this way at the with a compilation of old stuff, as Relief makes. Al the end

AMIGA POWER
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Publisher: Silmarils
Authors: Louis-Marie
Rocques, Andre Rocques,
Jean-Christophe Charter
Price: £29.99
Release: Out now

Holotov hecps Tacks of your jpurney,
and the gun's there 1o shoot yoursel!
when you foul up.

armen wiped the heavy droplel
from his nosa with the sleave of
his anorak, and paared through
the grime and thumb prints that
covered his thick-lensed glasses. Rain fell
inlermitiently across the deserted platiorm
as he calculated that the next Inter City
wasn't due lor another twenty minutes and
sat back o enjoy his packed lunch

As he chomped on his spam
sandwiches, Wagon Wheel and colles
from a tartan thermos, Darren was
completely unaware of the strange twist
his e was about to take. Which was just

WHERE DO YOU GO 10,
- X .

Wl i -

MY LOVELY?

A

as well really, lor since the mos! exciting
thing he'd ever done in his life was listen
1o heavy matal iracks backwards in the
mistaken belief that he'd receive
instructions from Satan, he was entirely
unprepared for il

As he sal, the eane blue light of a
time-warp shrouded him, Causing sparks
to fiy painfully off his dental
brdgework and numerous
fillings. In an instant, he was
whisked through the millennia,
propalled by forces far beyond the
understanding of us mere mortals

Thi=, unfortunately, is the main
game screen. Dogsnt

look too exciting,
does it?

And then.
{Something
relgvant (o the gama
happens? - Ed)
Then he was standing knee-
deep in snow next 1o a rail line (far larger
than a European standard gauge track, he
noted) and in shocked amazemant he
stared as a massive train blurred past him,
the omate snow plough throwing snow off
the track with such a forca that it 1ook
minutes to drift back down again. On and
on it went, sparks from the funnel glittering
in the iy air above the carmages

And what camages! Ten
sloreys high, antire jails
rumbled past. In massive
stables, mammoths snored
and munchad on hay,
while in glass-covered
carmages, gardenars
tended 1o their crops
Finally, gun crews
Sorviced Massive Cannons
and machine gun posts,
while bawdy ballads were sung
heartily in garson carriages, tha
shutters locked down to keep out the biting
wind. ‘Blimey,’ thought Darren as silance
returned, ‘thal was even more iImpressive
than the 332 Devonshire Scot that | once
saw at Paddington,’

On board, the captain of the train

“Darren
sat back to
enjoy his
packed
lunch”

Transarctica (Who, it should be noted, is
the character you play in the game, this
Darren’ chappy being the invention of a
stalf writer's literary pretensions. - Ed)
was lost in his own despairing thoughts,
unaware that the acne-ridden, shivenng
figure he'd just swept past was in fact a
time traveller from the far distant past
While his personal secretary Kolotow
recorded the results of the lales!
mammoth hunt, the caplain paced
nervously, running over the evenls
of the last few months
He'd believed the
ancient wrilings thal othars
considerad heretical
He'd belhieved that the
ice-age was man made
and could be reversed
He'd been driven
onwards in the belief that
he could unlock the secrel
ol Project *Restore’ so that the
clouds that had obscured the sky
for centuries could be driven away, and for
tha first time in a thousand years, mankind
would sea the sun. Breaking the ica-age
would break the Viking Union's hold over
the world, 50 they'd fought him all the way
Wandering down to the engine room
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I automobiles - except it hasn’t got any planes

4 Ol

frem the operations carriage, spies are
went out, and your icy odessy is mapped.

ne was shocked thal the navvies were still
shavelling coal into the cavernous boiler,
even though the pressure was
dangarously high, Il the boiler blew in
thesa Siberian wastes it would ba
disastrous, but his crew refused to make
any indepandent decisions, and ha had 1o
bl them 10 stop. Such responsibility
meant that he was forced to spend hall his
days chacking on the speed, coal supplies
and sheam pressure

(Sorry lo break vour flow Mark, b
when are you going o say that the game
elemant is jusl an action screen consisting
of & train neltwork, along which you wend
your weary way? And shouldn't you
mention that the picturas, although
beautitl, have ktfle fo do with the game,
orthat the missiles, combat and frading
seem ke a good idea, but are in fact
dulier than a dull thing? Whenever you're
ready, Mark. - Ed)

For months now thay'd been
crossing the entire European/Asian land
mass in their stolen train, avoiding Viking
Union bases and aftacking and loating
Ihedr trains. They'd traded goods like fur

your train
fram
infantry
attachks.

4

sal and caviar for the
essentials of iracks
slaves and soldiers,
buying in areas of
plenty and selling them
for a profit in towns
where demand was
high. They'd gone to
the industnal Ruhr and
bought new carriages
which, along with the
ones they'd capiured in
battle, meant that the
train now sirelched for
nearly a hundred
carmages. He'd sent
out spies to repon back
from all over the
continent, kept his coa
supplies plentiful by
B2 mining, and even

-

TRANSARCTICA

_'
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Lk |
= -ow
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carefully checked his routes out by
sending oul scout cans

And for what? It seemed that ha'd
run and fought, traded and run for months
now, bul never seemad to get anywhera
He'd picked up a few vague rumours
about a sanctuary of warmih, on tha
eastence ol a huge lake monster and he'd
read a lew pages from the joumal of an
ancient scientist, but now he was out ol
ideas. What did it all mean? Where should
P tum next? He didnt know

Sadly, the captain returnad 10 his
carmage, accepting the fact thal he'd
brought all these people on a wild and
futile quest. The guilt of all the wasted
lives o0 massive, the boredom of
travelling for days too greal for him lo
handle. He'd failed, and there was only
ona thing left, He reached for his revolver
Transarctica ground to a halt as the

HAME - BACRINE 6UH

artac

HS GROUND TROOPS

or automobiles in it.

' Control boiler pressure, temperature and tpeed in the engine room.
(N C oS

i £

1t

coal burned oul
and when Kololov
wenl to question
thid caplain, ha
discovered the
body. Panic
nppled through
the train. They
were withoul a leader, withoul a quest,
without hope. They neaded a miracle

A solitary figure limped out of the fog
and snow, s leet gnared by frostbite, its
eyelashes lrozen together. The screams
and babble faded as the Transarctica crew
lurned and stared al this parson who'd
appeared out of the desolate wasles, a
Ihousand kilometres from the nearest
lown. One by one they bowed bafore him
Surely this must be the chosen one

(S0 are you. Chosen for the sack,
thal is. - Ed)
® MARK WINSTANLEY

UPPERS Brilliant stills
@ and impressive music creale

a fascinating retro-vision as
you caplain the Transarctica
through this apocalyptic world.
Being mouse driven, it's instantly
accessible, and the sheer number of
locations mean you'll need both
strategy and planning to solve the
adventure, promising weeks of
exploration before you bring back
the sun.

A

DOWMERS HNice

pictures aside, the game

element isn't at all
interesting, being just a train icon
heading to location after location.
Having to manually add the coal is
another neediess hassle. The arcade
combal sequence is slow and boring

and there's a lot of aimless travelling
betore you can start planning ahead
and progressing with your quest.
Not enough happens, really,

THE BOTTOM LINE
It's pretty much like Storm Master
(by the same people) but with trains,
and although it's a novel idea, it's
one that only partly works. The
attempt at a siralegy/adventure
crossover scores top marks lor
creativity and atmosphere, but
what's lacking is any true gameplay
or addiction. If you're inlo making
copious notes while you play then
you'll like trading and building up
your train, but you'll need

a lot of patience to cope 54
with all the travelling. -

HIMOd VODOIRY
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Starting positions on the |

4 Ragnarok board See, it's— + —

nothing like chess.
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Take some Norse legends, add a little

Game: Ragnarok
Publisher: Mirage
Authors: Imagitec Design
Price: £34.99

Release: Out now

any would quaston the
valigity of converting a board
gQame Ino a compuler game.
They'd say that it doesn't use
the capabilities of the computer to
enhance the game, or that it doesn
provide any moré than a sal of pleces and
a board's worth of entertainment but

al a much higher price, or that

you can't play it in the bath or HURT
It's

somathing. The counter
argument would retakale
that for a star you have a

which provides a batler
challenge 1o those who
keep whopping the butts of
all thear mates, or indeed lor
those who don't have any
mates. They'd point 1o Baltie
Cheass as an example of a board game
which has bean énhanced by the battle
sequences and animation

Anothir good excuse for doing a
board game on the Amiga is that it's
simply unavailable as a board game. This
appears 1o be the case with Ragnarok
Ragnarok, as the manual 50 informativety
points out, ks based on an ancient
European boand game called King's Table
the roots of which can be traced back fo
the Vikings (it says here, although | find it
hard to befieve that a marauding group of
nigrnational vandals, whosa 5088 reason
lor living was that there were still
civilisations around that they hadn't
completely

actually a

computer opponeni ﬂlﬂlel‘

- - -

infriguing
game”

slaughtered, could come up with an
intricate board game involving a heavy
stralegic elemant)

Have you ever heard ol King's
Table? | know | haven't. (Stuart has. - Ed)
And | bet if you had heard of i, or even
réad an in-depth account of how it's played
and thought to yourself "Hmmm, sounds
like an interesting way o exercising my
ntedlect using stralegy combinad with a
ruthless determination to go for the kill
when my opponant is al his waakes!', then
you wouldn'l be able 1o just pop down the

comer shop and gel it anyway
S0 now you have

the chance 1o bay it for
£34.99 in a fascinating

new varnation called

Ragnarok. Not only thal

you also get King's Table

itsell bundied with i

Your search is over, your
lite-time struggle is at an
and, your mission is
complate. (| should be dosng
PR for a living, I'd be good at that

OK, there might be the odd person
out thera who's been dying to get hold of
K ng s Table (or any dervalives) their
whole Iife, but for the most of us i's really
a case of "Well, what's that then? And
wa're really gong 1o néad Some convincing
it we're geing 1o shall out thirty five quid i
a game thal wasn'l inleresting enough o
!'_Ii-!‘:fﬂ‘lﬂ a ttme when human
inlelsgence
strefched
o

Sun

% battle sequences are
© | enlertaining. (Above)
the dwarf is a1 a sive
disadvantage, 10 he
elects to shool the big
quy. (Left) but the big 9o
only needs 1o give him a
good smack in the face.



i o you e moment, but | \ H ; I I . l Einherirar, or white pawn 1o you
you that it's dead easy, an " f and me. Moves horizontally or
V 0 during the - _“h vertieally any number of squares.
| ¥o L i n - =
| e ) -
Frey can only move

diagonally, but can meve an
unlimited number ol squares.

@3?

Glants are black pawns and can I
mowve an unlimited number of -

1

)

.

& L
]
-

Fenrir the woll. He can move two

spaces horitontally and vertically
and skip any pieces in the way.

like a pawn, but has to be surrounded
| on three sides to be taken.
_.l"

can move an unlimited number of
squares hortzontally or vertically.

of Lies. He can move any number
of spaces, but only diagonally.

-
Odin, the main man. He ‘d
L r""llb q.ﬁw

UPPERS Adequate
graphics, nice animations,
helplul pointers il you're a

bit stuck on the rules, and a good
board game undemeath it all.

DOWMERS It s just a
board game after all, and at
thirty five quid it's more

than you'd pay for the, er, real

version (if you could find it).

THE BOTTOM LINE
(I hate to say this because it's such
a cliché and means very little quile
often bul...) Great i you like this
kind of thing. An excellent board
game that looks and plays well, and
even manages to give you abitof a
taste of Norse legend too. A tad
expensive, but it will last you your
whole life as a two player game.
The only shame Is thal you can't
arrange the pieces on your shell
and impress your friends. |

don’l think the box will .
have quite the same ]4 -

Hamod 'U'BIHV

EGE6L HOHVN

effect somehow.
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Ohay men, here's the larget of
the day. Good luck, and dont
forget to leer at that nice
Wate Adiz woman.

| COULD TELL YOU, BUT THEN I'D HAVE TO KILL YOU

Game: Combat Air Patrol
Publisher: Psygnosis
Authors: Ed Scio, Geoff
Bramfitt

Price: £29.99

Release: Early March

aving rasponsibality lor the lives
of thousands of allied soldiers
might seem a termble burden
for a single parson, but in
Combat Air Palrol it's just one of the many
oplions you have in your mission lo get
Saddam Hussein out ol Kuwait or. CAP's
one of those flight sim = and then some -
games, whera you not only have the
option of fying around happily firing off
SAMs, but also control the antire ground

COMBAT AR FPATROL

Contral lower clears you for Lake oM. Hope you
feel the need, the need for speed.

Motice how the wings iweep
back as you gel your speed up?

war as well, Eek, that sounds a bit Iﬂlw“mﬁ.ﬁ‘_

complex, doesn'l it?

Well yas, but thanks to Psygnosis,
CAPis an easy-1o-fly affair. There's
nothing more homible than searching
through a manual the size of the =
Hampshire 1o find oul whare - B -

the ignition key is, bul fm here’s another : b ¥
thankfully the

programmers have ; ‘/""

tho aircraft carner
r'1E“-€'}d"J re Roosavelt,
which 5 sitling i the
realised that no one | \ middle of a sizable
cares about the lack of | | fieat in the Persian

such details , | GuM. The manual
' | recommends thal
/ you use the keyboard
J controls, but it isn't a

In the Instant
Flight mode, you can

ftying game if you can’t
joystick is 1? So

pust skip all the
/ use a oy
swilching to the joystick

complexities, and t:u{hl-.-
start off on the flight deck u::-1

RS de, | took off, waggled
around a bit and

and crashed inlo the
sea a mere few hundred feat
from the ship, Sulfering the
indignity ol being pulled
out of the briny, | sirapped
Into my second plane and
tried the keyboard ke they
suggested, and it flies
perfectly. This sensation
provokes a mixed response. On
one hand, the mation is smooth
and wonderully detailed, but on the olher,
it's a shame you've got 1o fall back on the
keys 1o control the plane with any degree
of precision, as it kind of detracts from the
fealing of fhying by the seat of your pants

~»

“It's so
impressively
fast that

hard to

believe”

Bul back to the look of the gama. As
well as the exterior views, there's the
normal frent view complate with dials and
Head Up Display. You can even look
arpund the skees and, by soma bizarre,
Exorcist-asque manoeuvre, swivel your
haad round 180 degrees and smile at your
startled co-pilot. Switching to tha trailing
view, the control surfaces on your plane
move in a plaasingly realistic way. Il say it
al the end again, bul it's worth saying thal
CAF's just about tha fastest flight sim I'va

seen on the Amiga. and as such it's
one of the most playable ones
Of course, the point
ol CAP is that it's not just
a flight sim, it's a Guif
War flight sim. The
campagn mode stans
you off al day one of the
war and presenis you
with a map ol the Kuwail
with the ground forces of
gither side drawn up against
@ach other. You can target
anamy units for reconnASSance or air
attack, and move infantry or armour up to
aftack opposing forces. Obviously it would
be impossible to fly every sorie yourself,
50 Ihe game takes your parformance from




each mission and
uses this as an
average. In this
wy, i you're
gsastrous in a few
MISSIONS, YOur poor
performance will be
reflected across the enfire
battle haid

Co fing it's based on a
war where the allies had total air
supremacy alter the lirst lew days, there
amn an awlul lot of enamy planes in CAF,
but | supposa there wouldn't be much of a
game without them. For most of the game
they're nothing more than a fast-moving
blip across your gunsight, but once you've
got a Sidewindar locked onlo them, then
they'ra ganarally history, Unfortunatedy,
the same can be said for you, and quite a
ot ol the time you get that sinking feeling
as your hydraulics and engines pack up
and 36 million dollars of fighter goas into a
steap dive. Thanikfully the an ejoct
oplion 50 you can at least walch your

You can spin this
map so last, it
makes you shck.

plane crash from the
safety ol a parachute
Thera are several
difficulty levels, which
15 jus! as well really. On
the hard level you come
under the sort of ground
and air fire that you'd expect
a novice pilol would receive
when he flies a straight, level course
across a war zone. It may be fearsomely
authentic, bul once you've been
downed several times, i's good 1o know
that you can bomb airfields, con
bridges al an easier level where the
dalenders are squinting myopically down
their gun-sights
Air threats are the staple of flight
sims, but with CAP your missions revolve
around destroying the ground targets, and
your arsenal reflects this. Thera are the
usual free-fall bombs, but why should you
bothar with them whan you've gol a high-
tech arsenal? Walle GM-62 are gliding
bombs that you release from a high
altitude and guide in
using a nose mounted
TV camera view,
whare as the laser-
guided variaty give you

anguish of gatting shot 1o

e5, and add greatly to that ‘Gulf
War' faaling

It's & briliant game, and aven
more impn s when you
compare i 1o last month's re
Harrier AVES, I
fast that it's hard 1o belie
unless you see it, but th
faw niggly points
&, for instance,

to load up 50 many weapons

r pla ne just plummels into the

crow t-mnq 80 stupid

render a plane unflyable, so why
alow the 7

COMBAT AIR PATROL

GAME REVIEWS

a close up view of the . er missions, your ; \
largel! that's earily i ey is in single minutes, but
close to the real more aboul my lack of
attacks viewed on the murdarous lavel of

news. These ‘'stand o' ground fire. Small grumbles indead for

L

A
f;_:z::‘r weapons are displayed  such an impressive game Pl iy
e convincingly, save you @ MARK WINSTANLEY &

| CAN'T READ AND | CAN'T WRITE, BUT | CAN FLY A JET FIGHTER. OR CAN P

UPPERS Fast, smooth

and exiremely playable. The

ground attack scenarios and
weapons systems otfer a wide range
of missions, and the campaign is
easy enough o make you want to

play it.

DOWNERS Mol precise
enough control on a
joystick, silly weapon

loading system and, um, that's
about it really.

THE BOTTOM LINE
With plenty of weapons to play
about with, varying missions and an
emphasis on playability

rather than realism, this is

the new bench-mark gamae B

in the genre of Ilughl sims.
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LOTUS 1Ml + BC RID + FIREFORCE + STREET FIGHTER Il +
NICKY BOOM + PREMIER MANAGER + ALIEN BREED "'92

COMPLETE

control

If you're stuck, confused, or just too
lazy to play the game for yourself, Big
Jonathan Davies has the tips you need.

LOTUS Il ...

Stephen
Jaques of
Kowbiggin-Dy-
he-Sea
reckons he's
Jound an extra
course. Type
GAMESMAST
inba the code
bax and you'll
b able 1o play
Ihe special
Course
cesigned lor
ihe programme.

A turbocharger is a device which forces more air into the cylinders.

Bc KI D (Ubi Soft)

Volcanoes are mountaing with holes in the top which eject molten rock (lava).

FIREFORCE ...

Take your roster disk and copy it. Then, if you die, place one ol the rosler disks in the
drive and follow the prompls on gcreen. Onca on the rostar screan, reload the other disk
and your commanda will stll be alive and kicking. You can do this as many times as you
wani - just keep using the same disk for falled missions. Thal's according to Richard
Lambert (aged 14) of Chestedield, anyway.

PLEASE WRITE!

f you've got any tips for Amiga games, send them in. The address is: Complete Contral,
AMIGA POWER, 30 Monmouth Street, Bath BA1 2BW.

gD 1% acb
L P A

IUS Gold)

S’I'REE'I' FIGHTER il

NICKY BOOM

(Microids)

!

o :r lr.r
Pilllmd'ﬂnﬂd

Level 1: MEDIT
Leved 2: KRATTY
Lave! 3: MIRTES
Lovel 4: ARRAX
Leved 5: JANIR
Level 6: TRINOS
Level 7: SiXAN

A snail is an air-
breathing
gastropod mollusc
with a spiral shell.

HHbbRE 1[

W oy Ty

Y #
"‘rFr'
P »

PREMIER
MANAGER

(Gremlin)

ALIEN
BREED

D2

(Team 17)

If's... the codes! (From Mark
Bowes of Darlington.)

Level 2: XXDFA
Level 4: RTHAA
Level 6: LAEEA
Level 8: UYTTA
Level 10: PPEAD

COMPLETE CONTROL

b
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Tim Tucker takes you on a magical journey to the snowy wastes, the graveyard a

Last month we laft Brad back

on the country road after

successiully completing his quest
for the fan. From here go back ino lown,
and at the crossroads tum nght. You will
arrive at Mr Benn's costume shop. Give Mr
Benn some money and he will offer you a
drags, Take i, go 1o the changing room al
the back of the shop and put it on, A door
out of the changing room opens, 50 what
are you waiting for?

THE SNOWY WASTE:
You're in the snowy waste, Take
@ the plank that's beside you and go
south, You come across a fish
leaping out of a water hole. Throw the
plank on the water hole and pick up the
fish from the plank. Go right and you'll
come across an Eskimo fishing.
Uinfortunately you seem o be a bit smelly,

$0 much so thal the poor blighter passes
oul. Far naw, go south until you come to a

rathar strange scena imvohving a walrus
and an ice monster. Say "Hi" lo the walrus
Go left to the ledge, then north where
you'll find a creature trapped in a block of
ica. Ignore him for now, go right and péck
up the deodorant.

Come back fo where you mel the
@ walrus and the ice monster - the

walrus has gone. Pick up the
snowballs by the ice monster and throw
them at him. He will raleasa the creature

he swallowed earlier. Go back to the
Eskime, bul this time wear the decdorant
1o stop him passing out. Give him the fish
and he will whisk off, well chufed, leaving
his fishing rod. Take the fishing rod.

Go back to the trapped creature in

the ice and attack with the fishing

rod. Brad, like a true boy scout,
uses the fishing rod to create a fire and
miell the ice, thus freeing the creature. Pick
up the ashes from the fire before you go.



where fhe walrus is now sleeping. Walk
and then shout “Help®. The litile beastie
pulis you thwough

THE ICE PALACE:

boal, it capsizes haliway across
the lake. Throw the ashes on the

Keep going north until you reach a ledge
across the walrus to reach the other ledge

you saved earlier culs a hole in tha icé and

You're by the lce Lake. Forgel the

lake and a giant sea monster will rise 1o
the surlace and lake you across o the
door of the lce Palace. Push the icicles to
the right of the door in this order - 2, 3, 1
4, Emer the lce Palace

You're in the dice room, Take the

beoom from the right-hand wall. Go

ta the table, peck up the dice and
throw them. On @ach throw a differant
door will open in the ice cosridor through
thé top door, 50 you have 1o keep coming

NCHANTIA

the witches castle. After that it’s all over, really, and you can get back to your life.

back lo the dice room to open othes doors
Go 1o all the rooms and collect a jack,
loud-hailer, ice cuba, magnifying glass.
gun and stalactite end. For the gun and
fhe stalactite, attack with the brush to get
them down from the ledge

Go back to the start of the ice

corridor and you'll notice a pulley

systam. Insar the gun into the
holster on the left hand side, then go to the
right hand side to pick up the sun tan

lation and the glass shard from the tray
Go 1o the top of the corridor and pick up
the whistie on the floor bafore the back
window. Aftach the whistle 1o the lowd-
hader, then attack wilh this lathal
combination (7) to break the glass. Jump
the window and you 're outta there

There's a whole laser system in

this room which you need 1o sor
out before you can leave. Attach
ihe magnifying glass directly under =

HIMmOd YOINY

HOJHY W
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the Laser, then aita
Spots in the room in this onder (anti
clockwise) — ice cube, slalactite and glass
shard. The laser self destructs. Insert the
jack in the door to open it and get out

@ Mow you're face o face wi

herself and she is firing
i bofts at you with alarming
regulanty. Move forward and jump up
when she fires at you (you have 1o gal the
bming mght here). Keep jumpng to avoid
the bofls and maove up the steps 1o the
sprngy seat whara you'll ba boingad out of
Rarm's way
Eun

In the next roam you'll be
lan lotion and you'll slip out of the

by a gigantic hand. We
giant digits

Enter either door and you're in the

lce Maze. Just keep moving and

you eventu ind a box of
matchas. Keep going 1o gat out of tha lce
Maze and you wind up in a room with the
exit being blocked by an lce Guard, Stand
1o the left of the pillar so that you'ra hiddan
from his view and he falls asleep. When
he's delinile ¥ KIpDIng, Creép up 1o hem and
attach a maich from the matchbox 1o his
toes. Aftack with the malchbox 1o set light

1 the rest on the other

he

abbed

o them and ha'll disappaar in a pans
Pick up the fire extinguisher - the second
part of your quest is now complete, Then
rather surpnsingly, Mr Bann arrives from
nowhere 1o take you back 10 his shop

Back in Mr Benn's shop, you need
@ 1o make your way to the Mage
agan (Qo 1o the lown centra and
go north). Give the Mage some more
maonay (he's doing well out of you, isn
he?) You'll be whisked away 1o... a grave?
Yas you're in a grave. Pick up the
Done and attack with bone to get oul
of the grave

THE GRAVEYARD:

Mot surprisingly you find yoursall in
@ a gravéyard. Take the shovel from

the grave you just came oul of. A
vampire emarges from the shadows and
attacks you. Move to the left of the opan
grave as he runs fowards you and he'll fail
in. Look around the graveyard for a
hoover, cross, fray and cymbals, but avoid
all the open graves (the onas with tha
arms waving around in them). Anolher
vampera blocks your way going up the
steps. Get round the side of him and
smack him round the head with the showel

Yat anothar vampire blocks your
@ path, just get nd of him by pushing
the gravesiona in front of him. Go
back to the grave you came out of and
pick up the garlic bread, When a fourth
vampsre appears, eal the garlic bread and
he'll scarpes. A fitth vampire is vanguished
by attacking him with the cross. Tha sixth
vampre needs lo be afttacked from behing
with he Cymbals
You're now free 1o leave via the
gate at the back of the graveyard
which i opaned for you by a
departing vampire

THE WITCH'S CASTLE:

Go straight through the copse -
@ there's nothing at all thera. You'll

come to a gate whach is crackhing
wilh some 50 of myshical psychic
energy (probably). Have no lear, just
walk up 1o the gate and push it. Walk
through quickly becausea the ground
under your fieel crumbles once you're
past tha gate

You are now in the entrance hall of
@ the castle where the fhinal
Nervous? Good

showdown is going o take place

Go leh to the study
Takia th nn;_] that's Ir'|'1|; on tha
floor. Go back to the entrance hall
and go right to the library
In the second alcove you'll find a
Dbook which acts as a secret |
don't they always?) Pull the book
and you enter the Queen's chamber, the
room of the final batthe
The first attack she launches at
you ks a spinil of some kind, Attack
with the hoover to suck up the
offending spook. On her second attac
push the fire extinguisher 1o relaliate. On
the third attack, attack with the fan whila
shi shools (iming is important in all these
artacks). Now sha's down go up to her and
aftach the ring to her
And then, belore you know
whal's happening, you're whisked
Dack 1o the playing held whera
you first lost your liberty (and probably
the baseball match by now), Al last it's
all gver and you're free - hurrah
Time 1o have a decent meal
gel some sleep, and give some ol
those friends you haven't spoken 1o in
ages acall. @
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till floundering? Rich Pelley’s brother's
friend Irom across the road plcks up

where he left off last issue to point you in
the right direction.

By now you should have arrived in the nearest

Momad camp in your balloon. Show the Nomad the

magp, then head off for the willage on the bearing that

he gives you, Continue 1o follow the advice ol every

MNomad along the way, until one tells you that you are

vary close”. An X appears on the map indicat ng the

spol where you should land

Next, walk to the dig site and ignore Sophia as

she falls down a small hole = you'll be reunited with har

in the course of time. Take the [adder down the big

hole and pick up all four objects

Once in the light, the piece of tubing tums oul, in

fact, to be a hose = use it with the petrol cap on the

truck, use the clay jar with the end of the hose and

refurn fo the hole. Locate the filler pipe on the ‘meta

hing" (ie the genarator) and use gas-filked jar with

hiller pipe. Locate the ‘littie metal thing’ (that's the

button) on the ‘matal thing', push it, and a littla

, ight should be thrown on the subject

bl4 Walk fo the right-hand side of room and use

the ship rib with the crumbling wall to

:... expose a large disc. Use the woodean peg with

e, -5 the large disc, the Sunstone with the peg, and
S RN  lake a book at what you've done. Check the

E diatogue 10 see whara 1o sel the Sunstona, then

ing it up accordingly (not lorgetting that you're

suppased 1o be looking from the point of the tall

horns). A hidden door will appear, as will Sophia

You'll be needing the spark plug from inside the

penarator, but you'll have 1o turm it off befora you can

pull it out. Pick up the Sunstone and the wooden peq

and leave

Back outside, walk fo the broken truck, use both

the distributor cap Sophia was holding and the spark

plug in the engine, close the hood and away you go

To Crete, in fact

On arrival, exif left and walk to the ruins of .

Knossos, laking the transit from the other side of |

the bridge on the way. Examine all the rooms until you

find a mural, and se if you can work out what it's |

Irying to tell you. Any ideas? Something about a bull's |

harns? Aren'l there two bull's-horns-looking things

somewhera in the ruins?

in case you hadn't realised, you'll be using the

Surveyor's instrument in conjunction with the homns in

the centre of the ruins 1o mark out where something is

buried. First, push all the stones on the small scale

map unbil you unearthed the two statues. Use the

surveyor's transit on top of either statue, and set it to

the putside edge of the relévant horn (as shown on the

mural) in the centra of the ruins

Repeat the process from the other statue, and

where the two lines of sight met, an X will appear

(donl they always?). Walk to the X, use the ships rib

and pick up the stone

Leave the ruins, walk to the stone pedestal and

put both the Sunstone and the Moonsione there

Set the confraption according to the dialogue and

anather secral door will appear

e

1993

MARCH

AMIGA POWER



INDIANA JONES AND THE FATE OF ATLANTIS COMPLETE CONTROL

Enter and once inside pick up two of the statue
heads. Walk through the door and use your whip
10 peck up the third head
Make your way up the stairs, take the lefi-hand
door and then the door lo your immediate left
Coax Sophia on (o the lift - your combined waight is
enough 1o send the lift downwards. Pick up the
Woarldsione and the stal, look at the waterfall, climb
the chain and go throwgh the left hand door. Naxi, put
fhe three statues on the shelf, walk through the newly
opened gateway, clmb the stairs and continue unti
you reach an elevator shafi. Under the counlenveight
& a chock which you should push with the staff
HI"II.I'I'I 1o the !-.!I'[]'H. and l1ake the door 1o tha TI(I‘I""
The large face on the wall will actvate the iift when
you stick the stall i its mouth. Pick up the gold box
and return 10 the onginal alevalor
When you reach the Minotaur stalue, walk up to it
and use the whip with its head - as Sophea isn'l with
you, this will prowade the weigh! nacessary 1o activate
fha lift. Walk through the door at the back of the
screen, and keep talking to Sophia until you finally
succeed in persuading her 1o go through the hola
above the gale
Go through the door, 1alk to her again, convince
her to put ihe necklace in the box and then wandar
around using the fish in each room until you locate a
haden door behind a wall, Use the ship rb on this wall
open the door and go through. Through the next door
bes the map room. This i5 a Good Thing
Place the Sunstone, Moonsione and Worldslona
9 respectively on the spindle and set them
according lo the dialogue. Go through the door thal
ppens (don't lorget to psck up the stones) and
Kermer will appaar. Tak 1o him, but bear in mind
that i you insull hem 100 much he'll shool you. Hell
wind up with the stones anyway, S0 you may as
wedl give them to him, Break through the wall with
e ship b and head for the sub
Walk 1o the haich and snaich a brel
1 convarsation with the captain in order 1o
convince” him 1o allow you on board. Once under way
use the imtercom 10 ordes the crew 10 the bow, Wander
around locating the controls 1o the ship and collect
some battery acid in the porcelain mug from the gallay
Pick up the cold cuts and the bread as well. Walk 1o
ihe other side of the ven! behind Sophia, 1l har 1o
distract the guard, creep up behind him and aliow
events to take thedr proper, and rather conveniant
course, Take the plunger then use the acid on the
strong box. Unlock the steenng wheel by Sophia with
ihe key and push it. Walk back up 10 the control room
use tha lever, replace it with tha plunger when it breaks
and use it
Finally Steer tha sub inlo the enlrance
1 somawhere on the background. You may, by
ihe way, need 10 reverse
Coming next issue - such greal quoles as
“Place the three stones on a spindle, sat them to the T T (T
opposite of last time and place a second bed in the en pe sulee o
statue’s mouth.”, "What ever you do, don't give in 1o
the professor's demands.” and “Take a look at
Sophia's chast
Tune in same time, same place, next month. @
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FB = Fireberry Bush

il Locations H F H 1 -Il

::fr::‘.:;:::'.:";.,.[ cl[ 4 K H “HoHes H_H ] v |
B o] ; PR H I H e

«A-FWLL; h JLHIPH H HEI[]
e B -F,HI J BB ] L K]
el I JCHH H H

D= The Pantheon of Moonlight
E= Tha Cavern of Terilight

Fu The Emerald Cave

G= Velcanic River

s

1 Last month saw Brandon entenng the fearsome

labyrinth. A few locations in and you'll find a door
crashing shut behind you, and your first task is fo open il
again by collecting enough rocks io weigh the counter
balance down. Suitable rocks are marked on the map
along with the best route through thesea treacherous
cavems. The key 1o surviving is never 1o be withou! a
clump of fire berries, as the light keeps the darkness and
associated nasties al bay. The berries burn out after being
carnied through three locations, but will stay It if you drop
them off in unlit cavems, so you can mark your refurn
route with tham

You're going 10 need space to carry the rogs, so

dump all your passessions somewhere near the entrance
but keep hold of the scroll as you'll need that later

Q—H.

HESeE | futs

Follow the map to get all the rocks and on the way

pick up the coin from the Cave of Twilight and an
emerald from the Emerald Cave. II's obvious when you
think about it

Stacking the rocks onfo the counter balance raises

the poricullis and lets you get back to the wishing
well that's near Darm’s house. Throwing the coin info the
well causes a moonsione 1o appear, which will fit into the
pedestal base of the Pantheon of Moonlight. At this point
ir's worth picking a tulip and getting a ruby from the ruby
tree if you haven't already got one, as it'll save you a lot of
time laler on

Back at the Pantheon of Moonlight, the moonsiona

activates the purple gem on the Amulet. This turns
you into a will 0" the wisp and allows you 1o drift argund

legend, more a game in need

I

lighting your own way, Pop down 1o the Volcanic River
and then, 1o avoid embarrassing combustion, freeze the
lava flow using Darm's scroll. Cross over and you'll find
the: key to the castle gate in a cave al the other side
You're now ready 1o emer Fagnewood, which you do
by wisping over the Chasm of Everfall. Out in the
fresh air again, Brandon wanders through the woods until
he's smashed on the haad by a lump ol falling timbéar
You regain control (and consciousness) in the
laberatory of Zanthia the Alchemist. She asks you 10
fill & flask with magic water from the fountain, but at the
lountain you have anather run-in with Malcolm, who
trashes the place and lakes off with one of the orbs. To
recover the orb you need 1o find the burning tree and then
extinguish the flames using Darm’s scroll again. By




COMPLETE CONTROL
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of a solution. Here’s Mark Winstanley with part two.

feplacing the orb you repair the fountain and can drink flowers to be found are in the Tropical Lagoon break the levitation spell. Bafore you can pick it up some
¥om il. This activates the blue gem in the Amulet, which Lift the rug to reveal a trapdoor which lats you into urchin-type leprechaun thing runs off with it. Follow it right
dispels certain magic. Taking the water back 1o Zanthia, anather saction of the woods. The lagoon is and you'll see a tiny door in The faun will swap the
¢ youll learn about Brandon's heritage and be sentoff once  somewhere norh of your starting point, and once chalice fior a tasty red apple, 5 g sure that you have
more in the search lor bluebermies you'va snalched an orchid and mixed it with a ruby o one and ihen drink the purple potion which will shrink you
These are at the Sparkling Waterfall, which is pas! form the red potion, explore south of the rapdoor 1o find Chat a bil, bung him the apple and voila, one o)
the flaming tree, but by the time you get back, the Crystals of Alchemy Simpla, isn't it
Zanthia's gone off somewhere, leaving you a laboralory 1o This is a kind ol cocktail mixer that magically 1 Head back to the lagoon with the essentials
play with. By drapping a plant and a gem inlo the caulkdron combines potions, 5o if you put in a red and a blue you'll need for your final bust up with Malcolm -
you can create all different colours of potion dependingon  you'll gel a purple potion out, and the other red combines  the key, the chalice and a flower, and then drink the
the colours used. You can fiddie around with this a lot, but  with the yellow fo produce an orange one orange potion and waich the stunning results
1o complate your quest you nead two bottles of red potion, Round about now a royal chalice would be nice, Fly Air Brandon!
ond yellow and one blue. The blue and the yellow you can wouldn'l 17 As luck would have il there's one 1 After landing on the island you'll soon find a
probably manage already wsing a sapphire and the hanging around (literally) not a million miles away from the grave. Placing the flowers on it causes the ghost
biueberries and then a topaz and a tulip, but the only red fountain, but by using your brand new blue gem you can of Brandon's mum to appear and bliess vith a red

~—i®

ay, where.
cl;lﬁalice?
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gem on the Amulet, which gives him lemporary invisibility
This is particular y handy for getting past those naughty
gargoylas guarding the gale, opaning it and getting into
the castie
Once pas! these and another brush with
I 2 Malcolm, your ultimate goal is 1o get into the
Rayal Foyer, which is through the two large doors at the
end of the Graat Hall, Needless 10 say the doors are
locked and ihe two keys are hidden
The first key's in the catacombs which are
l entenad Ihrough the revolving fireplace in the
small study downstairs. Wander around a bit until you find
the force fiaid, than disanm it with the blue gem in the
Amulet. The key is hidden under a stone floor slab in the
room beyond

The sacond is upstairs in the bedroom guarded
1 4 by the zombee Herman, who can be put to sleep
with the yellow healing gem. Find the right sequence of
Da-Fa-Mi-Re’ on the bells before picking up the little
hammer and doing il for real. The picture rises and
raveals tha key
Returning to the study, pull out the books in the
order O-P-E-N, which will make the fireplace spin round
On the other side of the fireplace, you'll find the royal
crown, and with the chalice and the sceptre you'll be
rqj-,'-l(j,,' o antes the final room
The sceptre’s in the kilchen being used as a
1 spoon or something, 50 pick this up and then
unlock the doars to the Royal Foyer. From lef to right, put
then sCeptre, the crown and the chalice on the cushions to

opén the door 1o the Chamber of the Kryagem
Maicolm will sauntes out and give you 5o much
I gnel that youll punch him and then dash into the
chamber. You've quickly got to stand in front of the mirror
at the right of the room and then turn invisible before
Malcolm comes in
Ha's mightily dischutfed at being slapped around
l 7 and fires a spall at you (they tend to do that son
of thing, these mighty magician-type chaps), but being
invisible the spell will pass through you and reflect off the
mirror back at him. He lurns to stone and your roubles
are all over. You've saved the kingdom, offed the tyrant
and everythang is wonderlul and rosy
| think thal deserves a hot cup of 1ea and a few
choccy biccies, don't you? @




3.12.92

Afer deciding that Spodiand was 10 adopt
& more cute, consolasque type of look, |
g8l about playing large numbers of
console games so | could got an overall
mpression of how the graphics are
constructed, like which features are
heavily exaggerated (big eyes
gssproportionale head) and which ones
aren’t (lorso, arms and legs). Why take
this particular course of action? Well,
playing Sonic and Mario all day certainly
beats working

Work on
Spodiand
continues apace
but Craig
Howard still has
time to keep

us informed.

The Hidden come up with a fantastic new
concept for the characters - 1D Spods,
medelled in plasticing and then digitised.

belora F1 Grand Prix was loaded

into it, and after | picked myself off

the fioor, | could still hardly balieve
il. Needless to say, no work was
done that day

9.12.92
Disaster! Not one of our previous
games works on the A1200. How
can | copa without Puggles? Alter
phoning Will and teling him of the
problem, he decides that we'd better
seo if Dong, our new, So00n 1o be
released, stunning arcade platform
game, £15.99 ARP (That's enough
- Ed) would work

7.12.92

10.12.92

Silence fall. A tainl whirr of a disk
drivee. Thred pairs of eyes gaze into
a cold black screen. Suddenty, the
screen was aghow with strange
phosphorescent shapes, “Is it mean! to do
that?,” Simon asked hesitantly, "Nopa,”
said Will,

After looking at loads of console games |
started sketching out soma designs lor the
actual Spods (The characters in the game,
i you haven'l been walching. - Ed). Martin
had already supplied some ideas for Spod
designs, bul ke evenyhing else | decided
1o tampar with them, so off | went
scribbling away agan

11.12.92

Will has now got the A1200 and is
currently finding out whal makes it tick. |
spent what litthe spare time | had still
skatching oul some Spod designs, and
trying to come up with the overall look
of the game

8.12.92
Christmas came early today when |
recaived a brand néw A1200. Corl
Whalt an excellen! piece of
kit! It didn't take long

16.12.92

Will finally got 1o grips with the A1200's
nsides and presented us with a new,
A1200 compatible Dong. Whilst hacking
away al the maching, he found out that it
could do some rather spiffy things and had
produced a little demo of some super hi-
res sprites whizzing in and out of a 256-

Or how about ‘Flabbing in Spodland'?
‘Would we get some royalties for that?

“I wanted
to try for
something

DESIGN A GAME UPDATE

colour, scrolling mountainscape. W all
immediately love tha A1200 and begin
loying with the idea of some
enhancements lor A1200 Spodland

18.12.92
Daspite averything, | wasn't too happy with
some aspects ol making Spoaland look
like a console game (although | didn't want
it 1o look computar-y aithar). Whan you
ook al a console game it usually consists
of lots of primary colours, due mastly 1o
the limited palatte of the machine
Howeaver, people usually warm 1o this type
of look, probably because
it looks bright and
cartoon-like. On the
other hand, mos!
compuler games
g0 lor a limited
amount of
primary colours
but more

Doei anybody ] . -

elie call spitting ‘Mobbing'?
That's what we used to call it at school and
you could use the phrase ‘Spod flob’.

shades of sach colour (the Bitmap
Brothers games are a very good example
ol this, very blue and metallic). | wanted to
try for something totally differant so | want
away and thought and thought

22.12.92

Finally, | have an idea - I'll make the game
in Claymation! This would be a bit of a
radical change, but as Spodland is a PD
Qama wa ve gm maorg room 1o axpenment
wilh different graphical styles. So out |
went for some Plasticing and constructed
a 3D Spod, then digitised it and realised
that this was the way forward for the
graphics. However, all work and no play
makes Cra-g a vary dull boy, so | decided
it was tima | stafied my Christmas holiday
Until next month, this is Craig saying
‘Byeesa!' (Oh dear. Again. - Ed) @

HIMmOd VOINY

HOHYWN

EGBG L

O



m = AAwE WA SRR T EFEE W W N AT R T e

' SPACE CRUSADE-
THE VOYAGE BEYOND

Beyond what, though? That’s the thing. = T —

Er... BANG! That the enamy and not each olher
through 10 new missions
Space Crusade isn't

everybody's plastic

cup of freaze
dried, machine- Chainsaw massacre
vended tme! The Power o
beverage. il has Chainsaw replaces the
o be admitted. A  Power Sword.
blast-"em-up

whare you have soma people hooked,
lo wait 10 and the dwe add a
minules batwesan aach sense of, well, hope
blast and where life and when everything looks e
death decisions are reached with hopeless. Luck? Nah, it e PR S

Publisher: dice (ones with zeros on them, for was a calculated risk T T T T L LTI
Gramilin heaven's sake!) does nol have So il you did blast EREEEER
Authors: In house universal appeal. But the 2 . grapple and slash T
Price: £24.99 (For the strategy and planning . your way bloodthirstily
new missions plus the elements of the game have through the original
original game) there's more of the
£14.99 (New missions only) The Vilous parasites same in the
Release: Out now who suck the life Voyage
Other information: Not oul of pou. AblL Bayond.
A1200 compatible like watching Didarado. Only it's not quite

the same. There ane
SOMe néw waapons 1o el np
with, some new ranks 10 aspire Uh-oh, I've just ieleported stratghi inte the
1o and some naw monslars 1o path of a Dreadnought. | knew | should
reduce to green splodgy messes have gone by tube
(o 1o reduce your men 1o ned

splodgy messes). You Okay, so the new missions aren'l
wiail bl you sea the drastically differant, but if you liked the
new Mark Vil onginal, they offer a worthwhile new set of

ut, hut, hut, hut, hut, hid, hat
splal. Yep, tha lowest form of
maring life is back. They don't
know whal they ve been lold,
'cos they lell asleep dunng the briefing, but
they remamber the motto - ifito movus,
blasio peasus. So it's up 1o you 1o lake
command and try to make sure that

your team of spaced-oul o o r Dreadnought challenges. But | reckon they just about
crusaders manage o shool B Yﬂ“ can ' you meght stretch the concept to its limits. Any more
: : have thought  expanshons, unbess Grembin come up with
The Flamer replaces the . I“s' bl“s' Yul.ll‘ the old ones somathing radically dfferent, would be
Assault Cannon, and is Oh no, it's a green ww .-h“ “gh were mean downright yawnsome

handier for lighting cigareties, mathers, but ® DAVE GOLDER

blobby thing.
ﬂﬂd hﬂFE" thay're just

shghtly stingy UPPERS Ten new levels
maidan aunis that are a logical
compared lo this development from the ones
" But that's not all. The missions in in the original. They're more difficult,
[ ] Voyage are more than just extra levels more perplexing but just as much
;"_ with monsters and rooms in different fun. The new monsters and touches
places. Thay are a logical progression like the teleport pads also stop the
z from the ones in the onginal. A lot of them levels from becoming too samey.
p ook decaptivaly simple, Bul requing a
< greal deal ol thought (and pointless @ DOWNERS | think
= deaths) bafore you work out the bast way Gremlin have had just about
lo achieve your objectives. Some levels all the mileage they can get
even have telepor pads just to out of this formula. There's nothing
E complicate matters, Even more so than really startling or surprising in any
before you can'l jusi blast your way of the levels.
3 through and hope the right numbers come
o up on the Qice THE BGTTDH LI"E
Soma ol tho new levels also look It's definitely quality stuf! and well
< great, especially in the 3D mode. Mission up to the original's standards. It's
E Three (Locale and Launch) has some not really going to be to everyone's
= effectively gooey walls which complement tastes but for anyone who likes o
< the introduction of one ol the new nashes dip their toes into the strategy pool
the Vilous parasites, These ive down every now and then, this -
holes and pop oul 1o trap manneas in should do your bunions Bu =
O adjacent squares and suck the life out some good. =
of them




PIRACY GAME REVIEWS

What exactly is this lascination that everyone
seems 1o have with mazes?

Ha-har, Jim lad, take this black spot to Blind Pugh, etc, etc.

Game: Piracy
Publisher: International
Computer Entertainment
Authors: Steve Fabian,
Francis Staengler, Sander
Domokos, Leslie Vovardy,
Joesef Hevesi, Peter
Tolnayz

Price: £29.99
Release: Out now

The fight scenes are

ridiculously unrealistic.

Everyone shaffles

e e S gbdamars, iCs hilarious.

L]
‘| !

what g
has for a ga

hassle from pirates,
and you're gonna
have to fight them.

An island, where you can

* go and sell rice. Rivetting.

nd = it's lar m»

@ TIM TUCKER

@ number of different game
styles in here, which makes
for some variety.

DOWMNERS

Unfortunately, they're all

crap. Nothing in here has
anything to offer beyond the initial
laughs at how badly it's done.

THE BOTTOM LINE
By trying o incorporale several
ditferent genres into one game,
Piracy ends up having nathing to
satisfy anyone, There's certainly the
potential here for an interesting
game - the strategy and adveniure
elements could be combined 1o
create an interesting

challenge. This doesn't, 34

and the result is tedium,

You can always do a spot of gambling if you
get bored of all the other stulf.
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School ties,
Haircut 100
and Tempest.
Nostalgia ain’'t what
it used to be.

A beautitul arcade
game, but Hiet such .
a great converikon.

Game:
Vector
Storm
Publisher:

Inova Games
Author: Carl W Moore
Price: £29.99
Release: Out now

|I'I'Ip|||:|1"' 15 gvanything All that is

graat in this world

annbuted 1o 5 ||F| through

|r"-|||r'5||: Eump G d A garme K S B miia |'
The second movement of Mozarl's Piano Qo n by som
Concerto Number 21 (in E flat) is a
fan illy structured piece of elegant . the about
simplicity. The Japanese Haiku i all. It's a
poems prasent baautitul n ol an
miniatures of facile 1 :
grace, and Amanda de
Cadenét is a good
example of a parson
wha 5 bo

“1 nearly
wept all over
my mouse

dewy eyed nost
nearly wept all o

ame i :H'!l ']I::-AI.II 1+]
whean

g and simply brilliant fun. Or i
uld t:{‘ Mo dﬂuu' f Iready
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You can plch up
power-ups in she
form of letters, This
one gives you triple
fire power.

O

I's simple 1o play. You're that
boomerang al the edge of the
veclgr and you have to thoot
things coming towards you.

] :Lnd

atu:: ut it, but | really want this to

and iN's br
my heart that it isn'L. Tl

Stralght and squiggly
lines - that's all there
is to it

a complete disaster,
a good time on
L infunating wien |
ow down, but why wasia
opportunity to create a dead-cer 90
h well, That's life. Simpie

o TIM TUCK.EH'

UPPERS 5Such a brilliani
@ game. Exciting and highly

addictive, pick it up and you
won't want to put it down until

sunrise. And very simple.

DOWMNERS The conlrol

system's nol tolally smoolh,

there's some lagging on the
joystick response and it's basically
nol the game it could have been.
Disgracetully expensive too - at £30
Vector Storm ought to have been
bloody perfect, not this half-baked.

THE BOTTOM LINE
A fantastic game that's flawed by

some bad programming. Although
an Amiga version of Tempes! is a

highly desirable artefact, this cne

can't be recommended

with these faulis. ﬁn
What a shame.

13034
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Abowve: Ditxy password when you complete level one.
and 1ome (With that in mind, Il break with tradition
loggy platterma  and give it now, as a reward for any of you
wha've struggled through the first section
Let: Dizxy (the and can’t be bothered to play it over and
e9q) is Lalking over again when you keap dying on level

to a blue two, as well you might, for reasons I'll get
elephant 10 in another moment ¢ it's GSJ 73Q BHK)
who wants That's just one of the little buggy

Lome peanuts. annoyances in the game, though — in the
aforementionad level two, it's only too
easy to get a ride across the sea from a
dolphin, leap off its back, and find yourse
talling through a solid-looking floor and
getting stuck at the top of a differant
screen, from which thera's no way back
into the game. Couple that with the lack of
a laval two password, ol course, and you'll
gel very angry with this very quickly.
Also, it could just ba my
imagination, but I'm sure the
othar Dizzy games dsdn't
"YDII' " gel' make you traipse backwards
and lorwards shuttling

Very angry [
nearly as much as this

The egg returns in his most expensive adventure. W LLRUIERLE (o0 v 0 e

Game: Crystal Kingdom
Dizzy

Publisher: Code Masters
Authors: Andy Severn
(programming and sound),
Brian Hartley, Peter Austin,
Damon Redmond
(graphics), Gerard Gourley
(music)

Price: £19.99

Release: Out now

0, we haven'l made a mistake
= this is a Dizzy game and it
cosis 20 quid. In a slightly
puzzling marketing stralegy
scenario, the Codies have decided that,
although at first glance (and indeed
sacond, third and all subsequent glances,
but we'll gel 1o that in a momeani) this looks
exactly tha same as all the first 16-bat
Dizzy game (the £4.99 Treasure Island

FE e REERR L EI

three where it gets quite

quickly”

Dizzy), 's going 10 cost four times as thing IS sure to raise fantastically nasty-minded
much. Actually, maybe it isn'l 5o strange —  éyebrows in connection aboul things.

the Codies abways insisted thal their with Crystal Kingdom Dizzy, I'vé kind of run out of space
games wera really all full-price products and that's how crap it is here, and there's lots more I'd have kked
and thal salling tham for aight quid was Mow, as I've already said, on first o mention (ke paying 20 quid for a game
always purely a impressions this is Just Another Dizzy and still having to put up with flick screens
marketing thing, Game. But there's been a bit of fiddling and a choice between average music OR
50 parhaps we around goang on beneath the surlace - fearsomely crap sound eflects), but let's
shouldn't be this is a lintle bigger than the Diz epics just say I'm one of Dizzy's biggest fans,
raising any wé've bean used o bafore, and it comeas but | hate this game with all my heart
eyebrows. Yeah, in four separate sections, each of which ® STUART CAMPBELL

right. In whichaver
casa, though, ona

can be accessed with a password via a
neat little spool on Code Masters’ UPPERS The odd nice
Mintendo and Sega cheating device, tha @ joke (‘Yo there, small dude!
Game Genig. Waell, that's the theory, but a Surf's up!’ says Fat Freddy.
bit of a cock-up on the production lront ‘Up what?’ says Dizzy). Um...

meant that the final version of the game cartoon graphics?

actually forgets to give you the level two

DOWMNERS Migraine-

Inducingly convoluted paths

to follow, no password lor
level two, some infuriatingly pixel-
perfect jumping required, no

simultaneous sound and music, no
scrolling, endless loading times,
crap front end, and lots more.

THE BOTTOM LINE
Almost certainly the worst Dizzy
game so far, so a bit of a strange
choice for a near-trebling of the
price lag. Extracrdinarily
annoying and almost no 2 5
| wish | could find & situation in which to say, Yo, imall dude! fun at all.
Sarfs upl” It's sad 1o think that | probably never will.

:HEH‘&&%’L’E 33




Game: The Bard's Tale
Construction Set
Publisher: Electronic Arts
Author: Interplay

Price: £29.99

Release: Out now

he greal thing about
construction seds is that they
mong of lss review themsolvas
(I don't ke the sound of this. =
Ed) Il the game they're basad on is okay,

then the construction set most likely will be

oo, But if the game was a bit nafi, there
won't be a lot of poant in Constructing your

THE |

THE BARD'S TALE CONSTRUCTION SET

LL the part
gdvance &

attempt ing to run ~
awawy .
You manage

B to get -~

tii‘!ﬂllil-

b

goubat ended.

Isil Thania

'u-- Now you can write your very own versbon of Bard's Tale.

- B P!S 4 PTS
tarbrant (=] 8 Ma

AI!D' S TALE

7
b

CONSTRUCTION SET

own versions of i All you really need 1o
now, then, Is whal the gamea’s like and
whathar the construchon side of things
works as it should

Let's start off with The Bard’s Tale
tsell. It's something | felt | really ought 1o
be familiar with, but, although the name
rang all sorts of bells, | couldn't actually
put a game 10 it. S0 | did a bit of
background reading and discovered that
there are actually three Bard's Tales: The
Bard's Tale, The Bard's Tale Il and The
Bard's Tale IV, the last of which (to my
mmense relief) was raviewed in issue 1 of
AMIGA POWER. It scored 67 parcent

Although | probably should have
guessed it, | also found out that the Bard's
Tales are RPGs. They're rather primitive
ones, 100, with a token 30 display of the
wew ahead, an emphasis on fighting
rather than puzzle-solving, and all the

. T IO

If you build a better Bard’s Tale the world will beat a path, etc.

i — hq?dar'; in the Don'lorget your RPG grammar. You are’
nﬂ-:-!.ntﬂ ers . becomas ‘thou art’, participles get
menber inverted. Other changes abundant are.

EROVE MEr
reate a ™
ave party

ik EaTs
3 t?h
L5k Pt

underlying dice throws and lists of
numbers laid bare. Bul what they lack in
presantation and almosphere thay make
up for with lots of action and places 10 go
They'ré npe for the construction set
treatment, than. And, yes, The Bard's Tale
Construction Sel gets the job done just
fine. You can specily all the
things you'd expect 1o

represent monsters. And you
can defing specials: lists of
commands (i.e. programs) o
be execuled whan
certain poinis on the
magp are reachad
This isn'1 as bad as
it 5ounads - the
commands are

But, a though I'm probably in
the overwhalming majority, thal
shill leaves a small minority
who'll be delighted to sea this

“It gets

ITEM EDITOR
SPFELL ELLITOR
MONETER EPETOR
Rl IEE!‘;"I;M! =3

the job done
just fine”

be able o = monslers,
ams, spails and map
layouts. You can
import DPaint
images 1o

simple things like
Have monsior
named X eave
party’, ‘Prinl “You are
dead™ or ‘Regenerate

RPG construction sels are
pretty thin on the ground (in
contrast 10 wargame construction
sets, which are averywhere). If
you're ona of them, well, go forit, |

25 spell points’. Using say. As long as you know whal to ;
tham you can build up the puzzie @xpec, you won'l have the least cause -
side of your game for compilaint o
Trouble is, | found the whole ® JONATHAN DAVIES »
business enormously tedious. I'm a k-]
borderline case RPG-wise at the best of UPPERS Well, it works, o
times, and when I'm faced with one as and the guts of The Bard's =
crudely laid out as this | tend 1o baulk. The Tale are a pretty good basis m
construction sal is @ven more basically- on which to build your own RPGs. T
B presanted than the

ou are facin games, with page DOWMNERS Only pretly z
Gobl in{s) ag 2B after page of text and good, mind. You won't be >
ee t no graphics beyond writing the next Legend, o
v | l t I'IE part v |:g-.||u bE,rIL'l?!."l..J'\U I'm afraid. Not with this. It's not f:}

n } d vance I: 058 you draw cheap, either..
yoursell. Mainly for -
R)un away that reason, | naver THE BOTTOM LINE =
" Jelee ol as far as writing Now you can buy a 3

The Bard's Tale IV. (| UGG ORI L 52
‘(R)un away | should think. Well, you just tweaked the Bard's Tale. That's all
like to make these things as realistic a1 supphed sample

there is to it, really.

O

possible. I'd scarper, no doubt about it. SCEnano a bit.)
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AMIGA POWER

CHESSMASTER
2100

Publisher: Mindscape
Price: £14.99
Release: Out Now

Chass - the game that came down the
pilgrimage trails from the middie aast
Ches game of tactics and conflict
that has lascinated mankind through the

Publisher: Ubi Soft
Price: £35.99
Release: Out Now

topwatch ready, and go! Now

here’s a challenge for an up-

and-coming staff writer, I've

got six hundred words to
review five full length games. So
donning my rollerskates and hooded
lycra body stocking, I'm off.

Okay, you get 11 disks for your
maney, that's a mere £3.27 per disk, or
£7.20 per game, which seems pretty
good value. But space is pressing, so
let's get onto the games.

Well, there are five of them,
and they're all good, which is unusual
for a compilation. They're all quite old
though, but being quite new to this
Amiga lark, | managed 1o miss
most of them the first time around.
Here's the run down, with my

If it’s inexpensive or if it’s a compilation, then
this is where you'll find it. It couldn’t be
simpler. Well, it could, but that would involve
us coming round to your house with the games
we liked and playing them for you.

centuries. Chess - that plonky little crowd-
pleasing show by Tim Rice and the Abba
boys that most people bought their mums
for want of a better or more imaginative
Christimas prasenl. (Chess, that great
biues and R&B record label, home fo
such legends as Chuck Berry and
Buddy

It's kind of strange then to discover
that this chess game (the ‘BEST’ just got
even better!!| boasts the packaging) is a
mixture of all the above descriptions, with
plenty to please both chess purists as well

favourite first.

Populous is one that I've played
before, till about five in the morning, |
seem to remember. It's one of those
all-time classic games that people go
on about all the time. Considered
obsolete and overshadowed by
Populous 2, the original still offers
plenty of scope for making life a
complete misery for hoards of
primitive folk by inflicting
earthquakes on them when all they
really want to do is build nice houses
and have 2.3 kids.

Another classic god-game, and
undeniably in the same vein, is Mega lo
Mania, which is suitably
similar to interest
Populous players,
but thankfully
ditferent enough
to give you all
sorts of new

And if you'd had a total good Laste bypass,
this is the sert of set-up you'd want

as those belonging 1o the MTV generation
of two-point-three second attention spans,
like myself

What wa have here is a chess gama
that really can be all things 1o all paople,
simply because the programmaers have
added encugh options to please everyong
If you want to play a straightforward game
with a simple display then fine, go ahead
If you want a game with knobs on though,
with hinis, voices and a purple and blue
baard with lime green and orange pleces
displayed in isometric 3-D then, hey, you

Ye, varlet. Errol Flynn and Douglas Fairbanks Inr give it some of that

TIC WORLDS

challenges. As a warring deity you
have to force your followers through
the historical pipeline from working out
how to use a rock as an offensive
weapon up to possessing nukes and
SDI technology.

Realms puts you in control of an
empire struggling against all manner of
Orcs, Dwarves and Vikings. There are
eight different scenarios, including a
handy intro game, and where as the joy
of the previous two games is that you
can get straight on into them, the
appeal of this one lies in it's potential
complexity. As well as raping and
pillaging, there's also the problem of
paying for the slaughler, so you've got
lo ensure a steady flow of cash into
your coffers. The graphics are

fantastic and the tactics
challenging, making it an ideal
gamae for all you Tolkien types who
fancy a bit of conquest as a break
from exploring dungeon.

After three games set in fantasy, it
comes as quite a surprise that next up
ts Pirates, a simulation set in the 17th
century Caribbean. With masses of
grog swiggin® and yo-ho-ho-ing, you
either start out as a young adventurer
or choose to follow in the footsteps ol
historical plunderers. The game takes

the form of a series of sub-games
(ship-to-ship combat, duelling,
navigation, etc.) linked by a role-
playing story line. | turned out to be a
pathetic swordsman and a total loss as
a ruthless cut-throat, and consequently
ended my days as a beggar, but
apparently you can sail your way to
riches and fame. Yeah, right.

And finally there's Wonderiand,
which is a no-holds-barred adventure
game. Adapted from the Lewis Carrol
book with you in the role of Alice, it's a
highly polished affair using windows,
s0 you have a text window, a map
window, a graphics window and so on,
and although the game is strictly word-
based, the pictures add quite a lot of
almosphere. Text adventures seem a
bit old hat now, but this is fine example
of what may be a dying game form.

So there you have it, five good but
old games. Whether they re worth 36
quid depends on how many of them
you've already got. They're all good
games though, and | seem to have
done this in less than 620 words. Can |
go home now?
® MARK WINSTANLEY

THE BOTTOM LINE
In terms of hours of playability per
pound, Fantastic Worlds represents
a great deal, but is there anyone still
out there who still doesn’t own
either Populous or Mega lo Mania? If
I'd just bought an Amiga then I'd
definitely get this, but |

think it's probably too late Bu
for you long-term users.

IN1I034d




THE BOTTOM LINE
It depends whether you like chess
or not really. This is a fast, no-frills
version, and if you're more
concerned about the game rather
than fancy animated sprites like in
Battiechess then this is a must, and
being under fifteen quid makes it a
‘get to the shops right now.’ To

non-chess players, well 84

you won't like it then,

In33nid
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THE BOTTOM LINE
As mentioned in last issue's Clone
feature, The Power is a sliding block
puzrie game that's not a million
miles from Afomix by Thalion. it's
competent and cheap, it could well
keep you amused for some time, but
because I've already said | -~
wouldn't buy it mysell I'm 55 =
going to give it..

-
—_

—a

MAS'I'E RS

Publisher: Empire
Software

Price: £29.99
Release: Oul now

here are plenty of
sports games on the
Amiga, but they tend to
vary enormously
between between the classic
and the abysmally dire.
Happily, here is a compilation
including some real corkers, covering
four major sporis sims.

Indianapolis 500 is a 3D racing
simulation which at one time was the
best available on the Amiga, but is
starting to show its age a bit now.
Competition from the likes of Formula
One Grand Prix and Nigel Mansell's
World Championship makes it no
longer the first choice racing game,
but it still has a lot going for it. The
control system works very intuitively,
mare 8o than the fire to accelorate
one sued by Mansell's. Despite the
neat control method, the game's a bit
difficult to get the hang of it at first,

TN —
B L o ~ Il
Bl = —_ f
@l . e __/;'H ‘1

Indy racing seems to be Formula One
without any of the restrictions. Hurrah.

but it does play very well and should
keep you satisfied for ages.

Advantage Tennis is a seriously
smart 30 tennis game. Control is by
joystick or keyboard, but if you don't
mowve your man then the compuler
will take care of him for you, although
he'll produce a non-effective shot.
The animation is supremaly
gorgeous, smooth and enticing to
walch, and although | actually prefer
playing Pro Tennis Tour this is a
game that will give tennis fans plenty
to enjoy.

PGA Tour Golf has been at the

" A
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top of tha golf

sims on the Amiga for ages, and

only now are others catching up, with
Nick Faldo's Golf (reviewed In AP22)
impraving on it slightly. Nevertheless
it's still & very elegant game that will
last you a long time, and anyone
who's interested in golf can't afford
to miss out on Il It's one of those
games that hasn't sutfered with

age, and there's no reason why it
should either.

European Championship 1992 is
an arcade type football game. It's not
Sensible Soccer, let's face it, but it's
not a terribly bad game either, and
coming along with the others in this
package it doesn'l disappoint too
much. The gameplay is similar to
Sensible but nowhere near as
smoath, but then that's the best
soccer game in the world so it's no
surprise. Certainly worth loading up
after you've checked out the others in
the box.

5o there you have it, three
excellent games and one nol 80
good filler. Whatever way you look
at it it's a bargain, and if you have
none of these in your collection it's
a must buy.
® TIM TUCKER

THE BOTTOM LINE
A great collection of sports games,
three of which are contenders for
the best of their genre. There's
loads of lastability here, and plenty
of variation too. If you're

into sports sims you 2
can't go wrong,

IN33034d
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Publisher: Ubi Soft
Price: £35.99
Release: Out now

trategy games don't have lo
be dull and boring. You

wouldn't believe it to look at

some of the drivel that's been
produced over the years, but
thankfully this compilation manages to
pluck out five games which show,
albeit to a limited extent, the better
looking side of brain-bending gaming.
Without further ado, let's see what
these sell-styled masters of sirategy
have to offer.

Hunter is something of an under-
rated and oft-lorgotten classic. It puts
you in a 3D polygon world with a
series of missions which you have to
complete in order to recapture an
archipelago (group of islands to you
and me). There are plenty of weapons
and vehicles to collect and control,
and it's not long before you're

THE BOTTOM LINE
I've no doubt that it's all been done
before, but without such a daft and
misleading name. It's a lot better
than your average budget game, and
besides, what do you =
expect for ten squid? 54 o
Virtual reality? -

engrossed in the subtle blend of action
and strategy. A bit of a gem If ever
there was one.

There's a large body of opinion
that rates Populous as a classic game
- a landmark in the development of
god games. But for me, it's a tedious
affair, with too much
clicking and not
enough
excitement -
the
gameplay
soon gets
vary
repetitive.

So you wanna
be a god? Here's
your chance in
Popuious, and —=
old-bui-gold god
game that
somaething of &
landmark.

you've never played it, you should, but
don't be surprised if you soon get
bored, that's all. Good, but (in my most
utterly humblest opinion) not as great
as many would lead you to belleve.

Chessplayer 2150 is a competent,
but not particularly sophisticated,
chess game (no shocks there |
suppose) from Oxford Softworks. l's a
decent enough rendition of the mother-
of-all-stralegy-games (it dates rom
along time ago, before many of us
were even born), but it has been out-
dated by the likes of Oxford Softworks’
own Chess Champion 2175. 0K, but
nothing special.

On to Battle Masiers, which is a
pleasing blend of strategy and RPG. It
does its best to combine the genres in
an addiclive concoction, but
unfortunately, you're left thinking
whether the game would have been
better off plumping for one

SFi-_ game style or the other,
\'\ rather than a mixture of
5 the two.
Spirit of Excalibur
is a pile of tosh that
should have been left

Ixplore a vast 1D world and blow up lots of things in

Humier. It's like Midwinier, enly with semething 1o do.

THE BOTTOM LINE
A poor man's WWF Rampage, and
we gave that 18 percent. The only
good thing you can say is that (while
WWFI5 marginally better)

you'd only be wasting

eight quid if you bought 23
this one.

INIJN3d
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where it started in Arthurian Britain,
and impaled on a lance of colossal
proportions. It's a laborious mixture
of sirategy and adventuring that takes
the worst of both worlds, and in a
form of negative synergy, creates a
real bleb of a game.

The only game in this compilation
lo feature in AP 20's Definition of
Sound God Games is Populous, and
even that's been out-daled by
Populous Il. So the games appearing
here are not so much masters of
strategy as veleran crones. They are
the fore-runners of some excellent
strategy games, but they are all too old
and too tired. i you hanker for some
brain-lesting sirategy, you'd be far
better off going for a more recent game
such as Mega lo Mania or Civilization.

Bul if you're new to the world of
Amiga games, and haven't
experienced the delights of Hunier or
Populous, then it's worth considering
this as a cheap way to expand your
collection. Chessplayer 2150 plays a
mean game of, er, chess, but Spirif of
Excalibur is best forgotten.
® RICHARD LONGHURST

THE BOTTOM LINE
Two classics, a couple ol so-s0
games and one dud. Not the most
thrilling combination around, but
there's plenty of fun lo be had.
Only worth considering

if you haven't already

got Populous or Hunter, ﬁ ]

1813034



eZ Y . W MEGATRIS + ONE ON ONE + FLAG CATCHER + Q-BIC

Dave Golder, top computer journo and renowned
cheapskate, returns to check out all that’s free in the
world of Amiga games. Apparently, it is possible to get
something for nothing and here, for your edification
and entertainment, is a small selection.

L]

Fortiss PD
AG00/A1200 only
Yep, it's another Tetrs clona. The prefix is
a bit hyperbolic — MNot-Al-All-Bad-Tris
might have been a bit neanar the truth,
because, while thera's nothing radically
new about the gamaplay, it looks great

The graphics are sleek and stylish
and the blocks make a pleasingly metallic
clang when they touch. There is an
interesting, if pretty imelevant, statistics
table that tells you how many blocks of
each type you've used. All the while

1993

MARCH

s

pounding music blares from your speakers
- melninks wa have a demo coder with
musical aspirations hare

There is one oddity about the game
though. It doesn't get progressively faster,
but just has suddan spurts whan things
get all franetic for a few seconds. Whather
there's any logic to these bursts |
couldnt figure out, and the lack of doc
files was no halp

But it does give the game an
int@resting adge, 'cos you maghit think
you're doing well, then suddanly things
speed up, you cant fit the pieces in the
right places, and the whole screen looks a
complate mess that you have to sort oul

when the game slows down again
VERDICT: If you haven't got Tefris
already this excellent-looking rip-off (or
homage as they say in the film
business) is well worth nabbing.
RATING: w*%

ONE ON ONE

Fortiss PD
Mot 60071200 compatible
A bit of a minimalist game, this one. A two-
player duel between a couple of tanks in
which the arenas are mazes comprising
blocks of one colour againsi a different-
coloured background

You whiz about the mazes - it's
prefty nifty as these sort of games go -
firing &t your opponent and trying to avoid
getting hit back. You know the score

It's a-maze-ing! (The lob Centre's round the
corner near the freeser shop. - Id)

have moved on so quickly (do we really want to be
reminded of Ramparts?) but at others times they
remind you that great games are based on ideas, not
flashy graphics.

Q-Bic, a straight update of @-Bert, is a brilliant
example. The gameplay is completely faithiul to the
original. There's a pyramid suspended in space that
has a number of coloured tiles. You control a
Zebedee-like alien who bounces around the

pyramid. As he touches each tile it changes colour,
your goal being to change the whole lot.

Things are made more difficult by lethal blobby
wolsits that also leap about the platforms. The first
few wotsits are pretty thick, but if you take your time
on a level larger blobs appear that mutate into
nasties that follow you around. Life is made tougher
on later levels by liles you need to leap on twice.

The only enhancements that have been made are
aesthetic. The graphics are a lot bolder, the
characters culer and there’s some great use of
sound effects. f you know the game already refresh
your memory and wallow in nostalgia. If it's new to

Unfortunately the game doesnt, and at
the end of each bout it talls you, erm,
nothing at all.

The mazes seem to randomiy
genarated, which keeps things relativaly
fresh, and it runs smoacthly. Bul the almos!
puritanical lack of any frills makes it a
pratty dull experience
VERDICT: Okay, so we're always
saying that the gameplay is the most
important thing, but some kind of effort
in the presentation does help make
things a bit more bearable.

RATING: # %

FLAG
CATCHER

Telescan Shareware
The aim of the game here is to find the
flag on each lovel. It's hidden undar ona of
63 liles and you've got 25 atternpts 1o Kl
up thia right one. The fewer goes you take
the mone points you get

To help there are clues under canain
tibas, such as armows and numbaers saying
how many tiles you are away from the
flag. There are also bonuses which give
you extra poinis of replace used moves

Unlortunalely, bombs lurk under
soma of the liles as well. Find one of
these and all the tiles you've tumed over
and replaced, and you have 1o try to

(Unfortunately, the person respensible lor
writing captions has been fired. - [d)

remember what was where. On the early
levels there are mone halplul things under
the tiles than bombs but this situation
MEVErsas as you progress

Mot that it makes things much more
difficult. | romped through this first time
VERDICT: Nice idea. One problem. It's
too darned easy.
RATING: #*»

aking classic early '80s games that only ever saw  you, get it and discover one of the best cutesy puzziey type
the light of day on 8-bits as far home computers things around,
were concerned (‘cos the 16-bits hadn't even been  VERDICT: Nil points for originality, loads of points
thought of then) and giving them a new lease of for style and presentation. Simple? Sure, but then
@ life is a favourite hobby of Amiga PD coders. Sometimes the best ideas always are.
the results just make you thankful that computer games RATING: & & &
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8” At last, after a month of patient
waiting, here's part two of our
complete and utter round-up of
Amiga arcade conversions. In
this final part, Stuart Campbell
takes you from N to Z... well
actually, at the risk of being
hauled up for infringement of
the Trade Descriptions Act, he
only goes to W, but that's

not actually his fault.

DE CONVERSIONS

THE

A [ A A A o A A T i P T
This doesn't look as nice as the NES version (1), but apart
from a few missing secrel warps it's a near-flawless
conversion of ong ol the mos! lovable coin-op platiormars
of all time. Firmly ensconced at No. 69 in both the AMIGA
POWER and Readers’ All-Time Top 100s.

mmmmtm bit of katana-wielding
thrown in for laughs, except it's not funny.
ORIGINAL COIN-OP RATING:
CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

(Virgin)
Bizarre Cinemascope effect (to replicale the look of the
two-screen coin-op), some stylish graphics and a ton of
wacky special effects hidden away 1o streich the Iespan
of what's actually a pretty repetitive and limited chop-"em-
up. Fun all the sama.
mmuﬂm 6
r umurmmmu. g

SLPRECSE

POWER

ARCADE

technically great conversion, but more imporantly the fiow
is interrupled much bess often by faffing around with disks
and the game’s consequently lots mara fun 1o play.

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

OPERATION WOLF

(The Hit Squad)

The daddy of all the duck-shoot mass-murderama arcade
games, but unfortunalely one that was licensed belore
anyone worked out how 10 do convergions of gamas that
needed more than one disk. This looks an absolute treat,
but with about three disk swaps after every level and
intarminable accessing, you'll be fighting a war against
screaming tedium before you've got through hall the
camouflaged bad dudes the game throws at you.
ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: B8
AMIGA GAME RATING: 4

OUT RUN
(Kixx)

Va1 Im i
Arren :'r"r{h

This didn't look too bad at the time, but beside the likes of
Crazy Cars 3, the crude graphics, jerky movement and
huge loading pauses between stages make it seem really
primitive. I's a haltway reasonable driving game if you
make allowances, but why bother when you could just buy
Lotus 1instead?

- A very strange game to play, but that's not for want of any

conversion accuracy. Cute, original, fun.



' THE A-Z OF ARCADE CONVERSIONS GAMES ROUND-UP

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

PAC-MANIA

{Grandslam)

It's only Pac-Man with jumping, fancy graphics and some
different mazes, but you'd be surprised how much fun thal
tums out 1o be. Another sterling Pac-conversion.
ORIGINAL COIN-OP RATING: 7

CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: 8

A brilliant arcade game in your home.
ORIGINAL COIN-OP RATING: 9
CLOSENESS OF CONVERSION: 10

AMIGA GAME RATING: 9
PIT FIGHTER

(Domark)

A brilliant arcade game in, er, an arcade. Except, um, it's
nol actually all that good, even then.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 6
AMIGA GAME RATING: 3

POWER DRIFT

(The Hit Squad)

There's a very strong Power Drift feel about this
conversion, which is odd as technically it's not even
slightly close. Don't play it if you're prona 1o motion
sickness, though — the fearsome way the screen leaps
around will have you révisiting your lunch in no time,
ORIGINAL COIN-OP RATING:
CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

PLOTTING

{Ocean)

Weind puzzle game, practically lawless port.
ORIGINAL COIN-OP RATING:

E
5

PUZZNIC
(The Hit Squad)

In gameplay terms this is an almost-periect copy of
arcade Puzznic, bul there's one glaring omission - in the
coin-op, successful completion of a level was rewarded
with the gradual, er, unveiling of several cutesy Japanesa
babes in a kit-free scenano, but this feature somahow
didn't make it to the conversions. 5till, a corking puzzier,
and a very faithiul port

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

RACE DRIVI
{Domark)

A much better comversion tha
slow and impossible to contr
ORIGINAL COIN
CLOSENESS OF
AMIGA GAME R

current favourite Amiga game of all tima isn't maﬂy all that
entertaining. Whether it's tha unsatisfactory joystick
control (Rainbow Isiands is definitely a keyboard game),
or the reduced movemen! space afiorded by the bigger
graphics, or the off-putting difficulty level, it's just not as
much fun as the homa version. Along with Rodland, this is
one of the best iustrations of a game actually being
improved on through the conversion process, and you
shouldn't be without it.

ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: 7

AMIGA GAME RATING: 10
RAMPAGE

{Activision)

One of not very many Amiga games thal more than two
players can play at once without buying a special

interface, Rampage is a brilkantly enlertaining giant-
dinogaurs-destroy-skyscrapers-'em-up which sutfers from

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

A great arcade beat-'em-up (a rarity in itsell, that), eye-
waleringly brutal but stsll with longue firmly in choek,
brilliantly converted to the Spectrum, then absolutety
destroyed by some of the mos! inept Amiga programming
seen in living memory. Sub-8-bit graphics, fearsomely bad
control responses and much, much less conspire 1o make
this one of the most dreadful Amiga games ever, full stop.
ORIGINAL COIN-OP RATING: )
CLOSENESS OF CONVERSION: 2
AMIGA GAME RATING: 1

RETURN OF THE JEDI
(Domark)

The third in the Star Wars series isnl quite up 1o the
standards of the other two, having those difficult-to-
conmvart sprile graphics rather than good old simple
veciors, but the gameplay is more or less all there. Sadly,
without the big cinemaltic leel of the lovely-looking arcade
game to hide behind, the gameplay is revealed as nol
raally being all that good.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 4
AMIGA GAME RATING: 5

ROAD BLASTERS
(Kixx)

The mouse control is a surprisingly workabde replacement
for the arcade’s steering column in this Oul Run-with-
machine-guns driving game. So much so, in fact, that it
makes what was a prefty challenging coin-op ridiculously
@asy on the Amiga, 1o tha poinl whare you won'l much
want to bother playing it after the first 20 identical levels.
ORIGINAL COIN-OP RATING: B
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 5

mmammumummmm
hindered by some ugly bugs and a couple of fundamental
design flaws, but 10 the everlasting credit of the Sales

Curve programming crew, almosi all of the game's niggles
and drawbacks were eliminated by a conversion which

didn't 50 much convert the game as write it the way it

should have been writlen in the first place. Excellent stuff,
ORIGINAL COIN-OP RATING: 7T
CLOSENESS OF CONVERSION: 6
AMIGA GAME RATING: 9

ROLLING THUNDER
(USs Gold)
Slow-mowing, sticky 1o control, graphically a bit rough, but

most of the charm of a strangely endearing arcade game
remains intact. | can see you all salivating from here.

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

R-TYPE
(The Hit Squad)

Plays a litthe bit fast and loose with exact accuracy in a
number ol places (especially the third level), but = =




captures the feel of the seminal shoot-"em-up superbly, At
budget price, no game collection should ba without it.

ORIGINAL COIN-OP RATING: 9
CLOSENESS OF CONVERSION: 7
AMIGA GAME RATING: 8

R-TYPE Il
(Activision)

Embarrass your Super Nintendo-owning chums with a
pixel-perfect conversion of a great coin-op blaster which
aciually manages fo run al more or less the same speed
all the way through, It's not actually all that fast a speed,
but it's 80 axcellent you won't notice.

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

SCRAMBLE SPIRITS
{Activision)

Mind-numbingly horrible vertically-scrolling shoot-'em-up
that's obviously a product of the ‘infinite number of
maonkeys and an assembler’ school of programming.

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

SHADOW DANCER
(US Gold)

Scrolhg ninja beat-'e

n&®

AMIGA GAME
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This, however, makes most other scrolling ninja beat.'em-
ups look like complete works of genius. Ridiculous
movement, wikdly (no, really, it's spectacular) inaccuraie
collision datection, and a heap of disk swapping on top for
good measure. Totally hateful.

ORIGINAL COIN-OP RATING: 4
CLOSENESS OF CONVERSION: 8
AMIGA GAME RATING: 2

SHINOBI
(Mastertronic)

This is rougher than a bowl of Kellogg's Nut Clusters thal's
just bean coverad in sand and broken glass, but it actually
plays a lot like the real thing despite looking like all the
graphics were drawn with blunt crayons. Twice as good as
it looks, which isn't saying all thal much really,
ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: 5
AMIGA GAME RATING: 7

Very similar 1o, not as good as, but kots more popular (for
some reason) than, P-47 Thunderboll. Nifty two-player

mode, though (concaptually, al least), and a pretty lop-
noich replication of the original.

ORIGINAL COIN-OP RATING: 8
CLOSENESS OF CONVERSION: B8

AMIGA GAME RATING: 8
SKULL AND CROSSBONES
(Domark)

For reasons which escape us, this one appears 1o have
been released haltway through development. The
appalling control is a nightmare to overcome, and the
game undemeath is so pedestrian that there's no point in
bathering anyway. The orginal was crap, but this is a
whole new world of dreadfulness,

ORIGINAL COIN-OP RATING: 3
CLOSENESS OF CONVERSION: 5
AMIGA GAME RATING: 2

SPACE GUN
{Ocean)

Veery much like Line Of Fire, this is another Operation Wolf
clone with graphics that're just oo much for the Amiga to
handle. It plays reasonably well, and it's quite good fun
with the Trojan Light Phaser, but you'll tire of it in less time
than it took you to read this review.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 4
AMIGA GAME RATING: 5

SMASH TV

(Ocean)

There're two distinct camps in AMIGA POWER over this
one, but since I'm writing this leature I'm going 1o say that
i's a complataly hopeless etfort which ks a pain to play and
doesn't feel anything like the game it purports o be a
conversion of. The difficulty level is all over the place, the
collision defection is worse, the graphics are shoddy and
the control mechanism with one joystick is all but
unusable. | love Smash TV, but | hate this.
ORIGINAL COIN-OP RATING: 10
CLOSENESS OF CONVERSION: 4
AMIGA GAME RATING: ]

SONIC BOOM

(Activision)

Anolther average run-of-the-mill vertically-scrolling zzzz -
00pS, S0TY. IU's not very interesting, this one.
ORIGINAL COIN-OP RATING: 4q

CLOSENESS OF CONVERSION:
AMIGA GAME RATING:

STARGATE
(Arc)

See Dafender.

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

ST DRAGON

(Kixx)

Scaled down (Ho ho. - Ed) quite a bit from the original, but
still a brilliant shoot-"am-up in its own right, with cne of the
mast challanging difficulty curves in the genre. One of the
best horizontally-scrolling shoot-'em-ups around.
ORIGINAL COIN-OP RATING: a8
CLOSENESS OF CONVERSION: 6
AMIGA GAME RATING: -]

STAR WARS
(Domark)

One of the grooviest coin-ops of all time, but the
conversion is a litthe on the crude side. with very slippery

controls and some graphic sloppiness. Never gels you
ducking up and down in your seat as you fly down the
trench, and hence completely fails to recreate the foel that
made the arcade game so great.

ORIGINAL COIN-OP RATING: 9
CLOSENESS OF CONVERSION: 6
AMIGA GAME RATING: 5

The programmers were on a loser from the start in trying
to recreale the coin-op's force-sensitive controls, but that's
no excuse for not being able to write a decent scroll
routing, or for any of the other displays of ineptitude
apparant in this completely laughable pile of old cack. As
far behind Streef Fighter Il as Crazy Cars is behind Crazy
Cars 3, and that's a very long way indeed.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 2

AMIGA GAME RATING: 1
STRIDER
(US Gold)
i
(e

Compared to the original's breathtaking loveliness, this
looks really taciy, and sinca the coin-0p’s good looks were
there mostly 1o cover up the lack of any hall-decent
gameaplay, judging this particular book by its cover is by far
the wisest move.

ORIGINAL COIN-OP RATING: 6
CLOSENESS OF CONVERSION: 4
AMIGA GAME RATING: 4

STUN RUNNER
{Doemark)

A sharp reminder that there are some things an Amiga jus!
can'l be expecied to do. Even 50, you wouldn't be
unreascnable fo expect a slightly better effort at converting
Tengen's brilliant Roacbiasters-in-a-big-unnel arcade

ORIGINAL COIN-OP RATING: -]
CLOSENESS OF CONVERSION: 2
AMIGA GAME RATING: 1

SUPER HANG-ON

(The Hit Squad)

Brilliant conversion of the original, helped immensely by
the fact that you didn't have 1o fling yourself around
energetically while sitting astride a huge and ridiculous
plastic motorbike like you did in the arcades. Still one of
the Amiga's very best racing games.

ORIGINAL COIN-OP RATING: 8

CLOSENESS OF CONVERSION: 9
AMIGA GAME RATING: 9

SUPER MONACO GP

(US Geold)

Things Amiga Super Monaco GP Has In Common With
The Arcade Super Monaco GP. The name, plus it's gol
cars in it.

ORIGINAL COIN-OP RATING: ]
CLOSENESS OF CONVERSION: 3
AMIGA GAME RATING: 7
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. ey ‘ﬁ‘ﬂ F crucially-imporant realistic ball moverment, and hence ORIGINAL COIN-OP RATING: 4 [
it 2 [ Became & complets pain in the B 1o ey Ah ek, CLOSENESS OF CONVERSION: 4 ||
e s JE— b, - ORIGINAL COIN-OP RATING: 9 AMIGA GAME RATING: 2
- ; CLOSENESS OF CONVERSION: 3
SUPER OFF ROAD RACER AMIGA GAME RATING: 4 VOLFIED
(Respray) (Empire)
Programmed by top do-the-job-property converters '.I.H.E s?mltn
Graftgold, this is = well, a job done proparty. Love it. ( - Ill ]
ORIGINAL COIN-OP RATING: g  Dull kind of tkar Warmiors derivalive, sloppily written and " r
CLOSENESS OF CONVERSION: 9 [lorunately amost lotally unavailable, so you shouldn't ! P Gl b
AMIGA GAME RATING: g  have to worry about being tempted by it. : i A A
ORIGINAL COIN-OP RATING: 5 | ¢ et
SUPER SPACE INVADERS CLOSENESS OF CONVERSION: 5 | 5 AR
(Domark) AMIGA GAME RATING: 3 ’
This coin-op update of the most famous arcade game of TOKI :
all time was an axcellent, fast, frantic, pretty and vaned (Oc¢ ) ! — Ll

biasting apic. The convarsion, or, had a nice intro,

ORIGINAL COIN-OP RATING: e |
CLOSENESS OF CONVERSION: 1

A soupad-up version of the briliantly weird and orginal
coin-op Qix, Volfied adds power-ups and aliens and all
sorts of bits and bobs, but only really succeeds in

$

AMIGA GAME RATING: 2 detracting from the classically simple and addictive Eich-
I A-Sketch gameplay. Still, the conversion replicates the

THE EMPIRE STRIKES I coin-op perfectly, 5o If you can't find a Qix machine

BACK | anywhere (and let's face It, you won't), this is a pretty

damn good allemative.

ORIGINAL COIN-OP RATING: 7
CLOSENESS OF CONVERSION: 9

{(Domark)
The follow-up to Star Wa

W, W T T W,

arcade game, but the quality of it . s AMIGA GAME RATING: 7
whale different planet of groovi r.its ™ .
a bit repatitive, and the kind of | s batter as Tha Ocean France lsam have proved themselves lo be WORLD CHAMPIONSH

the odd 20p zap than a £25 in
done all the same.

ORIGINAL COIN-O
CLOSENESS OF C

extremaly well  absolute stars of the arcade convarsion (like, whalever

happened to Snow Bros anyway?), and they didn't do their tsllol‘lffl!
@  reputation any harm with this superb Amiga reproduction
@ of acule butinsubstantial coin-op platiormer. Monkeys in Sluggish, unrewarding d

AMIGA GAME RAT 7  Amarican football heimets? We got ‘em just been voted one of thé

ORIGINAL COIN-OP RATING: 7  Meoa Drive magazine. Th
THUNDERBLADE CLOSENESS OF CONVERSION: 10  "dstngushable from the |
(Kixx) AMIGA GAME RATING: @  ownconclusions
A glorious, epic coin-op (if not really all that exciting to TOOBIN’ ORIGINAL COIN-O &

1 CLOSENESS OF C =

phay). but it looks, frankdy, a bit pathatic on the Amiga. The
control aims for authentic helicopter-type authenticty, but (Respray) AMIGA GAME RATI 5
succeeds only in feeling sluggish and fantastically Dodgy, upside-down controls and unrewarding gameplay
annoying. and what gameplay there was is lost ina weller  conspire to wreck a pretty and potentially neat rde-a-yre- 59 ESSENTIAL
of collision-detection bugs and graphical glitches. down-a-raging-river sort of atair. Original, but crap. m m

ORIGINAL COIN-OP RATING: 8 ORIGINAL COIN-OP RATING: 5 Asteroids

CLOSENESS OF CONVERSION: 3 CLOSENESS OF CONVERSION: 6  pang
AMIGA GAME RATING: 3 AMIGA GAME RATING: 4  Toki
The Empire Strikes Back

THUNDERJAWS TURBO OUT RUN R-Type Il
(Domark) (US Gold) Bubble Bobble
Aiee! A poor arcade follow-up to Rolling Thunder, A much better job than the first Out Run conversion Crack Down
converted to the technical standards of about 1981, Best  (although stil not that close), but the interminable stop- Gauntlet Il
for all concemed if we just try to pretend it never dead loading gaps between the levels really spoil the fiow Rodland
happenad at all, | think. of the game. Flawed bul bearable. Mr Do Run Run
ORIGINAL COIN-OP RATING: S5 ORIGINAL COIN-OP RATING: 7 UN Squadron
CLOSENESS OF CONVERSION: 4 CLOSENESS OF CONVERSION: 6 ‘Commando
AMIGA GAME RATING: 2 AMIGA GAME RATING: 5  Final Fight

\ EFTPOTRM
TIGER ROAD Flying Shark
(US Gold)

Lileless platiorm hack-'em-up with very litile going for it,
cerlainly not this workmanlike conversion job.
ORIGINAL COIN-OP RATING: 5
CLOSENESS OF CONVERSION: 5
AMIGA GAME RATING: 4

TIME SCANNER
[Activision)

‘Pinball doesn't work as a video game'. goes the
conventional wisdom on the matler. Time Scanner proved
conventional wisdom totally and uttey wrang with a great
game that captured the leel of pinball as well as making
use of the possibilities of the medium with multiple tables
and the like, bul the Amiga conversion complately los! the




