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STORIES
We've got the latest news on Amiga
Format Live!, a word from Zool, something
intriguing called The Secret Garden and all
the gen on a few up-and-coming releases.

'I THE GALLUP
CHARTS

Suspense and competition - there's

nothing quite ke it for fostering team

bickering and pathetic penny gambling.
I 4 THE SHAPE OF
THINGS TO COME
Sit back and take a look at Beavers,take a
look at Prime Mover, take a look at... ooh,

Inads more.

72 PSYGNOSIS,/
LEMMINGS 2/

AMIGA POWER

COMPETITION

You want Lemmings 2 goodies? You got

‘'em! There's badges, mugs, records,

games, T-shirts and lots of other lovely

things that we'd just love to give to you.

74 BACK ISSUES/
MAIL ORDER

We don't know where we'd be without our

binders. Shouldn't you get a couple too?

COMPLETE
CONTROL
Darkseed tips continued, the beginning of
a series of KGB tips and Legends Of
Valour. All this and more in the very special
world of Jonathan Davies.

8 6 PUBLIC DOMAIN
WITH DAVE THE

DRUMMER

Qur very own supreme sticksman, and

popular cheapskate, with the pick of this

month's PD

8 GREMLIN/
PREMIER

MANAGER,/AMIGA

POWER COMPO

Get that bod in summer shape by winning

a York Multi-Gym worth £400. It's matt, it's

black and it'll make you look darn sexy.

90 Tane® VT
THING

Your chance to say what you really think

and our chance to disagree with you.

I l SUBSCRIBE TO

AMIGA POWER
This 15 actually a imited offer, so take
advantage of it. Quick!

I I THE RIGHT
PROFILE
Steve Kelly undergoes the third degree.

DESERT STRIKE
Yep! It's really here and it's really
gripping, apparently.

Page 24

FLASHBACK
Flash... Ahhaaa. Saviour of the
universe — or just a minion?

Page 28

B17

There was a B17 in Memphis

Belle, and here’s another one.
Page 34

SIM CITY bll.l.lll
An enhanced version of the
classic god sim.

Page 74

83 FASTER,

PUSSYCAT!
KILL, KILL,

KILL!

Mark Winstanley dons sinister shades
and joyously revels in the most viclent
games ever to be seen on the Amiga.
You'll be blown away.

ENTITY
Okay, so it's got dinosaurs in it -
but does that mean it's good?

Page 38

NIGEL MANSELL
The A1200 version zooms into
view, but how much faster is it?

Page 76

-




This month’'s coverdisk is a real
peach. For your delectation we've
got two incredibly happening
demos. In fact, it's so happening
that the word on the street is that
Take That have been spotted with
AMIGA POWER coverdisks. No,
hang on - that's wrong...

OVER 300

GAMES RATED IN EVERY ISSUE!

REVIEWED
THIS ISSUE

MAY

INTRODUCING DISK 25
ENTITY

Loriciel's Entity, the
everyday tale of a powerful
girlie and her bid to save
the world, has been on its
way for a while now. And,
erm, here it is! And not
only do we give you a
whole level to play, but
some preview shots of the
other levels as well. We're
too kind, really.

FULL PRICE
Desert Strike
Flashback
E Arabian Mights
22, - BT
ARABIAN NIGHTS ERRY e

Cutesome puzzles and an Evil Lethal Excess
Vizier. How sweet!

ENHANCED
VERSIONS

Sim City Deluxe e s T
Nigel Mansell's World
Championship 1200 s —TE

Page 32

BUDGET

Carnage - eermrrermeaa a9
International Tennis 100
Pinball Magic

F Y Future Wars

International Truck Racing
102

LETHAL XCESS
It's lethal, it's, erm, excessive
and it's on..,

COMPILATIONS
Quattro Power Machines-99
Blg Box 2 cccmassnanna 102

BEAVERS

Grandslam's Beavers
which, apparently, is a
platform game with, erm,

PUBLIC DOMAIN ™
beavers in it, has to be

From the Tth to the Sth of May
you can meet the AMIGA

Kastle Kumguat -B6
Mouse Impossible—-——-B6
Take 'Em Out <—cccesieneeeB6
MNumerix

quite the cutest thing we've
seen since, ooh, Rodland or
something. Play a level for

yourself, but don’t come
running to us if it makes

you cry.

POWER team at Wembley. As
part of Amiga Format Live 93,
they'll be at the AMIGA
POWER arcade along with
the latest blockbusting
games!

ALL-TIME 43

It's AMIGA

POWER's

second
GAMES birthday
and, to celebrate, we've updated
the All-Time Top 100. We've
taken our last Top 100, the
Readers’ Top 100 and our own
personal faves, and we've
compiled what we think is the
most definitive chart so far. Read
on and argue among yourselves.

HIMOd YOINY

GOT A FAULTY DISK?

® Oh nol Are you sure? Before you go any further, try the procedures described
in the panel over the page. If, after all that, you do have disk problems, simply
place it in an envelope, along with an SAE and an explanatory letter, and return it
NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns 25, Discopy Labs,
PO Box 21, Daventry NN11 SBU. Don'l send it to us. Don't send it 1o us. Don'L..
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YOUR DISK AND YOU

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

# All of this month's games are one
mig only.

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

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

@ Just 1o be on the sale 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 1o play one of the other
demos. When you do so, simply
follow the instructions above.

® Remember 1o keep the disk you
are playing your game from in the
drive at all times. And remember -
switching the machine off for 20
seconds or so before loading a new
program will help prevent disks
being infected by stray viruses.

@ Have a good time.

OH NO! SOMETHING
WENT WRONG!

& Are you sure?

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

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

AMIGA POWER Disk 25 Returns
Diskcopy Labs

PO Box 21

Daventry

NN11 58U

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

Game: Entity
Publisher: Loriciel

I you're the kind ol person who reads
things from the back to the front,
you'll already have seen the review
of Loricial's Entify on pages 38 and
39 (or, indeed, 39 and 28) of this issue
But than you probably wear your clolhes
upsade down and talk lo cheese planis as
well, 50 wa're nol gaing to discuss it with

CORE

LLLERELLRLL]

LIFE W3y

EEENGY G0
TE.:

W s it & small girl or a

you. Whal we ARE going o discuss is the
whopping great playable level of the game
that comes on this month's coverdisk

THE PLOT

Mow might be a good time to correct a
mistake we made in the actual review that
wa've only just discovared. Tha Enfify, you
see, is a girl. We don't mean it's solt, we
mean it's female. This demonic dude-giie

Irom another dimansion was imprsonad in
a geant stone monalith asons ago by
Milgram the Wise ahter leaving the fridge
door open or some other heinous cnmea,
bul now she's escaped. Whoah, scany!

In the full game, you have 1o battle
through five levels to reach the only
weapon which can kill her, Erinwhe's
magic boomerang (look, we'ra nol making
this up), but in our demo you only need fo
worry aboul, well, kiling lots of dinosaurs
Hurrah for that, sh?

il -

oL T rr

0000592

! - -
e e'Ne

Game: Beavars
Publisher: Grandslam

I's been a while since we first had a
look at this original {ie it's not a
licenca) plattormar lrom Arc
Developmants, but it's looking bettar
and befler as time goes on. In it you play a
beaver (surprisa’ surprise’) called Jethro
and your predictable mission is 1o collect a

e

v T

o i

3, P 004

load ol stars, lor reasons which will
doubtless become apparent in the finished
plot. Bui hey - these aran't jus! boting old
ordinary platiorm game stars, oh no

Some of them are sneaky stars, which'l
duck oul of the way when you try to collect
them — your only chance is lo creep up on
them in a thoroughly sly and underhand
manner and catch them by surprise. Tch
it's prachcally Oparation Stealth, innit?

-..‘;‘-;.--

THE SCENE

So that's it, really. Platform game, collect
stars, occasionally creap around a bit
Unforunately, there's still all this space 1o
fill, 50 let's have some waffle, eh? To
finish this particular dema level, you'll
have fo make use of the log pulley
transportation systems (or lifts) which
you'll find up in the branches of the trees
Using the log pulley transportation sysiem
imeohves nothing more complicated than
linding the log pulley transpodation
system swilches attached lo tree trunks
throughout the stage, and pulling them (by
prassing up on thie joystick). Pulling the
log pulley transporiation system switches
will make the log pulley transporiation
system work, and hence transpor you
around the leved. On logs




THE GAMEPLAY

MNathing oo tricky here. Run around, shoot

|:I|ﬂ05<'l.u-'ﬁ_ avoid Razardgs 1r'-[‘ mairn :'ID:I'I':
of the lavel is 1o collact three pans of
Bismuth's Sceptre, for reasons which, er
wi'ver forgotien. You'll find clues as to
whera the sceplre parts are located on
parchments dotted around the landscape
(pull down on the joystick 1o read them)

but you'll have to study tham vary carelully

for them to make any sense. The only

other important thing 1o look out for is Blly

The Dreamer's wand, which, when
activated, will create extra, temporary
pativways which kead to usaelul pick-ups

SCORE DOZ7F00n
] ml;al l:lo:lh you
can just see the trailing
'Ind{? ““E I'.'Jilr

'%,_

LIFE

THE SILE

Qoah, it's a whopper, missus. How big?
We'ra talking 60 screens wide by four
scraans lall, and by our (admittediy
lenuous) grasp of mathematics that's no
less than 240 big screens of dinosaur-
bashing action and japery.

THE LARCH

The larch

WHAT?

I'm sorry, | don't know what came over us

B2 EMEREY 52

i .

wdind here she is in a
particularly motherly

0 pose. Come closer,

ULLLRR ]

1™ FERRLY WS

This is a platform that
you've got to find a

switch for. Fligh the
switch and A'll move.

o

gy = e ...‘ r".-—.---- e

..”DIW"‘-’ -
THE BAD GUYS

There are soma bad quys in the
game Ordinar Iy you'd be abda to
kill ma ny of them with your
spinning beaver tail attack, but
tragecally, all the baddies in this
level are too tough for your tail -
the only thing you can do with it
in the demo slage is burs! the
balloons which some of the
enemies float around on, But do it
anyway, ‘'cos i's fun

THE OBJECTIVE

Apart from collecting the stars, there's one
other thing you have 1o do in order 1o
complete the demo. Lying around
somewhere you'll find a hunter's raccoon

P

_0D0 12091 -
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wE 16"

00012214

hal You'll need to use the log pulley
transportation system (which | think wa've
coverad in sufficsant depth already) to get
1o it, but I'm afraid that's the only clue

you re getting on this one Collact the hal
and go 1o the exil, and you've done it, guv
Good, as they say, luck

Quick, tu|
iton
{21
happen:

= R 1

MY WD)

L"'r..‘:.;‘...

S 00011968
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EXTREME VIOLENCE

As promised, it's the long-
awaited ‘secret level’ codes
for last month's shareware
coverdisk frenzy, Exireme
¥iglence. Just go to the title
screen (the one with all the
power-ups on it) and type
either DUNE, TERMINATOR or
LAWNMOWER, followed by
the RETURN key. The voice
will go “Bingo!” if you've done
it right, and you'll then start

the game with an intriguing
range of aulomatic power-ups.
Stay hungry!

HIMOd YVDOIAY
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We are all interested in the future. For that is where we will spend the rest of our lives. With games like...

EAFRIR (214
these rames of
main sprite.

mpresiad? | am-

- action of
| Mard core.
7 Locks cool.

Games: Hard Core,
Malfunction, Ben-E-Factor
Publisher: Various
Authors: Digital lllusions
ETA: September 93 to
February 94

Briefly: Digital Ilusions are the excellent
programming team who'll always be
remembered for the lush Pinball Dreams
and Finball Fantasies. After those
astounding panball excursions they'we
decided o tum their attenbions
to mare vaned game genres
| spoke to Frederick
Lilligren to find out what's
up their sleaves

The creators
speak: "Hard Coreis a
blast-everything-to-pieces
5hoot-'em-up, but the
nowvelty 15 thal it features two
different perspectives: side-on
and top-wew. It's set in the future
when a robot created as the ulimate
weapon escapes and goes berserk. You
have to destroy it.”

How do the two perspectives work
together? “Thare are three levels of side-
view horizontally-scrolling action, sach
with two sub-levels. Add to that two levels
of top-view SWV-type action, and you can
se@ that there's a lot of game (two games
in fact) to ge! through, It's not signed to a
software company yel, but we're hoping 1o
get it outl by Seplember

Or

“Also in production ks
Malfunction, a top-view shooter in the wein
of Alen Breed, with elemants of
Paradrotd in it too. It's more of
a one-man RPG in space -
thare’s plenty of

interaction with aliens,
rabots and computers
This'l probably see
daylight alter Christmas
“Ben-E-Faclor has
been kkenad to Lemmungs,
but it has a feel of its own. II's
a puzzle game inskde a platform
game. The plol revolves around your
atternpt to recover the stolen "Ramnbow

planning to do
a third pinball
game”

o ut
The side-view

It does have a certain Lemming
ness about it, deesnt T Puziles,
plattorms, small sprites with
various qualities - it's all here.

Machine', helped by a group of
merry men. They all have ,
g diferent abilities - some can build

traps, walk through fire and 5o on.
It should be out in September.”

Finally, what about a follow-

up to Pinball Faniasies? “We can't

say an awful kot al the moment, but

i
'!.L‘\h:m we are planning to do a third pinball

E game called Pinball iusions. Il and

when it arrves it will feature multi-
ball gameplay and it'N be a lol betler than
the: previous two games. It requires
entirely new coding in order to implemant
the multi-ball option, and we don'l want 1o |
ose any reaksm, 50 this ona is just in tha
planning stages al the momenl.”
Verdict so far: We'l have 1o see how
the gameplay shapes up, butit's good fo
see a diversity of genras coming from this
superb team. I the quality's up 1o that of
ther previous classics then we're in for a
fun tima, though | have to admil the idea of
a third pinball game excites me the most.
® TIM TUCKER
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Dear All: Arrrved af the caravan site
without a hitch - apart from a bil of
a nasty incident when we tried 1o
light the Primui s1ove!

Game: War In The Gulf
Publisher: Empire
Authors: Oxford Digital
ETA: Late April

Briefly: Pacific Islands, but in Kuwail
The creators speak: David Pringle
at Oxford Digital is the co-designer of War
I The Gul, the latest in Empire’s series of
battlefield simulator’ senes ol groovy lank
games, It lakes a slighlly diferent angle on
tha Gull War, in that there's no longer a
huge and extensively-equipped
multinational fighting loree trying to eviet
Saddam Hussein from the rich cilfiglds of
the "19th province of Iraq’. Instead, there's
Team Kuwait, a group of mercenary
vetarans of the original Desert Storm (War
fn The Gulf is sel in 1995, after a second
Iraqi invasson). Team Kuwait consists of 16
tanks in four groups of four, all of which
are controlled by you.

So, your objective is to
force the Iraqes out of the
newly-captured lermilories
which cover some 400
square miles of
topographically-accurate
Kuwaiti landscape, “Il's
not 50 easy to just walk in
off the street and pick up a
map of the Kuwaili oilfields
from the embassy,” says David
“If you Iry, they seem fo assume
you're a member of the SAS or something
In the end | had fo use the extensive map
library at Qudord Univarsity, and we added
a faw extra features 1o liven things up a bit,
100. The Gull State oifields aren't, er, all
that interesting to look at, you see.”

Talking of things interasting to look
al, War In The Guif will leature the
distinclive graphic style of the earber
games. Oxtord Digital, in fact, claim (with
some apparent justification) to be the
piongers of the mixing-scaled spntes-with-
palygons lachnique which has since been
used to dramatic effect by games like
Wing Commander and the PC's amazing
Uttima Undarworids, But whather they

“Set in
1995, after a
second Iraqi
invasion”

designed it themseives or not,
i's certainly an effective
graphics angine, and one
which gives the games a very
dishinclive look that's much
moré stylish than most gamas
in tha ganre,

War In The Gui's major
selling point, though, is that
like the previous games in the
sanes, every single baitle in
The game IS indnidually
coded. In many other strategic

The on-site facilities were
¥ . prewy basic, but at least
== there was no problem with
" finding somewhere o park.
©h, and thanks for that tip
about always lcaving a
window slightly open - it
really does gt hot out here...

R
Tor tha first fow days, |
slayed In and praciised my
Hadonng imprrianalion

pranks on the Club 18-30
crew just down the road.

wargames, the enemias ara
given a sel of basic characterstics and
conditions from which thay then adapt
individual conflict 1actics. But in War in The
Guif every Republican Guard unit you
meéat has its own indnidual ‘character’
which means that it will always attack you
in its own unique way. “So, although the
25 battles of the game (the
captured lermonas are divided
into 25 separale individual
maps which you have to
work through ene by ong)
may nol seem [Wke a bol,
compared to the
‘housands ol
variations' ol some

there aclually seems
o ba mona vanely using
thes sort of approach.”

Lastly, David, is it okay 1o base

t on such a recent confict? Aher all pELF

Desert Sirike copped a fair bit of ‘bad
taste’ flak when it first came out, “I'm a
Iitths uneasy in some ways, but the use of
the scenario does lend an urgency which
certainly adds to the product. Al the end of
the day, this isn’l the sor of product which
gharifies war, and thal's what matiers.”
Verdict so far: We've seen very little
ol this and it's far too early 1o form a
decent impression, but Pacific Islands was
superb and there's no reason whatsoever
nod to expect this to be batter. And who
knows, maybe this one will even sell, oo

® STUART CAMPBELL

ol the competition ar

I's a nice change from your
[iEgEs, standard ‘package holiday -
the local tourist attractions
are pretry thin on the ground.

Well, soon itll be time to catch the Mlight
home again. But the best thing of all iz that
we can do it all again next year! Seec you all
bach in the office soon! - ‘Beely'.

- _c.’#"_ i
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Game: Beavers
Publisher: Grandslam
Authors: Arc Devments
ETA: Late April

Briefly: Grandslam's latest is the tale of
Jelhro the baaver, Jethro, unlike other
beavers, doesn't spend all his time lazing
aboul in rivers, buslding dams and slapping
figh. Instead ha indulges in culesy platiorm
fomps in an ostensible attempt 1o rescue
his family from the Rocking Rabbils, who
have kdnapped Jethro's wite and kids
because thay're jealous of his chart-
topping career (sorry?). To save them,
Jethro has 1o make his way through 20
levels solving lots of puzzies and avoiding
a whole bunch of snoogly-woogly nasties
from exploding rockmen to gangslers and
trilby-ed snowman 10, sk, rabbits

—

L)
What can we

one? Well, it's a smowbound
and it's very hard to walk properly.
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Beavers arc well camouflaged against rocks. Thar's

e why they build their dams in dry stone walls... (Ir,
WL T ] ¥
3 Ij.':.\-’:lr RASALAN  Linds - they dont) _sorvy, In rivers. Oh dam.
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Mr Beaver has 1o collect the stars and thwack the
ristous rockmen with his wendrous tail.
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The creators speak: We spoka 10
Dawid Birch ol Grandslam. “Jathro's a
greal character - there are somo really
good bits whera he teaters aboul on the
edge of the platiorms and whisthes o
himsall. He's 50 well animated, especially
when he spins round and flattens the
baddies with his tail, and the way his paws
r@ach out when he jumps. Actually, the
animaton was done by the same team
who did Nick Falgo's Golf.

I think Beavers is going to be an
ncredibly cute game. It's not quite there
yet as there ara lots of little changes to
make. The backgrounds thal you can see
on the screenshols al the moment have
bands of colour running across them, but

-~

capital of Mongolia,
Thus ends today's first
lesson. Thank you.

" s |
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wie'ra Irying to get mora of a graduated tint
s0 they'll be a lol smoother.”

Jethro moves through the levels,
jumping from platiorm to platiorm, sliding
along the flatter parts and leaping up 10
collect stars. He does seem to shde a lot,
which is especially comancing on the
snowy lovels. “Beavers is full of nice [itha
touches and it's a funny game. We really
do want it to be as good as it can
possibly be. Alter all, there ane
loads of cute platform games
on the market so for
Beavers to stand oul it's
gol to ba very good
indead. Thal's why wa've
Incorporated a puzzie
elament, 1o
mak it more
than just anoiher
platform game.®

Tha puzzles involve lots of moving
platiorms, a kot of which won'l budge
unigss you've turned the right swilch on
Also, there are loads of clues dotted
around the place thatll help Jethro find his
family. The levels seem 1o be fairly big, 5o
finding the swilches takes some lima
Beavers certainly doesn't look like the kind
of platformer that you can skim through, in

tact tha first level s blimmin' dithcull
Maybe a tad 100 dithicult for a first
level, David? “It is very hard,
I always skip it. | think we're
probably going 1o make
thal one the twedfih level,
or something like that.*
Verdict so far:
Okay, so Beavers is big,
it's not too easy, it's got a
cute central character and
i's cerainly playable, Take a
look al the demo on our
coverdisk - we think you'll Eke il It
sounds ke Grandslam have still got a low
things to changa, but we'll definitely have
the full review next month
® LINDA BARKER

T s

Al it's & tree fish - a
species very commaon in




Game: Blastar
Publisher: Core Design
Authors: Bob Churchill
(dasign), Roberto Cirillo
(graphics and design), Tim
Swann (code)

ETA: June

Briefly: “The inspiration for Blastar
came from an old arcade game called
Sinesfar, which was also a multi-directional
scrolling shoot-'em-up. We thought the
markel was lacking a lop-quality shool-'am
up in this genre,” said a spokesperson for
Core Design, yesterday

The creators speak: Bastaric a
five-level shool-'em-up, promising frantic
gameplay and all sorts of technical
wizardry (50 frames a
second, 'rul:‘!,l

animating
backgrounds', you
know tha drill by now). But haven't we all
had enough of this kind of thing by now?
*Paople ask the question, ‘Do we
really need another shool-"em-up? Wa
answer that with ‘Do we really need
another gamae?”, says Tim Swann, the
gama’s programmer. “We're trying to
create a game that people will enjoy
playing, and there can't be enowgh of
those. Of course we're irying to develop a
better game than the others in tha
genra, bul we're Irying to be
uniqué and create a game
that's more playable and
not just prefty. Even
though it is.”
Er, yes. "To
keap it intaresting,
there are three
diflerant kinds ol
scrolling. For
example, while
tha main gamea is
360-degree, the
bonus stage will be

Hang on,
what's this -
eptioni
sereens? This is
. all beginning
 te spund it
L1

Pawer-ups are oll very nice, but let's hope they
don't gel in the way of the classically simple

', Sinistar gameplay.

!

scrolling wheraas the

vartically

last stage will go
horizontally. Not anly
that, but each boss
stage will be ditferent
from the aclual level
The mechanic stage,
for example, will be in
3D, but the boss will be
viewed from the side. We've also tried fo thien
make it mare fun by ketting the player star
on any of the first three levels, so
everyons gets a chance 10 see some
different bets withoul gethng 1oo frustraled
“The game was actually

originally designed back in
1980 by Core’s Siman
Phipps, and then re-
designed by Bob
Churchill, John Kirkland
and Dan Scott, but now
we're updating it some
mora. Wie've been working
on i for about threse maonths
now, and we keep tweaking it
lo include naw ideas that wa
think of as we're devaloping it, bul
we're slill hoping 1o have it fnished and n
the shops by the beginning of June
IY's not an easy task = the Amiga

isn't really a good machine to do a
shool-'em-up on, due o the
hardware not having

] any addibonal
el coites like he
. consoles. If |
was doing a
console
version

* (That's enough of your fraflorous
console-loving falk. - Ed)
Verdict so far: Sinisiarwas one of
the hinest arcada b ever, and
saveral games (Photon & nand
.'q.l'l'h'."l,‘S 1o name a .’_II'}JF'.P
ofthand) have taken
inspiration from il withoul
ever capluning its
wonderful feel. In lact
Sinistar, for a game that
was an H_.II'I_'!'-"L‘E',' menor
SUCCEss on iis arcade
release, soa ave
bacoma 5o ng of a
Haly Grail among software
developers - practically every
lecious obkd games-Diz nostalga bul
will sigh moumiully whenever you menton
the name. Il's foréver présented as

the near-mythical Wilkams design team
{also respansible for Delender, ‘~rs--:.1 B,
Joust, Mooon Patrol, Robotron, Smy
et etc). And nghtly 50

It's oo early 1o 1
succeed where the others failed, but if i
comes anywhere close it'll be sure of ;
warm welcome al ANIGA POWER
@ STUART CAMPBELL

It's a big wibbly picture of a planet. But why?
Hﬂhnﬂillhhl,ﬂ-lhﬁ

evidence of the complete wondrousness of

HIMOd YVOINY

EBGL AVN



1993

MAY

AMIGA POWER

And here we are at Mexico City (we think)
although it looks a bit like the city from
Akira. The track's shaped like your "III_';.III

Game: Prime Mover
Publisher: Psygnosis
Authors: Interactivision
ETA: May

Briefly: It's a motorcycle racing game
You control a molorbike and race around a
track trying 1o baal other people riding
molorbikes, That's the plot, okay? There's
bean a general lack of good motorbike
racsng gamas on tha Amiga, although
recently we've seen both No Second Prize
and Road Rash make a good imprassion,
butl hera comas a new contender for the
crown from Psygnosis

The creator speaks : Mark Blowitt
of Psygnosis brought an unfinished
version over for us to have a look at, and
rather kindly let me have a morning's

worth of entertainment on it. That's all very
well, but it doesn halp you to understand
what it's like, 50 | had to ask him a few
questons about it as well. It's a hard life
wriling for a games magazing, you know
S0: over 10 you, Mark. “At the
mament it's a straight racing game. We've
cancentrated on getting it as smooth, fast

Onwards to Thelma and Lovise country,
but where did the rock come fromT Mote
the wind-blasted buties in the distance.

S0 grab your skid
. lid, hit the open
- B road in your
power band, er,

and playabie as possible.” It certainly is all
of thase things, but what about the play
options? “Before you race you choose
your biker and what kind of bike you
wam to race on, from a lst of five
They've all got different
characteristics, like some are
faster, while others have
balter acceleration and stul
like that.” They've also got
nifty mis-spall names like
Nitemare and Huricano, and
look suitably rock-hard

So what about the
locations? “There are 12 race
tracks at the moment, each in a
differant country around the world.” Are
ihiy based on real
couwrses? “Loosaly. They're
what we call Tactional
tracks. Thara are

fogqy, SamP;
W's wet and cold, 38

GOT to be the nalis

knee-down slides,

LT, WS,

“Smoother
than the
cream in a
Twinkie™”

pland countryside.

similarities to the real tracks, and they
have similar names (for instance Iske of
Women is the Brihsh track and Brosten is
the US one).” Hmmm, sounds like the lack
of a icenca 1o me, but never mind, “The
backgrounds have graphics suitable 10 the
location - for instance in Paris you're
racing round the Eillal lower, and in Britain
you're peering through a fog. Some
feature obstacles on the track, like rocks
and sagnposts, which slow you down if
you hit them, and do enowgh damage
10 put you in a lower pasition in the
race.” Not too uniike the originals
n that respect, then
The conitrol leets vary
*  natural - can you fell us
| aboutthat? “The great thing
about this game is thal
you can decide on your
favourile control
method: either fire’ to
accalarale, or
. "' joystick up’ to
L accelerale and back
1o beaka. You can

also choose
.‘l between manual and
automatic gears.”
So is thare
anything else 1o go in
the game? “We can'l say at
the moment, but yes, thera'll be some
surprises.” At this point Mark got very
cagey and palmed us off with
some rather excellent
Lemmings 2 pin badges (if
you fancy some for
yourself, lurn 1o page
72), 50 1o see how the
game turns out we'll
have o wail for the
official release in May
Verdict so far: II's

racing games we've sean

the animation's smoother than the cream
in a Twinkie™ . | can’t comment on the

realism, simply because I've never hurtied |

around a race track on the back of a
matorbeke at nidculous
speads, bul it does seem
to be a good semblance
of the real thing, minus
the wind and clammy
leathars, Keep an eye
oul for this one, it could
be the kast word in
arcade racang aclion on
the Amiga. (But isnt
that ‘Amiga"? = Ed)
® TIM TUCKER

this hat just
h race track.

+ Ahh, waich out for that iree.
© 1 Umm, the course is shaped a bit
’ like your digestive tract. Well,
| think so. Phew, finished an last.

certasnly ona of the fasiest |

The graphics are impressive and |



displaying an uplifting and terminally smug moustache.

What a bloke on a horse has to do with either trench
warfare or biplanes is a complele mystery 1o us all.

ANICIEN
ART OF WAR

IR = “

IN THE SKIES

Game: The Ancient Art Of
War In The Skies
Publisher: MicroProse
Authors: Barry, Dave and
‘Dea Dee’ Murry and Joe
Gargiulo

ETA: Late April

Briefly: Lord Kitchener, the Red Baron
and Kaser Wilhelm jostie for appearances
wilh the ancienl Chinase warlord Sun Tzu
in this arcade/wargame Crossover. Sun
Tzu, the hero of Wall Street’s slimsest
insider trader Gordon Gekko, wrole some
seminal journal on warfare (which explains
the ‘ancient art of war bil) and lois of
chaps with leather trousers and liowing
while silk scarves provide that important

in the skies’ alamant

The creators speak: Barry Murry
first read the book which first inspered the
team. “This ona's numbar thrae in tha
Inkegy that stared with Ancient Arf of War
in 1984, and was lollowed in 1987 by

Ancrent Art of War at Sea, and all three
combine the flavour of a historcal penod
with the teachings of Sun Tzu to create a
fun strategy and tactics wargame.”

Ah, yes, the humour. Mow from what
| can glean from the history books, four
years of trench-bound hell and the
annihilation of a generation of young men
aren't the most obvipus source of mirth
and hilarity. So why does the game feature
wacky Huns with smug moustaches?

“There'ré a couple of reasons for the
humaour, Firstly, it allows the game (o
break oul of the sirict confines ol the
strategy game genre by presenting a fun
alament in addition fo the sirategy and
tactics, which comas through in the funny
starter campaigns and commanders, Also,
the production team are all a

An example of The Big
Picture, a concept that WW1
Generals were 1o fond of.

The game's played mainly on this map, which shows all targets,
© batgs and planes &3 well &s all the jcrapes with Harry Hun.

httle quarky, and we couldn't resist shppang
in a lew jokas, even il we're the only ones
who'll understand tham,”

Choosing from an actual W1 battle
map, or one of ihe jokey ones, the player
can scroll around the front kne, choosing
largets and missions from vanous
airfields. The aim ol the game's
1o caplure the enemy capital
by advancing the ground
forces up lo it. So, should
you dasiroy the airfields
(thus weakening the
enemy air power), of
bomb the faclones
(stopping plane production)
or just flatten tha villages (1o
appease your crueller, darker
gide)? The tactics aré up 10 you
You've also got to

Old enough 1o

Rill, but not to
drive, which |
wasn't really a
problem in 1914.

decide what to do with your hghters, as
sanding them to defend the bombers
increases the chancas of the bombers
reaching their targets, but keeping them
on the ground allows you 10 scramble
them against attacking lorces
If you're into tactical stulf, you can
stick 1o this screen, but it's
also possible lo jump in’ 1o
any of the combat
sequences and do your
own thing in little arcade
sequences of bombing
runs and dogfights
Thiasa are just ike the
Biplane game on the old
Atari VCS Combal can
only with betler graphics. This
isn'l a bad thing, just nol
everyone's idea ol a good time. As Dave
Murry says “Soma people like fast action
some don'l, 50 we tried to provida tha
flexibility 1o satisty diflerent types of
players. if you don't choose the dogfight or
bombing, thén the gamea will work out the
battle and display the outcome. We toak
greal pains 1o balance the arcade and
lactical levels of play.”
Verdict so far: The PC version's
already oul and fun to play, and it looks
ke the Amiga varsion's going 1o be pratty
similar. I've gol reservations on several
cownts though. Firstly, the PC version
accesses the internal drive a lot, and if this
translates to masses ol disk swapping, i
would senously break up the flow ol the
game. Secondly, like quile a few
arcade/strateqy games, there might not be
enocugh arcade action for the zappers, or
strategy for the wargama fans. We'll all
jusl have o wait and see if it lives up o its
advertising promise = "Il WW1 had bean
this much fun, wa'd all still be fighting.”
® MARK WINSTANLEY

HIMOd VODINY

EBBEL AVHA

&)



JUST WHO DO WE THINK WE ARE S m

Here at AMIGA POWER, we don't just test
games. We review the living daylights
out of them - Flashback, Desert Strike
and Entity to name but three. But first
it’s time to ask (and answer) that
perennial poser...

JUST WHO DO WE THINK WE ARE?

LINDA BARKER

Linda’s spent this month getting settled in
Whare once Winona Ryder stared
mourniully down at us,
thera's now a plethora of
pics of Norwich,

everywhera, sha's
also threalened fo

curtains. Unlikely as
it may seem, Linda's
homeliness seems 10
have had an effect on
some of the AP leam

put up some flowery

STUART CAMPBELL

In an unprecedented
movie lowards
domesticity Stuart has
started making snacks (ol

a kind) and passing tham

P

¢

Stuar, "1 never knew
il was 50 easy!”

DAVE GREEN

The rest of the leam are convinced thal
Dave is not of this workd = thal he is in
fact an alien baing. The evidence is
overwhelming: his shoes pump up, he
knows lar 100 much aboul mid-1980s

homely. Whal's
mona, his Iauqh
Is definitety
not of this
planat

JACQUIE
SPANTON
Jacquie's litfle cormar
is wery neal and
cosy, but that's

about as lar as

I

ol tima she
spends Irying
1o avoid hom

comiorts. If she
needs something to eal, she'll just go to the
pub; if she needs a break from stanng at a
Mac screen, she'll just go 1o the pub; il she
needs a dink, she'll just go 1o the pub

Norman Wisdom around. Made of pop music and, get this, he shows no it goas
and strange pop Primula cheese inclination Jacquie is in
stars, And, as wel spread batwaen two towards fact quite
as slicking lovely Cheddars, they go anything even farmous for W
plastic daisies down a treat! Says remolaly tha amount

MARK WINSTANLEY
Mark i currently embroiled in a bit of a ‘domestic’ LISA KELLETT
with Stuart. Y'see, our Mark is Lisa seems 10 think that the entirg AMIGA
claiming that he invented the TIM TUCKER f POWER team are in need of fattening up. On
Cheddars and Primula snack Snoogy Woogy, s he's a normal day she'l ur-l.h; in two
and thal Stuan stole the idea aftectoneiely known around these pats dozen cream cakes and
Fortunalely lor us, Mark's - atiamptac 1o MEkE & SOUIS for N lovad one enough bananas 1o fead all
" rr last waek, We tried 1o wam him, bul ha 4
way of consoling himsel ; i the chimps in caplivity
15 lo bring in vast NS Wl & peracty iont ana vy After two weeaks of this,
amounts. of gxolic- concoction —:gulc! be rustied up from a the leamn had to fall o
! lew ol Mark's sandwichas. Needless lo T
g - their knees and beg
sandwiches and et Aadibl Lisa nol ta bring in
then sell them at unmitigated ﬁ ANy more
; disaster - !
ridiculously inflated doughnuts
prices to Tim. At
school, Mark i
came 1op in . -"f
Home S — o
Economics ﬁ ﬁ
=]
RICHARD DAVE GOLDER z
LONGHURST We haven't seen much of Dave this (7]
Richard's been a domesticated father- month. According to a very reliable source »
figure for a while now and he's very good he’s been perfecting his own unique 7
al it In fact, only last week ha bought his Homaboy recipe. Seing (o]
youngest into the as Dave's favourite TV 2
AP office and show is ‘Food And JONATHAN DAVIES m
] proceeded 10 Drink’, we thought this Jonathan had a very interesting b
IF = change its nappy involved Homepnde telephone call this month. Someone =
i 2 So overawed flour, but it seems claiming 1o be from Bowyers -
! L { worng wa at this to have more o markating department called .
f remarkable leal do with his him up and asked him what his Y
_;)“ of domestic drum kit, a favourite brand of sausages o
' engineering that Public Enamy were. Jonathan, unfazed as w0
we all had to baseball cap avar, answarad: “Sainsbury’s. If =
have a go. The and strange, thara's an and on which I'd spend my
young un was abrupt hand lasl remaining cash il's sausage, Irend
nol impressed signals &3 Sausage and mash.”
=




It’s a hit on the
Mega Drive and
the SNES - and
now it’s even
better on the
Amiga.
Heads up!

ix

Your second mission

Is to destroy two
airfields, ane of

" which is shown here.

#
'

Game:

Desert Strike
Publisher:
Electronic Arts
Authors: In house
Price: £29.99
Release: Early May review, and
15 Hirmily

@ at AMIGA entrenchad in thal

reguilar in-
house chart
polls, the most popular

“Most-likkahy-1o-1um-
out-1o-be-a-crazy-
person-who-goes-

cavght using

Mark has "shot’ straight
1o Numbar Ona after last
montih's desturbing Walker

DEALING DEATH FROM _I_HE SKIES

AMIGA POWER MAY 1993

O

POWER have position thanks to the
photograph of him thal
decorates his ‘Faster, Pussycat!
Kl Kill! Killl” feature in this
currently baing that for '".lllyﬂne very issua. (Mot fo mention
the ‘Faster, Pussycat! Killl
KR KGR feature itsell)

As lor me, baing the

on-a-rampa g.e-'{JL. nd- 9““5 Sl'lﬂ'“ ld kind of person who gets
tha-offica-with-a-gun’ ha shn'ﬂ' upsel during the more viokant

maoments of Tom and Jerry, the
rést of the leam will agree that
I'm pretty tar down the char. | might

-
L
-
' exireme
viclence,
and as a
subject matier
for games it's

ofen essential
but in the real world

whe tries to kill you. it's a sin and a crime,
- . s and | baliave that
- e : o amyone caught using
e’ - % ¥ guns should be shot
- I'm not, than, the bast
g - person to review Desert
bestbe 7% Strike. Not because it's full of
described as -~ guns (if that was my criterion for
a supreme pacilist avouding games, I'd spend mosi of
who finds all war stupid, my time dodng nothing and waiting for
all firgarms completely £ Lammings 3 = Nobody Gets Hurt in
superfluous 1o our exislence as This Ona, Honaesf). No, more because
civilised human baings, and anyone who 1's so Inghleningly serous and realistic
uses them compbetely mad. Sure, | like the  Take first the situation thal you're placed
odd feature film portraying (fictional) n. It's sat in the Middla East where, from



DESERT STRIKE GAME REVIEWS

STRIK

Far left: The map screen gives
you loads of helpful info.

Left: If you pick up the TV
crow theyll never leave
you alone.

Balow: A nice blg
oplosion. Kerr

W

oul of the confusion ol religious and racial VEarnmin
conficl, a madman has amon
leader ol his race. He intends lo star my worthy compatriot
Armageddon, and his name is General Mark “Kill Kill Kill" Winstanley. What's That's fine then, bul we don't spend
Kilbaba (an s o on of "Kills- happaning to ma? thirty quad for a good intro 5eq
Babies’, in my opinson). This isnt ke a Let's calm down and start at the we? You want 1o hear whal the
prebénd situation whare you ¢ | beginning. Ona of the first things , this has
spaceship Innng 1o delaat an
empire of unpronouncables. This
5, ike, real, man. Somaihing

wery similar to this

$Cum, ina
Ssimilar 1o i,

X L1

i as tha M

Al ke, Il you don't already kno

strikes you (ha) aboul this game is b

n acknowledged lor some time as one
that it's extremely professionally ol the best games on the Mega Drive, and
done. There's an incredible thia recent conversion o the SNES has

CanEmatic o

O reminiscent proved a succ

p0. Wie Amegans are

happened just recently and of Apocalypse Now, and the last to get it, but the good naws is thal
may well happen again this accompanying music I's the best version of the lol. The
When | was handed this AN cls really graphics hava been improved, in paicular

ou up for the the really meaty explosions that
action. Similarly with the accompany your destruction of the anemy
ophons scraan, 1he whoka

game my bottom lip
wobbled, lears walled up
n my eyas and | had o
supprass the urge 1o moan
“We're all gonna die

As | said, | wasn't on first
consideration the besl person (o review
1. But how wrong an impression thalt was

the sound Is massively improved
Doasn't feel good?

though, everything
about the gameplay that made the console
VErsions a success has been retained
here. You're piloting an Apache helicopler
What an uttary fabulous y all the and you have 1o complate lour campaigns,
game. Not long after I'd loaded it up | was estsound  each consisting ol vanous sub-missions
overhaard by the others hissing “die on an Amiga gama yat) You have 1o complete the missions in a =

yoursel!

5 and absorbmg

1 h :J" = this could be the

THEY TRIED TO KILL ME!

EGEL AVIN H3aIMOd VYOIAY
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specified order - although nothing actually
prevents you from doing them in any order
you like, you will sustain more damage
from attacks if you
don't attempt them the

way you're tokd to | did ence in
During the an Armenian

campasgn you nead 1o restaurant,

constantly keep your with hilarious

eyes on three consequUEncas.

imponant faclors (But

I've anly gol two eyes! e

- Ed how much fuel ey L

you've got, how much o o

ammunition and how et

much power your
helicopter has, Fuel and ammunition can
be found all over the area, somatimes
under enemy hangars and tents which
need desiroying first. Your ammo takes
thres forms - the cannon, and Hydra and
Helfire missiles, The cannon is good for
shoating down foot soldiers and anything
that doesn't fire back, but when faced with
Rapiers, anti-aircraft guns and suchiike
theén you need (o reson o the
maong powertul missiles at
your disposal. The
Hallfires are awasomae,
bul they're in short
supply, 50 use them
sparingly, Swapping
between the
Weapons systams is
done with the space
bar, which can be a
pain whan you're rying
a Incky manoceuvre and
being shot on all sides by
everything that General Kills-
Babies can throw at you. But it does get
eashar with practice

Your helicopler power is a measure
of the amount of armour protecting it from
engmy fire. The main way 10 recharge this
is 1o pick up MIAs (iriendly troops who are
‘Missing In Action’) and return them 1o one
of the landing areas. The MIAs are
meanwhile being shot up by lool soldiars
50 if you miss any of them on a pass, the
chances are they'ra not going to be
around when you come back for them
This idea of picking up MIAs 1o ensure
your survival is a mastersiroke for a
number of reasons. Firsl, it gives you
another task lo constantly come back o
while you're Irying to complete the main
missions. Second, it's in your interests 1o

—

o~ -

"G &
.

take on randomly-scattered ground forces,
of else they may end up killing your
valuable MiAs and lpaving you
dangerously armour-free
And this is what's so great about the
game. Because il presents your objectives
in a specified order, you might think that
i's going to ba an extramely linear
stralegic run-through with no variation in
the gameplay when you have to start
the gama again. But you'd be
wrong, because with all the
other factors you have lo
bear in mind you never
seam to play the same
game twice, And once
you've got through a
campaign, you can
always come back and
fry to do it without going
for any more ammo, or
other similar challenges
The actual pace of the
gama is quite slow ~ there's no last
flying or Top-Gun-style acrobatics. The
control system is a bit unusual but, once
you're used to it, gives a tangsble sense of
realism. Mot that I've any idea whal it's like
1o fly a helicopter, but | imagine it's quite
like this, Probably, Your gunship is always
at the sama haight, which is actually pretty
bow, 50 low in fact that you occasionally
bump into buildings and racks that get in
your way. It's quite a skill 1o pilol it
effectively, but it's very satistying when
you do finally get better and starl pulling
off some cool manoeuvres. As you can
see from the screen shots, it's all viewed
from an isomelric 3D perspective, which is
unusual for this type of game
But what is this type of game? It may
look like a fairly standard war-themed

3 L, \.J [
shoot-"em-up . ==
(hke, isn't it just, when all's said and
done, Commands in a helicopter?), but
whan you play it you realise there's no
othar gama quite like it The stralegic
alements are enough fo make it intriguing
without causing immense boredom (my
usual reaction to strategic alamants in
games), and the satisfaction of blowing up
anamias in glorious technicotour has 1o be
expanenced lor yoursell

As | said at the beginning of this
review, balore seding this game | wasn't
the type of parson who'd get into a shool-
‘em-up with the Gulf War as its theme.
Now = well, just you try getting me off it
It's gat me completely hooked, and it's one
ol the lew games that come in which gets
evarybody in the office looking over your
shoulder saying things like “Can | have a
go?" and “You didn’t want to do that”, I'm
afraid there's only one thing for it - you're
going o have lo go oul and buy this
® TIM TUCKER

UPPERS It's hard to
@ pinpoint individual elements

- this game just works
extremely well as a whole, Special
mention should be made of the
sound, which successfully conjures
up a gripping war-zone atmosphere,
and the terrific explosions when
destroying an enemy. It's massively
addictive too.

DOWNERS There's no
@ variation in gameplay, and it

could have done with a few
maore campaigns. It's all a bit yellow
too. The combined joystick and
keyboard controls can be a litthe
awkward to get around in the heat of
battle, so try the keyboard only
option, which might sull you fine.

THE BOTTOM LINE
A real must-buy. Forget about any
war game aversions you might have
= you can't be any more pacifist than
I was, and this has totally converted
me. It just reeks of quality all over,
and you know you're playing a game
you're going to want to come back
to. It arrived just too late to get a
mention in our Top 100, bul I'd go so
far as to say it's one of the best
games we've ever seen on the
Amiga. Don't miss it.

BOTTOM LINE

P Mo tangible ditferences

A120)0 - Deser
‘-xvg’ Strike runs
just the same on the 1200

as on the big machine.
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getting shot ot by bod guys - irs allin s
day's work lor ¢ Conrad Flashback.

3
-aod 4y - -

—it s

Game: Flashback
Publisher: US Gold
Authors: Delphine
Software International
Price: To be announced
Release: May

argh! Mini-novelisations, plot

brary. | wanl lo play a game, the |
thing | want to d fhe d

my ugh a 92-page novella. Game
comparves (@ 08 shoubd
we have to endure their hali-

atempls at prosa? Don't they gel it? WE
DONT WANT TO READ THEIR
CRUMMY STORIES! Needless 1o say,

filr, Ao
quite) suct

marvedied al the innovativ
tting from s ne and the use of
5 . the game
coukd whizz

& ruanning
1 nol the Staphen King
r that was turned inlo a rather
lama Amie movia) who's being pursued by
hard-looking guys with dangerously cool

umust reemr this

raincoats and a
firgpower, Tl

down and wakes up in 2
this point onwards,

run around platforms picking up
) gol 10 wander
round a verdant maze wunlil you work oul
§ MOong

apparently been ¢ y wiped, which
means that if you don't read all the
ng blurb, you ol aboul as

e b
you a grav belt for 500 c
that it musl be a

oy

i

-]
o
b §
i
q
b,
¢

L]
-
i’y

-a Il_y-anlmatod adventure that’s

.

Flashb,
a casual jach

& planat from
nts. The

a slight inenia lag to
snning. He jumps

wner o actions thal
swealy she

Tagging the green
aliens is a real toughy.



FLASHBACK GAME REVIEWS

Conrad
inktiatty

escapes on a - ﬂ_,
rather spitfing ;;Eq‘.::- .
hover bike, ey

breaking the

laws on both ' ' '
thett and -

speed limits.

Possession is
ning points of
the law an
Titan, but the
alien police
lerce really
take offence
to traific

YOU PASSED ON THREE QUESTIONS — SO PERISH, PUNY EARTHLET

L

e

"

Botany (moun) - The
sclence of plants,
apparently derived
from Botlany Bay,
Aastralia. (Truel)

)
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Mew Washington's a pretty happening and multi
cultural centre of society on Titan. The ladies in
kioths are happy 1o give you sireet maps, the
traims run on time, and you're only forced 1o
blow cops away about every five minutes or so.

| XK

mislsimphstfup | ~ 7.5 (+ T

atmosphanc backing tracks

and even some fairly passable streets of this
Europop music for the linking fascinating city is
and inlro sequences. And as often interrupted by
lor the gamaplay, well, take my little tanks tapping
word for it, it's the Ferrari of 20,000 wolts through = |
arcade adventures, and so your kneecaps. ‘1

brrilliant itll bum your eyeballs

humanosd (but still fairly green and
harritle) form, All this in-game graphical
wonderuiness is toppad off by the
axcéllent between-level sequences, which
nol only look great, but also kogically link
the levels by adding the storyline

Come 1o think, when you get down o
1, the plot's a bit ke the John Campenier
flick They Live (Obey authorily! -
Ed), with Conrad having been
kidnapped after he
discovered the (Marry and
reproduce! - Ed)
nvading aliens
masquerading as
decent, red (Stay
asleep! - Ed) blooded
hsMmans on owr very own
{Consuma! - Ed) mothar
planat, Okay, 5o it's all a bit
18508 ‘Abans ate my
Grandmather', but it's not supposed to be
high ar s 17 The story allows for Conrad's
wandanngs, and manages to fitina
bloodthirsty TV show, space travel being
thrown into prison and entering
undarground cavems, which offers plenty

4 ] of vanaty for the player, and mona than
: anough high inksternass lor the long-
- sullering Conrad

. The sound's equally impressive, with
4 varying efects lor the gunlire, moody
=

=

w

4

o

o

-4

g

=

q

“It's as
much fun as
eating nice

cake”

Into prunes and make
them plop out onlo
your cheeks
A good

indication of how |
feel about this
game would be 10 just keep
typing the words “Like, Wow!"
unitil | got to the and of of the
review, bul seeing as this
requires limited word power,
and would ensure my rapid
demation 1o the post of ax-Stal
Witer, I've got 1o go for anothar
approach. It's epic. IU's awesome. It's
as much fun as aating nice
caka, or a having a pratty
nurse wash your hair when
you're in hospital. It's

nearly as great as

lounging an an inflatable
crocodile while floating on
the sea during the
summer. | like it. This game
| lika. It's more likeable than
a big likey thing. Gel the
pictura? (No. Tell us WHY you like
it, Mark. - Ed)

Whatever it’ is that makes you stay
up all night playing a game, then
Flashback’s got ‘it by
the skipful. Evarything
about it seems 1o be
Just right: it you're
halfway through a
fawel, you'll run into a
save' console, 50
should you fall to your

death or get
¥ Dlasted, thera's
no need o
¥  backirack too far
You've got unlimiled
ammao, so no problems thene

and even though you can only lake as
many hits as the bad guys you kill, you'll
find recharge points for your force field at
strategic points. The balance betwean
nasties and bonuses seems 1o be right
even down 1o passers-by that you can talk
to lor helplul advice

Looking at ihe huge score given at
the end of this and all rﬁl,l -.l.-ntenﬁgs about
the incredible graphics could well blow
open the greal ‘graphics vs playability’
debate. The fact is that a major factor of
Flashback’s appeal is the graphics, but the
gameplay's also last and has thal rare
teature of being sasy to leam, bul also

Conclusive evidence that the destruction of the
rainforest is purely a media scare campaign.

AMIGA POWIR prides itself on being printed on high-
quality paper produced from pure leak and mahogany.

Ir's wery easy to believe that this is a city on Larth, but
those devious nenomarphs with their filthy shape-
changing ways and sickeningly slimy invasion plans leh
oul ene major detall that we humans would spol
straight away - THIY FORGOT THE COME ADVERTS!

thoroughly absorbing. This comaes down
with one foot either side of the ling in this
‘great debate’, baing wonderiul 1o look at
and to play, with each side contributing to
he ather. Just play i, okay?

® MARK WINSTANLEY

UPPERS Pretty much the

entire game really. Stunning

graphics, mellow and groovy
sounds and gameplay to die for. No
disk-swapping problems either.

DOWNERS Every so
@ often, you're completely

stumped as to what to do
next, which is really frustrating. As
jumps and drops are invariably
blind, and the only way to check
them is to throw yourself off, you
frequently end up splatted.

THE BOTTOM LINE

This is a real landmark product. It's

bigger and lusher than a large part
of your average rainforesi, so you're
getting your money's worth. It's
challenging, entertaining,
thoroughly addictive, and it looks
better than any random sequence
from Cindy Crawlford's workout
video. Buy Ii, even if you have to sell
your parents into white slavery to
raise the cash.

BOTTOM LINE

The game plays
“\aﬁo exactly the same, and
speed as on a standard

at the same
Amiga. The filmy links run 92
quite a bit faster though.




Game: Arabian Nights
Publishe isalis
Authors: Darren Hebden,
Simeon ley, Matt
Furni Phil Hackney
Price: £25.99

Release: End of April

“Dying is

easier than
chewing : /

a fruit T et S

The lovely Laila, a
girl unable 1o deal
- with nasty brutes.

ST

Anything to declare? Don't worry, you won't get
| mgdmm-uu,me.

There are actually a iot | | | I
more baddies around than || It | JH bir
you might think. The most a|s +| b | | = I J _I __I J [-
annoying ones are little I | : I q-j&-—-—-——w—-——n—nn—n——
blobs with eyes thay = { { | - | o
explode in your path and | I
stun you with tiny balls. :: e il A L M o8

merrso senores. Sl ]| RS “Night-time is the right time.” So

MAY
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ARABIAN NIGHTS

caves, often to an early death, But my The trick here
e is 1he underwater level which is a is te try and

cco The Dalphin without all the stay inside your

of ';o ing up :u Sinbad floats minecar.

anund collecting skulls, avaiding
swinging spiky balls and jedlyfish and
10 5wim (00 near
. Mind you, it is
mpting to slear

1 inlo 2

1, O

3 fon. | might sound
cruel, but you've got 1o have
some kind of release from the
aftar all
Aratvan Nights 15 an incredib 1-
gasy game to pick up, but the diffic
vl 5 Sl just ghit. You won' hrish this platiorm gama, It
pame wilhout dying a hundred times firsy element that makes the
and some of those d bigger than if meght do
ng. Bul per 5 somabmes

abian Nights has a lot of the <
S a quite a few up-anc

levals, Anather
good thing s i
thal, because of (b
pu r'r'l Aratvan Nights
15 maore than just anathes
|J1c,| d

game appear a kol
at first, as

1| 20 This ;

ynce brnags it

JIVES you
r paris of the screen
r characters

1o do, such as collecting jewels o
y or finding assored items such as
0 boots, ather than just avoiding

and/or shooting things. It's grand

reward, as they say in Sunday

»ol, and you arn how 1o make your
Bcar jump at just the nght point, how ;
o time those jumps |wst DI"""I.":r' wherna cul
and |ust exactly how little

you need to make Jr skid in the snowy

ALADDIN SANE

Ir's great this bit - you get 1o avoid the spiky
balis, run along the tracks and pretend
you're a train. Choo choo-tastic. f'

‘2 baen asked

a the anding, but Il just say
at Sir P]LJdl.r\t,
lovely Laila eventually, Phwoar ... ahem

® LINDA BAH‘KEH'

u |

hes way wilh

Ihé sDikEs arg

= Gy

UPPERS Sinbad Jr is
@ such a sweetie, and the

background graphics are so
nice to look at that Arabian Nights is
a pleasure to play. Plus, you really
have 1o keep your wits about you
because it's so darn fast. The
puzzles are suitably cryptic and il's
Just, like, fun, y'know?

DOWMERS The
@ extraordinary speed does

take a while 1o get used to,
50 if you're one of those people who
tends to give up easily then this is
one game that will have you tearing
your hair oul. Now and then you may
come across a touch of ‘Road-
Runnering’ (thal's hanging so far off
the edge of a platform that you
actually appear to be standing on

thin air, made-up-lerm fans), but
that's very rare indeed.

THE BOTTOM LINE
It's tun, cute, fast, difficult enough,
frustrating and yet completely
addictive. Never belore has death
been so easy to get over. And it is
s000 sweel. If cute makes you puke
- slay away, and i dying too often
depresses you, go and buy a
hospital. (Apparently Virginia
Bottomley's got some going cheap.)

BOTTOM LINE

There should be a
@ 1200 version

later on with
some enhancements, but 83

this one works fine as it is.

GAME REVIEWS
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Your very own ‘castle in the air’, featurin

Game: B17 Flying Fortress
Publisher: Microprose
Authors: In-house
Price: £39.99
Release: Out now

how o breathe. And this is graat, because
we reviewers are nod into ponng through
loads ol text whan wa're dching to gel the
thing loaded and start killing
jumpeng/bouncing racing
sconng'hitting. or whatever
other dublously anti-socia

activiies the game allows

us lo partake in

Apart, of course
Iram llying. Now as wa al
know, llying is nat easy. i
flakes monihs of arduous
traineng with complex
equipmant to recréala the raa
world sensaton of controdling those

huge metal beasts. We

FEVIEWETS arg C CHed

.ql'! SIS arg

Top-Gun-style
aviation
antics”

s8a, mosi
games have a fairly
accessible angle on
rols are
asy 1o grasp, tha
actars are identifiable and
nuals are shm altasrs with al
1 ow 1o load the
& does, which

are as useful as an instruction manual on

hig thing in a box which

Of course, when we were
kids they only had one
flavour of crisps - salted.

g bét of a flying ace. i there

::'i. l-l'rr'.': h!

helpful cabin staff and in-flight movies.

boasis "Just ke the real thing
and we're thinking “But we've got
10 have this résviewed lor the next
issue”, We've tnied lo persuade
our Publisher 1o give us all flying
lessons, but he won't agree, 50
wa're stuck in this lernble panic of
having o kearn 1o fly in an
unfeasibly shor amount of time

| say all this because I'm not
usually grven them. You see
wi've gol Jenathan down as a

nose artwork,

was a lemble disaster on

a trans-Atlantic flight, and
both pelols want down with lood
poisoning, forcing one of the
stawardasses 1o scream “Is thare
anybody on board who can fly an

==

aeroplane?”, Jonathan would stroll
casually o the iromt, raking his hands
through his hair with implausible coolness
and mumble | think I'm your man
Because we gne him so many fight sims
he's practically convinced that he's fiown
the real thing. The only problem would
occur when he stared asking awkward
questions like “How many disks is it on?”
and *Have you got a Bug joystick?

20, I'm trembling as | opan the box
thinking “Weall, | guass | won't
be seeing my lamily lor a
while®, and thera's the
A\ manual, size of The
A Complele Warks of

A bombardiers-eye
wiew ol the war.

The Muddy
Funster. Isn't
she a
baauty?



b

“Now listen boys, it's

definitely on. We're all meeting on the M35, and
there’ll be a 3K rig, lasers, bouncy casties and top
techno music irom DJ Nesebleed.”

Tolstoy, and it looks ke my life's machin
going down the drain rapidly. And whatdo  gal on th
you know, but 30 minutes later I'm totally fighting for -
engro In a tascinating recreation of de )
Me as a flying ace in the Second World pictures of
pl they didn't call them flying
aces then, but you know what | mean)
This game ha here poinis a

gnty. From the ; ;
10 Choose your name, your no
bomber name, you're fully entrenc
World W and. Muddy Funster is MY

here. Well, it's casier to
see where you're going
whan you're at the froml.

Each icon represents one
of the crew members.
Were's Tucher, Lucker and
Ducker - the chefs.

ot a pecture of my

B-17 FLYING FORTRESS

tavourite ¥ es bambing the Hun
| pan of the
The mission consists of two o

ays go
back and have

a crack at the secondary. There's a very
impressive scrolling map which g
etais of flight paths and 1z
@ hilm of what 1o look out for when
you get close to your targets. Once you've
got all the 5. you're ready 1o fly
@'s a configuration meny before

attings, the amount ol enemy
Wl come under, how accurale at
landing you need 1o be and so on. This is
all good ne as it says in the manual
en if you're an old hand at flight sims (2
Jonathan', as we call them), you'll still find
817 quite tricky at firs
Maxt thing you know you'ra in the
drming seat of a throbbing B17, ready 1o
take off on your massion. You can lackle
the take-off your or lel the computer
do it for you (more on this soon). You fiy
as part of a formation ol B17,
pals are nearby fo you out in the heat
of combat. Now don'l ex super-fast,
Super-smoath scrolling, furns and
Top-Gun- v This aims
for realism, and the heavy B17 just wasn
that type ol plane - it wa

y
hough certainly nol as unplayabla
88 Harrlar. On an A1200 i's fine, no
problems. How don'l let this put you
off if you { @ faster maching
¥ than a flight
fly tha plane, you <

Tail Gunnaer, lor shooling

people behind you. This is
alse where all the crisps

are kept.

Waist Gunners, who force
people o die. Not 1o be
conlused with ‘Welght
Watchers', who force
people to diet.

GAME REVIEWS
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is my machine. It is in fact a eup
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also take
cantral of all the
gunnars, the
navigation, and the
ultimate objective, the
bombing. Of course you can’t do thas all at
onca. Using the "crew members’ scresen
you allocate tasks o the guys who make
up your créw, and can then flip between
them. When you're not controlling
somathing it comes under computer
control, 50 you can easily star a campagn
by assuming the role of the pilol 1o take olf
from the runway, switch to nawigation to
check your course, control the top gunner
when enemy aircralt approach, then
become the bombardeer 1o drop your load

The choice is yours, thowgh, If you
want 10, you can simply walch the action
unfold belore you and leave it all up 1o the
computer lo accomplish the misson, but
there'll be less chance of success and it
would be extremely boring. Or you can
pelot the plane for the whole mission, and
let your gunners lake care of the action
But overall the best approach is to skip
around batween all the different posts
getting invobved in all the action

Said action takes place in real ime
(ish}, so it can be a little liresoma waiting
for your plane to chug across the channel
to its first way-poini. Thankiully, this can
be overcome by skipping time, althowgh it
won't allow you to bypass enamy altacks
What you get with this is a nice balance
between realism and action. With all the
ditferent lasks you can lake on, thera's no

Your roule is plotied on the map by the
MNavigator. Sound chap, very useful, what?

real shortage of things to do. and often
you'll be grateful fior the breathing space
that real-time control gives you. It's one of
those games that's going to last you ages,
just because it's all so realistic that
anythang could happen, aven when you've
ploughed your way throwgh all the
missions at all the difficulty levels

It seams that we're getting a bit soft
here at AMIGA POWER, what with Bady
Blows, Lemmings 2 and Walker all getting
good reviews last month, while this issue
Desert Sirke, Flashback and Arabian
Nights are all given our hearty

‘What, not even Cheese and
Onion? | can’t believe it.
How d'ya cope?

1o Leg from
Tettenham,”

recommendation. The
truth is, it's been a good spell for Amiga
gamaes recently, with soma serious quality
making up for the smallish quantity. So,
I'vet bevén trying to think of soma bad
things to say about 817 to try and aven all
this wimpishness oul. Sure, thera's the dull
n-flight graphics, and a shightly sluggish
feel {on the AS00), but since when did you
expect slick 30 graphics at a good speed
on a 5007 (How about Mo Second Prize?

Ed). Bi7is no worse, and in general
better, than most other Amiga flght sims
How about the price, then? Forty quid is a
bit excassive, but I'm afraid that's the
biggest fault | can come up with. No, 've
got 1o bow to journalishc integnty and tell
you that this is a thoroughly engaging flight
sim, which while not olfering you the thills
and spills of the super-fast scrolling ettons,
has a lot more lo offer in the way ol
strategy, and a heghly charged World War
2 atmosphere that'll keep you on the edge
of your seal. ii's just another
recommended game from me, I'm alraid
® TIM TUCKER

UPPERS Plenty ol
@ varlety , with all the ditterent

aspects of controlling a B17
under your control. High on
almosphere, with lots of nice
touches like the nose art and film
briefing. Just great really.

DOWNERS A bit slow,
@ a bit bland on the 3D
graphics and a bit

expensive, bul all of this is to be

expected from a flight sim.

THE BOTTOM LINE
A flight sim that has more to offer
than just flying around occasionally
shoolting things, and as such it's
recommended highly. Only the price
should put you off,

BOTTOM LINE
P As you might expeci,
A12000 the game runs taster
and smoother on the
A1200, so0 bung on another one
percent or thereabouts. But as |
said, the game doesn’
rely on this slickness, so . -
don't be too disappointed, 83

humble 500600 owners.
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These platforms appear when you collect
magic stafts, but they don't last for long.

AR | g

Publisher: Loriciel don't you think?
Authors: David Fernandes

e EARTH'S IMPOSSIBLE DAY g

Christophe Zurflux (s
Price: £25.99

ECHEER -y

Anthemis, 25, wants to fight dinosaurs and kill monsters.

oppH
i

What modern game would
e complete without a

fombiz or two?

Point of Er
S to ba

Level four sees the weirdest
boii of all - iz head
attacks separately!

.
._ .H_F- ’\‘

3

“And phwoar,
eh lads?”

Level one's. | %
dinaiaur
makei an

seen in & very long time. Ugh. 85 NM0'5 the

riew, I

]
-]
| -]
- Having tried vielence,
- Anthemis resorts o an
o ™ older tactic,
=
= L
o =
z —
o i
& = Yec-ugh! Is this kind of
—_ thing strictly pecessary?
q el
o =T
i You didnt e
ou didn’t want
< T us 10 rotally give I.
away the end j—
now - did you? :’F
[ —
e
==




“Ooh, that's a pretty-locking
pool. | think | might take &

minute out and haw

dip in there - LI

nearly works is far worsa than ssmply nol
Inying somathing youre not going 10 be
able o pull off properly - it just aftracts
J’D-' attenbon 1o he ‘.'1|:|I{;3"'|r'q7. 1[I:| my
mind, i's a real flaw of games like Fire &
e and the ordinary version of Zool - I'd
much prafer 10 5@ a nice pratty backdrop
pckid to the foreground instead of a
parallaxing (but blank) graduated colour
background, which just looks a bit cheap
and tacky and empty. Bul anyway. The

T

More slimy beasties, avolded by the
heinous tactic of going where they aren't.

praphical qualty doesn’t
unigrtunately, extend 10
the scrolling or the
animation of Anthemis hersell - both have
a distinct jerkiness problem, with the
scrolkng being shown in an especially poor
Isght in the aloreméntionad mountain
slage, which involves a lot of chimbing up
and jumpeng down and S0 on

Loosaly connacted 1o this is ona of
ihe nicer gameplay lealures - several

ENTITY

games we've seen recently (the
wors! ofender was Lethal
Weapon, bul Flashback
does it 1oo) suffer from
that age-old plattorm
game problem of
MEQUInnG you 1o jump nio
thin air and hope thesall
be a plathorm below you
Al lirst it looks like Entity’s
the same, bul duck down and
I scrolls the screen just enough
lor you to usually see what you're
aiming al. Hurrah lor thal, anyway

Wrong first impressions are quite a
recurnng theme when you're playing this
in taci. Al first | really didn't like it, but as |
stuck al it for a while (for professiona
reasons), | began 1o enoy it more and
more. The layout of the levels rewards
exploration, you get used to the control of
Anthemis (which isn't quite all it should be
in lerms of response, but somehow ends
up workable and natural), and the
monsters you meet gel more and more
impressively slimy and unpleasant. The
sound also seams initially a bit out of
place, bul atter a minute or two you really
stan to appreciate the weird, 70s sci-li B
mowia feel it brings = and get more and
more surprsed at the continuing non
appearance ol Doug McClure

Still, Entity isn't the kind of game
you're going to bae playing six months from
now. The baddies follow very predictable
patterns, and if you take your time and
pick tham ol (killed enemes don’t
regenérate, which is still generally a good
thing in my book), you can make steady
progress through 1o the end, and as long
as you've gol at least ane of your five

STRIKE A POSE, THERE'S NOTHING TO IT

£l

pre
vl
-~

g y
A

Our fashion correspondents have reporied a large number of advance requests for a
more complete portfolio of Anthemis hersell, 10 here she is. Phwoar, oh lads?

OUR LITTLE FRIEND STOPS OFF FOR A
SOFT DRINK IN THE LAND OF SUN-BED
SNATCHERS...... GERMANY !/ 1/

(DAT IST THE THIRD VON

This is a fab extra weapon, but
we haven't got the space 1o

credits left when you
reach the big bad Entity
himsell, he's a pushover
It's really unlucky for
Enbily that i's appeared
in the same manth as the
similarish-but-much-batter
Flashback, which is likely fo
overshadow it iotally, but thal in
itsell doesn’t make it a bad game
(Rage's Sirker sullered the same fate at
the hands of Sensible Soccer las! year)
Thig iz good fun, but | can’t really see
who's going 1o buy it
@ STUART CAMPBELL

UPPERS Beautitul
@ graphics — undoubledly the

finest trees and dinosaurs
yet seen on the Amiga (well, except
for Flashback, maybe. And tha!
hasn't got the dinosaurs). The
sound's unusual too, and hence
maore interesling than you might be
expecting. | hate lo say it's very
French (weird and ditterent and all
that stuff), but, er, it is

DOWMERS Control
@ over the heroine leaves a bil

to be desired, which can
make certain sections extremely
frustrating. There's not a lot to it,
really, just five levels of run-along-
and-shoot-things, with a bit of
exploring thrown in.

THE BOTTOM LINE
A strangely old-fashioned game, but
with the lushesl, most verdant
graphics since Shadow Of The
Beast. It's no Lionheart (and no
Flashback, come to that), but it's a
diverting little romp all the same.
And phwoar, eh lads?

THE BOTTOM LINE
Af-f-.‘ Sure works
?.90 withoul any 74

fine, but
tangible improvements.

KRISALIS 3
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Game: Lethal Xc
Publisher: Eclips
Authors: Claus Frein,
Heinz Rudolf
e ey d e = Price: £TBA
ot Sl e Release: TBA
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saw without the cheal codes.
STUART: You really are a big

-y,

& -

AMIGA, POWER




MARK: Check out this intre screen, it just
drips with early 803 Galaxians imagery.
STUART: Sniff, s0b, wail. | loved all that
siull. Bring back Pong, that's what | say.

STUART: Och, you MTV kids. At
laas still pnly ¢ 1

da onl

harde
played
oays now and I'm

Prepare (o 9ot wasted about
twenty-twe times. Ouch.

OPEN FIRE — ALL WEAPONS!

The bug-related blasting
just keeps on hicking.

iy pint & pull?
j it lam?

LETHAL XCESS

UPPERS STUART: The

power-up method ol

choosing the same type ol
icon to Increase your lirepower is a
nice idea, and the smart bomb al the
start of every new life saves you
getling stuck on the same bit every
lime. A good, solid, no-holds-barred
verlically scrolling shoot-"em-up...

DOWMERS MARK:
..lar people whose reaction
time can be measured in

picoseconds. Unlike Stuart,
i’s just too hard. Uninspired, too.

THE BOTTOM LINE
MARK: Lethal Xcess is nowhere
near as entertaining as SWIV, so
why should you bother buying a
second-rate vertically-scrolling
blaster, when there's a better one
avallable? With the screen filled with
huge enemies who trash you belore
you can pump enough shols info
them, no shields, no smar bombs
and only one continue, this game
quickly stops being challenging and
just gels annoying. Unless you're
heavily into one-dimensional
shooling games that approach the
‘totally impossible’ level of ditficulty,
you're never going lo see anything
past level two,

STUART: Well, (like Mark) it's pretty
nasty-minded and it's certainly no
SWIV, bul if you wanl a serious test
ol your shoot-'em-up skills, this is
the stiffest for a long time.

THE BOTTOM LINE
MARK: Il's the same -
A1200 choose the
-~

‘enhanced
display’ and ‘disable CPU 7 ﬂ

cache’ oplions.

o o

A

GAME REVIEWS

wgel STUART: Here's a really late
' laval | g0l to. Impressed?
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PRESENTS THE NEW IMPROVED
ALL-TIME TOP 100

Last month we gave you a list of every game available for
the Amiga. Did you notice how many of them there were?
Too many to get all of them, that's for sure. | bet you wish
you had a list of, ooh, say the best 100 games in reverse
order of merit, all judged by the occasionally expert minds
of the AMIGA POWER reviewing team, and presented in an
easy-to-read and accessible format. Well, by strange
coincidence, guess what we've got on the next 15 pages...

Of course we've done this before, but that was a year
ago, so now it's update time again, and there've been quite
a few corking games since last year's chart. Take a look at
our humble considered opinion - you'll agree with some of
it, you'll take objection, you'll throw it to the floor in disgust,
sulk, then pick it up again because you actually really like
AMIGA POWER, it just winds you up a bit sometimes. You'll
laugh, you'll cry, you'll feel like hugging a complete
stranger's grandparents... (That's enough hype. - Ed). Right
then, on with the show. It's here again - the TOP 100 AMIGA
GAMES OF ALL TIME. Ever,

ALL-TIME
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M . GRAHAM TAYLOR’S SOCCER CHALLENGE (Krisalis)  (NE)
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And whal betler way to kick off this year's AMIGA
POWER All-Time Top 100 than with... er... (are we really sure
aboul this?) (Absolutely - Ed.) a football management game? But
it's okay, though, because Graham Taylor is actually alright. The
best thing about It Is that it's nicely presented - most football

management games don't even get that far. There are some
decent match highlights, oo - again, without those a football
management game doesn't really have a hope. And, aside from
whal could be considered an over-emphasis on tralning, the
tactics element works very well.

SWITCHBLADE 2 (Gremlin)

For a while Swilchblade 2 reigned supreme as the best bloke-

| everyone with ils too-slick-lo-be-true graphics and compelling
g thmmwldmmhuﬂulm

Toptnum,mbunmmup-.wh.
been long surpassed by a whole host of mare involving and

accomplished platiorm games. But I1’s still well worth
searching out al budget price, particularly if you've got any
respect for the history of games on the Amiga.

SP“.CE Clll.lSAhE Iﬂrr-lul in)

Although most of the pictures you'll see of it tend to
Involve Nlashy-looking isometric 30 graphics and laser death
explosions, Space Crusade is very much a role-playing game in
the old Dungeons and Dragons tradition (even If it is set in
mmm-uu}.ﬁdmmmmmm mmmmm

game does ease things along

SI-EEPWMKEE (Ocean)

A game that's produced with the intention of raising money for
‘charidee’ is a reviewer's nighimare (along with wargames and
Spanish games, of course). What happens if it's a load of
rubbish? What's one supposed 1o say? Luckily no verbal
mmwmmmwunih

FRIH(:! OF PEI!SIA (The Hit Squad)
More that just a really neatly animated bloke

be willing to wallow in dice-throws and stalislics, although the

presentation and all those lovely explosions which we
mentioned earlier. There's plenty of strategic elements to have a

coming back for more. The suspense is almost imolerable at

(60)

for them with its glossy

(NE)

a good cause, but it's also a cracking game that you can
buy and enjoy, and feel good about buying and enjoying. It's

amusing 1o walch loo, as your little dog character tries to stop
his sleepwalking friend from coming to harm, with (no, really)
hilarious consequences. Ho ho.

(12)

around a load of platforms, Prince Of Persia is an epic adventure
that'll have you tearing your eyebrows out In frustration. But, no
matter how many times you miss your fooling, plunge to a gory
death and get sent miles back to the start of a level, you'll keep

times — will he make it across that chasm or won't he? - and
you'll wince each time the Prince Is taken out by one of the
Grand Vizier's (or whoever il Is) sadistic booby traps. And that
Mmum

| BUG BQMHEII ll(lnguhl

| IW's very similar to Dynablaster, but just that jittle bit better in
one-player mode and not quite as goed in four-player mode. It's
| very similar o Dynablaster, but just that lttle bit better in one-
¢ Player mode and not guite as good in four-player mode. Il's very
| similar to Dynabiaster, but just that ittle bit better in one-player

mode and nol guite as good in lour-player mode. And so
say all of we. (What? Stay luned lo this chart run-down for full
and further details of Dynablaster, the game which it would
appear Bug Bomber is very similar to, but just that littie bit better
than in one-player mode, and nof quite as... oh | give up. - Ed)

4] ] GI.OVES lﬂlll.nnl;m]

The graphics are crap, there're only 50 screens and it
looks like an old Commodore 64 game. And its feet smell. But
Kid Gloves is actually a really neal, amusing litthe game. The crap

m%

°1) |

they'll consequently keep you amused for ages, and there's
nothing wrong with old Commodore 64 games. (And we were
joking about its teet.) Full-story fans will be interested to know

graphics are, in fact, just what's needed to get the job done,
mﬂmmmmuwmmmm

F'Fi:.‘l i
TR ey b

I!OBOCGP 3 (Ocean)

Incredibly, RoboCop 3is a movie licence and it's really good.
This is mainly because, spurning convention, the programmers
ditched the normal platform shoot-'em-up approach and elected
instead to set their game in a sophisticated 3D polygon worid.
mmmmhmnummmmw

that Kid Gloves came stuck to the front of issue two of AMIGA y L
mmnulmmnMMMJ e ¥ |

(71)

all the atmosphere of the RoboCop films, and giving you a
greal game in which the bullels fly thick and fast, and things
keep exploding all over the place. You can drive around, you can
fty and you can practise your shooting. And best of all, it's
nothing like the first two pitiful RoboCop games.

. TEARAWAY THOMAS {Sovmduwany}

It's fast. Really fasl. Really very fas! indeed. In fact, it's so
tast that if you blinked you might miss a whole level - just like
that. It's cute, too. Really cute. And it's big. So, to sum up the
good points: big, cute and fast (really very fast, if you want the
full story). What it isn't is very varied, or very deep, and it's

certainly not the Amiga's best platform game ever. But Tearaway
Thomas is an impressive example of what the machine's capable
of (What's a console for? Sonic wha? — Ed), as well as being
really enjoyable 1o play. Expect to go "Wheee!' and ‘Whooosh!' a
lot while you're doing so.




. SUPER OFF ROAD (Virgin)

Or, to give it its full name: lvan ‘fronman’ Slewarl's Super
Off Road. Rarely is a game more aptly named than this. ‘Ivan
lronman Stewart’, because ha's the chap who's face is plastered
all over It. ‘Super’ — that part’s doubly appropriate, because this

and really rather super (the most super Super Sprint variant
there s, in fact). And ‘Off Road' because no game better
captures the feeling of driving off the road than this. Those
trucks just look so brilliant as they jiggle about over the lumps

Is bath a variant of an ancienl arcade game called Super Sprint,

and bumps that make up the game's courses.

| G erg—"

It you really, honestly believe that “it's nol the size that counls”,
Toki may well be the game of your dreams. It's an absolutely

4 perfect conversion ol an excellent coin-op starring an ape who's
Irying 1o rescue his girliriend and gel lurned back into a human
being. (He hasn't always been an ape, you see. It's hard 1o see

- @

how he'd have got a girifriend otherwise. Although,

looking around...) The graphics, sound, gameplay — everything's
perfect, and It'll keep the average player happy for, well...
Actually that's the problem. What there is of Toki is great, but it
suddenly runs out and

. SUPER HANG-ON (The Hit Squad)

As long as you can reconcile yourself with the idea of
riding & motorbike, and consequently being a menace 1o other,

a3 one of the Amiga's best racing games. It's very much an old-
style game — no 3D polygons here — but it provides a

ekn T
fHéE:

At

olf your finishing times.

The characters in New Zealand Story are cute to the point of
being pathetically manipulative. The graphics and soundtrack
are designed to be so appealing that you really do feal guilty
every time another flufty kiwi buys it - until you realise that that's
exactly what the game wanis you fo do. Bul once you're

breathtaking sensation of speed and lots of ‘racingness’. Expect

rightful, safety-conscious road users, Super Hang-On checks in chair, and of course doing plenty of super-hanging-on in yet
another desperate attempl 1o shave those last few vital seconds

THE NEW ZEALAND STORY (The Hit Squad)

hardened to necessary sacrifice, what emerges is a tough
and very addictive arcade game, in a similar style to the likes of
Rainbow Islands. There's hours of playing lime spread over its
many antipodean-animal-packed levels - you've just got o

remember 1o keep your emotions tightly buttoned up.

. R-TYPE (The Hit Squad)

Of the incalculable number of
shootl-"em-ups on the Amiga, R-Type is one of the very best. it's
a lop-hole conversion of the coin-op, retaining all the massive
baddies and impossibly wonderful power-ups that made the
original such a hit. Your laser bolts even gel bigger the longer

the

you hold the fire button down. Sheer bliss. And it's very much
person’s shoot-'em-up as well - a remarkable
degree of cunning Is required to get through some of its trickier
seclions. Its only real problem, in fact, is competition from its
own lollow-up, the even better A-Type 2

(NE)

T =7 Pt St L
~ Y ~¥Z BC KID (ubi sof)
s S |

] | BC Kid, eh? Whal can we possibly tell you thal you don't surely
already know? Al the risk of insulting your intelligence, perhaps
| we might point out that this is a prehistoric sort of platformbeat-
| "em-up game, with really cute graphics, and an odd central
character who (judging from this picture here) looks a bit like

Tweety Ple with a bizarre green dress on and an even-
maore-inexplicable sticking plaster over his eyes. It's got palm
trees in, too, and lots of humour. And, like every game that
merits a mention in the Top 100, it's very playable and very
lovable. So, er, there,

. PUZZNIC (The Hit Squad)

(s1)

There are greal puzzie games, there are sort of middling
puzzie games and there are rubbish puzzie games. And there's
no room in the APATTOH for middling or rubbish ones. Oh no.
Only the very greatest make it and, happily, Puzznic just happens
o be one of their illustrious number. It's not perfect - it looks

drab, and could really do with some sort of password system -
but its simple pushing-blocks-around-trying-to-make-up-
malching-pairs formula proves to be mentally taxing and
extremely addictive, mainly thanks to the care that's gone inlo
designing the puzzles, which really do gel very hard later on.

il

STRIKER (Rage)

Any football game these days must labour in the shadow of the
mighty Sensible Soccer, and at times they must question the
very meaning of their existence. How can they possibly hope to
compele? Siriker has given it its best shot, however. It's a pretty
siraightforward not-quite-lop-view game that's forté is its

approachability. Where Sensible Soccer takes a while to
fathom out, and clouds the issue with lots of menus and
statistics, with Striker you just get stuck in. And it's really good
fun. You'll probably be pining for those menus and statistics
after a while, though. You just see if you don’t.

. Pt Ry S ————

If you walked into your local cinema, handed over your
£1.50 and sat down expecting to see a lop action movie, only
somehow the projectionist got the reels muddied up and you
ended up walching a recording of somebody playing Another
World, you probably wouldn't notice the difference. The graphics

(20) { ;‘ _.
really are that good — amazing polygon-based animation, b ' gt
combined with some great dramalic close-ups al moments of o’ 2 =l e
maximum tension. So, it does tum out to be a bit of a shame that i"f)V/
you can finish the whole thing in a few hours, but it's still worth Eal -

buying just for the visual experience.

. EB6L AYN HIMmOod VOINY
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WARHEAD (Activision)

Those who've played and enjoyed Elite might just as well
skip straight to A-Train. Those who nearly enjoyed Elite,
however, but were put off by all that tedious shuttiing backwards
and forwards between planets buying and selling narcotics and
slaves, might want to pause for a moment and have a look at

words, the flyl

Warhead instead. It's basically the good bits of Elite - in other |

ng-around-blowing-up-al
we reckon it deserves batter than to simply fade into non-
existence, especially in view of its tremendous music. So we've
put in back in the Top 100. Hurrah!

(RE)

ien-spaceships bits — and

A-TRAIN (Ocean)

A game based around that all-new daring and dangerous youth
craze - organising train timetables? Errrrm... Well, fortunately
there's quite a bit more to it than that. A-Train might best be
described as Sim City with really nice-looking isometric 3D
graphics and trains. As well as bullding cities, you've got to

construct and run a rail network to link them up and allow
their inhabitants to move around the place. It's a bit slow-
maoving, but otherwise the game has been executed with a high

degree of finesse and should set you up nicely for many happy
hours of scheduling and shunting.

LEGEND OF KYRANDIA (Virgin)

What's your idea of hell? Spending eternity roasting in
Satan's fires? Waking up on your birthday to find your parenis
have presented you with a year's subscription to The Terry and
June Channel? Or being presented with a long list of nice-
graphics-and-lots-ol-puzzies-to-solve-bul-far-too-many-disks-

worst of all, drying up really

and-obviously-hoping-to-be-like- Monkey-Island-but-not-

managing-to-be-quite-as-good-somehow-but.

look games, being told to write 80 words on each, and then,
embarrassingly

{Any more of this and you're fired, by the way. - Ed)

-still-well-worth-a-

on the first one?

Life must be hell for professional rugby player Jonathan Davies.
Imagine the jokes he must have to put up with: “Reviewed any
good wargames recently?”, “Hey, I've got this great cheat for
Shadow of the Beast 2..." etc. But his life must surely have its
annmmm Five Nations

MGH STER BUSINESS (Eclipse)

| WORLD CLASS RUGBY - FIVE NATIONS (Avdiogenic)

(NE)

Edition is anything to go by. It's a great rugby game, and .
proves that rugby can be fun (though people forced to play it al
school during the coldest winter on record might find that a
feensy bit hard to believe). To sum up: it's got neat graphics, it's
really playable — and it's got five nations in.

ol

This is a foreign game with lots of creatures running
around a series of 45 levels. You've got to run up and down

ladders, and across platforms, and try to rid each level of its
quota of baddies by inflating them so they float away. (It's an

I!.‘-"II -

"-I'I

unusual tactic, but an effective one - imagine how surprised

looks very crude and primitive, But Stuart likes it

“Ml “Gs_i;ly’nosls]

.ﬂ I It took Lemmings 2 to show up the deficiencies in the original
game, but Lemmings is still Lemmings, and it's hard to imagine a
Tnpimﬂﬂmlh.h‘hulrﬁmnﬂhhmﬂllmn
| =trying to keep an eye on hundreds of Lemmings at once,

you'd be.) Comparisons can be drawn between it and ancient
(17)

coin-op Dig Dug in this respect. It's also possible to bounce \
tasks with the aim of getting them to the exit on each .

inflated baddies around, whereupon they'll kill any fellow r
baddies they collide with. The graphics are terrible, and it all §

level. It's fascinating and compulsive, and there are a hundred
levels so it's impossible lo accuse it of not offering value for

money. Lemmings has spawned hundreds of imitators, bul none
of the rest are, er..., called ‘Lemmings’.

making sure they don't come to any harm and allocating them all

PLOTTING (Ocean)
Plotting's a puzzle game, and, in the long-standing
puzzie game tradition, has lots of blocks in i You control a little
orange fluffy potatoey thing (no it's not a cheesy ‘Wotsit' -

though it could be) who heaves the blocks around, wiping out
any identically-patterned blocks which they hit en route. When

they eventually come up against a different-looking block they
disappear, o be replaced by a block of the same type as the one
they just hit. (Don't worry - It's easier to play than lo explain.)
And so it goes on. It doesn't quite have the lastabllity of other
lop puzzlers, but it's got cute graphics and we like it.

&f*‘l] THE SENTINEL (Firebird)
| Load up The Sentinel and you'll find yourself in a largely

(73)

Remain In his vision for too long and he'll absorb all your
energy and you'll die. But if you can reach a point on the
landscape higher than him (using a weird sort of teleportation),
you'll absorb all his energy, and move on lo the next of the
game's 10,000 levels. Strange, and very absorbing. (Arf. - Ed)

| colourless 3D landscape with a few trees in it. And everything
LIONHEART (Thalion)

(74)

will be very quiet and still. Then, slowly, the oddest feeling will
Lionheart is a game that's hard to summarise

come over you. A frightening feeling. The feeling that you're
being watched. And you are being watched - by The Sentinel.
(particularly i all you've got o go on Is Mark Ramshaw’s so-
called ‘concept review’ from issue 22). But here we go anyway.

It's essentially a platiorm game (with occasional interludes of
flying around) that excels primarily in the region of technical

achievement, secondarily In the graphics department (they're
absolutely drop-dead gorgeous), and lastly (but by no means
leastly), by being really great fun to play. The game’s sword-
wielding hero is a delight to control, and the music’s nothing
short of brilliant. There - how's that?




. FIRE AND ICE (Renegade)

I you ever tried to claim that there weren't very many
decent platform games on the Amiga you'd be laughed right out
of court. But Fire And lce manages to hold its own against the
miiltitude of imitators by virtue of its way-cute central character
{a cool coyote called, er, Cool Coyote) and its unusually

words,
usual playability kind of stuff.)

attractive graphics. Each level has its own individual
‘personality’, requiring a re-think of tactics each time, and they're
all well-designed from the player's peint of view, too (or, in other
they're challenging without being too hard, and all that

The original and, according to AMIGA POWER, the best. Lotus
earned its place in history by being the world's first split-screen
two-player driving game. (Well, probably not the first, but it's the
one everyone talks about and, as far as history's concerned,
that's what counts.) The advantage of this is that, as well as

I.ﬂ'l'l.ljﬁ ESPRIT TURBO CHALLENGE [G;Hl

racing against a bunch of cars, you
can take on a friend, which is infinitely more fun. It's since been

surpassed by the likes of Crazy Cars 3 as far as lechnical merit is
concerned, but it's still the professional’s choice for split-screen
all-car two-player action.

ZOOL :m-ﬁltnj

The closest the Amiga's come lo furnishing itsel with a
‘character’ (so-called) to rival Sonic and Mario is Zool. True, you
can't yel buy a Zool fizzy drink or a Zool alarm clock but,
considering the pressure he's under, and the fact that, as an

insect, he's surely missing a couple of legs, Zool has managed new A1200 incarnation.

pretty well. The game has all the speed and (nearly) all the

slickness of Sonic, while providing much more of a long-term
and lots in the way of secret bits to discover. One of

the Amiga's best platform games, especially in the impressive

T ANARCHY (sixzlers)

f"i_\i}j‘ I"-“gf’ ‘5“”
210
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Anarchy Is an unusual name for 8 game and, if you'd never heard
of the game before, you might assume it had something to do
with walking around painting circles with the letter ‘A’ in them on
walls under the misapprehension thal you were somehow
helping to bulld a better world. Bul you'd be complelely wrong.

Anarchy Is actually the Amiga's best Defender-clone
{fiendish alien landers try to kidnap your humanoids = kill them!]),
and as such deserves infinitely more of your attention than the
hypothetical painting-things-on-walls game, It's got some nice
backdrops, loo, and Is very reasonably priced.

B ALIEN BREED 92 (Team 17)

(NE)

Now, there aren’t many software companies who, when
relssuing one of their old games al a budgel price, would take
the trouble to completely revamp it, smoothing out any defects
and adding on some extra levels. Bul that's what Team 17 did

There are still the exciting cross-between-Gauntiel-(the-game)-

and-Aliens-(the-film) gameplay, the handy two-player mode, the
atmospheric sound effects, and the total panic race against time
when you trigger the seli-destruct sequence — and if you notice

with Alien Breed, and we love them with all our hearts for iL.

and appreciate the extra bits then basically you're laughing.

STUNT CAR RACER (Kixx)

Stunt Car Racer's very absurdity is what makes it so wonderful.
You drive a sort of buggy thing around a series of outrageously
mwwmnmﬂuﬂﬂnyund,nﬁ‘p:ﬂm
—mem up you'll most likely find yoursell crashing hundreds of ]
amem o —olgmm=. the fioor. It's incredibly exhilarating, and with the ever-present

sense of danger you'll often find yourself closing your
eyes in sheer terror. (No, really.) The limited selection of courses
means a limited game life, but while it does last you'll get a
bigger kick out of it than you would from a pair of size 13 Dr
Martens. (Aw, please laugh. You've no idea what this is like...)

SPINDIZZY WORLDS (Eleciric Dreams)

Your name: AMIGA POWER All-Time Top 100. Your
specialist subject: Semi-surreal isometric-view gyroscope sims.
And your first question is: What do you get if you take one of the
best Spectrum/Amstrad games of all time, the very essence of
which lay in the vast playing area you were given to explore with

your spinning top and the skilled
ditch the &

sheer native cunning needed to reach its furthest reaches, and

sploration/keyboard-manipulation
a lot of puzzles involving switches and coloured squares?
Answer: The 67th best Amiga game ever. Um...

(75)
and

element In favour of

CHUCK ROCK 2 (Core Design)

True, the whole idea behind Chuck Rock makes some people
want to, well, chuck. To them, Chuck's gross rather than ‘cute’,
and the levels he has to traverse seem contrived and ledious.
And as for the aptly-named Chuck Rock 2 {Son of Chuck), well
that really takes the whole business a little baby step too far.

The AMIGA POWER team, however, lean quite the ather

way. We think Chuck's fab, and find ourselves in stitches as we
encounter humorous situation atter humorous situation. The
end-of-level bosses are simply amazing. And isn't little Chuck
Junior just the cutest thing you ever saw?

HIMOd VOINY

A SUPER TWINTRIS (pD)

Whenever the words "Amiga’ and ‘Tetris’ are found
sharing the same sentence, the chances are you're listening to
SOmeone about how there are no decent versions of
Tetris on the Amiga apart from public domain ones - and one
public domain version in particular. Just in case you were still

wondering, Super Twintris IS that public domain version,
capturing as it does the simplicity and addictiveness of the
original

fitting-together-blocks-as-they-fall-down-the-screen
concept, while togsing in a two-player mode as a bonus. And, of
course, it's free. (And It's on the coverdisk of AP issue seven.)

(53)
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4" . SWIV (Storm)

For ages SWIV (sequel to Silkworm, fact fans) was the
Amiga's best shoot-"em-up, and it's only with the arrival of
games like Apidya that it's now begun to fall into neglect. Of
course, its real fans could always argue that, as Apidya and co
are actually horizontally-scrolling shoot-'em-ups, SWIV is still the

THE ADDAMS FA.MII.Y (Ocean)

Among the large number of ‘conscle-style’ games on the Amiga,
this is probabily the closest you find to Super Mario Brothers 3-
the biggest-selling game ever. (In the world.) It's got just the
same sorts of obstacles and objectives, and plenty of secret

i o8
! )

best vertically-scrolling shoot-"em-up on the Amiga, and get
away with it that way. But let's get back to the game. The
graphics and sound are cracking, and it's tough but not
impossible, so you'll be glued to it for ages. Plus, a recent
budget re-release makes it even better value than ever before.

(38)

dull {and ‘coky’ and *kooky’ - Cinema Ed) film on which
it's based. Although it's tough to start off with, you'll soon get

the hang of it. And, on the subject of consoles, this is of the just
the same standard as the well-received Super Nintendo version,

-ﬁﬁ,ﬂ

E- MGTIQH ll.l! Gnllll

This game's weird. It's one of those ones that probably
started life as an interesting graphical exercise - in this case,
one where lots of interconnected gyrating orbs whizz about the
screen = and then had a game built around the original concept
(man). The game they chose was a sort of varlation on Asferolds,

bonuses to discover, and couldn't be further removed from the

-wmmmm

(76)

and fortunately it all seems to have worked out just fine. You're
presented with two choices - either getting stuck into the
occasionally-frustrating gameplay, or simply sitting there and
gazing at the weird, highly-colourtul graphics — and by and large
Mnmm

This is another

Carrier Command dates back to 1987, and in many ways
it's really showing its age. You're al the helm of a futuristic
aircraft carrier, with a group of islands o conquer and a supply
of aeroplanes and amphiblous vehicles to do it with. And the
Wlwhmmmﬂmmm The

' nnnxsnn ;m..umm:

a-bit-like-Monkey-Island game.
H’lnot.Tm“no}nlmlnll.mhunmmm
replaced by sinister tension and some really quite frightening
bits. The graphics are based on the work of surreal horror

pmorhnmgu mmmnmwmmm

. CARRIER COMMAND (Rainbird)

I:GMBAT AlIR PA.‘I'ItOI. Iﬂmnmlll

(NE)

movie, and as such they're very atmospheric. And there
are lots of great special eflects and noises. But even so, the
game wouldn't be here in the Top 100 unless it had the gameplay
to match up to its style. It does, though, so that's okay. Another
really good graphic adventure,

Only... this time

(81)

3D graphics that seemed so special all those years ago look very
crude and dull now, and the strategy side of things never worked
as it was meant to. But you really do feel as If you're in charge of
a real aircraft carrier (with loads of expensive weapons at your
disposal), and the possibilities for experimentation are endless.

I ordinary flight sims have largely been barred from the Top 100
for being ‘too realistic’, Combat Air Patrol sneaks in under the
radar by being as fast and as playable as the very best arcade
game, while still managing to carry a full load of authentic
mmmmummmmmm“

. WALKER ;m,....m

Ever watched the film RoboCop? Ever wished you had a
pet ED-209 armed police robot of your own to take for walks and
command to sit, felch and shoot people’s kneecaps? If your
answer's ‘yes', then Waikeris a dream come true, Basically
you're just given this big robot thing, which will obey your

mouse Instructions, and an endless supply of people 1o shoot
with it. There are tanks and planes to blow up as well, and the
ensuing carnage is quite beautiful to watch. It's just like being
caught up the the middle of a war. (Just don't expect to find
mngmmmﬂammml]

well thought out and varied, and at times you'll find
yourself involuntarily coming out with things like “You can run,
kid, but you can't hide” or “Okay, Maverick, let's turn and burn!”.
mmwm‘ﬁmmmlmiﬂnﬂMrwhm
can't cash”, should circumstances require

(NE)

MAY 1993

As all you budding Barry Normans will already have spotied,
there wasn't actually a film called ‘Indiana Jones and The Fate of
Atlantis’ that doesn't mean that there won't be, of
course). But Lucasfilm had the licence, and they had a team of
hpmmminghnﬂﬂlﬂmdlnmmtn

PItﬂ.lEC‘I’YI.E {ll-ﬂrnnlc Arts /Star Performers)

Projectyle is based on the very simplest of ideas - it's a
sort of futuristic sport where you've got three teams of robols (or
possibly people wearing armour = it's so difficult to tell with
these ‘modern’ halrcuts). The idea behind the game is that the
teams knock a ball around an arena, trying to score goals, The

AMIGA POWER

IHDIAHA .IQHES/ A'I'I.AHTIS Il.luusﬂlmflll Gold)

three-way action makes an interesting change, and the game's
got a fast, zappy, futuristic feel which helps to make up for the
fact that there isn't much to it otherwise. If you're playing on
your own you'll eventually tire of it, but two-player or three-
player Projectyle is truly immense.

waste them. The result is an excellent
adventure game (coming, of course, from the people behind
Monkey Isiand) that'll, er, ‘whip’ you up into a frenzy? (Not good
enough - Ed.) Oh, and don't get it confused with the far poorer

‘action game' of almost the same name.

(ss)




ULTIMA 6 (Origin/Mindscape)

Ultima & Is big and frightening. If you saw it walking “Hello™ to it (in a very quiet voice) you'd actually find that it's
towards you, you'd - if not cross aver to the other side of the rather good, thanks to its being chocka with solid adventuring,
road - certainly keep your eyes firmly fived on the pavement and  spell-casting, fighting and all that usual fantastical fantasy role-
hope it didn't notice you. But if you did actually pluck up the playing action. Real cowards might find an introduction via
courage to look it in the eye, and maybe muttered a tentative something like Legends Of Valour a good idea.

(17)

PINBALL DREAMS (215t Century Entertainment) (78)

You won't get closer to real pinball on the Amiga than Pinball

Dreams (er, forgetting its big brother Pinball Fantasies for the

* moment, which, suffice to say, we'll be getling o a little later). All
. the vital ingredients are there: you've got your bouncy ball and
= you've got your flippy flippers, and you've got lots of other

BODY BLOWS (Team 17)

This is the game Street Fighter 2 should have been (and,
to give it its due, very nearly was). Just like SF2, Body Blows
gives you a range of characters to choose from, each of whom
have their own special hand-lo-hand combal moves. And it
backs them up with some wonderful graphics and sound, and a

about beal-'em-ups - forever.

VIRUS (Firebird)

I we remember rightly, Virus was originally intended as
showcase for the Acomn Archimedes (you know - that computer
1 &t school that you're not allowed to play games on). Its smooth
30 graphics were meant to show how the Archimedes hardware
could do things other machines simply couldn’t. But, as it turned

PACIFIC ISLANDS (Empire)

Interastingly, ‘pacific’ actually means ‘peaceful’. And
peacetul Is exactly what the islands in Pacific Islands aren't.
You've got 16 tanks which can be individually ordered about, and
an objective which needs to be destroyed on each level, Now,

this might all sound horribly complicated and strategic. And, to a
*| LLAMATRON (PD)

BN
3 kh&w o*
h 4 Liamatron is based so heavily on the ancient arcade game
” Robotron that’s it's made a nasty dent in the top of the cabinet.
! And, as a further bonus, it's got llamas in. But bear in mind that
(a) it's tree, and (b) Robotron is widely regarded as one of the six
best coln-ops ever (it Insplred Smash TV, for heaven's sake) and

i S o
1 s ¥

hypnotic. It's dreamy, in fact.

really clever control system that makes it possible to manage all
the different moves without feeling that the whole thing's being
taken out of your hands (which is what happened in 5F2). This

really Is a top-notch game, and one that'll change all your ideas

certain extent, it is. But the whole thing's wrapped up in some
great 3D graphics and comes complete with a minutes-to-master {
control system, so it's very difficult to complain, It's just like
playing with your collection of toy tanks, only not quite so

embarrassing il someone walks in and sees.

things that go "bong’ when the ball hits them. But all
pinball games have that stulf. What Pinball Dreams has got that
the rest haven't is class. And really slick graphics and nice
sound effects. And it's addictive almost 1o the point of being

(we)

(41)

out, the Amiga could do them, and it did them brilliantly. .
Virus isn't just a load of 3D graphics, either (even if they do play
a large part in its appeal). There's a great shoot-'em-up in there
too, and, on top of that, hours of fun can be had from simply
mucking about aimlessly with it.
o MTRAMTE - WTRA LG
, ) e

|
’ | [ s
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Liamatron replicates everything that's great about it. You
basically just stand in the middle of the screen and fire for your
lite as loads of baddies swarm towards you. And, once you've

got rid of them all, do exactly the same thing again! And again!
(Etc, etc) It's really great!

(a8)

. KLAX (Domark)

“It's just like Tetris, only a bit differenL.” That's the way
Klax is usually described. What happens is that all these tiles
come towards you on a conveyor belt, and when they fall off the
end you've got to catch them and arrange them in lines with

for more tiles. It takes a while to work out what's going on, but
once you have, and the game’s embarked on its slow crescendo

to an apocalyptic frenzy (er... or whatever) you'll have a real job
putting it down. Redecorating your bathroom will never ever be

other tiles of the same colour, They then disappear, making room  quite the same again...

PARASOL STARS (Ocean)

< It's the sequel to Rainbow Islands. (Hurrah!) But it's not quite as
| good. (Boo!) Although it's still a fine game, as demonstrated by
‘| s appearance here in the Top 100. (Hurrah!) You're Bub, and
your friend (if you've got one) is Bob. And together you've got
loads and loads of screens to clear of furry creatures. Using

parasols. Parasol Stars Is as good a conversion of the PC
Engine original as you could possibly imagine (in fact, it's even
got a few extra bits), and provides hours of fun. And, though you
can pick it up and play it without even glancing al the manual,
there's an awful lot in there waiting 1o be discovered.

HaIMOd VBINY

. LURE OF THE TEMPTRESS (Virgin)

There are two approaches the writer can take to Lure of
the Tempiress. One is o say that it desperately wants 1o be
Monkey Island, and does everything it possibly can to emulate
its role-model — the graphics are very similar and the puzzies are
along the same lines - but in the end Monkey Isfand has got the

genre pretty much zipped up, leaving litthe room lor anyone else
to join in. The other is to say that Lure of the Temptress is very
nearly as good as Monkey Island, although rather smaller and
not so funny, and as such is a brilliant graphical adventure that
all adventure fans should own,

EBEBL AV
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CURSE OF ENCHANTIA (core Design)

It Curse of Enchantia wasn't rubbing shoulders here with
Lure of the Temptress (previous page), we might just have got
away with saying something along the lines of: “There are two
approaches the writer can take... blah, blah, blah... desperately
wants to be Monkey lsland... brilliant graphical adventure etc.”

< V'™ TITUS THE FOX

bl Td
e A gy

dadud 1l Tt Dudal by

D/ GEHE““QN [Milullﬂlpll

This one came at us straight out of nowhere and, at first
glance, didn't look particularly exciting. It has you wandering
around a large building, solving puzzies which generally involve
bouncing laser bolts around the place. The graphics are smart,
hmmﬂing:p-:u.lndlullloohlbltdlﬂd.hh’tm

’ "a“ Titus (the company) astonished the Amiga-owning community
L% "1 when, after a string of hopeless releases that hardly anyone
bought (apart from The Blues Brothers), they suddenly came up
with one of the best games ever with a fox in it. It's cast from
very much the same mould as The Blues Brothers - slick and

But it Is. (And that stufl was pretty boring anyway.) So, instead,
how about something like: A really, really nicely-designed
adventure game with some great graphics and really good
puzzies, which is nearly as good as Monkey Island. H you
Mmmrmzmm:mn

(Titus)

playable — but gets rid of Jake and Elwood and puts a fox
(called Titus) in instead, along with some Middle-Eastern bits and
pleces. It's difficult, and will keep you going for ages and ages,
but mostly it's just got the most adorable star in the Amiga
universe (remember that?).

Just as well that we took another long, hard glance and spotted
what & corker it is. Thanks to a gentle difficulty curve, superbly-
designed puzzles, a sensible game-saving facility and a great
explorey, adventurey element it's actually a really addictive hunk
of enjoyment, and a bit of a ‘must’ all round.

This is one of those weird ldeas for a game that might work, and
might not. (It's a bit of a gamble.) You see, there's this tomato

b called Terry whose girlfriend - another tomato, this time called
i Tracy - has been kidnapped. And to get her back he's got to
make it through a series of puzziey screens. Being a tomato,

BII.I.'S TOMATO GME [l'lygn-nsls]

(NE)

Terry can't actually move by himsell, so to help him
you've got fo position fans and trampolines and things. Oh, and
in case you're still wondering whether or not this whole bizarre
idea works, well... it doesn't. No, hang on = it does. Definitely.
{Job situation at Def Con Two. - Ed)

Sﬂﬂﬂﬂ‘f DOO AHD scmrv DOO [I-ll-'rn]

Normally we don't have much truck with budget games.
Not written-especially-for-budget ones, anyway, and cartoon
licences tend to be particularly unsuccessful. Scooby and
Scrappy couldn't be more different, though. There's nothing
particularly original about it - it's just a platiorm game, basically

- and it doesn't make particularly good use of the licence (er,
where's Scooby?). But you get tons of highly-polished game for
your eight quid, and it's all extremely addictive. The perfect
cheaple. {And no need to say "They would have gotten away with
it, it it hadn't been for you pesky meddiing kids". - Ed)

2 THE FIRST SAMURAI (Ubi Soft)

Notable features of The First Samural include the following: (a)
the really smart graphics, (b) the fact that it's an arcade-
adventure type thing, where you control a chap with a samural
sword who goes round chopping people up and solving puzzies

(14)

indicates this is indeed how samurais spent their days),
(c) the absolutely excellent sound effects, (d) the way its name is
(supposedly) some sort of ‘joke’ at the expense ol The Last
Ninja, (e) all the insects in it, (f) that it's a really enjoyable play,
and (g) erm... that you can punch people in it.

(detailed research - le old repeats of “The Water Margin® -

SHANGHAI (Beau .lnlly]

This is unusual (well, certainly among our faves) in that,
while playing it, you can easily find you've been staring at the
screen (without blinking) for fifteen minutes without actually
having done anything. Doesn't sound like too much fun? Well,
yes it is. I's a very slow-paced Chinese puzzie game where

you've got to clear away a pile of patterned tiles by finding
matching pairs, and it's so simple that the programmers must
have rattied it off In an afternoon. But, as you can probably
deduce from its presence here in the Top 100, it's excruciatingly
addictive and a game you'll return to frequently.

NEBULUS [Hewson)

The guts of Nebulus are a sort of cylindrical scrolling effect.
== There are these towers, you see, and a little character called
= Pogo who has to climb to the top of them by hopping up the
= platiorms that're arranged all around the outside. If he manages
that (and he’s hampered by the obligatory selection of traps and

{(36)

baddies along the way), the tower collapses in a pleasing
graphical display. The whole thing might look just like a weird
animal running round and round a tower (and what, in iiself, is

wrong with that? — Ed), but it's actually a really good game that's
well worth tracking down,

ALIEN® (Acclaim)

It's probably just as well that Alien? doesn't follow the
original film very closely, as the film was crap. (There we go.
Who needs Barry Norman, eh?) Instead it's a smartly turned-out
platierm shoot-"em-up (which, coincidentally, is also a good
description of ‘Aliens' the movie. - Ed) where you're a rather

bald-looking Sigourney Weaver running around shooting aliens
with lots of different weapons. What it does manage to include
from the movie, and the first two films as well, is a tense
atmosphere and lots of gory Giger-influenced baddies. Oh, and it
plays just fabulously as well.




. LASER SQUAD (Blade)

If you'll forgive the crap, Spectrum-style graphics, and
the fact that it's organised like a wargame of the wors! order (and
thal's saying something), Laser Squad actually turns out to be
somathing rather special. ts crap graphics are its very charm, in

Individually controlling a group of people and guiding them
towards some sort of goal) and discards all the garbage (huge
lists of numbers, division names etc).

impossible-to-remember
And what we're left with is a deeply absorbing little strategy

pidittae il

fact, and it takes the nice bits of wargames (the idea of game that's set in the future.

.ﬂ PANG (The Hit Squad)

Bursling bubbles is what Pang's all about. And then bursting
them again, once they've split up into smaller bubbles. And then
bursting them again and again and again and again until they're
so small they disappear. The principle is: bubbles are the
digease - and Pang is the cure. Later levels introduce platforms

— - .

VROOM (Lankhor)

(29)

and ladders to climb around, and better bubble-popping
weapons. And different backdrops to run around in front of. It's
fun, but the game really comes into its own when you pat the
chair next to you and a friend sits down and |oins in, (And it's

just like the original coin-op, mu

Okay, check out what we say about Formula One Grand

Prix and its not-quite-so-good counterpart, Lotus Turbo
Challenge . Now close your eyes and try to imagine a cross

unless something's gone horribly wrong, what you can see in
your head should look very much like Vroom. The graphics are

typically, one which nobody took much notice of when it first
came oul. On the surface it's a straightforward arcade adventure,
where you control a spy who's wandering around a series of
mmhmmmm.mmhmw-

between the two, combining F1IGPs qualifying-laps-and-pit- fun. You simply won't find a finer cross between One

mmmm*:ﬂwnmmmm Grand Prix and Lotus anywhere.,

o vé‘l-r' ORIy HUHTEII (Activision) (z24)
: 5.} .: Hunter's an odd game, a completely unique one, and, somewhat  done in 3D polygon graphics, (b) there's a huge array of

fast, the controls work fine and, most importantly, it's really good
Formula

transport available for you to use, from wind-surfers to
helicopters, and (c) perhaps best of all, you can blow up the
baddies. It's got a great atmosphere and loads of detail and
depth, and is very difficult to switch off.

NICK FAI.DO'S GOI.F (Grandslam)

To understand why this is so good, you need to be aware
that playing an Amiga golf game is infinitely more enjoyable than
watching golf on the telly (Yeah, like anything could be less
enjoyabie... - Cynical Prod Ed). And with a game of this standard

control system is simple, flexible and precise, and the graphics
are absolutely spot-on. That alone makes the game better than
any of its rivals, and just goes to show that you don't have to
bulldoze vast tracts of the countryside to have a good time with a

it's also quite possibly betier than playing it for real. Nick Faldo's

! LEGEND (Mindscape)

| Judging by the number of letters AMIGA POWER's The Last
Resort receives every month from people explaining (in
laborious detall) exactly where they're stuck in it, and what
they're going to do to themselves if they don’t find a solution
soon, Legend has got a large percentage of the world population

set of clubs and a ball. Bit of social comment there. Cheers.

-~ @

well and truly hooked. It's a role-playing game, but one

which is easy to get into, has nice 3D graphics, and provides
plenty of monsters 1o chop up to supplement the spells and
puzzie-solving side of things. (Er... what else is good about it?)
And it's really, incredibly addictive.

THE BLUES BROTHERS (Titus)

Titus astonished the Amiga-owning community when,
after a string of hopeless releases that hardly anyone bought,
they suddenly came up with one of the best film licences ever.
Without a fox in it. (Are you sure you're not thinking about

Number 45 again? - Ed) | we're being completely honest, The

every pore, and oozes

Bives Brothers Is really just another platform game with scarcely
two original ideas to rub together, but it's been so well written
that it doesn't matter a jol. The game exudes playability from

just-one-more-go-ness
over the place. Only the two-player mode is a bit of a no-go area.

(26)

from, erm... all

POPULOUS 2 (Electronic Arts)

Mould the landscape so your population can build houses on itl

Crush your opponent's cities with ‘Acts of God’ (like plagues and

things) that they can't claim on their insurance! Work your way

- progressively harder levels, wreaking havoc
#%  at every opportunity! Or just carve interesting shapes in the

RODLAND (storm)

landscape! (Er, we weren'l trying 10 boss you about just
then. We were just telling you what you've got to do if you're
playing Populous 2, the sequel to the original god sim, and one
of the most absorbing and enjoyable strategy games there's ever
mﬁodon‘lnfhhommphlnlq,ohy?}

H3IMOd YOIAY

Attention! Attention! Call the Cute Police! Note felonies
in progress: lovable cartoony characters, unbearably jaunty up-
key soundtrack, and a shameful lack of even semi-automatic
weapons. Seriously, even the cast of The New Zealand Story
must surely have trouble keeping their lunches down in the face

of Rodland's shameless cuteness. It's a game that's impossible
to fault — lterally. You want to accuse it of being a bit on the
short side, and maybe a tad shallow. But you can't. It just gazes
back at you with its big, soppy eyes, offers you its paw and says
(in a little squeaky voice) “Love me!"

EGEL AVW
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. PUTTY (system 3)

Not the lengthiest game around, and on the tace of it just
another well-intentioned atlemp! to get one over on the consoles
(and no harm in that, eh?). But Pully earns its gold star by
boasting more original ideas than you'd normally find in, ooh,
fourteen ordinary platiorm games. To wit: the astenishingly

(NE)

dextrous Putly character; Uncle Ted and his Irresistible organ,
who appear occaslonally and cause all the baddies to dance
about helplessly; the really neal sampled sound effects; the
multitude of littke bits and bobs walling to be discovered: and
lots, lols more. It's just... wonderful.

ge= _;‘i*-:‘rr.:f-;i,.l HEAD OVER HEELS (The Hit Squad) (33)
s B | 1you've ever owned a Specirum there's a 99.4% chance that  Solving these Involves combinations of brainwork and
~3 ‘ﬁ ; you'll have played Head Over Heels at some polnt. It's probably manoeuvring skills, with help from the eponymous Head and
e, 8 RE : the best game ever seen on the machine, and loses nothing in Heels characters. They each have ditferent skills and can team
[ '*--.,:" S . themove tothe Amiga. I's set in an isometric 3D world, and up In certain situations 1o startling effect. It's beautifully simple,
"ewe. . w=T" 1 consists of a maze of rooms which each contain a puzzle. exquisitely designed and utterly irresistible.
; 3 TP "= s |1:1f' - (= |
. ASTEROIDS (rD) (34) | 50
X
| =
Everyone and his hamster has played Asferoids. And, if complete with useless (Atmospheric. - Ed) vector graphics, | Dt

you and your hamster are for a version of it to play on
your Amiga (which would be nothing 1o be ashamed of, as it's
still just as good a game as it was all those years ago), then this
is the one to go for. Not anly is it an exact replica of the original,

rubbish (Evocative. - Ed) sound and Uhu-like unputdewnability,

but it's completely free! Bargains like this come along two,

maybe three, times in a lifetime. Miss it and your hamster (always .
better than you at this sort of thing) might never forgive you. [

ll-'l"'r_l'I 2 Ilt‘li'lrlllnn_].‘_

(39)

i :il’-

| - Ptull Who needs coin-ops? Thal's the question you'll be able 1o
| | ask (with suitably rhetorical emphasis) after you've taken

- O . | R-Type 2for a spin. Arcade conversions just don't come closer
! £ - | tothe mark than this. The graphics, the sound, the huge baddies,
' “d sy the cunningly-designed levels, the gun that gets sinisterly more

powertul the longer you hold down fire - they're all there,
they're all just like the coin-op’s, and they're all brilliant. Be
wamed, though - this Isn't the easiest scrolling shoot-'em-up
around (in actual fact it's one of the hardest), and if you're a bit

. LEGENDS OF VALOUR (us GcoLD)
R

ole-playing games aren't exactly the embodiment of hip,
and since Mark Ramshaw left we've had a real struggie finding
anyone 1o glve them a fair hearing. Bul when they're good
they're really very good indeed (if you're prepared 1o put in the
hours needed to get to grips with them), and Legends of Valour

crap at games you mighl get quite cross with it.

is simply the best. It's got unusually complicated and attractive
graphics for this sort of thing, and makes iisel! presentable by
keeping all the complicated RPG stulf hidden from view. It's also
huge, sophisticated, very well designed, and much more

IK+ (The Hit Squad)

Street Fighter 27 Phooey. IK+ does away with all those fancy
characters and moves, and gives you a down-io-earth beat-'em-
up that lets you get stuck Into the serious business of injuring
people without having to worry about hundreds of complicated
button-pressing sequences. The ‘moves’ it does have get the job

wonderful than | could ever explain here. So | won'L.

done fine, and are accompanied by some splendidly
painful-sounding noises. And there are two particularly great
things about it: (1) The way two-player games include a third,
computer-controlled character for everyone to pick on, and (2)
the secret button that makes the characters’ trousers fall down,

| 4 o T

MEGA LO MANIA (image Works/Ubi Soft) (6) | ” g{!f,l

ik Al g o |

This is one of those territic games where you get 1o 10 give your blokes the edge. You can make alliances 100, I you PO ol
control the destinies of hundreds of little people. Computer want, and a running is provided by some super R a {

games being computer games, your ultimate aim is 10 make sure
your tribe beats its rivals to a stickily twitching puip, and to that

commentary
digitised voices. And lastly, Mega o Mania Is more
than your average god sim thanks to a friendly user-interface.

end Mega o Mania gives you the chance to "invent’ new weapons

Bonkers semi-benevolent dictatorship has never been so easy.

There's no two ways about it - American football is a rubbish
sport. How anyone can honestly claim to enjoy all that stopping
and starting and pratting about in ludicrous costumes s
anybody’s guess. Bul, against all the odds, John Madden
Football manages to be both an American football game and an

JOHN MADDEN FOOTBALL (Eloctronic Arts)

essential purchase. (Apparently.) Mot only does it
recreale every last offensive audible and broken passing play
(hang on — we haven't got to the good bit yet), but it throws in
slick graphics and a certain ‘je ne sals quol’ that elevates the
game inta the realms of greatness.

. HISTORY LINE 1914-18 (Blve Byte)

No = this Isn't a remorsetul attempt to compensate for all
the horrible things we've said about wargames in the past. We
stand by every word we've ever written about a genre which Is
almost universally primitive-locking, wretchedly programmed
and dull. There - now you can't say fairer than that. But Hisfory

Line 1914-18 more than makes up for the sins of its forebears, a
fact we're actually more than happy to acknowledge

graphics are (amazingly) really good, it's easy to work out what's
going on, and everything works perfectly. Consequently, the
game Is very absorbing. See? Il can be done.

. The




NO SECOND PRIZE (Thalion)

As with Super Hang On, if you don't mind the idea of
people buzzing around on motorbikes as if they've got a
Highway Code all of their own, No Second Prize is a racing game
and a hall. i's got what are surely some of the slickest,
smoothest 3D polygon graphics seen on the Amiga so far, along

ARCHER NACLEAN ARCHER MACLEAN'S POOL (Virgin)

POGL

MONKEY ISLAND 2 (Lucasfilm/US Gold)

Monkey Island 2 is the game all other graphic adventures
want to be when they grow up. And, just as if you nesded further
proaf — nothing else comes within thirty APATTOH places of it.
What's terrific about Mi2 is that not only has it got really great
graphics, and not only does it present you with a set of original

wanied to do that” advantage. It's convincingly realistic too and, 8
although staying on your bike isn't easy, you'll keep returning for [+34 & *

You may already have noticed Jimmy White's Whirlwingd
Snooker’'s complete absence from the Top 100, despite its
Number 10 placing last year. We just thought that, what with
| Archer Maclean’s Pool being virtually identical and everything,
.| we'd give the older game a break. (Chuckle!) So Pool is carrying

(NE)

with an impressive array of camera angles and a fabulous action
replay mode lo show them off to their full “| do not think you

o I.unlllI"] o |

oI e .
more no matter how many times you crash. ‘ol ==] |

the torch for bath. It lays down the foundations of
greatness with a fast 3D representation of the table, adds a
comiortable control system, realistic ball-movement and a
plethora (meaning ‘a lot’ - Ed) ol options, and ends up as the
greates! snooker/pool game ever.

and intelligently-designed problems that'll have you scralching

you head for weeks and kicking yourself when you finally work

out the answers, and not only s it several times the size of most
other graphic adventures, bul i’'s really funny as well. So, even

when you're stuck, you're still likely to be laughing. Brilliant.

GEM’X (Demonware)

If someone walked up to the AMIGA POWER team in the street
i and asked “What's the best Amiga puzzle game?”, we'd reply,
| quick as a flash, “Why, Gem'X, of course. Now get out of the way
4 -we're on our way 1o the shops.” We just love the cute graphics,
and the way you've got to move gems around to finish each of its

o _
18 levels. Best of all, though, s that it stretches your mind

to its absolute limits of mental-brainy-puzzleyness without quite
(guite) taking you to the point where you say “Blow this, I'm
going to have to go and sit in the garden for a bit.” That's how all
puzzie games should be. It's - yes - a gem!

WIZKID (Ocean)

To call Wizkid a platiorm game would be sorely missing
the point. While it does have platforms in it, it's actually a
loosely-connected series of different game-types which,
sithough they’re all very weird, somehow make sense. Sort of.
Erm. Anyway, the fact is that Wizkid s 100% entertaining from

We'd been a bit worried about The Bitmap Brothers, to be
honest. Their previous offering, Magle Pockets, hadn't exactly
blown us away, and they'd been rather too quiet for rather too
long. But they were happy to set our minds at rest with The
Chaos Engine. It's a shoot-"em-uppy, puzzley, Gauntlei-ty sort of

the word ‘go’, but to iry to explain quite why is extremely
difficult. It's something to do with the way it eases you gently
into the action, something to do with its seamless blend of
differen ideas, and a lot to do with its disconcerting sense of
‘off-beat’ humour. (Well, that's what we think, anyway.)

_.@_@! CHAOS ENGINE (Renegade)

APIDYA (Blue Byte)

After much debating, a few minor scuffles, and even a
little bloodshed (when Stuart got a paper-cut from an old issue

13 he was poring over), we eventually decided to place Apidya
sbove R-Type 2, is closest rival in the ‘ultimate shool-"em-up’

graphics — much of them inspired by Japanese artwork - along
with awesome sound and an odd collection of largely insecl-
based sprites who have some terrific attack patterns. And not

only does it play nigh-on perfectly, but there's enough variety lo
ensure thal you never, ever gel bored of It

slakes. It's gol some absolutely beautitul blological-locking

HARLEQUIN (Gremlin)

Although that ubiquitous ninja Zool (he's not an ant, remember)
seems to have grabbed all the attention, we'd rate the slightly
older Harlequin quite a way above il. This really is the closest the
Amiga's come to a console-style plat... No, damn it! Harlequin

_| knocks the pants off Sonic the Hedgehog, and could probably

show Mr Mario Brother a thing or two as well. Set ina .
macabre Alice in Wonderland-style world, the game’s gol more
atmosphere than a gaseous glant (Salurn or Jupiter, for
example). it's also packed with neat touches and cunning
puzzies, and plays like nothing else on sarth.

HIMmOd VOIAY

SIM CITY (infogrames)

It's easy lo complain when, despite three letters to the
council and numerous phone calls, that streel light outside your

of basic bullding blocks — housing ones, faclory ones, roads,
railways elc - to try to build a city from. Arrange them all

(5)
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house still hasn't been fixed. But you'll begin to understand correctly and the taxes you ralse will pay for more bits. You can
something of the problems of getting a large urban go on adding to your city for ever - and you most likely will! One
up and running if you have a crack at Sim City. You've got a set ol the mosl dangerously addictive games ever.




Formula One Grand Prix is undoubtedly the
best driving game on the Amiga. (But still it hasn' -
. yel - appeared in this year's run-down. Can you bear
| the almost-literal suspense, excitement fans?) But,
as they say, it takes different strokes to please
different folks, and FIGP is representative of just
one sort of driving game - the all-out-for-accuracy
30 polygon sort. The other type is the not-quite-so-

sprite-based driving game. Lotus Esprit Turbo
Challenge is one and Crazy Cars 3 is ancther. It puts

200N It
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you at the wheel of a smart red testosterone-mobile,
and gives you the best scrolling road in the
business lo drive it along. Scream as you plunge
into a pitch-black tunnel! Retch as you crest a hill
and the car's wheels leave the ground! Shut your
eyes tightly as you find a truck heading for you at a
closing speed of about 500 kph! All that's missing Is
a two-player mode, but that doesn't really matter
when you've got twenty computer-controlled drivers
to ram off the road. (And they behave very
intelligently indeed, if a little maliciously.)

There are absolutely loads of flight simulations on
the Amiga. And the vast majority of them are
extremely high-quality products, into which
thousands of man-hours have been poured, and

But there are hardly any flight sims in the Top 100 at
all. Just two, in fact. (This one and Combat Alr
Patrol) Why? Well, the APATTOH tries to consider
all tastes, and the sad fact is that flight sims just
don’t appeal 1o people in huge numbers. They're too
complicated, oo intimidating, too scary. Knights of

It was Tim Norris who was first to tentatively
make the suggestion that Lemmings mightn't, just

mightn’t be such a classic game after all. {Although
he'd be horrified at the suggestion that he'd split

1 any infinitives in the process.) At first we just

] chortled. Tim likes a bit of a joke, so we tend to

laugh first and ask questions later. But we thought
, about what he'd sald, and had to admit that in a way
| he was right. The trouble with Lemmings is that,
while all the lemming-saving puzzles are cunning
i enough, once you've worked out the solutions It's a
real bind, and often very frustrating, actually having

LEMMINGS 2 (Psygnosis)

(NE)

to follow them through. And the whole concept's so
absiract that you've got very little molivation to do it
anyway. So, while we still love the game, we
decided to demote it quite heavily. (You might have
spotted it languishing in 77th place.) Lemmings 2,
however, is another story. It takes everything that's
great about the first game. It adds motivation in the
form of a great plot about 12 different tribes of
Lemmings. It cures the frustration problem by
dividing the game into 12 sections which you can
switch between at will. it does everything much,
much better. And it's brilliant.

KNIGHTS OF THE SKY (Microprose)

the Sky is different, though. It simulates a
range of World War 1 biplanes, instead of the
madern jets you'd normally find in a flight sim. And,
rather than being completely crap and boring, it's
this that makes all the difference, and pushes the
game into the realms of popular appeal. You'll cling
to your Amiga for dear lite as your crate claws its
way through the air, and cheer out loud H you
manage to send Jerry spiralling to earth. The fast
3D graphics help too, of course, as do the
completely believable sound effects and the
incredibly detailed recreation of wartime France.

EXILE [(Avdiogenic)

In space, no-one can hear you shouting rude words
at your Amiga when you get stuck in a game. That's
probably just as well if it's Exile you're playing,
because it's got some fiendish puzzies which
require both lateral thinking and joystick skills,
You're this little spaceman with a jel-pack on his
back, and you've got to explore a set of
underground caverns on this planet you've crash-
landed on, ultimately hoping to nobble a mad
scientist. The game’s strength is the accurate way it
simulates gravity and momentum and all that type

The Chambers English Dictionary defines
‘Pinball’ as “a scoring game, played on a slot
machine, in which a ball runs down a sloping board
set with pins or other targets”, and ‘Fantasy’ as “not
based on realistic characters or setting”. Thanks
guys. Perhaps the next thing that needs to be
pointed out is that Pinball Fantasies is far from
perfect. Of the four tables it offers, only one s really
outstanding, and one is actually pretty nob. The
sound effects aren't exactly devastating, either. And
the game doesn't make any attempt to take
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PINBALL FANTASIES (215 Century Ent)

(NE)

advantage of its being a computer game by
providing features that a real pinball table wouldn't
be abile to replicate. ( anything, it's even less
adventurous than a real table.) But, as you'll have
guessed from the game's extravagantly high
placing, its qualities more than make up for its
shortcomings. I's a bit faster than Pinball Dreams,
and the feel of real-lite pinball is reproduced
perfectly - in facl, this is possibly even better than
the real thing, and certainly cheaper in the long run
(It & little pricey 1o start off with).

of stuff, creating a truly believable playing
environment (save for the appallingly primitive
graphics, but we'll draw a veil over those). So all the
time you're trying to explore, and lob hand
grenades around, and tinker about with locked
doors and things, you've also got to concentrate on
getting just the right amount of thrust from your
rocket-pack so you don't keep banging your head
on the ceiling. There's weeks and weeks of fun to be
had from it, and it's just about the best arcade
adventure that could possibly be imagined.




. RAINBOW ISLANDS (The Hit Squad)

Calamity! Upset! Horritying disaster of
near-Biblical proportions! We are truly living in the
‘end times' - just as Nostradamus predicted, the
seas will boil, the moon will turn the colour of
blood, there will be a wailing and a gnashing of
teeth, and “the many-hued archipelagoes (that's
Rainbow Islands - Translation Ed) will be toppled
from their mighty throne”. So, how come? How
come, after an unprecedenied two years in the top
siot, Rainbow Islands has slumped to a hardly-

position? Is it because it's done something to
offend us? Have Bub and his platform-hopping,
rainbow-throwing antics have in some way lost

(1)

their appeal? Might it be because we've grown
slightly weary of its cute, colourful graphics and
arcade-perfect (erm) arcadeyness? Are we afrald
that, rather that the attitude-laden, cutting-edge
publication we strive to be, AMIGA POWER might
otherwise start to become - dare we say —
predictable? (Well, actually, it's because the team's
composition has altered radically since the last
Top 100 was compiled, and it doesn't hold the
game in quite the same collective esteem as it
once did. - Ed) Apparently it's something to do
with collective compositions and radical something
or others. But we're still hopelessly In love with
Rainbow Islands and - who knows? - it might be
back up at the top again next year,

ol o il

SPEEDBALL 2 (image Works)

It's brutal — and inexcusable. Inexcusably good,
that is, for Speedbail 2 represents the Bitmap
Brothers at the very pinnacle of their creative
powers. Following on from the pumpin® shoot-em-
up frenzy of Xencn 2, and later to go on to such
accomplished triumphs as The Chaos Engine, the
Bitmaps® stroke of genius (on this particular
occasion) was to realise that, with computer sports
games, there's really no need to confine oneself to
trying to simulate sports from the real world. if
you've got the imagination to come up with
something new and better, why not use it? Why not
throw away the assorted rulebooks and write one
of your own, designing the sort of game you've
always dreamed of playing? Either that or they

- @
couldn't work out how to do a football

game with metallic graphics. Anyway, what we've
gol is Speedball 2, a futuristic, bloodthirsty cross
between rugby and pinball, where two armour-clad
teams use every available means to score points
off each other. In terms of ‘feel’, it capiures
practicaily all the best bits of the movie Rollerball,
only without the rather dull plot and that weird
scene where they set fire to the trees. It's fast and
slick, with a constant stream of atmospheric sound
efiects, and while it's great as a one-player game
thanks to all the league tables and player
customising bits, it really motors with two. And
while you could always play football outside with
your mates, please don't try it with Speedball 2.

(13)

being banal. You just run around a maze, dropping
bombs and trying to blow up the other players
without getting caught in the blast yourself. But
once you've got over that initial “Is that all there is
1o it?” reaction, Dynabiaster proves to be
mummmmmmmm

mmmmunm
together, thus creating a situation of perfect
harmony. When it comes to computer games, nong
succeed quite so well as Dynablaster in combining
those two ever-present properties: the violent and
the cute. It's viclent because it involves blowing
people up, and it's cute because... well, it just is,
okay? And, as if that wasn't enough, while it could
probably safely claim to be the Amiga's only five-
player game, Dynabiaster is certainly its best. The
concept behind it is simple almost to the point of

wmmﬂmﬁmumhmmp&mﬂp
up and are burnt to ashes. The only snag is that
you really do need extra people to bring the game
to life, as in one-player mode Dynabiaster is
nothing special. But that needn’t be a problem - if
you really haven't got four friends, go and stand
outside your front door and shout “Game of
Dynablaster, anyone?" and you soon will have,

FORMULA ONE GRAND PRIX (Microprose) (2)

To put it simply, Formula One Grand Prix is the
most fun you'll ever have with four wheels - short
of filling two motorcyclists’ helmets with itching
powder. (Though, given the choice, we'd
recommend FIGP every time; moltorcyclists are
notoriously quick to anger whevre their heimet
Integrity Is involved. = Major Contribution fo Road
Safety Ed) t's a Formula One racing simulation of
quite accuracy, but that accuracy
doesn't just extend to technical stuff like torque
curves and the sixteen world championship track
layouts. All that business is in there, of course, but
thanks to its exceptionally slick 3D graphics you'll

Pitstops are recreated In great detail, too,

as are - mone importantly - crashes. (Should you
ever get bored of just driving around in circles,
there's a whole new sporl to be discovered of
setting up and replaying multi-vehicle pile-ups that
would just be too darned expensive to arrange in
real life.) Sparks and spray fly out from behind
cars, crowds watch your progress, TV cameras
track the action... everything's in there. And the
upshot is that you really do feel as if you're
actually taking part in a Grand Prix - don't be
surprised if you grow a moustache and start
talking in a monotonous drone. As the great

E66L AVIN HIMOd VOINY
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find It conveys the most realistic sensation

imaginable of actually driving at a tyre-burningly
enormous speed down a Formula One race track.

Murray Walker might put it: “It's probably the best
driving game there's ever been.” (He only talks in a
funny voice when he's on duty.)
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“One is battered to the ground and then
raised on angels’ wings to the highest
heights,” wrote Gustav Mahler of his
socond symphony. Sensible Software
must have felt a similar sense of awe as
they put the finishing touches to
Sensible Soccer, which, quite simply, is
the best Amiga game ever,

Why this should be the case isn't

obvious, however.

Sensible Soccerls just one of a
number of Amiga lootball games, many
of which are very good indeed. But
Sensible Soccer Is more than just “very
good indeed”. And it's more than “very,
very good indeed” 100. In fact, even if
you took the words “good indeed” and
kept putting “very” in front of them
until you were blue in the face (and
wondering quite where all this was
leading], you still wouldn't even have

speaking of tactics, (um) there are lots
of them in it. You
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it, something that's a bit harder 1o
pinpoinl. Sensible Soccer runs a bit
faster than your average football game
({though not as impossibly fast as Kick
Off, which you won't find in the
APATTOH this year) and, without
neglecting its football roots, it manages
to incorporate the fun of a simple
arcade game as well. You'll also find
that, while in mode the
game Is so good it's a struggle to find
the superiatives to describe it, in two-

player mode it hopelessly exceeds the
bounds of the English language.
Suffice to say that it reflects the skills
of the participants perfectly, so good
players will tend to win a lot (which,
more than anything else, is where the
Kick Off games fall desperately), and
crap ones will have to keep practising.
It's the most compulsive
game money can buy. It's wonderful.
We hardly teel worthy.

Oh, er... and now an admission,
You know earlier, when we said that
Sensible Soccer Is “the best Amiga
game ever”? Well, it's not. There's a
game that's actually better than... Aw,
you guessed it. (Had you going for a
bit, though, eh?) Sensible Soccer 92/53




There it Is, then. The Top 100 Amiga Games Of All Time, as defined by the only
magazine that’s played enough of them to know. We won't bore you with the
mechanics of how we came up with this year's chart (because drinking isn't big or
hard or clever and we don’t recommend or condone or particularly enjoy it), but
instead we'll point out a few of its more interesting features.

First off, some statistics. The Top 100 - All-New and Improved 1993 Mix -
boasts no less than 41 new entries, as well as three re-entries from the original

1991 Top 100 which dropped out last year (almost certainly the fault of Matt Bielby,

who wouldn't know a decent game if it painted his trousers yellow).

So it's a big “Hello, hello, we're back again” from Letus 1 (the original and
best), Warhead and Swilchbiade 2. Of the 56 titles remaining, 22 are movin' on up
(most dramatically Scooby Doo And Scrappy Doo, up 43 places from last year's
scandalously mean 85 up to its rightful Number 42 position), 30 are (ring-a-ding-
ding-ding) going down (with poor old Prince Of Persia plunging 84 places to 96,
after Flashback stole the Best Animation Oscar and showed up PoP's limited
gameplay) with just four staying put in last year's positions (namely F1GP, Exile,
Knighis Of The Sky and Vroom).

The highest new entry is, of course, a straight-in smasheroony right there at
Number One, while two games from last year's Top Ten don't appear this year at
all - The Secret Of Monkey Island (last year's Number Four) is usurped by its
superlor sequel, and ninth-placed Jimmy White's Whirlwind Snooker is out-

THA‘I’ ASTOUNDING NEW TOP 100 IN FULL
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POST-MATCH ANALYSIS R L

Seraibi Soccer (Renegade)
Formula One Grand Prix (MicroProse
Chynablaster (Ubs Solt)

Speedball I image Works)
Rainbow kslands (The Hit Squad)
Piribadl Fardagins

(2181 Cenitury Enbertainment)
Exile |Audhogenic

Lemmings 2 {Fyygrdis
Knights Of The Sky (MicroProse)
Crazy Cars 3 (Thus

Sam City (ndogrames)

Mg |Groeiin

Apidya (Blue Byse)

Tha Chaos Ergine [Rersgade)

| Wizkid {Dcaan)

Gem X {Demonware|
Monkey biland 2 - LeChuch's revenge

(LucassimUs Gold

| Archer Mackan's Pecd [Virgin

Mo Second Prize (Trakon)
Histiory Ling 1514-18 (Blue Byte)

Jokm bladden Football (Elecironic Ars)

Mega lo Mania Image WorksUbs Soft)
s (This Hit Squad)

Lagends Of Valowr (US Gold
A-Type 2 (Actvision

Kileroida (P

Hiad Crvee Heets (The Ha Sguad)
Putty (System J)

Rediand [S40rm)

Populous I (Electnonic Aris)

The: Baues Brothers (Tius
Ligend (Mindncaps

NE) Mick Faldo's Golf (Grandslam

Wyunter (&etivisian)

Vroom [Lankkor)

Pang (The M8 Squad)

Laser Squad (Blade)

Aher? (Reclym)

hebulus |Hewson

Shanghal (Beau Jolty)

First Samurai (Ui Soft)
Scooby Doa And Scrapey Dos
Hi-Tec

Bil's Tomabs Game (Paygnodis
DvGeneraticn (Mandscape)
Tits The Foa [Titus)

Curse Of Enchantia (Core Design)
Luee Of The Temptress [Virgin
Parasol Stars (Ocean)

Wlacx Do)

Liamatron (PD)

Pacific Islands [Empire)
Yirus (Firebind)

Body Blows [Tesm 17
Pieibadl Dreams

{3181 Condury Enleranmen

Uiitima & [CrigiryMindscape

Projectyle |Elestianz Arin§ear Perlormens
IndyFate Of Atiantis |LecasfilmUS Gold

Walker [Piygnoss

Combat kir Patrol (Peygnosis)
Currige Command [Rainkerd
Dariseed (Cyterdreams
E-Mation (US Gold

) The Addams Family [Ocean

SWIY -5'.-_.-."'

Super Twnirs (PD

Chisch Rock 2 (Core Design
Spindizzy Worlds (Electnc Oreams
Stund Car Racar (K

Alien Breed & (Team 17

E) Anarchy (Sizziers
RE) Tool (Gremiin

Lotus Eprit Turbo Challenge (GBH
Firg And K SOB0e
Lignakaar (Tralic

Thee Santingd [Firebir

Plotting (Dcean

Lemmings (Pyygross

Mongter Business (Eclipse

‘Workd Class Aughy [Riadipgenic
Legend Of Kyrandia (Virg

A-Train [Qcean

Wartead |Activision

Arsther World (DelphineUS Gold
Strige |Fage

Puzznic (The Hit Sguas

E Kid (Ut Saft

The: Kew Tealand Story

Th MR Sapuad
Super Hang-On (The 18 Souad
Toki [Dcean)
Siper O Roaa (Virgin
Tearamay Thomas (Soundware
RoboCop 3 {Ocean
Kid Glowes, (Millersnium
Bug Bomber (Kinguoh
Prince Of Persia [The Hit Squad
Sisepwalier |Ocean
Space Chusade |Gremin
Switchibilade 2 | Geemiin
Gradwe Taylor's Socoer Marager
Krisalis|

evolved and replaced by the strikingly similar Archer Maclean's Pool at 18. We did
quite a bit of that kind of thing — we didn't see any point in, for example, having
three near-identical Lotus games or two Chuck Rocks in the chart, so In situations
like that we only included the best game in a serles. Exceptions? Well, Pinball
Fantasies and Pinball Dreams, but they were only permitted to slip through the net
because they're both something rather special. And, while we're on the

we won't be giving any prizes to crappy whinge letters along the lines of “But all
horizontally-scrolling shoot-'em-ups are really the same”, so save your stamps
and writing paper, okay?

Having said that, we must confess that we do enjoy a good old ‘lively
discussion’ on the merits on one game over another of the same type (or even a
totally different one). If there's something you just don't agree with in this latest
incarnation, do make sure you write in and tell us all about it.

Especially since, more than ever before, this year we put the games we really
liked playing in the chart, rather than the games we thought we QUGHT to include.
We think it's much more honest this way. That's why things like Lemmings,
Populous 2 and Zool (just to pluck a trio of random names out of the ether) are
lower down than you might expect to find them, and a game like IK+ just keeps on
climbing higher and higher as it gets older. We don't care how many copies a
game sold - we only care how good it is. Mo Sireel Fighler 2. No Project X. No Kick
Offs. We know best. You know it's true.
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STREET FIGHTER Z + FLASHEACK + SLEEPWALKER + ACTION
REPLAY POKES + LEGEND

 COMPLETE

Got a tip? A cheat? A problem? Send it
in to us and we’ll put you in... Complete
Control. Clever wording, | know. Cheers.

STREET FIGHTER 2

(US Gold)

e b .
i,
™
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Have you aver had ona of those months? At least 87% of this issue’s postbag consisted
ol letters along the lines of

“That Streal Fighter 2 cheat you printed 10 let two players fight against each othar
using the same characler was a bit long-winded, wasn't it? | mean, it worked and
avanything, but surely it's a kot easier just 1o pause the game and type in ‘TKIDS'? Than,
i you abort tha game and rastar it in two-player mode, you'll be able to do exactly the
same thing

We knéw thal. We just thought that people who find a 'same character vs same
gharacter' cheal for Street Fighter 2in any way exciting desenve 1o sulter. The bulk of
the letters continued

"And, given your obwious ignorance, | bet you didn't even realisa that if you position
the cursor over Blanka on the character selection screen and very slowly type
FATIENCE'. you'll be abie 1o press F10 during the gama to top up your énergy.”

Ona or two ol tham weant on

“Just what are you lot playing at, exactly? | fork out my £3.50 every month and |
gxpact somathing a bit better than.., (Snip! - Edr

Type in & Minkstry hric and you'll
be able to play Slecpwalker
with your eyes shut (ho ha).

FLASHBACK ...

‘,Jr',.iJ..'

A

RED HOT POKES

It's bean ages since we printed any Action Replay codes, and they're such fun to type in
that we thought it was about time we did some more. Remembar, readers = 10 use tham
you'll need an Action Replay canndge, and you'll very much want fo lollow the
instructions that come supplied with it

Game Code Effect

Alien Breed 92 Co59CT lives player 1
C059CB ammo player 1
C05803 kays player 1
CO06167 Inves player 2
Co6168 firé payer 2
Co6173 keys player 2

Assassin TFD COSB0E lves
TFD COSEDS time

Delwverance 000548 Iives

DynaBliasiar 0517F3 Ives

Erik 018281 Ives

Fireforce 001594 M-16 magazines
001598 grenades
001599 rockels
001598 first-aid packs

Jim Power TFD S5AB Ves
14AB9 time

Lathal Weapon Ci1A1DS Magazines

Motorhead TFD 010188 VRS

Predator 2 0050AB credits

Trols 000759 IVEs

Wicked 5CB lives
5CE 5008

Wizkid COaCCF slars

Qur hearts go out to Graham McMillan, Paul Bagnarol, Koen Bakker and Erik
Mettekoven who sent those in

PLEASE WRITE!

Please do carry on sending in hints and cheats. Mo, really - they're great
The address for all your fanastic faciolds remains, as ever
Complete Control, AMIGA POWER, 30 Monmouth Street, Bath BA1 2BW.
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6.00 Delbert appears — give him the Scotch, and he'll leave. This
gives you a chance to grab the stick which the dog left behind.

T
-

Follow the road on your right until you meet Dark Fido, the -0 43
Bridge Guardian. Throw the stick into the abyss.

MAY 1893

Now continue right until you reach the

AMIGA POWER

other world's equivalent of a police

station. Once in jail, grab the items that

£ you left under the plllow in the other

0 world, and keep using the bobby pin on

——_ the door until it opens.




DARMSEED COMPLETE CONTROL

When you meet Sargo, swap your bobby pin for his headband. Exit the building
and continue right, past the Drekketh guard (the headband makes you Invisible).
Once past the guard enter the Archives to meet the Keeper of the Scrolls.

. :

Activate the machine to get the micrafiche. Now run back to the ne
as quickly as possible to get Mike to bed. And that's the end of Daj

Start Day Three with a shower and an aspirin as usual = Mike needs 1o be on
top form today. Wait for a package delivery arranged by the Keeper of the
Scrolls, Take the object that you find inside. Head back into town via the
back exit and into the library. Once inside, go to the periodicals room and
use the microfiche.

and go to the Nexus (see
*  map). Energlse the stone from
the cellar and then use it on the
handie to make a hammer.

Return back to the normal world and go to the garage
at the back of the house. Pour the Scotch inlo the gas
tank, get into the car and use the keys in the ignition.

.

HIMOd YOINY

AYVWN

= . — G
Cross the portal one last time

and enter the spacecraft (see
map). Use the gloves again on

the lever to start the lift-olf
sequence, then quickly run outside.

EGG L
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First level tasks

LEGENDS OF VALOUR

They say discretion is the better part of valour - but there are other good bits, if

You'll need to get to the top of four of the nine guids 1o
finish the game. To help you gat started, hare are the first
level tasks for four of the guilds, represanting one from

aach type

1. Men At Arms

You're told to fetch a bronze helmal from tha Armoury,
and you're given the codeword ‘blueboar’. You'll find a
massage for blueboar’ al the Ammoury directing you 1o the

For the best bargains you need to shop around. Or rather you don't, with the help of this very handy chart
we've prepared for you. Each column gives the buying price/selling price.

Gems

Customs House  10/11
1010
a9
o]
a9
1011
1012
1012

Spices Pigments Ore

kL]
n
]

12
mn

34
s
s
4
56
314
213
5/6
k1|
5/6

SRR R

89
a4
]
(L]
89
]
810
a1o
L]
10011

Charerhouse. The Chanerhouse is a builkding south of the
castia gates, and you'll find the heimet upstairs

You must recover the missing potion of judgament. Ask
someone “What is the potion of judgement?” (a good first
step, that) and they will tell you about Graylell the
Anarchist who siole the pation and was subsaquantly
committed lo the asylum. You'll find the potion in a cedl in
the asylum's gardan, just north of the Mercenanes’ Guild,

Tar

3. Thieves
Steal the collection bowl from the Temple of Set. This is
easy enough - the Temple of Set is the large square

building to the extreme norh of the lown, Just, er, walk in
and take the bowl

4. Set
Callect the holy arb from the jewaller's behind the Jug of
Ale. On entering the jawellers, the orb is through the door
on the left and in a downstairs room. The guard on the
latt-hand door will keep arresting you lor attermpted

robbary, but you can avoid him by keaping your ayes 1o
the wall as you go through the room. Alternatively, try and
find the secrel enlrance |0 the downsiairs area which is to
the south-aas! of tha jewelier's.

Magic Items
Thare are three main special magic items. One of them,
the Amulet of Delence, is very difficuilt 1o find, and you
don't need it until you reach the end of the game. Tha
ather bwo are bath handy and convenient, Tha Seven
League bools give you turbo-spead when running, and
they can be found in the room just to the south of the East &
Gate (wheare the game starts). The Gauntlets of Power are
upstairs in the Armoury,

The Thieves’ Guild

Tha Thieves' Guild is the large bullding 1o the wes! of
Olal's Emporium, There are two ways to enter the
Thieves' Guild building. The first is through the window,
B this is only available if you'rs already a second level
thief or above. The second is 1o go through the back door
of the Snakes Inn (opposite the South Wall), downstairs
and to tha and of the passage. Turn right, and than
immedialely right again. Follow the passage until you
come lo two doors. Go through the door to the right, walk
threugh the drinking fountain, then follow the windy
passage until you reach the stairs. The Guild is upstairs,




To become a 'Grunt’ in the Men A1 Arms Guild

F VAL

you know where to find them. Tim Tucker shows you around this brave new world.

_'Ifl!

you need to retrieve this helmet from the "1

Armoury. Not sure why, but there you ge.

‘-_"31_ .J e e

rae v

|

This is where youll find the Temple of Set, where an
angry-looking persen tells you your gueit.

o¥

)

Just one of the

b found in

This s the Lunatic Asplum. You'll
find the Potion of kdeement in
ond of tha cefls in tha garden.

by weapens training is certainly
worth going for as you'll be a lot
Ed harder in & fight atter it
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Then you need...

THE LAST

RESORT

with Jonathan Davies

Game-playing skills up the spout? Worried you might be about to break something
valuable and difficult to replace? Jonathan Davies can’t promise anything, but...

The Last Resort is like... well, it's like this: You're stuck in a
game. You've read the instructions eight times, you've
paced up and down the room for a good hour or two, you've
stared intently at your joystick in the hope that it might be at
fault rather than you, but all to no avail. So you jot down a
briet description of your problem and send it to me. If | can't
help, there's bound to be somebody out there who can.

SHADOW OF THE
BEAST 2

Q I've got almost all the way through
the game, but for a lew things. I've
been into the Goblin's dungeon and
escaped with everything intact, and I've
than gone o the old man and exchangéd
1ha and parchment for the spell. I've
also got 36 gold coins, which | beleve is

I

el

the required amounl, but | can'l seem lo
lo get across the waler. | think
t's something to do with a snail

David Jennings, Weymouth

['5 a snail ainghl, and you'll find him
by gotting sucked down a whiripood
Once you're down there go right, fal
down, keep going right (picking up the

ZAK McKRACKEN
Haydn Mullineux was trying to lift
he fisoraands in his bedroom

“Whal you need is the monkey
wrench from the toolbox that you
can buy in the shop
Christopher Raynard, Bristol

PLAN 9 FROM
OUTER SPACE

A Phips of Liskard was wondering
how to opan the sale al the bank,

and how to gat a pilot's licence

A You first need the credit card
which is lound at the study and
ablained by pushing the stag's head
Then go 1o the mall, get into the lift, go to
floor two, and buy and examine the mask
You should then gel a key and a nole
Now go to the bank, examineg the credit
card and give the key to the taller. Sha'll
give you a choice of numbers, including
the one on the card, which is ‘350143

You'll then be shown 1o the vaul

“To get the pilol’s kicence you need
10 use the passpon with the pholotopiar
in the hardwara shop. Than buy a ticket
to Rio. Go 1o the airport and give the
bickal to the woman on board the plane
On the plana, go 1o the cockpit and lalk to
the pilots. Remember the name given. Al
Rig, look al the register of room numbers
and take room 21. Examine the top of tha
cupboard by the lamp and you'l find the
pilod 1D, Use the pholo with the 1D and the
rast s up 10 you
Alison Cobley, Bradninch

CAPTAIN PLANET
S Bames of Preston had coma
adrift on the water level

“When you've gol a can, search

around the waler until you find a
conveyor bell. Gel above the bell and
hen lowar yoursell 5o tha can is a little bit
above the bell. Lel the can go and it will
go along tha conveyor belt and get

CASES CLOSED

The vast collective intelligence of AMIGA POWER readers proves ils braininess once more...

crunchad up, Ropaat this with all tha
olher cans.’
Jos Evans, Tunbridge Wells

ZOoOoL
Nicholas Hall couldn't kill the guitar
boss in this anl-frea arcader

Stay 1o the tar leh, jumping on thie
strummers while dodgang the gustar
and electric bolts. When his eye opens,
shoot it. Then simply repeal this process
until he dies
Robert Stevenson, Level 6

EYE OF THE
BEHOLDER 2

Anon of Edgerton couldn't get past
a green shield

To break the shield you must
smash it using the +2 crysial
hammaer which s 1o bé lound an tha final
level of the Siver Tower

DG, Rotherham

LEISURE SUIT LARRY 2
James Taylor of Wareham was
having problems getting inta the

aelevalor al the top of the volcano on the

tropecal island

A You should already have the
matches from the Tropicana resort
guest room, the hair rejuvenator from the
airport barber shop and the airsickness
bag from the asroplane saal back pockel
When you're by the elevator door, walk
north past it veary near the crevice, and
then ‘put the airsick bag in the
requvenator. “Light the airsick bag with
maichas’, and then ‘throw the rejuvenalor
into the cravice'. The elevator door wll
then open

Keith Morton, Plymouth

ALIEN BREED ‘92
Q M Landfield of Metferell couldn't

finish leveal sight

A “The problem is that "M’ has version
one of the game, which has a bug
n . This can be comected with a file on
ssue 42 of Amiga Formal's coverdisk
Allermatively, the code PPEAB will take
you to level ten.”

Alexander Thomas, Dorchester




hom on the way), go down he rope and
jump to the right. Ask the snail about
‘Karamoon' and off you go.

LEISURE SUIT LARRY
"How do you get the pdl bottle Irom
the window-ledge of Lefty's Bar?™

Matt Tibbles, Rickmansworth

Apparently you've got o stand on

the fire escape outside the bar, tie
ane end of the ribbon 1o the railing and the
other to Larry, swing over to the window
and smash il with the hammer

THE SIMPSONS

*On level one, how do you reach the

purpla bird on top of the statue by
the skaleboards, and how do you spray
the windows in the retirement home? Also,
are you meant to spray the can ol paint
above the Candy Most Dandy shop, and
what is the round thing outside the shop?*
A Simp's son, Barnet

Both the bird and the windows want

taking care of with rockets, which
you'l find inside the shops. You get the
can of paint by standing on the round
thing, which turms oul to be a rubber ball
and will then bounce up and hit the paint

THE SECRET OF

MONKEY ISLAND

Q “l can't gel past the rat on LeChuck's
ship. | tried to get the grog from the

slpeping sailor, but | can’t manage thal.”

Leys Pleter, Belgium

To gel the sailor to let go of the grog

you'll need to tickle his leel with the
ghost feather from the livesiock room
Then use the grog to get past the rats.

WIZKID

Q “I can only get seven kittens, and
that's not enough. Any tips?”

Elaine, Polegate

This was covered pretty thoroughly

in Cases Closed in AP 23. | would
suggest you search out a back issue for
further enlightenmant.

JAMES POND
“Could you tell me if there is an
infinite ives cheat? I've got as far as
leval four, buf at the beginning of level five
I keap getting killed.”
Connie Graham, Carlisle

There is a cheat mode, and it's

activated by typing JUNKYARD'.
You'll then be able lo press different keys
to do diferant things - C skips a level, for
example, and D unlocks all the doors
There's probably one that does infinite
livies in thene somawhera

ALIEN BREED

Q “Arae there any cheats for either the
oniginal game or the Special Edition

B2 version? | can't gel pas! the second

level on either.”

Anthony Hughes, Cardiff

On the original gama, iry putting
Caps Lock on and typing 'BEWARE
ALIENS', On the Special Edition, try typing

THE LAST RESORT

COMPLETE CONTROL

“l can’t get past the guardian on
level 3-3 ol ZOOL - the banana
and the clock.”
Tristan Muliet, Bristol

“On SPELLBOUND DIZZY, how
do you get past the Beast's Lair?
And what are the Shamrock, the
Megaphona, the Human Bones and the
Pepper Pot lor?”
James Bachellier (aged 9), Palgnton

Q “I'm stuck in a room on level two of
LEGEND's Fagranc. The room has
a lomb beside it and spikes that don't
allow me 1o pass, There is a pillar with a
sign that reads: ‘A stone by an Alter blue
will break my ward to bet you through'.
Whare is this stone so | can continua?”
Marco Halper, Belgium

"How do you complele the second
level of ASSASSING
Paul Kirkwood, Fife

I'm stuck on SEYMOUR GOES

TO HOLLYWOOD. I've got the key
1o Dirk's office, but | don't know wharne 1o
find the object which opens the safe.”
William Haycock, Guildiord

0 "I wish to find out how to get out of
thi casthe on ULTIMA 6.
James McLagh, Redcar

“I'm stuck at the river bit on kevel
four of SHADOW WARRIORS."

| Neil, Longniddry

Q “On EYE OF THE BEHOLDER, on
level two, how do | get past the
writing on the wall saying ‘Only the
strong shall pass'?”

James Bessant, Wareham

“And how do you kill the spiders on
level four?”
Anon, Dorchester

Everyone has their faults, and mine generally become apparent when it comes to answering tricky
questions on Amiga games. The shameful evidence is right here before your eyes.

“On screen two of SPACE ACE, |
can't gel past the floating robol.
Can anyone oul there hedp me?”
Clive Stevenson, Kilkeel

“In PLAN 9 FROM QUTER
SPACE, any clues on getting the
reel of film out ol the cave in Rio without
getting killed by the bals?
Alison Cobley, Bradninch

“In FUTURE WARS, can anyong

tell me how lo get into the boss's
office, or whera the secrel passage is?
Alison Cobley, Bradninch

“I've come to a halt on LEGEND. |

Q need to know what name to call to
get into the Dark Tower.”
James Bessant, Wareham

“I'm stuck in ZAK McKRACKEN
AND THE ALIEN MINDBENDERS.
I'vet found Annig, the blue crystal and the
white crystal but | need the other half of
the yellow crystal. | also need the picture
10 draw on the sphinx's leg.”
Philip Colvin, Poole

“How do you kill the shadows
which appear al the end of leval
three of FIRST SAMURAI?
Anon, Dorchester

Q “And how do you kill the skeleton
dressed in army clothes?”
Anon, Again

“On GLADIATORS, how do | get
past tha flying arrows staga?”
Michael Hall (aged 12}, Pen-y-Flordd

Q “In GARFIELD, where can | find
the key to Arene’s cage? And
whal are you supposed lo do with the
lasagne pan, the coffee cup, the
newspaper and the food dishes?”
Michael Hall (aged 12), Pen-y-Flordd

“How do you get out of the Stuppy
Room in KGB?
Robert Fitzpatrick, Glasgow

“On BAT 2, I've robbed the
Massaglia Bank, and got the
papers and Massaglia’s deeds and credit
cards, bul what do | do now?"

Matt Graham, Taunton

I need someone 1o help me with

WIZKID, | know that you need tha
Spiked Cola to make Latin the Clown
drunk on level five 1o complete it. | also
know that the Spiked Cola is in the
ladies’ loo down tha wall on level one,
but how do you get out of the well?
Secondly, is there any quick way to get
the maich, the cross, the shovel and the
rubses from Latin the Clown?*
Daniel Brewer, Broadstairs

“I'm stuck in EXILE, trying to
supply two chromium rocks lo
blast open the Westem Door.”
David Newing, Victoria, Australia
I'm stuck in tha casthe in INDIANA

Q JONES AND THE LAST
CRUSADE. | can't win any fighls against
the guards.”

Barry Tomlinson, Farnham

“I'm stuck on level five of THE
SIMPSONS. I've managed 1o
collect all the goals except for one. | put
them all in the reactor and travelled all
aver the plant. Please help ma - ['ve
been stuck for six months.”
Claude Licarl, Malta

It's real simplé to become a kving,
braathing, thinking pan of the Last
Reson. Just write down your quick
guestion or informative answer (on a
posteard if itll fit) and send it to The Last
Resort, AMIGA POWER, 30 Monmouth
Street, Bath BA1 2BW.,

‘I WANT FISH' into one of the Intek
computers. Il you then press F9 when
you're back in the main gama, this will
toggle the collision detection on and off,
giving you the very usalul ability of baing
able to walk through walls

<L
“How come on CL/ you can gel a
horzontally and vertically flipped
question mark?”
Robert Davies, Walsall

I'm afraid | haven't the faintest idea

whal you're taliing about (though |
do have a horrible feeling that you'va
written 1o completely the wrong
magazing). In fact, | probably wouldn't
have printed your letter at all if you hadn't
begun it ‘Dear Sirg'

PINBALL FANTASIES
“Whaere can | ind the enfrance to the
tower? | can open it but | can’t find

the entrance.”

Michael Hall (aged 12), Pen-y-Flordd

The entrance 1o the tower? That's it there -
the thing that looks like a tower enirance.

Don't worry Michael, we've found it
for you, Check out the screenshot on
the left — it was there all along

GRAHAM TAYLOR'S

SOCCER CHALLENGE
“Shortly after the start of a season, |
find that my players’ abdity ratings

drop off alarmingly.”

James Wylie, On the Terraces

Loads of people keap writing in

about this. Just like the real thing,
perlormance on the pitch is really all down
to training. You need to do masses of it -
every day leading up to a maich (although
giva it a miss on the day after.) Vary your
fraining patiemns, 100 - do sel piace
traineng on the day bafore a maich, and
other things on other days. @

|

HIMOd YOIWNY

EBEL AVIN

})



Is it more building excitement or just Ripoffsville, Arizona?

Game: Sim City Deluxe
Publisher: Infogrames
Authors: Maxis
Price: £29.99
Release: Out now

hings You Didn't Already Know
umber Cne
am al Tim Yics
et about Numbers 2.
100, shall ct is, EVERYBODY
about
heard of it previou
Time Top Ona Hu
80 you have now. The
need from this rewvie
Deluxe includes the original game plus
the Terram Edifor disk and the
Architeciure 1 sel which were both
wed back in issue 16, and which
led you fo alter the graph
tyle of the game or change the layout
of the ground whare you build your city

is that Sim City

and a quic
Sugar oul is obwvio
other is a catieina

SIM SIM CITY

Sim City's still the
afiginal and best,
bt it's worth
checking out a few
ol its not-1o-pale
imitatars. A-Train
(right), from the
same creators, is
pretty much Sim Ciry
1, except without
any roads and with a
fairly serlous speed
problem. Shame.

upid idea. The
when if's a hot
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Powgrmonger (above) is a sort of wargame Populous, while
Railread Treoon (right) is an older, cruder version of A-Train.

“Why can’t
they do
ANYTHING
properly?”

longer! Yo ) can have a gleaming,

517 What de
Ul tedl you wh
us that we're a bunch of
¥ SUCkere
ertising ("Drink
you needn't be a
empty nobody any

hé matier with p
can't they do ANYTHING proy

The original Populous (above) by Buliirog is still a
good lew people’s lavouriie Amiga game ever,

———— and has recently been converted to (honest) the

l Hintendo Game Boy. Limited, but great fun.

The ‘Godiilla attacks Tokyo' feature
always seemed a little out of place 1o me.

Imitabions, most rec
4. comp
Li] _r_;«-:un!:l
f e 5a-m£e pnce as the
compalitian, y
all the s

axlr chil
one ol the mo

ra year before
n. Daath 1o corpos
@ STUART CAMPBELL

UPPERS 5im City s,
simply, one of the best

games in the world.

accountants.

DOWNERS But it would

have been nice lo see a

‘Deluxe’ version do
something other than re-release the
original with these two extras disks
for £30. Surely at that price,
Infogrames could have pushed the
boat out and at least included both
Architeciure disks, no?

THE BOTTOM LINE
Quibbie, quibble, quibble. i
somehow you haven't already got a
copy of Sim City, correct your
mistake at once, even if that means
forking out for this frankly over-
priced tart-up job. Sim City is
Software Heaven, but this is a
Hellish rip-off.

BOTTOM LINE

This
M,‘2¢ shouldn't
give you any

problems, but no extras.
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More overtaking antics. Did |

}ﬁ World Champion he may be - but can Nigel be overtaken? A

Nigel Manscll saved my life?

S N IG E L
World Championship
Publisher: Gremlin
Author: Damien Hibbard
Price: £25.99
Release: Out now

e sr. e vy e MAN s E L L
thing about it is that it gives us the
T, ENHANCED 1200 VERSION

say that he didn't think Zoo/ was all that

| he A1200, eh? (etc) More
colours, more memory, laster
processor - all that's fab stufl

CRCRT WY LED Man

;ﬁfﬂﬁ“"iﬂ i I'm"’gnnlnqrin - ' § SN RN, G O DY o F\\
or 5 O 4 - b | L -

| WoriaChampionshi.Our oiginl ,@,g;-: o . P, Emaieminen |
! review (by the self-same Tim, in fact) @ 0T DE - PRGN THN T B BT M B (NS T

gave this 78% on the grounds that it

=1t

was “good fun to play”, whichisa =T OEE) i1 A5 \(
nooﬁcnouqhn.uminmrbwk.but ., 12= e el n \
the fact is, it Isn't. Sorry, Tim. u L& e

Y'see, for a game to be fun (in my
opinian), there has to be some sense of

"f. L0 EEE&IL *&'*iﬁ’iim r)l‘iih!- ‘%an- FVE -One san Marine, there's only

Driving Tactics For Beginners: Faced with this situation, should |11 ] 7 U
you (a) jink around caretully and wail lor a gap, or (b) ram
into the back of the other carat .7, H7 T 10 R PET TS
full tin? Oddiy enough, it's (b). B 0 T TE LT

~ with Tim. Tim? “Hmm. I'm
nol sure if those clouds
that might be new. It's not
o qualifying time despite spending most  significantly faster, as far as | can tell.
the tricky comners —that's  of the qualifying lap driving cross- Off the top o my head, | can't really see

not what gamesare ~ country, hmumﬁd noticeable improvements.”
about, -sﬂ. le), but at first | huu'inmmm ' b I'm with Tim on this one.
thought I'd accidentally  three-quarters of a lap > ~ While I'm quite prepared to be
‘starledthegameon  (whichisn'tbadina proved technically wrong
“-allur _I,lal"“"lr 'm“u:iﬂm ~ (scientific ?M i
car, doing any practice, bored after 50 frames a second, a

man with a stopwatch
pointing out a three-
second decrease in
loading times, that kind of
* thing), the simple tact is
i H this doesn't leel at all
~ diMerent to the original game.
And | think we've covered that pretty
~ adequately already.
@ STUART CAMPBELL
: _ | y-
4 What's really odd is that this game UPPERS j_?
- has achleved the level of success it has Fasl - it's nice
= and simple toget =
; T e ety ehesor into the game
Y - NE R you now,
& p*@ (“ k*" T — " Vroom looks lots nicer than Nigel's DOWNERS Dull-
w ('ﬂ (v— (‘h r—*-\ " N (there's more varied scenery for a looking, thin gameplay and
z / LT start), it sounds far better, it's just as just extremely easy. The
o fast, it's got more depth and there's a sound’s horrible, loo.
o lot more opposition to battle with. Yet it
< sold nothing al all. Life, sh? THE BOTTOM LINE
@ But hey, maybe all this lsn't going Overrated and uneventiul racer,
- o persuade you. Maybe you're a comiortably lapped by Vroom and
= NMWC tan, just bought an A1200, and F1GP. Even il you like it, though,
< wondering i it's worth buying this there's very little extra in
again. After all, Gremlin claim this A1200 version o
@ “enhanced graphics (additional pit persuade you to upgrade.
animation not featured in original



PASTER, PUSSYCAT!
KILL! KILL?

KL

Computer games - Y
corrupters of youth or
just fun things to play

with? Mark Winstanley
tells it like it is.

n days when there's not much going on in ti - am i be me. Apparently |'ve got all the right

when airliners are staying predictably in the air person in the AP office who can re-
even Fergie's decided to stay in with a video and sault rifle blindfolded and who knows
instead of going skiing, trashy tabloid journo hacks ) Iﬂmﬂw marching tune 'One, two

like nothing better than dreaming up a lew scare stories,

convincing ill-informed parents that ‘the kids' are ' nulr fun stuff, let’s first define

generation of morally-bankrupt MTV slave-zombies. Command, it could be
How long must this scare-mongering go on? F . £ ch the thermonuclear

there've been concerns that even if you can manage es and, indeed, civilisations. But where

computer without it triggering a seizure, you're still ¢ limp and broken forms of the

'dealing with here is the kind of game
o in, the boots descend onto faces and
2 human forms. So let’s get right

DYNABLESTER. S ™* SPEEDBALL 2

spend your nights running round the streets M
‘Sonic Boom' on the neighbours,

But | say ‘Enough!". It's about time that M
hideously violent video games had a spokesman, -ill’

¢ and really extreme violence”, this sport-ol-
#MHMMWIMM

really In kicking the hell out of the other

¥, you can get points for scoring goals,

AMOd YDIANVY
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OPERATION W

~ o A Spawning a whole baich of coples (Sharkey's Moll, Beast
versions sutfered from not having a life-sized Uzi to waveat
the bad guys, but proved popular nonetheless. The idea is
to blow holes in various terrorist factions while they do
their best to return the favour. Along the way you rescue
\ : hostages in this less-than-cerebral gorefest.

. Oocooh, that smarts - Knives, grenades and
o bullets trash your bod, but since it's a first-person
view, you don't see the damage.

;":_ My gun's bigger than yours - In as pholo-realistic a
way as possible, you mow down umn
" bung in the occasional rocket for light reliet.

iy sshuns & FIREFORCE
N blowfish? Die, vile

teumsucking geck. You play a lone US soldier sent off to the more
remote parts of the globe to meet new and
interesting foreigners - and then kill them. All
manner of weaponry is lovingly and realistically
portrayed, right down 1o 5.56mm calibre M16
mrmﬂmmrmmmqr —- 2
Tell ma | won't be back for dinner! - You get shot, you fall over, and
@ then you go ‘Uuhh’.
“} +  Taste hot American lead, scumbags! - Throat-learin’, khaki-wearin’, Irigger-
’ ¢ pumpin’, widow-makin’, earth-shakin’, bomb-placin’, chopper-ridin’, high-fivin',
— 1'% rockel-launchin' rootin"tootin’ violence!

e ;_-n.:—

~ STREET FIGHTER"Z™ " ‘t;a. SMASH TV
- & BODY BLOWS

host to Smash TV, the game show of
.-f,-ﬁ?r"i: "-thnphﬂmm:u ' e ®

contestant, you enter an arena and blow away waves
of baseball-bal-wielding psychos in exchange for
cash prizes and consumer durables. With a plot that
scores highly on the ideclogically-unsound-o-mater,
Smash TV deserves a special mention as the taking of
human lives is frequently rewarded by a brand new
video or toaster, Enid Blyton this is not.

-’:‘,H—b’ I'm bleeding man, I'm bleeding! -

" Being battered to death as the audience
walches Is a bit of a downer, and should you
accidentally trip over a mine, several large slabs of
protoplasm and an eyeball are hurled into the alr.

the future. Undoubledly one of the most
=, = N
ely ihese iwo logether,but - ' - @ % 2

A
sickeningly gratuitous arcade games of [ X
all time, the premise is that as a game show

" there's no getting away fromthe . . S [

?__ﬁ factthat they're pretty muchthe " | % 4

. i~ -
By -
L

"" Don’t get mad, get even! - To help even the
N odds, you gel to see the bullets not only hit
your target, but also spray out the back in a
visceral haze. Plus, you can cheerfully chop waves of
wlnummmwm knives.

Starved of the stimulus of
television, natives watch |

weirdos punching thg - » = —
hell oul ol gach other. |

' oooo
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Urban crime has =

long been

considered a

“ sodo.gconomic
problam

NARC

“Winners don't use drugs”

s -~ 5 g@et—== AND NOW THE

screen, but losers i - _' - - ol o J ) ‘J .JJ.JJ
sy ioToorss,  Wmm— . \ " 3 | e (DA DD I

Enforcement Agency
ulficers who are fed up of

slimy drug-pushing scum T, OO, on e i e,
getting off the hook due to ltwllouphuhl WMMMHHM#WH’IWN
them if you blow their limbs off with a rocket launcher, mdﬁhnﬂ#ﬂﬁm

wmnmmmm
then no one seems to mind too much.

Wt

syringes at you, and masses of sireet scum s
for the price of their next fix.

% doers. Shoot

Look, man,why can't we just
it down with a nice cup of
iea and Lalk about this? ¥

. Aahh, they got me! - Your shield
e goes out, then the Walker explodes,
mnummaumu |
yougotoff solightly.
WH& i
" into shredded tatiers, or stomp
" into a mince-like substance between
muhm““nh
ummhmnhmm
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+ NUMERIX

UAT + MOUSE IMmMFPOSSIBLE + TAKE "EM OUT

Come with us to the land of the free, where public
domain disks frolic merrily in the fields, where
software author and games player greet each other
with a cheery ‘Hello’. Hey, look over there - it's Dave
Golder! What have you got for us this month, friend?

KASTLE
KUMQUAT

Telescan Shareware
Lel's not beat around the bush. This game
is great. As so0n as you stan playing you
Just know that in the small print
somawhard on the mniro screan tha
author's going to be asking for a frver 1o
bé sent his way (what d'you mean you
read the intro screan first? Are you a
complete saddo?)

You'll be singing: Come on, come on -
come on and collect my kumquats. Yeah.

I's a massive multi-screen maze-
typa puzzley thing. The gameplay is basic
enough; you have to collect the blue
things (the eponymous kumguats) which
are hidden around tha amusingly phonetic

kastle’. Thera 220 to find, and after every
20 you get an axtra life

NUMERIX
NBS

umearix, like quite a few PD
puzzle games, is all about
blocks and numbers. You
stick a load of odd-shaped
blocks on o a numbered grid and try to
score as much as you can, while at the
same tima your rascally opponent - the
computer - does the same
It may not sound like a particularty
revolutionary concepl. But | must say that
Numerix kept me going back for just one
more go’ al least 27 minutes longer than
the average PD puzzler, and it certainly
looks a lot more appealing than a ot of
grid-based PD puzzle games
Thara are lour grids, each with its
own particular layoul, graphical thama
and accompanying sound effects. So, lor
example, ‘Ouch’ goes, well, "Ouch” when
you stick down a piace, and the timer
takes the form of a thermometer,

And you're going to need it bacause
there ara plenty of ways (o lose them. You
can be atacked by strange multi-coloured
Dhock things (which look a lot befter than
they sound), fall through the floor or be
swepl away by molten lava

There are loads of swilches and
swilch keys to try out — which are
governed by a colour-coding syslem - and
plenty of choice ovar which route to take
through the kastie, The game looks
superb and even the music is decent
enough not to force you to pull the plug on
your phono leads. It's not particularly
difficult but has enough meat on it 1o keep
you chewing for a while

VERDICT: A stylish, and massive,
puzzle-maze atfair.
RATING: * %% ®

MOUSE
IMPOSSIBLE

Fortiss PD
Ever played Mouse Trap? If you thought
that was a pretty convoluted way of
calching a mouse, you ain't seen nothing
yel. In Mouse Impossibie you've got 1o rub
out the rodent using a cannon

On each of tha 30 levels the mouse
makes a move for his traditional prey, the
cheese. He drops in on some balloons or
helicopler rolors, picks up the cheddar
than flies off again. You can't stan
shooting at him until he's actually touched

The only real problem is that the
computer isn't a tactical player - it always
goes for the highest score it can gel. |
always said they'd never replace human
bein... click replace human. .. click....
replace h... click,

Ever tried shooting a mouse with a
cannon? Then iry this - it's mere intense.

ine cheese, and evan than things just
aran’t that simpla

The cannon is in a fixed position and
you can guarantea it's one in whach your
cannonballs won't hit the rodent. So you
have 10 make use ol a number of objects

available at the side of the screan - bricks,

springs, angled bilocks, and so on. You
place these around the screéen in the hope
that the cannanball will icochet off them
and blast the mouse

Lammings-styla, not all tha objacts
are available on each level, so the game
can become quite tricky. Also Lemmings-
shyle, it's usually the more iNnoCuous-
looking screens which are the worst

VERDICT: It leels a bit like Lemmings
on a budget, but then it has the price
tag te match. Intriguing and mildly
diverting puzzier,

RATING: # o

VERDICT: As puzzlers go, it's certainly
one of the batter ones, Simple but
engrossing gameplay coupled with
attractive aesthetics. Now il only the
computer played maore interestingly...
RATI
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TAKE 'EM
out

Bus Stop PD
This is a mouse-controlled shoating
gallery affair that is a kot more fun than
you'd expect (il you have low expeciations
of mouse-controfled shooting gallery
affairs, that is). You play a rookie cadet
whio's about 1o be lel loose on his first
mission, which appears to be rescuing
$0me hostages from the weirdest bunch ol
villains this side of a DC comic

The game stars with a briel training
session with cardboard cut-out people to
blast at (so that's whal the cast of

It's time to shoot first and ask about the
Community Pelicing Initlative later.

Eldorado do in their spare tima). If you
score anough pomnts then you'ra ket loose
on the streals. Here you hide behind a
dusibin positioned in front of the two
houses whena the siege is taking place
You have a mouse-controlled set of
crosshair sights which you have to line up
over any cfim you seée, then press the
mousé button to blast him

Sounds pretty ordinary? Well, it isn
You choose two weapons (each operated
by a different mouse button) from a
selection of four which includes bombs
and machine guns. The crims range from
yer bog-standard stetsoned gangster to
ninjas and supenallains, each taking
different numbers of shols to dispatch. A
this plus some very polished graphics and
deceni sound effects

VERDICT: A pretty basic blaster, but
with enough funky little touches lo
make it worth checking out.
RATING: # % % %

ARt By
JIL L

Fortiss PD, PO Box

sla of W

Bus Stop PD

Barel M

Telescan, Handsworth Road, Blackpoo



GCAME REVIEWS

So you want to get your hands on some cool gg
Amiga games? Well, this is where you start

paying - in money. Not too much money,
fortunately, because these are the budget

pages - ain’t nothing goin’ on here but the rent.

CARNAGE

Publisher: Zeppelin
Price: £7.99
Release: Out now

Funny that. I've been playing this game on
and off for a week now, and I've only just
noticed that thare's a blatant, hideous, and
for all | know, entirely unintentional pun in
the tithe. It would have rated higher if both
bits of the pun had worked, for instance, if
it had cartoon graphics of cars and was
called ‘Carioon’ I'd have bean impressed,
but | haven't the foggiest what a ‘nage’ is.

i

.“' All Britain's walerways are
+ Waiting for you - in the

*

. Hoscasons holiday brochure.
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Publisher: Code Masters
Price: £7.99
Release: Out now

We haven't seen one of these little
Codies compilations for a while, as
they've been concentrating on big-
money efforts like Dizzy's Excellent
Adventures. After the debacle ol
Crystal Kingdom Dizzy, it's nice to see
that they haven't given up totally en
the cheapies that made their name.
Quatiro Power Machines gives you
four games for less than two quid
each, so you'd have to be a pretty
mean-minded and nasty sort of
individual to plck fault with it. Hey,
someone call my name?

Grand Prix is a Super Sprint clone
that looked fairly respectable when it
first appeared, er, quite a while ago,
but its slippy-slidey control and stop-
start gameplay look really poor now
when sot up alongside something like
Carnage. There are a lot of options to

There are only a few
things 1o say about this ona
| like it, and it's one of thosa
Super Sprint games whare you
race round in cars and view the
tracks from above. Not thal it's
got the hallmarks of being a
good game. On first inspaction,
your reaction is to g0 "Bluurg”
| mean, look al the screanshol,
the cars are all single-colour
and about two pixels square,
and there's no excusa o use
any gratuitous parallax scrolling. |
Even whan you first play it, you get the
feeling that this is a real dog with flaas

JA) O m
fi

fiddle with to extend the game's life
(well, you can race lots of different
kinds of vehicles, anyway), but, sadly,
none of them make it very much fun to
play any more.

Nitro Boost Challenge is one of
the Codies' first-ever Amiga games,
and it shows. It's a vaguely Spy
Hunter-ish game about a stuntman
performing impressive feats of driving
against the clock, but that's about
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. You keep me hauhgu. Bat it's olaay,
o because you're a hang-glider, after all.

The road s long - with many & winding
tum. It's not "heavy’ - it's a car race.

where it runs out of good points.
There's very little control, very little

gameplay, and no variation to speak ol,

despite the different scenarios. A bit
nob, even at two quid.

I really liked Pro Powerboat when

it was first released aboul two-and-a-
half years ago, and | must admit I've
still got a bit of a soft spot for it. It's
even more Spy Hunter-ish than

Nitro Boost Challenge, ———

except set on water, and
while it's very basic and
none too fast, it's got
some really nice ideas
and there's many an
hour's simple fun to be
had. Sweet, and for two
quid it's possibily the
bargain of the month.
«.0r maybe that honour
should go to Violator, since it's the

best of the four games collected here.

A vertically-scrolling shoot-"em-up
borrowing heavily from Flying Shark,
this is a top example of what Code
Masters do best - no nonsense, no
frills, just good old-fashioned arcade
|apery - and | like it, so there.

Then you stant playing with a friend
or evaen three other friends, find out you
can drop land mines, and even gel to gnps
with the seemingly over-responsive control
system that initially lets you do nothing but
crash into walls and drive round in circles

Congratulations, you've passad he
game-evenl horzon, where you can
actually play tha gama, and what jolly,
unpretentious fun it is 160, Obviously,
there's nothing ground-breaking here as
race gamas of this type go back 1o the
days when colour maant sticking colourad
plastic sirips over your telly. There are,
howaver, 16 circuits, and some of them
are real toughies. The tracks cross over

B TR LA T 8 m
We're fying in ,?_'é- -
the air - we're DD
dropping bombs r -
« and firing guns. e

You'll have fun, fun, fun
- until you crash.

W .

1 honoured compilation-
reviewing style, here's the bit
whaere | sum — NO! NO! FIGHT THE
ROUTINE! BUCK THE TREND! SMASH
THE SYSTEM! WE DON'T NEED NO
THOUGHT CONTROL! | SAY, | SAY, |
SAY! WHAT DO YOU CALL A MAN
WHO'S REALLY USEFUL TO HAVE
AROUND THE OFFICE? ANDY!
WHAT'S PINK, FLUFFY AND
UNEMPLOYED? BAR - (Take two of
these and go and lie down in a
darkened room forever. - Ed)
® STUART CAMPBELL

THE BOTTOM LINE
Fair-enough-really compilation,
worth splashing out a piddiing eight
quid on for the two decent games,

and even the not-so-good

Z66L AVWN HIMOd VYVOINY

ones aren't a rip-off at
this price. And that's
just about that, really.
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gach other repeatedly, and there are even
a few where you loop back and face the
lail-andars haad on, which is just a
startling stroke of genius

® MARK WINSTANLEY

THE BOTTOM LINE
Four-player games are always fun,
as is blowing up your mates. What's

mare, this is imaginative and
challenging (certainly the toughest
one-player Super Sprint clone I've
seen, which is a good thing), and it
beats most other
contenders in the genre 84
hands down. Looks duff,
bul so whal?
Publisher: Zeppalin
Platinum
Price: £7.99
Release: Out now
Tennis was the subgect of the vary first
video game, Pong - you know the one
whara you get two white reclangles either
side ol a white ing which knock a white
block around. Things have cerainly
moved on since then. We have a few
mona colours for a stan, and no longer do
you control a disembodied ‘bat’, but a little
pixedlated human being, with his own
racket, shorls and designer sweal bands
On the gameplay side, there have

been no significant improvements since
Pro Tennis Tour was released, oooh, four

You cant hurry love - but you can quickly
establish a commanding 40-15 lead.

years ago. Infemational Tenmis is actually
very similar to PTT, but the extra conirol
opticns enable you to produce smashas,
slicas and thosa infuriating litthe drop shots
that just plop over the nat and give your
opponent a candiac amest when he just
doasn'l manage lo gel 1o them

Anothaer good thing is the numbar of
player options which include all sorts of
permutations of you, a friend and the
computer. For example, you can play your
pal at singles, or you can both team up
and play the computer at doubles. The
computer itself plays well, although tha
animation is a bit umpy, and the graphics
are hardly aslounding. The sound consisis
of the typical clonk of bat on ball, and a
commentator who sounds mose like Darth
Yader than Dan Masked|

What Inferalional Tennis lacks are a
toumnament mode, grandsiam tours and all
that tennis-y kind ol atmosphare thal you

AMIGA POWER MAY 1993

get with Pro Tennis Tour. Still it's
play, and if yo
two-player tennis sim then this is about as
good as they get on the Amiga

® TIM TUCKER

Publisher: Kixx
Price: £9.99
Release: Out now

Dreams, Fantasies, Wizard, Magic -
pinball games these days do seem lo
have a terribly orcs-and-gobling kind
of air about them, don't they? Pinball
Dungeons And Dragons can be but
the blink of an eye away. But anyway,
after the huge success of Digital
lllusions’ brace of classics, here's a
pinballing blast from the pnl
resurrected by
Kixx. Originally
released by

But he ain't peen
nothing like this - in
any amusement hall.

Loriciel, Pinball
Magic shows a
typically French
weirdness in its
approach. This isn't so much a
simulation of real pinball as a
computer game based on the pinball
concepl. You play not on one long
table but on a series of 12 little stubby
ones, each with a bare minimum of
features (maybe a couple of bumpers,
a couple of kick-out saucers and a set
ol drop targets) with letters beside
them. Hit the targeis and the letters
light up, and when you've lit up all the
letters on a screen (not necessarily
hitting all the targets - most screens

a good
'@ looking lor a one- of

THE BOTTOM LINE
Inferior graphics and sound, but the
gameplay is all there. There's an
impressive array of options,
although a tournament mode would
have been a bonus. But at

£7.99 for a decent tennis

game there's hardly much 54
room for complaint, eh?

eﬁfm-marru:

have letters duplicated on
different features) a door at the
top of the table will open up,
through which you can shoot the ball
to reach the next table. Doing this
gives you a load of extra balls, missus,
and once you reach a table you can't
be relegated o a previous one again
until you've lost all your balls. But, hey
- that's enough about the plot.

=BT

It's a strange game, this. The feel
Is akin to one of
those really old
mechanical pins you
soe occasionally in
seaside holiday
resorts (helped by
the clanky sound
effects), and also a
'P-—r‘-— lot like the little-
r known and
A! exceptionally old
Spaclrum game
Pinball Wizard. The
idea of having to work your way
through the different tables isn't that
far removed from console games like
Dragon’s Fury either, and it's a great
Idea that gives the game most of its
compulsiveness. You can also fiddle
with various factors, like the ferocity
with which the ball rebounds off
targels and, er, some other ones,
which is nice. (In what's becoming a
disturbingly familiar scenario, this is
another US-Gold-related game with an
appallingly inaccurate and useless
manual - “set the parameters of the
Publisher: Kixx XL
Price: £12.99
Release: Out now

Future Wars is the everyday tale of an
unsuspecting window cleaner who ends
Up in an intriguing and rathar dangarous
tima-hopping siluation and unveils a
sinister alien plot to destroy the earth. it
was dead popular, and original, when it
came oul, and il appears set 1o receive a

Iwer since he was a youny boy,
Stuwart’s played the silver ball...

From Soho down to Brighlon,
He muit have played them all...

pinball”, says the manual of the
fiddling-around-with-things menu.
What parameters? All you get is a set
of icons, and I'll be blowed if | can
work out what the one that looks a bit
like & joystick silhouetle with a
herizontal line going through it just
below the, er, knob, is supposed lo
represent. But anyway.) The action is
broken up on the fourth and eighth
levels, which are actually Breakout
variants, and generally the whole thing
moves along at entertaining pace.
This is a spifty little game, and if
it wasn't for the odd bug which causes
the ball to go right through your
flipper (or bounce back onto the
playfield when you'd quite clearly lost
it down the middle), it'd have scored
even higher. It's still fun, though, and
don't make the mistake of thinking you
don't need it just because you've
already got one of the big sellers. After
all, a change is as good as a rest.
® STUART CAMPBELL

THE BOTTOM LINE
A nifty pinball game with a very
different feel to Dreams and
Fantasies. A good alternative if
you're a bit skint, but worth

getting even if you've Bﬂ

got more money than
skin cells.
bit of a revival on this budgel re-release
Graphically if's an impressive looking
game from a Franch design team, if a litthe

I3

I've seen things you people wouldn't
believe - when I'm cleaning windows!




THE BOTTOM LINE
The proverbial mixed bag, but Big
Box 2 comes oul as a good deal on
the strength of R-Type, Shanghai,
IK+ and Back To The Future 3.

A wide-ranging mix, and -
not a bad starier pack for 7 ] =
new Amiga owners.

dafed by today’s standards. It's also gol a International Truck Racing, guv. place and if you've got the mast points at
greal plot, which does the essantial ]DD in I“‘E RNATIO“AL The game takes the form of a league the end of a season then you gel to move
an adventura of keeping you inlerast that's played cut on six different tracks up to the next league.

hong enough to finish il. The control 5) ‘sme around Europe. Before each race you And, er, thal's about it. It's deathly
s the usual point and click method, anl:l [}

have o drive a qualifying round; the laster slow, even on the 1200, and this can’t be
certanly works well. Some of the puzzles RAC I N G . excused by the fact that you're
are a bit tough, though, and it's more than | i driving lorries instead of cars.
a Whhe imitating when you have to load Okcay, trucks can't zoom aboul like
back up to a previous point in the game Publisher: Zeppelin i Yd e Formula One Lotuses, but thay
just to pick up a single carrier bag that Price: £7.99 -oh-hoh. | can still shift. Stearing the trucks is
you didn'l notice balora Release: Oul now haavior than you'd find with
Still, a game like this needs 1o be | - normal motor racing games while
tough, otherwise it's over loo quickly In angthar incamation | write for a dead ; : accelerating and braking is much
{Sound words, Tim. Sound words! = Ed) spiffy mag called Commodore Formal, : [ mare gradual, but these alfects
Adventure lans will certainly want 1o check  which is devoted o the Amiga's oldar - J still don't make the game different
it oul, despite the imritating factors relation, the CB4. This isn't just a plug (Mo, enough to make it anything more
® TIM TUCKER but il wo st as weoll = Ed) - | mantion it than a slow-motion racer.
for a reason. Y'see while | was playing Coupda this with gameplay
Intemational Truck Racing my mind kept that progresses about as much as
THE BOTTOM LINE wandaring and | had dificulty a World War 1 tranch on a wel

It you missed it first time round, then remembering which magazine | was Wednasday evening, and you
it's a good time to turn on to this reviewing the damed thing for. you manage to complete thal the better really haven't got a very exciting game.
little classic from the past. International Truck Racing looks and  placing you get on the gnd. When you race @& DAVE GOLDER

Ultimately it's not as satistying as plays like a C64 game. Okay, so there are o real, ramming opponents and cutling

some of the really great adventures a few more on-screen colours, but the comers are not 50 much allowed as

we've seen in recent years, like your graphics are so primitive only an necessary - so be carelul. It's easy for THE BOTTOM LINE
Monkey Islands and Curse of archeclogist could get excited about them.  your vehicle to get wrecked if you're A humdrum racing game that's nol
Enchantias, but there's The trucks thamsalves are tle more than  shunted too often or drive off the track too s0 much bad as dull. The trucks do

1993
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enough here to keep the ‘;: articulaled shoeboxes, for heaven's sake much. Thare are pils 1o visil on sach track, handle differently o cars -
maost ardent adventurer off e This game does not exactly streich the but using them wastes time. but the gameplay is 48
@ the streets for a few weeks. - Amiga 1o its limits - frankly, the maching You aam points if you pass the repetitive, and it's so slow!
barely has to be tumed on to handle chequerad flag in first, sacond or third




Brothers, the most stylish games coders
around. Founder BB Steve Kelly tells all.

What do you believe in?
| believe that one day there will be a Labour Government

What was the first thing you said today?
Whera's my bloody car? (It's been waiting for a part lor two weaks

Who's your favourite historical figure?
Guy Fawkes. First y bacause thera's still a drop of anarchy left in me rom the late 70s, bul
also because he gave us Bonfire Night and it's the one night a year | can indulge my hobby

What's your Number One object of desire?

Apart from my wile, | would love to own a red E-Type Jag, a copy of God
Save The Queen on ABM Records by the Sex Pistols and, leading on

from the last question, fireworks

What have you got in your pockets?
50 grams of Oid Holborn, a pack of blue Rizlas and a box of
Swan Veslas. What a sad life, eh?

How do you rate your/your

team's importance in the software biz (1-50)7
The past is full of teams and individuals who have deemed themselves
mportant” 1o the software industry, and we have never claimed to be so very i
s w... n“mt‘ﬂjn.
| me o éven . &'ng
m Me in
mﬁhﬂﬂn‘? rmﬂlﬂy‘ w.“M:M?lw 8 logg)
Starp ofa 0 game

If you could be in a computer game,
which one would it be? |
I|I 19??

The monkey in Donkey Kong. I's my idea of biiss to throw things at Mario all day

Is there anything or anyone you'd die for?
| Eloctricg g
| man
ths, boreg, Gn"'rﬁ.'ﬂmmm 2 a loy; ; ang
atc, HHWJ bu“"' : w'ﬂl‘qn
habj,

My wife and my vinyl récord collection

Would you vote for the Maastricht treaty?
Christ knows L
| Left gy,
What's your favourite Bob Dylan song? I-' With the g dug MMWW}-
| love the silent bits batween the tracks... | HATE Bob Dylan. | ﬂmml:l‘h OI&M Bocgm.
| i pop e | TS A2 Nt 19 Ml o 88t
Are video games killing pop music? | " Wen “'II'M.J_ Went aﬂ“ﬂhl‘m Games
No. I think pop music is killing pop music. | ;P";hlld 615 AN o mm%'ﬂﬂmn;mm
| ine Worg
What would your autobiography be called? | Manug) Smur hmuuﬁ:;;“""ﬂ. S0 wang
The Northerner That Never Came Home'. | came o London from | :.ﬂfhpmrc'".d mﬂnﬂ nlof-m% ught g mfw 19 wrigg
| | @amg, 5 ro-Gen Gameg learngy
| 'MA“”%M. 'Moj‘m wm.h ﬂ'ffn
deo game, "m"mmw"::%w-‘r;ﬂ.
Video 5 25¢d VERY |3 o09er
on

Warmington 11 years ago saying | would return in two years
I'm still hara |

|

| 8

| 1532 a

Games ever

Creatpy,

o
3
(=1
- What was the last book you read? |
< I'm wading through ‘Lennon’, a John Lennon biography, and a book | s"‘“"l‘nmm
- about the London Blitz. | hm“““ w;;r';.m & Pjgp, {ves
Job, , the o
What's the nicest thing anyone's | ;932-5 Came '“lmﬂ_%%mﬂ w
= ever said to you? | Orkeg on ¥arigy, - Went fg,
;’ Having my first game accepled for publication on the ZX81 was the | B”*ﬂmqn‘ '39';1;““1
o best thing that has happenad to me, 5o | suppose it was '47p | andg Qames lor
o royaity a copy
< What one thing do you think would most
e improve the software industry?
= Cutting back on tha huge amounts of money maving out of the nce
o industry in the form of film licences, and re-directing that cash 1o p*;"a Ng on a mﬂ'l:i;' Cu{wn.
development budgets. | 5 L vergign e | hag 'ng when ¢
4 [ the regy, 5 they :lg; fﬂm.'h'wmm “hmﬂ Erig
' logether
an

What would you like your epitaph to be?
At last, I've given up smoking

é
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