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SAY CHEESE!

Curl up with Colin in
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STUART WOULD JUST LIKE TO SAY: Tue gat syphit

SALLY WOULD JUST LIKE TO SAY:

l DAVE GREEN'S AMALING-
BUT-TRUE STORIES

We were the first people to bring you news

of the Amiga CD console, and now we're

the first to give you the full official story

and comparative benchtests. We're fab

14 RIPLEY'S BELIEVE IT OR NOT

(AKA THE GALLUP CHARTS)
There are three new games in the top
three this month. But which one's the top
dog? We think you'll be surprised

I SOME GAMES THAT AREN'T
QUITE FINISHED JUST YET
ncluding the world's FIRST and most
EXCLUSIVE full previews of Micro
Machines, Star Trek and Theatre Of Death,
and another SiX pages of GREAT work-in-
progress stuff on TOP of that. If it matters,

you'll read it HERE first. Well, on page 16
4 YOUR CHAMNCE TO WIN, ER,
A KARAOKE MACHINE

Sing, sing your life, any fool can think of

words that rhyme. (And then sing them.)
4 YOU REALLY OUGHT TO
READ THIS PAGE, Y'KNOW
Because it can save you money, AND get
you free stuff as welll Subscribe to AMIGA

POWER - you know you want to really.
68 APPALLINGLY USELESS
GAME PLAYERS' CORNER
Why do you do it? Why do you spend all
that money then get someone else to tell
you how to play the game? We don't get it,

we really don't get it at all. Tch

8 THE NAME OF A BOOK
ABOUT SEXUAL FANTASIES

Yep, that's The Secret Garden. And you

thought it was all about Victorian families

having picnics and stuff, Ha. You sap
97 SOCIAL INTERACTION AND
RANDOM SURREALISM

Otherwise known as the letters pages. But

that doesn’t sound as glamorous

‘ 0 CALLING A COLUMN 'PD
FILE' ISN'T BIG OR HARD

Think about it. It's not funny, really, is it?

l o FEATURING ELTON JOHN
Well, no, let's be honest, there's no Elton
John anywhere in this entire feature. But

it's still the original and best buyers’ guide
'I 'I RIGHT PROFILE HOUR
WITH UNCLE ROGER
Question and answer time, with the man
they're all calling ‘the grandfather of the
leisure computing industry’. Well, we are

THE BOTTOM LINE,
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SOCCER KID

BLOB

it's... nnngggh... Soccer! He's... Robert Maxwell, eh? What a fat -
nnngggh... a kid! t's... nnngghh...  (That's enough. — Ed)

Page 28 Page 32
The Biiogy Lad ]
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SUPER SPORTS CHALLENGE
A sports sim without joystick
waggling! Whatever next?

Page 40

AN DAMES

el ASTER

YOUR FAB
FREE 16-PAGE SAMPLE
ISSUE STARTS ON P51

THE SECRET ||
GARDEN P84

Well, okay, so technically the book was called

SIM LIFE

Tired of people telling you to 'Get

a lite'? Then why not Sim one?
Page 38

‘MY Secret Garden’, but let's face it, you didn't
know that. And most of you are too young to
buy it anyway. So it doesn’t matter, alright? Er,
buy, sell and swap stuff on pages 84 and 85.

MARK WOULD JUST LIKE TO SAY: 1 caught my frst fube today. Su
LISA WOULD JUST LIKE TO SAY: Mo, | w



CHERRY TREES IN AUSTRALIA!

ONE STEP BEYOND

Der der deeerrr, der-der-der-der-

der-der-der DEEERR der...
Page 34

CASTLES 2
...Stirling Albion - (Oh no you
don’t. Now get on with it. - Ed)

Page 42

How muth de spend on gam
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NEXT
MONTH

The October issue of AMIGA
POWER goes on sale on the 9th
of September. We'll be writing it
In July and August. Is it just me,
or is it all a bit silly? | mean, it's

incredibly confusing for a
start, and {Snip! - Ed)

DAVE WOULD JUST LIKE TO SAY: Motorols

GAMES

REVIEWED
THIS ISSUE

SEPTEMBER

FULL
PRICE

Ishar 1200

[ [ T - e ——— 79
One Step Beyond -----34
The Patrician

LT W T ———
Soccer Kid

Super Sports Chal.---40

BUDGET

Addams Family
Animation Classics--91
Face Off

Gunboat S
Hard Nova —----=asesees 92
M1 Tank Platoon----89
Man Utd Europe
Pirates - D2
[ o T O e ——— 90
World Cricket

PUBLIC
DOMAIN

Captain K
Fruit Panic
Paradox
Smurf Hunt -
Time Rift

JACQUIE AND TIM WOULD JUST LIKE TO SAY: “You're

Other mags might bring you levels

of 59%-rated budget games on

their coverdisks, but not us - it's

top-notch stuft all the way when

you're with AMIGA POWER. Why,

just take a look at the fantastic

selection of wild and wonderful things

we've brutally crammed onto ours this month...

HYPER EXCITING SPECIAL OFFER!
Mot only are we bringing you a fab
exclusive demo mission of
MicroProse's newest flight sim this
month, but also a free gift! Yes, when
the full game of F1174 is released at
the beginning of September, just pop
along to any Virgin store and buy it (natch), while presenting
your copy of this coverdisk. You'll then get a FREE special
limited edition F117A T-shirt in addition to the game! Top, eh?

BLOB

Out-of-nowhere fantastic new arcade
platform puzzle game from Core
Design - a whole slew of levels for
you to enjoy - complete excitement!

SQUIGS [ ammn
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PD puzzling - Columns clone  EiRSka T S :
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- one or two players - top
features - total excitement!
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GOT A FAULTY DISK?

@ Oh na! 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 29, DisCopy Labs,
PO Box 21, Daveniry NN11 5BU. NOT here to AP. Not our department, guv.
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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.

@ Biob and F117A Stealth Fighter
are one meg only. No, seriously. A
one meg upgrade costs, what, 30 or
40 quid? Get yours today.

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

@ An options menu will appear.
Simply follow the instructions to
load the game of your cholce.

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

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

® Remember to keep the disk you
are playing your game from in the
drive at all imes. And remember -
switching the machine off for 20
soconds or 50 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 stuff again, making
sure you've disconnected any

peripherals the program might
not ‘like’, such as external drives.

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

AMIGA POWER Disk 29 Returns
DisCopy Labs

PO Box 21

Daventry

MNN11 5BU

@ We're really hoping that you're
reading this bit, because it's quite
important: please don't send your
digks to us at the AMIGA POWER
office. We really don't know how to
fix dodgy disks. We've tried, we
really have, but not very hard. So
send it to DisCopy Labs. Please.

lane. For a slar, it's

Authors: MicroProse

NECESSARILY SHORT
BACKGROUND

It's a flight sim, you're in a Stealth fighter,
you have 10 blow stufif up.

MORE SPECIFIC
INSTRUCTIONS

in this exclusive-10-AP demao of
Prosa's top new dose of airbame
you have o lake off from Gulersioh
airfild, destroy the bridge at Warsaw
{your Primary Target), hopetully also take
oul the enamy headquarters at Katowice
(Secondary Target), and than fly back and

At the chiropodist's:
“Sa Mr Blob, could you cul
down on all this jumping?”

Author:
Jonnathan Hilliard

ENTHUSIASTIC BEGINNING,
EMPTY THREAT

We thought this was so greal that we
mavied Heaven and Earth 1o gat you this

land at the Rhaein-Main airfeld, all against
the clock. These instructions will sall-
destruct in aboul 45 years whan the
magazine biodegrades, probably

LENGTHY LIST OF CONTROLS

As well as the usual joystick controls for
bank left, bank right, climb, dive and fire
cannon, you're going to have o get your
mitts around this fistiul of keys:

1= Flare

2 = Chaff

3 - IR Jammer

4-ECM

§ - Decoy

6 - Landing gear up/down
T = Aulopilot on/olf

8 - Bay doors open/close

bbb WEe

fior the coverdisk al the last minute, so
you'd bloody well befter ke it or we're all
gnang up daing AMIGA POWER and
going home for ever, alnght?

INSULTINGLY CURSORY PLOT

Blob is a blob. With motivation that we
don't have room 10 discuss right now, he

9 - Flaps
extand/retract

Return - Fire weapon
Space - Change waapon bay

M - Designate new target

B - Select target

Z - Zoom lactical/oulside views

X - Unzoom tactical'outside views
Alt P - Pause

At D - Adjust detail level

Alt T = Activate training mode

Alt R - Resupply (training mode only)

You can also bang your head on that
Noating Astee relic thing. Ouch.

w




F1 - Cockpit
F2 - Change Head-Up-Display mode
(Ground/AirNAV)
F5 - View weapons
FT = View waypoint
F9 - Instrumant Land ng
System onvoll
F10 - View mission
ordars
Shift F1 = Slot view
Shift F2 - Chaseplana
VW
Shift F3 - Side view
Shift F4 - Missile
W
Shift F5 - Tactical
VW
Shift FT - Multi-
L

APOLOGY FOR SUPERFICIAL
NATURE OF INSTRUCTIONS

We'ra really sorry, okay?

TiME  19:03:04
gpoind 1= 8% K
L HINETA 1926

And here's that ‘dizzy’ spell
once again. Mote the Tom.
and-Jerry-style circling
stars. You can almost hear
the tweeting bird effect.

has to bounce around a number of levels
of platforms in space, rescuing litthe blobs
or collecting 'stulf’, or painting the floor a
differamt colour An:,r complaints about
this lackadaisical characier development
should ba directed to Core Design
Limited, Tradewinds House, §9-71a
Ashboume Road, Derby. Or Blue Peter

HALF-HEARTED ATTEMPT AT
SOME INSTRUCTIONS

Use the joystick io move Blob left, right
up and down, and press fire to make him

bounce. Vanous types of tile do vanous
things. (For more useful details on these
vanous' funchions, please feel free to
check out the review on pages 32 and
34, - Helplu! Ed)

EXCEPTIONALLY POOR JOKE

This blob walks into a pub and says
“Blobalobalobalob.” The Barman says
“Cloar off, you've had enough already.”

WE'RE ALL HIRED

(You're a fired. = Ed)

Iz
ﬁ [ 14
2000 oeﬁvs LT
Author:

Jonathan Hibbins

OVERLONG INTRO

Well, there goes the last reason in the world for anyone
10 eéver buy a Mega Drive, eh? Squigs is a perfect-in-
very-naarly-avary-way clong ol the celebraled Sega
puzzler Columns, a Telris-related block-stacker which, embarrassingly, is still
one of the outdated console's top boys software-wise, SUll, that's not 1o knock
the game itsell - it's a bit ab, as you can now see lor yoursell, There are two
basic types ol game here, the Normal game and the Rescue version, but both
follow the same basic principle. Groups of three ‘squigs” drop from the top of
the screen and can be manoeuvred left and right with the joystick. If you press
the fire button, though, the little squigs will do a quick shuffia and rearrange
thamsaives in a diferent order. Rapeated préssing of the fira button will make
the squigs cycle through their three possible positions, enabling you 1o
arrange them into formatiens which will make horizontal, vertical or diagonal
lines of three or more squigs, a1 which pont the squigs concemed will
disappear and anything above them will fall down to fill in the gaps (and, if
you'ré hueky, lorm mare lings for big bonus points)

PARAGRAPH ABOUT BLOCK TYPES

There isn't much else to i, really, but what there is comes in the form of the
ather blocks which occasionally fall instead of squigs - bombs and TNT
biocks blow up a lew squigs near them in different ways, steel plates just get
in the way and can’l be got rid ol unless you use a crystal cube, which blows
up everything on-screen that's the same as the first thing it touches

PARAGRAPH ABOUT GAME TYPES

In the Normal game you just keop on making lines lor points, but in the
Rascue game (which is the same as the flash game’ in Columns), the object
s to form a lne including the squsg who shouts Help' at the battom of the
screen. When you do that, you move straight onto the next level, where
everything gets a bit harder

PARAGRAPH ABOUT TWO-PLAYER GAME

In addition to all this puzzle japery, both games also have a two-player moda,
wheare players control alernale lines of squigs and only get points for the inas
that they cause
hemselves, 50 you
have to balance co-
operation with
MAXIMILET OPPOMLnity
fo grab big scores for
yourself - it's
devilishly fiendish

These are the squigs.
Cute, aren't they?

.
P
pa e

And this is the
kind of situation
you're trying so
hard to avoid.
Game over, man,
qame over.
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Left and Abave: Mahatma
Gandhi pioncered the ideas of passive resistance and civil
disobeditnce as a non-vielent way of forcing pelitical change.
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AMIGA POWER

Williams gave us the source code from the  H worked in tndia, but
o coin-op, DAT tapes containing all the sadly it hasn't in these
sampled speech and sound etfects and coin-op screenihols.

The part of the mag where we use our special moves on various programmers and tell them to ‘Finish ItV

MORTAL

KOMBAT

Game: Monal Kombat (sic)
Publisher: Virgin
Authors: Probe Software
ETA: November

Briefly: Mortal Kombat is the arcade
game that makes Street Fighter 2 look like
it was thought up by the creator of the

also the original foolage of the fighters
Mortal Kombaft uses digitised sequences
ol actual actors, and after they'd been
filmed, the resulting loolage was stored as
high resolution frames on a
computer. We've laken all the
graphics from this source,
but obviously we had to

“There’ll

start to hyperventilate and get a bit giddy)
and it also contains the brutal death blows,
which were considered so contrary 10
Nintendo's tamily image that they were left
out of the SNES version. Suraly
Amiga owners won't be
deprived of such classic
moves as the rip your

‘Love |s..." cartoons, designed by reduce the resolution to o.pﬂ opponent's head off, the
Franciscan Monks and coded by Mahatma  suit each system.” be - on ‘punch your foa's beating
Gandhi. It apparently impressed rapper Sothe graphicsare R R s R i - | hean outand thon show it
lce-T 50 much that he took time out from  going 1o look virually to them’ move and the
listing the faults of the Los Angeles Police  identical 1o the original, the blood classic Treeze the baddie
Department and the banafits of firearm but what about the " inte & solid block of ice and
ownership and bought a coin-op machine gameplay? “Since we're Sll'rﬂﬂf.‘l'i than smash them into a zillon
for his house. History fails 1o recount using the arcade source code, pleces’ death blows?

whether his wile (and positive feminkst role
model), Darlene T, shares her hubby's
passion, S0 lat's just say that MK s a very,
very, very violent beat-'em-up.

The creators speak: Fergus
McGovemn of Probe Software is extremely
busy at the moment, working on the
Amiga, Game Boy, Mega Drive, Master
System, PC and Game Gear versions of
Martal Kombat. It really is enough to make
you go ‘blimey,’ althcugh all the time | was
talking 1o him, he never did. Such is his
resilience to the pressures of work.

What everyone wanis to know is how
good a conversion the Amiga version
is going lo be. *It's going o ba as
periect a copy of the coin-op as
the Amiga technology can
handle,” Fergus told me,
and although software
companies say this sor of
thing all the tme, i seems
it might be true this time.

“We've had the most
help we've ever had in the
creation of our versions of the
game, and aven talied 10 the
original programmers, Basically,

all the sconngs, hit zonas of the
players and artificial intefligence of the
computar-controlled characters 15 exactly
the same as the original. The only
difference is that the Amiga can anly
support two butions on the joystick, where
as the original uses six, 50 we're looking
at ways anound this. Just using the joystick
would be too restnictive, 5o at tha moment
we're looking at a control system that uses
both the joystick and the keyboard.”
Movtal Kombal features 5o much
biood and nastinass that the AMIGA
POWER team have banned me
from playing more than
ona game al a time
(aher that |
apparanily

“Mope,” Fergus assured me,
Theyll all be in there, although there’ll be
an option to lurn off all the blood splattars
and dismambarmant if your mum
complamns oo much.” Hurrah!
Verdict: Fergus promises that the
Amiga version's going 1o be every bit as
good as the Mega Drive version, which is
a real stunngr. Thare's still the problem of
the Amiga fire buttons, but hopefully Probe
will go for the keyboard option rather than
trying o bunch up all ihe moves using the
contoxd-sansitive system that plagued the
Amiga version ol Streef Fighter 2. It
seems that companies are already gearing
up for Christmas 93 blockbusters, and if
it's done properly, this could be massive.
® MARK WINSTANLEY



STAR TREK THINGS TO COME

!"pnl"'r'l'r '!.p masor
ravohves around the {

you say 1'd like a single room with an an-
surte bathroom please? in Klingon? He
thouwght about that one a bat

Verdict so far: With so much interest
C awn in if by the producers of the show,
5 point "'E"FJL..-E" | this one's going to be ane of the more
henievar thare was promising licensed
kas, and with so
many people
nterésted, nay
obsessed with the
program, It's ever

sevan compl

ane lakes pl

oY |

Game: Star Trek the original series because if's ‘quaint'? Deamed oown 80 likedy that
Publisher: Interplay They're a mixture of the twoandgo  With a couple of Trekkies'
Authors: Metadigm under the joint title of Metadigm. We're rJf:lr“S-"a everywhere will
ETA: Late '93 famous for bringing ¢ be flocking to

| oné of the first
W environments
ou already tops who then

part cash for
this. Oh, and

non-Commaodore de

WE UOMRGES

kne I'|.n Tm ofiging I has t got kiled. | asked THESE “gshti? ENTERPRISE how about the
Thi profound impact on my life, and one of the  Fusly whether oF THE STR Klingon
orl of new ground oG I Star Trek  they'd bein the transtation?

VG preseni The best Rusty could come up with
rssane ol peace Bramble's doing the st 1've no idoa Indaed thay wil was “Jih parha wapa j& tach” which

what ha thin (S-auc.l_ﬂ the show be = poor ensign axpandabies meel 15 °1 want one room and a bar". He
piralions couldn't find a word tor ‘bathroom’ and

W on ara, bi al walch 1! . . game as we

Varnous mé

Star Trek's one of Paramount's  on all adventure figured most Klingons would rather hit the
babies, they'll have besn Which leaves ju : final question booze. And he'd know
peping & fairly tight raign then. Rusty, do you have any idea how & MARK WINSTANLEY

Over even and
|“|L':JI:':|!‘! I g-.')l 1he answ
back by fax, | could st
haar Rusty groan
“Theara's very close co

operation between us and

Paramount and

everything, siress

avanything, has to be

+ approved t'--f tham. All tha an

game about it music, sound eflects, lext and

o ————

making a
The cmaturs speak: Rusty 50 on go through them bafore
X K time ..,‘ from hanging with ihey gel inlo the game.”
{ uS in on The bits I'va seen faalure

the deck ol the Enlerprise and
a 30 fighty bit, which are what
| started by all these screen shols are

i roots of the from, but this isn't going to ba
) whathar thayre the cantral part of the game

MEers raise 1 on a dist of

And what about Spock? What

tilflﬁ' wiad that bax he
loohed into, and why couldn't
anyone glsc have a 5ol

Then of course there's that old favourite: the
lack of seat belts. H combat’s that rough,
then why no air baga? Answer me that.

!'? =2 Anyway, happy birthdar,

" 5TAR TRF,

5 “BNNIVERSARY
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TREK'
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The swing-wing planes really
ﬁm-lm

Game: Jet Strike
Publisher:

Rasputin Software
Author: Aaron and Adam
Fothergill (also known as
‘Shadow Software’)

ETA: Seplember

Briefly: Ramember Harrier Attack on
the Spectrum? What do you mean,
“Mo™? Well, it was a sort of
Defender-meats- Scrambig
sideways-scrofling shoot-

‘em-up affair with very litle

“Are you
all just big

really fun-to-play flight game. Plus, the
\ main combal section links together 100
missions which give it an (almost)
adventure-like feel.”

So (if I'm following this comactly so

far) = it's a ight sim for people who don't

like Might sims. But do you still have 1o ke
planes? “Well, Aaron (the auther) is a
plane lanatic who was brought up in an
RAF family. But you couldn't describe the
rest of us as ‘plane mad', Jet Strike will
appeal to anyona who has aver played a
flight sim, anyone wha enjoys action
games, anyona who enpoys a challenge
and anyone who likes planes - thal should
just about cover everyona!”

David's shrewd marketing
sense causing him lo ‘hedge
his bats' there, I'l warrant
But on to the ‘fascinaling
facts for stal-heads'

par of the preview,

fight-sim realism but a I've heard that Jet
massive WSTOL payload of Strike wall “
playability. And J;a gma 'BﬂﬂEY M 7 mamug:"mea\g:;ts?w
seems 1o be a bang up-to- fans?” including ‘Training' (10
date version for the Amiga, v missions designed so

with more colours, mare planes,
and more, oh | dunno, more
everything really,

The creator speaks: David Jones,
Managing Director at Rasputin, had the
following to say for himsell. “Je! Sinke was
designed after many hours spent dalving
inka flight sim manuals and then trying to
gel the planes to fly. Jet Strike takes the
{hight sim idea, moves away from
concentrating on simulation, introduces
loads of action, and tries 1o be the first

you can familiarise yourseif
with the plangs and their
controls), "Combat’ (100 missions
where you'll need 1o summon up all of
your skill, cunning and forward-planning),
and ‘Aerclympics’ (two players battle it out
in 15 selected missions). And let's not
overlook the 40 aircralt™, each with “their
own flight characteristics closaly
based on their real-world
counterpars”, Wow, Arg
there any other mind-
boggng numerals
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you'd like 1o throw in our
ganaral direction?

“Jet Sirike has been
designed 1o be highly
adaptable - we could release
up to B0 or more mission disks
for it. The aircrafl parameters
have bean written in such a
way that literally anything can be slotted
in, from a plerodactyl to Concorde. If it
flies, we can inchude il.”

Last question. I've just looked up
Grigor Ivanovich ‘Ra Ra' Rasputin (1871-
19186) in my "Dictionary Of Modam
History', in the hope that I'd find oul for
mysell why you're called Rasputin
Software, But in vain. So, do you idenlity
in some way with this notoriously beardad
‘mad monk’ who exercised a sinister near-
hypnolic influence over the Czar's

family in the period leading
- up o theé Russian
) Revolution? Or are
B you all just big
‘Boney M'

S
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fans? David: “Why are we called
Rasputin? Well, why not?”

Verdict so far: We've had an early
version of Jei Strike in the office for a few
wiaks now and persanally ['ve spant
houwrs on it. Maybe the controls are a bit
tricky at first, and sure, the graphics arna
hardly the 32-bit future of videogaming.
But | reckon that if Rasputin get the
dilficulty right and come up with enough
interesting missions, this'll be a real treat
for good old-fashioned playability lans,
And you don't have lo take my word for it
= naxt month we'll ba bringing you an
exclusive coverdisk demo so you can try it
out for yoursell. (Probably. - Ed)

® DAVE GREEN




Game: F117A

Stealth Fighter
Publisher: MicroProse
Authors: Neil Duffield,
Paul Houbart, Amanda
Roberts, Eddie Gamnier,
James Hawkins

ETA: Late September

The scene is set: Fade up from

black. We see four figures in an otherwise

ampty warshouse, Two of the AP staff
[dressed in plain black suits and black
ties) gatta-tape top MicroProge producar
James Hawkins 1o a chair belore dousing
him in petrol and intimidating him with a
strasght razor. Another similarly-attired
computer joumd les unconscious in the
comar, fatally wounded. Thair attempls 1o
aftend a press conlerence on

MicroProsa’s latast fight sim (featuring tha

world's most advanced stealth lighter)
have gone seriously wrong, and now thay
want answers

MR PINK: Let's go to work

The creators are tortured:

MR BLONDE: Okay, we've seen the
excolient Gunship 2000 and also an
imprassiva domo of this game (on this
maonih's coverdisk), and we can’ halp
thinking thal thero aro cortain similanties
What've you gol to say to that, huh?
JAMES: I'l coma

chean, jusl don't
hit me again!
We've used
some of the 30
techniques from
Gurship 2000
and although
Meil and Paul
have done

B5% ol tha
programming,
we've also had inpul from

Mark Langerak and Mark James from the
Gunship 2000 team. Mark's been working
an the HUD (that's Head Up Display
tachnical barm fans) whareas Mark, er
that is, the second ona, has bean working
on the mission generation. Can you untie
me now? Pleasa?

MR PINK: What about mission setfings?
Can we ask him about where you gal to
blow things up, huh, Mark? Huh'?

MR BLONDE: Shut up! We're
supposed 10 use our spocial codie
namas 50 No-one knows our
identity. So shut up, Tim! (Oops!)
MR PINK: Right then, ignore that
last bit, James, and tell us about
the missions. Or alse.
JAMES: Sob. The missions cover
Central Europe, the North Cape
Libya, the Persian Gul, the Middia
East, Desert Siorm, Korea
Vietnam and Cuba. There are
hundreds of possible
MmesEion
combinations of
primary and
sacondary Iﬁrgels
making it tha largest
| ever Amiga flight
sim! Based on your
performance you
recahve medals and
promobons as you
play through each
scenariol Look, all you
neaded to do was phone our PR
depariment to gel these details, do you
really think all this nastiness is necessany?
MA PINK: Shul up! Shut up! Look = over
there! Dave, ar, | mean ‘Mr Orange’, is
ragamning ConsOousnss
DAVE, ER, | MEAN, ‘MR ORANGE": Ask

him about the realism versus playability
debate. Uhhh

TN

{ 1
MR BLONDE: Yeah, night on, Orange. The
F117A, as | understand it, has imiled
weapanry as it relies on ils radar
absorption propertas (which result in it
having the sama radar loofprint as a 22
air peliet, lech fact lans) to keep it out of
trouble, Now what gamers want is big
guns, 50 have you gone for the realistic
approach, or beeled the weapons up a bit
10 make it more inteéresbing?
JAMES: We've cenainly added
mare target-busting
firepower and, al the and ol
the day, leal that
gameplay's mora
important than making it
trea-10-le, but all the
reahshc optons are also
available for the hard-
core flight-sim buts!
Conclusions
are reached:
MR BLONDE: Brilliant. Okay guys,
report back lo the office that it looks ke
MicroProse are sel 1o do it again with
anathar top-nolch fiying game
MR PINK: Okay Mark, er, Mr Blonda, and
Il say that the stealih iechnology is set to

The F117A"s got all the Latest stealth
technology, but let's look at the future...

Chamelean
padnt will
merge the
plane imo the
scenery, and
cotton wool
up the
exhausts will
make it very,
viery qubel.

be an integral part of the gama, with
succoss of failure depending on keeping
damage 1o a mimmum and therefore radar
Invisibility at a maximum
MR PINK runs oll and slams the
warehouse door shut behind him. MR
BLONDE tums to Jamas, smiling
MR BLONDE: Now thare's jus! you and
me, and quite frankly | dont care what you
lell ma, I'm going 1o lorure you anyway
MR BLONDE waves the razor, a
Rolf Hams Stylophone and an
elacinc loothbrush in rapid
succession in front of the
starfiad MicroProsa
production genius
Cue cheary 705 music
Fade 1o black
(Fade back in. MR ED -
nol the '60s sitcom talking
horse but & shghify-built
Scotish-looking figura in another
identical black suil and shades -
stanas with a smoking gun in the midst of
tha bleeding bodies of MESSRS
BLONDE, ORANGE and PINK
MR ED: You sea? You ARE all fired.)
@ MARK WINSTANLEY

TER

Stealth bombs will blow things up and
then hide all the pieces.
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Undercarriages will be oiled
regularly so they wont squeak.
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Game: Theatre Of Death
Publisher: Psygnosis
Authors: Dave Anthony
ETA: October

Briefly: | just know thay're gaing to say
otherwise, but take it from me, this is
Psygnosis’ version of Sansible’s soon-1o-
be-released Cannon Fodder

The creators speak: "l isnt
Cannon Fodder!” said Psygnosis PR
persan Mark Blewitt, mimicking genuine
surprisa as if | really wasn't the 32nd
person who'd
posnlizd out the
more than passing
resemblance
batween thair own
product and “that
other ona’” from
the Sonsibbe

T
OF DEAT

together all the games | like playing and
taking the most wonhy bits of them, so |
used the perspective from Popuwious, the
freedom of movement from Elifte and the
click-to-control system from Lemmings. To
move an antire squad you click on the
squad leader, whare as clicking on a
normal foot soldier will move just him.”

In ihe version I've played you only
get 1o choose between machine guns,
grenades and lamao-throwers, but Dave
assures me this lack of firepower’s just a
temporary thing. “I'm putting in land-mines
and dynamite, and thinking about some
maniraps as well

s & theatre, i
involves death, it
must be...

The idea is that

boys. For those
of you that
haven't sean
@ithar of those
games, Theatre

thase'll just
immobikse the
soldier, and if you can
gal an ambulance 1o
them in imea, they can

Of Fodder, sty
Death, features a large map viewed fram
an isomeltric overhead view, Scattered
around this battlefeld are groups of your
soldiers, enemy soldiers and various bits
of military equipment that you can take
control of by sticking ona of your blokes in
Everyihing's contralled by the mouse, with
the lef bution marking a destination for a
soldier or unit, and the right button firing
whalever weapon's selecied at the time,
and you wander around and kill people
Exactly like Cannon Foddar, really

| spoke to Dave Anthony, creative
comer-sione of Cannon Of Death — sorry,
that should be Theatre (Cannon Of
Theatra? - Ed), and verbally taunted him
with that tharmy similarity-related issue
“It's strange that they're both oul soon,
because | started it last Octobar and only
heard about Cannon Fodder round aboul
May this year. | got the idea by lumgping

be released and
palchad up.”

There ane jetpacks, tanks,
helicopters and space buggses 10
transpon your bays around
quickly, with the lanks doing a
mice lne in running over the
ENemy, Or your own troops
i you're that careless. In
timas of crisis you can
either call in reserves, who
are helicoplered inlo a
prasal location, or call in air
sinkes to bomb the hell out of
an area. Nice fouch, that

Al tha moment all the missions
are sell-contained, but Dave told me that's
set to change. “The game's st across
snow, desert, grassy and lunar locations,
and in the finished version a lew'll be
biended logether to form bigger maps
You can choose your path across the

EFIEsaEIRE WS AMEsaRre

-but encugh of
these informative
o captions. Wow,
boom, takka-
” takka ete.

You can
tell this isn't
a Space 1999
licence ‘cos
something actually
happens in it.

i
L 3

difigrant terrains, and then every i’
ten missions of 50 you can go | Y &5 ¥ b
anbo anothar map, 80 each Death on shis -
game you play will be different.” groowy. Y ¥
Verdict so far: Well, I've | 4
played varsions of both - = EL = s
Theatre Of Death and B RN ""'U
Cannon Fodder, and &
thera's only one i ir's the cavalry,
conclusion 1o bo AT SN TOD style, with
reached - they're ""T"P T the boys
pratty much the 7 drepping in

Sama gama

Although both sides

claim that they've been
developed independently,

it's funny that two (three - il
you include General Chaos
on the Maga Drive Irom
Electronic Ars) ‘controd a
squad ol Iintle soldiers around
a warzone' games should be
oul at the same tima. Whai's
caused this sudden rash of
games, and is it anything o do
with all those lernble body-
swap movies that all came out
al thee sama time a few years
ago? Which one will be the best
ane? Only time will
answar these, and

from a Chinook.

Losing gets you

this delightiul
probably other, body bag,
queshons, which is
® MARK rubberised.
WINSTANLEY Te prevent
leaking.
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Alvin was puitied - he lived alone in his little apanment, 3o how come his central heating
bills were always in sin ligures? Hmm, maybe he should switch over o the off-

Game: Innocent

Until Caught

Publisher: Psygnosis
Authors: Divide By Zero
ETA: Late '93

Briefly: innocent Until Caught is a
humarous adveniure game,

The creators play Mastermind:
¥What is your name and occupalion?

The creator answers: “Andy
Blazdell, Creative Director, Divide By
Zero.” And whal is your specialist subject?
The creator answers: "Cur new
game, innocent Until Caught.”

Carrect. You have two minules on
fnnocent Until Caught starting from.... now
You say that the game has something in
common with Monkey Island 2.

What are the similarities, and
how doas it improve on tha
LucasAns classic?

The creator
answers: “It's similar
in formal alone, We've
taken the concepl of
parlicipating in a movie
1o the limits. Our in-house
programming system
(called IMerspactiva)
oulperforms SCUMM, Virtual
Theatre and StoryDroid technically, and
outclasses them in terms of the quality of
tha gamas we can craate with it. For
axample, we have a unique hyperteax-
style dialogue interface when lalking to
other characters, and an infalligent map
featura which enables swilt travel anound

SEPTEMBER 1993
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locations visited beloré. Qur
characlers act independently, and
walk in gight directions without
‘moonwalking’ or bumping inte each other
We also have a soundtracking system
called FilmScore which changes the music
to lollow the evants in the game, but
retains the quality of a fived theme tune.”

Comect. Why arg you called Divide

By Zero?
The creator answers: “You might
think it's a witty programming in-joke,
since it ralers 1o a program bug, but after
the sad demise of ‘Bus Error Software’
and ‘Privilege Violation Inc’ we didn’'t want
to lempt fale, so the nama actually comas
from a little-known sang by the Pet Shop
Boys. But hey, it could have been worse —

we could have called ourseives "West
End Girts’

Corect. What do you
think are the most impotant
aspects of an adveniure

game, and how doas

Innocent Unt Caught

implement them?

The creator
answers: "it's got 1o
have an easy-1o-grasp
interlace. Players should only
be concerned with solving the
problems and enjoying themselves, nol
worrying how 1o do things. In othar games
of s genra, players oftan wondar why
they can't do something that seems
perlectly obvious. We ensure that
everything that the player can reasonably
expect o do will gal an intuitive responsa,

and everything depicied in the graphics
can be interacted with in a logical way
Last but by no means least, there should
be a good storyline with fully developed
charactars thal draw the player into the
game.”

Mo, the correct answer is Leonardo
da Vinci. Il you divide something by
Zar, do you get
infinaty?

The creator
answers: ‘i
depends. Il you're
doing your Maths
GCSE and you
divide by zero,
you'll get an F". If
you're & computer
and you divide by
Zaro, you get a crash. If you'ra going 1o
purchase soltware and you buy Divide By
Zaro, you get a brilliant gama!”

Corracl. |5 there a haavy alamant of
humour in the game?

The creator answers: “ves, it's
basically a comedy bul based around the
senous premise of a futuristic thial under
pressure from the taxman o pay a
massive bill, Via a series of misadventures
the thiel is hired by a govemment

agency to steal a
doomsday weapon
from a power-crazed
dictator. You meat

peak Economy T system.

Crooks, begoars,
ladses of the nsght and
evil bureaucrats. Our
humour differs from
Monkay island 2 in that
wa derive all our laughs
from Ihe situations and
personalities of the
characters. LucasAns
tend 1o lake the mickey
oul of their products as
computer games, a bil
like films where the
actors tum round and
takk 1o the camera, which
lends to stop the player
from bebeving the slory.”
Correct. Have you ever [BLEEP] -
I'vie staned, so I'll finish - have you aver
thought of having a slogan for your
company. like this: "Nothing will divide us
We will be divided by

Alwin wasn't getting
on with the quy in
the next cabin.

nothing... Divided

by Zem™?

The creator
answers: We
ded have a

slogan, actually

“Dreamt by you, Designed by us, Divide

By Zarg”, but it son of got changed (aftar

certam events at the Chicago CES) to

“Driven by lusi, Drunk by lunchtime, Divide

By Zamo®

Verdict so far: You got all questions

fight, apan from the one about Leonardo

da Vinci, As for tha gama, it sounds great,

doasn’t 17

The reader answers: Pass

@ TIM TUCKER

Alvin tried 18

imce the guard
™ m‘uﬂﬂﬂ o

AUGHT

ﬂl,ll 15 c .
d i of ald movies were always popular.
mdhmmuuchm-mnmmmu 1 LT

The sun started a tlow climb 1o its senith, and it was ebviouily going 1o be a gloriously hot
Sunday. Inside hiz apariment, Alvin slept on blisstully. It was, ater all, s1ill only 7 o'cloch.




Ghozt hatchback driver in
iNegal sports race shocker!

Game: Burning Rubber
Publisher: Ocean
Authors: Mathan
Whitaker, Andrew Sharratt,
Anthony Thornton, Alan
Redpath and Tim Haywood
ETA: September

Briefly: ir's a seriousty fast racing
gama, your objective being to win an
#egal underground race across Europe
and Amenca for the prize of an enormous
wad of cash! Well, thal's what the pross
release says anyway, allhough if you took
i lterally, vou'd be led fo believe that
you've gol to race through a senes of
subterranaan chackpomis, And ol course
you'd be wrong, far the word
‘undenground’ is referring 1o the legality of
all these high-speed antics and not, as
you may suspect, the rolative position of
iha racetrack fo the surface of the
Earih. But anyway
The creators
spaak: | chatted fo
Trevor Scott from
Harequin at the
recant press launch
of Burning Rubber.
MNow, | could tell you
thal it was a lantastic
rught out in London
invalving playing the
game, consuming masses of
freabie burgers and racing 500
laps round an indoo racetrack in high-
powered go-karts, but it's got nothing 1o
do with the game and would only serve lo
make you all feel pealous that | not only
get to play games for a living, but also get
indulged by software companies at
exciting events, 5o | won't mantion it
Harlequin are based up in Tynaside,
a mere gobspit from tha world famous
Metro shopping cantre. “It's a greal place
1o fve,” Trevor told me, “and the grea
thing i5 that once we get good staff,
we lend to keep them as there
aren't any other software
COmpanies in the area.” So how
did a company in the norheast
get together with Ocean to do a
facing game? “We submitied a
design with screenshots abou! a

OGMEGE s
TP TGt

year ago, and Ocean were
impressed enough 1o take us up on
tho koa. Although they have a cenain
nput into the game, the relationship's
really one of producer and publisher.”
What made Ocean sit up and take an
imterast in the game? | maan,
trom the screenshots it
looks a bot like Crazy

H you're caught
speeding, Mr Dibble

Cars 3, or any number of racing games.
In our initial bred we sat out the ideas that
would make this a different gama from
existing ones. Wa look upon it as an
extremely playable simulation, with monay
Won in races being channelled into not
only repairing the car, bul also adding nitro
boosters, body kits, tyres and engine paris
that will improve the car's handling and
pedormance. The factor that makes

a difference in this

Above: Te
most of ug, t's an

aspirational thing 1o
own a car this Mash.

A severe thrashing
prevented me from
mentioning clogs.

rrreee! B lads?

game is thal
you get to
choose the
COourse you
want 10 take
to the finish,
and it's actually possibla o
get lost if you take the wrong course at the
junctions.” I've got to admit that | agree
with him on this count, as plotting what
you think is the fastast route and then
scraeching round comers is jolly good fun
There's also the question of which car 1o
use, as youve gol 12 1o choosa from: six
hot hatchas for the races through London
Scotland, Paris etc and roadsters such as
Corvetles, Pontiacs and Mustangs to bum
through Mount Rushmose, Florida and Las
Vegas. So do the programming team
regularty gun their turba-charged engines
and lay rubbar down the A-rcads of
Tyneside in illegal races then? “Naot really,”
admitted Trevor, sheepishly, “but | did
used 10 own a Porsche,”

Verdict: There are already plenty of
great racing games of this type lor the
Amiga (Crazy Cars 3. Super Hang On,

Vroom and Lofus 1 to name but a few)

$0 Burning Rubber is going to have its

work cut oul fo make an impression
S0 is this going 1o be a fun game 1o
play? Almast certainly, 1s it going 1o
sel the gaming world akight? That
remains to be seen
® MARK WINSTANLEY
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Game: Diggers
Publisher: Millannium
Author: Toby Simpson
ETA: September

Briefly: So here it is then, the first
Amiga CD32 gama that wa'va sean,
Gosh. Once the guys from Millannium
had managed o prise us away from
stroking and caressing the consola (yes,
that's right, the Amiga's a consale now,
you'll have 1o gat usad 1o it), we got down
fo the businass of chacking out
Millennium's first outing on the medium
Thig gama’s very hard 1o be brief
about, It's an adventure/stralegy aflair
based on a mening theme and it is, quite
frankly, huge. Yes, that part of the CD
system (ooh, it's 50 exciting isn’t 17) that
enables you 1o siore loads of
megabytes of "stuff’ is being
axploited to the full with
Diggers. Perhaps | should
let Toby Simpson, the
man responsible for all
this, do the talking, yes?
The creators
speak: So exaclly how
beg is if then? “Well, to give
yOu S0me perspeciive, the
graphics alone take up ten
megabytes of space (That's about
12 floppy disks, you know. - Tim), belore
you even stan o look at the sound, game
engene and so on. We've gol an
intaractive book on thera 100, which gives
you access 1o ifformation al any time
durng the game and basically gives you
a manual on a disk. Wa're going 10 hava
to maka some sacnficas on the 1200
version, simply because the number of
disks neadad would ba immensa. Tha
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gama itsell is huge. There are 33 different
maps, every one ol them massive,
covering seven diflerent terrain types. We
estimate that you could finish the game
and shll have only seen about 20% of L™
But wa're getting ahead of
ourselves. What is this game
all aboul? “I's sel on the

o8 L R U T A Planet Zarg, on the
of disks
needed would
be immense”

glonous 412th day of
the year. This is
traditionalty the time
when the planel’s
auihonties allow the
population to dig for a
manth for treasure and
diamonds, and this year it's
your turn. Basically it's about

trying to make yourself rich

"You conirol a race of diggers.
There are four to choose from -
tha F'Targs, the Habbish, the
Grablins and the Quarnisors.
Each has different
qualities, like the F'Targs
heal very quickly and the
Grablins dig faster. Each
level involves you and an

o

opponent tackiing a mining area. You're
given a target income 10 hil, and you can
finish a level either by defeating the
opponent or by getting the income.”

Toby took us through a very
involving demonstration with avident glee
at the huge world ha's crealed, and
became so0 animaled was he that it was
impossibla 1o ol down what he was
saying. In essence, you use on-screen
ménus 1o control your characlers, which
includes making them walk, jump, stop,
pick things up and down, search, go
home, teleport and, of course, dig. If you
don't give a characler an instruction, it
so0n gets bored and stars wandenng off
doing its own thing, 50 you've got 1o keep
an aya on your team. When you've mined

‘We could spend an eniire
lunch-time reliving
Monty Python shetches.

—Eﬂ; -._"-?_.:.-.
Which was time | could have
spent studying, | now realise.

There are no comedics now that have the
same resonance as the Young Ones.

some valuables you can teleport back to
the shop to buy vanious tools to help you
with your progress, such as kfts and
automatic diggers

“The great thing is that there’s more
than one way o play the game. You can
play il as a viodent struggle against the
computer opponent, or as a strategic
strip-maning affair. It leaves more open 1o
the player, and there are a lot of random
elemeants 100, because the levels are
never the same twice. Each time you
start a level again the treasure is
scattered somewhere else.”
Verdict so far: This looks like it's
going 10 be a stormer, | can'l really make
any uselul comparnisons, bacause it's got
a feel all of its own, but it looks hke it'l
appeal to anyone who's engoyed the
Populous/Lemmings school of games
We're looking forward to getting our mitts
on this and the Amiga CD console in
the very nigar future.
® TIM TUCKER

Diggers is a mining game, and on
this page there are some
phetures of it



Of course the really great thing about Micre Machines is thal you don't really need an Amiga to play it
I mean, all you need is a reasonably flat surface, some toy vehicles and just a little imagination,
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= - FR44 Game: Micro Machines  bea bit stupid of me to go over it all again,
. ° F 747 Publisher: wouldn't 7 Sarry, scralch that.
- - ° Code Masters The version ol Micro Machines that
. =t Authors: In house we've been looking at for this preview
E. ° ETA: September has 18 of the original 32
h ‘e . tracks complete, on six of
| @l = Briefly: Bioody software houses, | the nine scenarios, "iy's
b bloody hate 'em. You know when this although there's na . 2
t_ . - preview copy of Micro Machines arrived in  sound and nona of |guk|||g, 1]
] o L] our offica? I'l el you - one bloody day the 11 computer 4
= & before bioody deadiine, that's when. You  cpponents were must ':IE Sl.'lld,
know how much wamning we had that it implemented by
__i 2 was likely 10 tum up this month at all? Il name. It's looking, it PMHV
i - 12!l you - bloody none, that's how bloody must be sasd, pretty "
l . 1 much. Do you know how much of a pain in  fabulous — s ast, fabulous
94 = the bum it is o completely re-arrange a smooth, easy-to-control and
fiatplan (the big map-type thing that shows it looks greal, in thal trademark
- - what we're going 1o have in every issue Micro Machines cutesy-things-in-miniature
. © L and what page it's kind of way. It's also
E ® a going 1o be on) to pot a panicularly
A & make space for good axample of that
somathing that comes very favourite thing
N - in al the kast minule of ours, the two-
) & .8 but is too interesting player game. Micro
o HIE or important to leave Maching's etfort is a
B & until the next issue? fiendksh dadging of
1 1l tedl you - a bloody the old problem of
_ = lot. that's how bloody how to deal with the
E‘ . N » much. And do you 3 scrolling in a two-
) o know how annoying i player game of this
» = = pme is not 1o be able to take these leelings olt  nature — cleverly, they've made the old
y Rl on Micro Machines by means of a vitriolic difficulty ol one player disappearing off the _
__ I - s assault on it designed 1o scupper its screan when they got 1oo far behind into
A s chances of sefling a single copy before it the central concept of the game. Now, if
N . ® §e1s 1o see a shop shelf, ‘cos of the fact you manage 1o get
- > @ |halll'ssadamgncd?nllulyoufﬂ'§_ far enough in
bicody annaying, that's how annoying ilis.  front of your
# . But anyway. Micro Machines, asI'm  opponent that
6 ® sure you all know already, is a racing...
L]

actually, if you all know already. it would

scofe a point — score a cerlain number of
points and you've won that game, without
any of that tedious driving-round-the-
course-a-certain-number-of-times
malarkay. Micro Machines is a great
game n its own right, but with the
two-player mode in operation
it's DynaBiastor time all over
again — top entertainment of
the first order,
The creators speak:
“That wasn't very ‘briefly’,
was 17 Now I've hardly gol
any space [0 teil you about the
gama, and | really wanled 1o
say.." (I'm sory, we haven't gof
any mare space. - Ed)
Ucrdlct so far: Amiga Micro
Machines is all but indistinguishable from
the Mega Drive version, one of the fingst
top-view racing games the world's ever
seen. Need we say more?
® STUART CAMPBELL
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“Rainbows on roses and whiskers on
kittens” goes the song, but it’s not only
Nazi Austrian nuns who have favourite
things. Anyway, you've had to wait a
whole month to find out what we’ve
been up to recently, so let’s get on with it!

JUST WHO DO WE THINK WE ARE?

LINDA BARKER

Piucky Cockney lass Linda's been doing some more
recoverning this month, helped along by quite literally
hundreds of letters from AMIGA POWER Production
Editor Dave Green, “The sooner you come back and
we can lob that clueless Scottish midge! out of a high
window, the happier I'l ba." “Who's thal?” queried the
recollectionally-challenged supremo, wilh a chirpy grin

STUART CAMPBELL
“I think he means ma,” growled the belligerent Pictish Dep Ed,
rippéng his perfectly rebuilt teeth through a wiggly worm chew
Since his attendance al an exclusive preview of Jurassic Park, he's
apparenlly laken on the persona of the learsome T-Rex, which
involves him crashing through our office eleglfigtence every night
and gethng AP team members 1o Shine torches al him,

LISA KELLETT

Lisa's also seen Jurassic Park, @nd retumed to tha.office
with glowing reviews of it, plus the obligatory.dimiul of
jammy doughnuts. “It's greall” she enthused. Piig-time
film reviewer Lisa's also recently taken in Cliffhanger
(“It's greal’”), Super Mario Brothers ("It's greatls

" Tribal Bushmen Of The Kalahari, which Lisa reckofis ,iﬂl:f% .
quole, “Greall” Anyone see some sort of paliem ngdophg‘? L/

- P
MARK WI‘%”-TA&IT
In one of his infrequent lucid moments, and oaveniently Tollowing
in the same vain, Mark 100k time oul irom polishing his™fire
visil his local flea pit'. Inspired by Faing Down,_ but missing
point entiraly, Mark now storms out of work every day and quit
literally falls down. “"Michael Douglas never gol his knéis:this
scabby, and 've not shot anyone yet,” he moans. Oh deak

JACQUIE SPANTON

In an ‘out of cinema’ experience, wa've sadly had 1o say “Goodbye
foraver lo Jacquie this month. After a particularly rough night, she
was forcibly entered into the Betty Ford Clinic at Her Majesty’s
Plaasure by order of a magistrate, whera sha's expecied 1o
remain wntil the ‘drying out’ process’ is complete. Tha clinic
recentty issued a statement 1o the effect that thay expect this
process 1o take approximately “one hundred and seven yaars

TIM TUCKER

Tim, of course, couldn't just stand idly by
and allow this 1o happen 10 his fiancée
without taking some kind of supportive
action. One crash course in vodka drinking
later, a shightly more-confused-than-usual
Tim could be seen staggering lowards a
local church 1o seek sanctuary lor
himself and his love. Sadly, in his
imabnated state, he walked in front of a
bus and was killed instantly. Bye, Tim

and really can’l see w
studio has bought the
a samilar idea to In Be

and will star the great
musician of our time
and I've got this uncle

RICH LONGHURST

Rich thinks he's written a blockbuster

babbled our long-suffering contributor,
“but it's called In Bedsit With Momrissay,

got a chain of video hibranes...”

DAVE GREEN
Movies, movies, movies, it seems like we've all been watching
them this month, and we were all surprised fo find that our
exira-lerresirial Prod Ed Dave is a fan of weepies. “1 do love a
good cry al those sad endings,” he admitted. “The Thing,
Alien and War Of The Worids, | love em,” he sobbed, “but
why do the good guys always cop it al the end?” Somahow

| think he's got a novel viewpoint on our Earthling culture

TIM NORRIS
AP's most prominent éx-public schoolboy Tim tavours films
that show the British Empire at the height of its powers
“Anything imvoiving long runs across moors and headmasters
thrashing smafl boys is good for me,” he said. *1 especially enjoy
scenes of good honest soldier lads spilling their lfe-blood to futilely defend
desolate comers of the Empire.” Fortunately no-one was listening

i s
DAVE GOLDER
Dave tends to lorego the silver screen in favour ol his home video
Collection, a microwave meal for one and a litre of Tab Clear. “I've
fot all B8llapes of Star Trek - The Next Generalion,” he confessad
*FursLl w them in sequential order, which takes aboul a month,

Pwalchithem all again, but in reverse order. Finally, | like to mix

all up and play them back any.old way.” My oh my Dave, how

long evenings must just fly by. Live long and prosper

¥
SAL MEDDINGS
The only good thing aboul the unfortunate ‘ ad
incarceralion of Jacquia is that Sally Meddings retums L
1o AP aler a break of almost a year. Sal's not seen any movies
il BUt what with her new job and her inordinately cute daughter to look
P the ritusl indoctnination ordeal that has made her the mighties! Art Ed

Dlay out a magazine, we kind ol let her off. This lime.

F

ONATHAN DAVIES

Wonathan considers even videos 1o be “too fancy’, in a
simdar way to how the Amish people of Pennsylvania
frown upen zip fasteners, "I've got a ViewMaster and a
single story disc,” crooned the sullry strategy games guru,
“and | watch it daily in a darkened room. The 3D really is
great, and | find that one story’s enough axcitement

for me.” It's such a shame, isn't it?

Hamod vs:wv.

hy no magor
idea off him. “It's
d With Madonna,”

EG6L HIEBW3AL4d3

st Inang
| could direct i,
, night, and he's
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who packs & mean jack-knife

with some deadly off-key notes. Alarmingly, he's already turned
your shirt purple - watch out, or you could be next! (What? - £d)

TIRED OF BEING BOSSED AROUND

sf

c

There’s top-class footie action in this gorgeous platformer, firmly pitched at folks

Game: Soccer Kid
Publisher: Krisalis
Authors: Neil Adamson,
Migel Little, Matt Furniss
Price: £29.99
Release: August 26

ice 10 58 the hardwang D{".F‘ﬂ
used for once anyway .M'.Uf da
spate of games not recognising
the presence of a second drive
hera's a game that recognises up o three
axira ones (the gama comeas on four
desks), and extra memory as well, so that il
you've got some ludicrously expanded six
meg A1200 or something, you can load
tha whola game info mamory in one go
any of the disks

and never have [0 acCess
ever again. It's ndicul that | shouid
@ven be having to point this out n 1993
but since it's still the exceplion rather than
the rule, it's golt to be dong. Brownie points
aplenty 1o Krisaks, then

Making his way along the Japanese Bullet Train stage, Soccer Kid gets latally distracted by
some top imported consumer goods. You're too young to drive, Kid, get on with it!

Bul on with the show. Space aliens
have siolen the World Cup (oh god)
Hilanously, ihough, they crashed inlo an
aslercid while making thedr escape, and
the World Cup fell back to Earth, albest
broken into five pieces. Strange

gravitational quirks (or something like that
probably), however, caused each pieca 1o v
and in a different country. (Is it just me or
do game plots really depress you? Yeah,
thought 50, I's just ma. Ah wall.) Kean
footie devotes Soccer Kid 1akes on the
manthe of the Pickles of his generation

)

(unnecessarily elitist gag for veteran
football supporers thera, but I'm not sorry
96% of our readers are male, and if
you're a boy and you don’l like footbal
thara s somath g Wrong w th
h boo sucks)
and cdecides 1o rescue
the trophy himseif
bafore the USA

World Cup "94

Clearly, Soccer Hid lsnt sulfering any of
the old “ticd down with batilethip chains”
problems often found in this situation,

o SR M F T l.ﬂ.l'wm rake featlom il-‘-m“‘
that make prizes, nol points.

soccer Kid risks a €&

Oblivious o danger, this game, it's sweets

fow Everton mints. =



Shateboarding stopped being even remotely interesting in about 1975, about 70
minutes after it started. So this dath git deserves everything he gets, if you ask us.

tournameant bacomes aven morna ol
a desasier than il's going o ba
anyway. Naturally, the inhabitants of
the five couninas ha's gomng 1o have
= to travel through (namely England
laly, Japan, Russia and Amernca)
aran't too chulted about tha violation
of their barders, and elc elc
Bul Soccer Kid doesn't just boat
o up the inter-continental bad guys with a
1 baseball bat, or zap "em with a laser
o1 qun, o even jump on their heads, Oh
= o Soccer Kid is armed in a differant
# and perhaps more plausible way - ha's
| gol a football. Mot only that, but he's got
a whole armoury of special lootballing

i

e

the mgy iy I, not o barg kicks and, er, other ones as well
Oh Mlm - ou? Cany you Now whila taking out the baddies
anges, Marian with your football in varous interasting

SOCCER KID

“You have
to think
about every
baddie you
clobber”

'S also a bil
on tha fiddly side much of the time = you
have to stop, ine up your shal, gel inlo
trick shot mode and then actually do it
This all looks great and stylish and
everything, but it can really slow the pace
of the game right down on occasion
sometimas whan you're Zipping along,
you'd give anything just to be able 1o jump
on a baddse's hoad and sort him out there
and-then without a load ol hanging
around. In fact, this is probably my biggest
gripe with the @ntire game - whal's the
point in doing a tast-moving game with
super-speedy super-shck scrolling, when
you hardly ever get 1o go at full tilt? it
annoyed ma in Some The Hedgehog
(damn! Sneaked up on me, somy), and it
annoys ma P

COMPARE AND CONTRAST

Actually, now that | come to mention the
blue spiky one, I'm suddenly struck by an
ungxpecied familiarty, (Yeah, | know, this
15 a stupid idea, we're all sick of Amiga
games baing compared o Sonic,
aspecially ones like Zool which aren't
anything ke it at all in any real sense, bt
I've started so Il finish.) While Soccer Kid
doasn't roally leel ke any other Amiga
game, it occurs 1o me it's more similar to
5TH than you might imagine. Thay've gel
vary simedar pacing, soma of the sama
power-ups (espacially the speedy bools,
although at least here they make you
Invulnerable for a while so you get a bit of
a chance 1o use them properly, inslead ol
just running heller-skeller straight nto the
lirst baddie in your path), and some deja
vu-tastic bits of scenery (like the jumping
fish undar the bridges on the Chinesa
world). Tha two games are struciuned
distinctly samilarly as well, with a smal
number of worlds (five in this case
compared to Sonic's six). each divided up

ways 15 vary nowel and cute
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into three sub-levels with a boss al the
end, and bonus sections which you reach
by collecting objects in the sub-lavels (in
Sonic it was Chaos Emeralds, hare it's bits
of the World Cup). But I'm getting off track
a bit, and | haven't even staried 1o lell you
what a fab game this is yet. Er, could we
pretend the review staris here, yeah?

Fans of Arabian Nights will leal on
familiar ground from the off hara, as
Soccer Kidis written with the same basic
game enging. I lor Some penerse reason
you didn’t like Arabian Nights, don'l let that
put you off - Soccer Kid isn't quite so
inertia-ridden confrol-wise, and there isn't
much in the way of puzzie-solving o
distract you from the platforming action
Mind you, 10 be honest, there isnl much
platforming action either, lechnically
speaking. This is a platorm game in much
the same way that (here we go again)
Super Mario Worid is a platiorm game, ie
there are platforms in it, but maost of the
gamaplay consists of going in pratty much
a straight horizontal line from left to right
dodging obstacles and smacking up any
baddies encountered on the way. (This is
as opposed o a platform game in the
Harlequin or Zool sense, where finding
your way around a maze of platiorms is
thé central theme in ntsall.) And thal's nol
intended as a criicism, by the way

S0, let's recap: it's the same as that
greal platlorm puzzier Arabian Mights, but
without the puzzies. Or the platiorms. And
i's really original, but it's a cross Detwoen
Sonic and Super Mario World. Oh dear.
I'm nod gatting this across al all wedl, am 17
Let’s talk about something else

One way in which Soccer Kid isn't
like Sonic or Mano at all ks in its difficulty
salting — W's a bitch and a half, and then
another bit, and then another entire bilch
on top of that (ugh, what an unpleasant
mental picture I've just formed. Bas of dog
all over the shop. Yeuch)
You have 10 think
about practically
every baddie you
clobber, and tha
platiorm-leaping
isn’l the easiest
you've aver
seon either. The
first coupda of
levets aren’l log
taxing (but theyre no
pushovers), bul by the

“Bits of dog
all over
the shop.
Yeuch.”

The Kid looks a bit like Byb
Mtﬂﬂlmwm:
“mmuuu,u,,

time you get o the second or thind worlds
it starts to gel really fearsome, and by the
end it's just horrifying. Krisalis' main
playlester reckons that even whan you ve
got really good al this, it'll take about frve-
and-a-hall hours to play through from star
1o finish (ulp!), which means it's just as
well thera's a password system (a last-
minute addition from the Krsaks boys, on
the strongest recommendation AMIGA
POWER could possibly muster) or no-one
in the world excep! maybe Lioyd
Grossman from TV's Through The
Kayhola would have an snowball's chance
im hell of seeing the end sequence. And
Irankly, even he'd be struggling. Even with
passwonds you won't palish this ona off in
& hurry, and n value-Conscous days ke
thasa (especially with the game selling for
a destinctly nawghty £30) thal's a good
thing in my book. (Stuart's Big Boak Of
Really Good Things, just £49.89 from any
unscrupulous bookshop. )
Right, so it's gt
lots of the good bits from
Sonic and Mario and
Arabian Nights, it's fast
original, and big and
hard and clever. We're
finally getting
somewhena now. But
tha REALLY brilliant I

things about Soccer id b
Kid are (Snip! - Ed) W
® STUART e -1

| “GET ORRFF MO |
“No. And why are
mid-air like that?™

UPPERS Hang on, you
@ can't ‘(Snip! = Ed)’ me, right

now | AM the Ed! (I'm the
voice of your professional
conscience. We were out of space,
and you were just wibbling. - Ed)
Look, stop thal! (See, you've over-
run into the ‘Uppers’ box now. — Ed)
Alright, alright, but if | do the
‘Uppers’ now, can | get a little PS at
the end ol the review to put all the
good stuff in? (Okay, but get on with
it. = Ed) Beautiful graphics, a great
central character, a few neat ideas
and a feel unlike any other platform
game | can think of. (Except...well,
we've covered thal already. - Ed)

DOWMERS Gorgeous

though they are, the
@ graphics are a little samey
sometimes (although, let's face it,
most cities do look pretty much
identical these days), and the
music's horribly cheesy throughout.
And I'll take two percent off for
having to kill rats, too.

THE BOTTOM LINE
A deeply gorgeous platiormer, even
better than Arabian Nights, but not

quite as good as Yo! Joe! Right, can

| do my last bit now? (No. -
= Ed) What? But you B 8
said... (1 lied. - Ed) )
THE BOTTOM LINE
(There's a dedicated
B200 enhanced version on
the way, but this
version runs fine on the big

machine, using the two meg RAM for
reduced loading. - Ed)

CAMPBELL
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Game: Blob
Publisher: Core Dasign
Authors: Jonnathan
Hilliard (code), Billy
Allison (graphics), Martin
Iveson (sound)

Price: £25.99
Release: 15t September

Cor! Original 3D amorphous

o sced: N pumeract-inn! From Core!

“ly's

around”

Apnvey passacs 5 3web aq)

“faNo| 3AE} INO JO PWOT 34,34y
&8 "AIAS 3] W ApsarTusgssdued

IT'S ALL JUST A LOAD OF BLOCKS TO ME, GUV

Inexplicably, Blob's world is made up entirely of square-shaped
blocks, all of which have different properties and ways of
affecting Blob's life. Here's just a selection...




Q. What's black and white and red -
all ower?
A. A newipaper in a bowl| ol

raspberry-flavoured inslant whip.

TAKE YOUR BRAIN T0
ANOTHER DIMENSION

Any dead baby johes go
down a treat in the office,

but we can't print any. Pity

Q. What's brown and
;tr:ﬁ.‘
A A atbekl Ard, ard.

Oaly you can slop B fram
doing this nest mofth, B0
sgnd in your romplainis
" e i o 1o the usnal addresd
ioriodsg with no loga?

A. Where ever you left it

® STUART
CAMPBELL

UPPERS Brilliantly
original (as far as the Amiga

inducing. Blob's a top character, too
= you really feel for him when he
gets hurt and does his sad puppy-
dog eyes. Even if he does look
exactly like Putty.

DOWNERS It would

have been good to have

some kind of instructions at

the start of each level as to
what your exact objective is - later
on you have to tool around for quite
a while before you work out which
sort of level it is. And cute though it
is, you should be able to cut the
death sequence short.

THE BOTTOM LINE

THE BOTTOM LINE
~ It's as different to the
AT 200 AsSD0600 version as
two things that are
exactly the same, but would 256
colours really have made any
difference to a game like this
anyway? Of course not.
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prawn
cockiail
arg bagged :n
pink, the producars
will be liable to a helty
fine and even long prison
sentences. At the time of
writing, the company that oflends
the mast are Walkers, who use blue
packs for cheese and onion, green for sall
and vinagar and red for ready salted
Calin These are in DIRECT VIOLATION of the
shows his EC directive, and unless they change their
joy at finishing ways soon, could bring aboul a

cach level by 20iny  managenal incarceration bigger than the
all curly, before then Guinness scandal of the lale "80s
jumping into a pachet of,

hey, Quavers(!)

& SNAX FACT: Although they share the
same name, Roberl Smith has nothing lo
do with Smiths Crisps. A good way 1o lef
tham apar is this: Robert Smith is the
overweight singer of The Cure, whao's yet
lo realise that his kipstick and make-up
image only used 10 work because he was

where he stans a jump
kooking all happy and
self-satisfied, then
Product placement has, lor a long time now, been a way worried when he

for film producers to gendrale extra revenue by whereas realses ha's going o

previously fall, and even that bi thin, and the other makes crisps
throughout their movie. Wheo could lorget the they wearg made where he goes all curly
by that great British Just ke in the TV adven @ SNAX FACT: In a similar way,

Parabellum in Lethal Weapon 3 or the

Scars and Rocbuck hoes used in $¥

institution, Smiths Crisps Colin Curly has nothing to do with

Coke can in Falling Down, the Beretia 997 %
\\' our very own Colin The

@ SNAX FACT: By the end of this

sommertby? Well, now it's % @ SNAX FACT: One Step Beyond  year, the selting up of the Publisher, who's actually our, e
happening in computer @ may be the second game 1o carry the Economic Community will affect publisher. And nol curly al all, in
gqames. Apparently. % Colin Curly moniker, but cunously it's the even crisp consumers. Direclive any real sense

® first to actually feature the character #2115, as ratified in Brussels this
% Pushover starred a strange lithe ant bloke,  June, states thal all crisps must ® SNAX FACT: One Step

but Colin features heavily throughout One conform fo the EC Homogeneous Beyond is a puzzle game

Step Bayond. In fact, he's the only Colour Group Packaging Resinctions 50 No nasties 1o jump on

One Step character in the game. Just as well that (Potato Snacks, Fried) which will bring all or nngs to pick up, just

Beyond he's well-animaled then, with each jump, wayward producers inlo line. From a test ol one dog-type

Publisher: fall and trampoling done in the same style November 23rd of this year, it will be animal agains! a senes
Ocean as the character that implores you fo buy, technically illegal to put cheese and onion of platlorms and the

Authors: In house buy, buy. Thera's the obligatony funny bit crisps in bags of any colour other than clock. The idea’s 1o
Price: £19.99 whare ha looks bored whan nothing green, Similarly, roast chicken lavoured close all the platforms
Release: Out now happens for a few seconds, a great bit must be packaged in orange, and unless within the time limat,

ever in my life have | been a

great lan of crisps. Or I'I'—h
chocolate, of fizzy drinks for 5 :
—— ey e — —— )
that matter. Given the choice of O \ .
masses of over-processed, over-priced ’ )
: et 4 -
foods, | tend 1o turn away in revulsion and .E i - "“"'"f '—' dii : — iy
opl for a pint of semi-skimmed milk, a — L i —— - |
banana and a small handful of cashew Q F a2 - Techne, techno, techa,
nuts every time. However, full-time Q A ﬂdllﬂ lm?l'lur: ﬂl:lll as
m  production editor and part-time human = - ‘ﬂhihﬂ_ﬂbm‘ €'y :
; Dave Green was quick to point out that Q L B Eiu st ish's Cyberpun }
~  snack foods lorm a sizeable part ol many ~ gm £ N waturg to decipher jargon.
T peopla's deats and are also a multi-mallion I | : I u
al pound indusiry in their own nght, so | g' 8 r‘j‘l " '| —
o thought this would be an appropriate time et £ -
s lotake you into the incredible world of I | - | [ | :
w poorly-researched — Snax Facls! = 1 i
= - T
& @ SNAX FACT: Although Colin Curly (thal e 3
I funny scamp who leatures in the gama = [
One Step Bayond) has always worked for [17 { [
Quavers, ha'll have recently found a new = r_'—l' 1
5 name on the bottom ol his pay cheque, as = ] [
- Quavers are now owned by Walkers, E i [ | ———
o - J : 4 ‘
. X [
» When it comes to the 3 e~ " e .
L
)
-3
L1
l




Below is Level Two, one of those hopelessly simple levels
that gets you into the swing of things withowt being in
any way chalienging. And I've still messed it up - oops!

For a low-budget One Step Beyond simulation, simply trace a
path over the pictures on this page using a feh-tip pen.

belore then jumipeng ind

platborm, i

in itself is g

end up stranded at |
screen, with all the in-b
alraady shut, bul th
comedsan

$X3014 NOA V-dNOQVHS A3

|

A plain old, ho-hum block that
does nothing impressive at all.

D |J

The friendly smile shows that
this is sale and never closes.

=ET

Humbered blochs have to be
shut in the specified order.

=il

ivented by a of the platiorms in
Jung 15th 1 powers, 0 whan
emigrated o B These have a time delay on
ascapa the twin ra them before they shut.
despotic English rule
& 2 .
] —_—
One Step ® MARK WINSTANLEY '
Beyund Iﬂﬂ'ks Itﬂﬂﬂﬂﬂﬂ]!-u.ﬁln

deceptively

valuable peshings

UPPERS It's got great
@ hook appeal, in that ‘just one

more level' sort of way,
which prompls all of those terrible
‘hard to put down' and ‘a moment to
learn, a lifetime to master’ clichés,
But they're all true, honest. Colin's
such a great character as well.

them, these go in and oul.

w.llﬁhu-llld Iiu-!
An entire line slams shut.

g SR R AN
a desserl. Vo DOWMNERS My Visa and -

these original sn Mastercard bills, they're e r\- -

hermaedically sealed jar both pretty big downers at

Institute, Wash the moment, and the unlimely T A TR T PP AT TR

nsured for a s accidental death of Brandon Lee, SOy S agtn

® SNAX FACT: You may ltuck into a
packat of your favourite

favour with relish, but what

gxactly are pating? Most

crisps have never sean the

‘natural flavourings' that they

Cim 10 represent

that upset me immensely. Oh, and
pretty much all the sound in this
game's pretty poor 100,

THE BOTTOM LINE
Following in the tradition of offbeat
and extremely playable puzzle
games like Gem'X and, erm, some

line of platforms. Gee, thanks.

spent the majo others, One Step Beyond requires a . - ;
young lves in a f combination of both mental skill and oy
Foods that are Tlavoured arcade agility. Okay, so the sound's B e o
must by law have been pretty terrible and you're probably ' .
A not geing to repeat it Whathar you want i or ..;.. ;
once you've done it, but "

This level's nearly with 100 levels, what's a 7 : s =
finished, and just the problem? - -~ m
requires Colin 1o g0 | | o

down, right, fired up, v
lett and then you're THE BOTTOM LINE — w
finished. Got that? Smooth animation m-unlel You're on & m
when running on the one-way trip, siraight down :
Colin fails to grasp the 1200 (just like the m
concept of the game original) and the same old intrusive - + z
and heads off in the sound effects. Unfortunately. I // P
wrong direction, M
- S — I
Colin performs an impressive -
double pike a1 he flies off... g
w

w2 heat which won him silver
at the Barcelona Olymples.
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Seeing a1 how the

Click on this and all these dots appear, showing
how hot it is. Or how cobd it is.

As if life wasn't enough of a bitch as it is, this
menu containg additional disasters. Flague

i
Heal et

W gt e-Dadaster,

. Look at this dot. Me, cloder. Go on -
. look at it really, really closely. So
& h_ closely that your nose | pressed

'‘Map of the World' window is covering

up the ‘Close Up® window, here's a
picture of the ‘Close Up’ window.

WHAT'S IT ALL ABOUT, THEN?

Sl P right up against the page. Ah! Ah!
o o

4 mﬁl . kL - This is a white ling we've drawn
— e reund the pictre, hind of e

a frame. Mo, but sericusly. This
i what you see when you're
playing the game - lots of
overlapping windows, icons,
menus, writing and dols.

S T
R EE ] ety S 08
recrne | [FesEstma

olmufeigkay | | [
. ek 4

| Spacies "

[-gihn 1 D OO BT eriT LHRE iy

-l hee
hivh

Get a life? Get a complex computer game, more like.

Mg of e Borid

And on the sixth day (the game does take an awful long
time to get going), Sim Life created the Rivers and Lakes.

Game: Sim Life
Publisher:
Mindscape
Authors: Maxis
Price: £34.99
Release:

Out now

“It does
compare
favourably
with Sim




choose from; or you can design your own
giing them namas, charactanstics and
appearances. If you've given
ihem the nght habital they
ihen run about the
place eating
mating, and
Possibly avolving
b New
species. You
CAN invoke
‘natural
disasters, loo, il
you want, ke
plagues. and comels
mfling tha aarh. it could
be thowgh! of as the ulimate
mncamation of Life, that really old
compuler game where litle squares
feproduce and e on the screen making
prafty patierns

In execution it all seams to work
okay. The scons and things are a
mEsance, as | said, buf they look smart
enough. The rest of tha graphics - the
lerrain and the animals - ook terrible, but
they gel the job done and it's hard 1o
imagina how hey could be improved
withoul making things even more
compicaled still. And everything runs al a
lair speed

WHAT'S THE MEANING OF LIFE?

Waill, that's how it works. Bul whal bothars
me i what Sim Life actually is, and whalt
e player's meant 1o get out of it. The
manual takes a rather modish view
claiming Sim Life 1o be “an artificial life
playshopoolkitworkshop', or a “softwara
foy’. But toys don't require 200-page
manuals 1o be read from cover 10 cover
belore you even dare to swilch them on

How about thinking of it as an
educational 10017 Tha only lesson | can
Imagine anyone learning from Sim Life is
thal crap animals die out, and ones thal
manage to adapt 1o thedr surroundings do
all nght. And | knew thal already. But
AMIGA POWER isn't in the business of
feviewing educational software anyway

A gama, then? In that respect it does
it least compare favourably with Sim
Earth (which | reviewed as well, oddly
enough; I'm sura I'll get my reward in
Haaven). That really was a tedious,
aimiess, ill-conceived game, In Sim Life
¥ou 00 actually gat 1o do a fair amouwn! of
low-level tinkaring about with indniadual
amimals, plants and mountain ranges. But

peel is one of the most
complicated parts. Its jolly complicated, .

given a selechon of pre-defined species to

The very, very first thing you've got to do is decide what your
Eﬂ world's going to be like. Hot? Or cold? Wet? Or dry? Big? Or timy?

SIM LIFE GAME REVIEWS

UPPERS It seems a bit

ene Fool

- more together than Sim
Earth, and looks slightly
nicer. As is the Maxis way, it does
exactly what it claims to - simulating
Iife right before your eyes. Could be
okay if you're incradibly patient.

AW AEWETHE

il
g:ﬁ a-{ﬂﬂ DOWNERS Do they

actually try playing these

things? It's loo weighty and
complicated to be a ‘software toy'
(or whatever), too obvious 1o be
educational, and too aimless and

dull to make much of a game.

= |

i's nothing like as much fun as Sim Cily,
the gama which began (and, as is looking
increasingly likely, anded) the ‘Sim’
phenomenon. Tha best pan of
Sim City, you'll remember,
was Duikding hitfle
roads and lactonas
Setling laxes was
Just somathing
you had o do
every year. Sim
Life can be seen
as 50% seiting
laxes, with road-

buikding shunted into the sidelines

| can appreciate whal Maxis arg
Irying o create — something you can load
up and play with, just lo sea what
happens. Bul they seem 1o bé going aboul
1 3l wrong, Swamping you withi menus,
cons, disks, oplions, instructions
installation programs and squinty writing. It
all seems a bit much, especially whan you
consider (nal there's not nearly as much to
the game as might firs! appear - it's just
eabing, mating and avolving

The result is just plain boring. Not as
boring as Sim Earth, but still really, really
dull, and a chore

THE BOTTOM LINE
Face it - when you
saw ‘Jonathan Davies'
at the bottom of the

review you knew exactly what sort of

game 1o expect. Sim Life is over-
complicated, tedious and can't seem
to makes its mind up what

its trying to be. I's a jack

of all trades, and a master 5”
of one - being boring.

THE BOTTOM LINE
This is the first game we've seen

ather than a pleasure 1o that's come out in an A1200 version

Fopulating the world play. Thera's absolutlely no way I'm first (as reviewed here). An
with animals and plants, reviewing Sim Linverse AS00ABD0 one will be along soon.
the Sim Life way. ® JONATHAN DAVIES

.

decide the various
‘attributes” of your species, phote-fit-
style, and draw a sct of icons to
represent . And tome other things.

Then you've §01 1o think of a name -
perhaps the most important thing of all,
as your species will be lumbered with it

for ever. So bear in mind the gerenuk.

= m Wl T,

HLAN: SRS

HIMOd VOINY

First you've got 1o wipe out an

exisling species. Sim Life takes greal pains 1o
enplain the consequences of this action 1o you. I
only the real world was this conscientions.

E661L H3BW3L1Ld3S




EMBER 1983

Publisher: Super
Sports Challenge
Publisher: Daze
Authors: Phillippe
Derambure, Francois
Garrouste

Price: £25.99
Release: Late August

o on. Admit it. As 500N as
you tumed to this page, read
the name of the game and
glanced al the grabs you
thought, “Uh oh, waggle-frenzy”, | know |
ded when | was given it 1o review. Spors
sims and wagghing are inextricably linked
in tha minds of a !'jﬂ_lnl}hll on. Like bunving a
second-hand Mini and having to push stan
10N ra ny wl!'ulr\,- MGrmangs '_-lll.(' walchang
a US sitcom and cringing at the moralistic
bil. Like goung 1o the cinama and finding
yoursell reciting, "Mext door's budgie
Tha Dog And Duck dahn the ‘igh streal
along with THAT ad. Spors sims and
wagghng ane two things that we've come
o acc logether
But get this - thara is no waggling in
Super Sports C nge. | would say it
again 10 make il blatantly clear but the
beauty of the
written word is
thal you can
read it as
many
tmas as
you ke
S0 go

on, then
Aead the first
sentence in this paragraph as many limes
a5 you like wntil you're fully convinced tha
YU REve Com 10 tarms with 1he concapl
Balieve me, thera's not even the si:gh‘.esl
hint of a twitch or mara suggestion of a
rhythmical swaying of the poystick from
side-to-5ide

Yap, Super Sporls Challenge has
coma up with a new system. The question

is, does it work? | mean W-I!_J:Z_:I'"‘I_i has
been consla n“'&' dended over the pasi
decade (and has been the subjact ol mora
smulty innuandos than you'd lind in a
BBC?Z repaal season of tha entira Carry
On series) but the reason it has lastedis  you can relive those exciting
because the physicality of it somehow moments in replays that are

the
suils the subjec! - spont only marginally slower ‘?.-
The system used in  acwual races (or doss it just
Super Sports seem that way?)
Challenge’s 10 events concentrated

uses an energy Dar
which goas down as
tha athletes do thar
thang. By pulling
thé joystick
eft or nght
(dapanding on which
way they're running,
SWIMIMING oF jLmpng
you can make them

burst of energy. The object is
10 work oul whan and how 10
use gach ol these lechniques
1o make your athlete perform
at tha peak of his abdlities, For
example, in the long jump, the
best combanation is to stant
with a slow buikd-up of speed
then put on a burst just belore
the jump, but leave anough

gradually build up enargy for the jump itsall §
spead. And So is Super Sports i
L pressing the Fire Challenge going 1o cause a L}

bution gr
a shon

Vs tham revolution in sports sims?

Somehow, | doubl it. The

The control system in the game works better for the
figld events like the pole vault than with the races.



conlrod system works reasonably
h, but i’s static and a bit too
1. Once you've leamt the bast
way to get your man to do his stuff, it's
fairty 1o repeal the formula. Sure,
fhete are her game formals you
could level that cniticism at, but in, say, an
platiormer at thera's lbads going on
io keep you busy. Here there are basically
only 10 differant thi to parfect, so it
fobs the game of a lof of s exciternent
To be fair, the system does work
better with some events than with others

POLE VvaAUL

RFSAIVAE FMEWIE WYY

The Javelin event,
for axampie, is ona of the best of ils type
I've played in terms of control. But with
il the events, especially the races
the control system works agains! them
with the result that they're about as
exciting as a live Radio 4 broadcast from
the House of Lords

FOR THE HIGH JUMP

Even worse - ranl coming up here = how
did the programmexs think they could get
away with the Triple Jump? s exactly tho

i,

T
Ll
Y
L
L

.
"
18

.

mimmamu

Doa't miss this unique offer - cight events for the price of ten. Well, you try telling the
Mhﬂhhﬂlnmmhmmmm’m.

60 TAKE A RUNNING JUMP

g Jump - your
Up and jump
automatically if you hit
ire button at the
3t ima 1o maka him
do the hop. Very lazy
g §

“There is no
waggling in

Super Sporis

might have had more

chance 1o make an impact if

the prasental of the game had
bean a bl

gel prath

are variable. The
5 look impressive, and
soma of the athletes are well animated,
but the maponty ol the graphics are atl bast
uninspired while perspectives in the High
Jump make it look kike a Pi had a
substantial hand in the design. The score
also vile - | reckon they're
supposed to look like they're
but they look more ke that re

Challenge”

® DAVE GOLDER

UPPERS The Javelin
@ event is one of the best

computer throwing events
I've played, and the isomelric angle
on the races is a new twist that
works well enough.

DOWMERS Drab
graphics, a control system
that works against making

the events exciting and a predictable
choice of events.

THE BOTTOM LINE
| became vary weary ol this game
very quickly. The control system
works well with some events but is
ludicrously inadequate for others.
And I'm sorry, but the Triple Jump
was just pointless and a waste of an

event. Less than the sum

of its parts and they don't 39

add up to much anyway.

THE BOTTOM LINE
There'll be an A1200-
compatible version
along soon (we think),

but it'll need quite a few

‘enhancements’ if you ask me

G E66L HIBWILAAS HIaIMmOd YODOIAY
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Game: Castles 2 — Siege
and Conquest
Publisher: Interplay
Authors: In house
Price: £34.99

Release: Out now

islory doesn't record whal the

popular lunes wana in 14th

Century Europe, or the

favounte styles ol decoralive
codpieces, or whether princesses, fair
maidens and all that lod ple‘.erreu shing-
back or high-heeled shoes. Why doesn’t
history note down these facts that seam all
oo essential in modamn lilestyle
magazines? Well, thé main reason is thal
people in the 14th Century had much
grittier and down-to-earth problams to
worry and wrile about - specifically, a war
A big war. A hoofing great war. IU's hard 1o
believe, but as well as having no sanitary
water, medical services or Yo! MTV Raps,
those unfortunate maedieval ice-laden folk
also had to contend with a scrap thal
dragged on lor over a hundred years. Talk
about being born under a bad sign

Caslles 2 attempls 10 recreate this

fumultuous penod of histary by making
you the ruler of a small European
province. The game's based in the
fictitious kingdam of Bretagne, which is
apparently where the onginal Casties was
sal, and looking at the map it appaars to
ba the lower hall of France. But anyway
this geographical speculation hardly

& 1 -
L

At last! A highly-detailed simulation of

&

matlers, as the idea’s for you to become
King of Bretagne by means fair and foul
How you go about if is up 1o you — you can
trade with neighbours and bé peaceable
or simply walk over their countnes
callously beheading Mvesiock as you go.
The manual states that during the period
of The Hundred Years War, (thal's 1337 to

LIVING — IN A BOX

With the king
dead, nothing
would stop Mark
from playing this.

The Hundred Years War

1453, history junkies) the blood of English
and French soldiers saturated the soil and
the peasants were lorcefully removed from
thair homas of killed, so fram this you've
gol a good idea how to go about gaining
that all-impotant crown
But it's not all war, war, war, as

thera's all those annoying domestic chores

and medieval power politics. In full.

F
m
9
h

.Iur
2The

The raws

spread as
? quichly os
o plogua.

¥ang Charlcs
of Brelagne
was dead.

Deod wilhrowul
an hair.

lo deal with as well, such as feeding your
minsons, puiting the rubbish out on bin
days, guarding your lands, washing the
car every Sunday, trying not 1o gt
excommunicaled by the Pope, and so on
With all that lot to do, iU's no wonder so
many people keeled over and died in thes
late 20s - they must've been knackered!

DIFLMT

nvidige 3

ap WDIFLMT
appaness T
HAFFIMESS
COUMCIL

o iom




The game features movie inserts in glorious not-really-
cinematic-quality crap-o vislon. This one's men
marching inte battle. Apparently.

Aliegedly, this one's the Pope, and if you hold the
magazing at arm's length, tilt it away from you and
squint & bit, you could almost believe that it's true.

A bunch of monochrome pixels jusy
~ ramdomly thrawn areund, of seldiers
massing in front of a castie? You decide.

If this all
sounds a bit confusing, it's
simply because there’s a
number of things going on at
the same time, bt i's all
handied in a fairy logical
manned. Firsl, you naed lo
have enough building blocks
for your empire, which in this
case are food (for eating,
obwiously), imber and iron for
construction, and gold. This is
vitally imporiant as you've gol
lo pay your Iroops, bribe or
grovel to the Church and
simper al nval leaders. It's also
handy because you can use it
to buy any of the other three
that you may have run out of,
whach happens because each
region is fich in only one of the
four commodities. So, 1o
maintain a steady flow ol
goods, you either have to trade
with your neighbouring slates
or invade them. Hmm, which
one shall | go for?

Having decided you want
to take over another region,
you can aithar scout it to find
out what it produces, send in
spigs 1o find out how sirong it is
o just amass an army to stomp
it into the ground. Each oplion
takes up valuable man-hours,
and the main problemn posed by
he game is how you can
manage your limited resources
most effectively. Since once
you've sel a lask going (such
as building a castle or trading)
you e up the units unlil iU's
finished, you've got
to work out if

“Neither
interesting,

nor

particvlarly &

evocative”

5

-but due to aggressive posturing and hicking in your
neighbours, it grows. Slowly. Extremely slowly. Very.

you're going 1o be
attacked belore you
start policing your realm
of recruiling soldiers.
Although this allows
you 1o do all manner of
tasks simultaneously, all
this productivity manilests
itself as iittle bars gradually
filling up with colour, which
i5 nesther interesting nar
particularly evocatrve of
feuding mediaval warlords. You can tell
that the programmers thought this as well,
as they also included a lew other options
to spruce up the overall look of the game

MIDDLE-AGED SPREAD

The first of these Is the combal
sequences, and the only nice thing 1o say
about tham is that you don't have 10 look
al them il you don't want to. | reviewed a
wargame called Cohorf 2 back in issue 26
and although | was far from impressed by
it, the battles in Casties 2 make it look like
CD32 technology. Thay raally are ding
The next slightly gimmicky thing
that's thrus! your way is the "design a
castle’ section, where you can build round
or square lowers and thick or thin walls
around a central keep. The size of the
castle determines its ability 1o quell unrest
in that region, and the existence of the
castle makes the combat sequences
slightly intéresting in thal al leasl there's
somathing 1o look al and also you have 1o
buy siage weapons to knock them down
Finally, there's the entirely gimmicky
video sequences from vanous movies
which crop wp at moments of high drama
They take up a lion's share of the ning
disks (count ‘em) that
the game comes on,
and are entiraly
irmalevant 1o the
actual game, bul
hey, they're nol
really worth it
Shame that

mmm:n"m“
Touve been nasty to gang

S 2 GAME REVIEWS

So there you have it, a game that
consisis for the most part of walching lithe
colourad bars. At random points littke
‘Answer A B or C'-type questions appear
to lesl your judgement, so il you bahead
an emissary from a rival or turn down the
Church's plea for monay then you'll more
than likely be labelled a bit of a bad 'un
and everyone will invade, but if you're firm
but fair then the Pope will love you = which
is handy as he's the only parson with
enough power to declare you king

I's all just o dull though, with
lacklustre combat failing totally to it the
game out ol the 10-year-old mould thal it
was cast in. Last month we saw games
such as the hugely fabulous Dune 2 and
the almost criminally awesome Syndicate
which both ook the ideas of conquast
world management and combal, and
turnad tham into two of the bast Amiga
games aver. And Cashlas 27 Wall, i's the
same price as either of the above, and it
really doasn't aven reach the starting line
let alone the finishing post. Tch
® MARK WINSTANLEY

UPPERS Probably the
only game that takes the
turbulent times of The

Hundred Years War as its theme,
apart from its predecessor Casties,

@ DOWNERS Laughable
combat sequences kind of
sel the tone for the rest of
the game, with sluggish controls and
moments of very little happening
blending seamlessly with other
moments of even less happening.

THE BOTTOM LINE
| really can’t see any room in the
market for this product at all, apart
from diehard 14th Century wargame
fans. Whoever they are. Trying to
take over the world MUST be fun,
otherwise so many nutters wouldn't
keep trying, so there's no excuse to

come up with such a dull

game of it. H you wani
conquest and combal,

buy Dune 2 or Syndicale. »
2

THE BOTTOM LINE e
] ~ Not really any better, »

ap2u I'm afraid - it's a v
general problem ol o

pace, not graphics speed. Hmm =
Can't wait for the CD32 version, m
I
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0081 when all the guys
P #3ainst you. Oh boo hoe.

O



CREATURES + ABANDONED PLACES 2

Roll up! Roll up! ...as Rich Pelley unbuttons his
COMPLETE cuff and sticks his arm into the lucky dip
that is the AMIGA POWER Complete
Control postbag. What will he pull out

c o nt ro I today? Level codes? Power-up cheats? A

solution to Flashback? Hey - let’s find out!

e
-
—

They're mislaid! Theyre Scandinavians! They're The
Mislaid Scandinavians! Mo, hang on, that's not right.

. THE LOST
VIKINGS

(Interplay)

Stuart McMillan of Lanarkshire, Scotland, happily informs us that he is always
ready to share a few top games-playing tips with his very favourite mag. But, as
he points out, the following level-skipping codes for Interplay’s Nordic three-
way platiorm-romp probably aren't the sort of thing that the readers’ section of
‘Razzle’ Is looking for, 8o (good on him) he elected to send them in to us here at
AMIGA POWER instead. Good call, Stu!

HUMANS - THE
JURASSIC LEVELS

(Mirage)

What can we possibly say about these codes for Humans — The Jurassic Levels apan
from the fact that there are thirty ol tham, thay were sent in by William Burchell of Lincoln
and, er, here they are?

KATE

SNESSY
OLDHAMBBORO1
FROG AND TOAD
DANSPAM
SAVERRANCER
19ACOPY

M LOVE BONE
ASYLUM
WINOPUSKA
ALICEINCHAINS
ABSOLUTELY
FABULOUS

ED AND PATS
SWEETIES.

WHEELS ON FIRE
ROLLING DOWN
THE ROAD

SKIVE OFF

DAY TRIP
GIRAFFES

MAKE UP

FLYING AVENGER
WIBBLE

BILL AND BEN
SPITFIRE

DESERT ANGEL
NOONEKNOWSUS
APRIL 1993
ALMOMNDBURY

CREATURES

Level 16 =
Level 17 -
Leved 18 -
Lavel 18 =
Lewvel 20 -
Level 21 -
Level 22 =
Level 23 -
Level 24 -
Level 25 -
Level 26 -
Level 27 =
Lewvel 28 =
Level 29 -
Level 20 -

Leval 1 =
Loval 2 -
Level 3 -
Level 4 =
L

Le

Level 7 -
Level 8 -
Level 9 -
Leveal 10 -
Level 11 -
Level 12 -
Level 13 -
Level 14 -
Level 15 -

Level2-= GRBT  Level11-VLCN  Level 20 - WKYY  Level 20 - HOPP (Thalamus) r
Level 3- TLPT Level 12- OCKS  Level 21 - CMBD  Level 30 - TRDR | can put forward no ideas of my own as to why this specific?
Level4- GRAND Level13-PHRD Level22-BBLL  Level 31 - FNTM is, but as far as this month's small tips go, things c
Level5- LLMO  Level14-CIR0  Lewei23-TTRS  Lewvel 32 - WALR seem to be rather level-code- or RPG-orientated e
Level 6~ FLOT Level 15- SPKS  Level 24 - JLLY Level 33 - TRFD Just as well then that it was also this monih thal L v
Level 7= TRSS  Level16- JMNN  Level25- PLNG  Level 34 - TFFF Martyn Haigh of Bucks chose to sand in this small I x
LevelB- PRHS  Level17- SMAT  Level 26 - BTRY  Level 35 - FRGT offering for Thalamus' cutie, giving me at least one . ;
Level 9= CVRN  Level 18- VBTR Level 27 - JNKR Level 36 = 4RN4 opportunity 1o break the routine. Pause the game and f r
®  Level 10- BELS  Lovel 19 - NFL8 Level 26 - CBLT  Level 37 - MSTR. type A FINE KETTLE OF FISH. The Function keys arne
- now active 1o ship you through the levels
2
w
@
=
d
l- &
: (ICE) w |
o  Anthony Caniano, of Mass Park, has unearthed this cheat to significantly
increase your characters' experience. Atlack and kill any single monster (or .
group of monsters). When it (or they) begin to visibly fade away, cast any ﬂt 5
£ ‘hold monster' spell that you have such as ‘Dream’ or ‘Hold Everything’. The ~
: creature will cease dimming and just sit there. Now you can attack with your P*' '
o - fighters or cast attack spells (including “Fire T
a TR T ~ Area’) to rake in the experience points with - ¥
Well, this .44, noworry of the monster going anywhere ﬁ‘ |
< | ‘place’ certainly _“5'* until the spell wears off. This can be ' f
o ”_,‘:- looks like it's .. ‘g L verified by walching the experience ; ;:""r ,
= - ‘abandoned'... *tw line in the character sheet grow m( ] 4 »
< L / :|  while you're attacking the faded i A [ i
L __-' creature. If you are quick enough F ﬁj P s - ‘ | |
",}J '1‘ :Ff you can re-freeze the monster, 'f T o W i "' %f
e o o o e 20 otherwise just go and find another «t«m-& i —Jhﬂgﬁ-{r-ﬁi S
"""& ___"‘l""r_'-,_ oy 5 one to repeat your trick on. _ i | Sl o [[7— [T:
] I &5 | - - , 11.-! - - _.r 1 o
'.g' l.ilil----ll - . 1 _91,1-\. _§ d !._--m



BILL’S TOMATO
GAME

(Psygnosis)

With all the axcitement

tha! was going on in issue

27 ower the axceplionally

high quality of artwork and

sacond-10-none, quick-witted, intelligent

feviews and features. the chances are very lew of you noticed that we only
gave you complete codas for the first five levels of Bil's Tomate Game.
Well, apart from William Burchell of Lincoln, of course, who provided these:

(Delphine)

Last month things seemed to get rather cut
off in the middie ol Section 2 (password:
BURN) - the only other thing you may need
to know is that the third terminal along is
the correct one to insert the card into, Other
than that - let's get on to Section 3!

Section 3

(password: EGGS)

Watch out for security bees on the third and
ftourth and first and second screens 1o the
left and right respectively, and take the lift

up. Activating the switch to the right, step
over and back onto the floor switch, then

Level 6 - TETTOL, GOUCKAT, VOUPET, CLOAVUN, PASSUN,
MOOVAL, FLIONNOG, CLANUN, PLUMIN, FLEASSAN.

Level T - NYMIT, PLIOFOL, DREDDIN, PLIPAR, GEGIT, FLAIVIT,
FLAGGOG, DRINNOL, POIGOL, GLUTTAT.

Level 8 - FLUVON, FLUGGAR, NOUPPEL, VEAKER, SLEDDON,
SLOIPOL, TOOLLEL, MYPER, BUMET, GLEEGGAN. three screens lo the lefl and prepare to take
out a guard, Draw your gun belore rolling a
level up, step onto the switch and duck.
You will cling onto a platform if you run
over the drop on the next screen. Lower
yourself down, roll under the second falling
mine and running-jump your way onto the
next screen. Roll through the second and
third landmines and recharge. Let the
guards come to you at the bottom right of
Level 3, utilise the forcelield on Level 2 and
shool the guard on Level 1!

Section 4

gl.l!ﬂ'l

Use of the forcefield is
now essential, so be
warned. Slay the
policeman, tumble left,
shoot the robot, and
run past the second

Level 3 - DRAIBBEN, GLIAKIN, SIAMOL, NEKOL, CLIGAT, VUSSEN,
PIBBEL, SLEAKUN, NUPPON, WOGGEL.

Level 10 - GAILLIT, CLOUGEL, FLICKOG, PLOTTIN, MUSSET,
IOALLON, GOAMON, SOADDET, GLIOFAR, VEEFER.

POPULUS 2 -
THE CI'IAI.I.ENGE
GAMES

(Bulifrog)

Hallo Jolly Children of the Universe
Hese are my tips for Populous 2 -
The Challenge Games. Whal have
you go to say fo that, then?

Jonathan Tasker, East Bamet.” before drawing and

Er, how about ‘thanks', John? firing. Face and stand to |
the left of the lift and take a

Level 0~ VERDANT ducking shot at the policeman !

Level 2- WALLS Leval 22 - SFICE before rolling left at the bottom o

Level 3- FIRE Level 23 - CONU and killing him. Watch out for more

Leved 4 -
Lawved 5 -
Loved 6=
Level 7=
Level 8 -
Level 9 -

BASALT
PAPAL
HEAT
OBVIOUS
BULLFROG
SURROUND

Level 24 - MUSHY
Level 25 - GAUNTLET
Level 26 = UWORLD
Level 27 - SPLITTER
Level 28 - CELTIC
Level 28 - ELECTRIC

policemen, a robot and the pit on the next
three screens and hail the taxi. Ignore the
robot, take a running jump from the top
platform, shool the glass and jump through.
Descend, head right, climb the biue light,
shatter the door and collect the key.

Leve! 10 - RANGER Level 30 - ILLUSION Now, proceed right to the keylock.
Leved 11 - MAGNET Level 31 - APE Recharge to the right, pull the switch to the
Lavel 12 — SURFIN' Level 32 - ?AEDTEUH left and take the lift down by said keylock.
Level 13 - DIAGS Level 33 - RITES Scale the blue light and wait for the lift.
Level 14 - BANDITS Level 34 - GUARDS Climb, pull the switches along the two

Leved 15 - WINDS
Lavel 16 - WAVE
Lavel 17 - WALL
Level 18 - FUSE
Level 19 - MIGRATE
Lavel 20 - HURDLE
Lavel 21 - SIEGE

Lovel 35 - EXTINCT
Level 36 - PATHWAY
Level 37 - RUNNER
Level 38 - TWIN
Level 38 - ORCHARD
Level 40 - ROCKY
Level 41 = FRYING.

DON’T FORGET

My Granny reads AMIGA POWER (because I'm in it), but she would think it

corridors and get the key. Unlock the
keylock and ascend. Roll over the first
trapdoor to reach the units. Climb down the
gap, pull the switch, get the key, take the lift
up, use the key and re-save in case you
now go and mess up the next bit.

was rude il | asked you 1o sand in your cheats, tips and codes and then you
gidn't. So you'd better send somaething fo: AMIGA POWER, 30 Monmouth
Streat, Bath, Avon BA1 2BW, We're particularly on the look-out for mini-
play guides (to NEW games only) to include on these two pages. There is
e added incentive of large prizes for these if you comply

CHALLENGE GAMES

FLASHBACK !

Section 5

(password: CHIP)

One guard drops a key if you shoot him. Go
up a screen and time your way past the
disintegrators. Pick up the telecontrolier,
receptor and key from above and recharge
down the gap. Pass both the disintegrators
and the gap to the right by throwing the
receptor and using the controller. Take a
running grab onto the first platform to aveid
the appearing disintegrator and climb
down. Here lies your first slime alien, The
best way to take these out is to roll away
from them and wait for them to nearly calch
up or drop on top of you before rolling back
the way you came, turning and firing. Save
in case you mess up leleporting past the
disintegrators (you're safe to the immediate
left of the door), and zap to the next section.

Section 6
{password: TREE)
Go right, up, slaughter two aliens, pull the
switch and recharge if required. Drop the
receplor on the lift, tumble down the gap
and run to the mid-bottom of the screen
before shooting the three aliens., (If you're
in trouble, teleport away.) Use the stone to
open the door to the left, ignore the
mouse, head left, pull the switch,
blast the door open and, er,
pull the other one (the
other switch, that is).
Kill the resulting alien
. and carefully take out
- the alien to the leh,
teleporting away to
recharge if need be,
Pick up the diary, call
the lift, go down, right,
and teleport down the
apparent abyss. Make
your way through the other
screens for the key, head right of
the abyss and unlock the keylock.

Section 7
(password: BOLD)
Go up, zap the aliens, pocket the mice, then
climb up and take a running jump to avoid
the falling mines. Place the receptor next 1o
the lift, ascend and activate the switch. Lure
the alien out of his pit and back towards the
energy generator to get more killing room.
Pull the swilch and teleport back. Pick up
and use the key the alien drops, take the lift,
climb the rest of the way and time your way
past the disintegrators, Stand to the left of
lift 2 lo avoid the landmines, and teleport
down the shafl. Keep shooting the eye,
ducking beneath its fire, and teleport down.
Venture far right along familiar ground
and drop the receplor, go all the way back
left, take the lift down, go through the door,
stand in the middle of the screen and shoot
the aliens (they only take one shot). The
hanging creature needs to be shot from
alternate sides, while taking care of the
groups of aliens, starting with the lett. (Roll
away after each shot.) After rolling through
the you will be told what to
do with the Nuclear Device. Pull the switch,
teleport and take the lift up, up and away...
And now try it on the ‘hard’ setting.
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(well, you try swinging a sword in a
swimming pool — hard, isn't it?) so
you've gol to avoid everything.

Look out especially for the Skull

which looks a lot like the bonus
skulls, but doesn’t spin round. The
good side of this level is that there are
s0 many bonus points around that if
you were to stuff them all in one of
those carriers that they give you in
supermarkets, the handles would snap
even before they'd had time to dig
painfully into your hands. There's also
a pipe system that’ll whoosh you all
over the place, and if it wasn't for us
giving you all this helplul advice, you'd
end up horribly losl.

Just jump into the first pipe and

then swim up and around to the
lett, where you'll find a chest with
diving bools in them. These are heavy
enough to stop you bobbing up to the
surface, and also pretty essential later
on in the level.

To the right of the chest are a

further two pipes, so leap down
the bottom one to gel to all manner of
smashing bonus thingies.

".s-

it o

lin the

Just to balance out the game in a

¥in-and-Yang sort of way, you'll
find yourself heading face-first into a
ball and chain if you take the top pipe.
This is not a Good Thing, but if you
avoid it and go through the pipe on the
right, you'll find yourself in an area with
six pipes in iL. i you're not careful,
you'll be shot from one pipe to the next
and eventually go whizzing off in the
wrong direction. What you need to do
is re-enter the pipe you came out of and
this time you'll be set back onto the
right path. if you can stop yourself in
the middle of the pipe area, pick up the
bonuses and the extra life.

Avoid the ball and chain, leave the

chest hidden in the hole as it's a
trap, dodge the swimming enemies and
skulls and then negotiate the spikes.
This is where you're either glad you've
gol the diving boots or wishing that
you'd picked them up after all,

The next section winds through
the rock. Head for the pipes to get the
comect route but don’t worry, if you get
it wrong you still end up getting some
bonus points!

You get to the last room before the
Water Guardian, and here you get a
chance to renew your health by using
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up any potions you may have. There's
also a secrel room up near the spikes.

The Guardian uses bubbles to

force you into the spiky rool, so
you've got to dodge them, and also
avoid falling into the water, as for some
reason this suddenly becomes fatal.
Every time the Guardian starts to
shake, he's aboul to attack, so get out
of the way, boyo.

The mine-cart race is all about

speed, and even though you can
collect jewels, remember that the most
important thing is to finish the race.
You can do this in the other cart, or
even without any cart at all, and if you
manage to finish without a wheel on
your cart, you'll score a huge bonus
when you get to the Customs Desk.

The best way to get a good time
through this level is to cut corners.
Instead of bouncing off the bumpers,
slow down before you get to them and
drop straight down the ramp. Also, if
you slow down too much going uphill,
hop the cart upwards rather than going
back for a longer run-up.

Late in the race, just before the
second wall of ice, there's a short
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you lose the wheels) and you'll miss &
blg chunk of the level. Should you miss
this route, get over to the bottom right
of the map and jump out of the cart and
onto the arrow, which will fire you
upwards. Finally, if you can find the
super spead key, you'll have no
problems winning the race.

Downwards and onwards to the

Diamond Mines, which only has a
few secret rooms, but has lots of shori-
cut-like sort of bits. The large hole after
the conveyor belts isn't one of these,
however - it's merely a fairly obvious
lure to tempt you onto the hideously
long and nasty spikes beyond.

1 To get up the long tunnel,

you've got to hack at some of
the ice blocks to carve a way to the top
This route's a bit longer than simply
going along the tunnel on the right, but
also a tad more profitable in the the
jewel stakes.

1 Although the buzz-saws look
intimidating, they follow a sel
path. This means that if you watch

il




them, they'll repeat their movements,
making It pretty easy to dodge past and
get into the secrel rooms. There's
another secret room at the top of the

1 Past the danger sign and the

block of spiky ice is the tunnel
leading to the Fire Guardian. There's a
final secret room by the spikes on the
left of the tunnel. As you fall down, pull
1o the left and you'll find that you can
walk through the fake spikes.

13 -15 To complete this level,
you've not only got lo
snuff out the Fire Guardian, but also
indulge In a bit of infanticide. Yup, his
son's with him, and the obvious way to
croak the both of 'em Is to douse them
in water. Fortunately for you (and
rather stupldly for the Fire family) they
live just balow some water pipes.
You've gol to prime each valve with a
few hits 8o that every time one of the
Guardians is below one, a single strike
will put the dampeners on them. Hoorah
for you! You're now on the approach to
the Vizier's palace but would you
believe it, we've run out of space again.
Tch! Next time, maybe. @
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Dug o numereus punitive poll tax demands
being ignored by the Republican Guard, it's up
1o Task Force Balliff to serve an eviction notice.

WAR IN

Whether it’s busting tanks or protecting archeological

been invited
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These helicopters are million: of dollars of high-

tech turbines, navigational equipment and
weapons or, 1o use the technical term, toast.

n many ways, the tanks used in War In The Guif are
radhcally ditferent Irom those thal you come across in
everyday usage. Unlike fishtanks, they're not filled with
water, and their floors are more likely to be [ittered with
armeour-piarcing shells than multi-coloured gravel, Hot waler
tanks, the centrepieces of mos! central heating systams, may
be made of matal, but I'd shout a hearty ‘chinny-reckon’ 1o
anyone who claims that theirs could stop an high-explosive
squash-head round. But anyway...

You want halp in busting the cream of Saddam's
amouned division, night? Okay, having 16 fully-crawed-up
fighting vehicles would do the job perfectly, but since they'd
take up valuable kerb-side parking space, a copy of War In
The Guif will have to suffice. When you're playing, remember
that the M1 tanks have superior armour, and 5o should be
used lor any close-quarters rough stufi, and that the TOW
missiles on the M113s have better range and stopping power,
s0 should be kept back for fire support. If you position units sa
that they're just on the tree fine, then you'll be able to fire on
the anemy whila remaining camouflaged. That's the theary
anyway

Battle for Failaka Island
Although you're supposed to lirst work out where the
convoy’s goeng and where if's come lrom, you can make
life easier by looking on this map and then wading in and
killing everything that moves. It's best to spiit two units off
down the main road towards Az Zor, and send the other two
across country 1o Saad Wa Saeed.

As you're mowving up, you'll see a convay heading out of
Az for at speeds that I'd imagine are blatantly flaunting
Kuwaiti tratfic laws, Tha importan! part of the northam unit's
mission s to destroy the warehousa that they came out of,
which is to the northwast of the village. Once you've done
that, depioy your forces 1o the south of the village 1o block any
enamy units that dare o try and retum to Az Zor.

When your other unit reaches Saad Wa Saeed, hide in
the tree line o you'll and up catching far too much fire. You
should be able see which warghouse the convoy tums ima,
but if you don't, 's not a problem! We can now exclusively
reveal that it's the second warehouss from the south that's
the important one, so get shooting. Assuming you've acted
coractly on our almos! invaluable info, then power-ups
awarded, you've won the first battle,

You've next got to drive out all the forces from the

archaological site al (karos, hal the counter-attack and
then locate some Gaskin missiles, and all before breakfast.
The problem is that you're not allowed to even chip any of the
ancignl buildings at Ikaros (that means no ‘collateral damage’,
technical tarm fans) = if you desiroy even a single building,
then you've lost the battle. If you sneak up through the irees
and fire on the occupying forces using TOW misstles, it's
possible to rout them withaut @ven getting shot at.

To prevent the forces retaking the town, it's a bad idea
o occupy i1, as t's bound to get wasted in tha crossfire.
Instead, you shoukd ring your forces round the edges of the
forests and ambush them as thay speed across the plains
fowards the town. While you're waiting for this counter-attack,
use one of your M1 units to saarch for the missile site and
destroy it. Once you've dona that and hald off the enemy for
about 30 minutes, you're a bona-fide gosh-damed war hero.

In the next bang-shoat you've gol 1o prolect a group of

support vehicles, which arrive in Failaka village about 15
minutes after the game stars. To ket them through you'vea got
{o clear the northem road of the enemy and, as a final lask,
you've got to wipe out tha halicopters in the northern airfield.




WAR IN THE GULF COMPLETE CONTROL

remains, Mark Winstanley has the tips that’ll triumph.

To clear the road, send thrée unis 1o concaaled
pasitions next 1o the three road blocks and then launch
smultanecus attacks on all of them. Next, move two units
south to defend the comvoy = one unit east of the village and
one fo the northwast should provide anough cover.

This leaves you two units free to attack the airfield,
dithough you can get away with using only ona unit if you
really want. if you do this, you can leave the fourth unit in tha
middie of the map to act as a reserve unit for either the
convoy dafence or the airfield amack, Place the attacking
forces in forest cover near the air strip and blast all the
choppers as quickly as you can, as you'll also have anothar
countar-attack to contend with. Once you've reduced these
lorcas 1o pools of molten matal, then it's Miller Time™ -
you've taken Failaka Istand!

Battle for Bubiyan Island

This one’s a cinch - all you've got to do is get over the

bridge and blow away anyone who gels in your way.
Next you've got to wail for attacks from the south and make
sure that you don'l come under fire by hiding bahind twigs or
somathing. Leave two units in cover defending tha bridge,
and sand the other two in 1o attack the palice post. Usa the
forest as cover so that you'll end up at close range to the
west, and then work out your very own version of Mr lce T's
controversial track, Cop Killar, Onca you've held the bridge for
30 minutes or so, you've won. Congrats.

Good Thing if they're not yours. Unforiunately, this
It the case here. 3 out of 10, Could Do Betier.

After this pushover, there's a strong chance that you're

gong 1o gel your sorry ass complalely trashed on this
one, 50 listen good. There's an alked convoy that has to run
1o and fro along the road, and you've god to protect it irom
aftacks coming from the west. If you try and escort the
convoy, you'll end up accidentally shootmg at yoursell most of
iha tima, 50 the simplas! way is to form a static barrier on the
eastemn edge of the minefield. This way, the convoys are
salely behind you, 50 anything that comes inlo view can be
considered a legitimate target. If you keep an aye on the
comvay s posiion, iU's possible to pradict where the nesd
attack will come from, and although this battie’s got the
potential for getting horribly messy, M you stay cool then if's
possible to do it without losing a single vehicle,

Your first problem in this one is to slop the advancing

column of armour coming down the road from the aast,
50 send a unit siraighl away to make their day as unpleasani
s possible. While this is going on, you need to scout around
and destroy two tanks that are hiding inside buildings. Thase
are placed al random, but if you cruise around the battiefield,
you'll notice thal each wood has a building 1o tha south of it.
To avoid collateral damage of valuable Kuwaiti real estata,
switch 1o infra-red and the tanks will show up even through
the buildings. Boom!

It you keep to the edges of the battlefield as much as
pessale, you'll keep the number of clashes to a minimum, We seck them here, we seck them there.
and il you take time out to blow up radar lowers, satellite There's & tank in here. We think. Possibly.
Gkshas and comm lowars, your fiscal remuneration (Eh? |
mean you'll get loadsa maney’) from the Kuwaiti officials wil
be most impressive. You've also got lo make sure that you
can reach the rendazvous poin! in tima, which is just east of But with the
the most southarly forest. If you managae this, then you've wonder of
once more proved that maght is right, and that if the meek infra-red
ever inherited the Earth, then hard men with guns would take imaging
i away from them again. Straight away. And on that cheery equipment,
note, Il leave you to blast your way across the Middis East all we find that
on your own. Bye, @ I'm completely

Hiding behind smoke and popping the baddies
using IR sights gives you an improved chance of
survival in the open, as they can’t see you. Ha ha.
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Game: Football Tactician 2
Publisher: Talking Birds
Authors: In house

Price: £22 .95

Release: Out now

2've had this ona adverised
in the mag for a few months
now, and quite literally some
letters from insana football
management game devoleas practically
begging us 1o tell them how i compares (o
their beloved Championship Manager,
Promier Manager, Graham Taylor's
Beating The USA Challenge (pHt!) and all
the rast. Well, | slacked a bit on last
month's issue, S0 as penance | decidad it
was fima | got back o my roots and
reviewed i, Not that 've got anything
against foolball managemenl games - the
ofiginal Football Manager was one of my
all-time favourites, it's just that every one
of the aighl million I've seen sinca than
seemed (o add nothing worthwhile o the
onginal formula, and a significant
percentage of them actually made
things worse. For ma, the
alorementioned
Championship Manager
was the biggest ollender
ol the kot - while
undeniably
comprehensne and
‘authentic’, It was 5o
unbearably slow (o play
and complelety devosd of
any ol the excitement, lension
and thnlls that must surely come
from a real football management job, that |
just totally failed 1o see the point of it
Anyway, Foolball Tactician 2 seems
o be geting isell a bit ol a good name on
ftha sheepskin-jacket-and-lat-cap circuit,
with is fancy new-langled weakly updates
and versions for @very nationality under
the proverbial sun. Personally, and
predictably parochially, | chose
the Scottish League version
beside mysell with happiness al
the concep! of taking on the
mantle of Stenhousemuir,
Queen Of The South or
Hamilton Academicals and once
agan visiting the haunting-

Gazp as the entire scason Mies
by withow! you m;king- a |in,lg
change to the team, and puke
with excitemant at the replays.

“The game
comes with its
own regular
news-sheet”

Here's a story - there
was once a footballer.

)

He played in Dundee,
and loved every game

K

e,

e e e e I e e e .II |I|IIII|I|II

until he found the pitch
covered in, er, weeds.

Fortunalely, wititing
side Leeds were, umm,

Jkeen gardeners! The
End. (¥Yow're Fired. - id)

TACTICIAN

Well, for a start, it’s clearly the sequel to Football Tactician.

grounds of my youth in such far-flung and
exohc places as Airdrie, Dumines
Motharwell and Falkirk (sigh). The maore
glamorous-minded among you
mighit préler 10 go lor the new
Italian model, boastng all the
delights of the legendarily
compettive (ah ha ha ha

right, Milan/Brescia fans?)

Sere A and B

Anyway, on with the

game, FT 2 boasts all the
usual lealures you'd expect
from the genre and loads
maore besides, right down to
drugs-testing i the alian version
in fact, there are 50 many of them that the
gama comes with its own regular news
sheel detailing amendments, updales and
mprovemants. Sadly, what it doesn’
come with is a very uselul instruction
manual - | spent a fruithess 30 minules
searching for the way lo aller a basic
staple of the manager's job (my team's

Swoon at the
tension of top-
leagque footy ...

lormation), before
sadly concluding
that it simply wasn'l
possible 1o do so

Another
oddity is that you only seem to be able to
Study tha shol-by-shol development of a
match in retrospect, which kind of spoils
th bensson a b, Now it may well ba that
m |just not operating the menus properly
bul if inal is the case, i's just anothar
symptom of the game's prefty uninendly
user interface n't @ game built with
the casual or novice player in mind

Stil, | wouldn't ke to give the
imprassion that it's all bad = Footbal
Tactician 2 works just finge most of the
time, and it's nice not 10 hava o .;|'w.|5-5
play Hereford or something. What threw

this Iz

leer as poorly
drawn players
showe cach
other in an
unconvincing

MmaRAEr.

ma, though, was thal there seamed o be
very little | could actually do to influence
malters - while there are probably unseen
depths that'd lake weeks to find, | got the
mpression I'd seen it all afler about a
quarter of a season. Maybe | jus! missed
the litthe stick-man highlights of Football
Manager, but after the nationalistic thrill
had wom off, this made me feel like going
and watching a nice game of cricket, and
that's just about the worst crime of all

® STUART CAMPBELL

UPPERS Faster-playing

than many of the games I've

seen in the genre, and
Talking Birds do seem to have an
admirably non-partisan view of the
footballing world.

DOWNERS | could be

wrong, but there only

seemed to be about four
things to do for most of the time,
and there was nothing in the way of
visual, sonic or other reward for
your continued slogging through
the menus.

THE BOTTOM LINE
Well, it's no worse than most of the
other footle management games, but
beyond some different teams it

didn't seem to offer

anything better either, Not

exciting at all (but maybe

it's not meant to be).

THE BOTTOM LINE
Yup, it works just as
fine on the A1200 as it

HIMOd VODOIAY
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does on the AS00 - but

Yup, it's goi ] all, even the overpriced Wagon
Wheels and cans of Tiver, and even the roar of

still no exciting match highlights or
anything like that, though.

O

the crowd. No, really, straight up mate.
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You could dg some
(wPressive things wigh
.T'lﬂl l:trlhn-r t‘“’ But
it didny have those

dinky linse 'Pacemen,

Game: The Patrician
Publisher: Daze
Authors: Ascon Software
Price: £29.99

Release: Out now

ha Hanseatic League was a

merchants' co-oparative

covering northerm Europe,

Scandinavia and the Slavonic
nations dur ng the 13th and 14th
Centuries, providing a monopoly lor
German traders on the transpor of goods
between east and wesl. As well as
making its members very rich, it
proveded tha framewark Tor a
new style ol European
polihcs, ending the
dominance ol the Church
and the manarchy, sh |1|'1[_;
the emphasis to
democracy and equality
and indirecily Inggernng the
Renamissance and a new
revolutionary era

In redwrn for thasr

subscnptions, members of the League
Could lake advantage ol complax trade
agreements batween many nafions. They
reCanad protechon for thar ships, aftan
throwgh the organising ol convoys 1o

“To put it
kindly, it's a
specialised
taste”

counter the threal

from piracy. And, in addition, they had the
opporunity to take political office, offering
both power and prestige

| know all this, not through cholce
but because The Patncian’s 120-page
manual carmas a hair-raismghy detailed
history of the Hanseatic League by way of
background inlormation. You see, YOU
ARE a budding member of the League,
trying to make a splash in the cut-throat
world of medieval trading. (Mo, really — you
are.) By controlling a fleet of
merchant ships, sailing them
Irom por to port, loading
and unloading their
Cargoes, H!}ﬂ[ﬁllf':] thiam
‘'shipshape’, and fighting
off pirates, you've gol to
amass as

it

o i LR EPE
b.,l,.il!ul"‘

In the 14th Century, real men didnt
drink beer or wing. They drank bathwater.

E
Wi

af long lasf - a refrishing

The world's a smaller place
whaen it's in a bubble.

miLch

= dosh as

g possible
And by
manipulating

popular opinicn

- getting i with the ngint

E coMmpany, marrying into
L]

a maney, and helping out your

nome Iown wihan it's in inoubke

.g" you've got 1o Iry 1o rise 1o the

© heady office ol Mayor, and than,
he Ultimately, Alderman of the League
et

By now you've probably
reached one of two conclusions: either: (a)
| really am the least engaging reviewer
you've ever had the displeasure of
reading. and I'm polly lucky you're still
here, or (b) The Palrician is, 1o put it
kindly, a ‘specialised tasle
In the case of the former I'd plead
exlenuatng Grcumstances, but of tha
latter there can be no argument. The
Patncian is a game aimed axclusmely at
those with an interest, or a potential
interast, in 14th Century European politics
Anyone eise can go boll their heads as lar
as i's concemed
The graphics might be quite
attractive, and those pictures do feature
S0me quite intricate animation - little
paopla dancing about, smoke coming out
of chimneys, that kind of
thing. But they're pictures of
the annoying ‘click on the
litthe man standing next to the
ship 1o give you a damage
report” vanety, and quickly
becoma a tiresome way of
nawvigating around the
game, partscularty when
you consider that it's 14ih
Century history you're
ostensibly interesied in,
nol prefty graphics
You could view it as
a straightforward strategy
trading game, with the added bonus’ of a
detailed historical background - a bit like
Elite without the flying-around bits (or that
infunating

l'f&'lﬂ"l

T vy

1JES s

As you'll see, Patriclans need
a good head for figures.

T Your desk, whence
e il all financial
transaction
take place.

rolling-through-
90-degrees-
Just-to-turn-a-tiny
~bit-10-0rve-side
businass). But the
actual guts of the game
seam a ktthe thin if you look
banaath the surlace, and the rewands
don’t really justdy all the mucking about
with numbers and things. | remamber
having much mora fun with a game called
Pirates by Microprose. Just ike The
Patrician, it had you sailing around the
high seas trading goods, fighting off
pirates and getting marmiad. But, while i
lacked authentic detail, you actually got o
see your ships sailing about, and it all
seemed much more exciting

Mo, this is a game for the two, maybe

three, AMIGA POWER readers with a
fondness for medweval Eurup-ean poltics
They N love it. | didn't
® JONATHAN DAVIES

UPPERS Nice graphics.

Some good 14th Century

tunes. A heart-stopping
regard for histerical accuracy. And
it"s really big.

DOWMNERS If you're not

interested in the background,

playing it is likely to prove
tedious. And anyway, I'd question
whether there's actually that much
gameplay underneath the graphics
(and tunas). And | really do get
annoyed by pictures that you've got
to click on obscure bits of to get to
other areas of the game.

THE BOTTOM LINE
It’s feasible (though the odds
against it are colossal) that this
could be your thing. It's polished
and nice to look at - atmospheric,
almost. But there's nothing much to

actually do beyond
marvelling at the 54 .
THE BOTTOM LINE

conviction of those
responsible for it

Wahey! It's a whole lot
better, thanks to an

axtra four-player multi-
scrolling shoot-'em-up bonus level.
I'm joking of course.




Game: Nicky 2
Publisher: Microids/Daze
Marketing

Price: £25.99

Authors: Fabrice Decroix,
Pierra Fallard, Alain Lambin,
Claude Abront, Loic Yvard
Release: Out now

ou've got 10 ask yoursell a
queston “Do | wanl garkc
Mayonnaise on my quarter-
poundas or do | wanl kelchup?”
Mo, hang on, thal's not it. Here's a betler
one: "Da | want to chew off my fingers or
do | want 1o play anothear nondescripl
platiorm game?" Yes, thal's more like it
Sorry about the siow typing, it's jus! that
I've gnawed off most of the digits of my left
hand and the thumb of my night. As
you can well imaging, this
makes il rather difficult 1o
operate a keyboard, not
Bast because the kays
keap getting stuck
logather with blood and
bits of skin
All a bit ironic really
because | ended up
playing this dismal
platformer anyway. You have
1o, you s8a - il's in tha conltract
“You must play this termanally dull platform
game for at laast 10 howrs and then tell
Ihe Amiga-loving warld what you think. In

“It's just
another
bloody
platform
game”

monay) you have 1o go through
somathing bad to get it (playing the
firesome game). I's a bil ke eating a pork
pie and having 1o wade through all that
nanious jelly to get 1o the good meaty bits
in the middie. Let's get this
straight. If Nicky 2 wera a
pork pie, and believe me,
it mighl as well be, it
would be all slimy stufl
and no maat, Well,
perhaps I'm being
shghtly oo harsh
there. There might be
a part, hghtly brownead
crusl. But essentially i
would be slime
S0, what's wrong with
it? Firstly, it's yet ancther platiorm
game. Oiay, that's nol a bad thing in itself,
but il you've played gems like Zool and
Putty, there is absolutely nothing
hare to excite or inlerest you. It's
just another bloody platform
gama. For tha reader who's
bean asleep at the back of
the class for the last
decade, this maeans that
you have fo run and jump
around a lot, collecting
objects, killing enemies,
sohang puzzles and
revealing secrel passages. It's
e done a millon
timas belore, and it's been
done a malion imes better. N
Secondly, il sufters =

- g - g™ []
-‘.'" ‘..' 4-? "‘#’

Pond piloting an asroplane?
Some evil fiend has stolen his
loys and he has 1o find them -
doesn’t that remind you of a
game aboul a certain shades-
waaring kid? Laddears grow

The door o dreams
was closed.

oul ol the ground 1o
gve you access 1o
higher platforms, just
¥ like the plants in the

Jungle Zone of Magic
= Pockels. Enemies laave
7 bonuses behind when you
kill tham, just like in Zool
You can go inside the houses o
collect bonuses, a featura which even the
execrable Dalek Atack used

If you looked on the bright side, you

might conceivably begin 1o suggest that if
il draws on 50 many elemenis from so
many diffarent games, then it must ba
pratty damn good. If you did star to
suggest that, I'd siap you round the face
and drona on for hours aboul the game's
horrific lack of pace, the tiny sprites, the
dull backgrounds, the appallingly cute
enemias, the horrific graphical bugs, the
annoyingly precise jJumps
® RICHARD LONGHURST

S s ¥

UPPERS It's gol

graphics, sound etfects and

scrolling, just like you'd
expect from a platform game.

DOWMNERS Unoriginal,

slow and boring gamepilay.

Doesn't look or sound
particularly good. None of those
surprising moments when you stop
and say “Hey! That's cooll”.

THE BOTTOM LINE
Nothing new on offer, and when you
consider that we also said that about
its prequel, Nicky Boom,

it's a bit of a disgrace.

Totally unexciting from 4
stari to finish.

THE BOTTOM LINE
I's exactly the same -
just as boring, just as

dull. We tried (oh how
we tried) to find an improvement, but
there weren't any. C'est la vie.

.. and original platformer. Sadly, this ain’t it.

medum, weé will give you a small sum of from a distinc lack ol =] -_.,
maney.” | knew | should have read the originality and inspiration ‘a z
small pank. It's always the same, if you Micky can fly on his goose, =
wan! somathing good (tha small amount of bt didn’ wa calch Jameas @ E
' waw

The world’s been waiting for a new, -
o
- £
- =
- I

-
-a w
- m
Z b
_____ . o - |
3y I d - m
TS He heow, it's the old exploding - =
ladder gug. Oh my aching sides. . @ ]
BT W —Jj m

—
. - . )
i

Spread before you are screens =
" from many of Nicky 2's eight o
2 exciting levels. Hardly thrill-a- o
e

Woooo, electricity comes from other planets, just like

Micky's nifty invincibllity shield-type thing.

minute stulf, but they're the

beit the game could deliver.

©

Lett: The door to dreams was still closed.
Why don't you find yoursel a hey?
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about te bomb
it's nat too

difficult 10 see the

On the left here is the para section, complete with
comedy arrow. IU's dull and pointless, also,

A wargame that’s even less entertaining than the real thing?

Game: D-Day
Publisher: US Gold
Authors: Pascal Jarry,
Didier Arnaud, Laurent
Malavasi, Nicolas
Massonnat, Christophe
Perrotin, Isabelle Maury,
Philippe Tesson, Michel
Winogradoff, Laurant Weill,
Herve Jouani

Price: £29.99
Release: Oul now

hale war. Not 50 much

because of the needless

wastae of innocent life and

the torluwous hell that is
endured in the name of an
outmoded concept of
nationalism that leads
only to the immansa
psychological torment
and inconsolable griel of
a mouming populace
struck by the ultimata fulility
of it all amids! the senseless
annihilation of the planal's
inhabitants and resources, encroaching on
our scepired isles ke a dark angel sowing
the seeds of apocalyplic death and
destruction over the once-lerile bul now
fallow land which bore our forefathers in
their determined but ultimately tragic
pilgrimage to the preseni day

MNo, more because | used to dread
double PE on a Wednasday
afternoon, and | understand
that the training in the army

“Less

Germans or Allies? It's so
hard to tell with these
19405 haircuts.

wargame,

of a

is similar, only infinitaly
Worse. ['va sean an
Officer And A
Gantleman, It's all about
having to polish your boots
every day, with any sign o
weakness punished by absurd
torfures, such as running anround
on the beach carrying a heavy log and
constantly being sprayed with water by a
Sergeant-Major who's really good al Kung
Fu. By this point, goang into battle seems
lika it would be a positive reliel
Wargames, on the other hand, are a
lot of fun. Or can be. I'm afraid thal in the
case of D-Dayil's
less of a
wargame,

e

Before hiz mum
re-married,
Thomas was
merely Thomas
the Tank. And
hare he is.

mare of a bore game
(clevar wording, | know. Cheers). It's a
semi-authentic version of the actual
occurrencas dunng the real D-Day and
consists of simulations of infantry,
paratrooper, bomber and tank divisions
You can take pan in individual
missions with each of the divisions, which
i5 @ssential to start with, because aach
simulaton has a completely diferent game
enging and requires getting usad 1o, Onca
you're fully conversant with them, you can
than take on Operation Overlord, which
was the code-name chosen for the actual
D-Day landings. This involves the
compuier throwing vanous scenanos at
you, which you can choose to either cope
with yourself using the appropriate

it's an old Monty Python sheich you see. Oh, never mind. This is
the view from inside the gun turret of the Lank.

the final morning of the war? Or is it FA
Cup Final day? Or... (That's enough. - [d)

simulation, or leave for the Amiga to son
out. As battles are won and lost your map
of France is constantly updated to show
the tida of the conflict
Oh dear, | haven't got much space
left, s0 I'l be briel. | don't like this gama
much. The bombing missions are second-
rata flight sims, with a hopalessly
inaccurale aiming capability. The
paratrooper section is a laughable attempl
1o get your paratroopers in the cormect
position on the ground while they float
down. Tha tank and infantry
sections are by far the best

bul @ven thay tend 1o lack
excitement. It's also
rickdhed with little

irritations, like the

unlorgivable lack of
suppon for a second
desk drive (which, as it
comes on four disks, isa
bit of a probbam). Also, il
you fail a mission you're nol
given an oplion 1o play it again, bul
gel taken back 1o the main menu, from
which you have 1o go through the whole
ngmarcde of wading through menus,
swapping disks etc all over again. Sloppy
Mo, 'm sorry, this does nothing lor me
@ TIM TUCKER

UPPERS The tank and
infantry seclions are
manageable and quite fun.

DOWNERS The bombaer

and paratrooper sections

are nob. Even the good bits
are dull (i you see what | mean), and
unbelievably thera's no support for a
second disk drive (hisss).

THE BOTTOM LINE

Not the greatest wargame on the
Amiga by a long stretch. You'd have

to be completely —
obsessed with wargames 54 =
to go for it at all. Er, Mark? -
THE BOTTOM LINE
Well, the polygon
graphics bits seemed
a bit faster, but they
still weren't quite speedy enough to
make the simulations any good.




“Would you mind talking to my face
fﬂmmmr

T Re— app L ——

6 o

mmﬁhmulmmmi

= -
AR = rﬂﬂﬂlﬂﬂﬂ: - Wﬁlﬂﬂ

ILEHHH 3UME HEIG SPELLE?

Gadzooks! My ‘Enhance A1200 version’ spell seems to have had very little effect!

Game: Ishar = Enhanced
A1200 version
Publisher: Daze
Authors: Michael Parnot
and Pascal Einsweiler
Price: £29.99

Release: Out now

wpvespvisponpios. ENIMANCED 1200 VEIISION

[Pause.] Ring ring... Ring
ring... Ring ring... Click...
“Hello, AMIGA POWER.”
“Hi Stuart, it's Dave.”
“Dave! | thought you'd left the
country. Where's that review?"
“Ah well... I'm having a bit of

problem with it."
“Don't tell me. You dropped the
digks in the canal? Or did the
hamster die again this week? No, no,
don't tell me. You accidentally,
completely by mistake, ate your
Amiga. DAVE, | WANT THAT
REVIEW IN YESTERDAY!"
“Er, no, it's nothing g
like that, It's more a ﬁgﬁ;ﬁ
mmh"" :h.* ONHNOLN
“Angling? |
thought you said that
you hadn't dropped it “Not that you'd
in the canal.” notice. The have
“Very poor.” been spruced up, it runs a postage stamp with a
“Yeah, well. So come bit quicker and, er, that’s about  especially blunt red crayon, the
on. Spill the beans.” it. it's still the same old sub-Tolkien  lot. | can't think of anything new to say
“Well, basically, Ishar’s adventuring nonsense it always was. about it.”
been reviewed back in issue 15." (Ores, goblins, sages, a plot you could “Hmm-mmm. Sounds to me like
‘Mhﬂlﬁhhm - summarise on a particularly small you're just trying 1o wriggle out of
doing the review."
“Hardly. |'ve already done all the
THOSE DIFFERENCES IN FULL hard work - playing the demed thing.
It's a tricky blighter to started off on,
you know. It takes ages just collecting
together your band of five adventurers.
And when you have got a reasonable
team and send them off on some sor
dmlldul,llhylhhmwpl
killed by Ores.”
‘Dhqmmmpﬂ:ht
hard on it, surely.”
“Yeah, okay, hguhm
The 3D views are dead lush, and the
way your ‘merry’ band of adventurers
interact is great; did you know that you
can get characters wha end up trying to
kill each other? There's even this sex-
crazed woman who works her way
through the entire male cast.”
“Phwoar, eh lads?"
“Yeah, that aspect of the game is a

system s sasy to get the hang of, the
combat sections are mercifully
straightforward, and the training and
spell-learning bits are a lol less
complicated than most RPGs. But.."

“I knew this was coming.”

“But there’s just loo much
wandering about aimlessly for what
seems like hours on end, and the plot
is virtually non-existent - some evil
geezer's taken over the land and you've
got to reach his castie, Ishar, and stop
him. Hardly groundbreaking stuff, is it?
And it makes the game as a whole
pretty formless and flabby.”

“Oh, it's not bad, | suppose, but
nathing special. And the 1200 version
is no real improvement. | mean, all |
can really think to say in the
uﬂuﬂ is that it's for

something...
® DAVE GOLDER

, UPPERS
Luvarly "éﬁ'
graphics, adead ‘O @
simple control system and

a team of adventurers who interact
with each other realistically.

DOWMNERS It's aimless

and plodding for much of the

time. The plot just isn't
strong enough to engage your
interest. And some of the monsiers
and other assorted nasties could
have been animated a bit more
enthusiastically.

THE BOTTOM LINE
it's an RPG with a novel twist and a

friendly, logical control system, but

it's lel down by a generally dull plot

that doesn’t draw you in.

And there's no major

changes to the original

—— W .-

HImod VOINY

H3E8W31d3S

EBG L

O




You open this door with the key of some
money. Beyond it lies another dimension, a
realm of things and ideas, partly - but mainly of
cheap games. You've just crossed over into...
The Budget Place. ("Zone’, surely? - Ed)

FACE OFF

Publisher: Krisalis
Price: £9.99
Release: Oul now

Publisher: The Hit Squad
Price: £9.99
Release: Out now

riginally reviewed at the end
of the Matt Bielby Golden
Age of AMIGA POWER
(issue 14), The Addams
Family was one of Ocean's biggest-
ever successes in the pages of AP with
a whopping score of B8 percenl. It's a
platform game that's the closest the
Amiga's so far coma to emulating the
slaggeringly successful Mario series
(did you know that the seven Mario
Brothers games on the three Nintendo

SEPTEMBER 1993

AMIGA POWER

Puck was also a character in "A Midsummer
Mights Dream’ who had a donkey's head.

managaemant saction enabdas you 1o train

and gevelop certamn skilks,

h as shooling, skating and waights

You can arrange your players in the
1 team, and choosa very rudimentary
tactics, from Defensive, Midfield
Ofensive and Dirty (which puts ithe
kicking the crap oul of
the opposition). You can aven
determine what kind ol
entartamnmant thay anjoy betore the

emphasis on

e somethang 1o the arcade
sechon, bacause on its own iIU's
supremely du

The arcade saction, on the other
hand, isn't bad. In fact it's quile enjoyable
and in two-player mode it's a good crack
What it lacks is any depth, in that there are
no opponundies o develop differant ypas

Losing points for poor taste is the
inclusion of lohn Merrick on the lef.

formats have now sold a combined
total of over 100 million - that's 100
MILLION - copies? S'true. At around
£40 a throw. Think about it.), but it
wasn't the huge chart smash that you
might have expected, which is possibly
why it's getting such a relatively swift
budget re-release. Or possibly not.
Who knows? What we do know for
sure, though, is that this is a real
beauty of a game - it's slick,
professional, pretty and superbly
designed, in thal the rewards for
skilful play increase as the
difficulty level rises,
making for some

Can | do that Snooker gaq about there

iy being a hare on the table? Thought not.
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fiendish addictive qualities.

On first impressions, you might
be a littie disappointed when you see
The Addams Family for the first time =
the lovely parallax backdrops that
made the SNES version such a visual
treat have been left out (seemingly for
speed reasons, which is a bit baffling
as well as a pity - atter all, the SNES is
hardly the world's fastest machine, and
there isn't any clever hardware trickery
involved in parallax scrolling), and

there are other omissions too,
like the weapons that Gomez
can collect in the SNES
version to make his life
just a little easier. For
‘tis the faithiul butler
that you play in the
game, as he attempts to
rescue the imprisoned
members of the Family
from their prisons inside
the vast Addams mansion.

Strange bul true - "Gomer’ ks the brand
name of Spain‘s best selling toothpaste.

of shot or styles of play. It's simply s
around the, er, pitch and iry

scoring is difficult at first = be prepaned 1o
play for quite a while belore you actually
manage to pul one away. Nol 8 disasies
by any means, but still a fair way off the

ideal lce Hockey game

® TIM TUCKER

THE BOTTOM LINE
A slightly above-average game, and
certainly the best ice Hockey game
on the Amiga, but give it some

b2

But play the game for just a few
minutes and you'll lorget about little
niggles like these. Addams is
incredibly easy to get into (fire to jump
= hurrah!) but horribly difficult to make
all that much progress in without really
devoting yoursel! to it - none of that
Sonic 2-style finish-the-game-without-
ever-really-paying-attention malarkey
here., You do get some help, in the
shape of liberally-dotted bonuses and
extra lives, and a password system
that comes along at just the right times
- not so often that things get tediously
bitty and easy, but not so infrequently
that you feel you've got no chance of
making it to the next checkpoint,
Restart points are plentiful, there're
hidden rooms and ditferent routes all
over the place, and you can tackle the
various sections of the mansion in any
order you like, so there's never any
need to be completely stuck either, all
of which helps immeasurably in
drawing you into the game until you're
completely absorbed.

So many games have tried 1o
capture the feel of Mario, but this, for
me, is the only one which has aver
managed it 1o any degree (and thal's a
Good Thing, in case you were
wondering). That's it, really.
® STUART CAMPBELL

thought before you part
with your tenner. The

management section is a
complete waste of time.

THE BOTTOM LINE
Absolutely smashing platformer,
done the way they all should be.
There's still room for improvement
(let’s hope Ocean get round to doing

50

Pugsley's Scavenger Hunf,
the SNES sequel, on the
Amiga), but this'll do just
fine for now.
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Publisher: Krisalis/Buzz
Price: £9.99
Release: Out now

Publisher: Kixx
Price £9.09
Release: Out now

Imulation. What a wonderful
word that is, to be sure. It
conjures images of assorfed
trainee-types, their brows
knitted (or is it knotted? no, I'm sure
it's knitted) and sweat beading on their
upper lips as they struggle to land a
virtual plane or take out a squadron of _
virtual enemy tanks. It makes you
think of state-ol-the-art computer
graphics and huge hydraulic rams that
pummal your simulated cockpit as you
ancounter turbulence or enemy fire
Well, stop thinking of those things
because that's just not how it is on
home computerg.
What you get for your money in
most computer sims is what you'd do
it you were a shuttle pilot/World War 1
flying aceftank commander,
not what you'd
see and feeal.
What you see is a
landscape of
coloured polygons
and what you feel
is entirely up to you
M1 Tank
Platoon is “the
definitive simulation
of armoured land
combat’, it says here.
But | thought that was
Team Yankee. Or was it
Pacific Islands? Or
Campaign? Anyway, M1
was originally released
in 1989 so parhaps it
might have been the
definitive whatnot then.
It's very obviously the
inspiration for Team
Yankee. You command a
squadron, sorry ‘platoon’, of four
M1A1 Abrams battle tanks. You can
move them around a strategic map,
wargame-style - or you can take
control of individual machines and
drive them about a polygon landscape.
simulation-style
In sim-mode you can be the
driver, the commander (‘buttoned’. or
‘unbuttoned’ - e with the lid up or

x

bothaned with thi
me in a bad Mmoo
weekend and came

why |
I just
know that | don’t
® STUART CAMPBELL

THE BOTTOM LINE
Okay, ‘rubbish’ is a bit strong, this is

still one of the better Amiga
footy games. But then .
that s not saying much. is 57 3

i? Iit's pretty. bul vacant
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down) or the gunner
and in each of the seats you have an
impressive array of realistic-seeming
controls. The whole thing is suitably
difficult to control (Uncle Sam
wouldn't pay people to drive his tanks
if any fool off the street could do i)
and quite fun if you're prepared 1o
suspend your disbelie! and pretend
the blobs you see really are buildings
and stull. And, of course, it's all
horribly complicated

The problem with mosi
sims is that they come with
a manual so fat you can
prop open the office door
with it and gameplay so
thin you could, er, use it
for something which
required a very thin
thing. Even when there
is a gama to be played.
you gel so losl in the
controlling of your
tank/fighter plane/oil
tanker that it gels
quickly forgotten. M1
Is no exception.
Moving your
four tanks about
the place is no
easy task and it
didn't take long before | got bored
ol trying to complete the mission to
which | had been assigned and started
just driving around shooting at
buildings for fun. Then | started
shooling the other tanks in the
squadron (sorry, ‘platoon’ - curse
these Americans and their different
terminology). Then | watched Married
With Children. Then | watched MTV for
a bil. Then | thought “Hey, I've got a
really greal tank sim here, | think I'll
play for a bit.” Then | started on my
mission again. Then | got bored and
The whaole cycle started again. And the
next day. And the next.

Graphically, il's competent.
Technically. | have to assume il's
moderately accurate. As a piece of
entertainment, though, it's not.
Entertaining, that is.
® TIM NORRIS

THE BOTTOM LINE
This really is one for tank

bufts only. Team Yankes -
and its sequels are much 53 -
more fun. ‘Nul said -

I
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WORLD
CRICKET

Publisher:
Zeppelin

Price: £7.99
Release: Out now

Looking at the packaging of
forld Cricked, it's amusing 1o
sea tha phrase "Animaled
Maich Highlights®, with a picture
of a crowd with umbrallas up
and an obwwously rained off
ch just below it. | suppose in
gland thal's not such an
uncomman sight when looking
at supposed malch highlights
on the TV

i they'd chopped up the bails instead of burning them
aher England first lost a match to Australia, would they
now be playing for the Sawdust instead of the Ashes?

That would be fine il you ever felt like
you were having any conirol over the
gamae, bul unfortunatidy this is not the

ou get offered all the options, such
as assigning the bowhing duties,
datermining fielding positions and drawing
up the batting order, bul it doesn't seem 1o
make much difference. Throughout the
match you're given an updated score
board, which is hardly enterlaining

@ I've seen thal's any good,
ppose, IS quite understandable
| mean, how do you put a batsman
under joystick control, or a bowler or
fielde kel gets past this
problem by offenng you a managamant
simulation rather than an arcade game

viewing, but admitiedly there are some
good, if limited, animations. | dunno, there
just doesn'l seem (o be @nough lun on
offer hare to make it worth even the
madest budget asking price. You'll 500n
be bored

@ TIM TUCKER

THE BOTTOM LINE
A competent game that never really
gels going. Most of the options
you'd require are in there, but it
naver fully invelves you in the
action. For a proper game

of cricket, look to the full- -
price Graham Gooch 55 E
Cricket instead. =

GUNBOAT

Publisher: Hit Squad
Price: £12.99
Release: Out now

How to tell when you've bought a
simulation instead of a proper game:

1. You have 1o read the manual before you

can do anything at all.

2. The manual lums oul to be maindy for
the PC, olfering you loads of bits about
DOS and C> prompls 1o ignore

3. You have 1o skip through loads ol
screens with pictures of men in méditary
uniforms looking at each other belore
you reach anything you can control
Whan yo finally get to the bit that
you can play, it seams 10 consist of a
big instrument panel, while above it

| green and blue polygons
lowards you unfeasibly slowly
You get enough time batween bits ol
‘acthon’ i nly go and maka a cup
of tea, but also 1o calch n the news,
read a short novel, and practice your
juggling s
| know, I'm baing unfair on the genn,
and yes thera are many great sims out
thare, bu

points fa

of them, but a bew things in its favour

make it more than just a

For a star, it's nod a i

B ATER 33 2l AToteun
CR L g
B RLEE *sgnedn Sonneten
BRI T
In the ‘Nam, gunboats formed the Brown

‘Water Mavy. It really was that scary.

It you crash on this smowy lovel, your
character has 1o eat his co-pilot over
sin months before you get a replay.

PROJECT-X

Publisher: Team 17
Price: £12.99
Release: Out now

second level, and
more importantly,
failed to see any of us
harbouring any desire
to. It looked lovely, it
sounded superb, and
it was utterly hateful.

hen we first saw this
game (back in issue 13,
where it scored 78

percent), we wept tears of  Oh dear.
sorrow. It had looked from demos and So now it's 1993,
previews as if it was going to be the Ever mindful of
best Amiga shoot-'"em-up aver, but the criticism, the Team 17,
final version was bugged, poorly er, team have had
m  designed, and so ridiculously, stupidly,  another go at it. The
& unfairly hard that playing it was simply  control's been
~ one of the most annoying and tightened up, the
« frustrating experiences that I've had power-up system's a tad more o rookie to get anything like that far). Well, no. But it IS a darn sight
w  Since - well, you don't want to know generous, some of the more Has it worked? Is the all-new, all- closer. There are still (and let's get the
m  8boul thal. Never before had a game appallingly frightening attack waves dancing, all-playable Projeci-X the best  negative stulf out of the way first)
= been so unfriendly, so downright have been taken out altogether, and Amiga shoot-"em-up of all time? some irritating flaws in this game. The
w  nasty-minded, and so unsatisfying. Rookie Mode now lets you get all the biggest one for me personally is the
- Several days of play failed to see any way o level four (although you'll still system whereby collecting big and
t of us make any progress beyond the have to be something a bit better than powerful power-ups causes
0 your ship's handling to
become sluggish and
T . % - inerlia-ridden. Mow
VAT - - t's all very well to
: = te. - say that plasma
o © cannons are heavy
— f and this is all very
2 D ‘LJ realistic, but as
4 o LA we've said before, if
E | f" Instant explosive you want realism, buy a
s ] d decompression and flight sim.
L The power-ups themselves don't

seem to be very well-balanced, either -
there seams to be very little benefit in
collecting the really hard weapons,
even when the power-up system does

- o death is the anly
S e
s

Fallure on this level will force you 1o
underge an inlensive course of Bonsai
tree horticulture and aesthetics.



THE ANIMATION CLASSICS PARK

lsn't that & fal apera
singer with a wooden
leq? Thought so.

Fm,;l: 1ur ins 13n
protty fa
i,
@& TIM TUCKER Publisher:
Ready Soft
Price: £44.99
Release: Out now

THE BOTTOM LINE
A flight sim, but in a boat, A boat

sim, then, and a fairly good one at compilation made s
that. Usual simulation up of three games
r flight gripes apply ('slowness' - Space Ace,

maostly), bul a satisfying
game nonetheless,

Dragon's Lair 2: Time
Warp and Wrath Of The Demon. What
do they have in common? They all
feature ‘Animation’, Er, well so does
almos! every single game we've aver
played, but only these games make a
major selling point out of it. It's not

13:

5 Qoung

Y|

drag on. Arl.

although the
graphics are
marginally
better. The scenes
seem less continuous
though, with large skips in the
narrative requiring you to fill in the
gaps between. Just to lake the first
example, a scene whare Dirk (the hero)
is attacked in his own home by his

g just any old animation, it's proper Mother-in-Law, quickly jumps to the
L . - i animation, like in the films and that, next scene, a drawbridge over a moat
= 4 Well, two of them are. outside a castle with sald Mother-in-
L - - Taking them left to right from the  law giving chase. What happened in
iMustrations on the cover (well, it's just  between? How did they gel there?
as valid as any other order), let's start Why is his Mother-in-Law attacking
Who remembers the with Space Ace. Whal's undeniable in him anyway?
Liberator? It was the Blake's these Don Bluth arcade conversions is Wrath Of The Demon is the odd
-‘- Seven ship and looked like H game out here really. Its
. it lew backwards. e animation and graphics are bog-
o Dental caries standard and nothing 1o do with
still aMect g Don Bluth, although there are
= most children some lairly nice parallax scrolling
A= under ten. effects. In the gameplay
oo department it's more interesting
e than its companlons, requiring
you to ride along, pick up things,
‘ hit things and get into fights, but
allow you to build them up. It's still blasters, and il's one of the best tests it's still hardly rivetting. There are
possible to accidentally select power-  of skill all you complacent zapsters £ two different types of gamepiay,
ups, too - the game caters for two- oul there could ask for. The sound's 1 n the action scenes and the
fire-button joysticks, so there should atmospheric and stirring, and 4 fighting scenes, which makes for
have been an option to disable the generally it's fairly lovely. It's just that the quality of the graphics, although | some variety, but frankly the game is

‘select-by-wiggling-the-stick” feature. it's still neariy brilliant, and just a few have to say thal in this case they are

And finally, it always really bugged me  more tweaks could have made it slightly below the usual standard, Still
that you don't get 1o see the groovy unbeatable. Still, Profect-X 2 should fairly lush to look at though, but
bonus game until after level two. be a stunner... unfortunately the game's also

What's the point? Only having it after ® STUART CAMPBELL incredibly dull and frustrating to play.
the rest of the levels looks silly, quite You watch an animaled sequence and
apart from anything else. are required to move the joystick at

THE BOTTOM LINE
A significant improvement on the
first version, and it manages to
sacrifice its previous off-putting
evilness without turning into a
complete pushover, but Project-X
still isn’t realising its full

Sa, after that litany of hair-
splitting, let’s be a bit more
magnanimous and reward effort and
good intentions. This version IS a lot
better than the original, and | managed
io have a pretty groovy time with it
this time around {even including

some point in the proceedings. If you
move it in the correct direction at the
correct time you'll move on to the next
animated section and you'll have to
make another guess as to where and
how to move the joystick. You should
finish the entire game in a matter of

geiting beyond level two, in Arcade potential. At budget price, = hours, and after that you'll have no
Mode at that). though, it's well worth = desire 1o see it again.
It's right up there with Apidya buying for all that. — Next up, Dragon’s Lair 2. Exactly

and R-Type 2 in the ranks of the lop the same gameplay as Space Ace,

dated and dull.
@ TIM TUCKER

THE BOTTOM LINE
We've never liked these games, and
they certainly haven't improved with
age. The only thing in this box's
favour is that, whereas originally
you would have paid over a hundred
quid for this lot, you're now only
handing out forty-five. So if you've
bean dying to give them a shol,
now's your chance. But
something tells me you

won't be going back for 2 g
mare, though,

1833034
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Publisher: Kixx
Price: £9.99
Release: Oul now

ahar, Jim lad. Take this
black spot to Blind Pugh,
hahar. Shiver me timbers
matey, hahar. Hahar, hahar.
Good, well, that's got that oul of
the way. Not surprisingly, this is a
game about pirales. Il only I'd started
the review like thal instead
of launching into a
dodgy Robert Newton
impression. None of
the land-lubbers
round here even

Being fat beer-
guizling pigs was
pretty popular too.

remember that
version of Treasure
Island anyway - they
all think Long John Silver
was played by Chuck Heston,

Bunch of ignorant kids. Tch. | don't
know what the world’s coming to...

I'm sorry, where was I? Ah yes,
Pirates. It's a jolly old game (from
1886, in fact, when hall this lot were
still at school - Lisa had only just
joined secondary school, for heaven's
sake) and, unloriunately, it shows. You
play the part of a lusty young pirate

=

f

v &

e
ﬁ?@'#

captain just
setting off on
his hearty
adventures.
With your
swash tightly
buckled, you set off to explore the
Caribbean and seek your fortune.
What we have here is a good old-
fashioned raiding and trading game
with some good old-fashioned
graphics thrown in. You sail
from port lo port, buying
sugar here, selling
cannon there, and
generally having a
preity nautical time
of it. The controls
are easy to gel to
grips with and,
being a MicroProse
game, there's a fairly
decent attempl al
realism in the sailing
sequences at leasl. You
get an idea of which way the
wind's blowing
from the clouds that
scud flutfily by, and
you'd jolly well
better learn how to
tack or you shan't
get anywhere.
My first thought
as | played was that
it was a bit like Elite

This man
combines white
cloth, being fat,

and fighting quite
micely, | think.

N\
s oy

in concept, with 17th Century piratic
skullduggery substituted for all that
space opera stuff. You sall, you trade,
you raid, you fight, you dance.

Dance? Why yes = at least that's
what it looks like. As you sail around
the beautiful islands of the Caribbean
you oft times happen upon other
ships. Iif you feel lucky, you might
decide to close for battle. After a
bizarre 8-bit-esque naval combat
sequence where you blast away at the

other ship with your
=11 cannon, you might

5 . choose to board her.

: * Once you do, you're
locked in a deadly
_..\,.-:.—:"" rhumba with your
prey's unlucky
captain. The manual
tried to tell me it
was sword-fighting,
but | know batter.
I've seen Come
Dancing often
enough to spot
precision modern
. ballroom
e dlancing when
| seo it

The bottom line, as we tend to
say round these parts, is that as a
whole it hangs together pretty well.
There's some depth to the gameplay
and a sense of historical atmosphere
(but don't ask me if it's accurate, the
17th Century is a myslery to me). The
anly fly in the otherwise splendid
ointment is that the individual
sequences (salling, irading, fighting,
elc) all look a bit dated. The sword-
fight sequence is supposed to be an
arcade action beat-'em-up bit, but it's
just a keep-moving-to-the-left-and-
pressing-fire-occasionally bit.

Still, there's plenty In there to
keep a strategy/trading/adventure fan
going as long as they re not too
desperate lor fast-maving action. | was
engrossed for many a long hour, and
that's always a good sign.
® TIM NORRIS

o

o

THE BOTTOM LINE
Tactics, strategy. trading.
atmosphere and a little bit of
humour always help to make a good
game and this one's got "em all
Unfortunately, it was
written in 1986 and it

shows. But despite that ﬁa
it's still worth a crack

Inididd

HARD NOVA

Publisher: Hit Squad
Price: £9.99
Release: Out now

no matter

lime we can
as, given the b
Marcal Proust's
Pardu. It's th
and it a game
easy-to-get-to-

8
nstantly refer to
wll wriblen

bunch of four
/& by doing dirty w
L ell as trading goods
between different planets and

y of th '
® TIM TUCKER

THE BOTTOM LINE
There's cerlainly a lot in here for
anyone who's willing to give it a go
but you Il have to fight through a
frustrating learning procedure. |
found the lack of atmosphere stifling

and the overall

uninendliness of the
control system immensely
irritating. Sorry
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Craig Howard continues
world’s first spit-hased Amiga 92

plied by the

1693 JUNE
Today | realised that theré was still one maijor factor missing from the with Spodland is that the original design sheel (a8 sup
control method used 1o move {he Spods winner of our 'Dﬁign-ﬁ-ﬁame' compo back in January. = Ed) was a bil
jow on facts, such as the range of moves available to the gpods. What
slates into I8 more hard work for me. Humph!

time that | had left |

problems we've had {his basically ran

Spadlanddvasl.gn: the actual
around the screen! 50, In the very little gpare
i this out. One of the

decided that | had better 80
\'ve made up my mind to allow the Spods to always have the option 1o the opponents next o them o as to give them maore lreedom of
jump of spit in any direction, and following this, the optian to jump o movement and 2 bigger advantage in the game. (Hmm, not really all
he apprnprLule padastul is emply. | hope this that ‘subtie’, is it? - Ed) Wow, | pet you'd never have guesud how
aach player want to kill complicated this gnmu-dn:igning lark really is.

their left or rightitt
will allow a subtle strategy o develop, making

with only one parsan collapsing =

1993 YUNE

After a long, hard week's work there's nothing better than a good old- Dan. It was quite 3 quist occasion,

{ashioned party. And, a8 luck would have it, there wWas 8 double 218t pul it wasn't me ‘ens I'm hard. (Remember, kids: falling unconsclous at
pash lined up In porwich for my chums Geoll and double 215t birthday parties in Norwich jsn'l big or clever.=

pirthday

“uesday 15

id-price platformer

L]
VA G 1993 JUNE
r— k. ek ]
T xS Atlast] managed 10 convince Will {our chiet Donk and more ponk. (That's The Hidden's super m
pmgrnmmuﬂ (o actually do gsome coding for with a duck in it, hopefully out soon. = Ed) But today the ‘cold shower’
a one-track mind at the routine worked, and | managed 10 ‘persuade’ Will to code the routine
for the four-player mode. It's going 10 b great.

L4

SpodJand. The boy has
& about nothing but Donk,

]
Hooray! A proper moment, and seems 1o thin
F»Icturr_ of the Spod
in full spitting action!
1995 QWE hurnsday | 7
Will presented me with a working four-player routing. Unfortunately, in ghoot-'em-up. | 83Y ‘unfortunately’ pecause justa two-player yersion of
b had to implement it in our current fave Monster Mash is addictive enough, but 3 four-player one is (in my
humble opinion) just sex on gilicon.

order 1o test it thoroughly.
sically @ Smash-Ti-style

office game, Monster Mash — which is ba

Wonday 21

gome 30 models

ase, I've asked Paul (our 30 man) 10 make

SEPTEMBER 1993

1993 JUNE

After a rather gordid stint on Monsiter Mash, | decided to try and sort 5o, justinc

oul some other stuft for Spodiand. The main problem I've still got 10 of the Spods and &€ how they turn out.

golve |s to do with the Spods themselves. | really want 10 use Also I've just seen a new version of Denk, which is now looking

¢quymliun-ul.yh jechniques but | don’t know when 'l be able to get fantastic. untortunately, due to the recent collapse of DMI (who were
kers to sculpt the darn things out of Plasticine. going to distribute i), we don't know when it'll be released. Boo.

gome good maodel ma

jand that will capture
ho has heard the music to Donk will tell yo

to do this, a8 anyone who
{antastic tunes indeed.

{'ve asked Carl (our rather brillo music maestro) lo come yp with some music for
the feel of the game. There |8 N doubt that he will be able -
u. Absolutely =
o

-

Bl

: - =3 22
-a-crocodile sub-game s B ! And this... is Monster Mash
¥ r i FL A
| Mope, it doesnt look much

oul a screen mock-up for h
unti next monih, this is 8 slightly
| like Smash TV 1o us, cither,

designed ages ago. So,
beautitul Craig saying Byeee! (Cheers Craig. - Ed)

AMIGA POWER

O

| had a go at sorting
which we'd ariginally
stressed bul slill very




: CANNO FODDER by Sensible Software

s wouldn’t be the same without a

§ vehicles and weapons. Don't
got plenty of both.

Most game
good selection 0
worry - Cannon Fodder has

il And welcome
back 1o the time-
deviating.
swashbuckling
and hard-Thyming pages of
Jools' Cannon Fodder diary.
I I'm your charming heost - lools Senalble. Okay, last maonth | promised
1o tell you aboul the vehicles

bout to do, but as well as the yehicles I'm
. onna disclose the inventory of the whole armoury avallable in the
game, 50 if you gutier from 2 nervous disposition, it you're

and g0 that's what I'ma

Just one grenade makes pret

a
Morrissey |ook-a-like of simply a Take That fan - AUN FOR COV ER!
work of theie enemy barrack

| think what 'll do is put both the vehicles and the weapons into
{hve same calegory. call it some pretentious name like ‘The explosive
forces ol Cannon Fodder” and list everything In order of desiruclive

wer. And, as il by magic, here is that very list:
First of all we have the ightiorward bullet-firing
guns. The power of the gun depends on the rank of the man firing i

the higher this is, {he higher the rate of rounds, bullet speed, distance
d to higher ranks after

What's
more fun
than wreaking
havoe with 8 speedy

racy. Your men get promote
in a jeep with a rather

’ covered and accu
gvery mission guccessiully completed S0 it you can manage to keep
thvem alive for long snough, you will pe rewarded with some seriously jeep? Well, how about causing total mayhem
devastating firepower. jarge gun attached to it?

; Next on the list aré grenades, good for lobbing over packground 0Of course neither of the previous two mechanisms have the
obstacles at enemies in well-dug-in positions and, more importantly, gheer sexual prowess of {rontmanship qualities ofa praclicallr-.-
ideal for blowing up pulildings containing the evil opposition. indestructible tank, which just happens to be the next ‘little’ item in

Barookas are used 1o reach the parts that grenades can't. Their the Cannan Fodder mega-weapon list.
glves them an effectiveness cherished by sadists Bored of all this gmund-lluanr action? Well then, it's time 1o go
up in the world, because Fi ¢'s also got helicopters. Four different
simple, and is

to be precise. The first is pretty
spotting the enemy with.

ckels and heming

-4

pin-point accuracy

and trainee dictators.
couple of other

types ol helicoplers,

just for {ransporting your men around and

ns - bombs, ro

g.raund-base:i weapons: mounted

There will be 8
guns and rockel {aynchers. Bul as they are not fully impmmmted yel
| can't really {ell you any more about them The other three have weapo
onto the first yehicle - the jeep- imagine the missiles, respectively.
've recently finished the bits of code 10 make the homing
il to say the least. 1 try o

So then, straight
nd I'm very pleased with

g first time you discover a jeep while playing the game = you're
casually walking around, blowing the hell out of everything in sight, migsiles work @
and there it 18, just parked there, all gleaming and new and free for gaplain. When the helicopler pilot (you, for example) has clicked on &
the taking. To jump in, just elick on it with the left mouse button, then target, the missile drops from the underside, and then slowly speeds
o, Now you can do what  up and turms yowards 1S yictim, However, if there are any obstacies
nd this is the clever bin) it automatically goes up in order

ptoit and climb aboar
ar path,

in its path (@

r them. Then, when thereis @ cle
it decides to lose height again and
gets on with the attack. These
weapons can be used against
anything - from packground terrain,
fences, bulldings lc, to any of the

enemy's armoury, including just @

watch your men walk
you want with it: if you
fancy yourself as a Nigel
Mansell you can go for
some high speed geal-ol-
{he-pants racing around. It
you gonsider yoursel!

1o fiy ovel

more of an ‘Evil Knlevel',
then try oul seme stunts More explosions while, do
" bottom ; down al the
like jumping a 20-foot , & jeep arrives on the sce gingle man.
chasm. For the Sunday e That leads me o the one most
important thing left 1o {ell you aboul
in this section = THE ENEMY ALSO

THESE WEAPONS and
are more than likely 1o be petter than
ou at using them, put 1'll have 10

finish coding the game and you'll have
to buy it to find out how. Anyway i's
that time again 10 bury my head back
into the sands of Cannon Fodder and
get on with what | get paid for, 80 bye

bye for now. L]

drivers among you,
HAVE ALL OF

posing down at the

peach is even @

poumiilw! But what |
really like to dois
gmash through fences
and try to flatien as
many of those little
gnemy blighters as
possible. Each to their
awn, | suppose.
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PD

Variety is either the spice of life or the rubbish that
both BBC and ITV fill up their prime-time Saturday
night schedules with. So do the varied specimens in
this month’s PD round-up enrich your life or turn your
brain to mush? Heeeeeeeeeeere’s Dave Golder...

b e e and the controls are muddy, Apart from
He might look likc Bon lon rr’_l-r[ F"‘G,lft_"r[ — _!f"_!-rl[ that | quite enjoyed it.
L Bovi, but don't let that put rr—Fr—;rrr"-'Fr—ﬁrP] Fr—'g
you off the game. F{rrﬁr Ir'_‘;-rﬁllrl' . ,fﬁr VERDICT: Hmmm, when the basic
A=l l IE FEFOER ‘F {__'_F'__‘T concept is as cormy as this, you need
NBS & rr_;;-'? r el F-Fr ~r 1o back it up with some glitz. Fruif
Licenceware » = ]"r Zill f—__ rr.- - r'r;r I'_‘_[‘r Panic doesn't and ends up an okay, but
: L le o -~ [FE=S  ultimately dull game. (But the rest of us
It's strange how spaceships and time rgFj—Frr Z [:'._ : vy like it anyway. - Ed)
capsules are always powered by crystals. e~ "aREe r7 oy EopsGory RATING: was
What's wrong with petrol? Or nuclear fission? e Yt i Frelezlicels
Or manure? Then again, | don't think I'd want ik e [ oo grorarcitd S b o SM“RF H"NT
to play a game where you go around e F:r—r—_F I-?[ E?Ir[r ,1—[-f;r—r§:
collecting cow-pats r=EE=anam aalgele el a0 o =
Time-Rift is an arcade adventurey-type P o e e gl o g~ i i 0 o it S i o g paie . PD Soft
ting st nfour aifeent time zones-meacn - [0 PEA plpel ke pr ke pRep e bee el kot |
zone you have to collect, you've guessed it, r— xlu T R z g - ] 5
four crystals so that you can power up your "igﬁ_%ﬁ - n"’ﬂr‘; % il f—;r E'—:I ) ﬁ-} > 1
time machine and get on to the next zone. St L ) LR T S
s 1 A 1 sl o

sze0 ec | 021 X1

Persia school of animation and some lush backdrops, this
is an excellent game that deserves checking out.

It's a very impressive game. Each zone is
massive with loads of geographically-defiant

range of power-ups littered aboul the place which you'll
need because there are plenty of nasties about oo,
With a sprite who's a first-year student in the Prince Of

PARADOX

VERDICT: | liked It, a lot. So will you, probably. _ ——
RATING: # %% %%

The dream of a generation comes true.

Okay, it's a Shoot-"Em-Up Construction
Kit game, and gameplay-wise pretty

o "= much what you'd expect. But it gets a
Jr— v o Mmention purely because of its theme -
PD Soft PD ft blasting Smurfs. Yup, it's no less than
J— == they deserve. They inflicted mental
This month’s puzzler, for p More cute platfo L == Bgony and left deep psychological
are that way inclined, is, like unfortunately - - scars on a whole generation. A few
best puzziers, based on a ve | — " - = goes on Smurf Hunt, though (with Its

o | gratuitously bloody scenes of Smurfs
about fruit and supposed to be cute.

= G getting it) and you'll be cured, a sane,
B A balanced human being again
. - 0 bombs to paralyse the nasties.
The graphics are pretty VERDICT: Hah!
" £ W s uninspired, the lovels are pretty samey  RATING: ++ %
: " 12 B s
: = CAPTAIN K ===
u — N Kelloggs? Men? Kilroy-Smith?
o Here's one you can work out for yoursel.
S Justfollow the rules below and have fun.
w NBS Licenceware armed with a bouncing
- premise. You are presented with a - missile which you have lo
ﬁ screen full of multi-coloured balls - Cute platform games, don't you just love ‘em? Once  master the art of lobbing.
o there will be two of each colour. Your upon a time all you could find in the public domain There are tons of
mission is to push like-coloured balls were Telris clones and products from the Shoot-"Em-  levels which keep
next to each other so that they vanish Up Construction Kit production line. These days you  throwing up new
£ inaputt of smoke: exterminate all the can't move for fruit 'n’ flowers all over the place. challenges to stopthe -,
; balls within the time limit and you're Get the picture? Cute-a-rama Captain Kis full of  game getting tedious, =
o  Whisked off to the next level. flowers and so-called nasties who look about as and they almost work.
= | found it inturiatingly addictive. dangerous as Michael Jackson. On the cartoon If you're into this sort
It's one of those games where you cuteness scale the rate somewhere of K
< romp through four or five levels then between My Little Pony and Gummi Bears, which is delivers the goods, if
9 come to a complete halt on a screen another way of saying if you can stand this cutesy not any surprises.
£ you just can't work out. stull then they're actually pretty good. i
< The game is a simple case of guiding your jet- VERDICT: Great graphics, decent sounds, C i
VERDICT: A sound basic idea, well packed space cadet around some okay gameplay, limited lastability, but then, whao's

presented. Okay it's not Lemmings, but
as purziers go. it's funky enough.
RATING: &%+

G

everything on them. A nice touch is that you're

taking notes? (You are. - Ed)
RATING: # %%
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