DON’'T BUY AN AMIGA GAME UNTIL YOU’VE READ THIS

A MAGAZINE WITH ATTITUDE

Want to your
game playing fun?
We show you!

Tornado,
Dangerous Streets,
Ryder Cup Golf, N
Maelstrom, Pirates ‘ ,
Gold and more \ :
= the

best playing guide
you’ll ever read!
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The CD32 goes from strength
to strength, with the release of the Full
Motion Video module. Plus some entirely
gratuitous product endorsement.

I THE GALLUP CHARTS
Cannon Fodder digs in at No.1.

l THE SHAPE OF THINGS ETC
It's a 3D kind of month in the
previews section, with Zeewoll, Heimdall
2, Legacy Of Sorasil and (natch) more.

5 WIN YET ANOTHER CD32!
We might not have one ourselves,
but we're not scared to go giving other
peoples’ away. This month, MicroProse
stump up to celebrate Pirates! Gold.

52 SUBSCRIBE! PLEASE?
Oh, go on. You get a free game
and everything. It's a bargain. Honest.

5 COMPLETE CONTROL
Featuring the usual tips and
cheats, The Last Resort, and a mammoth

four-page Cannon Fodder special!

THE SECRET GARDEN
Reader classified ads, basically.

IN THE STYLE OF GALLERY

The second in our irregular round-
ups of, for want of a better phrase,
readers’ art. But it's actually quite good.

T2 S ol 2 i

Something of a first for AMIGA
POWER this month - a hardware feature
(eek!). It's about playing games with a null-
modem link cable, and it's great.

HI HO SILVER LINING
The CD32 update pages that don’t
actually have a CD32. How do we do it?

kids, it's Nipper
0 kay coverdisk
compo update time. We've
had a deluge of new entries,

8 ruluq DOMAIN and our tolerance level has
Almost time to wave bye-bye to raised somewhat too. Any
cuddly Uncle Dave, kids. Sniff, scores below 125,000 are no
'|nnger guh‘l.g to be
8 DO THE WRITE THING entertained. Comprendy?
The letters pages. Alright? Without further ado, here's

the top ten entries in revers
order. Beat this:

127,960, Johnathon Kirkhan
Kensal Green, London
130,204, Jimmy Jones,
Tonbridge, Kent

130,407, Dennis Jared,
Frinton, Essex

131,610, Ezra Matebele,

9 THE BOTTOM LINE
The original and still the best.

9 BACK ISSUES/MAIL ORDER
Fill in your gaps, missus.

9 WISH YOU WERE HERE
Another beautiful and enticing

postcard from an exotic and glamorous

faraway location. On your Amiga,



GAMES REVIEWED EVERY MONTH. PROBABLY. WE HAVEN'T COUNTED.

“% Tornado

GAMES
REVIEWED
THIS ISSUE

FULL
PRICE

Dangerous Streets -4 2
Innocent Until Caught=-=26
Labyrinth Of Time —-=----T4
Maelstrom ---- == 34
Mega Motion seweseeeeeeeaad 0
Pirates! Gold -=s=seseseseaecdd
===30

AA1200

Ryder Cup Golf --==--=--=-38
Sabre Team -]
~ " Simon The SOrceror —--T7
Soccer Kid snsasass TH
Cbhb32
Morph ----- 80
Seek And Destroy ---—----80
Sensible Soccer 80
Wing Commander- 80

Newcastle Upon Tyne
131.810, Simon Shutt,
Bicester, Oxon

134960, Nathan White,
Walsall, W.Midlands
135.260, David Powell,
Braunton, N. Devon
136,310, Rob Barron,
Anylown, Somewhere
135,460, Stephen
Rogers, Claverton Down,
Bath

137.357, Paul Fuller,
Long Stratton, Norwich

BUDGET

Black Crypt 79
Corporation -78

B Lotus Trilogy-- -79
| Speedball 2= 78
Street Fighter 2 79

Caffeine Free Diet--------88
Megamind---eeeeeserereeeaaa BT
Nostalgium --=--=seseeeeee-B7
Parattack -------------------88
Polymorf--eeeeeesecreeneea BT
Shoot-'Em-Baddies -------B7
Toobz B et - 1]
Willy's Humungous

Adventurg--------seeeeeea 1 64

So, just the one coverdisk this

issue. By next month we

probably won't have any at all,

then the month after that YOU'LL ®

have to start sending US disks

full of the best in demos and PD

classics. See how you like it then. Yeah. (Look,
just tell them what's on the damn thing. - Ed)

This has to be the most original twist on
an old puszle-game theme we've seen in
a wery long time. Mot only do you have
lots of falling blocks 1o contend with,
bl now even the ground on which
they're landing is a danger-fraught
environment. IU's seary.

TETRIS PRO

Stop! You might
think this is just
another Tetris, but i
you thought that,
you'd be 10 wrong
that it just wouldn't
even be funny. This
ls Tetris with a
difference, and it's a
difference that
mahes all the
difference. What is
it? Turn the page...

ARCADE
POOL

A time-limited dema of
Team 175 newest release.

Um... it's poal.

You know, like in an
arcade.

— Can | go yet?
GOT A FAULTY DISK?

@ Oh no! Are you sure? Before you go any further, try the procedures
described in the panel over the page. If, after all that, you do have disk
problems, simply 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 35, DisCopy Labs, PO Box 21, Daventry NN11 5BU. If you send it to us,
we'll barbecue your cat and dye all your favourite clothes brown.

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

@ You've only got 512K of memory
on your Amiga? Blimey, that's a bit
stupid, isn't it? Go and buy an
expansion RIGHT NOW.

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

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

Somebody's aboul to lose this one |
rechon. Hope it's nol me.

nmLt

& lowely, classical style introduction
sereen lor a classy game.

[

A periectly balanced

@AA-u

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

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

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

@ Have a good time.

OH NO! SOMETHING
WENT WRONG!

@ Are you sure?

@ Try all that stutf again, making
sure you've disconnected any
peripherals the program might
nol like', such as external drives.

@ Il 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 35 Returns
DisCopy Labs

PO Box 21

Daventry

NN11 5BU

® We're really hoping that you're
reading this bit, because it's quite
important: please don't send your
disks to us at the AMIGA POWER
office. We really don't know how to
fix dodgy disks, and we'll just throw
‘em straight in the bin. So send
them to Discopy. Please.

Authors: Black Legend ONE-
PLAYER
You'll notice a bit of a puzziey theme on MODE

aaany

g —

this month's disk, which isn'l the kind of
thing we usually g lor, but we hope you'l
agrea that these are some of the maost

Thiz basic idea of
Statix is much the
same as Tetnis o

iEE-1aW 144 rare

sight, we can 12l you.

a0

Columns. You

have to make hnes of like symbols, which
then disappear. The difference hare is thal
as well as the usual danger of a big build-
up causing you 1o losa the game (in this
case, by forcing the spring at the pivotal
point of the seesaw down), you can also
lose if you tip the seesaw over by placing
100 many blocks on one side, What this
means is that you have to light your

imerasting vanations on the normal
thizms 10 appear for a long me, and
hance well worthy of a bit of axposure
S.‘.l'.n"\rn' o you via Kompar UK, from
top Hungarian ex-demo coders Black
Legend (or is thal someona else? We
can't remamber for sura), and it's a bit of a
weirdy, Check out the rules and pay
aftention 1o them before you star p aying
I, You know it makes sense

Authors: Logic System  way ol Tetns, and one which got the
whole office playing the age-okd game al
over again. This is Tetris with a paint - no
mare bonng odd lne after bne of points-
building lo no apparem

end, bul oné ol

tangible

Mo, you're wrong. i's not just Telfns again
For a start, this is the Amiga's bast Teirs
yel, fnally stealing the crown from the
long-reigning Super Twintris. But thera's
maoré 10 1 than thal = this is a whole new

Shhhhh... Be
VEWY, vewy quicl.

621975

nalural inshncls - you might automatically
want o drop a block on one side 1o make
a line, but daing that and makin 15
blocks disappear might cause the other
side of the seasaw 10 become 100 heavy
and hit the floor, losing you the game. So
i's a fast-thinking gama as wall
reachon one, aspec
arop each block inside a time limit

have 10

ially as yo

reachable goals all the way through. Tha
objacl, you see, is 10 build up pictures in
the background. Every time you make a
cerlain number of nes in the game
(staring with single ones), a
corresponding number of ines of the
picture will be revealed. When the piclure
reaches the lop of the game area, you've
complated the stage and you get 1o stan
again with a new piciure 1o revaeal (and a
mew starting K5 o contend
'ﬁ'l‘,r' ¥ "L.I i "r'l_'
rEqQuire
untbl avant

attern of b

U mave through levels, the
i for piciure reveabng nses
sally (@round hevel 70, in our
expanence) you get no bits ol picture
unlgss




(represenied by the bar
at the top of the screen),
of it'll just drop by itsel,
usually just where you
don't wanl it.

TWO-PLAYER |
MODE |
Two-player mode is a bit
scary. You both play at
once, the rules are the
sama, but you can only
drop your blocks on your

=

Some tairly poor planning is evidant L
on the right.

EER RS CIREYC] s

own side of the seasaw.

Th objective is to make
the seesaw touch the fioor
on your opponent’s side,
but not baing able to affect
them diractly makes things
a bit tricky. What you have
10 do is build up your own
side almost to the point of
na return, then clear lots of
blocks at once so that the
seasaw suddenly swings |
massively the other way, }
0t course, while you're
doing this, your opponent
is Irying 1o do exactly the

-

And bingo - Mr left wins again.

SAMe 10 you...

# 4 T

F

AP

you make four lines at once. Yikes.

And that's not the anly innovation in
Tedris Pro, oh no. I's even got powerups!
Thesa come in the lorm of the square
blocks, which have their powerup efect

any fime you use them fo complete a line.

The vanious types are as follows:

BOMB: Erases all blank spaces on
screen, causing all the other blocks to fall
inlo the gaps created, usually giving you
a whole clutch of lnes al once.

PANIC (two little arrows): Flips the
screen upside down for 60 seconds.
Hormible. Whale the screen is upside-

down, though, your scores are multiplied
by three

SPEED UP (plus sign). Speeds things
up. (Naich - Ed.)

SPEED DOWN (minus sign): Slows
things down.

NEXT: Toggles the Next Block indicator

on or off. When the indicator is off, scores

are multiplied by two.

BONUS (dollar sign): 10,000 point bonus
RESET (letter R): Resats spead,
swilches Panic off and swiiches Mext on

That's it, really. We're all absolutely
hooked on this (the current target 1o beal
is Stuart's lovel 78, with 500-0dd lines),
and we think you will be 100. Teins lives!

Authors: Team 17

We had a bil ol space on the disk this
month, 5o wa've brought you just a linthe
tiny demo of Team 17's naw budget

game. Or alternatively, a really big damo,’

depanding on how you kool at it. As wall
as playing a self-running version of two
of the versions of Pool includad in the
finished game (there are millions, from
UK 8-ball to US 15-ball, to single-player
arcade versions 1o the classic multi-
player Killer Pool variant), this demo lets
you play a full-feature one-player game
yoursall, but ime-limited 1o a couple of
minutes, (Otherwise, what would be the
point of buying it when it hits the shops
later this month, eh? Answer us that, if
you can.) Control is very simple, just
adjust the strength, spin and aiming with
the left mouse button, and when you're
happy with your sel-up, hit the right
mousa button to actually make the shot
Or, get a few mates round and have a
right old knees-up listaning to the
authentically Cockney sounds of the old
joanna, while looking at the title screen
We recommend playing the gamae.

NB The lithe screen claims that the
game automatically detects an AGA
chip set for enhanced graphics and
sound. This is true, bul (for space
reasons) not on our demo. Sorry.

Exnt Mew Save Replay | State

DIZZY PATCH

If you've got an old AS00 with a one meg upgrade (as many of our readers
do}, you'll have been disappointed to find that the Christmas Dizzy demo

from issue 33 didn't work on your machine. This was due to a slight
oversight in our checking department, but we're now happy to bring you a
small patching program which will solve the problem for you. Simply get
your AP33 coverdisk, run the Patch program from this month's disk menu,
and follow the on-screen instructions.

@ PLAYER ONE

." b

= Of course, that's a
personal opinion and in
no way an endorsement.

Aaptay | vaae i

HIMOd VOINY
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Kermero:

Game: Zeewolf
Publishers: Binary
Asylum

Authors: Andy Wilton,
Andy Smith

ETA: Mid — Late 94

Briefly: One of the criticisms frequently

thrown al games joumo:

houses s thal they don

low score. Bul anyway
Binary A m is three ex-Fulure
L o AMIGA POWER)

g world how to do things

zopler shoot-am-up

The Creators Speak:
Wa all love haboo
AMIGA POWER; th
Stnke Apache, the See
And Destroy Apache and
the Gunship 2000
Blackhawk, S bra
Defe
and surprise of surprises
Apache. That's why | was
plaasad 10 ba tha one
{\' 'ﬂ': '|'- \-'-l
Luckily, thay'ri
from the AP
I, i ¥
remobe part o iry. mast of my
bme was spant a
Put through its inc Hele paces
Z W

old 3D shool- up classic Vi

took the embryonic ST/Amiga world by

ng Zeewoll baing

sel way in whic

OuUrs on screan at
with a 3D

game, i more than 16 colours are usa

Picking up tanks and
transporting them to the
enemy it not only fun, it's
also lairly strategic.
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Game: Naughty Ones
Publisher: Kompart
Authors: Melon Dezign
and Interactivision

ETA: March

Briefly: It's an arcade platiorm game.

Not quite so briefly: It's out of the
Rick Dangerous college of games. You
guide your chap about the screen avoiding
an assortment of nasties. When you've
collectad all the collectablas the door 1o
the: next screen opens up. Simple. Sounds
aasy, nght? Well it would be, § some
devious swine hadn'l sel up a series of
difficult jumps and convoluted paths
through each screen and then infested the
place wilh assorted malevolent nastes
that troll around the screen dispensing
death to all they touch. Are we put off?
Mot a bit, we redish the challenge. Press
the fire button and a littile biue ball arcs
gracelully imo the air and bounces
arpund, dealing oul a kicking to the
vanous hostile inhabdtants. Collect centain
power-ups for more devastating weapons
Gaol tha pictura? Timing and dexiedty are
crilical. There's a two-player mode, all you
need is another joystick and a friend.

The creators speak:
Q' Who are you?

A: The team are: programmer Jacob Gom
Hansen, graphic artist Henrik Lund
Mikkelsen, musician Martin Agger and
producer Claus Michalasan,

Q: How did you come 1o be working on
Naughty Ones and whal are you
going to do afterwards?

A: Naughty Ones has mainly
been developed by Melon '

~

i e s e s e et

[BCRCR R R R RRON

N e e o
Perhaps ‘The Naughty Ones’ is what
B “The Youny Ones’ is called in Denmark.

R

Dezign, a demo group foundad two years
2go by Jacob and Henrik. Melon Dezign
wore onginally a démo group and have a
couple of demos under their belt, each
with a distinctly melon-y theme, Previous
1o that they had bolh been involved in
vanous demo groups. They quit the demo
scena bo work on Naughly Ones. When
the gama ig finished Jacob is going to
continue his Computer Science studies
and Henrik is going 1o tha Caribbaan lo
find himself a wealthy wile. Martin the
musician is now working in England, doing
bits and pheces lor English software
houses, plus working as a

= =
PZ-SCORE
. FIRE €o PLAY?

bartendar
Interactivision
and Malon
Dezign have
already

stared work

on a sequel

Q: Bit of an odd
ke, isnt N7 Isita
result of translation or
did you decide on it because it's go! that
sort of cute appeal?

A: Nobody can remember exactly where it
cama from. It is diluted from a Danish
word which describes the characters you
guida through the game as not being
alraid of a challenge and that can also get
themselves into trouble.

Q: if you were washed up on a desen
island, whal wial items from civilisation
would you like to ba washad up on the
beach naxt to you?

A: A mobile phone, a crate of champers,
an Amiga CD32 running Naughtly Onas
and Cindy Crawford

Am | allowsd to use my “Am | allowed to
use my hege melons' joke? johe, please?

Q: What's going 1o be the
real hook of this game that'll convince
peopia o gEl it rather than another
cutesy platiorm game?

A: Greal gameplay. Once paople try it they
will continue 1o play for a long time. The
great thing about the gameplay is the
puzzles and the feeling when you guide
your chap through the five worlds of
Naughty Ones. There ars mora then 75
game screens, there's a lol of game time
in Naughty Ones.

Q- Any plans for a follow up, perhaps
Timid Ones or Psychopathic Ones?

A: We are thinking about a sequel, it
hasn't been decided what to call il yal.

Q: And finally, what's the naughtiest thing
you've ever dona?

A Weanng my underpants inside out? No,
Naughty Ones of coursa!

Verdict so far: From what we've
S@en, your joystick-manipulating skills are
gaing to get stretched to thair limits. You
have to figure oul how to reach the
collectables and avoid the numerous ways
lo die. Timing, oh, the secrel is in your...
timing. Especially trying to gel past the
drips that fall from the ceiling and those
damed harizontally-firing guns. A game
from the old school, no mass of icons to
wada through or complex controls 1o
master, just straight arcade skilts, Our
joysticks await

® CHRIS LLOYD



Game: Dark Mission
Publisher: GKS Design
Authors: Stephen Haunts,
Chris Bundell

ETA: March/April

Briefly: Student and programmer
Slephen Haunts loves Aliens. He's seen
than fbm innumarabls imas, and woukd
daarty love 10 Do ond ol the
oolonists’ thal gets spooked
and shocked al the Alen
War expenence at the
Trocadero in London, So
ntensa is his dedication

of Messers Giger, Scolt
and Cameron that he's
Whing a game nol so
much basad on as heawly
nspired by them. Okay, so it's
not the first or last ime thal
somaone's done this. So the questions wa

should be asking are how, why, whera
and when? Step this way to not only find
he a 8 10 theso lar roaching issues
b also 1o meat the leam

The creators speak: We caught up
with Staphen's progress in creating Dark
Mission at a bel of a crossroads. ©l Know
what I'm doing when | play the game, bul
I'vé decided that most peophe wouldn't, so
I'm adding a small laxt wandow 10 give the
paayer moae nigrmation on objects that
you highlight with the mousa pointar, This
makes il ook mona ke an

This picture
raized a hearty
cheer in the
AMIGA POWER
affice ai we
realised that
A wai not
dead
hooray!

adventuré than an actior
daiming to have an agqual a
game types W [T
Eax or open area s displayed
n isometnc 30, giving the game a look
very similar 1o Worlds Of Legend from
Mind @. You'va only got oné player

Scary Monsters and
Super Creeps - ch?

Gning

n differant

O

different approach

QO

pockels of akens

The PC version's already

though, which kind of makes you q

al appears 1o have baan port 1 &g
hankfully  Stephen’s
though, you also start the of
anr
ame nasty-blastin q
lirepower, which hedps to
radrass the balance
betwean you and saveral
hundred akens

Stephen again: “The
luré aspacl Comes in
problems

: all over the

wiped out by abans the layouls

| the levels and come up with new

P o

game wilh al THga v
antraly differant game based on the same
game endgine

This 5o ol sensibla thin

games
5. By doing this a

h lor games and Stephen's

g first thing mast

] prograr
oul since there's ali
place, thara's ple
way. Most of the
equipmeant can be

destroyed by gunfire

oo, 80 il you're the

y of shooting along the

G 2 b
G000 IUCK 1O Ir

Verdict so fa

ype, you

can go round and L

The

blasi evernyihing
first problem’s fo
the damaged rea

frovm @xplodeng, but

since there are lour ol

them, and they'ra

eir

® CAM WINSTANLEY

THINGS TO COME
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another Reading festival. -

Speak: Loki
wasn'l always a
baddy. Once, in
miyth, he
aclually helped
Thor recover his
hammar whan it
had been stolen
by a giant, Tha gianl
was lovesick over
Odin's wife Fraya. Make's sensa 1o
steal Thor's hammer and use it as ransom
to marry Freya then, doesn't it?
Anyway, the poant is, Loki helped
Thor to disguise himsell as Fraya and
recover the weapon. But then things took
a twrn for the worsa, There were no
state-nan SChools o truan
inspeciors in ihose days.
The god Loki turned bad
In Heimdall 2 he's
running amok on
Midgard, the land of
humans, and Utgard,
the land of giants
The plot stans to
get a bit silly from
here on in. Apparently
Odin stumbled across an
amulet one day ina
paraiiel world (like you
somalimes do between the planas)
This amulet had a magical freezing
property upon the gods in that it placed
tham in a son of cryogenic slasis.
Ignarant, or just plain stupid, of a use
for the amulet, the gods broke it into six

Game: Heimdall 2
Publisher: Core
Authors: The 8th Day,
Jerry O'Carrol

ETA: Early '94

Briefly: Teutonic mythology ksn't
normally a subject you'd expect
us to tackle in the AP
office. But that all
changed when
Hewndall 2 armved
trom Core the other
day. Heimdall 2is
the foliow up saga

of the Asgardian
gods’ struggle with
Loki, the bad apple
of the pantheon.

In the original
Hemmaall game, Loki had
stolen the weapons of Thor,
QOdin and Freya. Heimdall altruistically
sacrificed his divinity to walk upon mortal
lands and steal them back. Obviously, he
managed the pob, or there pust wouldn't ba
the need for the saquel.

peces and threw each piace
nlo a different portal in the
Hall batwean Worlds
Effectrvely, this action
meant that the diferent
pieces could be hidden
anywhere in the world(s)
No sooner had this
bean done when some
bright spark suggested
that they use the amulet to 4

freeze Loki. "0Oh oh. We've o
thrown all the pieces into V4
differant worlds™ the gods &
could be heard saying if A7

you listened to your f: £
imagination hard enough

Soma mone basic plot lines follow,
such as Odin's son Baldur bating the dust
trying to récover the amulel pseces. The
niaxt thing you know Heimdall's giving up
his divinity again to trudge the vanous
worlds in search of the amulet pieces. (Er,
yas. What about the game, Steve? - Ed)

Verdict: You'll already have seen from
the screenshots that Heimdall 2 is an
Isomanc adventure. It 10oks greal. The
palette convays an almosphenc caroony
feel to the proceedings. The animation of
the central protagonists is wary amusing
The female character walks like Shaggy
from Scooby Doo (sadly there are no
Scooby snacks though)

The game is nddied with
puzzies and nice little louches. For
example, while mucking about, visiting
differant locations and the like, the
character | controlled received a
sharp blow to the head and ended
up in a litthe cell. The only thing in
the cedl was a loal of bread at the
edge of the door. Outside, a litke
ral, or mouse or some sort of

@

rodent twiddled its thumbs in
anlicypabion. Knocking the bread outside of
the coll resulted in the lollowing chain of
events, the rodent eals the bread, runs up
1o the Northary cell wall, jumps onto the
haver localed there and pulls it down. The
cell door opens and ta da, you are free to
@0 aboul your business. Mot highly onginal
bul very well execuled
' Whan the gama is
tully finishad thera will be
over 100 lacations 1o
explora in full. And as
somecne once mused in a
parcxysm of antickpation
“This is going o be one o
look forward to.” Cenainty
al this stage Heimdall 2
looks like an axtremaly
promising prospect
® STEVE McGILL



in-buill déce. Now you
can move up 1o aight
places avery tum, It

W thia blake's potions of health are so goed why can't he do something about that eye of It eertainly ks a tremendously good-looking Fantasy Role Playing simulation with a 3D
makes the game much
less random and reliant

his? I'm afraid he looks like a bit of a rip-off merchant 1o me. | dont like muzlaches lsomctric view. Look at all those gorgeous colours and rich tentures, gh?
e —
=r
‘
Mo |
on luck.”

Each character also has 20 action

points to play around with @ach tumn.
-
First there was

1

Cartain achons use up more points than
others. For example moving one square
takes up one action point whereas
searching for secret doors/raps lakes up
a lot mora, “You soon get used fo
economising and planning your actions.”
The action lakes place in the land of
Ahia which, characteristically in thase
kind of games, has been subjected 1o
somea rather nasty bussness from a big
bad sorceror who's been doing the dirty
(ke thay do when they get bored)
Yup, this time he's gone and cast a
plague that's blighted the land,
decimaled the population, wilted the
crops, stopped the production of the
Sunday Pos! and other calastrophses
of a cataclysmic nature (Crivvens! -
Oar Wullie)
That's where your party come
im, There are 10 perilous quests in
all. They have to complete the first
three in order o be able to go on fo
the next three. Certain objects

Game: Legacy ol E
Sorasil - \u
Publisher: Gremlin L=]
Authors: Kevin Dudley, [
Mike Hart, Matt Furniss

ETA: March 94

=

(]

w
Briefly: Now whatever | do, I'venot  we
Io mention Hero Quest or the fact that -]
Legacy of Sorasi was oniginally goingto =3
be Herc Quest 2. So not aven the o
shghtest hint of heroes or quests or =
sequels will pass the mythical bridge of [=]
my fingenips. If you're not too sure whal i
Haro Quest was about, check out AMIGA
POWER issue 2 (yas, it was that long

avenstochk of

this B
who i _ak? LookS

which you w

fram
more fike & puryivor

ago). Based on the boardgame of the re Woedstock 1o € have to be collected from the
same name, Hero Quest on the Amiga the - previous threa quests in order (0
dspansed of the inevilable silly little cards, MAgic; you know ; e ; i complete the next three, until you
dice, board and miniature metal men and the kind of characters, a beely Ak come upon the last and most
pamad itsell BO% in the process. It did all barbarian, a staunch dwar, a B p penbous quest which is to kill the
this while still managing 1o incorporate the sirusterty cloaked wizard and an £ £t . big bad quy. “If you knew exactly
boardgame's sociability factor and Elven mystic. There are others . . . o what you were doing and had
aimosphere i.e. you could play weth up 1o as wall, like Clerics, Rangers i r"o.-' W™ e 4 . collecied all the required objects
three other players and, well, you gat the gist . v o : and artifacts, it would still take
The Creators Speak: Steve McKevitt “One of the features of ( ¥ T g —— S you al least ten solid hours 1o
PR manager at Gremiin 1ook me through the original game thal has been T complate the game.”

the preliminaries. “It's going 10 be the first  changed is the movemant ; Verdict so far: With the 30

in the new Haro Quest Masters senes system " L h isometnic views
Inevitably, Legacy will be compared lo Originally, your i . B e that worked so
Hero Quest, but it's got mose than a few movement was Ry " . A, well in the original
touch ups and lots of overall genaral determined by the 1 W', Thatobligatory map in full. Wander across the plalns, i A plus the jazzed-up
improvements to make it a different game  random rolling of an B traverse the mighty meuntaing, you know the kind of thing. | — S naletle, the increased
in its own right. We've improved the 3.—_':_ L3 1 A depth of gamepiay

palene, jazzed it up a bit 1o iMprove

and the updated
the whola look of the gama. Tha

4 characters, Legacy

characier selection procedure of Sorasi can look
has been improved, 100 - you forward confidently
choose a party of four 10 being thoroughly

adventurers from a pool of

‘run through' in an
gight. There's plenty of scope

upcoming legendary

lor & good mix." issue of AMIGA
As il on cue, Stave then POWER. We're
showed me the characler

sharpening our axes
Pick and choose your character from a cast of, well, literally tens. All the expecied types are  as | Spak

here; from brawn to beauty, muscle to mind and crafty 1o crary. it reminds me of something... & STEPH MeGILL

selecton screen and settlad for a
protty even mix of sirangth and

LEGACY OF SORASIL THINGS TO COME
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.i L Y | I i || I'll I INNOCENT UNTIL CAUGHT

““ 5t and weaving with

daing, ducking, diving
g:;::usgis’ r:ew anti-hero, Jack T. Ladd

Game: Innocent Until
Caught
Publisher: Psygnosis

Author: Divided By Zero
Price: To be announced

Release: Early March e o TV gt

ou're not really getting the full  k pag—

stony from the title of this latest

adventue, because thay've

pretty much masked the
gruesoma fate that laces your haro, For
further accuracy. the game really shoulkd

L 1 -
be called “Innocent uniil caught, forfured a A ot . - |
bit) and then soid plece by piece fo ; ; il J e ”
vanous organ banks and : L i g L = e B
hespital resaanch faciities,' ’ j ’ " ; o ", "=
but | guess forthe practical - ' e W - e o -

reason ol not fitting on the
box, Psyanasis decided 1o
go for the snappler-but-
slighity-misieading ithe,




INNOCENT UNTIL CAUGHT

Gratuitous —-——-"I i
sexism rears

s wgly head

al many

paintt in the

game. Top

statue type

lass though.

STHTIE |

All exits to the
rooms are
displayed here,

Movement and A ‘working girl' The cluttered
says litthe but Inventory section.

shows quite a lot -

action lcons
neatly in here. =
L

The
gama's a
pratty

slandard
point-and-

click graphic
adventure, so
thede's no getling
away Irom that tned and tested

gamea review cliche (Number 221
rewigw [rivia fans, = Ed) aboul it

being a Monkey Island clone. For

anyona who spent the last decade
as the pnsoner of a crazy bonkers
obsessive, trapped inside a wheely
ban until you agread to manmy him, |

suppose I'd balter go over the basscs ol a

point-and-chck adventure. Advanced

readers may skip the next paragraph

MONKEY

You view the action from a son of distant
fly-on-the-wall view, watching the
characters wandering aboul and talking

To move the characler around, you click
on an area of the screen, and 10 pick up
use or drop things, you select the relevant
icon before clicking on the object, and
conversabons are chosen from a list of
predetermined sentences. To be a true
Maonkey Isiand clone, the game has 10 try
its hardes! to be side-splittingly funny in an
obscure sort of way at every possible
maoment. It's becoming a ined and tesled
lormula, and if LucasArs had patenied tha
graphic adventure, thay'd probably be
multi, multi-billionaires now, instead of just
plain, drab, ho-hum billionainas
One of the most annoying aspects of

point-and-click adventures s thal 10 work
out what's importan! and whal isn', all you
usually do is wawve the pointer across the
screen and see what gets highlighted. i
you point at a bookcase and nothing
happens for instance, then you
know it's just background
detail, but il you point at a
book and it says ook’ then
you know it's got
somathing to do with the
story. Innocent manages
1o maka i just a weeny b
harder by making this 'look
at’ function an icon that you
have 1o select. IT's jus! a small
point, but it means that you tend
10 look al the picture nstead of st
machanically sweaping the screen lor
clues. Another strange function is thal the
inventory window isn't spiil into boxes, so
every time you move an object over 1o it
the wcon slays in whalever haphazard way
personality of
YOU Game
absolutely nght
seeing as he really

you drop i
aller-ego, a certain
is a Jack-the-lad

PONY

This offends my

orderly natura, but

| tend 1o think

it s the

Jack T Ladd. It -
doasn'l take an
Einstein to take a wild
guess al what sorl of
person Jack is and be

MOd v2I1NY



NCIGENCE Cama
aboul .!"I‘H}u{j"! ﬂ"l"" N
of them seoms in

.- any way Wnaly.
Firstly, there's
:.' the possibility
/ that his pagents
were praschent
uild predict
future events. Secondly
the name may have chosen the
profassicn, with the young Jack buying a
cheap leatner jacket and a Ford Cape, and
goetling cown 1o SOME SBRouSs whee!ng
and deating. This may seam as uniixaly as
the lirs1 thegny, but there's @ hisloncal
cdent for this 175 bean known for a
nig img that & tecnage Viad T Impaer
was foredd into his lina of work by his
parents, and that Wiliam T Conquernor
r 1 only afler a disastrous
astry chel. Finally, and more
nera’s the distingt possibility that he
was given @ faidy obwious name by the

.
=
e’

And so do we. bearing in mind it's

INMNOCEMT UMNTIL

#Those gquns are absolutely useless
The firing pins have been filed
down, they're totally outdated

programmersiso you'd be left in no doubt
15 to the nature of his characier

WHISTLE

The game stars off with Jack baing told
that unkess he pays his back t2oes within a
manth, then the IRS ara going 1o hack him
up (im a Iiteral sense). This is a bit of a
downer for Jack, for although he's a
wheelar-dealer, he's an astonishingly good
onme, and his back taxes add up o the
combined national debits of most South
Amencan countries. Faced with a man 28
days 1o cough up with (quile terally) a

lo again
Jou want

- - =
about. ajfreebi
TS

Tch! It breaks my haart to see
weaponry treated so
disrespecthully. Iven in & game.

m l"h'l
thing you

Rigy
pub, Wou
18

8, and
and n mogder:
Beng set in th
neares! seedy ba
his adwentures begin. Since |
Irished by the IRS people, the o
he's gol with him is the lax demand, but

thankfully there are plenty of things Iying
around, and loads of people who may, o
may nol be helptul

thi= time

mg:é: something belonging
] "
a reward for the Wase!

«
Jim to sdmire the wiew,..

2 Last thing ¥

s0 Il stick to

beer, he must lalk 10 5 ral, er
the-neght and frequent an, um, h
repute. In fact, the

a lad bay

You donl g
comment) you ll be

frantically dialling

(170 ]Edale s
nature of
this :J.lllll_-

P \



because it breaks up the flow, and also
allows massive shafis in location. This
might seem a bit odd, bul if you think
about it, films, books and other greal forms
{ ol mass entertainmant do Ihis all the time
You don't have 1o see Luke fly all the way
to Dagobah o get the message, 'do you?
Of course you don't, all you naad to see S
fam getting in his X-Wing and iheh
chatting 1o Yoda, and you gel the
message. In the same way, Whén W So8
Jacknvolved in a bar fight, and then sée
+ Fim'In prison, you can get IeMmessage
fhat bad things have happengd toihim in

fhe intervening penod. This shightly more
flmy method of story telling allows Jack to
pafffrom planal to starshaplo planet 1o
floaling City withoul going ioythe tedium of
him finding the correct change 1o buy 8
ticket every
tirma

The
game

Ccomes on ten desks, and is absolulaly
massive. In two days ol non-stop playing, |
completed only ten percent of i, and then
used the handy cheat code (only available
10 us resvewer types) to ook at the rast,

and from the various disjoinled bits
thal | saw, | can exclusively
reveal that i you do
everything nghl, you nol
only pay off your Back-
laxes, bul also gel the girl
and save the galaxy. Not
a bad tally for an inter-
planatary Essax boy

BRAHMS

As you'd imaging, with ten
disks, there's an awiul Iot of disk
swappeng, and unforfunalely, this is where
t lalls down. Banaath a Steal Sky
managed to keep the swapping down 1o
changing a single disk over whanaver you
enlered a new section of the gama, and

INNOCENT UNTIL CAUGHT

although you can go for
quite a while without
being interrupted, when
you do get some change
disk prompils, everything
dessohves into a horribde
furry of inserting five or
50 disks in rapid
Succassion. nnocant
Until Caught is hard-disk
installable however, and
50 those of you with
fhixed mass slorage
media will be completely
unaware of this problam

twa is that the mouse
pointer's a bit hiddly. Part of this is 1o do
with the pointér moving slowly, so thara's
a slight lag betwean you moving the
mouse and tha PO rler rE;iC:u".ﬂ and ﬂ.‘||1‘
of it's becausa of the pixel-parect
positoning needed to pick up
carlain objects

BOAT

S0 10 sum up, Innogent
Unti Caught is a big,
funny adventure and
quite 0bviously written by

and for malas who have

some difficulty working owt
the difference between saxy
and saxist, Thare again, when

you're following the antics of a
aather jacketed, 100 percent Ladd, |
SUPPOSE A bit of excassive, red-bloodad,
stare-down-the-cleavage leering is

perectly in ordar, Possibly

& CAM WINSTANLEY

 You've 9ot to sdmit, leck's ax bil's a bit
of & doory. Like my Visa sistements.

Main gripe number

In my many years in the business I've been offered &
lot of scripts like this. I've usually read them carefully,

winced at their immaturity, phoned my agent and taken
the ludicrous amount of cash that I've been offered.
Innocent Until Caught would be a fine vehicle for my

talents and | would be happy 1o become involved in the

project. Finally I'd like to thank all the people who've
made this text box possible — Stu for thinking of it,

Steve (love ya!) for editing it, Cam for baing thers ...

® HARRISON FORD

UPPERS It's huger than

a helium filled huge thing,

and a lot more episodic than
mast adventures, 5o you get lots of
little triumphs throughout the game,
and consequently it's more filmy.
Locations across the galaxy and a
nice line in humour.

DOWMNERS A vory slow

mouse update and pixel-

perfect clicking are the main
ones, but there's all the usual
problems associated with
adventures - mammoth bouts of
disk swapping, similar to Monkey
Island, blah, etc.

THE BOTTOM LINE
Although it's a funny and absorbing
adventure game that'll take you ages
to finish, it really doesn't tread much
new ground in either content,

& presentation or plot. And its got

some naff jokes. But what the hey,
it's still a worthy way to

soak up the unproductive
midnighl hours .

THE BOTTOM LINE
It may just be me, but
A1200 the number of disks
per swapping session
seems fewer on the A1200. 1 I'm
imagining this, then it's exactly the

wuniiive Wigan on a Friday night in fact.




0 AMIGA POWER MA!CH

One day aII flight sims will be built like

' this. And Amigas will run twice as fast.

el

Game: Tormado
Publishers: Digital
EEE—  Integration
Authors: In house
Price: £34 .99
Release: Out now

.......

ki

The missile with a mind of s
own, the Alarm fired in
indirect mode zooms up and
hangs about on a parachute
scanning the ground for a
switable target, a Happy Later
1 lor example.
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9 Mission bricfing: Fiy | ——— Do
ARFIELDS |alongthebigwhite | = e
lines and drop
i COVER | bomb on the X.

T
!

UFDATE

TORNADO

probably already been doing
lor a while

The real Tomado has a two
man créw and Tomado
includes the rear navigator
seal, where you conlrol
weaapon selection and
navigation. You need io flip

The outside 30 world is chock full of
roads, housing estales, petrol slations and
garden sheds. The hills even have a pretty
feadured effect. Fhang al 200 feet over the
busier sections is a treal. Al alliude il
looks much like every other flight sim, big
green ground and big blue sky

alfairs. The route, weapons and largels
are all programmaad nto your crate balora
take off, Along with a simulator and
fraining missions thareare dozens of full
combal missions to iy as well as
campaigns. All tho missions on the

anmyway. Although the aircraft and
waapons are realistically portrayed, the
enemy (Z-!'I:..T"lf]l remams |'\[I'I'I'y' ANOYMOoLUS

GINGER

Flight control is with either mouse,
keyboard or a digital or analog
joystick. The pause button
and control sSummary
sheet are iotally
indispensabla
Everything seems to
hawve at least three
operaling modes
You don't just hat
tha fire button 1o let
loasa with a weapaon
Even simgply finng your
cannon al anather plane
requares you 10 sekect air-io-
air radar mode, arm air-lo-air
waapons, select the cannon and pick a
targe! by chicking on it with the mousae on
he air-lo-air radar display. You can now
start blasting, which the other chap has

Aﬂ-:qa Yarsion are pre-
programmed fos you
despile a long section in
i manual about
designing your own
ones. You gel o fly
about all over the
place desiroying a
wida variety of
Randware In vanous
loreign fields

The firsi
mportant job 15 to give
yoursell a suitable name
teady 1o eam the admiration of
your commandars and colleagues by
kiling lots ol the nasty loresgner types that
and bant on world domination, o
somethang or other. They're up 1o no good

A housing estate!
but what the hell
ch? Bombs away!

-
e

W.E.JOHNS

Right got the picture? A huge, awe-
inspiring flhght sim with more fealures than
a wvided shop and mone buttons and duals
than a Flash Gordon spaceship. When you
gel airbome you hit the big snag, speed.
The frame rate varies depending on
whal detail level you've sel
and whal is on screen, bul
I's newver vary quick
making fas!
MANDEUVTING vary
tricky. I's all too
easy 1o overshoot
and go spsnning all
over the shop. The

between the pilot and
nawvigator quite a bil. Your weaponry
consists of: Genaral Purpose bombs,
retarded GP bombs, ALARM air-lo-ground
missiles, Sidewinder air-lo-air missiles,
laser guided bombs, cluster bombs and
the JP 233, a huge, nasty airfield

anack weapon that spurts
concrete-penelrating
bomixs and mines.
{Also known,
euphermshically, as
a ‘runway demal
bomb' - Cam) For
@aach weapon you
need 1o leam a

o Look at this super

ierent delivery graphic from the sman lextured
method. The I ground efect is the
autopilot s excellent, first to go. On an

it'll prachcally iy the
antire mission for you,
even lollowing the terrain al a
sat haight. Without it the game would

be a detferent kettle of bananas. Tum it on
and concenlrate on planneng ahead, finng
weapons and doing your nails.

A1200 it's playabla, but
frustrating. On an AS00
you're in for a hard tme
controlling the kite, Aiming the laser
bombs is particularly difficult, if not

GAME REVIEWS

HIMOd YVOIAY
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-
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MARCH 1894

AMIGA POWEHS

O

SITUATION

1105 = MILITARY BATE ATTACK
2 ID5 - WEAPONS FARCTORY

2 05 = RUMNWA" STRIKE

4 D% - POWER STATION MWEHT ATTACK

§ D3 = SUPPLY CHOKE POBNTS
& D% - ENEMY REPAIR CENTRE
TID$ - BATTLERMELD SUFPFORT

# 1D% - LOCATE AND DESTROY SUPFLY TRAIN

% IDS = EWR HIGHT ATTACK
1# 105 - COMMS TOWER AMD BERIDGE
11 D5 = FOL STORAGE COMPLEH
12 ADY - CAHP AND INTERCEPT
13 ADV = MIGHT INTRUDER
14 ADY - STE

impossibla, The
box has “Acceleralor card recommended”
on i, they're not kidding

The Tornado wasn't built lor close-up
dog-fighting, which is a pity because it's
one of the fun parts of any fkght sim. It's
Mippin’ difficull as well, jeis don't have the
wind-in-ihe-hair feel of prop planes. It's al
instruments, radar and missile lock. Mostly
all you see of the other planaes is a frame
or bwo as thay flash past

UP THERE

Once you lsam 1o

navigate around the

kayboard functions and

leam o survive a

MISSION oF twd the gam

slans to coma (o life

There is an undeniable

thinll aboul swooshing over

a target very last, vary low

and dropping something highly
explosive on lop of il. Ahem, rich
pickings for psychological analysis there
The game's a mix of planning and
stralegy, coupled with a few frantic
minules over the larget There's lols ol

I'm sorry, but it's just too slow for me to bother getting

to grips with it. At times the speed of frame update
makes the game feel so dis-jointed that you wander off

to make a cup of tea in between encounters. As for
whal this does 1o the controls, well the spped makes it

impossible to accurately fiy or control your guided

weapons sytems. The whole game could do with a
good rethink so that it was more Amiga friendly. A lot

of people will get enjoyment oul of the incredible detail
though. Delinitely one for propeller-heads.

® STEVE FARAGHER

button pushing to be done,
and i you use the autopilol,
not much actual flying
Thera's a natty two player moda
for machines inked by senal laads
(See page 72/ - Ed) You can annoy
friends by shooting them down bayond
visual range with Sky Flash missiles
belore they've even looked up how 1o tum
on the radar and ECM

TALK ME DOWN

Thera is no easy way 1o land, even with
the Instrumeni Landing System, it's a pain
You can screw up a perfect mission right
at the end. A little cheat wouldn't go amiss
Soma hotkeys for the weapons would go

down a slorm too. Trying 10 do a quick
ALARM missile launch whils on a
bombing run isn't easy with all
the keys 10 navigate your
way around

Soma people are
going to lip over Tomado.
Thare are loads of high
lech controls to handle
and after a while tha pan
slarts lo get lo you. You
know, a suparbly-trained
hideously brave and drop-dead
handsome pilol chap flying a state-ol-

the-art flying machine dedicated 1o
compleling a dangerous mission. Aham,
maore material for analysis methinks. The
anly real fly in the cintment is the spead of

cregh. Te case you
into things there simulator and a G
| series of training misslans betors you
are let loose on the real missions. We of
course, dive siraight in at the dead end,
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50
From the navigatoriy seat
you guide your wesponry
with pin-point accuficy
uzing the thermal isaging
camera on the right.

%7
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CANEEN
UPPERS An admirable

wealth of technical detail and

depth of gameplay. Fly this
successfully and you can half
belleve you could fly the real thing.
Excellent navigation and autopilot
systems make getting to the target
easy. Tormnado's a flight sim
aficionado’s dream,

things, it's just 100 slow on a AS00, unless
you can put up with the jerky update
Tomado is an ambitious program, It
s21s oul 1o be complate simulation of the
Tomado GR4 and F3, as far as possible. it
contains all tha features you would axpact
and mora. Despitée the initial intimidation
the manual and the number of different
commands cause, ii's decidedly playable
It only it wasn'l 50 show
® CHRIS LLOYD

DOWMNERS Too

complex for its own good at

times, you can get bogged |
down with the control systems and
miss out on the fying business. The
fixed missions lead to a lack of
flexibility and more weapons
wouldn't go amiss. The biggest
downer is the slow and jerky update,
unfortunately making the aircraft a
pig to control at times.

THE BOTTOM LINE
Amongst the crowd of flight sims
Tornado stands out as being one of
the most technically impressive and
accurate with bells and whistles

galore. The 30 world Is

delalled and looks superb.

Not easy at the start but 7 a

takes you further.

THE BOTTOM LINE
Exactly the same game §

but now thankfully

faster and

hence more playable. It
really needs an A1200
from the off.
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Game: Maeglstrom
Publisher: Empire
Authors: Andy Hook,
Glenn Wilson

Price: £34.99
Release: Qut now

he plot of Maelstrom reads hke

a tired old synihesis of Dune,

Star Wars and Lord of the

Rings. You know the kind of
thing; thara wera Inghtiul galaxy-wide wars
in the past, peophe speak aboul thaem in
hushed tones they were 50 termble
yawn;, the planel you've bacome
Owerlord of is basically just a
huge stab of the most
imponant maneralirocket
fued (spice anyone?) in
the galaxy, zzzrz; a by
bad kick-ass-out-of-the-
small-guys evil empire is
swallowing up the Iree
planais and putting them
under its ghastly thrall
snonasville Anzona,

You were onginally an agent for

the Emipire, on a reconnaissance mission
1o find out the best method ol conguering
the planel. Suddenly, in an Amie
Schwarzenegger Running Man change of
hean, you switch your loyalties and decide
1o hedp out the inhabitants ol Harmony (the
fuel laden ptanel that sounds ke a
hairspray). Naturally anough, as plangts
under imminent threal of takeover tend o
do, they appoint you, ihe turncoal engmy,
as Overlord of the whole place. And that's
where the game begins.

THE ECONOMIST

You sit at an Executron 1200 fully
automated holo-gdesk. I is your interface
with the cabinet of five, who run the most
important facels of Harmoneous life,
namaly; military, mining, research and
development, secrel intelligence networks
and all the rest

Al first the control panetds and

mathad of interfacing with

them (chcky point click

chck) seems ke walking through a heawvy
fog while weanng badly misted-up
glasses. Evantually though, through the
blindness of confusion, tunnal vision,
endless messages and a mallion different
butions 1o press, the geslalt lalls into place
(the compleleness or wholeness of the
game lakes lorm)
Many of your decisions depend on
the quality of the communcations you
racaive. It is worthwhile taking note of
what is happening and relaling i
to the begger piciure
Basically, you're a budget
!u[;ﬂ:['r_ p-l_’ll“_LGF‘II'IL‘I hirar
and firer, secret agent
and miltary commander
all in one
Your income can
come from many sounces.
the primary area, naturally
enough, is mining (basic
spaceship fuel component)

From the mining panel you can
survey areas, sel up mines, and predict, or
even work out, what your futura budgets
arg going o ba and plan accardingly

As in real lile, the quality of the work
being done depends on tha number of
stal! you have and the ability ol your
managers. Which is why the hiring and
firing (personnel) panel is $o important. I's
worth checiang out who's available al any
ona time; the parfect replacemant for
someone lacking in effectiveness may pop
up at .-U‘.'II ihig nth momeant

Because of the
large number of
parsonnel you
have 1o deal with,
it can gettobe a
pain ensurng
that you've gol
the most
afficient teams
for the job and
constanthy
manitoring them

el

The first of the big tesis arrives
with this guy. Be prepared.

STHFF DOET O
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Atmospheric pics abound. Here
we s¢¢ a contrel panel.

You can get away with inefficient
leams bt YOUu won | &am as "lllg;h d
profit in retum as is possible. It can
medan the .'I-”l_‘[F‘III;l_‘ betwaen "lillpll'lt_]
enough of a space lleet 1o repel the
nvaders or bécoming yet anothar
nolch in the big bad empire’s bell
And that brings us on to the military

GUNS & AMMO

The military section is probably the
most interesting of tha lot. From
here, you gel to build ' —
spaceships. Ships consist of a £am the Fewarg
hull, weapons systems, ¥ from
delence systems and PPing.
computer sysiems. Each hull
has limited slods for each
type of system; a Fox stealth
ship only has space for one
weapon, three defence and
one computer system,
whereas a Dragon maother
ship holds up 1o five
weapaon, fve delence and
threse computer sysiems

Sub-plots
abaund
throughout
the game. This
is one.

—

III e

The space sector map helps you plan
your journeys and consequent straleqgy.
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Buy military har“i-um from here.
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Heed samething developed,
et this man. Okay.

in;h-

head of Intelligence.
—a»
=1

E 5Y | =
SR I TE R GERSCHEMN

OHM S,OHM

computer game was created by madmen.

om tochoose the  panels. Breakthroughs in weapons, mining

systoms you want 1o agquip the hull with, It defence and computar
has o be admitied that syslem choice tachnolog n e made here
stimulates the imagination. Again, making Anything good can aam you
sure thal you've got the proper personnel
# important. There's no poant in handing spaceships the edge
iower a state of the an battleship to rockies C to arm them with your
fresh out of col

Your ships can be sent out on
vanous missions of peace, recconaisance
and out and out skullduggery. And talking
of skullduggery brings us neatly on to the 0 | @ware 1*.31 n'u:h J
Secrel Intelbgence Network panel gview has been a

The head of this looks like

) on. He don't 0
fake no crap and he's w lo kick butt the thing, | couldn't really th
whether it be on his h of a beter w
oiher systems. Of all your budgets, this on six dis
area s the one that is most likely to pay installa
dvidends. You can deslabilise olher play on
planetary governments and saleguard the hard drive some
o awn plain irnitating

NEW SCIENTIST s

There's no easy link from the last panel to
the Resaarch and Davelopment panel
ofhar than that it is no less imporiant
than any of the other

Part of a small sub-plot. We pat this
picture here because 1 loohs good.

Look out, it's a loese  Meed a military ship,  This bald guy is the

DPaint IV tuterial. contact fatty here.

clever. But then you play it and realise it doesn't

hang together. It's Buck Rogers — Accountant of
the 31st Century, and although it looks pretty, it's

still an office sim, only with people with silly

the combination of storyline with number

variety of different game styles, and think it's
names and spaceships. But then maybe this is the

sort of thing to sel your pulse racing — Saddo.

@ CAM WINSTANLEY

TS TR

takes to get into the game. Always
lots to do. Game plays on without
you which can be useful, if only to
test different strategies.

an baing with a daytima

tion and a lile and have gol a
y day of DOWNERS Very slow

life then give |I_i'a-[r','_ you 'TllliJI‘I! . to play from floppy. Control

like it. Then again you might not , sysiem could have been
® STEVE Mcg;u,' : - iy M implemented in an easier fashion.
Takes a long time to familiarise -]
yoursell with everything that is z
ﬂvm-ﬁ: important in the game. Undo feature [
i has been missed out; wait until your »
i research project is 97% finished and
Ll L then you accidentally hit ‘cancel’ , ;
wery hard to hit = Gryphon: Clese to being as good hnm.lu-““
as the Dragon. No chgar though. 16 absort lots of damage. THE BOTTOM LINE :
Very in depth. Lots of flesh 1o get -
T‘:’ "'"'Tl o your teeth into. It just doesn't quite
have the hook that the
average games player will

be looking for.

THE BOTTOM LINE
The A1200 packs that
20 exira punch that
makes the game look
slick and keeps it fast enough to
engage your interest fully.

FEEL HIOHVYWN

Fox: Sicalth model. Dragon: Sirongest, most deadly,
Relatively cheap. Good. top of the line model Aces Migh.

O
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THE

Game: The Ryder Cup
A1200

Publisher: Ocean
Authors: Dave Harrison,
James Shaw, Tony
Mearedith

Price: £34 .99
Release: Oul Now

old on a minute, goll games

aren't supposed o look this

good, it's all oo lush and

gorge. To use a/handy
raleranco poent, i1'8 vary I'|'|Lﬂ'| we =
The Golf Game, with minutaly detailad
courses fading off into a hazy horzon.
Deser courses look hot, leafy courses
0ok cool and vardant and at any moment
| seems likely that goblins will stumble out
ol the trees ("‘Rough’ - Ed). Unsurprisingly
for a game based around sensible
trousers, they don't

TEED OFF

| don't like real goll for many reasons, nol
least because I've only played il a couple
of times, Although | had a fun time, |
decided thal next tima | leal ke going for
a walk and playing a game, I'll take a
frisbee and tramp around Chaddar Gorge
the scenary's pretiier

S R R e

e N

Than there's my burming hatred of gol!ors.
I'm not a particularly nice man, but |
reserv@ @ special dark place in my
wbswdian black heart for peoplc who insist
on ruining (Mo countryside with Ehair ity
sprawling go!f complexes, and fhen erect
‘Privale Propanty” signa o you can't even
walk across them. | live for the day that |
can drive across St Andrews
Monster Truck on the last day of the Open
scroaming profanies at those assembled

FORE!

It's odd then, thal I'm a bit of a fan of gol
gamas, because wheraas goll (the dumb
pastime) is a ba cheesy and nall
goll games are oddly compulsive. |
pul it down to the fact that since
tha action's split nicaly into bried
moments of activity and little or no

sound, you can walch TV and play
it at the same tme. But | digress

Most golf games take forever
o draw the course, but in this, il
Bppears instantly, and

5 in Bigloot the

T = [ 5
S — ‘;' ‘T’!F'h'
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Real golfers (damn their corrupl touls) make choosing clubs sound like
seme sort of religious deal, but woods hit further than irons. Is that hard?

“The crowd grows silent as young golfing sensation
Cameron Winstanley steps up to the tee. As usual he’s
looking very stylish in his camouflage gear. Hold on,
what’s that he’s pulling from his jacket? It’s a gun!!

Y PER CUP

A1200 VERSION

W3IHAYW ONIZEN1O



A lairly seir one.
Pt ver say 1 hate golters?

even when you look around, it scrolls in
gither direction. This is most impressive,
especially since the graphics aren’t
compromised al all by this rapid update
Ancther greal idea is the control
method, or rather methods, because
there’s three of them. Thera's the standard
goll game method of winding the power
up, and then gatting the shot 1o go straight
by clicking on a line, which is a great
gystem for when you wani 1o deliberately
curve the ball, but | prefer the second
System, which uses a power bar and a
itie moving sight aimed at a golf ball. The
third method's ke most dan games use,
with the sight wobbling randomly across
the golf ball, but I'm not a fan of that at all

CADDY SHACK

The automatic caddy offers up tha bat
(Cluty’. - Ed) it thinks suits your position
best, but onca you've played a lew games,
you tend to leam what'll be best. It's
undortunate that once you've masterad the
controls, there isn't a harder ‘prolessional’
mode 10 work on, because it quickly gels
2asy 10 easy lo knock the ball inlo the little
hole thing ("Cup’. = Ed) with a few lives
femaining (‘Under par.” You just can't get
ihe staff these days - Ed.)

Once you've taken the shot and the
ball saits off, you can choose o waich it
from the golfer's view, or from a slightly
more exciting reverse angle. This positions
#ou somewhere between the hole and the
goller, and you get to see the ball whistling
pasl you, but curiously in this view, you
don't get lo see he goller in the distance,

THE RYDER CUP A1200

GAME REVIEWS

which is a bi
confusing. Equally
odd s thal even
though you're the
only human within
20 miles of the ball,

each strike of the

ball is accompanied . T .
by claps and e w
chears, Scary M

MASHIE

Thara's an option o
over-lly the course, which is supposed lo
give you a clearar impression of the holes,
but since this flight path’s in a series of
stills it's all horribly conlusing and next to
uselass

The game’s centred around the Ryder
Cup, which is a yearly altair batween
Amaerica and Europe. The names of the
players are familiar, but you can stick in
yOoUr own riames amongs! the Seves and
Woosies. Up to four players can compele
as parl of either team, and there's plenty
of variation over the four days. As well as
the singles matches, thare are foursome

gamas, whare two players
work as a team with an
option lo ftake altermate
shots on the same ball,
which could lead to all
sons of fallings out if
you taka it 100 serously,

HUNGRY

All the team game oplions
and nice graphics in the world
can't hide Ryder Cup’s flaws thowgh. Four
courses simply aren'l enpugh, and they're
not particularly challeniging. For most ol
the holes, it's simbly a matier of whacking
il as hard as4fou can, and | was
disappoivted 1o s6e a distinct lack of tree-
lined goglegs that require careful mid
range shots. Another great golf game trick
i5%0 put the hole on an island, lesting your
Power control, but again, thane's very liftle
of this sorl of thing.

The way the ball bounces is often
batfling, with it eithar stopping dead or
whooshing onwards, but maybe balls do
that in real life, | don’t know. The putting’s

g
g
i
2
:

is, there really is nothing to do but get the
power right. However the shot making around

the course is as complex as you want it 1o be,
including hooks and slices. This game is great

tun if you play the Ryder Cup. You get a real
feeling of competition and the option for two of

you 1o play in a team against two computer
players is far and away the best. I'm going to
be trying to keep this copy for mysell.

® STEVE FARAGHER

“Knock the
ball into the
little hole
thing”

100 easy as tha he of the
green only affects the
spaed, but nol tha
direction of the ball, so
there's no need to aim
the ball slightly up a
stope fo curl it round
Maybe it's because
the game's concerned
aboul gatting the leel ol
the Ryder Cup tournament
right, whereas I'm into
playing flashy (and
obviously arcade inspired)
compater golf, bul after a
few days, I've siopped
admiring the scenery, and
staried wishing that it was a
lol more exciting. And my hatred
for golters is bumns Unabalad

® CAM WINSTANLEY

UPPERS
Up to four
players, a good

variety of team and single player
options and the “thrill’ of
participating in the Ryder Cup. It
updates quickly and looks fantastic,
and three different control options
let you choose how you play it.

DOWMERS Four
@ unchallenging courses

make for a limited game lite,
the fiyover view's useless, and I'm
not entirely won over by the game

mechanics (the ball movement looks

especially awlul). It's all a bit too
linear in fact - too “hit and hope'.

HIMOd YVOIRY

THE BOTTOM LINE
It's a gamae that looks better than it
plays, and that seems to be aimed at
the golf enthusiast rather than
sports sim fans. H you're after a
single golf game, I'd tend to go for
Nick Faldo, but due to the team
game, this would make an ideal
addition to any golf fan's library.
Frankly though the price

is just a litthe too high for

this kind of thing.

YE6L HOHYNN




LELUELE]
minute - what’s
all this about?
Eh? | don’t
understand.
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Game: Mega Motion
Publisher: Black Legend
Authors: Extend
Productions

Price: TBA

Release: Out now

ega Molion is one of those
games writhen (0 delibarately
annoy irmitable stafl writers on
deadline. For a starl, even
calegorising it is pretty difficult. Isita
puzzier? Yes. Does it involve an element
of strategy? Yes. Do you need

game, isn't even the whole story. But |
reckon |'ve wasled enough space in
introduction already, so I'll stan by telling
you aboul the game and why we decided
that chain reaction set-'em-up was the
best we could do. ]

CLACKERS
There are 100 levels; broken up into four
categones; aasy, average, difficult and
very difficull. Each level is a screen in size
Ses the grabs on this page to get a batter
idea of whai the game Jocks like.
You control'@ “thing'. That's righty |
know | get paid loads and loads

1o be relatively dextrous 1o [ 5. €. 5. K. S of maney to write these

play it? The answer is e

again yes,

S0 what's the
problem, you may
be thinking. Well,
it's like this, How
often do you hear
the phrase
‘dextrous puzziey i 3 o
sirat me' bei Fmr o
uumE 1?'mm;n:n«.u'-' Nolng @

g
el
evenweni o the trouble of

__ghecking thiough every single
| magazine published by Future ever and
il onlymanaged to find the phrase ofte,

And that was in a bata copy of Amstrad”
Action’s personal subscription advertising
papes. The phrase was eventually
dropped because they ecided it just
wiisn'l going anywhere.

" Now, bearing in mind that | haven'
@l come up with & definition of Mega
Motioh, 'l tell you whal we (We being the
collective mind of AMIGA POWER) came
up with. We decided that it was a chain
reaction set-'em-up, Thal, as someong
somewhere would say, if they saw this

Where’s the
gun? Where’s
the platforms?
What sort of a
O game is this?

AMIGA PDOWER

reviews, but ‘thing’ is the
bagtword | can think of
o describe what you
cantrol] a thing
(Undess of cowrse |
called it a frenatic
kinetic mimetic, and
got firad again).
Now this ‘thing’
usually consists of two
gpheres connacted by a
= rod. It's not always two
spheres and one rod though,
somelimes thare's more spheres and
rods (and there's always one rod less than
thé tolal number of spheres — 50 there you
go), Again, if You're having difficulty
Tollowing me, look at the pictures again.
¥ou have to guide this ‘thing foward
the axit an tha level. This is nol as easy as
it may sqund. For a start, there @re
hendishly placed obstacles of varying
degrees of dificulty 10 traverse and
negotiale: Ta complicale things, thare's a
tima limil Which you can overstap. Hl yiou
do, howawver, you don't eam as high 8
bonus on level completion, Doesn'tSound




ke oo much
of a problem
sofar, doas it?
Wedl,
added to all
ihis ‘reach the
ol’ trickery is
the motion of the ‘thing’ itself. It constantly
mtates around a fined axis. The fixed axis
baing one of the sphieres thal constitute

hadhing’, Follow me salar? | do hope 50,

CRADLE

Using the mouse, you can change which
sphere constitutes the fiwed axis. Ergo,
you can mowve your Thing' in &ny direction
by eonstantly fixing the frée rotating
gphere. i you don't follow me so far, lel's
iry again (Yos please. - Ed). We'll stan
with the simplest ‘thing’} ohe made up ol
two sphisres. Ona ol'the two Spheres is
ahways fixed and the other sphere rotales
in & 360 degree around the fixed sphane:

A toe o’

Incidentally, you can
change the direction
of this rotation by
clicking the nght
mouse buttang
clockwise of anti-
clockwise, vary
handy When bashing
bashable obslacles. To maove, You wait for
the free sphere to rotate round to the
directon required-aRg T I with your lelt
mouse button. Repeat these actions and
you'll mgwe, no problem. Gel the hang of
this, and you're well'on the way to
complete conlrol (I'm well on the way o a
headache. =Ed).

CHAINS

Get to grips with the motion on the
easy levels. Then concentrala on
the obstacles. Checkout the boxout
for some moré info on these
obstacles. Some are just plain
blocks that have to ba bashed with

number of imes. Others are bombs which
sal up chain reaclions by blowing up
neighbouring blocks (hence our chain
reaction sal-'em-up calegorisation)

Thara are skulls which create solxd
diamond-type walls, If you hil these.Walls,
the colliding sphare dies. Obvioasly, i your
‘thing’ only consists of two spheres, you
lose a life. Maore sphares than thal means
you may sl live.

Somelimes there are plain walls that
can'be bashed out. Hope is at hand with
the swilcher blocks. These reveal secrot
doors and fBMove Some unnecessary
walls. Sometimes though, it isn't always
good, they can also reveal the nasty type
of secrat walls. Other lite goodies include
keys and the locks that they open, mover

your free sphere a sel

3] (B

EGA MOTION |

-
2is 4 EI0)

blogks and extra lives, score bonuses.and

focks and slongs.

Right, I'veé reached here and haven'l

Actually told you whatd think of the

game. [ like it. I's one of those

games that bails you, hooks you

and pulls you in. At first, you play
it with a detached indifference,
Ihinking “well it [S pratty Agvel™.

o ﬂ Thig nexdt thing you know,,you're

Swaating pints trying to work out
tha basi approach. For axample;
# onlevel 30, it's a matter of

expenmenting and findingoul whera
the Kiling walls are going 10 Appear
when the skull icons explode. Then you
hawve o plol an
appropriate route home.

So thare you go.
Mega Motionwill be a
turn off to shoot-em-up
and platiorm fans. it
should hook anyone
else. It's different,
original and abit
strange. ItTlalso help
davalop your sensa of
gidetic imagary (| fall
asleap with a mental
picture of another
method o useto
complete level 30)
Luckily there is a
password system to let you retum fo
particularly dificult levels,

Thene's just time for me 1o give a
quick ménticn to the sound. IV's nice. The
‘thing’ sounds like a third oclave D'sham,
being played on a piano keyboard when
you mowve it Al in all, the sound adds 1o
the fun whereas the music soundiracks
drive youlo' distraction. Got it? Good.

I'm not going 1o say rush out 1o the
shaops and buy Mega Molion now. It's an
acquired taste. But me for ona, I'm going
to have lots of fun until | finally complate
the whola,game and thatll take a while™It's
a challénge, thal's for sure.
® STEVE McGILL

THE BOTTOM LINE
Mo difference. It's not a

A1 00 game that relies on
flash graphics or

speed. So who cares?

HIMOdd VOINY

HOHYW
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DANGEROUS STREETS CD32
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Pay attention! Stuart g o of e ¢

, Game: Dangerous Streets @
' Publisher: Flair w
Authors: Micromania o
| Price: £25.99 o .
| Release: Out now LI H
-
(1]
-
~

%
L1

| ill you do something for me,
I chums? If you gat this gama in
| your CD32 bundle, or if you e y
somehow come by a copy in 3 ¥
| some other way (God lorbd that you should b - -f( -
actually go oul and delibarately buy it), will you o - " - 3
I do me a favour? Will you IMMEDIATELY take - . "-"‘F-_-:-: 1'Fm'- g I
! tha CD out of s case, make five or six big ol s i ] =] =
scralches across the surface with a nail or a o P )
! Stanley knife, then lake a hammer and a e el —
smash it into lots of ittle pieces (Ul break
easier if you've scraiched it, you see), then a
; flush tham down tha tollal. Or prederably D cl
burn them o litte twisted maltad lumps
then flush them down the lodat. Whatever
you do, DON'T be templed 1o play i first
Mot even once. Because il you do, Il tell
. you what'll happen

[/ ]
w
-]
w
Li+]
| SPLIT SIDES ]
-
S
=
@

First, you'll laugh so hard that your brain

will be starved of oxygen and you'll lapse

nio a coma, but thal's alright because

. medical lechnology is wery advanced

' these days and they'll probably be abla

1o révive you without oo much trouble

Afer that, thaugh, you'll stick the game

n the botiom of your game drawer

(NO! BURN IT! BURN IT AND

SMASH IT! DESTROY IT!
NOW?T) and forget about it. Then
one night weeks or months

nto the future, you'll be oul

with some of your

males, maybe down the
pub or al a party of
something. You'll get

a bét drunk. You'll

bring a

MARCH 1994
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The ether point is for this quite pretty
backdrop. With a deer in .

L R

Just a mement ago, these were two perfectly

normal people...

EEELLIT




Scizing his chance, Teay made a
leap tor it and jumped clean off
the edge of the screen.

=
Th S Ak kA

%

il J}
Mayeh.
of your chums back to
your house for a cup of
colfee or a last couple of
lagers or whataver. Suddanly, in
your aicohol-addled state, you'll have a
great idaa. “Hey, I'va got this really funny
game,” you'll slur, “Get a load of this!™
You'll load up Dangerous Streets. You'll
start to play it, as you all giggle in that
pathatic, hystarical way. After a minute or
two il dawn on you that no-one else is
laughing any more. Your friends, suddenty
sober, will be gaping at your new stale-of-
the-art games machine with barely-
concealed disgust. All at once theyll
remamber thal they have lo be up early for
work/college/schoolwashing their hair in
the mormning, make their excuses and
humedly leave. They will never speak 1o
you again. They will tell everybody they
Inow. You will be shunned by society, lose
your job, and probably your home. You will
become a sad, lonely alcoholic. Finally,
wasled and withered, lost and unloved
you will e in a cold gutter, of shame
Don't let it happen 1o you. Just Say No
| know what you're thinking. You

women in videg ﬁ

“l"'l James! | ‘

DANGEROUS STREETS CD32

think I'm exaggerating,
don't you? I'm not. This
game = and I'm nol joksng -
could singla-handedly dastroy

the credibility of the CD32, beyond

repair. It's the lsad game in the bundie that
mast people will gat thair machine in (i1's
actually called the ‘Dangerous Sireels
Pack’, for God's sake), and hence
probably the first one theyll play. If they
then tackle Oscar and the actually-gquile-
good-ish-but-none-too-friendly Diggers,
they'll probabdy take the maching strakght
back to the shop there and then and
demand an SF2-pack SNES and two
hundrad quid back. You're not gaing to
bebeve how dreadiul this is, bul I'm going
1o try 1o explain it to you

CRUCIFIED

The first thing that happens when you
load up Dangerous Streets is thal it
gives you some insiructions fo read
through, The first of these
instructions tell you how to load
the gamae. Jasus. The rest of the
instructions
repnsa the onas

These are the eight characters in the game. When you play in Tournament
mode, your next opponent is selected by a random spotlight flashing across the
screen. f it ends on someone you've already fought, the game simply picks
someone else and tells you (in a truly unpleasant, badly sampled accent, by the

wary) you're going to fight
them anyway. Rather than,
say, making the spotlight
actually flash onto the new
character, or anything
complicated or difficult like
that. How crap is the
programming on this game?
Crapper than I'm allowed to
say, that's for sure,

“Did anyone ever lell you you've got a

really cute belly-bution? Ouch.”

printed in the manual, which is 1o say thay
give you nolt even the most elemantary
idea whatsoever ol how to actually play
tha game. Which button punchas? Which
button kicks? Why does tha blue button
have the same effec! as pressing "down’
on the pad, bul only hall ol the ima?
These, and any other questions you might
have about the control of the gamea,
remain unanswered. Then you star
playing the game and you realise why
You don't need them

GO ON - HIT ME

Pick a character, any character. Walk up
to the computer opponant and press the
punch bution (hil them all, and you'l
descover that the yellow one is the one
which actually appears 10 launch any kind
ol uselul attacking move). You'll score a
hit, probably. s important thal you try nol
to be distracied at this point by the
spectacularly dismal animation or the eye
wateringly poor backgrounds, as theyll
anly make you hose concentration and
forget which button the ‘punch
one was again. Also

i don't go wandering
around the room
looking lor

P

c. It's not completely, totally awful if two

players approach it sideways with no

Oh dear, this review is starting 1o look a little
preconceptions, and then suddenly play strictly

tfor laughs. Making sense of the fighting moves
takes a while and you can spend as much time

wrestling with the dodgy programming, as you

do with your opponent. There are some
graphics and completely stupid characters. |

laughed, a bit. Alright, it's crap.

@ CHRIS LLOYD

imaginative moves, colourful, if amatuer,

the badly-tuned crackly radio which
appears to be broadcasting the sound of
somaona with really bad laryngitis hacking
up a throatful of watery phlegm inlo a
broken microphone from undemeath some
thick blankets. Thal's the game sound,
that is. (And simply try to ignore the dire
19705 Eurc-pop background music.) Fix
your atiention firmly on the screen, and
continue 1o hit the yallow button. Although
thana's no visible or audsble diference
batwean successiul and unsuccesshul hits,
aventually your opponanl will buckle and
fall to the floor, seemingly arbitranly. You
have won a round, Repeat the process
once more and you'll have won a bout
Repeat the process again, but this time
against a deflerent character (there are
aighl, and you have 1o fight them all
including a bout against yoursel, as is
traditicnal. Although it's nol quite as
traditicnal for your clona to be dressed in
exactly lhe same colours as you and
hence completely indistinguishable, but
hey, let's not be nit-picky). Try 10 retain
your suspension of disbelel as one of your
computer opponents suddenly changes
ing & sobd reclangular biock of sleel as a
defence, or inflicts their 'Hair Gel Attack’
on you, Take a moment oul to wipe the
tears of mirth/desbeliel/embarrassmant
from your eyes, in case you Impair your
vision in later years, Decide that now
would ba a good time 1o stop playing
belore you do yoursell an inpury of some
sor, or have an accident in your trousers
Go round to Flair's office. Laugh
hysterically uniil they call the palice

® STUART CAMPBELL

UPPERS "
Get out of here, ﬂ'}
R
.
DOWMNERS Abysmal
graphics (they might look
alright hare, but wait till you
see them move), woelul sound,
staggeringly bad animation,
Incomprahensible control, and it
tells you the loading instructions
after you've loaded it up. | killed my

you really ought to get a load of the
artwork in the manual as well.

. THE BOTTOM LINE
The worst game you're ever likely to
soa on the CD32. I you've never
played international Rugby
Challenge, probably the worst game
you're ever likely to see in your life.
Don't let anyone who owns any
other kind of games machine see it,
we'll never live it down.

Definitely worse than
Doolus (4%, AP33), so...

HIMOd YOINY

THE BOTTOM LINE
A1200 owners with more £10 notes
than brain cells can waste them both
on a floppy vershon which is much
the same, AS007 Look, you don't
want to know...

F6EEL HOHVIN

O



Can we resist saying
something stupid
like ‘ahoy

mateys’? No,
thought not.

Game: Pirates! G
Publisher: Micrc
Authors: In ho
Price: £29.99

FENCING: Sireer 1 this isn't. You
Pighter Release: C

gei three attacking moves and a block,
‘and control respoanie i3 so delayed that
your only hope of success is to hammer
away at the attack buttons and jiggle the
joypad in random directions and hope for
the best. You can improve your chances
by selecting ‘swordlighting ability'

from a linn of special
characteristics at the start of

the game, and you can

choose ditferent swords,

bt otherwise ii's pratty

much hit-and-hope stul of

the easiest kind. :
distinctly samilar, Py

came out on budget Iro

Kroe not bang aga), but the
MAVAL COMBAT: This is a more Ia is obder than lima itsedl,

orth), and yoor
ulimale 3 is 0 move up a ranking

MARCH 1994

be to charge straight at your target and
attempt 1o plough through the oppotition
before they can overwhelm you with their
(usually) superior numbers. Succeed, and
you're back to the hand-
to-hand bit again
 ampway, hurrah.

AMIGA POWER

O




PIRATES: GOLD CD322 GAME REVIEWS
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Ay Margue, errands or missions 1o perform, rewards for . O happens - you recruit crew here,

captured enemies and so on. It's also where you'll get the **‘-—-.. eateh up on all the latest gossip,
chance to meet lots of babes, whe you can try oul your pirate buy bits of treasure maps from

charm on, with varying results. drunken old sea-dogs, and find all manner of low-lile who you

can challenge to hand-to-hand combat in order to extract |

yz i _ rewards of information from them. Just like my local.

OCA/P l : *"._t The only reasen for going here is to divide up

(_-‘ .?' ﬂﬂ:iﬂ:hhﬁﬂﬁ
encepl one are sold, all your goods are sold,
£ (’é}\- and all your crew disappear with their ill-

I- : . <(~ gotien gains, 5o you have to stan recruiting and

plundering all over again. You do get lo increate

'{»‘} your personal fortune, thowgh, and you get Buy and sell goods here, Beware
‘ . the chance to move up a difficulty level, though, if you develop 1oo bad a
v v Ofc\ where both the rishs and the rewards reputation, the merchant may refuse 1o '
‘} ‘.[ f trade with you. And if you can't buy !
- 2 1" foad to keep your crew fed, you'll run

4 O Ly 10 enbed i v { : il
ponts) ially you won'l got \ asic b -0n-0ne
amywhere 1-;-;! by playing the good guy ; E STORMY
caplain/guard‘whatover, a naval lussla The other thing that
BI-ACK HEART batwaen war ships (obwviously), and a knocks a big holo in this
o way or another you'ra going to have stralegy-ish bit where you attack atown by actually-rather-nice
10 get blood on your hands, and Ihis is one  land, using your entire crew. The latier two  offering is the sailing

This ks your cabin, where you heep your important
“mmm“.‘h“‘ﬂtﬂlﬁlﬂ-

FENYsd VOINY

=
; | : Crew is pleased ;

. - p " Goodz 0 tens
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AMIGA POWER

realism. Your crew always travels ai the
speed of the slowest ship (you build up a
flel throughout the game by capturing
other vessels - you can'l just buy
which i another reason you don't get
anywhada without fighting), and because
they'ne sading ships, you're al the marcy
of the wind. Try to sail a fleel of
warships across tha width of
the game map (as you must
Somatimas o) wilh tha
wind against you and
Sluck looking al
spnte aganst a
background of plain blue
lor anything wp to 10
minutes at a lime. There's
no speed-up-time 1'\3::“.-"'
(wall, you can hiddia with your
sails but to prefty minimal elect)

you can’l just sel your course and go for a
cup of bea, yvou actually have 10 sit thane

@I

doing it and it's unbalievably, astoundingly,

knuckle-chewingly Boring. This, finaily,
was the thing thal made me give the game
up In disgust after a pretty thoroughly
gripped weekend, and | something had
bean done about it we'd have been
looking al at least 10% on the final score

PAST, TENSE

I you can’t be botharad going to alf the
trouble of building an impragsive caroer for
yourself, though, thera's an allematve

L] ]

The gama comas with hall-a-dozen
historical preset scenarnos, a bit like the
ones you get in Sim City. Here you can put
yoursell in the boots of one of a number of
real-lite pirates and sea il an make a
betler job of thedr various alions than
thay did themselves, which is both an
interesting dowwarsion and a good
idea i you just want 1o play a
relatrvely shon and snappy
gamé with an obvious
linishing point, rather
than the open-anded
empirg-building ol tha
main lormat. Even that
though, can be played in
ona ol six different imea
peniods, each of which hold
their cwn ditferent opporiunitias
and dangers

HAR, HAR, HAR

These options, along with the different
ways in which you can approach the game
{do you go for a small party of fast ships.
picking of juicy fat targels and pillaging
@vary port you enter, or amass a massive
and powerful armada of slow-maving but
heavily-armed war galleons and simgply
staamralbar all oppOsilon, !alhl"l_i the seas
with holds rammed wilth gold, but nisking
discontent and mutiny amongs! your
crew Do you serve your chosen
govemment faithiully and become a

Fwata tradsard map
homezeliri menr Sanba

respecied caplain, or allack anything that
mowves and eamn a fearsome repulation
but have o always be walching your back
lor pirate-huniers atter the fat bounty on
your head?) is what makes Pirates! Gold
80 I"1|:‘.;h';%§lf'2]

COME CLOSER

Thera's more o Pirates! Gold than this
you have to charm the daughlers of island
governors in search of a wile (to improve
your social standing), rescue Kidnapped
members of your family by retrieving

IgSaw pachs ol maps from vanquishad

foes, keep your crew happy by regularty
viding up your spoils, search for bunied

discovered that with some practice | was able
to develop into a good swordsman and an

excellent general (as well a5 a modest one).
Although | have to agree that sailing long

distances can be rather dull there's always

the possibility of a chance encounter to liven
up your day. I've played this game in all its

versions and the glamour doesn't seem lo

pale. It's a real classic as far as I'm
concerned. it would be nice, however, if they

tinkered with the game mechanics a bit for

Unlike Stuart | enjoyed the fighting and

UPPERS Engrossing
@ atmosphere, and though

you're doing much the same
things all the time, it never actually
feels repetitive. The historical
campaigns are a nice oplion, oo,
and you can save your game to the
CD32's built-in memary. Nifty sound
and intro sequence, obviously.

DOWMERS Salling

across half of the Atlantic

against the wind for 10
minutes to get to a different location
is more tedious than you could
possibly imagine. The fighting
sections are, er, basic.

THE BOTTOM LINE
A couple of glaring and unnecessary
flaws stop this from being quite as
much fun as it ought to have been,
but mostly because of the excellent
atmosphere it's still a generally
pleasant way to while
away a few CD32-ing -
days. Pirates! Platinum 14 =
should be a corker. —
treasura, all the usual piratey kinds of
things = but essentially it’'s a prefty simple
lramework nsida

which you'll never find
yoursall short ol
something 1o do. It's
hard lo put down once
you'ne info it, bul a low
ol those long journeys,
of seaing an hours
hard work go down the
drain because you
forgol to save and thin
arbitrarily lost a
swordfight, will soon
have you swaaring ‘

never 1o load it again
Shama

® STUART
CAMPBELL

their new versions, rather than just tarting up
the graphics every time. A féew more oplions
would make the game worth buying for those
who've seen it on other formats.

® STEVE FARAGHER

FANTASTICALLY FURIOUS FENCING FUN

Still, even if the game feels like a series of extended
Justifications for getting inte swordfights, at least it's not
boring. Afer all, look at all the different places you get to have
them in...

L]
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a big prize. And indeed such a prize
will be elicited - if, erm, whoever
provided the tips could just let me
know who he or she was.

BADDY TIPPERY

The majority of baddies are pretty
lethal. Seemingly cute little lizards,
beavers and foxes may not inflict
much damage, but still polson
humans. The druids (in grey) and
priestess (in red and green) will fire
at you. Only the small puppy (action
games only) is truly safe, and hence
should be blown away with the
biggest gun you can lay your hands
on. All monsters can, and will,
negotiate stairs (so bear this in mind
when scarpering), but many won't
follow you through doors (bul be
warned - they can if they want to).

PROJECTILE WEAPONS

Best used for backup more than
anything. The best ones to have are
the Assault rifle, Auto gun, Mini gun,
Super covert, Grenade launcher,

Imperial Auto and the Mounted
Machine gun. Anything eise isn't
really worth the bother. Don't
overload on ammo, one clip per gun
Is enough to get you out of a tight
spol. You should be using a laser by
now anyway.

ENERGY WEAPONS
Of course the snag here is that
(along with the Assault rifle and
Rocket launcher) once wel they are
rendered useless. Nol to fret though
= the way to get around levels which
need lo be executed underwater is to
use a Watertight or Part Waves speil.
For power without mass, you
can’t get better than a Particle Beam
rifle or a Neutron Flux cannon. The
Disrupter cannon Is located in the
second temple; collect it if you will,
but remember that it is only effective
in a large area and should not be
fired in close proximity to other party
members. Take all laser packs that
you come across - you will be using
alol. Flamers are alfected by waler,
but a Good Thing is that you can fire
them through a force field and kill
monsters on the other side. Sentry
guns are a nice extra, but have no
special uses and so should be
sacrificed in a having-too-much-to-
carry situation. They save you ammao,
but in contradiction to the manual, it
is possible to get shot by one.

MULTIPLAYER ADVICE

Locate an object that from

experience you know another player

Is likely to seek out. Pick it up, place

a mine underneath and hide! Their

greed always gets the better of them.
(Chortle.) Another sneaky move
Is to hang around at the top of a
lift shaft and when somebody
gets in the lift, nudge a block
over the edge. They'll be dead
before they reach the top!

Coming in to land in the worst

nightmare you ever voluntered for.

{Psygnosis)
Jasper Druil of Holtand (™You ain’t much, if
you ain’t Dutch,” Jasper reminds us) sont

Some days you shouldn't
get out of bed.

(Psygnosis)

“Here is the level codes for Bob's Bad
Day,” says Tim of Lincoln. Lel’s just hope
that his game playing is shghtly more
accurate than his grammar. Hare's a
salect few lo help you out

Leved 15-WDPDEWOF Level 20-VOPEFWNG
Level 25-TCKFGXOH Level 30-SEAGGVPH

BRUTAL 5POF

(Millenium)

Here is soma uselul advice for the game-
playing man's international Rugby
Chaltenge from Matt Smith of Bristol, with
a final password from Rob Newion of
Prestwich

BONUSES

RABBITS: Charge towards the goal in a
g-zag lasheon and run it in

WALKING BALLS: Run into the goal
maouth and wait for the ball 1o follow

ICE CUBES: Use when the opposition is
nearing your goal or when near the centre
ling. They ane also uselul if you want to
give another player a good kicking
TORTOISE: Boot the ball away instantly!
LIGHTHING: Use this anly whan you'ra
oL iN POSSa5SSHN

BUBBLE: Charge!

BOMBS: Run 1o the goal mouth and tap
fire, but be careful if you have tha Rabbil
because you can run into your own
bombs. And nevar (aver) hit a man with
Bombs on. It isn'l nice

PLAY TACTICS

Al the start of a match, run your
uppermost player over to punch his
opposite. When the screen re-centres
itsall, dive on the cenire lorward, stomp on
his legs and the ball should ba yours

/

P, P

At
—_—

i o

vavaa

in a slightly mare coherent
version of the codes we printed in
issue 32 and a cheat (with in fact
proves 10 be mord usedul than all
the passwords pul together)
Enter, then, the password as
SHED SOFTWARE and a message will
appear informing you In no uncartain
lerms thatl you now have unbmiled ammo
air strikes and s0 forth

AD DAY

Livel 35-RCKHHX I
Léval 45-00PLIWOK
Lowvel 55-MEALLVOM  Laval 60-LFFMLUNM
Level B5-JBFNMYOMN  Level TO-IDPONWPRO
Lavel 75-HDPPOWOP Level B0-GFFOQPUNGD
Level B5-EDPROWOR Level 90-DEASOVPA
Level 35-CFFTAUOS  Level 100-BEAUSYNT

DON'T FORGET

TIPS COME IN EVERY SHAPE, FORM AND
SIZE - BUT AS LONG AS THEY'LL FIT
THROUGH THE AMIGA POWER LETTER-BOX
WE'LL BE GLAD TO RECEIVE ANYTHING
AND EVERYTHING. PLEASE WRITE TO:
COMPLETE CONTROL, AMIGA POWER, 30
MONMOUTH STREET, BATH BA1 2BW.

Level 40-0EAINNI
Leval 50-MDPHEWPL

SCORING

When lacing a trickier computer opponent,
kill off his goalie and kick the ball from
haltway between the cenire and the line to
its right and the ball should land cleanty in
the goal, When a chum is brought in,
locale a sword, take it to his comer, wait
lor a suitabla player to armve and hack the
man down - keep this up lor long enough
and you wipe out Ihe enlire team!
Dragons are an easy opponent (bool the
ball down the pitch and punch anyone
who gets in the way), Rhinos are slighthy
harder (play lor goals) and Goalts can ba a
real problem (defence - in tha form of
hithing and stomping on as many of the
the opposition as possibie - is the key)

PASSWORDS

First League, Assassins vs. Berserkers
T2

220BNSMNP

Top League, last gama ol season with a
ten point lead (S0 you don't
aven have 1o win), vs
Beserkers:

HCZB203MO

YNTYMKRRR

MESSIAH—

And there you have il

W
— .

Surely the refl will have to call it
i3 off with the pitch in that state.
| | Semecone could gt hurl.




MORTAL KOMBAT COMPLETE CONTROL

MORTAL KO

'lllmlipmdm'l get very many
spportunities to laugh in the face of our
Unless

Dixon's offer some sort of discount). Or
hey've got their jumper on back to
tont. Or, more relevantly, if they bring
o Ihe topic of Mortal Kombat in

Amiga
wrsion, Stanford Young of Fite is here
izhelp out with the Death moves, along
W some gameplay advice from
Graham Purkins of Scotland and vital
nla from David Low of London on how

wreach Reptile.

NO

FLAYING AGAINST: This chap is good
athe air and good on the ground, but
s special moves can be easily avolded
wif concentration,

FLAYING AS: The cannonball move
mus! be performed in close vicinity to
player two or you might find that a lot of
e time it s blocked and your nose Is
woved into the back of your head!

JEATH MOVE: HEART ATTACK. Push
"¢ joystick away from the cpponent
wice and press Fire. You must be

sunding right next to your opponent to
mecute the move.

ORTROLY

oy - " *

ALDEN

ALAYING AGAINST: Raiden is the Ken
o Mortal Kombat - a good all-rounder,
tut with no magic strategy to adopt to
jarantee success. I he teleports, try a
wundhouse kick as soon as you notice
tim irying to pull one off, and you
oubd catch him as he re-materialises,

FLAYING AS: Walch out because when
Falden has been knocked down he

lakes slightly longer to get back up on
his leet, and the computer enjoys leg-
sweeping a character after they have

fallen. A few torpedoes, by the way, go
down nicely.

DEATH MOVE: HEAD BANG.

Push the joystick Towards, Away, Away,

Away and Fire. Again you must be close
to whoever you are fighting.

CONTROLS

- -

LIU KANG

PLAYING AGAINST: From a distance is
the best way to tackle this chump. This
will give you time to react when he
thinks he'd like to try oul his special
maove. You probably didn‘t want to get
closeanyway. He's an ugly mother, and
rather too fast for you to block.

PLAYING AS: Supersonic kick a couple
of times in a row - especially effective
vs. Goro,

DEATH MOVE: HELICOPTER SPIN

KICK. Stand about two inches away
from whoever's about to get it Move
Down, Away, Up, Towards and Fire,

CORROLS

- - " -

Y

SCORPION

PLAYING AGAINST: Easy 1o beat on
early levels, he has a tendency to try
and stick a large spear down your throat
before giving you a rather sore chin.
The best way to see to him Is to get In
close (where his special moves are least
effective). Be ready to duck and don’t
forget that the harpoon can be blocked.
Pull off a successful block and a couple
of flying kicks
will go down
well.

PLAYING AS:
Use the
harpoon,
uppercul your
foe and perform
a hefty fly-kick
topped off with
a roundhouse.
This takes
almos! half their
life in one go.

_Rellin’, rellin’; roliin'...

Teleport punches are annoyingly
sneaky for any opponent as too.

DEATH MOVE: HELLFIRE
POWER.Position yoursell about two
inches away. Pull Down, Down and Fire,

COMTROLS

SONYA BLADE

PLAYING AGAINST: Keep your distance
as she's a gal with a long reach. Mind
her leg throw - it's particularly nasty.
And another thing, don't jump around
too much or she'll Superman you.

PLAYING AS: Be wary of the leg throw -
upside down in a hand stand Is rather a
vulnerable position! Her speed and
back-breaking leg toss can prove fatal.

DEATH MOVE: KISS OF DEATH.

Standing anywhere you fancy, move the
Joystick Towards, Away, Away and Fire.

CONTROLS

- - "

SUB ZERO

PLAYING AGAINST: In combat Subby
behaves much the same as Scorplon.
As he fires his ice weapon, block it and
let rip with a flying kick preferably
before he has had time to recover.

PLAYING AS: Freeze your opponent,
uppercut him or her, and re-freeze the
sucker - this is easy and extremely
effective. Your ice weapon is
particularly good in defence against
Raiden's Terpedo, freezing him in mid
flight. Both Sub Zero's and Scorplon’s
special moves are excellent against
Goro as you can keep your distance and
Inflict maximum damage.

DEATH MOVE: HEADPIECE: Move in as
close to your stunned opponent as you
feel comfortable and then move your
stick as follows; Towards, Down,
Towards and then hit the Fire button for
execution.

JOHNNY CAGE

PLAYING AGAINST: Mind this lad's
uppercut. And if you are roughly half
the screen apart and he doesn’l seem to
be advancing, a shadow kick may well
be heading in your general direction. It
can be avoided though by using a block
then a leg sweep.

PLAYING AS: A shadow kick followed
by a flying kick won't do much for your
opponent’s spirit. His vast range of
moves if used in the correct order can
make him a real winner.

DEATH MOVE: Towards, Towards,
Towards and Fire.

EONTROLS

L -

L

GORO

Keep your distance (Goro has a long
reach and won't say no to an
opportunity to grab your head and
pound you (n the face several times)
and duck any fireballs that come your
way (get hit and wave goodbye to a
third of your energy). All kicks are
effective, sending him sliding back
along the floor. Scorplon's harpoon,
Sub-Zero's ice and Lui Kang's
Supersonic kick are the most effective
Special Moves.

SHANG TSUNG
The only people he will change into are
Goro and yourself, As you have beaten
Goro and your twin, this should be af
litthe worry to you. Make a mental note
to duck the several green fireballs he
fires at you at the
beginning of the fight.

REPTILE

To meet Reptile: Start a one player
game and play as usual until you've
reached the pit. Look at the moon in the
background - in order for Repty to
appear there must be something flying
across il You must then win twice over
your (computer) opponent and execule
the death move at the end and bingo!
Reptile will appear. Remember that it is
no use trying to block his attacks as
this still drains energy. Reptile has both
Sub Zero's and Scorplons’s special
moves. And he's lightning fast!

HIMOd VOIRNY

PEEL HOHVIN

Don't forget to send in your tips - see
you all next month.

O
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Right then, there’s no time to waste
on wibbling, so Pll just say that
seeing as Cannon Fodder's so
popular at the moment, this is the
first of a series of tips pages, so if
you've worked out solutions of later
levels, send ’em in and get your
name in print.

GENERAL STUFF mission, then press ESC. Your

Use Available Cover: The best way of staying alive is to remaining troops live to fight
keep oul of the line of fire, S0 il you can take out enamies another day, and you restart the
by lobbing grenades over trees, do il mission with a ull team. They'd
Take Out Huts Quickly: It's no use just blasting away at thank you for it if they could
enemy grunts, because as long as the huts are intacl

they'll keep on coming
Charge Hoclm: Lnur:chers: The best way of dispaiching MISS'ONS l '?

rocked launchers 15 1o take a single soldser with no You can’t manage these on
grenades or rockets, and click directly on your largel. As your own? Well stay in the

long as he's moving, the rockets will kand behind him, and playground where you belong
you can gasily gel ino shooting range. Il you try this with and laave the heavy slufl to the
an entire team, the lail-enders always get blasted big boys. These missions let
Give It Up: If you've lost 1oo many of your guys, and you pick up the skills necessary

really don'l think you for survival

can finksh the

at the mine between the bridges
blows them up, usually taking a few
guys with them (3), but beware, the
wrecked brdge 15 booby rapped
with spikes. Rocket the two huts and
hen take oul the guys al the lop
nght (4). Stay a distance away and
use granades, as the approaches lo
thair section are also booby trapped. |

and nothing more Phase 2
Things start to warm Shoot the first rocket launcher (1) then hide behind the
up from here on in ruined huts, Split the team up and send one guy to

grenade (2) and then rocke! (3) the launchars across the

MSSION 8 waler. Once these are dead, send two or three guys over
1o the far side of the waler (4)

Phase 1 Walk the remaining soldier up to the palm iree and
Enemy troops pour out  barrel (5), whera two rocket launchers will self dastruct
of the huts really By moving fast you can shoot the remaining two
quickly, 50 you've gol launchers on the island (6). Pull him back and leave him
o take them oul 1o delend himsalf
ASAP. Switch to With the othar thréa, charge the naxt bunker,
rockels immediately shooting the launcher, then go round the front and
and head for the two grénade the next launcher (7). Head round the back 10 the
huts. Hide round the naxt bunkar and take out the final launcher(B). Make sure
ln : comar (1) and shoot averyons nearby is gunned down belore crossing the
e % 1 the first few soldsers, waler, and then shool averyone again bafore gatting in
.::I‘f*ff&“a 5 then rush in and take the turret (9)

oul the rockel Fire at as many bunkers as you can, and at any long

launchar (2) SI'II.’:»nh"-g ranga troops. I's easy 1o blow yoursall up if you aim 100
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MISSION 8

MISSION 8.3




ciose to yoursell, 50 to ba extra sale, jump out and shoot

anyone who makes it 1o the island MISSION 9.2
Phase 3

It's & long, drawn out approach 10 a pratty intense battie,
but watch out for the booby traps along the way (1)
Assuming you get all four guys to the od drum(2), split
them mio two groups, leaving one lol with all the grenades
and rockels. Take the other two to pick up the 50 heat
seeking rockets that are hidden behind a bush{3)

Head them back 1o the drum, but don't regroup. |
tend to send one man forwards to take out the rocket
launchears (4) and then take him to the native hut side of
the river 1o missile the small hut and cause as much
damage 10 the doors of the huts as ha can. Okay, ha's
going to gel killed, but if he manages to take out three
huts, then it's worth it

Send in the remaining grenade guy to do the same
thing, and when il's all soltened up, bring up the heat
seakers, Their main advantage is being able to fire long
distances over huls, so biast the huts, but leave a lew
engmy troops alive, head past the base, avoid the spike
and wander along tha back path. At the and is a re(5),
which has a four star general power up behind it. Nol bad!

Phase 4
Shoot the soldier coming oul of the tunnel, than grenade
the hut over the trees (1) and blow up the jeep (2). Go and
refrieve your jeep (3) belore bombing the hut, and then
send one guy down 10 shoot the three launchers (4),
faking out the furthest away one with a rocket. If you put
all four guys in the jeap, only two or thréa ever make it out
ol it, so leave ong on the cliff top 1o provide covering fire,
and then jump the jeep into the waler (5). Make sure that
everyona in the jeep forms only one unit, so thay’ll all gol
out at the same time when ihe jeep sinks. Head straight
for the far side and grenade both the hut (6) and the
rocket launcher over the
trees (7). Run

strabght past the gun turred, and KEEP MOVING until you firing skidoo, s0 leap into it, and position yourself so that
rixach the far side (8), and then shool the remaining rockel  the enemy turrets shoot up the huts rather than you, You

launcher. Cross over and head down the bank until you can only do 0 much damage ik this, s0 park up, get oul
can grenade the jeep, and then head over to man the and blast the remaimng turrels and enemy sksdoo, picking
turret (9) and biow up the bunkars, using the same tactics up the extra granades in the centre only if you absolutaly
as in phase one. Simple eh? No, | didn't think so either have io

Phase 2
M|SSI°N 9 Head 1o the top nght of the map, aiming for the little
Phase 1 istand (1) You'll need lady luck on your side during the

It's fairly obvious thal you haven'l enough bombs to blow approach, as the gun turrel’s somatimes a lot more
up all the busldangs, accurate than other times, and could wedl blast you while
but you do have a you're still in the water. As soon as you touch land, rocket
MISSION 9_ 1 rather natty cannon the first turret (2), and then work round the turrets
anticlockwisa. You can either use the turrel (3) 18
btast the blockhouse and enemy gun
positions, but | prefer hiding behind
the blockhouse until it gats shot uw
and then taking out the turrats
with grenades. Eithar way,
you'll have cleared the top
half, and finishing the
level’s a simple matter of
swimming to the bottom
rigiht (4), taking out the
remaming turrets with
grenades and generally
wiling anyone that's left

MISSION 10
Phase 1

The enamy are pratty sharp
on this bavel, so watch out lor
incoming granades and rapsd
gunfire. You've got enough ammo 1o
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Then you need...

THE LA

with Rich Pelley

Would you buy a used car from this man? Would you let him babysit your
children? Well, nor would we, but for Amiga games, Rich Pelley’s your bloke.

Stumped? Flummoxed? Stuck In A Rut? Trounced?
Frustrated? Perplexed? Befuddled? Stymied? Mystified?

Useless? Pathetic? Ignoramus? Bone ldle? Dim Witted?

Abysmal? Slackbrained? A Bit Crap? Dismal? Loser?

Unhappy? Witless? Tragic? Bamboozled? Up The Creek?
Troubled? If any of these terms apply to you, then you really

do need... (Medical attention? - Ed) The Last Resort.

Problems, problems. You think you've got problems? So have these readers. And | can't help them,

“CANNON FODDER, mission 18,

the first and only phase. | can't
destroy the buildings, ground guns or
even get to the chopper on the
bullding centre. Not even repeatedly
hitting my mouse does any good.”
Tom Wood (age 15), Lancs

“Please could you help with the

secondary mission on HIRED
GUNS. | can get as far as entering the
portal with the inscription:

outside, and | have tried following
these directions forwards, backwards,
top-to-bottom and inside out. | can find
the key, but just can't exit the level.”
Mr A Hinchlitfe, Bridlington

“I've ground to rather an

embarrassing halt in a rather old
game called BATTLETECH. | have
fought the last training battle (and
won) and have scoured the entire
planet looking for the Starport, but |
just can't find it. Ou est?”
Habeeb Mustala, Plumstead

“PS Oh, and did you know that in
HIRED GUNS, if you type in AMIGA
your characters will be invincible?”

“I am rather baffled on planet two

of CAPTIVE, Troddo. I've been
wandering around it for ages looking
for an entrance but to no avail. | have
finished the first planet Butre, killed
the professor, collected the space
probe and blown up the generator
room. Is there something else | should
have taken/brought on Butre to help
me at Troddo? I've tried looking in

Jeramy Haddingam, Coventry

PROFRJGUMBY

Mindscape's hint book, but to tell the
truth | didn’t find it at all helpful.”
Robert Lilly, Balham

“In INDIANA JONES AND THE

LAST CRUSADE: THE GRAPHIC
ADVENTURE the bit which has got me
foxed is when there are six skulls to
play in the catacombs and you refer to
Abbess Hildegard's obscure musical
notes in the computerised Grall Diary. |
just cannot for the life of me work out
the correct combination. It's driving
me loopy.”
Gerard Lee, Dumbreck

“Having spoken to Father Fablani

about everything in CRUISE FOR
A CORPSE, gone round 1o the ship
talking to everyone again and
searching through all the rooms, no
matter how long | take to do all this,
he's always still there when | get back!

SPANISHINQUISITION
THECATSATONTHEMAT
WALLYWIGGIN
STILLNOTGOODENOUGH
CHANNELJUMP
ALBATROSS

F'BASY

MYDOGHASNONOSE

What is it that | haven't done?"
Tricia Tranter, Bolton

“The useful advice given in

earlier issues of AP has got me
to the Dragon's Lair in DRAGON
QUEST. The problem s that | cannot
find the dragon nip which you are
supposed to use to kill the dragon.
Where do | find it? | thought | had
located and searched every room on
my travels. Is it something to do with
the items | am carrying? | was not able
to open the door with the code wheel
message on it. | am not sure whether
this has any significance.”
Acbert Lilly, Balham

“In LEMMINGS 2 I've been stuck
on level 1 of Sports for months. |
only have one bomber and three flame
throwers so how do | do it?”
Tricia Tranter, Bolton

0 “In SEYMOUR GOES TO
HOLLYWOOD, | cannot find a use
for the bouncy ball, the dollar piece,
the magic potion, the mallet, the pair of
rubber gloves and the sharp dagger.
Can you?”

D Jetteries, Andover
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Nick Williams, Barking

Richard Bullows, Leicester

A

Frog Lavel 2;
Year :
Quif
Long Ls
Word Lavel 2¢
& - Fred |
Wine Level 28
Grip L
Trap Level 3
Thud Lave
Frak L
Vine |
Jump Lewe
Nill 1
Level 15 - Four Level 3
val 16 - Grip
' - Zing
Jing L
Lido Liwe
Pool |
Hate Lewvel 4

CANMNOM FO

=

&
Y

s

Reed
Lime
Quid
Wing
Flae
Giga
Head
Loop
Sing
Joux
Pink
Gogo
Lets
Quad
Bril
Eggs
Hens
Mail
Soap
Foam
Mok

James Burniston, Nottingham

1 type in JOOLSRIP a:

THE LAST RESORT

CASES CLOSED

Check this out! We've certainly managed to shut up an impressive number of readers this issue.

F/A INTERCEPTOR
Matt Bainton of Bristol had
apparently been trying to
destroy the carrier sub for five years.

“Er, you're not supposed to! You

only have to destroy each
aircraft that takes off from it (five in
all, it memory serves). And don't
forget that if you are too close to the
sea they'll never take off, so give them
some room. Moreover, If you take oo
long about it, the sub will launch a
cruise missile stralght up your bum.”
Kostos Giannakos, Athens

SYNDICATE
Darren Crawford of Bromley was

at risk of going completely
insane in Columbia.

“Use two cyborgs, each armed

with a flamer, a medikit and an
awful lot of patience! (Scanners and
miniguns are optional.) Mop up any
nearby enemies, hijack a car and drive
it outside the complex to exchange it
for an ambulance. Motor back to the
city, sending one cyborg to collect the
parked car, and (by placing the car in
front of the ambulance and using the
group lcon) drive both vehicles back
to where the doctor is waiting.

Get the ambulance driver to drop
a medikit on the pavement and walk
up to the doc, then get back into the
car and drive off ahead. The doctor
will hopefully walk up to the
ambulance, wait a second, get in and
pull away. He Is going to the big
building at the far south point (to the
left of the play area) so you can either
head straight there, or abandon the
car at the gates and take the rest by
foot (this is what | recommend).
Follow him into the building and - hey
prestol Mission complate!”
Matthew Fox, Middlesex

“And by the way, don't bother

with all that ‘twe medikits and
energy shields' rubbish you printed in
Issue 30 when tackling the Atlantic
Accelerator mission = there's a far
easier way. Send in four cyborgs with
V3 body armour each with four lasers
and four gauss guns. Group the
agents together at the back of their
starting point and send out a single
cyborg, laser drawn, to take out the
first couple of waves, letting a few
rockets into buildings now and then
to take out entire attack squads. The

enemy will come 1o you, 50 keep

scanning to keep an eye on the
situation, and if amma runs out, you
can simply exchange for another
cyborg. Eventually when all the
enemy have been roasted and
toasted, head for the buildings at the
top right of the complex and look for a
lone man running in circles inside a
bullding. Go inside, blow him away
and ta-daa! Mission complete!”
Matthew Fox, Ruler of the World

SHADOWORLDS
Chris Aldersey of York had
found a display screen reading:

and just didn't know what he was
supposed to do with it
“Walk up to the door and switch
the lights on. Click the mouse on
your head and move the light so that
its beam is directed to the upper
comer behind you. Shine it onto the
red swilch that you see and the door
will then open.”
Matt Collier, Liverpool

LEGENMI
KYRAN I
Re: issue 32, Oliver Heppelk of
Granthraxx, trouble with
locating Topaz.

“The Topaz is the yellow

gemstone. Mix it with the yellow
flower (a tulip, | think) to make the
yellow potion, and mix this in turn
with the red potion in the Crystals of
Alchemy to make the orange potion.”
Mark Godwin, Ulverston

Re: issue 32, John Richardson
of Hampshire, problems with the
Golden Dish.

“You must place the sunstone,

the garnet, the sapphire and a
ruby into the Golden Dish. (I think this
Is the correct combination. If not, try
varying the gem colours - it may be
random.) When correct, the dish
changes into a goiden flute - use this
later on in the game.”
Mark Godwin, Ulverston

FASCINATION
Neil Grendan of Hastings
couldn't have been more stuck if
he was placed in a strait-jacket and
left to stand in a bucket of concrete.

“In the lobby, take the key ring,

give it to the receptionist and
collect the locker key. Talk to Rob and
Priscle, who will give you a lamp.
Have a cotfee and keep the sugar for
later. Give Priscie the hat from the
drinkers’ bar, under which is a switch
which will reveal the pendant hidden
in the poal.

Now go to the Quantum lab. Your
room will get ransacked, but vital
clues are left behind.”

L Thimbleby, Torpoint

LEMMINGS 2

It appears we may have been

having our legs pulled by Gary
Jenkins of Sidmouth when he said he
couldn't do Beach level 8. | went on
holiday to Sidmouth once, by the way.
| was five, and | got badly stung by a
wasp on the beach who'd flown into
my Cometto.

“1. Why are you stuck on this?

2. Here's the solution. When the
lemming reaches the little grass
platiorm thingies, make him a hopper.
That's it. Good grief, I've got things to
do, y'know. Now gimme the answer to
this and there’ll be no hard feelings.
I'm stuck on a Circus Land level, the
one with just one screen, the two
cannons and the trampet.”
Joseph Robertson, Roberton

DESERT STRIKE

o Stephen Gillard of Lincolnshire
sent in a query (I can protect all

the oll flelds except the last™),

obviously having previously heard

that this was the place to write to with

just such a problem.

“To protect the final oil field you

must fly upwards along the sand
dunes by the beach until you come to
a concrete bunker (like the secret
agent’s housing on level one). Wail a
few seconds and if they haven't
already, six or so soldiers will run out
of the bunker and start waving their
arms at you like demented palm trees.
You must pick these guys up -
suitably quickly if you possess the
power winch, situated near one of the
oil fields - and then fly back to the oil
fieids and search around a bit until
you find a cross such as the ones on
the landing zones. Land here and the
men will run out and protect the final
oil field leaving your hands free to
tackle the next mission.”
David Burgen, Derby

COMPLETE CONTROL
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you see that bit at the back of your Amiga that's marked ‘Serial Port?' Did you ever
D wonder what it was for? No, we didn't either and the way things were, we were never
going to find out either. You see, AMIGA POWER's a games mag, and we pride ourselves
on knowing absolutely nothing about the technical aspects of computing. We feel that it focuses our
minds on the games if we regard the internal workings of computers with a certain amount of
religious fear and awe, but when Steve McGill turned up, all that was to change.
You see, Steve's an Amiga owner’s Amiga owner, using his machine for all those practical

purposes that we tend to shy
away from. As you'd expect, his
talk of “serial port links" and
“null modem leads” fell on deaf
ears, until he did the obvious
thing and showed us what you
can do with a null modem link
and a couple of computers. And
what can you do? Why not tell e i PR g
the readers, Steve... § Lemmess SO e—

1 & b & [ !

Maybe it's just me, but | never thought that Stuaf

=y i3 ZEN'J-.?‘-'- I ._: - 1]
STEVEEXPLAINS | | . 1]
ALL

An RS-232 null modem lead
consists of three separate
wires enclosed in a piece
of PVC, soldared onto
the proper pins of a
couple of female 25-pin
‘D'-sockels. The data
senl down the lead
betwean the compulers

Modern ‘menotheistic’ religions 1 1
have just the one god - but
Populous it more fun with two.

consists of information
aboul the game position
and so0 on, plus some
synchronisation signals lo make
sure everything doesn't crash. But

the point is thal you don't have o worry
about what's going on, just thal the whole
thing works when you've got it connected

Bear in mind that, depending on the
software, it doesn’t necessarily have to be
another Amiga that you're hooking up o
In tact, my first experience of linked games
was with my trusty old Atari 10405T and
an A500. | used to play Stunt Car Racer
and Falcon against my girlfriend to see
whose turn it was lo make the lea and
stufl like that.

Are null modem leads easy o get
hold of? Not quite. We found it almost
impossible 1o track one down in Bath that
was capable of doing the job, and on one
ol my regular weekend jaunts to
Tottenham Court Road in the Big Smoke,
it was the sama story. In fact, the only
direct hil materalised with the Siica shop,
but they wanted £12.95 for a cable that
was only 1.5 metres in length, which really
is leeble. | once sold 25 metres of cable to
someons who wanted 1o play Populous

The RAF - The New Knights Of The Sky. Or is that
the RACT | always did get them confuted.

against his next door neighbour, but an
ideal length's aboul 4 matres, and it's eas
o make your own.

For once, wa'll tell you - anyone ou
thera who wants 1o know about it should
drop a line 1o “Stevel | really nead to know
more about this super exciting saral link
stuff, 50 let me know " We
really need 1o gauge how much intarest
thers is out there. il you're nol interested,
wa'll sulk for a bit, say a lot of spiteful
things about you behind your back and
then, finalty, we'll lake the hint.

TECHNICAL
INTERLUDE OVER

Get all that? Okay, grab a friend. fork out &
measly pittance on a cable, dust off some
of your old games, and get down fo some
sefious head-to-head action. Hera's the
run-down of the good onas, in axactly the
same order as we thought of them,
complete with details of how infinitely
better they are as linked games.

STUNT CAR RACER
Kixx

Classic racing game from Sir Geolf
Crammond that, despile its simple
graphics and age, is still one of the finest
Amiga gamas around. The concepl's
simple — drive as fast as you can along
scarily namow rollercoaster tracks, bumgp
the other racer off as often as possible and
try to avoid wrecking your car on those
nightrnare leap into space.

Serial killer: Dafines the term
‘compatitive.’ Why didn't Sir Geol offer us
this in FIGP? BM0

POPULOUS 1 & 2

Electronic Arts

Be a god for the day and impose your
divine wrath and firey judgement on any
non-bedievers, while the opposing player
does the same to your guys. Poor mortals
= all thay wam
lodois
build



|

houses, raise crops and breed, and they machine guns. The

end up gatiing drownad or chopped up. engine spiuiers il you iry Ll e L . reaﬂaﬁr-ﬂrijlﬁ}ié- -
Serial killer: There's something and climb too quickly, o - A AULLET auE39 bl o s
warryingly gratifying about knowing that you stall at the simplest .

i's your friend's followers that you're manoeuvre and your gun

bumping off, instead of the compuler's, but  jams all the ime - ina
your god-like status distances you from word, it's brilliant. The

fal one-on-one feeling. 7O show, unwieldy planes

el pgh

thi appeal
KNIGHTS b " R
OF THE SKY Serial killer: The twisting, tuming

World War 1 doglighter that refies entirely  players’ pilot skills 1o the (blug) max, and
on your seat-of-the-pants flying skills and  on two A1200s, it runs at an almost
unbelievable speed. 10/10

here’s no doubt smart 1o make the artificlal intelligence for the

that Bullfrag computer player, which we then implement later

deserve to be on In production.
lofted shoulder high The other reason’s a simple marketing one -
and given a rousing playing against someone else is always more i,
three cheers for their enjoyable than going up against a computer, and it .y R
monumental makes sense thal it we're using multi-player links f el g R S

contribution to serial in our development stage, we should also make
linked games. Games them commercially available.

such as Populous 1

and 2, Powermonger What's next from Bullfrog?
the forthcoming Theme  Peter: Sticking with the god-game idea, but trying  who, among other things, also bulld houses. They

Park are all based something new with it, we're releasing Theme decided to link up about 5,000 houses in this
around the idea of FPark. Like the others, it can be played single estate, and include a free computer with every
clouting your mates, player, but it'll come into its own in the serial- house. And guess what? You get Populous for
Peter's piched a perfect and to date, the only linked mode. You're given a plot of land and have free, meaning that you can play against any one of
o= pitch of, well, excellent Bullfrog Amiga game to construct rides so exciting that you'll break your 4,999 neighbours.
o= two-player games. (Sorry.)  that isn't playable over  your competition. Two players can either work
— a serial link is together on the same development, or bulldrival ~ Um, okeay. Thanks Peter.
L Syndicate, bul that's 5o theme parks on the same plot. It'll be great! Peter: No problem whatsoever. Bye,
8 damn cool we can sort of forgive them. | chatted to Whids do
to the head of Bullfrog, Peter Molyneux, about why way see
(@) hethought they were the undisputed kings of the yourself ing Iu the future? »
I links. The conversation went like this: Peter: We believe that multi-player games are the z
future of video gaming, and are firmly committed -
é do you make your to being a part of this market. Even as | speak, 7]
rm g9ames linkable? we're developing an eight-player version of »
Pater: The first reason's practical, as we test Populous for the USA, which will be playable ]
o games by playing them against each other, so the across fibre-optic links, This set-up's based on a 0
E programming for two-player games is one of the housing estate in Japan, in a place called z
¢ first things to go into any project. By battling Itsibachi, or something. Populous is released in m
; against each other, we can gauge how tough and Japan by a sprawling corporation called Masawa, 3
- 4 G z
O | >
o 0
I
-
w
o
=
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Digital Integration

This month's release shows thal last jels
and missiles sort of take the fun out of
dogfighting, and needing an A1200 fo run
the game at an acceplable speed’s a bit of
a drag, oo, Stll, i's an in-depth and

game runs aven slower, and long-range
missiles mean that combal's often just at
extreme radar range. =210

SKIDMARKS

Acid Software

Rock and rollin’ ofi-road, full-contact race
game thal doasnt 50 much test your
racing skills a5 your proficiency in bumper
cars. The actual game's a wonderful atfair,
which makes it all the more annoying thal
the extensive amounits of disk swapping
and loading time eventually drive you nuts.
And il crashes too often fo be leasible fun,
Serial killer: You've the added oplions
of four human players, or two players
{each with a full screen), making it an ideal
pop-and-pretzets party game. 510

All the games we've listed here are

If you don't like split screens, but still want
to race against your arch-rival, you can.
Mot quite as much fun a5 racing over a
circuit, but stil a great biast.

Serial killer: Al the very extreme, using
the split-screen and the serial link, you can
have four people playing. Now there's no
excuse for your Amiga not to be the centra
of some good wholesome ‘nowt taken oul’
tamily fun. 910

HARD-HITTING
(AND DECISIVE)
EDITORIAL BIT

Now despite all this “Wouldn't it be
wonderful... 7" stuff, you'll have gathered
that there aren't actually that many games
that make use of the serial link option. We
decided 1o find out why. Gremlin's Lotus 2
had the option, but Lofus 3 didn't, and it's
obvious thal war games, spors sims,
RPGs and shool-'em-ups would be brilliant
it both you and a friend could take control,

EERPRIT,

S oo e
T B

HNIl SPCCO: 1@ HCL

N-AN: 9 ¥ SFEOANNS
HRAH PAUFR:
HAH TOROUE:

We canvassed the softies, planning on

having a section of quotes, but everyone they've never caughl on because most
said pratty much the same thing, which people only have access lo ona Amiga.”
was summed up rather neatly by Jon
Hare of Sensible Software: The argument that no-one owns two
computers was used by almost everyone.
“We realise that Cannon Fodderwould be 1t would make sense if you were lalking
a brilkant game on a sarial link, but we aboul some fancy phece of kit, but the fac
could never afford the time o do it, as it is thal the Amiga’s got a massive user
would be hard lo change the programming  base. Let's faca it, if you've got an Amiga,
from one player to a serial-inked game, the chances are that you know someons
which would have delayed the finish dale else who's got one,
aven more. We've gol a policy ol not doing But, when this attitude pravails, how
things like A1200 versions, because if we  can punters discover the fun of linked
can improve a game in any way, we'd games? Look al Virfua Racing in the
have managed it in the standard version, arcadas. A good game on s own, bul
and quite frankly, we'd much rather be fantastic when racing against other
“The main problem is that serial really does apply hare, If takes games out
linked games are great for sel-ups like us  of the dark realms of kids' play and into
and your magazine, where you've gol the well-lil heavenly lands of sport.

S3AIT d3LSYM

'SAILINNLIIOLIO AISSIW

head-to-head games, but serial linking
two computers opens up all sort of
exciting possibilities, not least the
completely overlooked option of
having two players co-operating. It's all
idle speculation, but that's never
stopped us before, so let's take a look
at what we're all missing.

BRIEF ENCOUNTER

Parting may be such sweel sorrow, bul In many
games it'd be a blessing. Unless you use a spilit-

screen, existing two-player games limit your
movement to the conlines of the screen. Imagine
classic combat games like Syndicate, Cannon
Fodder, The Chaos Engine and Alien Breed on
two separate full-screen-display Amigas, with the
various players (or teams) wandering off
independently, setting ambushes and attacking
from opposite sides in a classic pincer
movement - pretty droolsome stuff, huh?

UP, UP AND AWALY...

Lots of planes have a flight crew of two, so why
don't games make any use of this idea? Having
one player as the pilot of a ground attack
Tornada, for instance, would leave him o dodge

flak, swoop over targets and blast away al air
threats while the second player concentrates on
elecironlc countermeasures, plotting the flight
paths and dropping camera-guided bombs
through people's chimneys.

Or imagine a Gunship 2000-lype game, with
the pilot flying the helicopter while the gunner
identifies, tracks and destroys targets with
missiles, rockets and cannon-fire. Seek And
Destroy has something like this, but a lot more
could be done. Call me a callous, jingoistic war-
boy tech-head (Cam, you're a callous, fingoistic
war-boy tech head. - Ed) but by freeing up the
pilot to just fly, you could recreate in amazing
detail all the fascinating gizmos that make
modern warfare so interesting. If only, eh?



whal press rebeases from Nintendo and
Sega might imply to the contrary. The
Amiga is in a state of non-specific flux al
the moment = seral-inked games could
bring aboul a creative evolution if
marketed and promoled properly.

When was the last time you saw a
game being promoted on the strength of
the fact thal you could senal-fink 17

GETTING CABLE
MicroProse have bean very good al
producing games with this kind of
implemnentation. But where was the
promotion? Nowhaere, that's where, They
could have pul a special offer on the
appropriate cables and had that as the
screaming headling on their magazine
adveris. But, alas and alack, it was not 1o
be. Which is a shame.

We'ra still being blinded by the
sciance ol super new hardware, 100,
Seemingly, unless your game piatform is
capable of shifting fifty-five million
instructions per second, then it just can't
cut it. Now that's a load of old grillocks.

Yas, certainly, the games
miarkel is technology-ted. But
it's weird. In marketing
terms, the AS00 and AGOO
could be said 1o be al tha

They took the link out of Lotus
J. What are they playing at, ch?

[}

generation of innovation,
And thal's tha crux of the matter,
Thinking about the people who make up

So our massage lo ha solties is
io reappraise the Amiga market. it's stil
the most innovative by a long shol, despite  the Amiga-owning market, it has more

The multl-player mode in Skidmarks ls a bh patchy,
bt you chould be able to get four players ot once.

Am | sllowed to wix the phrase “Am | allowed o use
tha phrase “Examine your friends’ shidmarka ™", please?

That's where we have it
over the consoles, Bulllrog |
trind 1o implement a link
when thay convertad
Populous to the
They had to take it out. I
was o0 dangerous.
Patentialty, i could have
bicwn the circuitry of the
connected machines.

The siory's basically the same with place. Commaodore, or any of the
the Super Nintando. Thera are currently

games
only need ona copy of the game to enjoy it
on two machines: Stunl Car Racer being
the first example to come to mind. Rather
than losing income, this could generate
greater sales produced by people clubbing
together to buy a litle.

- By now, you may have realised that
hare at AP, we liko linked games. Due,
mostly, to the fact that they make

much mora ‘human',

But the bottom line is that it's up to
you kids. If you're happy playing with
yoursell, then fair enough. But you really
do deserve 1o be tarred with the ‘anorak’
brush, Remember that it's your Amiga and
your money that you give up when you
pay for a game. Nothing in this world is as
powerful as an idea whose time has come.
Demand linked games. Calch the idea! @

HOT WATER TANK
There's a natural divide in tank games between the
driving and the shooting, and it's practically
impossible 1o do both of them at the same time.
Games such as M1 Tank Platoon from MicroProse
and Empire’s War In The Guif get round this by using
maps to navigate, which leaves you free to get on
with all the exciting ‘lashing out with leaden death’
stuff, but you still tend to either move without firing,
or fire without moving. However, with a driver and a
commander controlling a single tank simullaneously,
you could speed right into the thick of it and get
blasting away with impunity.

For added realism, the commander would have
o heavy machine gun, all-round views from the top

hateh and a more limited view from the gunner's
seat, while the driver could be fed information from
computer-controlled observation helicopters. With
the driver swerving around to avold incoming fire,
it'd be simple for the commander to sight up and
blast away with the main 120mm gun. Kapow!
Scrateh one bad guy.

ME, MYSELF, |

The idea of MUDs (Multi User Dungeans) has been
around for quite a long time now, but they've always
depended on modem telephone links, which not
many people have. But with a pair of serial-linked
computers, you could enjoy this kind of interactive
dungeon romp at a fraction of the cost. Hired Guns

from Psygnosis shows the potential for multiple
simultaneous players, but the problem with that is
that the screen’s split into quarters. With two-player
options, first-person games such as US Gold's
Legends Of Valour would be tremendously improved,
as you'd not only have increased muscle in scraps,
but the action would also take up the entire screen.

With each player having a first-person view, you
could have pretty spiffing boxing games, or sword .
fencing, or even beal-'em-up-type fighting situations.
It's worth thinking about, we reckon.

PLEASE, SIR GEOFF...

Bring out Formula One Grand Prix with a serial link
option. Oh go on. Please.
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erms, chutes and tastetul wallpaper

have never been interesting. And still aren't

Game: The Labyrinth Of
Time

Publisher: Electronic Arts
Authors: Bradley W
Schenck and Michal
Todorovic

Price: £24.99

Release: Out Now

harg's a scang in tha 1op lean
comedy Fermis Bueller's Day Of
where Farmis is telling the
audence about whera his friand
Carmeron lves. | can't remember the exact
Wording but it's somathing along the lines
of I's very beautiful, and very cold, and
you're nol allowed 1o fouch anything
which is oddly fitting to The Labyrinth Of
Time. Sure, it looks fantastic, but if you try
and play it, you'll find it's a cold hearted
Inle beast

DRAB-U-LIKE

Being an adventura, there's absolutely no
i g away from going Into the stupid
story line, 50 here we go. You starl off as
|ust another sad commuter with a dull jpb
and a dull lde. This monologue ol the
drabness of contemporary urban existance
15 pofrayed in a senes of black and white
photos, but then, as they're fond of saying
in comic books - it happens! Unfortunately
for you, ‘i’ lums out to be nothing very

exciting at all, just a text box telling you
that it 1eets ke you've been pulled in a
derection you never knew existed,” 5o
inslead of getting the feeling thal you've
Deen wranchad into an alamative realty
i's as exciting as bumping your head on
ona of th it Dobbly tngs that hangs
roofs of tube trains

The main differance 10 your
view i5 thal everything's now in
wonderfully rendered, ray-
traced and lexture mapped
30 compuler graphics, a
change thal's
explained by some
computer
generaied guy
Ha's tha spirt

of some dead Greek dude, who's been
forced to construct a maze that will
cause the and of all humanity
indead, the antirg known
universe. Or something

Tha thing about this star
is that it's instantly low-key,
50 you re reading that the
world's going to end, but all 1
you're looking al is the inside
of a subway train. It hardly filis
you with a sense of urgancy
and danger, and thal's how you
feed for the rest of the game. The
world's ending, huh? Okay, just let me get
my coat, I'll be with you in & minute

SLIDESHOW

You move around by clicking on armows

but since the view just umps from ona ‘.

glonous still piciure 10 the next. it seems
like you're looking at someona’s holday
snaps. Here's one of the aging holel
lobby, there's the art deco cinema, on the
left's a wild west lown and hara's a palace
of ice floating in the sky. Hmm, great

The lact that it's all compuler
graphics makes everything look stenle, a
fealing that's highlighted by the complate
ack of anything 1o do. | found that | could
pull the chain on a oilst and opén the
taundry chula, but that | couldnt look
down i, and when | put my only
possession (a 25 cent coin) into a slot
maching, it just told me thal I'd wasted my
monay. Is thal supposed to be funny?

WHERE AM I?

The game boasts 275 locations and 180
mages, and plays on both the CD32 and
COTV, but i's just too dull. Trudging round
empty mazes was popular about a decade
ago, and adding flashy graphics 1o this
imp farmula isn'l fooling anyone. Tha only
thing that's exciting about this is that it
shows you what the CD32's capable of in
terms of graphics and CD

sound, 50 il you're

8 Shop owner,

. never
exised”

-

:‘i'u ed in a
direction you

knew

i
i .
4 0
it's probably worth sticking this on in your Y
window 10 atiract passing trade. My advice
o everyone else 15 1o wail until they
include some kind of gameplay into this
sor ol flashy package
& CAM WINSTANLEY
k - o
\'\;
I L
e
AT
{lgaragic
AL

i

"

The raizon d'eire for this room i3 so you can
look at the toilet and pull the chain. Wow.

Yet another example ol a
great bul pointless picture.




a7 N odd that all the
wrorists die in exsctly the
wame neat posltlon? I

Game: Sabre Team A1200
Publisher: Krisalis
Authors: Richard Teather,
Phillip.Hackney, Matt
Furnm

Price: £29.99

Release: Late March

ouU know that bit at the
beginning of Two Tribes by
Frankie Goes To Holywood,
where a massively booming
|, voice I‘.ﬁlﬁyﬂl.lm.llcudo in the @
M Sabve Team's

§ conlinuing rash.of A1200
hat are nothing more than the
iRl with a few mone colours, it's good
8 that Krisalis have taken their time

over this one and
massively improved
S the original, aRvough

to just look at it, it
seems exactly the same as the first
version. Okay, there are loads of pretty
stills thal flash up between missions, bul
the improvemants (he said mystenously)
lie elspwhere

PROFESSIONALS |

Sabre Team is a variant of that okd germ
Laser Squad, but with real paople and
situations (Er, Cam.@l4 Ed). You're given a
team of up fo fou typas, who are
sant in 1o deal 5 SRUANGNS,
usually of the rescue-Iheé-hostages-and-
kibl-all-1he- vanaty. The action's
viewed from tric view, and you
can always sed men bacausa

ber 3 roOm.or

nr'-n.lagur. g
team mambars)
othar nooms,

SABRE TEAM AT 200

Diz, Greasy lerrorisl
Uiy .| typx! Blam! Eic.

@'s like walching the SAS storming the
ian Emb#SSY in exirefi siow motion.

h team mamber has a
mmmmwm
of hedh(the.mora, bullgl.hits. the

le points) and also by how much
equipment they're loaded down by
Walking, changing weapons, pleking
things up, shooting, and even
pulling the pin out of a stun
grenade all take up
action points, and
you've quickly got 1o
leamn 1o use tham
wisaly (And nol,

{ lor example, use
up your last action
points pulling the
pin out of &

granade then not

having .'-Jn;.r left r-:}

throw it
blows up in yo
and wipesppul I'HI. i
team. Right, Cam? - Ed). If
use tham all in your rounid) and then a

terrorist finds you in his fBund, you're degds

“Tammeat, but if you leave gneugh to shoot 1

the

him, then you gel the aporiunity 1o drop
him balore he gets you. Even rescued

Who wants to really crouch in a bush with a
gun, scared witless, when you can pretend?

g
hostages.get action points, but with their
hands ted behind their backs, all they can
do is run.

TARGET

The line-of-gight rules are crucial to
gameplay, as itmeans that mqr open
doot
place you
figbd o fire, Algo, what
your troops can'| Seen
their field of vision, you
don't see, so it's vital'to
make suwre that your
team are arranged so
thay're looking in
| different directions,
Sptherwise temorists lend
1o blasl you. Although
tha graphics are detailed
and worthy of an arcade
game, the appeal of
Sabre Tean ks tha
amount of thought that you've gol to put
inlo execuling your raids,

Okay, allihis goes for the original
Sabre Tearf] but what makes thes ten
fimes mone playable is that it's so fast. The
firsstVersion took about five minutes lo
move the lermornists and hostages, which
maant half the time you wene twiddling
your thumbs, bul in this version, it's cut
down 10 a few seconds, which means thal
a game takes about an hour, rather than
the avening that it used 1o require. it's a
game that makes you think, bul is also
exciting, and the only criticism I've gol is
that it's only got five missions, which isn't
@nough. I'd buy it and pray for Knsalrs lu
bring out

mmlluls you codld W

@ CAM WINSTANLEY

Bust into the tropicai camp
pot Marsist Leninist \:&

the music's great, it would

be nice to be able to turn it
off and leave the sound effects. Only
five missions is a real shame, it
needs more,

THE BOTTOM LINE
It's a must for anyone like me who's
seen that crappy Lewis Collins
movie Who Dares Wins and

b

q'l!”
a mxl
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'This green and pleasant land,
- grass, trees, rolling hills, giant
'mutant killer goidfish...

It

Game: Soccer Kid A1200
Publisher: Krisalis
Authors: Niel Adamson,
Nigel Little and Matt Furniss
Price: £29.99

Release: Out now

— P —

ight, this game’s got a lootbally
thame so lat's get all the
pathatic lootball humour out of
the way in the first paragraph
Al the end of the day, you'll be
sick as (Mo, lel's nol. - Ed)
The World Cup has
been siolen by space
aliens, broken inlo five
pieces and scatierad

ook’s like an open goal

“Skate-
boarders,

o 4
lose it off the ’J’ﬂ Q

screan then 5
holding down the > 4
(3

fire button telepors il

back 1o your leet. You

can jump around without %

your ball bul you've no way of o%
dealing with nasties, feeling

almost naked. Along the way there *

are the usual extras lo collect, often
imaginatively represented by sweels,
apples and ke cream cones

GOOAALL!

Instead of a horibla maze
of platforms it's a
straightiorward left 1o

over tha earth. It's up 19 ".'“fi.'l’ -nd night, with occasional

you, a small boy with a

dversions up and down o

large football, to find all  Nadudedll lp“'l'lllg collect something juicy

the bits and make footy
fans happier. Oh well, who
needs a behevable plot
anyway? Off you go through five

scrolling lavels, full of power-ups and
baddies, big and small. Your only weapon
is your, apparentty deadly, football

BALL CONTROL

You don't just kick it along the ground,
gither, Press the fine button and you stan
bouncing it up and down on your foot
From heré you can do headers, kick it in
all drections and stand on it and jump up
for those ditficult, oul of the way platforms
Undike an awtul lot of platform games you
don't jump on the baddies to kill them, only
your football can do that. So don't
actdentally jump on them in a panc, ke |
did, a bit, at first

The ball kicking business is brlliant
You have enowgh control to do skillo shots
without it being hombly complicated. It
bounces around mast pleasingly. If you

There are some real villains
hara too, skateboarders,
Iounsts and even spitting shaep,

ugh. You can race for the end or hang
about collecting averything for those
points. You can eam bonus points for
doing tnick shots

What's new for the A12007 It's now
hard drive installable and noticeably more
colouriul, without most of the nasty
stippling offects of

| The cute and flutty losk |
doein’t impress anybody, |
you're in for a kicking.

. shouts bingo numbers as the
i Kid knocks him off his bike.

the ordanary “1 "ad that Seccer Nid on

version, It ks still

thirty quid and that's
slill a lol of monay, | |
50 it's a good job it's "

top of my cab once.”

a smart game U Hi‘i'u_tlhlﬂ suuuuu

Playability? It's got
bags of it, and then
some more that
woukdn't fit into any
of the bags.

® CHRIS LLOYD

UPPERS
@ An original
platform game.

Gasp, staggers back In amazement.
Looks good, moves well and very
playable, some great bouncing and
lots of things to collect.

DOWNERS Tricky -
you'll ba sent back to the
start of each level slightly

mare limes than is you might wish,

Mot as fast-paced as it could be and

rather linear,

THE BOTTOM LINE
Who can help but be
- charmed by the Kid
. and his big football? A
touch above the usual
platform genre antics.

Which is
just as well
really.




SIMON THE SORCERER A1200

The boy in the hat is back and ”
it’s as stupid a pointy, purple

thing as it ever was. Simon

the Sorcerer is enhanced,

so the rumour goes.

— SORCERER

A 1i200 VERSION

| lulhur-t Simon

Woodruffe, Alan Bridgeman
and Mike Woodrutfq

: £39.99 ¢

mould. Off to a good for me then, |

| love all the muckinglabout in a fantasy -
world, talking to new friends and

irying o figure goes  puz soon gets to be a bore. I

whare. The i gimple as itcan __that make you feel needs a hard drive.

get, the manual of four pages to you sohve them, Simon the Sorcerer adds

explain how to get going. You click on a ﬂhm;rwm nothing new. A lot of work has
wmalmmdmmmm and that's it. You an't die, you gone into making sure it looks
to do it, easy-peasy. just get stuck. It's autairly nonal:naa.r |n pretty, and it does. It's the kind of game

ﬂmmcﬂnw‘a I that makes an ideal counterpoint to manic

puzzie at onca. You can also Tm platformars and ghool-"am-ups. You can
wandering over a large area totally atia play it at any speed you like. As graphic

5 [ 3 loss as to whal to do next. The adventures go this one is nearer the top of
raclers jiggle about, birds fiying by, tend to be of the use the object in the pile than the bottom.

treams bubble and the like. If you place in the right way sort. It soon tums. @ CHAIS LLOYD

tripped all the visuals away you'd into & collect everything and use =
everything in every location job. 1 ; M
DRINK ME NOW BETTER ON COLOURS THAN EVER

The text appears at a set speed, you
can'l step through it so you have lo
mmmﬁmmamnmm

HIMOd YOINY
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CORPORATION

Game: Corporation
Publisher: Corkers
Price: £9.99

Release: Oul now

SPEEDBALL 2

Game: Speedball 2
Publisher: Kixx
Price: £9.99
Release: Out now

o what's this one all about
then? Well, it's exactly the
same as five-a-side football,
only with nine men on a side
and players holding the ball instead of
kicking it. You know how you can
bounce the ball off the walls in five-a-
side? Well, you can do that here, but
the metal walls are studded with stars
that you can hit for extra points. And
since the ball is chromed steel too, it

' w

Copeland. (I'm joking of course.)

can be charged up so It'll electrically
discharge through the next player who
touches il. Oh, and all the players are
decked out in body armour, since it's
not only permissible to hurt the
opposing players, it's actively
encouraged, in a ‘points get awarded
for it' sort of way. Yup, pretty much
exactly the same as five-a-side football.
Any game with this much violence
sounds prelty lempting, but since this
one’s from the Bitmap Brothers, you'd
expect it to
Drexs them
up. They're
Tour puppets.

h"

Take That' show off
their fab new dance.

be pretty special, and lawks a lawdy,
that's exactly what this is. How shall |
compare thee to a summer's day? Let
me count the 2

@ There's the thumping techno
soundtrack that's worthy of nightclub
and radio airplay. Some day all game
music will be this good.

@ There's the incredible context-
sensitive fire button control that does
everything you want it to. If you're near
the ball, it'l make you jump for it, it
makes defenders smack the nearest
opponent, the ball-holder throw the ball
and the goalie do things that make you
shout “Surely that's a foul, ref?" out
loud. It isn't, because there aren’t any
rules. Or a ref, come to
think of it

® There's the
snappy game-time
consisting of
dazzlingly fast and
furious halves, with
Intervals for robols to
scrape the fallen off
the cold steel floor.

@ There's the
manager option which
allows you to convert
your winnings into lougher players.
The transfer market's brimming with

ove . Damn, d
® CHRIS LLOYD

W, CREMmin

THE BOTTOM LINE
More difficult to get into and more
fiddly to control than it should be.

Some great touches and

lots to explore. But where

are all the Orcs? 74
rabid pitbulls of men aching to gouge
eyeballs for the good of your team.

It's the football game that could

only ever exist on a computer screen
and that not only dazzles the eye, but
also sets your heart pumping. The two-

player option fills my head with the son
of superlatives that most reserve for

winner it is, but we had it first on the
Amiga, and now we've got it fora
lenner, S0 ner-ner-ner-ner-ner to them.
A complaint? Oh alright then. The
players only have a thin coloured
headband to show who's on which
team. Since everything's whipping
about at such a pace, it's hard to see
which are your guys, which gets a bit
annoying. Other than that, it's one of
the tip-toppest games of all time.
® CAM WINSTANLEY

THE BOTTOM LINE
Compatible with the AB0D and A1200
for the first time, it's football with an
attitude and a body count,

and the kind of thing
pregrammers should come 92

up with more often.
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Madness enjoyed
driving in one of "
these. Allegedily.

LOTUS TRILOGY

Game: Lotus Trilogy
Publisher: Gremlin
Price: £29.99
Release: Out now

ell. It's absolutely unlikely that you
don't own one of the Lotus games. i
you don't, well, here's your chance 1o
find out what we were shouting about.

Lotus Esprit Turbo Chalienge is not the most
realistic driving game in the world. But it was
definitely the most fun at the time of its release,
especially when played against a human opponent
utilising the now familiar split-screen display.

You'll gel used to the courses after a while,
plus the computer-controlled cars are a bit dull,
following a fairly predictable left-te-right, right-to-
left drifting pattern. Mevertheless, they're useful in a
two-player race as they inevitably
obstruct the leading car and give
the other player a much-needed
chance to catch up.

Later courses make it vital
to visit the pits for fuel. Tactics
and judgement come in here.
You've got 1o guess how much
fuel to take on to see you through
the last lap or couple of laps. Get

BLACK CRYPT

Game: Black Crypt :
Publisher: Hit Squad | §*
Price: £12.99

Release: Out now &)

|
r
| B

iy W

‘\-\"‘J'-.‘,e Jim Morrison named

‘:. F { his lamous band aher

'(; . {:" some nice doors.
T g =

again, w
all mousa-(

THE BOTTOM LINE
By the vorpal sword of Kevin! This Is
indeed a mighty quest into the
depths of the Middie Earth Role
Player Game dungeon. It does what
many have done before and makes

no significant

Iimprovement. Still pretty
groovy though.

HI‘ "

THE BOTTOM LINE
Lots of top race action to be had.
Interestingly, it lels you take an
objective comparison of all three
games in one fell swoop.
Mot one of these games
will work on an A1200.

1 |b

LOTUS TRILOGY + BLACK CRYPT + STREET FIGHTEF

nrywisano

0wkl OF T RN
But theirs wasn'l as
generally specdy as
Tracay L

‘\ =

it wrong, you'll run out of fuel in front of the winning
posl. Gripping stuf! indeed.

Lotus 2 promised to better than the original
and didn't quite deliver the goods. Instead of racing
on cOUrses, you raced over stages. Human
opponents could be left twiddling their thumbs i
they didn’t pass the stage markers, which took a bit
of the fun out of racing. The sound wasn't as good
as the original. Crashes into barriers at the side just
didn’t happen. It was loo easy to complete every
course in one sitting, apart from maybe the last one.
But the ability to choose the control method and the
inclusion of a serial link option were very welcome.

Last and by all means least Is Lotus Turbo
Challenge 3. Bolted on to the main game engine
was a course designer which, theoretically, could
create thousands of different courses. Somehow
though, this version doesn’t manage to be as good
as either of its predecessors.

So there you go, Lotuses 1
and 2 are both available on
budget. If you missed them
first time around and are
looking for some entertaining
race games, this pack is very
good value. If you already own
any of the titles, give it a miss.
@ STEVE MCGILL

62

1N33834

i . And with lovely

t‘ Q‘—_ “) \-. designs like this, who

can blame him?
The dungeon is

1o pull, magic forc 0 scrofls to read,
shiding walls 1o discover, hordas of gibbering inhabitants
pacify and far oo many 1eln=|:lurl:5 1ur my likang. It's a

rammed with the usual kit: levers

aven a cluebx
much clues, me
Stuck, it's temp
mare than kn I's around the r‘-uﬂ cornar
cks aimosphere. I’

{inlo .sr'l:l plays well, b

graphic ar‘»rJ !:fjl_lﬁlj are well up
10 Ihe job withoul being
exceptional. Cenain sad
individuals who while away the
early hours trapped

bowels of the

with spell bo

love it. The rest o

probably just ke it quite a bit.
® CHRIS LLOYD

1l

Game: Street Fighter 2
Publisher: Kixx XL
Price: £14.99
Release: Out now

ome on if you think you're hard enough -

Street Fighter 2is back and it's cheaper

than ever before. It's made international

stars of the contestants: Eddy Honda,
Chun LI, and (of course) Ken, bouncing back after
that messy divorce from Sindy. The formula is simple.
Pick a character, fly to an exotic part of the world and
try not to get your head kicked in.

Real violence is a thoroughly sad business, and
conversely beat-'em-up games are strangely good
fun. You can't help feeling a cerlain satisfaction at
landing a good head-butt. There are eight characters,
each with various fighting moves and special moves.
These require some dextrous (if not near-impossible)
joystick work. Of course, the Amiga-controlled
opponent has no such problems.

The sprites are big and varied, but there aren't
enough frames to give any smoothness to the moves.
One second your characler is standing still, the next
thing they're at full stretch. Nevertheless, this game is
golng fo give your joystick an intensive work-out. In
the heal of battle it's easy to start wrenching the thing
about, desperately trying to connect your foot with
your opponent’s head, You have been warned.

Two-player mode is where it's at, two finely
tuned athleles poised over their chosen conlirol
methods in a battle of wits, strategy and skill. Well, it
would be, if the response wasn't so sluggish. At
times luck seems to play as large a part in landing
& good bone-cruncher as skill does.

As beat-'em-ups go Street Fighter 2 leaves a lot
to be desired, it may be world famous, but it's only
good for a

quick

waggle. Save THE BOTTOM LINE
your real Slow, jerky, difficult to control, and
fighting for getting the special moves to work
somethinga  can be frustration city. It's

litthe more reasonably good fun -
controllable.  thwacking your friends in =
® CHRIS two-player mode, though. =
LLOYD T

GAME REVIEWS

STREET FIGHTER 2 m
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Stuart Campbell takes a few more
CD32 games down to Boots and tries
them out on their demo machine. We'll
get our own one day, he’s sure.

WING COMMANDER

Electronic Arts, free in CD32 ‘Dangerous
Streets’ bundle

.. . di—
| have to confess to nol o ' im |
having played the original ‘ | ®u . ' .l'
versions of Wing sl e [ Sk U
Commander to any -~ e L:: [ e .
noticeable degree, 5o it S ' Rl
was with the fresh and L o TR S
eager eye of a novice that F{EE L) P
I approached this CD sl

version. (And boy, was he  Where tired pilots rest after a hard day's looking
annoyed to lose it). And the for sameplay in Wing Commander.

Impression it left me with
was “Is this what all the
fuss was about?". You get
lote of scene-setting filmy
bits, lots of hanging
around in bars talking to
people, and a tiny litthe bit
of game where you fly
around in space shooting
at semi-distinct opponents
who fly at you in big jerky
leaps. It's a bit like the
dogfighting in Elite, only
slower and less playable.
Much of the time | simply couldn't

e e

I's & bit like 4D Time Gate on the Spectrum, but
nol guite as complicaled. And with mere awkward
controls. Or Code Name MAT, maybe.

figure out what was actually going THE BOTTOM LINE
on, and the horribly complex control Er, Is that it? Still, at
layout didn't help much either., I'm cD 32 least there's one
rellably informed by several game In the
trustworthy people that this is really  CD32 bundle that looks =
good fun when you get into it, but | Iimpressive, and ﬁn =
just haven't got that much time, that's got to be good. =

y'know? The sound's nice, though.

C29.99. It's a bt

steep, really, isn't
i With no extra
bits or anything.

Millennium, £29.99

This is in every meaningful way
exactly the same game as the A1200
version we reviewed in AP30 (87%
from an unusually exciteable
Jonathan Davies), even to the extent
of not using the extra joypad buttons
for anything sensible. There's nothing
more irritating than knackering your
left thumb on one of those knobbly

SEEK AND
DESTROY

Mindscape, £29.99

Oh dear, what's gone wrong here,
then? | spent a good ten minutes
fiddling with this, poring over the
instruction manual and going ‘It
doesn’t work, it won't do anything a!
all!', before a sudden flash of
inspiration led me to try plugging my
joypad into the wrong port and
bingo, off it went. Yep, the dopey
clots have actually managed to make
the game work through the hitherto-
completely-untouched-by-human-
hand joypad port two. Tch. Get past
this elementary cock-up, though, (I
wouldn't like to be in Mindscape’s
returns department over the next few
weeks) and you'll find exactly the
same game as the ordinary Amiga

SEMNSIBLE SOCCER

Renegade, £24.99

} .ﬁ.
E

Or in this one.

highlights facilities, without the save
facility (unless you've got a floppy
drive hooked up), and with,
Inexcusably out-of-date team data
(Cantona still at Leeds, for God's
sake!) and some largely inferior new
crowd sounds. There's no obvious

Oh dear. Sensible Soccer, but without
the gloriously cheesy Captain Sensible
music, without the replay and



Ea

reason for the missing replays (the
CD32's got twice the memory of an
ordinary Amiga, and plenty of buttons
to trigger the replay with), the lack of
save is more understandable but no
“mtwhll‘-
Aberdean have been taken
Mdmmwmm‘lh
put back in without laboriously
entering all their details via the joypad
every time you load the game, and the
sound, which feels somehow less
context-sensitive now, has a slight but
tangible detrimental etfect on the
atmosphere. Sorry about the
construction of that last sentence, by
the way. No use has been made of the
extra buttons, and the CD32 controller
is far from perfect for the speedy
precision needed in this particular

B i — ——— e e e o ¢ o e

'WAY’ |

There're lols more
CD32 games coming
up to boosl your ever-
swelling collection in
the next month or two,
although still mostly
direct ports of Amiga
games rather than
glamorous CD32- e |

specific blockbusters. TS

Mindscape will be

follewing up Seek And Destroy with Fury Of The
Furries very shorily, and Millennium have a veritable
tankerload of stuff in the pipeline — Brutal Sports
Football, James Pond 3 (yeah, right), non-violent
platformer Pinkie and a much-enhanced version of
extremely old political strategy game Balance Of
Power should all be out by the end of March.

Ouwr old chums at Allernative have plans, 1oo -
they're going to be the first firm to make use of the
huge storage capacity of compact discs by sticking a
whole load of old games onto one CD at compilation
price. The Famous Collection (lor such is its nama)
will fealure Huckleberry Hound, Popeye, Galactic
Warrior Rats, Bully's Sporting Darts, The Munsfers,
Sooty And Sweep and Postman Pat, and should be
out before April for a moderately reasonableish
£29.99. This is something we'd like o see more of (old
titles in large numbers on compilation discs — after
all, you could fit several hundred ordinary Amiga
games onto a CD), so let's hope the idea catches on.
With, let’'s be frank, rather better games than
Huckleberry Hound. Also, Interplay aim for better luck
on their second foray into the market (after last
month's disappointing Castles 2) with the
forthcoming Battlechess and Dungeon Master 2. More
_ info as we gel il
Oh, and a quick
last word on a
game which
we've jusl
started playing
all over again in
the AP office -
Speedball 2.
Renegade
promise the
future-sport all-
time classic on
the CD32 in the
next few weeks,
We're waiting
eagerly by the
letierbox already,
listening for the
postman’s steps.

L
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POLYMORF + NOSTALGIUM + MEGAMIND + SHOOT-"EM-BADDIES GAME REVIEWS

Would you trust someone who puts Calamity Jane in
his top 10 all-time films to review PD? Strangely,
AMIGA POWER does. But they refuse to publish
something like. ‘Dave Golder gets whip-cracking away
on the latest batch of PD’ for fear of losing credibility.

It’s all very sad, really.

does is move balls around
weirdly-shaped rooms in an
atltempt to get two of the same
colour next to each other, at
which point they vanish.
Polymorf with, ‘smoke me a kipper' and It's all very much like the
PD ‘we'll always have parrots’ classic game Bulldozer (so a
NBS/PD Soft references — don't you justhale  friend with a CPC - don't laugh
the way Fled Dwarf fans speak - informs me). The concept is
Calm down, Red Dwarf fans. in quotations from the series?  simple enough, but it's far from
This game has nothing to do In fact, I'm not sure why simple to play. The balls are
with the classic Red Dwarl this is called Polymorf at all. always arranged in such a way
episode. Non-Red Dwarf fans  Things explode and vanish, that one false move means
can calm down too, safe inthe  sure, but they don't 'morf’, The 're completely stuck - if a
knowledge they're not going to  main character looks like he ball ends up on a wall, you
have to suffer a review packed  should, but he doesn't. All he can't get behind it to push it
: out; il it ends up in a corner, it
e 1 can't move at all.
Pollymarf estprobh 7 i R
. I 9% FAncke e M el hwnmm“
logical and responsive, the
graphics are polished (but
don’t stray into ‘what-the-
hell's-going-on-flashy-demo-
effects territory) and the
puzzies have been ingeniously
worked out. My only gripe is
that it does getl a bit too hard
too quickly. But that might be
because I'm thick.

VERDICT: This game is guilty,
M'lud. I'm not sure what of, but

I've always wanted to use that
line in this verdict, and as this
is my penultimate column, |
MLLF O HELF thought I'd better while | had
it F e the chance. kkk
Megamind
PD
PD Soft/NBS
mmm screen to form a secret code bored, because Player B was
one that had nothing 1o do with which player B had to crack. taking such a long time, and
the television series (except for Player B would place four pegs  would nip ou to make a cuppa
the slight hint of a black chair on the board, and Player A at which point Player B sneaked
It was a memory game in those pegs were the right A would come back into the
which player A placed four colour, but in the wrong place, room at this precise moment to
colour pegs behind a little and how many wore the right  ask where the sugar was kept,
colourand in  see Player B cheating, and kick
the same his head in.
warme place as the This computer version s a
a A pegs in the lot safer, because the computer
= = code. From is Player A and it doesn't get
5 _r-_n_ﬂlﬂ this Player B bored. Actually the game |s
A NNl Ak would attempt  brilliantly suited for
B8N to deduce the  computerisation, and Megamind
" Se8d correct code. |8 a very good version, with
¢ 200 L Player A some very slick presentation.
2 eeed meanwhil
0 oces would get very  VERDICT: This Is a... beep,
n '9eens beep, beep - |'ve started so I'll
2 e Code-cracking finish... pretty damn good

NOS'I'ALGIUM

Al the originality
of a T Unlimited
alburmn filler.

Nostalgium
PD
PD Soft/NBS

I take it this game Is calied

Scrambie, Phoenix, Well lt
does. It makes you wish
you were playing them
instead of this pile of
steaming sports socks.
You pilot a ship along
a horizontally-scrolling
screen. Well when | say
pilot, | use the word
reservedly. You can go up
and down, but that's i As

you fly along you have 1o
avold crashing into other
ships, shoot any enemies
that fly your way and
bomb buildings for extra
fuel (| never did
understand the logic
behind that).

The basic concepl is
sound enough, and many
great games have been
based on it. This isn't one
of them. It's not awful, but
it's getting on that way.
Trite graphics, dull
enemies and repetitive
action all add to the
boredom factor.

VERDICT: Get Caffeine

Free Dietinstead. &

SHOO'I' 1 EM-BADDIES

It after Zombies, all other
mouse-controlled shooting
gallery style programs

positively house-trained.

It's not bad, but | wouldn't
use the word exciting in its
vicinity either.

The format is that you
start off with enough
money to buy a fairly basic
gun, and then if you

Shool. 'm-programmers

survive the first shoot-
oul you gel some more
money to buy a better
gun. And s0 on.

The main problem is
that your targels are so
small and the graphics so
grainy it's hard to spol
them immediately. In fact, |
wasn't impressed by the
graphics at all. They've
had some affort put into
them, sure, but they just
don't suit the gamae.

It's also so difficult,
you get bored with it. Very
quickly.

VERDICT: There are some
much better shooting-
gallery style games
around. Check out
Zombies for a start,

|
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GAME REVIEWS PARATTACK + TOOBZ + CAFFEINE FREE DIET
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What's in a name? In this
case virtually the complete
deicription of the game.

L

PARATTACK
T S

Parattack
PD
NBS/PD Soft

Look, I'm sorry. This game
reeks of "‘conversion of the 8-bit
classic’ but | can't remember
the darned gama i it is. Bomber
in reverse is about the best |
can come up with.

You have a swivelable gun
turret at the bottom of the
screen and a number of bullets.
Aircraft fly overhead. If you

matters though, is that little
paratroopers fall from them. if
the para's reach the ground
they dump their parachutes and
start attacking your gun turret.
When there are enough of them
1o overwhelm your defences,
then the war’s over for you, bud.

VERDICT: A shoot-"em-up that's _

fun for & while, but woefully \
N e

repetitive

CAFFEINE FREE DIET

-
fase ]

Ao -

The battle raged above the -

third moon ol Gargania 5
until the locals called in
the palice 1o do something
about the noise.

It you wani to do a classic-style
PD shoot-'em-up, then take a
look al CFD - it gets the formula
just right. It does a darned fine
imitation of Scrambie-style
blaster and adds a little gimmick
ol its own. In this case the
gimmick is that when your ship
flies up or down it doesn'l
remain horizontal - it's nose
raises or dips.

Okay, it's a pretty pointiess
gimmick, but it does give the
game that little extra bit of
character. Apart from that it's all
the usual horizontal scrolling,
enemies that attack in increasing
complex waves and power-ups.
Your ship is also affected by
gravity, which takes extra
piloting skill, and when enemies
hit you it saps your energy as

i

™~
l_‘_‘
"1 wouldat mind,” said one

resident, “if they used
lasers with a bit less bass.”

frankly, | don't care. It's fast it's
fun and it's relatively bug-free.

VERDICT: Mot the greatest game

intellectually

Carry On movie, bul what the
hell? It's a decent shool-'em-up
that's well worth a blast. And
that's what we like at AMIGA
POWER, yessirres kkk

Shareware Enot specified
NBS

o il Sl il i

Mo, it's definitely a beft then a right, or ks that a
right then a lef? Is this & map the right way up?

nope, this is just the Membury services.

Ab, | recognise this bit. This is definitely the
Barnet by-pass. OF is it Silverstone?

Adventure back In Issue 33, said some nice
things about it and gave it a decent mark.
One of the things that | did criticise however

was the lack of variety in the graphics.
Guess what? The author, Matthew

The new, improved Willy's

; Adventure .

* Would you swap it for twe ot
of your old versions?

.| - | : )
I'm sure it was supposed 1o be a right at Mether
Wallop. We're just going round in circles.

I'm not averse to the odd moan about
shareware. | still reckon that too many
people use it as a way of making a fast buck
from sub-standard games. But when it
produces a game like Toobz, which Is of
commercial quality (albeit budget
commercial stuff) but doesn’t have a price
tag to match, you've got to admit that
shareware is a worth having around.
Okay, I'l admit it. | loved Toobz It's a
superb, fast-paced puzzier in which you have
1o guide balls around networks of tubes to
the exit tiles. You have to get a certain
number of balls to the exits to complete a
level and there are complications, the most
important of which is that only balls that go
through the correct oxits count - red balls
have to go through red exits, yellow balls
through yellow exits, etc. And when a ball
goes through the correct exit, the colour of

networks can be rotated to make the balls go
in different direction, and you have to try and
switch these around with split second
timing. And there are loads of other tiles with
various effects that have to be taken into
account, mosl annoyingly the one that
changes the colour of all the balls.

VERDICT; Ah, this is the bit where | have to
say some more. Right, well if you like
Pipemania and Painter, you'll love this
(clichés'r'us). kA

LLY?

Woodrool, has actually gone
back and improved the

‘s am | to
mention this? Er, well, | forgot
to mention last time that the
game is only available direct
from Matthew himself (silly
me, Il forget my own, er...
thingy soon), and it costs
£3.50 (£6.50 if you want the
AMOS source code as well).
For your dosh you also get a
=« couple of little ‘zines from this
generous gentleman, which
can't be bad (well it could be but I'm not
paid to review "zines - | know my rights).
So for a slice ol this line puzzling
action send your cheques (made payable to
M Woodroof) to:
278 Priests Lane, Shenfield,
Brentwood, Essex CM15 BLD.

Contact addresses:PO Soft, 1 Bryant Avenue, Southend-on-Sea, Essex 551 2YD. Tel: 0702 486033
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