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OWER I Not a very ‘happening’ month, G A M E S o F T H I

ISSUE 36 APRIL 1994 really. But you do get another chance to
e feel smug about the CD32 some more..

Jonathan Davies
DEPUTY EDITOR THE GALLUP CHARTS
Stuart Campbell b & »
it 13 St § ¥ 2
o ] 6 1 saes o mitess wre " & L %
Cam Winstanley W This is important, so we'll say it in
Rt capital letters. SENSIBLE WORLD OF
Stove MeGil SOCCER Plus Sierra World Cup 94, Brutal s
SHIP THAT PASSED IN THE NIGHT Soccer, UFO, Banshee and lots more. s
Chris Lioyd
ART EDITOR WIN STILL ANOTHER
Sal Meddings Qur lovely chums ﬂ@mﬂ?:g! NAUGHTY ONES MANCHESTER UNITED
ART ASSISTANT Z0O0L 2 printed in big letters on our They're cheeky, they're rascally, PREMIER LEAGUE
Sharley-Price Contents page by giving away a CD32 they're scampy. Hang on, that's a CHAMPIONS
; vind of fish, isn'tit?  Page 28 HelP. there's no room!  Page 31

AD MANAGER
MOTORING CORRE SPONDENT GET CANNON FODDER FREE!
Marcus Dyson Or MORTAL KOMBAT, even.

Judith Middieton

Claire

LEGACY OF SORASIL

Role-playing board games?

Legacy Of Clearasil, more like.
Page 38

More Tonya Harding than Nancy
Kerrigan, this one.

Page 36

23 SUPER TIPS
SPECIAL

lt! the last Nipper
Scnmpatiﬁnn update
before the cut-off date (if
your entry isn't with us
within three days of this
issue going on sale, ie the
20th of March, then you've
missed your chance of a
place in the £1000 play-oft
final at HMV's Level One in
London), and here’s how the
leaderboard looks:

1. 141,810 — Paul Fuller, Bath
2. 140,510 - Pete Graham,
Oldham

4. 139,910 - Bignose Sigley,
Great Wyrley

4. 139,310 — Stephen Rogers,
Bath University
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STUART WOULD JUST LIKE TO SAY: Wy baky

SAL WOULD JUST LIKE TO SAY: CAM WOULD JUST LIKE TO SAY: W

CARAH WOULD JUST LIKE TO SAY:



MICROCOSM
|s this the future of, well,
anything at all?

Page 34

PERIHELION

What Kind of a stupid name is

‘perihelion’, anyway?

Page 40

5.139,307 - Mathan
White, Walsall
6. 137,710 — Rob Barron,
Exeter
7.136,760 — Adrian Mee,
Aylesbury
8. 136,304 — Steve
Hockett, Great Harwood
g, 135,260 — David
Powell, Braunton (7?)
10. 134,010 - Andy Luty,
Leads
11. 133,757 - Malcolm
Power, Troon
12. 133,110 - Ben
Hartley, Nelson

STEVE F WOULD JUST LIKE TO SAY: B
CETEVE MWL DG NIET | IKE T SAY
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Another World 76
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Statix 79
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Yes, we've managed to stop the
rot (and just in time, or the
decline in the number of AP
coverdisks in recent issues ®
would have seen this one
disappear altogether), and
brought you another disk stuffed to the very gills
with, well, that stuff down there, basically.

INTRODUCING DISK 36

This new Psygnosis puztle
game comes 1o you from
Digital llusions, authors of
Pinball Dreams and Pinball
Fantasies, and it's harder 1o
imagine something much
further remowed from
pinball. But hey, not being
pinball doesnt automatically
make it & bad game, yhnow?

t"..-___:..‘

Il you thought the original letstrike
was welrd, try playing it at night. This
EXCLUSIVE set of missions doasn't
require the original Metstrike o play it,
o load up your AP coverdizh and
enjoy one of the most comprehensive
demos we've given you in ages.

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 36, DisCopy Labs, PO Bax 21, Daventry NN11 SBU. if you send it to us,
we'll sell your entire family into white slavery. At Timmy Mallett's house.
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AMIGA POWER
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READ THIS BIT FIRST OR NO-
ONE WILL TANE 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 t? 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.

@ Just 1o 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 other
demos. When you do so, simply
follow the instructions above.

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

program will help prevent disks
being infected by stray viruses.

@ Have a good time.

® Are you sure?

& Try all that stuff again, making
sure you've disconnected any
peripherals the program might
nol ‘like’, such as external drives.

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

AMIGA POWER Disk 36 Returns
DisCopy Labs
PO Box 21

Daventry
NN115BU

® 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 1o

fix dodgy disks, and we'll just throw
‘em straight in the bin. So send
them to Discopy. Please.

Authors: Rasputin

Software This is the
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will let you pull vanous
levers and pick or drop
things, and you'll quickly
notice thal as you prod
and push vanous
things, the gonk will
slowly maka his way lo
the axil. Pick him up
move him around, even
throw him about, it
doasn'l make any
difference 1o the gonk. He
really is that crap. However, il
you've got a monochrome gonk, you
can make hem jusl a httle bit chaverer (e
he won'l walk headlong into acid) by

Authors: Digital lllusions small, brightly coloured gonk type things he is martal, and long falls or bubbling forcing him through the colouring tubes

10 the doorway. The obstache to this pools of acidic gook will result in major These have 1o be primed with paini, and

Or, to give it its proper title - Micro seemingly Irnvial act (for without an hurage, Keap an eye on the lile bar then any black and white gonk jumping
Flashback, because jus! like US Gold's obstacle, ihere is no drama, and without positioned at the the botlom of the screen nto it will emenge as a shightly mora
awasome graphic adveniwre, 1is a tale of drama, where is the lension?) is that the io se@ how ha's doing ntedligont, skightly less crap colourad gonk
one man and his plathorms, only this time gonks ara pretty, well, crap really. They Once you can run around, you can al ihe bottom. Why does this r-apuen'3
there isn't any of that tiresome stonyling can'l jump or fly or run, They have no gel on with the hard work of rescuing the Beats me, but it works all the same
business. And tha graphics are much magical powers, no ability 1o transmule gonk, Pressing fire when you're stationary  NB: Does not work with Worbench 1.3,
much smaller of course base metals 1o gold and

Psygnosis have presented us with they can't even sing ‘Hey Thase are the tubes that traasiorm your
this small but parfectly formad demo Jude.' See? No use ever 50 Crgn AoAk into & feirly crap one, .
consisting of a selection of levets from whalsoaver . |
their up-and-coming refease. We've I's just as wall then T

discovered that thera's a cerlain credibilty that the guy you control is a
gap between when Psygnosis say a game ventable all backflippin’, all
will ba out and whan it actually manages high jumpin’ wunderking
1o hit the streals (just look at Hired Guns capable of rolling out of
or Combat Air Pairol for example), so let's danger and leaping
just avord embarrasment all round and say  reasonably tall buikdings in
Il be oul laler this year. Probably a single bound

What 1o do then? Well, for ittle of no Bear in mind thal
readily apparent reason, you've got fo get although he's Rocky-lough

Please send cheque/PO [made aut to Premier Mail Order) /Access/Visa no. & expiry date to:
Dept AP36, 9-10 The Capricorn Centre, Cranes Farm Road, Basildon, Essex 5514 3J) Tel: 0268-271172 Fax: 0268-271173
Telephone orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm. We are open 364 days a year. P&P and VAT is included for all UK orders. Please add £2 P&P for Europe,
elsewhere please odd £3.50 per item for Airmail. Next day service available UK only ot £4.00 per item. Some titles may not be released of the time of going to press.
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FOOTBALL SPECIAL

The creators speak:
Football may be a game of two
halvas, but SWOS is split up inlo
many, many more segments than
thal. Amusingly, the only section that
hasn't baen implemaniad at all inta
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Game: Sensible World Of
Soccer

Publisher: Sensible
Authors: Chris Chapman,
Jon Hare, Stoo, Rich
Joseph

# H
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ETA: August

Briefly:

There's two things you always get when
you go and visil Sensibla’s offices in
sleepy Saffron Wailden. One of them's a
slap-up nosh, which is always a good
thing, and the other's overwhelming
enthusiasm for whatever they're working
on at the moment. Last time | saw them, it
was Cannon Fodder, a game | respect so
much, I've now started my own crank
refigion based on it. This time it's Sensible
World Of Soccer, a game that's had
people foaming at the mouth in
anticipation for a long time now. Now, I've
naver really been drawn into the cult
classic that is Sensible Soccer, but from

ihe game is the actual lootball, so |
decided thal this was as good a
place to start as any.

“When you're playing a malch,
you'll be playing an updated version
of Sensible Soccer 92/93. Fallowing
cnfbicism, we're including a referes, a
physio and more crowd chants, including
more iMermational sounding chants so thal
Itakan games have authenbc ltalian
shouting behind them. |n addition, you can
now edit your lactics belore the maich.
This allows you to sel up two formations
for reguiar play, so you can have a 0-3-7
sefup for attacks and a 6-3-1 (like Arsenal)
for more defensive play. You can also
chose two comer setups if you don't like
the default settings and two lree-kick

CHOOEE TERAE [ ar

AR T AR bt TR AL T

In the

basic level, SWOS plays just like Sensi,
with the skills of the two sides evenad out
to allow a far match, but you can also
choose real leams with varying skill levels,

“Players have eight skills which
daterming how good they are, and we've
tried to match the skills up with real
players, 5o Ryan Giggs in the game will be
as last as he is in real life. Like | said,
we've tried 1o match up passing, tackling
and heading skills with real players, but
due 1o the number of players, we've had to
make quite a baw of them up.”

: what | can gather from its fans (ie setups when you're aftacking.” So how many leams are going 1o be
= everyone else in the entire world), it's In a two-player game al ils most in SWOS then? A hundrad? Two
- pretty much the wltimate game. If this is
i 50, then how can those Sensible lads
= possibly improve on it Not even waiting
a for the The crealors speak’ bil, Jon Hare 1 HANS VAN EREURECEN T
p was quick 1o point oul thal they're planning SRR [, [T« = e
on SWOS being the ultimalte football game 7§12 ﬂﬁﬁﬂ?fﬂﬁﬂ_ﬁﬁm.l:—'-
e thal's going 1o lake people a long time 1o _' £ PANHENTZEIIE
< top. Sounds impressive already. * FORIVANTIGGECEN
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Vanenbury, De Ron, and

e Ml - They're very silly
" names, don you think?
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with Liverpool feebly asked if thera weare

s 1 ’ - | & UEFA cup thousands of stal screans
3 g I : —— ; aying avenything
= I =3 I m resulls around the
. =L b o fop scorers al
= P e) o3 = aach and avery laval of
~HEL — - ] ! national and
E (N 2 @ |
[ 4 | ar ! niamabional play Yup
STC SR : Fy ; we've gol those 100"
2L B ol =} nd and beamed Jon. And is thare
BAF bl — A - World Cup any chance of seaing any more
.r ‘ : : LHL 4 _|_ ] of Sen » Golf other than the single
L L. buyng new talant black and white prnt out and animation of
= =k ol bl | you can | @ world, as all tha
bkt - . I'_ i - ol .I othar | a8 Ang playing as Each
- [z r -I, 3 ] > player's lomm 15 displayed over tha
5 @ight malchas, and when Verdict so far:
hundred? Three? Four? be decided ed with the player's skills, the form Truly Sensibl ghly programming

"Nopa. The orig il
a hundred teams in i, but this is the World
of Soccer. The idea’s 1o produce a truly
nlamational gama, S0 wir'vg gol aboul
1500 teams in at the moment.”
Fifleen hundred!! | was shc
That means thal il you include substifules
you're look 21,000 named
phayers in the gama! Since each of
ayers has aght skills, that acds up 1o
'55 000 pieces ol info. 1sn't that going 1o
take up a load of desks? lsnt it going 1o
take the Amega an awlully long time 10 fing
out all the namas
Jon shrugged as il he regularly has
o crunch thas many numbars, Il all fit on
three desks, and there are actually more
playars than that, becauss once you stan
o buy playvers from other leams, they've
gol 1o fill the space you've created. To
keap numbers down, thara's a sor of
glush pool of made up players who get
recycled. As o thé names
fight, wa've got the scarily profhicient
talents of Mike Hammond and Serge Van
Hool on the case. Mike wrtes a yearly
book on football stats, 50 ha's spol on wilh
all the skills lor th Ewun 1 laams. As
you gel further alield, the Braz
dnision for axample, wa'ra lucky to gat
mes and numbars, so wa'vé had 1o
make the rest up
After looking

nal Sens/s gol ak

HWCEE0

at ar

as gath

at vanous polential
games such as Papatoetoe vs Wanganu
East Athletic. it was time to move onlo
other aspects of SWOS. It seems that you
can play any existing competition al ¢
| in any country in the world, which
seems faidy all encompassing. If for some
raason, tho wiorkd isn't good anough
for you, you can even design your own
tournamant, deckding how many rounds 1o
play, whathar (o pul l2ams in groups or
play it as a knockout, or how many points
you get lor each win or draw
That stll not infense enough for you?

Jon seemad 10 sense thal | was losing my
ralher tenwous gnp on football basics, 50
callously hit me with the Season of
this mode, you starting off with up 1o 64
teams from any division in the world
) that the country

on. In

ASSLMING has that many
teams of course Any or all of these leams
can ba human pi
how popular you are and how big your
NG roodm 15, you can go for an all out
season. You're presented with a ficture list
which includes both league and cup

has, and af

rs. 50 dapanding on

T NLMErous M

wners al both levels will

I'd broken out in a cold sweat by this 3l 10 Dé the
1l xpe
computer screen

g 1o wakch the
150N again

15 US2d [0 WiOrk Oul NOW mMUCh each peayer
1. In this way, il

posni. but Jon, knd
thangs footballish, ju
pressed on. "As we
the piace de resistance
career game. This gives the player the
chance o play the entire 20
gither a manager or a player
the player/manag
game, 5o wil
season, thal's a

1 my hatred lor al
smiled crually and
as all of this, there's

the one ple

au put

a good
M OO
in Spacily
d skills you're
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1, 1NE

oF you e
utl 50 maiches a
uSand
career. If you're inlo the m
thowgh, you can eithar view
tha heghlights, or just gat the
e game concentrales on the
playars and doe }
attendance lig
BNt the sort of 1
n the paper
cash and spor

war his dalerming
men| side ey

malch, ar
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Game: Sierra World Cup
Soccer 94

Publisher: Sierra
Authors: Steven Dunn
ETA: March 94

Briefly:

The Wosld Cup is a one-off occasion, and
you can’l get much maore important than
that. Well, unforfunately, you can get
much more important occasions, this time
round at leasl. Scotland didn't quality for
tha first tima in 20 years (dua to an
intemal misunderstanding), and
regrettably, neither did Wales or Northemn
Ireland. England, well, there's always a
silver lining o every cloud and England's
qualitying fortune was the one piece of
mews that made Scolland's pathetically
embarrassing fadure a bit more palatable;
personally, | laughed mysell lo sleep
(We'd jus! Wke fo point out thal Steve's
offensivaly parochial opinions do nol
refiect those of the rest of the AMIGA

POWER team. Excapt Stuar!, - Ed)

So, lel's discuss the new Workd Cup
game from Sierra, imaginatively known as
Sierra World Cup 94

The Creators Speak:
| kicked off {Thal's enough. - Ed) by
asking Steven what he considerad was
going fo make Sierra's offering betier 1o
play than Sensi-Soccer? “The players ane
larger for a stant and the pitch scrolls more
smoothly.” Using my professional
reviewer's perception and my suitably
equipped binocular vision, | can confirm
that the players are indeed larger, As for
tha scroling, expect some delay on the
smoothnass decision until | get my hands
on a finished copy and run Sensi side by
side, 50 o speak

The view of the pitch, unlike Sensi,
isn’t a derect overhead, t's more like the
J0ish view of Rage's popular Striker from
a couple of yaars back. As with the real
World Cup, all 24 qualifiers have baen

Sex that team on the bottom left there? They're not in the tournament
any more. So why are they in this screenshot then? Your answers.

through bookings

and sandings-off

have to be

considerad.

s
g o
1

ey Sometimes it may

be wise not to play

4
b

o

one of your betler
players in a match

in case he gels

booked again;

placed in their respactiva
groups. Should the player
requira it, the option 1o chop,
change, renama and reconfigure
tha fixtures of all the teams exists, so you
can actually buck reality and have the
home nations in thera if you like. Up o
eight players are catered for which means
you'll be able to play against your
human Inends

Your side consists of the
customary 11 players,
collectrealy known as a
‘leam’. Each team
mambar has individual
skills, in this case
tackhng, dnbbling and
ghooling. Other lactors
coma into play, for example
stamina and match filness;
I's possible to carry an injury
and take a while 1o recover. Yellow
and red cards are also issued to players
who have contravened the rules of
gentiemanly conduct.

As you'll no doubl have guessed, lols
ol managenal decisions have to be made
The rules about maich suspensions

Yeu can change all the teams if you 5o wish. Real
saddos might even put in nen-qualitying England,

The difterent groupings may produce a result
such as the one abowe. Can't see England in there.

“Girly Gazxza
gushing of
World Cup

infamy.”

wilness the girty
Gazza gushing of
World Cup ltalia
infamy.

Just as a quick
mention, some of
the control methods
far dead ball
situations look
interesting. Throw-
ins for example,
instead of the laker
pointing in a cerain
direction and
throwing the ball
hard or soft, it's the

- gnnm  players who, through a selection

. procedure, ren about a bit umtil
they're ready to be passed lo. As
S00n &8 you want to, you hit tha
fire: bution and the chap you had
selected will be thrown 1o, This
opens up the possibility ol
calching the opposing team
completely on tha hop,

Verdict so far:
What | saw of the game looks
good. Obviously quite a bit of work is
going to have lo be implamented on the
goal keepers who seemed capable of
saving nothing but pixelised turl. Thare are
some nice touches | still haven't
mentioned, such as the individual
differances in the appearance of leam
members. Al the end ol each maich, a
statistics table appears telling you all
those embarrassing facts like
having shot at goal eleven
times and scored nothing
while your opponent has
only had three shols and
scovred three limes.
In the inevitable
tournament of football
games this year, Sierra
World Cup 94 looks like a
strong conlender Tor the final
round, at least as long as il can
avoid lawsuils from US Gold (for the
title) and from Sensible and Rage (for
shamelessly taking their two games and
combening them inio one new one). Look
forward to a full review in, ooh, probably
about threee months ime
® STEVE McGILL
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Game: Brutal Sporis
Soccer

Publisher: Millenium
Programmers: Teque
ETA: June 94

Briefly:

Wahey hey hey. Millenium have sent us
some scroenshots of their up-and-coming
brutal brutal brutal = so brutal it's more
brutal than violantly brutal - Brutal Sports
Soccer (or just plain Brutal Soccer for
those too hip and lazy to give anything ils
farrmal title)

It's next in the assembly line of Brutal
Sports ttles and n's another of those
games that | haven't had the pleasure ol
vigwing in an unpolished preview state. In
fact, dear reader, look around the pics on
this page and you'll have seen jus! as
much, it not more, of the game as ma.

The creators speak:
Again, the trusty lax and question
procedure has been relied upon to
garner some info for this page. Doing
this means that | can ask the same old
questions of Teque in a different order
from normal and manipulale the
answers as | see fit

Brutal Sports Football eamed

L.
and circuses. Red Bull, a packel
erivps and Brutal Soccer more like.

b e e e

THINGS TO COME

suitable for 11 upwards.”
Bearing this in mind, |
inquired into what Teque's
reaction would be il
confronted with the news
that someone had gone on
an axg-wielding supermarket
massacre due to the influence of
Brutal Soccer. "Wahey! That's just
what wa need 1o promote tha litle,”
Time to pace things up a bit now

though, and tell you about some of tha
promiging-sounding goodies thal have
been put into the game so far.

First off, the perspective of the
game is simdar 1o FIFA International
Soccer. The aim of the game is 1o maim,
lama, lacarate and generally crippla your
opponents. Oh, and you Iry 1o score goals
as well. The vanous dirty moves availabée
1o the on lield players are.

“Throw in — hurling the opponent.
Blocking - fending ol the attacking
oppasition.
Penalty shool out = the two teams face
ol and lire calapults al each other,
Goal Kick - Ball loaded into a cannon by
the keeper. It is then aimed at the
opposition (with hilarous consequences!).
Free Kick - Need | say mora?
Comer - Ganging up on one of the
opposibon and herding him into a cormer
for a dufing.”

Bul, what's a game of soccer without
the following weapons? “Dagger - short

88% In the already legendary, range only. Sword - longer range. Axe - b
sold out, no longer attainable, Chuck it at the opponent and walch the z
can't-get-it-in-the-shops-anymore  meat fly! Maces - Sends the vichms head E
AMIGA POWER 32 Cannon spinning around a la Exorcist.” >
Fodder Ok Soidiers (Delale Also scaftered around the pitch are a
marked section. = Ed) lssue,  veritable host of ball power-ups. They are; @
So I've got high expectations  cannon ball, flying ball, rocket ball, melting ©
of Brutal Soccer. ball, explodng ball, slashing ball, :
| put the boot in with a topical, burrowing ball, fire ball, runaway ball and 2
up-to-the-manute queshon multi ball. You can expect a rundown of
aboul tha naw ratings these power ups if and whan we gel hold
i guidahines sat up by ELSPA of the finished game. And thal, as they :
I “Da you have any worrias about say, is that p
i g this game passing the naw 2
| ! ratings guideiines set up by Verdict so far: r
e ELSPAT", | queried nonchalantly.  Weapons, ball power ups and special dirty -
} i “Thie system |s voluntary. It doesn't moves. | relish the sound of that. If I'm :
: have lo pass any guidelines. The good and behave myseil in the offica, who -

game however, like Brutal knows, | might just be allowed 10 review it
{ | /' Footballis cartoon violence and | hope s0, nothing gets me going mare
A " | has been approved by the VSC than a fight. @
{ | (in conjunction with ELSPA) as @ STEVE McGILL

%



THINGS TO COME

This contraption, which [ pretty amuzing the first time
round, catapults Brian into the next level.
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Game: Brian the Lion
Publisher: Psygnosis
Authors: Martin
Edmonson, Phil Baxter,
Mike Troughton, Russell
Lazzari

ETA: Late March

Briefly

Lions really are lovely creatures. They
know nothing about plumbing and they
don’t wear red shoes. However, they
do commil infanticida, led the
women do all the hard work
and steal thear kilks, All this in
retum lor protecting the
pride from ather male ons
like themselves. In fact, on
the face of it, they're pretty
much the perfect choice of
species 1o be lurned into a
cute platiorm character, And
thal's just what Reflections - the
developers ol Brian tha Lion - hava
managed to do.

The creators speak

The game is a fast Sonic/Mario type game
for the: Amiga ~ although there are many
games of this type on the Sega and
Mintendo there are very few good ones on
the Amiga”, Hmm, a bold stalement
indeed. But hey, this is
a preview page. Other
than showing you soma
nice piccies, telling you
our first impressions of
the game and letting
you hear what the

progiammers
W k. themselves have got 1o

= T LS L ‘
Brian takes part in a junglc fashion
show with some of his friends.

say, wa'ra not meant
10 cast any opinions
whatsoever, so lat's
get on with it.

One good thing though, is the
exclusion of a dumb plot. The introduction
fo Brian the Lion runs something like this;
“The game features a Steamy jungle with
10 levels, a Ruins section with 12 levels, a
Mighimare stage with 16 levels, a flying
section (on the back of Mark the Lark) and

swimming levels where Brian
wears a snorkle.” Sounds
pretty fair 5o far - no,
hang on, what about
bonus levels? Thare
are also a lew bonus
levels thrown in, if you
can find them™, Phaw,
that was close.

Earlier on, we
established that Brian
couldn’t plumb, but just whal
can ha do? "As Brian runs
through the gama he collecis crysials with
which he can buy exira abilities in the
‘Cloud Shop' (Splendid Speed, Really Raj
Roar, Excollont Exira Life, Heavenly Hit
Point, Jinormous Jumping etc)”.

Soma of the extra abilities are pratty
amusing, ke, for example the Really Raj
Roar; you build up power by holding the
fire button down and then let the roar rp,
Even Brian looks slightly shocked at the
result of the ensuing roar, For many

Due 1o the varied nature of the game, Brian has the W
eppoertunity te iry diferent sports. Hurrah for him.

4. SCORE 1‘1500

situations that Brian comes up againsi,
there is usually an appropriate expression
whether it be from boredom (you've
stopped directing him with the joystick) or
fear (he's perched precariously on the
edge of a cliff).

Tech specs ara reasonably
impressive so take it away, Reflections.
“Brian the Lion leatures mulli-layered
parallax scrolling in a smooth 50 frames
per second in the same way
as most console games, The
‘Cloud Shop' features a
. unigue sine-curve scroll which
gives the shop intenor a
gentle wave motien”.

This lowely little screen on the
left lets you choose which
level 1o send Brian to next.

's Salmon spawning time and
Brian ks about to caphtalise.

One thing thal has lo be menboned -
unavoidably, as a result of an intemal
misunderstanding - is that Brian the Lion
is a very pretty and colourlul game.
“Although the game runs principally in 16
colour mode, it makes vast use of the
Amiga’s copper colour sphitting abiities
and at some points in the game there are
182 colours on screen”.

Verdict so far
182 colours, 218 frames of animation for
Brian alone, over B0 animated
adversanes, bags of characier and some
nica little louches spotted all over the
place. Me, well | can hardly wait 1o

get my teeth into the
finished game.

® STEVE McGILL
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Game: Traps and
Treasure

Publisher: Krisalis
Authors: Roman Werner
and Orlando

ETA: Early April

Briefly:
It wasn'l me who saw the preview of the
gamd

The creators speak:

Mo, the creators don't speak actually. In
fact, in this instance the only info I've got
lo judge the progress of this game by is
the fax sent to poor, poor, looked-really.
miserable-when-|-took-his-Mac-to-his-
house-after-he-pul-his-back-out Cam.

Briefly again:
Traps and Treasure is a piraley pladorm
romp, set in 1641 for some reason that
Knsalis deem relevant, You, as caplain
Jeremy Flynn, have wilnessed the
capiure of your ship and the abduction
and out-and-out thievery of your men
and gold by the second nastiest of nasty
pirates, Redbeard

Redbeard is a cunning old pirate
and he knows thal you'll attempt lo
ralnave your well-gotten gains. In order to
slop you from doing the nobla thing, he's
set all manner of traps and beasties 1o
Mar your progress

It you want an exampie of the kind of
beasties that you'll lace off to, swing your
cutlass at thas lod; sharks (ooh), mutant
killer starfish (aah), sabre rattling
skeletons (ooh aah) and evil iendish
ahosts | ooh aah oh no, halp mummy)

The traps sound just as fiendishly
onginal as tha monsters. Catch this lot in

Reputedly, Blackbeard was shot
20 times and run through twice

tha face with a ballstic
projactile; there are going to
be automanc finng cannons
and falling spikes

Sa far, that lof above just
aboul covers what | know about
the game. You see, this was supposed
to bé Cam’s page. Unlortunately, due to
an external misundarsianding, Cam is no
longer able 1o fulfil his contractual
obligation. Theredore, with the kind of
backtracking and frantic padding that
regular AP readers are 50 used 1o,
prepare for some background info
on some of the more infamous
pirate lacis of the 16 & 1700's

Did you know that there ane
two holly-conlested theones on why
the Jolly Roger was namad so?
Some scholars have slaled that the
= nama is derved from the Arabic ‘Ali

- a7

Rajah’ meaning 'king of the sea’. A
flattering and definitely feasible
origin. But, the most plausible
explanation comes from the
practica of pirate ships to fiy a
battle flag whose maaning
was literally ‘no quartar
given of expected”
Bloodthirsty stutf
indead. Tha flag was
usually made of
crimson silk (mot black,
and withoul the skidl
and crossbones, which
was probably added later
by Hollywood), French sailors

called it the "pretty red one'’ (as
Franch sailors ara ap! o do) and of coursa
‘pretty red one” transiated into French is ‘le
jole rougera’. Simple.

The fax recesved on the game didn’l
give away 100 much information on how
Redbeard managed lo capture Caplain
Jeremy Flynn's ship. So how about some
unloward speculation?

Al the tme and in the place that
peracy was such a popular pastime, the
waters were vary warm. Weeds used to
grow on the bottom of ihe boats. This
madea them slow and very hard 1o steer
As il that wasn't enough, a creature callad

a Tesedo', a species of shell fish, used lo
attach thamsahas tn the wooden hull and
eal the wood away

As you'll no doubt have guassed, if
this state of atfairs was left untreated, the
ship would soon be rendered unuseabla
To stop this from happening, the caplain
of the ship would baach the vessel on its
side, He would then have his sailors
scrape the weed and Teredo off and apply
a new coat ol piich or whatever lo the
bottom. (May the Lord have mercy on our
souls. - Ed)

Obwiousty, this took a lang time,
leaving the ship and crew vulnerabla lo
attack from whoaver happened along. This
could passibly have been the manner in
which your platiorm character in Traps
and Treasure found himsell under attack
Then again, maybe the above was just a
load of old tosh that I'm prepared to
dredge up when | haven't got a clue what
lo write in a préview of a game. You're the
audiance, you decide

Verdict so far:

It looks pratty. It's the first attempt at a
serous gamea by the programmeng team
Mea for one, I'm going 1o be fying my “Jolly
Roger Compromise’ which means that no
quarter can be expectad in a full review
unless the gama is good. Shiver me
timbers Jim lad and - oh, I've been fired
® STEVE MeGILL



Game: UFO: Enemy
Unknown

Publisher: MicroProse
Authors: Nick and Julian
Gollop

ETA: March 94

aliens choose to mutilate cattle.

Briefly:
Tha Earh is under attack from
unedentified abens, All nations have
uniled, under your control, to repel
the attack

The creators
speak:

Sometimes with the
Things to Come’ sechion
wa don't actually see the
previewed game in an up
and running stale — someatimes, the
company in queshon sends us a lew
screenshols and a press release; the
press release usually consisting of a
‘super super super aseee cheese bombar’
narrative and other (irjrelevant info. Of
COUrse, in an instance like this, wa're
expecied 1o enquire further and do our
joumo bit by phaning and faxing off a load
ol incisive in-depth investigatory

questions. Being a

supercharged dynamo
ol self regulatory
perpetual molion
('Tal. - Ed), thal's 1
axactly ihe course of action |
iook. Be warned, the following is for
the eyes ol those who want to find out
maore aboul Microprose’s up and coming
space strategy blaster, LFO: Enemy
Linknown, only
| blasted off with the lallowing

What influences if any does the
game draw from? I'm looking for
anything from comic books to
films o other gama ganres 1o

just about anything you

- ) - i consider relevant for the

e et LT O readers of AP. MicroProse's
Mys .‘\w "'"'-H___,:...:-—F""" Jason Dution replied thusly
= .:___....a-l-_"'""'_ “Originally, Mythos Games
\ A F__,_..-ﬁ'ﬁ brought us what is now the

_:_" tactical part of the gama. It
was very much the sequel o
Laser Squad. Wa asked
them 1o expand the game
idea further and add the strategy section
around the taclical games. During
development, the strategy aspect of the
game had more or léss taken over, 50 thal
what was originally a sequel is now a
totally differant gama®
200 A-ha, | see, that axplains why you've
na chosen 1o label the game an sometrnc-
1: N seek-and-destroy-tactical-play strategy
-

]

game then. Time for another question

= r—a

Mice picture, but | still want 1o know why

Larth wgainst the aliens,
ond all wa've got 4o ald =
wre conventionsl plases.

What kind of interface are you going
to usa lor this? Will it be poant-
and-clhck manus, joystick
confrol, maps, what? “The
mast impressive elements
of the system are the
Geoscape (a full working
model of the Earth, used
during the strategy
sactions) and the isomelnic
3-D tactical game. The
model of the earth has fully
textured lerrain appropriate to the
vanous locations around the globe; cycling
night and day sequences (I oid that once,
on a youth hostel tour of the Scoitish
Highlands. Covered 14 hostels in a
fartmight. Cyeling night and day, we were
- Ed) and allows compéate control over
vigwing angle and hesght. This is all done
by a combenation of the Geoscape and
mousa centrolled menus”

Okay, let's look into this isometric
tactical play then. | take it this means that
we're not talking about the style of space
conflict associated with Elile or Wing
Commander? “No. The 3-D tactical game
is actually based on Laser Squad

(=
) THINGS TO COME
Sl

Howaver, the old lop-down
viewpoint has bean changed to
an isometnc one, which allows
soldwars, aliens, buildings and
objects 1o be displayed in a
much more solid way, This
increases the oplions for
gameplay as the player can
only see whal his soldiers can’.
Intriguing indeed. The

press releass menlionad that
you have bases buill all over the
world to help you in your fight 1o
repel this skullduggerous UFO
activity. Does this mean that
you could successiully quall
one flare-up point only 1o
be laced with an erupton

elsawhera? “Yos indeed

UFO: Enamy Unknown

ullises a random
scenarno genarator for
the various missions. This
syslem creates a dilerent
misskon every ime. We are
particularly pleased with i
becauss i works battar than we had
onganally intanded.”

Verdict:

MicroProse reckon this game improves on
tha padigrea of identifiable classics such
as Railroad Tycoon and Chwlisation, Thay
also figure they can't think of anything
quite ke A 50 lar. If that's the case, UFO:
Enemy Unknown should be a gania-
sphicing cattle-mutilator ol a game. Expect
us o chew the cud in a ime-and-relative-
dimensions-in-space lulunshic Isswe

® STEVE McGILL
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Game: Banshee
Publisher: Core Design
Authors: Soren Hanibal
(programming), Martin
lveson (music/sound), Troy
Horton (levels)

ETA: Spring (A1200 and
CD32 only — no AS00
version currently planned)

Briefly:
1943

The creators speak:
“Take the classic arcade game, 1942, Add
a whaole heap of seasoning in the form of
stylish, state-ol-the-an graphics and six
sleamin’ levels of up-lo-date action. Stir in
an Alternative Dimension and a heavy-
sprinkling of mucho-big guns'n’power-
propped planes. Leave to simmer on
incandescant haat — and wait patiently for
thi best BLAST in light years. .. Banshea
EAT LEADI™

Er. thanks. The boys continue in
much the same vein as this for pretfty
much as long as you let them. Theirs are

the imaginations
responsible lor Banshee's plot,
which starns off on a nice
sansibla altematve-future kind of
frip, sel in an Earth ol 1999 where
thera have been no Warld Wars
and aviation lechnology hasn't
advanced beyond the propellor. So far
$0 good, bul then it all goes hombly awry
with the introducton of characters like
Blardax Maldrear, steel-studded black
leather-weanng megomaniacal (sic)
dictator of the evil Styx Republic, and
Sven Svardensvan (apologies to all our
Mordic raaders if this tums out 1o be an
incredibly rude word in Swedish or
somathing), son of a Styxian invenior
murdered by Blardax for refusing
ta invent colour TV, Naturally,
and perhaps rather
disappointingly, you play
the part of Sven
Anyway, enough
plot for now (it only
gets worse). Banshee
is exactly what it
appears o be - a
smart-lookang top-
down vertically-scrolling
shoot-'em-up. It's gol six
levels, Inrom the usual sea-sky-deser
stutl to an outer space level

where you fly in the humedly-invented
Sub-Light Banshee Fightar
Thera's really nol termbly much else
10 tel you about 1, 0 over 1o tha
programmers again for some of that
technical information that some of you
love 50 much
“The game will run at
25 framas per sacond (one
pixel par two framas) and
will be composed of
16x16 blocks in (6-1)
bitplanas, The blocks
themselves are cut oul of
a screen comprised ol
320x1024 pcals. The Tth
biplane will show whather
the surface enemees are visible
or not = ke ‘go-behinds’. The
background blocks will not be animated
Several ‘dummy-enemies’ will be used for
ground-anims instead. Stabonary surtace
enamies will be composed in the same
way. Several mobile sudace enemias will,
after exploding, leave a hole in the ground,
the hole blitted onto the scrollscreens.”
Thanks, guys

Verdict so far:
There aren't nearly as many of these
splendid shoot-'em-ups on the Amiga as
you lend fo imagine, and theng've been
practically no good ones al all since SWIV
{unless you count Sky High Stuntman,
which was a direct copy anyway)
Banshea looks really good, and I'm
looking forward to it hugely. Then again,
| said that about Blastar.
® STUART CAMPBELL



Game: Skeleton Krew

Publisher: Core Design

Authors: Jason Gosling, James
Ryman, Heather Gibson, Guy Miller,
Bob Churchill and Nathan McCree
ETA: June 94

Briefly:
A 30 isometric shoot-'em-up. You
control @ team of mercenaries pitted
against 1he forces ol Munbund
kadaver, the ewl head of a cryogenics
plant and intent on taking over the
solar systerm. VWhat more excuse do
you neéed 10 dress up in big bools and
took-up with some rather silly-sized
anillery and go about shooling
everything that moves? To set the
scena the press
amusingly we tho
mast of tha "

ght, has replaced
vith 'K's, 0 we've

Rib, and
guide them ¥ Skrolling
world, Ther passwords al the end of
aach level, something every game should
have. Thare's also a simultanoou
player oph you ko-operale in the

L

Kill, shoot, maim and er, kill some more. /

Yes sir, there's nothing like a good blast.
~ m -

destruktion. The aktion klaims
to be Smash TV.lika, that'll be squads of
enemies koming al you from all direktions
then. Thare arg sceng-setling animations
between levels and lots of large spriles
and flash graphiks

IU's going 10 bo availabla for the
A1200 and the CD32 initially
“Wa are thinking about an
AS00 v viously the
graphiks won't be as good.”

The kreators

speak:

“It's a 3D isometrik shool-

Bm-up id you s0), it's not

bean seen on the Amiga for

ages. It was konceived as a

komik sinip kind of thing. (One of the

team has worked as a komik arlisl.) Each

kharakler has an axiensive hstory,

{sudably dubous). We're nol sure whal

nhancamenis there will be for the CD32,

y animated introduktion sequences

Z

Ry

Some of the first screens finished afe§ o
these stills of the characters.

and CD musik. It's ak
first leved s a siras
up, later lev

(elpakks, jet
submarines. Thera
soknel rooms 1o find

at the
ided il

equipmani

Verdikt so

f
v

the w 0
nds rather intare:

on ot

® KHRIS LLOYD
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NAUGHTY

Saucy Jack - he’s a naughty one and that’s for sure. So
are this lot apparently.
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NAUGHTY ONES

Look, there's a little
geeier up at the lop
right-hand cormer.

O,

Here we see¢ all the
levels of World One
stuek together to lorm a
gigantic link’ of the
whole thing. Somewhat
ironically, it loaks like
cleven separate screens
all stuck together on the
page, which lan't really
the desired effect. But
ey, we tried, alright?
It's not easy, this job.

GAME REVIEWS

You have survived The Ma
Mechamics, buT LeT's ee
if \You €an hold T Thr

OO PEPEERR TR

2

Um... hey, loak at that interesting
thing over there, everybody!

HIMOd YOINY
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“Cor, ha's right, you
know - it's the Goodycar
blimp! Look, it's the
Goodycar blimp!~
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mysell thinking “No, actually, it's nol just
me, thas &5 really good From
straightiorward arcade) baginnings, it
gradually pulls you inlo more thoughtiu
argas, with screans that you have 1o §

for a bt belore you go racing off, and

FEVFEFVEFEEREVET | got all those lives
by cheating, by the
way. I'm not that

good. Sorry,

retirement wa

tecome to a brutal
and thocking end.

Qecisions 1o

for extra lives and
alsor
miataphoncal

These little old ladies
look just like Cam's
granny, interestingly.

-8

ake about

acrel rooms o

e 3
& +
wer- R

ally and J ¥

ut after a

arasol Stas -
et (i ::i_-,

really ke Rick

axcapt out all of

those unbel

AnnNoyIrg I
hazards that \
gol no way
about unbl they kill you. It's
really incky in parts, bul puraly
im terms of demar ) Skill fro
ayer, nol by overwhelr
you with spead or numbers or
195 you can'l see — even with
an miinite nvas
cheal | was
Struggiing o gal
& of

tgel

knowing

ng

it You

i,

any continues or
passwords or
anytheng, 50 you

This is a seoret neom. Well, it was until just |
then. Now yoo all know about it

actually have o ba
good fo get anywhere, and aven when
you've been through a screen a doren
timas, you stll have 1o be carelul, despile
i fact that bad guys don't Coma Dack
after you've killed them and only the
indesiructible hazards remain. And isn'l i
great o have a game thal comes on a
singhe desk with practically
N0 acoassing?
Wall, by the time
I'd finished thinking
all that, the rest of
th team had armved
| docked tham all a
day's pay lor being late
and said “What do you
think of this?" They said

We think il's a bil

unlair, actually, it's only
quarter io len”, and | 1 *No, no, what do
you think of the game?" Bul they wera too
busy moaning aboul thalr wages 1o form
any consiructnvg Openions, S0, er that's

thal sketch knackered. Um

TYI(ES ON BIKES

nt you pust hate it whan you lose your
u:x.-nccr'lra'.u:un and wander off the subject
ke that? What I'm trying 1o say hara, |
suppose, is that I've kinda shot mysell in
ihe foot again (Bke with Cool Spol two

Oh how ariginal, you jump on platforms, you shoot
things and you collect things. One touch from the
asorted opponents and you go back to the start of the
screen. Have we seen all this before? Yes, dozens of

times. Naughty Ones is playable, no quibbles there but
it's hackneyed and after a few goes repetitive. Jump,
shoot, jump, jump, you get the picture. It's one long
test of your timing, many of them too hard.

® CHRIS LLOYD

ssUBs ago), by giving three pages 1o a
really simple game that there isn't anything
lo say aboul except "IU's really good, buy

1.” The difference with this one, though, is
that you probably won'l. It's from a

COMPany you ve pro Lh;l']if never heard of

was written by foreigners (nol), it doesn’t
look earth-shattering, it doesn't have an
amazingly cool central character, and it
won'l be on Gameshaster. | feel safe in
predicting a low-20s chan po
mast. Prove me wrong

But anyway, | guess tha only pan of

the review left 1o do is 1o decide on the
mark. Al first | reckoned somewhere in the
mid-80s, bul then | realised that I'd be
being just as bad as I'm ranting al you lot
for, in marking it down simply because il's
not ‘big’ of glamorous. So then | thought
high 80s, but suddenly | remembered I'd
given Team 17's Cwak B8%, and while
that's a really smashing little game, i's not
as pretty, varied or involved as Ihis, 50 it
really shouldnt get as high a score. Oh
what tha hall, | haven'l gnven anything 90
n ages. I'm going to give it 90
@ STUART CAMPBELL

Siion, al the

THE BOTTOM LINE

THE BOTTOM LINE

There're 256 colours
A3 ) ondisplay in the AGA

version, but you
wouldn't really notice unless you
were looking for them. The CD32
game should be much the same, and
will be out any minule now.
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A iree kick outside the box? E
_ Surely that's & foul, ref? - ;
- TR It's o_nna,_ twice, three times a
% 2 footy-game licence - can Krisalis
ok .. pull off the treble? Or not? Eh?
al the botiom's
i offside, ref? s

L

1 _| our screen-grabbing system. Rel.
Game: Mancheaster United comes 1o mind. Why? Whal's the point? :" . ,r“m“","““m““
Fremier League Champions  When a game 5o far out in front at the top e . 2 g % b0 be boubls. - Sd)
Publisher: Krisalis fits g

Authors: Neil Adamson {
(design and graphics) shadow of it, iden

simeon Pashley, Pete way but diluted \nd inerior :--.:.-':-.'.l = : . e EEEFEE B

Harrap (programming), Matt  what imagination there may have been in : . FEEEFEERINEER

Furniss (sound) the onginal? And that's tha thought thal E - ' | ' T

Price: £29.99 keeps on forcing its way ba g % b Fi— FEFFFFFF—

Release: Out now head when I'm playing Manchester Unifed W Saitr Faced LI ! e e FEEFEEE
T g L 1] | [ ]|

Pram ar Laagu :"'.l""."-""- LC from Il hL Ll

natimes. in one of now on. thanks). It's nat aclually rubbish or B % Jrags
my other lives, | find myself anything, indeed it's probably one of the b H
reviewing games for Amiga’s lop threa (ootball gamas - ! :Ihl-if-'!‘[':
vanous console But wa've already gol one | LN " EPEOE
i I. 1 £ '} %5 y IlI lﬂ E -
e : —
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et "We've
o, already got
nezcoe e ome Sensible
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Another moving scene from 'Anack
Of The 50 Foot Football Players’
(showing at a ground ncar you
from next week).

e

=

'I-"J

atdl g

months before it was
fineshed, a ktthe parsisiance
reveals its trug nature - this
is Sensible Soccer, tor Kick
Olf tans

I's true, After my first
few games of MUPLC, |
found mysall travelling back
back in time to the almos!-
forgotten days belore |
worked on AMIGA POWER,
when | first tried & new and
enormously popular lootball
game called Kick Off. I'd
heard so much about it that |
was almost beside mysell
with excitement, but when |
finally got hold of & copy and
started 1o play, | was
crushingly disappointed. It
was stupidly fast, the ball flew
around hike i was on a pinball
labba, and nothing | seemed
o do o the joystick appeared
o have any kind of
predictable effect on the on-
field proceadings. It was one
ol the mos! intense and
frusirating let-downs in my
lang gameplaying life, and |
thought I'd seen the last of i
But i's back. Holding ‘up’ on
the joyshck and prassing fire
only 1o see the ball shoot off diagonally
backwards, overhead-kicking free kicks
nto my own net, giving away penalties
while the joystick sal unattended on the
desk, all of these homific expaneances
returned to haunt me while playing
MUPLC, and I'm not best pleased about i

ONLY SING

ol the fire button, nol

50 unnatural the gama's

almost cnppled from the W .
oll. Sensible Soccer's one- o
tap automatic passing has -

consequently gone for a burton
too, and with it that game's possibility of
smooth, flowing, skitful football. MUPLC is
a much more reactive atlair, where you
have 10 bell the ball inlo space and than
do the best you can with where it lands,
rather than planning any clever stringing-
together of deliberate passes. Excepl it's
all so fast (noticeably faster than Sensible,

As you can see, the ‘frosty’
piteh is so cold, the players

“hi—-lﬂ

! -

L v

T
171 "

MUPLC, you see, features a “n
control system far closer 1o GRS H
Dino Dini's onganal - il ;..
kicking is actually - n =8
Inggered when you lef go &8

and rather oo last for my kking) that you
don'l get a chance to react propery either

yOu just have 10 waggle the joystick
optimistically in the general derection you
want 10 go and hope something usedul
resulls

TRAGEDY

There's a far more unwelcome intruesion
aven than this, though - reality. You seo,
while MUPLC s players all have a wide
range ol statistical attributes roughly in ling
with thesr real-ile abilities, they're also
human beings, and hence not infallible
Hence, while MUPLC broadly adopts a
ball-sticks-1o-feet policy compared to
Sensible's demanding dribbling. it's prong
1o realistically failing at random in the
middle of a run. S0, you can be weaving
down the wing, beating delender after
defender on a wonderul mazy breakaway,
when suddenly youll just lose controd of
the ball and il trickle away from your feet
although you haven't done anything
different to whal you've baen doing for the
past 10 seconds when it was stuck 10 you
like glue. This is a deliberately buili-in
feature (it also apphes to alerouch
better players can bend the ball better and
mare often than less-talented ones = and
refereaing decisions), and it's the most
annoying thing I've ever expenenced in a
foolball game, I've said it before and I'N
say it again - i | want an accurate and
authentic simulation of real lootball
physics, Il go down the park with a
soddng football, Always, always, always
the point of a computer game is that shilful
players should do better al it than crap
ongs = when you star throwng in random
elements, you completely knacker the
whole shooling match. Il | take a

Bl goalkick with my goalkeeper
I: S, with the joystick held

F -.'.t w
-

% diagonally to the top right, |

mi L want the ball o go in thal
y | e e direction every singile
when you hit it — and it's i
L] .
- Off in

time. What | don't want is
for i one me 1o fiy off so
lar 1o tha right ol thé pich
S that it goes straight out for

BN & throw in, and anolher time

R for it 1o go in a dead straight
line up the pitch, smack off the
head of a defendar standing in front of tha
keepear who then falls over in surprise, and
bounce right into the path of an onrushing
forward who sticks il into the back of the
nel while my (compuler-controlled)
goalkeeper flaps around like a dickhead
Once things like that start happaning,
what's the point of holding the joystick at

b
s
2

F o Salk.
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 The replay lacility iz a bit of a saving
grace - a5 well as the usual slow-motion
and still-frame, you can view the action
trom the reverse angle, as well as

~ rewinding up to the entire length of one

~ halt if you've g0t an A1200.

all? Why not just press lire to start the
game, then have the ball bounce around
complately al random for 90 minutes and
go off for your dinner, coming back only
o Saa what the result turned out 1o ba?
I's crap. Really

As I've said, though, this feels a lot
ke Kick Off in play, and you might like
that (if you're mad). So let's look at some
of the less subjective elaments of the
game, for information purposes. You get
aboudt 150 leams to choose from the
various English leagues (no Scoltish

European, mternational or wacky leams
uniess you count the Knsalis sida), You

can'l customise the players, the l@éams or
Iheir strips

chofse w

thowgh, oddly, you DO get to
v of thair thrae kils

oL

er the
ength of games, bul you can choose
whedher you wanl extra time of nol
[although, unhike in Sensible, it comes
@ithér with penalbes or not al all, you can'l

have extra hme and than a raplay)

BLINDER

Thare are seven kinds of pitch, including a
néw Toggy” oplion, and you can custom-
build leagues (including awarding up 1o
fvé poanits lor a wan and between nought
and frve for a draw) and cups, and give
them names of posing, which you
couldn’t do in Sensibie. Actually selecting
ha leams lor compebtions is a bit of an
cvarcomphcated pain in the Bum, bul

Mow this one is our
__#-‘!H

that s hardly a major Complaint
MUPLC's big plus point is the Tacti-
Gnd™ system, which allows you to
precisaly takor your team's lormaton
Each player can be indrvidually assigned
o a single square on the pitch (although
obwiously he'll stll run around wherever
necessary), so you're nol restncled o five
Or Six prasal sel-ups. You can aven
INSErUCt your énbiré team 1o ine up down
i 1 towchling if you like, You
can access the Tacti-Grid™ at any dead-
ball posnt dunng a match, which s great il
you get into a 1-0 lead with 10 minutes to
go and wanl 1o stiick every single one of
your men inside your own 18-yard box. (Of
course, the unpredictable nature of the
controls might make this a rather
dangerous approach). As an aside to this
you can aven decxde in advance which ol
your players you wan o nominaie (o take
penalties, attacking free-kicks and

UNITED - PREMIER LEAGUE CHAMPIONS

As I've already said, the best thing about MUPLC is the Tacti-
Grid™. No more boring old 4-3-3, 4-2-4, 4-4-2 options here, oh
no. Just look at some of the novel and interesting combinations

you can play around with,

IT'S ALL ABOUT TACTICS

delensive free-kicks
Al the end of the day, though, even
the miceties of the Tacti-Grid™ are just
window-dressang on an ill-considered and
rratng game Playing this, in both ona
player and two-player modes, made ma
angry and frusirated, whereas playing
Sensible had me shouting and pointing
and jumping up and down in sheer
excitament, Down below in that On Tha
Other Hand box, Steve's going to tell you
this 501 as bad as I'm pa ntimg i, bt
ramambear = ha shll really likas Kick Of. As
I said at the starl, MUPLC is mostly almaost
exactly ke Sansiblg Soccer but nol nearty
as good. So why bother?
® STUART CAMPBELL

ON THE OTHER HAND

Stuart and | have something of an intemnal

migunderstanding over this game. It's
definitely not a pale shadow of Sensi [l

admit that overall it isn't as good as Sensi,
but it has saving graces thal | much prefer.

Stuart figures that it's much more natural
ta hit the fire button and then hold it down
for the amount of power you wanl. | don’t
think it's as clear cut as that. You always

prefer the control method that you're used

to (or something ke that), and MUPLC's
kicking s more natural o ma (I've played

a lot of Kick Of 2).

Some of the bugs, however, are
irmtating. It seems far too easy o Score an
own goal from a flying header or whatever
Tha random element on the dnbbling is
fair, to be honest. It certainly discourages
you from holding onta the ball too long.
The potential is there for a passing game,
Ihough admittedly when | played Stuart,
tha game was more like a rough and
tumble, first to the big hoal, Scottish
Premiar League game than a smooth

@ UPPERS
® DOWNERS

THE BOTTOM LINE

THE BOTTOM LINE
The sound’s a lot better
and you can walch

replays of ﬁ3 =

G200

the entire length
of & half. i you want.

passing Italkan gama, Bul it's definitely a
game of skill - you kick them a bit and they
kick you a bit. I'l repeat mysall, it's not a
Sensi bealer, but it's close and | reckon
it's definitely worth around 20 per cent
more than Siu's given il here

@ STEVE McGILL

GAME REVIEWS

Od VDIANY



This is a map, apparently. You have
te go through all the blue bits.

integrated enemies
wing it down the
~ femur bone.

‘ Some of the better-
|
|

amounts of effort and talent inlo building
up an.almosphare over a minutes-long
intrg sequence, only 1o blow it all in one
act of brainless stupidity. | DON'T
TO KNOW THAT YOU'RE ACCE
THE DISK, YOU USELESS, CR
MEJFICINS (Strangest sensation of'd

in body armour stand aler beside huge
gun platiorms mounted on penthouse
rools. Inside, a nérvous surgeon stands

L peady beside the molionless body of & ] - v as hard as
i -corporation's chief execulive, two ! id of linking
: faity-buill man with ponytails and guns ] :
B ndi i by to punish any hesitation, The as :
fslon s almost unbearabde. And then i ch chyou bodily  you can choosa ona of saveral, athough
and then,.. picture of a compact disc. Disk your ) d virlual world back  it's usually two, different routes). Waves of
Mﬂnhg. Pleases Wait. Bloody hell into wtany wmwn its ugly plastic  enemies (in this case, mostly meaningless
Somelimes; when I'm playing games,  console and knackered old TV and geomelric shapes and biobs, crudely
the P of cynicism slips unwashed lager glasses. Not hard, in superimposed on the backdrop and nol
Tl ,ﬂy,“l permil mysell 1o olher words. Bul no. Thay have o ket you appoanng 1::. be related 1o it i any way,

plike enemy batlecraft than

fy be truly and honestly surprised and know how clever they are. “Look,” they
L from Marks And

horrified at the utter crapness of say, the smug smiles almost bursting the )0
L memﬂhm cheeks, 'Wau CcD. i Spencars
security guards mmmwuﬂ and the & @ dissipates faster tha Wheels, or something like thal) attack in

AMIGA POWER

= First there was a |
| that, and then it



qot an elastic band caught
round his nose, Nim.”

Hhﬁiqmm-m
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Mow there isn't
necessarnily anything wrong with .
that, | loved Space Harrier, even on
homa formats where most people
couldn’t get past the loss of the arcade
maching's hydraubc chair. And Silpheed,
by common consant the other good game

albeit in a much more stylish way. But
Microcosm isn't even a very good version
ol Space Harrer - the graphics, nice
though they are, aren't (be honest with
yourself) nearfy as pretty, lor one thing.
You get the odd genuinely exciting
momenl, like when you come out of a
lang, narrow, claustrophobic tunnel and
find yourself in a big, open,
verm which gives you a
rush of vertigo, but generally the
inutes of play will show you
there ks 1o see. Thera's litthe of
the anclent coin-op's vanation in
background and enemies, and none of
Sipheed's limited interaction with the
scenery. You shoot, you circla (as with
dlmost all Space Harmer-type gamaes, the
best way to avoid anemy fire is to circle
round and round the screen with your

first

hﬂ.ﬁkﬁmm-mu
chopper gag’ gag here, someone. Ta.

Y

mllﬂﬂlluhm-
window cleaner. | can't do this.”

» -‘-I‘.l"'\\' -
5 “"i:': L\
i I'm not completely sure if we've got  Remember kids: Just Say No to crap
these phes in the right order. superficial expensive CD games.
white circle with read them before, But the actual game
snaky green lines  fries a bat. Ewmrdlﬂ\h
scrawled all over it mﬂtmﬂﬂ shile-
to represent the fo-side or hu
passageways of the bits were obviously 100 complicated 1:
bloodstream (did | mention mwmm,wm
you were inside a miniature  shortage of
spaceship flying around inside mrﬂﬂuﬂﬂmnm
someona’s body? Well, i's not very mﬁiﬂuﬂl#ﬂimhﬂhim
impartant anyway). Greal, eh? base and have to walk through it with the.
Circling, shooting and mapping. joypad to the take-off point, although :
. -Sounds thrilling, doesn't it? Oh, it tries, there's only one direction you can walk in
finger wedged on the fire button, although™ alright. Well, sometimes. The presentation  and nothing o be gained or lost by either
the icky control responses and CD32 veers wildly between super-slick and mmamnm but nothing :
ioypad don't make it easy for you), you amazingly sloppy — there's no litle screen, |
hope you get fo the end of the current for a start, you get dropped straight into mdhmm '
section before your thumb falls off, and the game from the intro, and you can only  quid, Psygnosis? You must be joking.
you map. switch the sound effects off, not the music. @ STUART CAMPBELL
Onscreen messages are prnted in almost
VOYAGE unreadabhy tiny Ia?:;a against constanlly UPPERS
Oops, | almost forgot about the second shifting backgrounds, and can’t be skipped Weill, Ihuu'lno %2 ot %.
gameplay element - mapping. Yep, you through no matter how many times you've escaping it - ; 'i]
don't just fiy around
ghooting at stulf, you et

have io find your way 1o
the things you want to
shoot at. You do this by
bringing up a map (which
doesn't pause the game,
and hance ineveitably
loses you a quarier of
your shiald powear whan
you look at i) which
shows your shipas a
white square inside a

raphics are nice. Nuiuni:-n
ON THE OTHER HAND  [oicrieraetag

What can you gel for £457 A Sony Walkman with built in
AM/FM radio and
fiver left over for crisps and pop. Or how atioul Knights of
the Sky, Fly Harder, Laser Squad and Speedball 27

Any of these options (even the Walkman) offers
around oh, aboul 20 times the gameplay of Microcosm.
The conclusion? If you've got money 1o bum or you're just
plain stupid, go for Microcosm. IU's a loser.

. @ STEVE McGILL

. A Nintendo Gameboy with a

DOWMERS Precious

litthe gameplay, mates, and

what there is isn't done very
well. Oh, and if | wanted to listen to
Rick sodding Wakeman forever with
no chance of respite, I'd have gone
to a Yes concert in 1875, alright?

THE BOTTOM LINE
45 quid for a less coherent and less
pretty version of Space Harrier? No,
I don't think so, thanks.

Can we have the new
state-of-the-art now,

please?

THE BOTTOM LINE

Mo other versions of Microcosm are
planned for ordinary Amigas. And
yet, somehow, Iife goes on.
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Game: Winter Qlympics
Publisher: US Gold
Authors:

Price: £32.99
Release: Out now

elore | start this review, I'd jusl

like 1o mention how nice it is 1o

see US Gold still entering into the

spirit of inernational nendship
and employing people whose first
language isn't Enghsh to write their
instruction manuals

‘W you are playing the game in Full
Olympic mode, when the last evenl has
been completed you are able fo view the
Opening Caremony and celebralions
which opén the Gamas.” = from the
manual, page 8
But hey, there's a

senous point hare. Havng
seemingly not leamed
any lessons from the last
two US Gold games I've
played (Pinball Magic
and Streel Fighter 2, 20
both of which had o
insultingly useless Ly
manuals), USG are ;
persisting with instructions
which are not only grammatically
laughable (“Made of concrate lo figh
standards, compeliors are subject o

It snowed in Bath

forcas of up fo 4G." - page 11), bul aimost
complately without value when il comas 10
telling you how 1o play the game. I'm still
after three days, not sure what's going on
in the first bit of the Biathlon event, where
you “use the LEFT and RIGHT directions
o move the poinfer along the bar, this will
improve the biathletes riythm.” What in,
dancing? Playing the drums? | certainly
can't find any relevancea for it in the
Biathlon. But anyway

‘Do nol il obyacts off the course as
this wall resull in fatal injury, preveniing you
from complating your run.” - lrom the
manual, page 9

GET ON WITH IT

It it seems like I'm putting off talking about
the game here, it's because there's very
litthe to say about it. The events are al
ones you've seen before in spors sims
and control is pretty much the
same as it always 15, a mixiure
of aiming/steering and lrantic
jaystick waggling, wih an

.n-ntlng? added puzzie etement in
that the instructons ane 50
"ﬂy‘n’ the crap, you have to work out

the actual mechanscs of
control for yoursell. In a
Full Qlympics, you play five
from the 10 available evenls
one in each calegory (there are,
for example, lour differant kinds of sk
ing, from which YOou Choose your
favourite), but you can also practice

I suppozc thiz docin look

B NOBBY

o:00:04°7




indvidual evenls until you've got the hang
of them. Up 1o four players can play at
once, although the we-skating events are
the only ones in which more than one
player is ever onscreen al one time. None
ol the events ever seem o gel really off
the ground - the luge and bob can be
complated with practically no intarvenbon
from the player whatsoaver after the slan
|and are particularty crude-looking), the
sk-ing 15 slower, less prefty and less
gxciting than the five-year-obd Super Ski
{currently £2.93 in the Pockel Power
range), the ski-jumping has no sense of
hesght. spaed or tension at all
and the biathlon is pust plain
weird. You spend Ihe first bit
swinging the joyshck

mythmically left and right
betwaan hwo paraliel ines which
pecasionally get closer together
(lor, as I've already mentioned
no readily apparent or aver-
explained reason), the second
bl waggling like crazy while your
skier takes the form of a tle
con i the middie of the screen
and a clock counts down from

HERT

15, and then swddenly you're straight inta
the targel-shooting bit and it's all over until
the next round (you play the biathlon in
stages between all the other avents,
finishing off with a final biathlon mini-stage
that's a bit ke a strange cross batweon
the first two bits). That just leaves the
speed-skating, which is straightiorward
waggling, and rubbish. Odd word, rubbish
You'd think it would mean ‘like the act of
being rubbed’, or something like that
wouldn't you? But it doesn’t. Where was 17

| SEE, | SEE

The graphics, as you can see for yoursell
(except for the dodgy scrolling), are akright
bul the sound is very sparse indead, and
whal there is 15 almos! uniformiy homble
You can use joysiick or keyboard controls
and theyre bolth okay

MNow, some people (US Gold, in all
probablity) will tell you that I'm completely
missing the point hare, and that Winner
Olympics is lots of fun in multi-player
mode. It is, modarately, but o whal? We

You've gol 1o be barking mad 1o even
think about doing this.

ON THE

Uh? Oh sorry, | seem to have dozed off. Must be
playing this game that does it to me. Every time | start
a new event my head goes down onto my chin and my
eyes close. Still it's pretty good. No, really... Well,
alright, you've dragged it out of me - IT STINKS! It's
boring and dull and mundane.

® STEVE FARAGHER

WINTER OLYMPICS

don't need 1o blow 33 quid on a sub-
standard sports game for some top
interactive laughs. So don't

® STUART CAMPBELL

used to play a game in the AP office 1o
decide who was going to make the tea. It
was called Spool, and involved all the
players holdeng a numbar of cons
(between zero and three) in thesr closed
hands and then taking tums 1o guess the
total number held by all the players. it
operated in a kind of knockoul systém wnlil
only one player was left, who then had 10
go and make the tea. It was a good
way of deciding who was making the
lea, sure, but it was also fun. See
what I'm gelting at? Practically
anything you play with offar
human beings is fun (except
maybe Enc Clapton records), you

“Am | allowed to ui¢ the phrase “It's all
downhill from here”, please? I

“Dye-eatching graphies or what?” Once
again the Amiga ks pushed to its limbts.

UPPERS Some of the

graphics are quite pretty,

and it's fun in muli-player
mode. Then again, what isn't?

_——

DOWNERS Practically

nane of the events call for

any real skill (even
‘Olympic’ level is a pushowver), and
the presentation leaves a lol to be
desired. USG's own The Games -
Winter Edition on the Spectrum did
almost exactly the same game much
better (and, honestily, a lot prettier)
about 10 years ago.

THE BOTTOM LINE

The Amiga has walted a very long
time for the definitive joystick-
waggling sports sim, and it's still
waiting. This is a quick and slightly
nasty cash-in job, which isn't terrible
in any real sense, but

isn't really even worth

Investigating efther.

HIMmOd VOINY

MHd Vv

THE BOTTOM LINE

The game comes in 256
different shades of

r66E L

blue and white instead
of 16, No, only joking.

O
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Game: Legacy of Sorasil
Publisher: Gremlin
Authors: Kevin Dudley,
Mike Hart

Price: £25.99
Release: March 1994

coner than anticipated, the next
chapler in the ever unioldeng
tome of Gremlin software
releasas has been unleashed on
a thoroughly expectant world. The game
as you'll already
know from
obsansaton of the
heading fantare, is
Legacy of Sorasi, a
A0-isometnc view
RPG romp
Tha quast
should you choose
1o accapt i, Mr Hero
15 simple; rid the
world ol a
despicable sorceror
who's been doing
the nasty on an
u'.t-u-xx-u;u ulooan
peaca-loving workd
as usual
Nis a time of

war, pestilence,
plague, perfidy and

It’s got dungeons galore and probably
dragons too. It’s got hundreds of
tunnels and, most likely, trolls. It's...

i "
- i I

I \ ek
This map gives you the N
best idea of just how L
extracrdinarily big the 2Ny
playing area it in Legagy. -

o ek

defilement of all that is good. A time where
magnanimous deads will be appreciated

A time where honour is respected. A time
whan (,':\."'lll:l_'\."' g banished. A lima whan
sell-sacnhice is chenshed and put on the
mantlepiace for all to rest thair ayes on
and feel humbled. So bugger that, This

is AMIGA POWER, after all. {Get back
here, - Ed)

ABOUT TIME

But mast of all, it is a time to start the }_;;.:,f i

the Matt Bielby golden era, when men
waré mén and heroes were heroes. They
tell me
As s00n as you've booled up and
selected the proper language, you initially
salect a party of |
pool of eight. The usual choices are there
Rangers, Clerics, Paladins, Magic Users
Barbarians elc, Just as with most RPGs
a woll-balanced salaction of brain
™ and brawn is the best mix and the

characters from a

one mos! conducive 10 Surval

i Ay
réview propar, for AP has a new . The ordér you place the
publisher and il | don't make a good }.:: characier in on the selection screen
impression, it will be a time 10 walk -""~<...*“(1 is important. The character on the

imsoluntanty out of the door and never T‘w?"‘ laft lsads tha party, i@ ha m

be seen again

Legacy is basically a jauntier
miore colourful, mora diverse and mora
vaned version of Hero Quest, it is the
first of a promised series of Hero Ques!
Master series games. Hero Cuest first
appeared on the Amiga around two and
a half years ago and earmed a perfectly
respectable 80% in AP2, which oldar
readers will recognise as the heyday of

es first

he/she doesn'l necess:
be the leader in a stnclly regimental
higrarchical militanshic sansa (it
could be a collective democracy
.1‘I|,"' allj. It's |ust i
sensibl
racters at the front

Each character has five

1il'sS mong
iavé the faster mov ng




LEGACY OF SORASIL

ON-THE OTHER HAND. =

Morris Travellers are all very well, but they're slow and they don't really take
you anywhere interesting. I'd rather be playing Perihelion than this. At least
Perihelion has a few interesting ideas rather than just trundling out the same
old tired RPG formulas. It reminds me too of the first role-playing adventures |
ever played but, unlike the other Steve, I'm glad to have grown out of them and
feel little nostalgia for those lang hours of repetitive slash and hack.

® STEVE FARAGHER

you have selected a party, yoL

eesLiahy ihe o
g 1 ¢

QLY S

& syl Cc
ch e o zioe of the mountainz.
Atmospheric typelace and sort of standard
RPG yarn. Oh, it lakes you back.

AY BACK

nat's whera Lagacy co

® STEVE McGILL

UPPERS Variety.
@ Animation. Contral system.
Auto mapping is a boon.

Logical puzzies, traps etc and nol
too taxing.

DOWNERS Loading

and saving at end of

scenarios only, A bit sedate
for those with itchy joystick fingers
and accelerated brains. (Try Sabre
Team 1200.)

THE BOTTOM LINE
A souped-up version of a tried-and-
tested formula, which does nothing

to detract from the fact
that the game is lots of fun
to play.

This is hall of the characier
e selection screen. | guess
that makes it twice as good

as no screen ot all.

HIMmOd YVOINY

TIHd ¥V

THE BOTTOM LINE
If you put high octane
AP0 Tuel into a Morris
Traveller, it would still
be as good to drive. And that's what
it's like with Legacy on the A1200.
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Game: Perihalion
Publisher: Psygnosis
Authors: Morbid Visions
Price: £29.99

Release: Out now

O thar
With its li
aerob

Org 15 wi
s0ap of
W the

MOrpusm and Ill-.'l|-I|I','
of small furry animals? Thal's noll
comparad to the word of Pe
g0l psionic power activated by emotions

K

pools of energy in ime and space

etically engineered creatures and no

an antity from another demension, whach
change. The
and the

ng the danger

d o start

Project Awakening. Six

should make a

world. Tha
Behind al

famiiar story. A 5
hardy adventurers b g against
insurmountable odds 1o save the world as

we know it, again

MOODY

The first step is charac

ter creahon. There
5@ from and a

s such as

nd knight. As you'd

Wl stals o

are seven races o c
range of character cl
mercenary, ancho
expect ihana arg a range

has gone overboard on this bit
thare are 2dllions of "am

mental defence speed, physical
range allack reaction and a
host more. There's bithe clue
as to what they are about
and what sor of scores
are good. Psi
ers are not unlike
You can

NG

“Tooled up ...
with spells
and shotguns
it's time to
rock'n'roll” -

Qo with aach characier. Penhéliaon

of abilties for your characlers with psionic

powers. Toolad up with spells and
shotguns it's ima

LET’S PARTY

You slart at the map screen whara you
[ vild thid pary ang e

1. After a bit of
ap the mountains and

YOu reanse ine o

1o rock 'n roll

explonng, ¢

SUCH hxka

v place you
can go initially is the city of MidLight. Here
1t 85 10 ISl parson as you
tha streels wondenng what 1o do
next. Soon you find Metwork terminals
1558005

Thi

whera you can read m
natwo part
ork lerming

5 a Nele

a bil. There is lttle

O s i yo

{ anly meael
two characters in tha wh

v
salacl talk

nEtwork and saa

they have to say lor

natwork 1o talk o

% i1 the streel isn
ingd. Soon you

encounter the first of many

ng arg
out as skirmish wargames. Each

% Nas a cartam numbar o action
5. Y ou move and fire eac

of your

5 S8Chon 8 a b ke Lasar Squad. It
gives a good degree of control over things
Psionsc spells and hot lead fiy about and
your anbre pary is wiped oul. W
was. | went back to tha ¢ bar craaton
screen wilth a batter iea of whal | wanted
and tnied again

The game soon reveals itsell 1o be
fairty simple. You go o each location on
e map, Suss oul whal your m on IS
and get a clue to the next one, There are
no superfluous characters or objects o gal
n the way. Huge underground cilies

_ g—

ming

= T

S —

Even on the equipment screen you can'l help but pull 8 mean and nasty look.
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Look, a charactier you don't shoot al, prebably. Character interaction is not the game's
sirong point. Big hint: uie your medallion.



PERIHELION
NP

Yo " Ok, 0 the pool isn't finished

'{ = - . yei, but it's cheap and look
. il . ! S~ ‘..n_lh-lﬁ_nr-. ot
< : QOO =i i N

Babies in space, it's
sort of symbolic or
something.

OOD LOOKING

aphics are grey and orange, lotally

i‘ inte the network with the right codes and you can
f - catch up with the plot and giggle at the translation.
Al P A
== | Ll T ———
Ir, oh dear | think | leh the gas on. You
I'll catch wp later honest.

Ff Fhai sl

unt ® CHRIS LLOYD

Deliciously
atmospheric gameworld
with some outstanding

B ON THE OTHER HAND graphics and sound. Combat system

has great sense of involvement.
%= |love it. It's magnificently moody and this really helps to keep Cyber-punkiness aplenty.
il you gripped. There are a couple of minor irritations, it's true, : Little

-
-

5 i

bul the overall impression is really fascinating. What does

Chris want anyway? If they tried to have thousands of people L"hb::::::: TII::;:'MI

on screen at once you wouldn't be able to play the thing. y

Look for yoursell - the graphics are just gorgeous. progression and some idicsyncratic

& STEVE FARAGHER combat rules. Underneath all the
gloss the actual adventure part of it

Not an EIf in sight. The six heroes to save the day can be any of six decidedly [k AR ILLE

MASTER RACES  strange races, or even human. All of them look well dodgy, the kind you edge
away from on the bus.

Jack into the net, hone those psi-
powers and load your scorpion
machine guns, the world needs
resculng from an unborn god from
between the worlds. An adventure
game with a gorgeously individual
style. With more interaction and

Bionecron Cybern Humans Symbions Khymeras
Weird blokes A mix of human and The cldest race A mix of human and Ganatically
composed of cybemetic DNA, They can be any Bionecroms, only enhanced humans
organic medal. They whalever thal is -haracier class with partly grey. Can see Eithiar insectoid,
are strong and heal basically part i into the future in a repliloid or feline.
Quickly but ara mechanical, Very freng limited fashion, so They are fast and

TYOINY

H 3 Ml

vuinerable to powerful bodias but weak 15 the manual says have sodh ganse as :;E‘fh it TIHTPH aresl
psionic attack. little brain power. well as other things. » 8 s W's marely
dangerous.

THE BOTTOM LINE

A1Z200 Wsthe same, I'm

afrald. Just let me
check again... no, it"s definitely the
same. As far as | can tell.




MORTAL
KOMBAT

(Virgin)

It Mortal Kombat was a vacuum cleaner,
Ihen we prelty much hoovared the house
out with it last month when we devoted an
enlire page 1o exposing the Death moves,
gning you handy character analyses and
genarally eliciting advice on how 1o
remove fulf from even the Inckiest of

“It locks like Populous, plays like Sim City, and is reminiscent of
Lemmings,” reviewed Cam not 100 long aga, “and | think thal it's
excellent.” “In fact, it's probably the best value for money game
this side of Monkey Island and Speedball 2" Reader Rich
Romanowski of London (who will soon be receiving the best
value for money prize this side of Blankety Blank) writes, “and as
I've finished the thing, | should know, Here are the level codes,

and some general tips to boot.”

COMPLETE
CONTROL

comers. And with hardly even time anough
lo change the bag. this month saw the
arrival of four separate cheats which could
in thamseives aid even the wimpsest of
kombatants 10 supreme victory. Wishing lo
remain as personally detached from them
as possible though, 1l quote the latters
directly and allow you to mlaqprel (and
believe) them as you will

“Select the game level as Normal,
but only use three credits. Choose 1o play
as Rayden and lose on your first match
When you are asked 1o choosa your

highter again, chose whoever you wish 1o
be and you should have unlimiled credils
Good, eh?" = Farooq Alzal, Manchester,

“On the game opion menu type in
‘DULLARD cheal DULLARD cheat
DULLARD cheat DULLARD dultard". |
know it's a bit long, but it doas work.” -
Jimmy Dryden, in hiding

“If you have an Action Replay
canndge you can cheat on the Test Your
Strength part by freezing the game and
phugging in a mouse.” - Nefl Scoft,
Chashira

“If you press Up, Left then Fire on the
Continue screen, it will reset your time.” -
Baldip Kaur, Manchester

STARDUST

(Daze)

Somatimes wa'll never understand you
readers. We tell you Cannon Fodder is the
gama of tha last twelve months, and you
all go out and buy it rocketing it 1o the lop
of the charts. Wa let you know that Moral
Kombal is pretty hol poop, and bingo - (at
the time of writing) it's number two. Elife 2,
Jurassic Park, Micro Machines, and Alien
Breed 2, we reckon, may have flaws bul
are shil spanking games, and there they
are, nesiling away in the middle of the lop
20. Dennis, Doofus, Dangarous Stroets
and International Rugby Chalenge we
kindly inform you are crag, and if Gallup
have anything 1o say about it, only the
mora perverse of you have bought a copy
And then there's Stardust 1! was (he
highest rating (AS00) game of issue 33,

small surplus for those lean times.
4 On higher levels, combat can be tough, 50 i's probably best to

atlack with a ratio of between ten and fitteen o one,
5 If your settlement is under atack, attack an enemy settiement
directly in line. This will lead to your forces clashing haltway

enemy settiement,

expansion.

between the two settlements; if you have good supplies of gold
then you are certain to wipe oul many of the enemy belore they
reach your selfiement. As a bonus, you could even take the

6 Try 1o suround the enemy main castie. This, coupled with the
potential ol wiping out any of his warehouses, will also halt his

T As a norm, on the troop allocation table have:

raking up a whopping 83%. It's only £17 -
that's hall the price of the majority of full-
price games (if you, er, skip the
McDonald's you'd probably have had
whan you wanl lo town 1o buy i), we aven
gave you a level on a coverdisk 5o you
could see how greal it was lor yourselves.
And it there any sight of it in the charts?
MNone whatsoever. Of course, by the tima
you read there might be, in which case
ignore my winging. Else - BUY THE
THING! You, and Daze, and the universe
as we know it deserve it. And once you've
played the thing a bit, these tips may be of
S0ME Use 10 you

Martin Crossan of Stirling gives us some
level codes:

BZOOVROWALOK - Tunnel ona with all
weapons, seven missiles and 26 lives
CPOQSVQSAFAD - Tunnal two/Special
Mission one, all weapons, two missiles
and 15 lives.

DFOOTAAAANML - Tunnel three, three
waapons and six ves
EZSQQOQOXAFEN - Tunnel four/Spacial
Mission two, all weapons, seven missiles
and 26 lives

FZOOOOQOXAICN - Stan, with all
weaapons, saven missiles and 26 lives.

“Incidentally”, continues Martin, i you
plan 1o use these codes, | found | needed
o lype in some random codes first or the
game takes a wobbly. And finally, i
anybody has a code for tunnel four, with
full weapons and upgrades and 26 lives,
I'd very much appreciate it.” (Okay = I'il
stick you in The Las! Resort - Rich.)

And Antony Warrenar of Laxton
56€ms to have unearthed some sort of a
cunning chaal
“Type INTRODUCTION in as Ihe
password, stage ong will have been
completed for and you will have fourteen
Iives insled of the usual seven. You will be
powerad with three-way shol, bouncer and
buster. But whal's more, if you press the
ESC button as if to quil the game and then
come back, you can SKip levels - avan tha
boss.” Excellent news.

GEARWORKS

(Hollysoft)

FULL/FULL - Front line

FULLMEDIUM - Behind Front Ling
FULLMEDIUM - Well behind enemy lines
MINIMUMMINIMUM - Well out of it

Lovel 1= START
Lovel 2 - STATION
Lol 3 - UNITY
Level 4 - WAVE

Level 16 - RIVAL
Level 17 - SAVAGE
Level 18- XAVER
Level 18 = BLADE

Gearworks? “Awlul-looking, bul sneakily
intriguing puzzie game based on
connecting up gears in what look like the

-

o

o

*  Lovel5 - EXPOAT Lowel 20 - BEACON This will prevent the enemy nipping Insides of a clock,” says The Bottom

o Levei&-0PTION Leved 21 - PASTURE in and attacking when your soldiers Line, reviewed in issue 30, scoring

= m:'m mg-m have set olf 1o attack the enemy, 60%. Oh, that Gearworks

B Lovel 8- SIGN Lioved 24 - FOUNTAIN PIES U ROTO IS M Srps :

< {avel 10 - RECORD Level 25 - CHUDE await lor you lo attack someone, Level 2 Egypt 518
Lavel 11= CHOPPER Lovei 28— TRAILER then attack your reduced casties. e L i
Lovel 12 - GATE Level 27 - CANYON 8 Always have seven fo ten inyour L & e Toe 427
Level 13 - ISLAND Level 26 - REPRESS initial castle lo prevent surprise pie tm: : E,T:ﬂi' :ﬁi
Level 14 - LEGION Lovel 29 - YOKI altack (See our other Settlers tipson <+ Loy M et i
Lovel 15 - PIECE Lovel 30 - PASSIVE Lavel B Paris 308

Thanks then, | supposa, to Alan Dix of
Palmers Green

LASER SQUAD

(Buzz)

Mare tips than you can shake Cam's
mock-haavy artillery collection al hare for
the budget re-redease of Ihe mighty Laser

1 Attack enemy wood supplies (woodcutier, sawmill) 1o
effectively hall his or her expansion and then slowly eat away at
their termtory.

2 Have at leas! two weaponmakers and three iron foundries lor
a decenl expansion of weapons.

3 As a rule of thumb, have one mine per building requiring
mined supplies, so for the above example of military expansion
have five coalmines and three iron mines. This should produce a

AMIGA POWER
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({Adventure Soft)
A complete solution? Wy, this might just be your lucky
day you know..,

Grab the desk scissors from the desk draw and the
magnét from the Indge door and slep oulside. Head
east lo the forge, take the rope and bell clapper from
I table, use thi rope on the magne! and falk 1o the
dodgy geezer to the east. Swipe the ladder from outside
e house 1o the west and the speciman jar (Upstairs)
and the cold remedy ({rom the downstairs’ table). Make
your way east past the shop 1o the pub. Talk to all
present, make a grab for the matchas on the fruit
maching and offer some discrete fashion advica to the

dwarl by way of lopping off his beard with the
scissors. Tell the wizards that you'd do anything to be
one of them and they'll oblige you wilh a magic staff.
Back outside, west hwice, east, south, east and walk
past the three stump a couple of times and listen 1o
whal the wootdworm have to say. Agree io their pleas,
go east twica, west thrice, down and west again.

Al tha wilch's house, use the handie, take the
bucket of waler and go eas!, eas!, wesl. wes!, and then
eal. Say hi lo the barbarian and do the man a favour by
remaving the thomn from his foot, in return for which he
will give you a whistie. East, west twice and talk to the
owl. Add the feather 1o your imventory, east, east,
northeast and check out the sign. Bid the man in the
hole good day and go east. With any luck you should
now be in the cantre of the lorest.

«  Usa the stone steps 1o guide you norh until you
come across & sione tagged as paper. Pick it up, go
east and take a closer look at the stone from in front of
the ming, Agres with the woodcutter's request 1o the

northwest, pick up the beans from the puddie and back
at the village, behind the coltage to be exact, plant the
beans in the compost. Take the watermaion northwaest
of the troll bridge and use it with the sousaphone. Back
at the middle of the forest go northeast and then aast
until you find the swampling's house. Use the speciman
jar on the stew and eat the next bowl, and as the
swampling leaves 1o go get maore ingredients, axit and
walk east three screens, Use the metal detector here,
use ihe sousaphone on the sleeping giant a screen 1o
the east, and the cold remedy on the dragaon in the
dragon’s cave further 1o the east. Claiming the fire
extinguisher as your own, leave and head northeasl.

By your lootsteps is a small rock. Don't just leave it
thara, go east imo Ihe icy ledges, east two more
screens, lalk, and agree o help out, the tree. Retumn 1o
the village and go 1o the blacksmith's. Use the lossil
rock on the anvil. The mountains west of the centre of
the forest is your next slop, and the dirt by the hole is
what you should be interested in. Pick up ihe ore and
gel the blacksmith 1o use it on the anvil, and present tha
woodcutter with his shiny new axe head. When he
leaves, enter the house, take the climbing pin from the:
table; usa the fire extinguisher on the fireplace, move
thie hook and bag the mahogany and give it to the
woodworm (west, east, southeast and east). Make your
way southeast of the crossroads, use the clapper on the
bell and use the hair 1o climb up the tower,

Following the small romantic scene, use the
woodworm on the floorboards and the ladder on the
hole, go down and open up the tomb, Take the loose
bandage from behind the mummy and have it away with
tha staff. Show the wizards the stalf back at the bar,
venture two screens west from the dodgy geezer and

use the repulser on the chocolate door. Enter the
house, and pocket the smokebox and hat, and use the
smaokebox on the beehive (o obtain the wax. Go back 10
the bar and have a word with the barman, ask for a
drink and whilst he's distracled use the wax on the beer
barrel behind him.

Leave the bar, taking the beer barrel with you, go
to the centre of the forest, put on the beard and go into
the mine, (The password, incidentally, is ‘Beer’.) Hand
over the barmal 1o the dwart with the spear and follow
him. Use the feather on the sleeping dwarl and pick up
the key. Go up and west into the ming, take the hook
hanging over the bridge and open the door with the key.
Tell the dwarf inside that you have an offer for him, give
him the vouchar, and head off for the dragon’s cave...
CONCLUDES NEXT MONTH!

Two reasons, by the way, why we haven't devoled a
doubla spread o Simon the Sorceror with lots of
screenshots like you might have expected us fo. Firstly,
great as certain other may have thought it,
Simon did little 1o tickle Jonathan's fancy. And if JO's
fancy hasn't been fickled, then we'd lend fo agres our
fancies stood litthe chance either. And secondly, it may
actually be a little too easy - so far we've recenved
seven solulions o the game. First opaned (and
Iherelore used) was David Lincoln of Londan (whao'll
receive a prize), bul mucha thanks to David Downe of
Fite, Glynn Clarkson of Bradford, Richard Burke of
MNottingham, Craig Cope of Lancashire, someona else
whose covering letier 've lost, Dave Stayley of Derby
and anyone elsa's solution who at the time of writing is
lestaring away in the Complate Control dustbin waiting
for me fo collect in a maonth's time.

Come on baby, dampen my e
Hre? Nah, it would never
|ﬂubnauui.

e,
oy 4 S ] X """‘

Squad. It may play much the same as the
original Speccy version, but hay, that's not
a bad thing considaering how greal this
was, and at least now we've dispensed
wilh all that need for tape recorders,
rubber keys and a power-pack thal heats
up 50 much you could fry an egg on it
Colin and Gavin Young ane the men to tip
your hat o herea.

1 The price ol weapons on aach level
doesn’l vary, 50 you can calculate how
many credits 10 spend on anmour 50 that
enough weapan-buying maney remains,

2 Don't go on a spending sprea if you
have money left. Camy too much and you
reduce the action poins available.

3 Take your time, you always have
plenty of tums. Explore the area carefully
and always leave your man on autofin.

4 Use a couple of guys 1o quard the
raar of your squad.

5 On higher levels always scavenge
the dead operatives for weapons. They
almost always saem io be carrying
valuable ammunition

6 Weapons:

Heavy Laser - Powartul, with lots of
ammo, but heavy and burdens your man
reducing action points.

Marsec Autogun - The best all-round
waapon.
M4000 Autogun = The best budget gun,
but for its prica you ara forfeiting the
accuracy of the Marsec
L50 LAs-gun = Unforiunately, nol very
powerful or accurale.
Sniper Rifle = Lacks autofire but it is
cheap, powerful and accurale.
Marsec Pisiol = Autofire? Yes. Power? Mo,
Dagger - Very good for close combat, if
you can ever gel your hands on i,
APS0 Grenada - Just the thing for blowing
up operatives who are waiting on autofire
just around the corner. Get out of range
belore it blows, but on the other hand don't
forger to prime it belore you throw it.
Rocket Launcher — This is a luxury for the
earty lavels, Its power 5 awesoma but it
lacks ammuniion and also has a nasty
habil of blowing up the user if he is loo
near the target,

7 The Assassins:
On the first skill level you can equip your
man with rocket launchers and blow up the
house (and Stermner Regnix!) without even
enlering the bullding. On later levels,
progress is best achweved by spitting your
squad o cover both ends, and explonng
vary carefully.

£ Rescue from the Mines:
Belore you use the explosives, which are
neaded to blow up the prison door, move
the prisonar away from the door otherwise
he will be caught in the blasl. When
blowing the door always remember 1o
prime the explosive before dropping it, but
ensure that you leave yoursell enough
time fo get clear of the explosion.

As previously mentioned, try to get
the video key as this will allow you 1o
ambush the enemy

(Psygnosis)

Merry Christmas to all lovers of Christmas
Lemmings with no patience!

from Matthew Dineen of Lincoin
FLURRY

L 1-No password

L 2-TJKLDNCCCO
L 3-OHNLHCADCHN
L 4-JLDLCINECR

L 5-LDLCAJINFCK
L 6-DLCIINLGCT

L 7-LCANNLDHCO
L B-CINMNLDLICY

L 8=-CAKHMDLJICK
L 10-LIUMDLCKCU

L 11-OHOLHCALCW
L 12-JMDLCINMCEK

L 15-HCEONOLPCU
L 16=CINOMDLOCT

L 13-MOLCAINNCT
L 14-DLCIINMOCHM

BLIZZARD LEVELS

L1 CJNNHBDN
L2 LUNOHCCDY
L3 MNKLFLCCDDO
L4 KLFLCKMNEDX
L5 LFLCCIOFDO
L& FLCINLGDW
L7 LCANOLFHDU
L8 CONONNHIDJ
L9 CAJKMFLIODR

L 10 OJIMFLCKDM
L 11 NJMGLCCLDX
L 12 JMGLCINMDO
L 13 MFLCEJMNDY
L 14 GLCOJMMODV
L15

LCCNNMFPDO

L6
TEKNNONNQDS

My Mum makes me write all my
Christmas and Birthday Thank You
letters within two weeks of the occasion,
“olherwise it's rude and they won't send
you anything next year.” Luckily it's not
my birthday or even Christmas for some
fime now, which leaves me with plenty
ol tme 1o sort through all the letlers
you'ra bound o ba posting ma in the
month o come. Complate Control,
AMIGA POWER, 30 Monmouth Streat,
Bath BA1 2BW on the envelope ought 1o
get it hare
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MISSION 10.3

MISSION 10

Phase 3

Spl the group into two, and send one pair over to the
right to take out the two huts and furret (1). Team up
agamn and gel in the jeap, jumpsng the fence using the
ramp (2). This mission only asks you 1o blow up bulldings
50 ignore the turrets and tank in the middie and just hurmy
nio the naxt section. You can fire Irom the jeep, bul be
08 10 hut any civitians or you'll fadl the mission
ade the two huts (3) 1o move

caraful

nstantly. Jump out and gr

leam swiltly onto

Phase 4

h This is anothar blast tha bu ding lavel, but this time
there's a bunker. Although thera's a turret you could use

, intne centre, 'S a real hasshe 10 get 10, 50 just rocket the

= first launcher guy you see(1) and move near lo the

_\ bunker(2), The tank opens up on you, but is thankiully

g stupid enough nol o notice thara's a I'I:.-n‘l-'u[; greal block
of concrete in the way, and blows the door off alter a few

4 shots, taking out the bunker

o After that, 's a rantc dash through a hail of gunfire

= and explosions to take out the two huts (3), praferably

belore the tanks squash you. Not very sophisticated, |
know, but if anyone’s got a solution that's more ebegant,
ol

d be interesled to hear il. As long as It's just as exciting
vas laking the lives of just as many of the enemy

and invol

of course

Bored of Cannon Fodder yet? If so, you're probably
bored of life, as it gives me great pleasure to carry
on with more of these scrupulously researched tips
and things. Lets face it - it's got guns, it’s got
bombs, it’s got tanks. What more does a game need?

MISSION 10.4

Phase 5
MNow this would be easy if it wasn't for the turret thal blasts
you the second the level starts. Damn you Sensible, and

your mums. Assuming that any of your blokes survive this
Initial onslaught, work them up the el hand side, throwing
grenades with reckless abandon. Take out the two turrets
al the top with rockets belore gatting in the tank (1) and
getling some serous payback. Blast all the huts, but

walch out for the remaining tumets, and entertain yoursedf
by chasing atter a tew oot soldiers in the lank. You'l
newver caich them in the open, bul you can squash them
againsi the sides of buildings. Hoo-hoo

MISSION 11

Phase 1

There's all manner of distractions on this one, t

il the

best way's 10 take the kel fork and head past the

quicksand{1). There's a halicopler buzzing around that
lands to drop off troops, but d
there's no need to hide
solders at 2, 50 exact
don't think i's

leal good. Al tt

mbushed b
avenge on the native hut. |
ry, Bul it @b
5 another g

N 1o roCkels and

WS MAKES Mm@

Dush an

ead along

pid fenng, but you shoubd
be able 10 outrange them, 50 keep going. rocket
natrve hut (3), then the turret and finally the green hut (4

nax1

o finish the level

Phase 2

Killing absolutély everyone is just a means to an and
this one, as you v gol 1o braak out the prsonar and gel
him back 1o his hut. If ether he or his hut gets blasted

you've faled, so watch out
:

r to the hole and split the te

Maove ove A N0 paks,

gning you Wwo Chances al the 1. Send one pair over

the nver and grenade the first turret (1), Switch 1o rockets
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and gel the next one (2), then hide bahind the bunker (3)
until the nea turrel blows its doors off. Also, m this
position, thara's a good chance you can nail the choppar
whan il lands

Get into the tank (4) and take out the remaining
turrets (5) and the roving lank (6), then make sure the
chopper's dead belore blasting the stockade wall (7)
Eventually. the native will wander back into his house and
put the kettie on, or something

Phase 3
The problem's finding everything i this level, bul

MISSION 12.1

thankfully there's a
halcoptar higdan in the
maze (1). Simply pie all
of your blokes in and fly
around, knocking out all
the turrels and huis.
you've not managed o
calch the enemy
helicopter an the ground
by the time you've
finished, send one of your
Quys up in your chopper
to take it out kamikaze
style to complate the
mission, Tough, | know,
but effective.

MISSION 12
Phase 1

Switch to rockets and
head down 10 the oulcrop
(1), where you'll be able
10 S8 the skidoo just at
the top of the screen (2},
and the turret al the
extreme right (3), Blast
tham with rockets and
then make straight for the
tank (4). If the helicoplar
starts 1o buzz you al this
early stage, press ESC
and try again

If the chopper
hassles you once you've
managed to get inlo the
tank, it really doesn’t
matter, so ignore it
Destroy the three bunkers
to complate the phase

Phase 2

The only problem with the
first bit of this is drawing a
bead on the enemy lank,
but once you've got that,
the two turrels and

MISSION 12.3




MISSION 12.4

bunikers are a pushover, Kill evaryona on this side of tha
waler, including the seal (1). It may seem harsh and cruel,
but i's actually 200 pounds of blubber and plastic
explosive which will blow up if you get near it, Spht the
team and send one guy over to the path on the opposing
bank (2). It's boarded up, but when you get close, the
rocket launcher will blow it up, and you've really got to
John Wayne it up the path, kiling everyona as last as you

MISSION 12.5

CANNON FODDER

MISSION 12.6

can. Shoal everyona,
blast the hut, and thal's
about it really

Phase 3

Take out the first two turrets (1) and then grenada the line
of mines (2), which'll blow out the next turret. Get the
helicopier (3) and land in the clearing (4). Grab the lank
and blast all the bunkers,
taking cara not 10 get caught
in the explosions. Machine
gun all tha soldsers in the
water (5) (| usually laugh a
lot while doing this bit) and
then finish olf with the hut
{6) and the final lwrrel (T}

Easy-paasy.

Phase 4

Grenade or rocket the
turréls bafore picking wp the
helcopter, and don't forget
1o blast the distant turret (1)
It you cross to the island
with tha hut on it, you can
get the turret in front o blast
the hut lor you, It saves two
grenades, and you can
laugh heartily as the door
shoots off and blows up the
turrel. As you fly to the top,
usa the nde to spot all the
rockel launcher positions,
and then land in the lop
comer (2). Grenade ihe
turret before getting in the
tank and tlasting the two
bunkers, then move 1o the
front of the nearest bunker
(3). You'll stan taking
incoming rocket hits from off
the screen and even though
you can't see the launcher,
you can lake him oul with
some nifty counter-battery
work, Gel out and work your
way down the steps,
remembering to save a
grenade for the final hul at
ihe bottom

Phase 5
Rocket the first turret (1) then head up and rocket tha
fturred on the lar bank (2). Swim across 1o it and you'll see
Ihe hostage on the other side of the trees. Balore you can
rescue ham, you need to destroy both turrels on the island
as well as the one in the trees and the hut. Aler that,
you've golt to shoot all the enemy soldiers without hitting
the hostage

Unfortunately, the hostage can’t swim, so you need
1o airlift him oul. Head over 1o where the chopper is (3),
but bedore you gel into i, rocket the turret guarding the
Red Cross tent (4) Pick up the hostage and land near the
tent to drop hem off

Phase 6

There's a bit of conloversy aboul how 1o do this cne, bul
here's how | did . Move your leam to the far side of the
island before splifting them up, or the ones on auto-pilot
will wasta valuable grenades on solders in the water, Go
10 the lop and right extremes of the istand, and rockel the
bunkers (1) laking oul the turrets on lop, then swim to the
fop one.

Head clockwise round the faclory and take out the
other two turrets (2). You'll gt buzzed by the chopper bt
you should be able to avoid the bombs that it drops. Wait
unlil it goes away, shoot all the soldsars nearby and gat
Into the turret on the factory. Blast the doors off all the
bunkers and then the lactory itsell. [t takes quite a few
shols, but eventually the factory door will fy off and you
can pronounce Ihe bullding well and truly dead

That should just leave the enemy chopper to be
taken out, but the chances are thal it'll be hovering at the
bottom corner (3). To take it out you'll nead the chopper
from the roof of the factory, and 1o get that, you need to
pul a soldiar on @ach of the three préssune pads (4). Once
you ve done this, the chopper ies down 1o tha last
activaled pressure pad, and you can use it to ram the
chopper, Hoorah!

MNow this seemed awlully hard, so | phoned Sensible,
and they said that you shouldn't be able to get to the
factory turrel without first using the chopper, and thal
there must be a mistake on my copy. But hay, it's a boxed
copy. 50 should be the same as any other version, 5o on
that mystenous note, 1l sign off until naxt month's thrlling
continuabion of more of the same

Remember Kids, Commander Cameron says
“Hooray! lankie, lankie.”

W e
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So she sprinkled stardust in your hair and...

hat a killer of 8 game, asterods
on steroids. To hedp you combat
the lorces of the nutty prolessor

we have a few lips from the horses mouth
Daze sent through a halplul load of tips o
help avosd the embarassment of being
shot 1o bits me and time again

WORLD 1

Foliow these simple steps and claaring the
first world should be a breeze, allegedly
Start at lovel 1, top left on the war plan
Tackle one meteor at a time. If you shoot
all the g boulders tha screen soon fills up
with hundreds of small ones and you'll
never make i
On level 1 try to pick up & gun power-
up, then go lo the botiom centre
level and collect another ong
Your 3-way blaster is now al full
power and you can do lois of
damage. Trash the small ship
that enters from the left and get
the bouncer, Suitably 1ooled up,
tackle the other levels, finishing
with the level on the bottom lef
of the war plan
The first and of level
Quardian i daal with by fiying
your shap from left to nght, 50 you
can shool the boss as well as the
shots he fires. Try to stay at the
same vertical position, as it
closas its doors, rotale 90
degrees and fly slowly away so
you can enter on the other side
of the screen. Rapoat until it's

destroyed. |l things start 1o go horribly
wrong hide behind the bullet-prood open
doars whare you can't be shot

In tha warp tunnals the minas are
indestructible and a lol smaller than the
rocks which can block your vision, 50
cargful. Keep moving aboul and focus
your sights on the centre of ihe tunnel = it
gives you more lima 1o react

WORLD 2

On the second world you encounter a
wava of Stellar Blades, they home in on
you and do nasty things. The bes! defence
i% 10 keap moving around so they can't
locate you. A couplé of bombers await you
in the top cantre lavel, they leave behind
exploding mines. These can be destroyed
with a couple of well placed shots. In the
bottorn nght level are four huge Space
Balls. Get one first and break the
formation, the rest will be a lot easier o
Kill. In tha botom lalt kavel are a

squadron of

Trikons, you are going to need shields o
take thesa on. Put up your shields and fiy
strarght lor them as soon as they appear.

Shoot the appendages of the end of
level guardian and keep out of the way of
the tailed eye. i you shoot its tail off, it
heads back to the body. When all the
appendages are destroyed your shols can
damage the main body, just leaving the
aya alive. Fly backwards and forwards at
the edge of the screen, that way the eye
can't hame in on you. When the guardian
is finished you have the option of a special
mission, i1's a tough one. Your ship is
constantly being pulled lowards the
ground, keep an eye on your fual. When
you fty through tight spots use your brake.

Use the sama tactics in ha warp
tunned as in the first one, the blades are
more difficult 1o shoot than the rocks
though, so watch out

why I-Ill'ltfwi:ﬁh* this game?
£ X
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WORLD 3
The bombers now leave spinning morph
hoads instead of mines, Thay rotate and
breathe fire, when they start to change
from the ball shape do a runnaer o you'll
ge! wasted

In the bottom right level you will have
another new danger 1o cope with, Tham
Balls. Thay spen arcund, bouncing off the
gdges ol the screen. Get into the comer
and firg at them by rotating on the spol. In
fhe bottom left level is an Orbit Plate, it
fires randomly so get those shields ready
The next nasty is the Space Worm, il's
bes! taken out with missiles. Fly around
worm trying to hit the body parts. Il all else
fails put up your shields and go for a
kamikaze attack

The guardian is easier 1o kill than he
looks. All you have to do is fty behind him,
nol too close of course, and shoot, When
he stops keep your distance and hit him
with averything you've got

The warp tunnel conlaing a lol ol
Thorn Balls on collision course with your
ship. They bounce off the walls and are
indestructible, so avoid tham

e T

WORLD 4

Two newies here, Speeders and Bealles
Speaders home in on you like Stellar
Blades, but they can take mor
punishment and are eftected by inertia
Make sure you keep maving while you
shoaot at them. The Beetles attack in
groups, it's bast to attack when thay begin

o rotate.

The guardian has three phases
Whan it spins round, accelerate, fly away
and lurm around 1o shool it. When il stops
it pither morphs into a plate or a ball. If it's
a plate you can expac a bursi of shots. If
it's a ball walch out lor homing missiles
The best weapon against it is a flamer

You need all the enangy power-ups
you can muster for the warp tunnel, it's a
neal toughie

The enemy's the thing in the comer. Not
ﬁdgmlﬂp.‘fm'od.
A

2TANKDUSY

WORLD 5

Mow things are starting to gat really
senously difficull. In the top centre leved
you encounter waves of Orbit Platers
fiying from the bottom of the screen to the
10p. Shooting them won't halip, so
concentrate on avoiding them and use the
shield in light spots

The guardian is the professor
himsaif. He attacks first with an egg
shaped maching armead to the hilt, it will try
10 crush you S0 keep mowving and
shooting. When the egg stops a hatch will
opan revealing a flame thrower or a
cannon. The flame thrower has a limited
range and only comes out of tha top of the
€0g, phew, Other weapons include a
missile launcher and a rapid fire plasma
cannon. When the egg is destroyed the
professor will appear shooling at the sides
of the screen al an incredible rate, He's
IMMUNG 10 Yyour weapons so concanirata
on avoiding his shots and attack by
moving up and down at the 1op and botiom
edges of the screen. If you make it thes far
give yoursell a hearty clap on the back
you deserve il

HIMOd YOINY

rE6EL NIHdY
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Are you playing this game for hours R

A Garrison right next o a ming means

. . i
- - and hours, losing sleep and friends? << nobody is 30ing 1o take it awar from
[ - e .
: Well we've got some advice for you.
hris sneaks into the AMIGA The placement of your castle is vital, it
E POWER office and tries hard to  musi be near a range of mountains. You
look nvisible. It is midday can’l hope 1o win without lois of mines
= “Soarry, er, I've been playing Thera are often only a few suitable mining
E Settiers all night.” He explains rather areas. Later on a lot of the fighting will be
sheepishly. “Well you can do some lips aver who controls the mountains
< then can't you?" Suggests the aver halpfu Now for your building program. The
{f production editor, Thanks Steve fighting doesn't usually start until most of
' = Sedtlers 5 a wile, evil creation. I's the land is occupéed. You can do this
o« only whan you start 1o faint lrom lack of quickly with guardrooms but they don't
food and sleep thal you star to realise offer much security and will quickly be

poor, addicled souls here's a rough guide imporant areas with Walch lowers or
1o successiul kingshap Garmisons if there's room

|
‘ o how long you've been playing. For those aver-run by your anamias. Protect



The Goldsmith, the more gold
you have the better your chaps

quickly as possible.

" Gosh how cute. A corn farmer,
look how he wanders about
sowing the seed and harvesting the
crop, it even goes in seasons. One
miller and one baker can very easily
handle the output of three or more

of these corn farms.

The bigger the military bullding

then the bigger the area it
commands. Be very careful when
knocking them down, or you'll lose
precious buildings.

The warehouse, too close to the
main castle to be of much use
here. At least it's well defended.

The enemy castle, nearly
surrounded by our chaps.
Strong forts ensure he's not going

to get the land back easily.

Eventually the supplies of

minable raw materials will be
exhausted and it'll be time to fight
with the neighbours over the

remaining supplies.

Keep those roads in a neat grid

pattern. As soon as you spot a
blockage, build another road to go
around It. It's frustration-city to see
precious supplies getting stuck at
the crossroads.

You'l nead af least one of each build
garly on, except the boat yard ang
perhaps a pig farm and bulchar. Stan

ng

building miltary buildings on the edge of

your termtory straight away Get your

geologisis oul prospecting and gel those
mingés gouing as 5000 as they hind anylhing
The minars need food, the easiest way 10

081 I 1S 10 usa flisharman

alar on you can

progress 1o farms. Mext stan a couple of
woodculiers and stone cuttars. For every
woodcutier build a lorester, or you'll soon

run out of trees. The stonecutier will
exhaust surface stone after a while, so
destroy the bullding and put up another
one or the poor chap has to wander all
over the land looking for suitable stone
This sawrmill is naxt, place it near 1o
your castle, You now have all the raw
matenals for bullding work. Now gel the
other manutacturing buildings going, the
steal worker, goldsmith, armaourer and
tool-maker. You'll generally start the game
with stocks of raw matenals 1o get them

S

s

=

R . B

: e
Ino produchion without g

mining anything. Put A healthy
the bulldings as close =
as possible 10 your
caslle, along with a
miltary builbding or two
for projection. These
are vital buddings, you
need weapons and
gold to wen the lights
Gel a com farm going
il your miners look ke
running out of food
Then aither a pag farm
and butcher, or a
windmall and bakar
One bulcher can serve
several pig larms and one baker and mille

huge. When your power builds up a
second :.]".':L:';""I”' and armourer will help
you army expand and gel loughe

Aftack enemy termtories carafully
expand oo quickly and you are left with
large areas daotled with guard rooms and
ithe else, your army will be strelched very
thin. Keep the garrisons high and well utlying territory and
stocked with gold. It's @asy o buld more ]
f_:ll-'ird repms, walch towars and garmnsons
tnan you have knsghts 10 il them

Leave the warahouse for last, you
only really nead it when you have a
kingdom and long supply routes. Once
rial production is in full swing
caoncenirate on gold and weapans and
id up your army. To keep y
well trained keop rotating them with

2 WOrKer in an

5@ with a knight

hal 8 always

@ CHRIS LLGYD“

kmights in the castle, where they train

You can tell your carriers which
goods to carry first. When you
need something in a hurry put it
al the top and they will carry it in
preference to anything elsc.

This flow chart 1ells you if your
chaps are getling enough raw

materials. You can quickly spat
any shorages and lake action.

You can release a lot of soldiers
for combat by lowering
occupation levels for a while,
you'll have loads io play with.
Beware enemy attacks though.

You can adjust which minet get
what proportion of the feod. If
you tee tomaeone walking up and
down culside the mine, he's on
strike ‘cos he's hungry.

As soon ai production levels
start falling do something about
it It's easy 1o find everything
held up because you're short of
ong lool.

<



The graphics and sound are the computer game equivalent of heroic Greek
sculptures,” upped Steve McGill in issue 33, “but Jurassic Park is more than a
little tedious,” he downed. Apparently the main problem was that underneath the
bowel-shatteringly good graphics, the game is basically just walking about and
finding things - fine if you know what you are doing, but rather irritating if you

start to get lost. So some sort of solution looks like it might be in order — and did Steve bother to

include one in his review? Astonishingly, he did, he told us how to do level one. So Chris Lloyd took

John Overy and Benjamin Coleman of Suffolk’s solution from level two onwards and added some
pictures. Part two will be coming next month. Prizes, by the way lads, are on their way.

GENERAL TIPPERY

EXTERNAL
SECTIONS

The cattle prod is more effective a weapon
than the rifle, and saler for pushing bricks
over chiffs than shootling. In the sewer
secton it is advisable to remain in the
waber as the Pleradactyls can't reach you
{but do watch oul for the alkgators)
Pteradactyls are highly likely to attack you
on high cliff tops. Sneaky beggar, Johnmy
Ptaradactyl, so watch out

INTERNAL
SECTIONS

Ammunition and first aid is sparse - if you
run low, check dead end rooms. To kill
Rapiors, wait for them lo altack and walk
backwards whilst firing. You can tedl if
thana's one nearby because he music
l.‘.f"ii-'1l:J.‘F.F. nsmng mn wolume

THE LEVELS
TRICERATOPS
PADDOCK

Password -
B5A48352

‘ You need to collect all the bemas
you can find to pass the beg mean
Triceratops. Follow the road io keep your
beanngs. When you come across the car

go narth through the broken fence
grabbing any mone bermias your inveniony
will allow. Go past the dead Triceratops
{bedow) and go east until you encounter a
rather mora lively ona (left). Run south

down the comdor. You will aulomabcally
drop all your berries and whila the
dinosaur stops to eat the ex-contents of
your trousers (I'm sorry? — Ed.) you can
peg it along the east comdaor 1o the exit

Go nonheast now until you find one
Triceratops. Drop in front of him, run
south, altarnating from corner 1o cormar ol
the wall until i collapses and continue
south until sale. To the west of your
current position lies the pass, to the north
lies your axiting bunker

UNDERGROUND
TUNNELS

Password -
ES4C67TAA

Fairly sale this bit,

there don't seem to
be any nasty dinosaurs
about. Go narth and
antar tha i and find the
exit on the next level
whileé admiring tha
clever lexture-mapped
walls. Go south, take
the nght door, at the

juntion g0 south and keep going until the
exit, easy

STEGASAURUS

PADDOCK
Password - DSF4ABG62

You need to retrieve Tim and Lex

from the other side of the paddock
using a lol of block pushing. Go east past
the first Stegasaurus (balow), take the
second flight of steps, push one block off
the south edge (facing page). Go back
down and push the block o the first set of
steps, you can now climb them. Go east
past the second Stegasaurus and up the
naxt steps, Go wes! and up, knock the
block olf, descend and showve the block
right off the edge of Ihe leval. Retum down
past the Steg, give the block you dropped
a second ago a weslerly haave, go up,
wast, up, east, north, wast, cross bridge
northeast, cross stone bridge, follow path
southeast and lake the stairs by the
dinosaur. Push down one block and the
other east 1o the steps, and do the same
on the level above

URASSIC

When will those mad scientist types learn? | mean, who’s idea was all
that messing about with DNA? Good job we’re here to save the world.




Thera's anothar block to the northeast
Drag it back round 1o wherg you came up,
and use it 1o ascend the siairs 10 the west,
Traipse off northwest ASAP and push this
biock off the west ledge, running with it
and loppling ofl. Repeat twice more and
belore you can say Jack Aobinson you'll
be standing on a stone bridge with Tim
and Lex.

GALLIMIMUS

PADDOCK
Password - ESC4B37A

Tim and Lex go through the tunnels

while you find the pass. Go west until
you find an ol drum. Push it south over the
cliff, careful not 1o follow it down. Go back
fo the starl position and go nonfhwest and
fall down all the levels until you find the
bunker. The children will leave you at this
paint, 50 continee west against the
southern wall (below) and take south
tuming numbar three, South, up, through
gully and down.
Run east collecting flares as you go

As soon as the T-
Rex appears, tum
and lob one, but
continue east,
You'll cross a pit
wilh a broken oil
drum, run a lew
more inches and
chuck in a flare to
ignite ihe place
Head easl, south, west pas! the bunker,
up the levels and northeast for the pass,
Haturn 1o the bunker and getTim and Lex.

MAIN GATE

Password - 95B48B42

Opening the main gate. Haad south,

west and southeas!. Go under the
fance by pushing the block (lower pictura),
which can be tricky, use the cattle prod fo
gel it moving. Go east, up steps,

northwast, across bridge,
west and across the
second bridge. Continue
narthwest on the same level passing
through a narrow gap until you stumble
aCross @ motion sensod. Activate, and
opan bunker door

Go east along the narth nvar bank
and across the river until you see a narmow
palh leading down. Take this west in ordar
1o ratneva the pass from the bunker. Walk
back to the steps near the river, up the
east sot of stairs, go southeast, and enter
the Plerodome

Head northeast stepping down o
destroy tha aggs in the nest, (1op picture)
The pass is hiding in one of the nasts
somewhere, there 15 50me axira ammo
through a hale in the aasterm wall, The exit
15 situated in the outer wall

BRACHIOSAURUS

PADDOCK
Password B85A4834A

Collect all the embryos, find the pass

and axii the plerodome. Follow the
niver southeast 1o the bridge, north and
foliow river northwast and actvate the
motion sensor (bottom picture). Unlock the
Pterodame door within sixty seconds, or
else the door closes. Fall off the step 1o
the north, head aast, collact all tha
embryos
yOUu can
carry,

JURASSIC PARK COMPLETE CONTROL

lake the pass from beside the crushed car
(top), south, west, find gate and entar
Pterodome door. If you take 100 long and
the door has closed, explore the
surrpunding arga untl you unearth a set of
staps facing west. Ascend and walk south
to the stan of the level and lake tha same
roule as before to open and go through
the door

PTERODOME

Password BE584935A

Go southwes! through the namow

gap, make your way wup the steps until
you come acnoss some blocks. Push one
of these over the west cliff, make your way
back down the steps and push the block
narth and up

Go north, west, and north along the
narow river path 1o a refracted bridge and
wasl 10 shoot the powar box with the cattle
prod, Head east back fo the bridge, which
should now be extended (balow), cross,
soulhwest, follow mver, push block south
chmb steps, southwest and i, giving
yoursell a hearty pat on the back




'CAMPAIGN

Once upon a time in a land far, far away, er,
(Get on with it. - Ed) there was a little boy
called (’'m warning you. - Ed), oh dear, can |
go yet? It’s the last line and everything. Tips.

APRIL 1994
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@ Adopt a sensible order of battle for your
forces. Depending upon the enemy, you
will need to advance in ling astem (io
avoid detection except by the intended
target) or ine abreast (to attack or defend
across a broad front)

@ Use dumps 10 ensure that your forces
are always well provisionad. If they run out
of fuel, they will stop and dig in. This is
alright whan the anamy ana looking lor
you, but not vice versa. Running out of
ammunition |s more sanous, sinca Ihay will
only be able 1o conduct very limsted
operations. Running out of food is the
most serous shofage, since when this
happens all of the atfected troops will
surrender immedialely

® Ensura that your forces ane each
provided with artillery, aviation and air-
delence sections, since these can play a
decisive role in battles. Both aulomatic
and manual batthes can use those
supplementary forces to good eflect, so
don't neglect tham

mSaETRE

K
Foorlt
Space U

-
»

Friee memory teit as you Ilnn
heyboard commands.

=,

g

This ks the end, my only friend, the end.

BATTLE TIPS
HELICOPTER TIPS

@ Halicoptoers are enormously powerful
when used skilfully, but it i difficult to both
iy and fight. The best answer i5 10 have a

Armed with missiles
Ll the helicopter can
cut an armoured wnit -
o ribbons and then
tic them inte
Interesting bows that
would grace any
home. Probably.

P T -

two player leam, one
Iying, and tha other
firing missiles or using
the gun

@ The chin turret on
moderm halkcopters
can follow the weapon
officer’s head by using
davices mounted in
the helmet. This is impossible untl Virtual
Reality arrves, so it is best 1o use the gun
automatically, by selecting largats using
the cross-hair

@ A stable platiorm is necossary whan
using the weapons, so iry o avoid high
speod manoauvres whilé aimang your
missile, as you will almast certainly lose
that vital missile bock

AB4e .4}

Taking direct control of your tanks iz

tun but you can muchk things up if you

den't heep your wits aboul you.
el R R

TANK TIPS

# Using the auto gunner is a good kdea,
sinca il is pratty accurate. Howaver, it
doesn'l take account of speed, as it jus!
aims al the current position, rathes than
where the target will be whan the shall
hits. Your skill in shooting will be better
than the aulomatic system when
you can anticipate the largel's
position.

@ Based wpon the abova point, it
is sensible o drive across the
enemy’s field of view, rathar than
directly towards or away, since it

will not anticipate your move
Try to avoid staying still, since i
you do you will almost canainty
be hit.

@ With the modam lully-
stabilized turrels, i Is possible
to "jink” (driver in a zigzag
mannir), and keep axmimg at

the target. This is an
acceplad tactic in real
warlare, but demands
prachce, especially if one
player is bolh tha driver and

the gunner

@ The duties of gunner

and driver can be spinf
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COMPLETE CONTROL

!

Platoon 2:

j procedura until all targets are
spotted

accounted for,

® The automatic gunner
should be vsed for gun-based
air-defence vehicles (such as
Z5U-57-2, Z5U-23-4, M1E3
Vulcan, efc.), unless you are
very skifful. The automatic
syslems ara good at staying
r with the larget, unless it gets
100 close or far away,

A CDE%[“]"'

more
used in troop deployment
We ware just practicing here.

whereupon it will lose il

ARTILLERY
TIP

® Don't forget that the
artillery shells waon't
land for about thirty
saconds after
targetbng. Also, keep
in mind that they will
be scatlered across a
lairly large area, s0
YOU must keep your

between two players. It will be necessary
for gither the keyboard layout 10 be
changed, for one 1o use a joystick, or for
fhe gunner to select targets using the
Cross-hairs.

APC TIPS

@ The older APCs (M113, FV432, BTR-
70, @1c.) have only a machine gun for local
delence. This is no use except against
infantry in the open, 50, 45 S00N as an
enemy is spotted, disembark your infantry.
They will be armed with a selection of
weapons, which wall probably include an
anti-tank missile

# It is important to desembark your infantry
in good time, since the indwvidual soldiers
will only selact targets and shool when
ihey are standing still

& When using the new MICVs (M2
Bradley, BMP, elc.), then don't forge! to
use the quided missiles. These are very
effective, but require attention to guide
them in flight,

@ As soon as an enemy vehicle spols an
APC with infantry, it will open fire with its
machinaguns, 5o there is a risk associated
with disembarking your soldiers, but their
ability to fight back outwaighs the risk.

lorces well away

from the intended

— target zone or
thay'll come under ‘fnendly fire’

AIR DEFENCE TIPS
® Successtul air-defence can make a
huge difference, Some vehicles (Strela 1 &
10, Rapier, atc.) have anti-aircralt missiles
which can home onto thedr target
automatically. Usa these vehicles to
provide effective air-defence. With pratice,
Ihey can be very useful. They will fire
automatically, but can be targetied faster

I ..
i

Your qunner reports:
Mil Mi-Z4 Hind D spotted

than this. Since each
missia will home in on its selected
targed, the vehicle can fire multiple
missiles agains! multiple targets
simultanecusly, by getting a “lock”,
firing, and then repeating the

Neu Blue Side (Fuel dump)

created
Aveld out-of-fuel-misery by cunningly placing
fugl dumps on the map, crafty or what?

BRI~ MR

O g 4%

Sei the anti-aircraft tanks on
ta tully autematic and watch
them bring the choppers

down, what fun,

s,

B EEII"'I

———

?l.l Platoo

2 spotti Post-Battle Debriefing

'1_1:1;1:1_!

~ |Military High Command have rated
performance in this battle as:

HIMOd VODINY

Mobile anti-aircratt guns,
should have seme or be vunerable
1o helicopler attack.

Excellent

and take great pleasure in avard

PEGEL NIHAY

The generals all have a L vy
discencertingly strange e
look about them,
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Then you need...

THE LAST
RESORT

with Rich Pelley

It’s time once again to draw the curtains, dim the lights, put on some mellow
music and snuggle down deep with Rich Pelley and his cuddly pages of fun.

Compiling The Last Resort month after month is rather like being
kneed in the groin. An initial yelp of searing pain signals the
arrival of the Last Resort Jiffy bag as it drops through my
(specially enlarged) letterbox, and myself into the foetal position.
A feeling of acute sickness and extreme discomfort follows as |
open up your letters to examine what joys are getting the

combined goat of the AP reading public this particular month, the
experience concluding with a hazy loss of interest in the world,
usually ten minutes (max) into actual word processing. Needless
to say, the entire process is one of excruciating agony. Oh well.
Things could be worse, | suppose. At least they haven't started
doctoring my photo, like they used to.

w TR B g T R (or possibly Paul and Mark
S el A ('{T% ey, from Southport, if there is
pad O linQ o oo o i Rt
Drinks all round to these helpful bunch of readers. Twiglet, anybody?
the big whipping, barking robot.  CAPTIVE EYE OF THE
HET,#:Q,':;;‘:: exploding Provided you know the correct Ramy Wurgaft of Herts never BEEHOLDER 2
security systems and big method of attack he's pretty easy could work out what the Rimshot Edwards of
robots with whips amongst other 10 Kill. Take two steps to the right,  camera was for. Cheshire was having riddle-
things were playing havoc with jump, and lay into him with your related problems in issue 33.
Mark Reid of Killiney's life two battie-axe. Each time his whip i TSt Bing inivost o i g
P issues ago. pushes you away compensate by you and press the bottom It memory serves, ‘Nature's
o walking forward again and letting  left key on the remote control. beauty is my m?ui small and
o “We'll take things from the rip with the old axe. Make sure This will switch on the fifth red, ‘tis such a treat,’ Is a ruby. |
2% start of the second level you avoid the end of his whip television along. Click the left can't rupamhnr exactly where it
= which you reach with the though, as it's highly deadly. mouse button on the TV to move is, but it's not far away. As for
Ll conveyor belt. Walk right, kill the After His Grossness has forward, on the left and right ‘from the fiends from below, find
P8l zombie, leave the first gate closed  bought it, head right, ignore the arrows to turn, the green crossto  the ftem with the hidden glow,
and open the second. Walk left first gate and open the second. take a snapshot and the red cross  that's the Mantis idol. If you
back 1o the conveyor and descend  Take the elevator down and make  to blow up. Use of the camera, by ~ Naven't located it yet, it is below
E to the main conveyor. Selectto go  for the conveyor and take it all the  the way, is vital to finish the game in a large room full of Mantis
z left, ascend to level three, walk way along. Transform to Dino and - you should use it to search eggs. It is at the end of the room
o right and kill the zombie. Continue  traipse off to the right. Use the around for aliens and also to see  Dehind a secret panel in the wall.
LB right, see to the flying turtle (this ~ Hypnotic Ray to defeat Cervax, through (about ninety percentjof  Give these to the lips and you can
PS time with the battle axe), close the open the first and close the closed doors. For best results in  then go through the door at the
CB first gate to the right and open the  second gate, and with any luck the latter, open the door, nudge end. Once through, there is no
= second. Use the rope to the left to  the metal bar blocking your way the camera through and close it turning back.
< get back to the conveyor, go should rise. (You'llneedtobe in  again. You can now nose around  Le Harrison, King's Lynn
down, left and up back to level Tank mode lo pass underneath it,  in safety from whatever horror
one. Walk right, knob the zombie  of course.)” may have been waiting for you.”  Any other answers? Bung ‘em to
o and prepare to meet Robodroop, Robin Julie Grant, Lancashire  Paul and Mark Southport me at the address on the right.



THE LAST RESORT

Help one of these readers in need and I'll buy you a drink. [H' | ever meet you.) (In a pub.)

for me, please. | have found

the first, second and fourth
horns but the third eludes me
completely.

In issue 33 you confidently
said that it was in a niche near the
stairs leading to the poisonous
spider level (level 5), but despite
the hours | have put into looking,
the horn just seems to be non-
existent. Please help as | am
losing sleep, my grades are
slipping, and if you don't | will tell
all of my friends that you are just
a load of turkeys Ha! Ha! Ha! Hee!
Hee! Hooo! Hooo! (Sounds like
you're the one who's totally Paxo
to me, mate - Rich)."

Rhys O0'Cain

Has anybody out there got a
code for tunnel four of
Stardust with full weapons,
upgrades and lives?”
Martin Crossan,
Stirling

SIMON THE SORCERER
Dear Mr P. | can't ge! the gold
pieces to purchase the white

spirit. | hope you can help ma!”

Paul Rodgers, Kilbirnie
Hang on another month an all

A will be revealed in the

concluding partof our S the S

solution next month! Can't wait? Well

just for you, Paul. The dodgy Geezer

(who you've probably talked to

already) will give you the money in

exchange for the gem. To get the
gem you'll need to use the magnet-
on-a-ropa with the hole above the
dragon’s cave. Thera's a bit of stuff
about using hooks with boulders, and
giving vouchers, barrels of beer and
feathery tickles 1o dwarves in
between where par one of the
solution left off and where you are
stuck, but I'm sure you'll be able to
work it out for yourselt

GOBLIINS 2
I'm trying to disguise a
Q cockroach 1o look like a ladybird
1o leed the Ignoble Amniak
Philip (with one °L’') Leggetter,

Fife
‘I'm trying to utilize the machine

Q 1o help the Prince without

swapping his head or entirely

Hello. | have a question for

the Last Resort. On Worlds
of Legend | have come across two
rooms in level one of Tokiyama.
The first has a sign reading
‘Security Level A’ with four skull
pads in each corner and one
switch. The second has a long red
circle in the middle and two
switches. | have managed 1o lay
my hands on the crystal key, but |
can't get any further. Thank you."
Koro Ryder, New Zealand

I've been playing the same

game for some time now,
and although | have experimented
with all the different ingredients |
haven't discovered any new
spells. Is it hard to do, or am | just
being stupid?”
Chris Aldersly, York

On Arabian Nights | have
been all the way through
level one (nearly) but | can't find

disintegrating him."
Mrs P. McBurney (age 40+),
Cleveland

And I'm trying to work out what
the heck's going on in the Music
Room
Rachel Workman, Birmingham

Qooh - the ever popular

Gobliing 2 - only in & game this
French would you find requests for
help that read so bizarrely. So then
Let’s get down to business
1. Use the Kindelixir on stage two of
the level to catch one of the
aforementioned crawlies and take him
to the next stage. Get Fingus 1o lake
a feather from the helmet and dip it in
Ihe paint pol, then use the brush on
Ihe cockroach and put it in front of the
little hole at the front. Cover this with
pepper, and Kindelixir and click on
the loose stone at the bottom of the
tower, Simple, eh?

2. Simply place the Prince Buffoon
near the shninking machine and make
Fingus stand underneath it. Do the
same with Winkle and jump out the
window

3. Use the headlight with Winkle and
send Fingus to the spring. Use the
headlight to receive a pump for your
iroubles. Use the drumstick with the

the key for the last door. Ou, je
voudrais connaitre, est?"
Catherine Jones, Tyldesley

The year is 3209, | currently

own a Panther Clipper and a
large Plasma Accelerator, Does
anyone know of a system that
sells a weapon better and more
destructive than the Accelerator
and a ship bigger than the
clipper? (No game name was
given - so unless this is a
genuine 5.0.5. from the distant
future which by some means
beyond our current thinking has
speeded through time and space
and ended up in my postbag (this
is unlikely though), or (as I'm
meore inclined to believe) I've had
to deal with more than my fair
share of nutcases this month -
perhaps someone can actually
help. - Rich.)"
J. Jameson Jnr, Sirocco
Station, Merlin, Ross 154

hood and Winkle, and get both
Gobliins to jump off the spring
together. With Winkle use the peg on
the hose, send Fingus through the
door and the other through the hole at
the bottom right. Have Fingus speak
to the guitarist and Winkle calch the
note, then send Fingus down the
same hole as his chum, and have the
latter Goblin use the pump on the
saxophonist. Catch the mosguito, use
the mosquito on the headligh! and
catch the note

THE LAST RESORT

Dear Rich, I'm lett with a column

and a hall of text to fill this
month and | don’l know what to do
frankly, I'm stuck. You see it all
started when you asked Cam if it was
possible that, just this once, he could
do some Cannon Fodder tips. Sadly
Cam wasn't in the AMIGA POWER
office because he'd missed his bus,
or pul his back oul, or some other

unfeasible excuse, | can'l really

aoumummmuim'
' That's the address to write in to. Not

mhmtmmw,

COMPLETE CONTROL

Dear Sir. Please can you give

me some cheats for Dalek
Attack? (Never heard of it I'm
afraid, but all the same - Rich.)
Failing that, does anybody know
where | should look for the Smart
Card because | can't find it."

Slightly Magic is the bane of
my life at the moment. |
cannot get past Zipp the Dragon,

Sir Rustalot and the bubble to
reach the magic wand, nor can |
work out a use for the Flea Collar,
Magnet, Fright Spell or
Megaphone. And what's more,
Herbert and Hubert keep telling
me to (and | quote) ‘Clear Off",
Why? I'd like to know."

James Bachellier, Paignton

Could you help me on

Monkey Island 2 as | am very
stuck? Would you please tell me
how to get the crypt key in Stan's
shop? | would also be highly
appreciative if any of my fellow
readers could tell me how to get
to the cottage on Phatt Island as |
don't seem to be able to.
Kieron Priestley

remember, So he wasn't able 1o do it
Can you help?
Steve Faragher (age 30), Bath.

Okay Steve, here's what you
want to do: write a fictitious
question and answer at the end of my
column, First pretend 10 be somebody
wilh a genuine question to ask, don't
forget to use a false name (Damn. -

you have lo do 1s
pretend to be me and give one ol my
usual wilty and comprehensive

answ r pretend question. If
you've followed my advice so far, you
should be left with just a few lines 1o
hil. You can probably fill them with
some ridiculous wibble about next
month, or how the readers musn't
lorget to send in questions and
answers for this section or you'll end
up having 1o pull the same ridiculous
stunt again next month, But don't
worry Steve, the readers care They
wouldn't want thal to happen 1o you
I'm sure

Steve). Then all

vars 1o you

HIMOd YOINY
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Game: Batman
Returns

Publisher: Gamatek
Authors: Dentons
John Heap, Roy
Bannon

Price: £14 99

Release: Oul now

Quietly with the mminar

uss and alfon in the hope that it

Mo picture saying
Hey, This Is Batman Retums
Be Excited!’. Nothang. Al al
n-1he And it vou do have anothar gamea

you dor

frovm back i th

bit days, They

What tha hall ar

gel a 'Game Over' screen

wivan i
PEE a8 QOo0C any s 5 Mad mi
Mow, obviously, that's nol really a flaw as bul all you actually s of tiny sprites UPPERS Nice,

aldn’t t it appropriate music. It'll take a

ity Nl / it or 5 g ons of while to finish, on account of
games same, it's a pr od  emply s all argund. You get loads of your brains will meit,

DOWNERS Your kid sister's My
[ Little Pony could write a

s being exactly umgp at you. Batman moves nol like a bat better Batman game than

Gametek haw bu ¥ 1 el 5, and this with a badly bum

h pear 3, A version of Shoot-"Em-Up
Construction Kit. With a better
difficulty structure. And the pony
probably wouldn't forget to put
‘Game Over’ on the screen when you
died, either.

ihrosugh i ik

SRS I THE BOTTOM LINE
long a pixe ), sSometimes Shoddy half-baked ]5

rubbish. Get it out of my
sight. Now.

THE BOTTOM LINE
Exactly the same
i} 50y shoddy hall-baked |
buying this. It's o rubbish, but even more
Well, more kind ﬂ“_!.ium. Here's ..whereas hours' ¢ pathelic of an insult to the machine it's |
Gotham "““',-’?‘-"-‘m-rm-... level twe ST ant iy ; ! ® STUART running on.
i | |

' CAMPBELL
e |



PUGGSY

Pugssy asks this
bunsen burner iy
he can have a
light.

" h :
It’s time 1o do sn.ml:h:?::;ut i - :
Al

Aren’t aliens dumb? We’re beginning to lose track of
the number of them who've crash landed on Earth.

Game: Puggsy
Publisher: Psygnosis
Authors: The Dome
Price: £295.99
Release: Out Now

o : n--umﬂluuuuuunu

start buslding again - Aaarrrggghh!

ON EDGE

all thie mon at

IS game cCamad Iha Cio

osa il You Know

zome fates worse than dealt

i STEVE McGILL

UPPERS It looks good.
haractes Smooth animation and
Iooks ke a cr I|'1|'lr5-'I.I:IEZ!'! wwm.nhm
f plasticine with a competent flashy stuff you expect
flenna on top. He from Psygnosis.

DOWNERS The only
emotion | feel toward it is one
of loathing.

THE BOTTOM LINE
It's a platformer that cunningly

HIMOd VOIWNY

excels in just about all the
worst aspects of
platformers.

I'd h.i-r something can

sautifu Dackgroul |
t THE BOTTOM LINE

' “Can you see any
SR i) ditference between
these?”, | asked the

team while running two coples of

Puggsy side-by-side on tha office

ABDD and A1200.

“Mone at all”, they sald,

TiHdY

LN

O
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“When two sides go to war, one is
all that you will score.” Never a
truer word spoken in a vest.

Game: The Blue and The
Gray

Publisher: Impressions
Authors: Edward
Grabowski

Price: £34.99

Release: Out now

irs up we have hera one of the
mast lortuously wrtten manuals |
have evar sean, | think one
example will do: "You can see
o different statistics next
type. The langer numbear
s the numbear of man that you
much smaller
divisions
\ 0 af
hal you have are divided into a
number of units d divisions.' Thank
'd never have
worked it oul on my lon

CAMPAIGN

aither the southemn,
the nodharm, Federal fon You move
your little units (Infantry, Cavalry or
Artillery, each representing a division)
around the map and mnio the cilies
can move them on 1o irains and boals and
Z00m them around quickar. At tha
beginning of every month you gel new
troops to deploy,
either in new
drvisions or as
reinforcements
1o your okd. Your
objectve IS to
capture
cisas.

0 an enemy you have
a batile

BATTLE

When a battle happens you
have two ophions, you either
lake command ol the batile yoursell, or let
it hdppﬂn auflomatically. The automatic

1 the battle seams heawvily

owards the computer. On one
),000 infantry

ed by 240 cannon up against
undar 10,000 anemy infaniry with no
support. | lost 3,500 men, the computar
lost 1,500 and won the battie. Shurely
shoma intamal mishundarshtanding? This
was by no means an isolaled incident and
you need lo have odds of over 2 fo 1 to go
for the automatic option, and e
your losses will be nn-c-ul-:-u gly
propartion

We=r

lake dire
just ke 1a

being the only terain factors, your tactics
iittle limited. Also, although thera is

units are quite
nicely arumalr'd

add a definite
atmosphere 1o
this sechon of the
game

All the usual

iy m e wm -

ebebebebel

= l- |+_I- !. l-

AR
C1H R D |

War's a dirty thing, full of
pointy ebjects.

Clewelomd
FENNBYLY ANTA _“HIT-

iF sty -
Gettiesury

.
o

=

Ecard Tran

The porth gastern section ni'lhlu:l u-pd,u

map- From here you move your units around.

F

tactics work well. Occupy the hills, let tha
enemy comea onla you, outflank them with
i elc. It all happens a bl
stowdy though
® STEVE FARAGHER

Wweather: Ory
BT JATRATrY
Mgt
= Gua ity ser

Views Cityd

.

UPPERS Well, the
@ battles Jook quite nice. Oh,

and there's lots of rather
nice litthe options that brighten it up

quite considerably.

DOWMERS As Abraham
@ Lincoln once said: “| claim

not to have controlled
evenls, but conless plainly that
events have controlled me.”
Because the Confederates get a
million new recruits during the war
and the Federal forces get two
million, it's always a one-sided aflair.
Or, as Stuart Campbell once said:
“There's no place for realism in
computer games™.

THE BOTTOM LINE

Interesting, informative and

uniformly dull. s a fairly
THE BOTTOM LINE

reasonable Civil War
simulation but mostly
devoid of character.

It's a bit faster.




FLY HARDER

fﬂ“, . t"l was Galileo said that the Leaning Tower

] - - of Pisa was a great place 1o try out

lsaac Newion ﬁ,:-m that an
apple hurts your head i
subjected to gravity,

Y .— L .

I —j—*;—I A-————LIJ..._-‘.
— s

Game: Fly Harder

anat ClASS|
Publisher: Krisalis ame O
Authors: Starbyte Software
Price: £9.99

Release: Out Now

ovmsﬁuﬁoor |

HIMOd YDOINY
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THE BOTTOM LINE
Faster? No. More

FEGL NIHdY

A1200 colours? No. Extra
sound? No. Anything
different at all? No. Still great? Yes.

can eithar -'-|.:". Jcant

O
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Game: Second Samurai
A1200

Publisher: Psygnosis
Author: Vivid Image
Price: £29.99
Release: Out now

hen the standard version of
Second Samurai was
reviewed back in AP 32,
Jonathan Nash gave it a
whaopping 90%, and | remember thinking
that this time he must have fipped for
good. I'd played the gama a few timas and
thought that, apart irom the gorgeous
graphics and interesting-but-nal! two
playgr mode, that it was pretty much a
slandard platiorm affair, and in no way
worthy of Sich a héfty score. Well anyway,
months hav#gone by and I've now spent
ages playing the A1.200 version, and I'm
sorl of convinced that he wasg spal-on with
his riview. Al -
= The standard thing fog.A1200,,
versions is for the progfammars. 1o shod
hom in an extra layer of parali@kScriting,
make the back-tinL#lot smoother and
change the colour of the main characler's

APRIL 1994
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panits, but with Second Samuvai, there
Was a more pressing réason o bring out
an A1200 spacihic version, namaly
ongenal game wouldn'l run on the
without messing up horribly,

BUSHIDO

Hardly surprisingly, there's
nothing very much differant
aboul this version, and the
first few times | played it, |
was so hard pushed to
find any differences at all
that | phoned up
Psygnosis. “What do you
mean it looks the sama?"
they screamed down the
phong, 1's got new colourful
backgrounds and i's massively
enhanced. Whal are you, stupid of
sométhing ™

Fealing sutably chastised, | loaded
up the AS00 version next to the A1200,
and wis forced to agree that the
backgrounds werg more colgurul and
detailed. Bit 50 whit? The standard

version had wonderul silhoueties and this

verswon has Wd lava flows and

'

cocktail of
puzzles”

parallax backgrounds
windows, but the net effect
e

| played seemed exactly the same as the
one, but it was at this point that |
s warmed to the game. Okay, 0 most
of the game invohves leaping
around and hitting thi
there's also
different things to
ol the secrel rooms
an asleroids game,
later level lets your guy
grab a jetpack and
whoosh into a
harizontally-scrolling shool
‘8m up sechon, and your
progress throdghout the
game’s inlermupled by g wveri
fizzing cocktail of puzzies and
trying 1o kil you.

ZENOPHOBI

Sa anto conclusion fime, AlthBugh B nol
naturally Drmposed o p!atlum

me to admit that you'd have to

and a ar game
upto sta af

Samurai. The variety of game

you enthralled, but the hea-lhx. way
you move from one style to another
doesn’l leave you scrabbling lo work out a
new set of control elements. This version's
no worsa than the AGOD one, in fact it
seemed axactly the same to me, iI's just
that I'vie yel to play a platiorm game (even
one as good as this) that deserves a mark
in tha 905

® CAM WINSTANLEY

UPPERS 1)
Winoadsof ),
huge, playable
levels, you're not going to get
through this one in a hurry. The
graphics are superb, and you can
turn the music down without
affecting the sound effects.

DOWNERS Many of

the annaying glitches that

appeared in the original stiil
haven't been lroned out, and the two
player game Is surprisingly less fun
than the single game. Also, many of
the baddles are dumb and cartoony,
and don't really fit in with the hard-
man image of the rest of the game.

THE BOTTOM LINE
A slick, enjoyable and graphically
lavish platform beat ‘em up, with a
surprisingly varied selection of sub
games hidden throughout the levels.
It's also playable enough

to force me to swallow

my In-built hatred for

platiorm games.




Cyberpunk, that is.

Game: Liberation
Publisher: Mindscape
Authors: Tony Crowther
and Ross Goodley
Price: £29.99
Release: Out now

n last month's news, we lold you thal
Mindscapa had pancilled in a releass
rersion of

Caphive 2 lor mid-late
February. Well it's here, bang on time, and
I've been given he opportunity to rewrile
what Steve F said about the original CD32
version in AP33. This ime however, the
review will be written in my own insmitabla
Style. If that means anything 1o you

The one annoying thing about the
Sibuation s thal 've gol 1o assuma you
may not have read the onginal review. If
you have read it, slop reading now and
skip the page. Il you haven'l, there's only
ona quaston | want to ask. Why not?

Anyway, onto the game. Liberation is
sal in a lotalMananish hi-lech city, Tha
thought police have been framang innocent
citirans 10 cover up for the latal mistakes
of their intermogation droids. If the news
was leaked 10 the Emperor, contracts and
investments would be af risk. You are a
ibertarian type chap who objects 1o all this
corporate-powers-that-be nefanous cover-
up skullduggery

HANDY ANDIES

To invasligate, rather than submit yoursel
to the drudgery ol walking all over a city,
you control four pratty versatile droids

" This is a down
{4 view. Take my
" word for it

o

an glectric car with
as those

This s
the $ame deslgn
used in pladerunner

It must be time to use the c-word.

These droids are just about Werally
your ayes, ears and legs; a
som of cybematic Bmbic
extension of the central
nenous systam. Tha
control system is neal
and user Inendly, You
can make the droids do
Just aboul amything
walk, run, shool guns
miovié throwgh doors
rieract with the denizens of
tha city, enter buskdengs
withdraw maney from the bank that

s ¥ “Qive us your monay and wa'l
you" elc
Angther

ability of tha Wls is

the facality o look atl diferant perspactives
of tha sama view 2 1op down, 100K up
nght and left. Use of this facility wil
probably be relatively frugal, but it does
help clarify whalher or nol an object is
pick-uppable or not

Inlerac with the inhabitanis has to
ba daall with cal ik, thé mood that
'-hD\_l' e in oN a parcular day can have a
beanng on the proceedings. Much like
Banpath a Stoel Sky, you can annoy who
ak to and they also remember the

YOou S5¢

asl con ation entered nto with you
20, almost unbelievably for a computer
game, you have 1o enter into
thal most annoying of social
protocols known as ebquette
Pah, ihe chaek ol some
programmers

Yup, | fea
compaiied 1o admit, al first

It coulddt be
Britain, otherwise
the sian would

-

-
%

Ma, I'mined drank - the
crisps were salty.
Honest,

There are positively
loads of shops and
things to visil.

when | starled playwng the
game, | igured that this review

was going to be the biggest 'On the
Other Hand' box thal you would ever see
in AMIGA POWER. However, afer the
bewildarmant al the sire of the city, it
became apparent jusl how bsg it is. And,
just ke Steve F in his onginal CD32
review said, "You never seem 10 run out of
things 1o do.” This game should come with
a government health warning that il could
seniously damage your social life

CLOCKWORK

n winding up, ' give a quick menton 1o
the installaton procedure for the hard

drive, It's easy 1o
implement and also gives
you the opbon to have up
1o 71 different lexiure maps
for the walls of the city
buibdings and imenors

All this exira
oelal axtracts a
heavy payoH in
speed though,

LIBERATION

‘ #I*—.;.- "'-J-':."_, ;

et

slowdown becomes
pedes!
best to l@ave it unlass you
have an A1200

I'm ot going 1o grve
5 game over B9 per

To play

erly lakes oo
much time. Despite that, f | ever
find mysell with a lazy Sunday
afternoan to kill, 'l de
about laading U

® STEVE McGILL

UPPERS Level of detail.

Generation of plot, very in-

depth. Choices. Slick
interaction with believable
characters. Hard drive installable,
and nol too much swapping between
the five disks.

DOWMNERS Takes loo

long to get tangible results;
not the sort of game you load up for
a quick half hour's play. Oh, and
(this is importanl) YOU NEED 1.3
MEGS OF FREE RAM TO BE ABLE
TO PLAY IT.

THE BOTTOM LINE

Despite the stripping down of all the
ormamental icing (sound FX and
haunting music) the cake and the

jam in the middle still

give the game the taste of
paradise, or something

THE BOTTOM LINE
Runs faster, lets you

like that.
! use all those lovely

wallmap textures with
virtually no noticeable slowdown in
speed; adds to the claustrophobic
atmosphere.

GAME REVIEWS

a non-accelerated machane

ian. So i's probably
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e “ Your character has about five attacking
' . moves, all of which ook like half-
hearted and slightly pathetic mincing
rather than life-threatening acts of
violence. Five percent off for general
uselessness. All the animation is
desperately poor. Five parcent off for
not being able to do something that
your average AMOS programmer
mastered years ago. The sound effects
are dismal, and include the same
exclamation of pain whether the
character exclaiming it is male or
female. Four percentoff for the sound
as a whole, and another four percent
off for unforgiveable laziness. Five
percent off for the music. You can win
the first match by repealing one flying-
kick manouevre over and over, Three
percent off for complete lack of
intelligence. After you've
the first opponent,
swaps and over a
accessing before you gé second
fight. Five percent off for the next
opponent not being worth the wail.

ARRIORS

And now here’s

ame: Tube Warriors
Publisher: Dynabyle
Authors: Dynab

7B
is'

= i

you boppers out there.

INGTON

[|e 410} auo

ESCENT

When you lose to the next character,
it's three more disk swaps and another
minute and a half of accessing, then
you get sent straight back to the start
of the first match again - no continues,
no second chance lo access the
options screen (where you can = wow -
change the number of players or the

ight. | seem to be

an unwanted niche for mysett 2. \v'
as the office beat-'em-up
expert which | could well do

without, so I'll try to get this one out of
Napow!! Bilf! lnuutlllﬂhﬂ!ﬂ
the way quickly. Here goes. K ol ate.
It's a beat-"em-up. Five percent off
for being boring. It's for the A1200 only.

Two percent off for restricting the number of rounds in a bout. Three
audience, and another five percent off percent off for not even being able lo
for there being no obvious need forit _ = switch the music off), not even another
- you'd never know this was an look at the pretty 3D tunnel bit. Ten

A1200 game in a million years. It
slarts with a really interesting-
looking 3D tunnel bit (like in

percent off for really, really pushing its
luck in terms of how much you're lkely
to want to persevers with anything this

Stardust), which then never appears crap. Five percent off because | had to.
again. Two percent off for raising It's my job. Let's do some arithmetic.
false hopes. It comes on three disks, ® STUART CAMPBELL

but doesn’t recognise the second

disk drive. Ten percent off for crap
It takes over three
minutes from starting up to actually
getting lo have a go. Three percent
off for being a pain in the bum. You
can’t choose a fighter, you have to

play the dull nameless one in a crap ﬂhwlﬁn‘m—
orange suit that you get  energy bar before you've -

o = given at the start. Five  why your character doesn't seem to be

¥ percentoffforlackof  responding to the joystick movements.

Two percent off for being pointlessly

@ UPPERS O
e
o
@ DOWNERS

THE BOTTOM LINE

12

THE BOTTOM LINE
I den’t know of any plans to bring
this game to the smaller machines.
Get down on your knees and thank
your lucky stars.

f.r;#

/ only slightly improved. Five percent off
Ihlnmnnﬂ'llm for crap programming, again,

=y lﬁ

A.h RIL 19894

IN33834
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: OvNABY T

AT T T TR
J the tube train and forget
about i




Frog extermination is a big part
of any astronaut's job.

DITHELL IN
SPACE

Publisher:
Price: ©3
Release

= &
O] &F &

[ Ll - Tig

o at de I E, MLSIC and b
.r.x,i-?;f:‘,;m? o sprldpi o hremoel e THE BOTTOM LINE
& r:<‘ il [ [ 1

BT Simple zap-and-collect antics, not
x ( the most sophisticated of
A8

games but jolly joily and
£ re ai : ] : it's certainly not going to
ﬁ.& e E A ; aligs Wi ding P&P il slarts break the bank.

ANOTHER WORLD

Publisher: Kixx play the game, compare it with what was  World. It was originally reviewed in N

Price: £12.99 said about it in a back issue of AP and AP10 and Mark awarded it 89 per Well, I'm scared. Mo, really

Release: Out now then get my own tuppence worth In. Soit  cent; *..a game destined to be a

of a historical perspective, if you like. landmark.” he said. And, er, time

One of the very vary very (very) Avid followers of the mag will know  prove him to be absolutely comect 1

interesting things about working on by now thal M've re-reviewed a few games The secret of AW's success I
S AMIGA POWER s the phenomenon of originally covered by ex-AP Editor Mark  at the time was the implementation \ / /
o re-releases coming oul on budget. I getto  Ramshaw. This time, the game's Another  of cinematic namative amid o A

beautifully animated arcade
sequencas, &g il you saw a gun on
the floor and tried 1o pick it up, the
frame would switch to a close up of the
hand reaching for the gun.

I'm hardly being controversial, but |
pretty much agree with everything Mark
Said. Mot having loo much time 1o spend kick to kill. Assuming thal you haven't
on this review, Il just tell you about my played the game belore, you'ra going 1o
first impressions. get killed. Lots.

You know straight from the Do you start from where you were
animaled intro-sequence that you're in for  previousdly killed? No, you don'l. You start
a lreal. It looks a bil old hat now, bul me off in the drowning pool where ‘up’ slops

APRIL

AMIGA POWER

for one, I'm still impressed. Sort of you from drowning. This repeals

groovy, but frustratingly annoying in throughout each saction, so that when
’ places. For example, after you've sussed  you meet the end of level baddie (a great
t J that you have to go up straight away 1o big four-legged beast) your temper is

avoid being drowned, the next screen is sorely tested. The beast is the first big
full of poisonous slugs that you have to challenge and you don't have long lo

o
i
.
|
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" Publisher: Team 17

releasing il on budget so that we now
Price: £9.99 have Assassin - Special Edition,
Release: Out now So what exacily have they
changed? Wel the first thing you notice is
Way back in AMIGA POWER 19 that level one has completely
Life ameng the girders, i disappeared. Whereas before you staried

above ground and had 1o locale the
secrel enfrance 1o the wicked overlord's

base (by following the straight line the
program allowed you, ol course) you now
start in the first lgvel of the base
immediatety. This sadly means no pil-bull
tetriers hanging ono your legs, a
favourite fealure of the original's first
level. | realise that the government got
tough on vicious dogs a while back, but |
hadn't realised they'd been banned from
games (dogs that is).

The second thing | noticed that had
changed was the weapon our heric
assassin uses. Gone is the game's bast
gimmick, the boomerang, and in comes &
very ordinary pulsey laser type thing that
fires blue, er, spots. It just doesn't have

Dan't try this one &t
heome, boys and girls.

2 | 1 really hate this bloke with the
S5 | - paser. He's guarding the end of

Why, it's so pretty, and so

work out what you should be trying to clever too.

do. It kills you quickly and efficiently
and then guess what? That's nght,
you're back (o the drowning pool. Aha
ha ha, hold your breath and count 1o
ten, showty.

Luckily help was al hand in the
shape of a complete solution printed in
AP's 11 and 12.

So there you go. Mark's criicism
of the game being lovely, bul
ultimately limited dua o the
restrictions that the cinematic process

imposas on it still applies. I's a good nice crashing
game, but one thal's been outdone onsens: Bl s Fite mors than &
basically, that's why I'm awarding it
quite a bt less than the original Publisher: Black Legend miss featuring various bits of hardwara
percentage score. Another World was Price: £9.99 1o destroy and you have lour lives 1o do it
once lovely, but tima has slowly faded Release: Oul now with, Mo passwords or anything, play 1
it's charm, wou die Than back io mission ona ]
® STEVE McGILL Remember Virus? It had a few reviewers ftle mose than the 30 gam

wis st relaasad G S Vo SR AR
THE BOTTOM LINE was than used lor Congueror. | didn't like it hirmara 1o fly. A litthe note 1o the

then, and time has nol mellowad my programmers. It really helps end of
the potential of games on roufines and looked extremely good, bul the other, it makes it so much easier 10 te
the likes of the CD32. Only was truly horrific to control, Hyperion i which way you're going, There's ar
there should be more of it. Virus without all the frilly bits, the nvaluable little radar magp in the botiom

resamblance is uncanny righl comar, Fly lowards the is with a

the quirky feel of the onginal and that's a
great shama,

Other changes are minor, the herg's
hair has turned black (perhaps it's a
disguise) and there are some barely
noficeable changes in the way the
characier responds 10 your conrol.

So why bother changing things? |
mean, Team 17 had an extremely good
gama, one thal would have sold well on
budgel, and they've changed it. Probabily
due to some kind of mternal
misunderstanding. H this 15 an attempt 1o
make people who own the onginal go out
and buy it all over again then | hope that
it tadls, because those people are going 1o
be unhappy when they get it home.

Having got that off my chast | have
1o report that this is still an excellant
game, full of fast action and "beal the
clock’ fun. Assassin - Spacial Edition will
keep anyone who hasn'l played the
onginal absorbed for ages. It just doesnt
seem like the classic it used to and that's
a shama. There's a great motio - If it ain't
broke, don't fix . In this instance Team
17 would have done well to heed it.
® STEVE FARAGHER

THE BOTTOM LINE

Seen it before? Try and get hold of
the original. Sadly it's better. If you
don't know the first
version and you want a
good, cheap game gel
this. It's ace. =
Are the stars out tonighi? | don't
know i it's cloudy or bright.

sch lokon |

@ CHRIS LLOYD

THE BOTTOM LINE

An ordeal by mouse. Working this
hard to squeaze enjoyment out of a
game is no picnic, Once you get the

hang of it some spectacular
Shses 0
are possible, but getting

there, ugh.

ASSASSIN SPECIAL

I
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| POWERMONGER

Publisher: Bullfrog
Price: £14.99
Release: Out now

Edition
Publisher: Empire
Price: £29.99

Release: Out now

Compdlations, eh? | bloody hale ‘em.
Everybody already knows what's on
them, bul you have 1o do four little
paragraphs, one on each of the games,
then a litthe summing-up bit, then a bit
about how you should only buy this
compitation if you haven't already got
onatwoiseven/all of the the games on it,
then a kind of wishy-washy fudge on the

| can tell you. Luckily, though, this one’s
a bit of a godsend, because thera're little
Quirky things about each game thal need
@xplaining. Phaw

So, first we've got Zool. The thing
you need 1o know s thal this is the
ordinary AS00 version of Zooi, not the
nica-laoking A1200 one with the pratty (if
shghtly visually confusing) parallax
backgrounds and the groovy sounds. It's
a bit of a shame, but some purists prefer
the uncluttered scenery of this version,
50 maka your own mind up. What's
harder 10 forgive is the game still not
recognising a second disk drive after all
this time, or the way the title screen
screws up on an A1200 (although the
gama isn't affected), but points
back on for losing the
annoying copy probection of
the original version, This is a
neéat enough zappy platiormer,
if hardly the Sonic-bealer that
it was originally herakded as,

Onto Sensible Soccer,
and the matter to ba clarfied is
that you get the 92/93,
Sensible Soccer 1.1 version ol
the workd's greatest foatball
gama. According fo both us
and our readers, it's the best
Amiga game of all time, so if
you'va somahow been stupid
enough not to buy it in the
past, hera's a golden
apportunity 1o snap it up dirt
cheap.

Jimemy White's Whirtwind Snooker
didn't used lo be compatible with the
A1200, but the version on this
compilation shouldn’t give you any
trouble (@xcept perhaps in ploughing
through no less than 35 pages of
comprehensive instruction manual), It's a
corking game, featuring some of the best
30 you'll ever see and some senously
tricky opponents. It's difficult fo imagine
how you could get closer to the leel of
real srooker wathout, er, actually going
out and playing real snooker. Oh, and
walch out for the copy profection - it's at
the back, okay?

Lastly, Elife. Um, thare isn't actually

meéplay is
the icons and

great fun and can
1 a inend using a null

@ STEVE FARAGHER

THE BOTTOM LINE
Totally topping power-crazed fun

that will keep all the family -
(well the sociopaths at BE -
least) happy for days. =

1994

APRIL

AMIGA POWER

ok B
1 kmow", 1aid Latty, “Wel
capture the Orkneys first.”

overall rating. I's a reviewer's nightmare,

anything unusual about the version of
Eiite on this compilation - i's the bog-
standard, everyday Amiga version ol one
of the true classics of home computer
entertainment. If you don’t know the
game already, it's basically exactly the
same as Frontier, but less complicaled.
(And less fronly. - Dave Green) And it's
fab, despite the rather nobby filled
polygon graphics.

So it looks like | was lying about the
interesting quirks, but it got me to the end
of the review, so that's alright. I'm sure
you can work out for yoursell whether or
not the number of these games you don't

AWARD WINNERS
GOLD EDITION

Title: Award Winners Gold

~ 0

The original, and best. Elite.

+

£ i
S - I
C1LFN 5

— EEEC

already have justifies the price of the
compilation, so, il it's all the same to you,
Il be off. Cheerio.

@ STUART CAMPBELL

THE BOTTOM LINE
Smart compilation of genuine grade-
A classics (with the possible
exception of Zool, and even that's, at
worst, okay). The usual how-many-
of-these-have-you-already-gol 7
equation applies, but as it stands
this is pretty unimpeachable value
for money. (Plus it's your

only chance to play

Jimmy White's Snooker

on the A1200.)

IN3IN3d

HI 001200
“Look mummy, it's thingy.”
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l lol ol frogs and cottage loaves,
having resolved their internal
misunderstandings, being atlacked by

I's a game of two halves. Well,
in two-player mode anyway.

Game: Statlix
Publisher: Black Legend
Price: £9.99

Release: Out now

How many vanations on the falling-
blocks-from-the-sky games can thena
possibly be? Just when you thought your
sanity was safe, along comes another
twist. Statix is played out on a seesaw.
The blocks appoar at the top of the
screen and you move them lefl and night
before the time limit expires and they fall
Arrange a row, column or diagonal line of
three of more similar blocks and they

desappear. The cunning bit is the seesaw,

if it tips over too far either way you blow
it. If too many blocks collect on the
seesaw then the central pivol is forced
down a noich. I it goes down oo far if's

MUZZY

Publisher:
Holburn Software
(0224 211866 for
info)

Price: £5.99
Release: Out now

T rEFrFrFEEF O N

game over foo0. That's the whole gamea.

Each lavel has a largat numbser of
rows or whatever lo complete. There are
passwords for each level. It's simple and
maddening, you need to think quickly and
keep your wils about you. Er, | did quite
well, son of. The blocks fall tagter and the
balance gets more sensitive and your
ayes stan to go funny. If the seesaw
stars to lean one way you have o make
a choice batwaean balancing it with the
next block or tnying o complete a row on
the heavy side to lighten the load

There is a wicked two player option,
each player drops blocks on one side of
the seesaw. You can either co-operate o
keep the balance of fight it out against
each other, trying to make it overbalance
on your opponents side, using a mixture
of fiendish cunning and sheer luck. The

You're going 1o take some convincing on
this one, | can tell. On first glance, you're
inclined 1o go "Eurgh! Cé4 PD gamel™ On
first play, you're inclined to go “Eurgh! C64
PD game with pointlessly stupid and picky
controds and utterly tedious gameplay!’
Two minutes in, and you're inclined to go
“Eurgh! C64
stupid and picky control
gameplay, and the world's most
impossible third level!” Very shortly after
that, you'll probably ba inclined to wranch
the offending desk from your disk drive and
hud it into the darkest recesses ol your
board. But

D game with pointlassly

5, ulterly tedious

never-to-He -[.“.-I'.\".-.":I-Hli_].;l M cl
don'l. Stick with it (in fact, 'l halp you

the password to level five is KAKAS). I'm
prepared 1o bet that what you'll end up
being inclined to do is go "Hey! C&4 PD
gamé with some ol 1ha cleverast ideas |'va
seen in a puzzier for ages (kke having 1o
manipulate up 1o five clones of your
character all at onca), that really gats you
thinkirng and really makes you leal proud
of yoursel when you finally work out the
solution to a lav ves you all the basc

s J N, DUl neviar nan

UCHIGNS 3

GIMME THE GAME

levels (passwords every five] il's going to

hold my a f ages!” Probably
Desg £ slan jusedass
graphics f endless disk

quickly get absorbed in - hey!

gamaplay. In fact, the onl

whean

thal Somatim

limes you ¢
seconds at the stan ¢
for your characte |
unassuming is his appearance (ihis also
apphas on soma busy stages wilh

telespe

hé SCréen, S0

5). Thal aside, casl

away your

prejudices — ths is bloody o

® STUART CAMPBELL

THE BOTTOM LINE
Forget how it looks (and get past
level three) and this is an engrossing
and seriously tricky puzzle game
reminiscent of Chip's Challenge,
with some brilliant ideas. Shame
about those graphics, but

this is worth six quid of
anyone's money.

You know Statix already don't you loyal readers? A demo verslon was on last
month's Cover Disk. The full version is only available directly from Black
Legend for the not-at-all-considerable sum of £9.99 plus £1.50 post and
packing which is, er, £11.49 by my watch. Send your cheques payable to
Black Legend to Black Legend UK Lid. Fulling Mill Barn, Mill Lane, Welwyn,
Herts, ALS 9NP and the full version with manual will be pushed through your
letterbox by a uniformed man. Modern life is strange. (‘Rubbish’, surely? - Ed)

Optioni, eptions, everywhere you
look. Life is great.

duel mode is great fun, piling loads of
blocks on your sida then claanng a mass
al once sending the clher side zooming
down 50 you can gloat, ha

The graphics are simplo, the
rotating effect on the blocks is prefty neat.
but the game is played against an
unremittingly white background. Some
colour at some stage wouldn't have hurt
Difterent coloured blocks on each lavel or
something. Long sessions staring al the
Same screen can’t be very good for you
at all, probably.

Statix doasn'l have the sheer
hypnotic power of Tetris, but it should
keep the attention from wandering

aimlessly. It's the sort of game that eithar
bites or it doesn't. The big question is
does shufling around faling Dlocks
appeal and can your brain stand the
necessary concentration?

® CHRIS LLOYD

THE BOTTOM LINE

My eyes are starting to water, can |
stop know please? Devious puzziery

and no variation lead to fixed-stares
horror. Engrossing
enough with a good two 7 5
player mode.
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Who's that fainting in surprise as
AMIGA POWER actually gets its very
own CD32 delivered at last? Why, we
do believe it’s Stuart Campbell.

THE CLASSIC I.O'I'US

TRILOGY

Gremlin, £29.99

Look, that's what they call it,

alright? Nothing to do with me,

We've reviewed the various games

on this compilation, ooh, seven or
eight hundred times already, but

just in case you've never bought the
magazine before or something, here's
a recap on the party line. Lotus Esprit
Turbo Challenge (the first game in the
series) is a brilliant laps-based racer,
with a negligible flaw in that in one-
player mode, you only play on half of
the screen. Lotus Turbo Challenge 2
(no ‘Esprit’ this time, because you
could drive three different kinds of
Lotus, to littie discernible sffect)
abandoned laps in favour of a racing-
through-checkpaints system, which
was less fun in itself (it's much harder
to learn the tracks and hence get any
worthwhile feel for them), but also a
complete nightmare in two-player
mode, where one player could be left
twiddling their thumbs for most of the
game if they missed a checkpaint.
Also, hitting things in Lofus 2 results
in practically no apparent speed loss,
which feels a bit silly. The
atmospheric road and weather
conditions introduced in this sequel
were litthe compensation. (Oh, and the
null-modem-link four-player version
of the original Amiga version has
been lost from this incarnation loa).
Lotus 3 - The Ultimate Challenge

(ngrcatimg or paything

N

{words were dropping out of the title
like flies by this stage) attempted to
rescue matters by reinstating lap
races as an option, as well as an
interesting (if flawed) course
designer, but driving games had
moved on somewhat by the time it
came out, and the likes of Crazy Cars
Jleft Lotus looking sadly dated.
Lotus 1 is still the best of the three,
but at 10 quid each on CD this set is
well worth having in your collection.

Incidentally, the press release
with this claims ‘re-styled graphics’ in
addition to the predictable CD music
track, but | couldn’t say | noticed. And
Is it my memary playing tricks on me,
or were the Lofus 1 sound effects
always this bad?

THE BOTTOM LINE

I Surpritingly for a I:D:glmq!'-ﬁ-l.hﬂ
a nice animated intro sequence.

Almathera, £19.99

This, apparently, was a COTV game
which has been enhanced for the
CD32, but since thal means about
seven of you (max) might have seen it
before, we'll assume no prior
knowledge. It's a 3D maze job which
is very obviously trying to be Alien -
The Video Game, and with a moderate

TRIVIAL
PURSUIT

Domark, £29.99
Here's a bit of a turn-up for the book
- 8 CD32 port of an old Amiga game
that's actually been completely re-
written for the format. CD32 Trivial
Pursuit boasts music and speech
questions (as well as actually asking
all the questions in sampled speech

NICK FAI.DO' S

GOLF

Grandslam, £34.99

This is another title that's actually
been fiddled around with a fair bit
before being stuck on CD32, and there
wasn't a whole lot wrong with it in the
first place. Probably the AP leam's
favourite golf sim (B88%, surprisingly
far back in issue 22), CD32 Nick
Faldo's had all the graphics redrawn 1o
take advantage of the enhanced
pallette, resulting in some truly lush
shades of green, and the sound's had
some sampled caddies’ speech added
to it, 1o somewhat Russall-ish effect.
Most importantly, though, the control

method's been changed from the
rather demanding original style to a
system all but identical to PGA Tour
Goil's. I'm not actually totally
convinced that this is a good thing
(what's so wrong with needing skill to
be good at a game?), but it certainly



degree of success (atmosphere-wise,
ot least). You trek slowly around a
space complex of some sort, looking
hhwlmm
snimation) workers who've been
gassed into unconsciousness by
some ‘unknown’ force. (It's an alienl)
Your travels are accompanied by
some textbook Darth Vader-style
breathing, and every now and again
the colours change. Very occasionally
you'll meet the mystery source of lite
energy (It's an alien!), and enter a
rather abstract and sluggish beat-
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nﬂ-rgmnh in the style of a Rorschach
inkbloFtest.

great for €D, s WY

‘em-up section, but that appears
to be the extent of it. The most

languages,

that is, it doesn't really make up
for the lack of gameplay. 30
Monster Maze on the ZX81,
frankly. did much the same thing
rather better.

from top unemployed BBC sitcom
actors impersonating historical
figures), pretty pictures in hundreds
of colours, and, er... Russell. Russell
Is the host of the game, a scrawny
bird of some sort in a suit, voiced by
‘Ooh, | know who he is but | just can’t
put a face on him' actor Chris
Langham, and the current record for
putting up with him before going
‘Yeeeaaurgh!' and lunging for the
‘Russell Off' option stands at 52
soconds.

CD32 TP is the first computer
version of the game to actually feel
like there's some point in playing it

instead of just buying the board game,
and it does a very good job of creating

the same kind of feel as playing the
real thing (except the crap scrolling
and the game's insistence on telling
you everything in crystal-clear
Received Pronunciation when you're
just trying to move the pointer 1o the

simpiifies matters. Sadly, though, the
special ‘Nick Faldo on Mars® course

that was hidden in the ariginal Amiga
game has apparently been lost (Mr

Faldo seemingly thinking it made him
look a bit stupid, or something), which
is & terrible shame. But that's life, ah?

THE BOTTOM LINE
Still a lovely golf

c 3% oame, and now
aven prattier, 8o

I'm golng to stick another

couple of parcent onlo the

mark. But then I'm

taking them off again aa

for not having tha

Mars course. Ha.

ILEELET

A Norweglan radio
operator, yesterday.
He's muhilingual, in tact.

Atmospheric but dull
cmz 3D maze eflort that's
more use as a foreign language
Instruction course than a game.
Prepare yourself for endless hours
of on-the-beach Norwegian fun
saying “Oh no, | think it's an
alien!”, but don't expect 37

[Ty §om e

too much in the way of
gaming fun.

ILEE] ET

mmm THE nu'r'ruu LINE
category can mprassivaly resprayed
things down to a c‘ﬁaz varsion of the classic
game, and lop CD32
degree). Which isn't mroralmran-ﬂy Dangerously

i tm. 000 ammwm
gither or cardboard-and-plastic
questions (the game's yersion, for once, 7-’
documentation seems

rather muddied on this

point, and | haven't counted), and, er,
it's all very nice.
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of exciting things mupu-l
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but with more annoying volces.
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The anly bit of Fiy
Harder | could get
to using the joypad.

Buzz, £14.99

For the full lowdown on this smashing Thrust
derivative, check out Cam’s review on page 71. Then
seriously consider buying the floppy disk version,
because the CD32 version of this already
frighteningly tricky game uses 'up’ on the joypad as
its thrust control (rather than, say - and this is just a
wild, off-the-top-ol-my-head idea and shouldn't be
taken too seriously - one of the five buttons on the
pad which aren't used by the game), which makes
things approximately

twice as hard again. 'I'I'Ilml.llll

This really is a

pointiessly Piddling about with
oversight, and makes cnﬂz diagonal movements
a game | really wanted ©on an crap circular joypad
to love practically Is no way to play a game requiring
unplayable. The this much control precision.

Amiga version is Whoever decided on ‘up’ w2
great, so save to thrust should be taken -
yoursel a fiver and outside and shot. 72 =
get that instead. =

—~V

Not enough for you? How about "“Q.‘; -"r .
this for a taster of what's
coming soon, then? Rotor-blade 3_5, ,c( J‘
fetishists will be awash in
hormonal excitement at the news that an enhanced
varsion of MicroProse’s top chopper sim Gunship 2000
is due for release at the end of March, at a once-in-a-
Ifetime price of, er, £29.99. ICE's long-awalted Total
Carnage missed review in this issue by a hair's breadth,
but should be a rock-solid bet for inclusion next month,
apparently. Mindscape have started work (through
French programmers Cryo) on the CD32 version of top-
loocking driving game MegaRace, although it's not due
out until October, and Skidmarks stars Acid Software
are finishing off Guardian, apparently a CD32 answer to
top SNES game Starwing, for April release. Code
Masters jump on the CD bandwagon next month with
Captain Dynamo and a compilation of every Dizzy game
ever on one CD forming the first releases in their CD32
schedule, and Gremlin are promising a special CD32
version of Disposable Hero, with the difficulty level
toned down a bit this time round. And finally for now,
news that Titus's fab
Lamborghini American
J Challenge will be out by

April, with plenty of CD-

o ﬂhd type enhancements.
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haven't got any more
room fo tell you about it.
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PIC-IT

PD

Available from all CLR
distributors

1 Meg required

‘I's a good answer, but not the right one.”
Don’t you want to punch Roy Walker out
whan he says that on Calchphrasa? When
fhere's a picture on the screen of a bird in
& hand and two more birds in a bush and
the contestant says, “Is it don't throw birds
no bushes?” na, s not a good answer
I's a crap answer. And the beauty of Pic-it
i that you can justifiably vilify your
opponent if they act such a gosk.

Pic-Itis, basically Calchphrase with a
fow exira tweaks. It's a two-player quiz
game in which you take it in turm to answer
questions. If you get one right a section of
the main screen melts away 10 reveal par
of a pictura hidden behind. You can then
have a guess al whal the picture is.

The hidden pictures come in two
vanaties; you can decide whather to go lor
phrases, which are the Catchphrase-type
pictograms, or famous people. The
problem with the famous people one was

CK TANKS + MORTON STRIKES BACK

The best things in life are free... Let’s separate the
cheap’n’cheerfuls from the cheap’n’nasties... The public
domain, where’s that?... Dave Golder checks out... who
says they don’t write them like that any more?

Lots ﬁﬂh’oﬂu and no Roy h‘lhr -
L__"""“‘ o
z L

that | couldn't recognise hall of tham even
when the entire picture had been revealad
= | think you need 1o place a subscription
with Hello

I's & wall-presented gama that looks
good and plays smoothly. In the time | was
playing it | never came across the same
quastion twice, though the same hidden
pictures did crop up occasionally, which
limits its lang-tarm playing polantial

VERDICT: As quiz games go, if's a
pelished production, but i's not somedhing
you'll keep geing back to. But there's no
Roy Walker, 50 it's quite a bit batter than
the TV program.

RATING * %«

'I'AC'I'IK TANKS

| loved Joseph Heller's book Catch 22,
but there was one bil | hated. Y'soe, |
thought deja vu was one of those weird
and mysterous things that proved the
existence of tha paranormal. A naive
idea, perhaps, but ona of those things |
likad to believe because | wanied to
believe it. But, no, Joseph goes and
fuins it all by explaining deja vu as just
a short circuit of the synapses in the
brain, Ah well,

With PD, though, the explanation
is even simpler. So many of the games
are virtually identical you can't help but
leel the you've, ‘been here before’,
Take Tacktic Tanks. It's a two-player
shoot-'em-up set in a series of arenas
hmmmwmm
___|_111'_I_llI_III f
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have 1o try 1o kil your opponent

mmmsﬂmwmm

about it.
wmmwummmm

MMMMM
So next | reckon I'm sale (o review it
this month. But thera's still a nagging
doubt in the back of my mind — has it
just changed its nama? But it's dated
1883, so it seems koshar.

But what is there lo say about it?
Apart from that it's one of the better
examples of ils kind, with decent
graphics, an inleresting range of pick-
ups (invisibility, bouncy bombs, speed-
ups, eic), well designed arenas and
responsive controls. I'm afraid that il's
one of those reviews where | end up
saying, "Give it a try if you haven't gol
one of thesa types ol games already.”
in thee verdict,

VERDICT: Give il a try if you haven't
got one of these types of gamas
already... hang on, 'm getting the
strangest sense of deja vu,

RATING # # k&

Licenceware: £E2.99
F1 Licenceware

Crickel is dull. Excruciatingly dull. Even the
crowds at the malches take along
newspapers, knitting or portable
tehevisions (so they can walch real sports
like football) to relieve the tedium. It makes
chess toumaments look like Terminator 2

S0, | have 1o admil, | wasn't exactly
relishing the thought of reviewing this
game. The promise of a choice of tast,
madium or spin bowlers, the ability to bat
in six different ways, the chance lo choose
which team 1o play oul of seven
niermational sides and the opportunity to
Qiganise my fielders somehow lalked 1o sal
my pulse racing. But perhaps I'm being a
bit untair,

And a first glance at the graphics
didnt do much to change my opinion. ‘30
action’ it said on the blurb. Well, it ain't no

ES
Express PD

Just a quick mention that
the dema from AMIGA
POWER 34's coverdisk,
Smidge, is now
available as a full game
called Morton Strikes
Back. With 60 superb
levels spread over nine
worlds this is the kind of cule
platiormer that even people who
hate cute platformers should give

the time of day (and if they do that time
will probably spread across quite a large
chunk of the day).

VERDICT: Excellent (and I'm not just

. CRAZY-CRICKET

VR exparience you'll be unsurprised 1o
hear. You gel a perspective shol ol the
batter at the fold and the ball flying
towards him, but that's about it. Apart from
that the graphics are functional at bas!

But it ain't all bad If you can excuse
thia dire graphscs, there a lot thal's
impressive about the game. It's cenainly
comprehensive, with just about every
aspect of the game covered in some way
You can bat in different ways, bowl in
different ways, control all your figlders,
alter teams, change balting ordars, decide
on which bowler 1o pul on and do other
crckely-type things. The controls are
awhkward at first, but logical - like with
most ong-on-one boat-'am-ups you just
need to gel the hang of the system.

I's cartainly not a great game, but,
despite the disappointing visuals, in terms
of gamaplay it's nearly as good as the
commercial crckel sims you'll find

Oh yeah, and F1 are on the look-out
for more quality licenceware 10 markel, 5o
if you've got soma game you'd like the
world 1o saa get in contac! with them

VERDICT: I'l rasist the temptation 1o say,

s just not cnckel, old boy,” because, er,
mis
RATING # %%

MORTON STRIKES
BACK

RATING *x#nw
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PD
PD Soft

There's a good idea deep inside this game
somewhere bul it's well and truly buried
under six loet of complate unplayability.
Basically this is a two-player sports
gama in which aach player conlrols a
floating round blob-thing and tries to blast
a ball inlo their opponants’ goal. The
glmrrw:k is thal the blobs are surmounded
by antigravity fiakds which push the ball

DOT 2 DOT

Hav you ever played thal game whore
you start out with a grid of dots on a pece
of paper, and then you and an opponent
take il in lumns lo draw lines between the
dots, thar aim being lo create boxes?
Would you wanl to play a compular
vorsion? Well, perhaps, if you couldn't find
anyona bored anough to play against.

Bul whal if the compuler varsion
didn't offer a computer opponent? You'd
shill have to find a similary despoerate and
paper-less opponent. In which case you'd
al least expect some flashy graphics and
decen! sound 1o make the whole tedous
experenca a bil mone bearable.

Dot 2 Dot doesn't have a computer
opponent. It looks dull. Don't bother

VERDICT: Il you really want lo play this
game, then the pen and paper version is
still praterable.

RATING »

&t

and each other away.

It sounds intriguing, sure, but in
practica it's just infunaling. The blobs are
almaost impassible to control and the ball
just bounces all over the place. If il goes
through a goal il's always more by luck
than judgement.

Playing Rejechion is a bit of a latl at
firs1, bul woears you down quicker than an
episode of EaslEnders. The fact that the
background graphics ook like they've
comupted (but | don’t think thay havey====u
doasn't hedp

Sounds like this should be one of
those new 'scap’ games for girls.

o
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VERDICT: As Bob Mould once sang, ‘it rethink and some in-depth playlesting and
was a good idea’. Bul, like in the song, it might tum into somathing that's really

_something went wrong somewhere along quite interesting
the g1 reckon this needs a bit of a

RATING +*

FEEEREE FERESFFEEFE

Just recently, the number ol Telns clonas | gel sanl to review
has fallen off dramatically. But like air rushing in the Hill a
vatuum, Puzznic clones seem to be taking their place You
know, Puzznic, that game where you have to push blocks to

get two the same colour next 1o aach other, at which pont they

vanish off tha screen faster than ITV sitl-coms.

Brain Shave is a Puzznic-inspired puzzler that's nearty
very good but is ruined by a fiddly control system thal makes
apening 8 millk cartion while waaring boxing gloves seem a
doddie. What's good aboul the game is the clear prasentation
the difficulty curve of the puzzies and the fact that you have a

choice of two sorts of game; in the first, Grawity, R

”?“W;

-Il

i
i
i

W

L4

& 5

B -

B FEEEEFRERRFRFEENEEFR

} Erm, yes - Every picture 1ells PD

ff}- @ story they say. PD Soft

Iliill"ll‘l’l

I's quile sad thal in an age when PD can
produce games ke Morton Strikas Back,
sub-standard platformars ke Glodnick
can still escape inlo the libranes. It really
15 the most appalling tosh.

Okay, Glodrick is true PD and
doasn’t raquire you fork out a fver, but

tha blocks always fall downwards until thay hit something, while
in Shder blocks will carry on moving in the direction you
indicate until they hit something.

Bu the controls are tar loo sensitive. This type of game
works best with mouse control but Brain Shave seems (o be
joystick only, so you end up having 1o nudge the stick to try and
position the cursor where you want it, which isn't always easy

Mice Iry, but no cigars I'm afraid. (Nof that cigars are a
good thing anyway, of in any way lo be suggested as some
kind of reward. - PC Ed).

VERDICT: A polentially good puzzier let down by the controls
If you persevera it almost pays back the etor.
RATING # ##

GLODRICK

really, it isn't even worth lorking out the
postage. It's jus! poorly-designed level
after poorly designed level of bad
graphics and jittery animation. Avoid like
an Qliver Stone film.

VERDICT: The saddest thing is that
someone somewhere thought that this
was worth releasing.

RATING *

Contact Addresses: NBS, 1 Chain Lane, Newport, isle of Wight POJ0 5QA = 0983 529594
PD Sof. 1 Bryant Avenue, Southend-on-Sea, Essex SS1 2YD = 0702 466933



