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l TRUE STORIES

There're some pretty important
things happening in the world of the
Amiga this month. Turn to the start of
our monstrous 11-page news section
right now to find out what they are.

2 THE GALLUP CHARTS
Is it still Cannon Fodder? Or is it
yet another football game? Or what?

YOU CAN'T SAY THAT!

A feature in which AMIGA POWER
faces up to the evils of censorship, and
tells those who would age-classify our
software to stick their stupid ideas right
up their (You can't say that! - Ed)

44 Yet more fantastic free software
for you to get. For free. Yes. Indeed. Mm.

4 COMPLETE CONTROL

At last! The final part of our
mammoth Cannon Fodder playing guide.
Plus (plus!) tips on K240, Beneath A Steel
Sky and - belief-defyingly - more.

6 DIARY OF A GAME
EXCLUSIVE! We take you on a long

journey from the first steps to the last

birthing contraction of... Sensible Golf.

73 WIN (GUESS...) A CD32!
Your chance to walk away with the
state of the art in CD consoles, just for
thinking of something really sadistic and
utterly horrible. Intrigued? You should be.

7 BACK ISSUES/MAIL ORDER
Hurry, hurry, hurry! Only a few
thousand copies of Pocket Workbench And

Amiga DOS Reference left! Hurry! Hurry!

8 HI HO SILVER LINING
CD32 games - get 'em while you
can still get a CD32 to play 'em on.

8 PUBLIC DOMAIN
Normal service is resumed.

DO THE WRITE THING
Letters from readers, to readers
and by readers. Yes. Why not read 'em?

’ THE BOTTOM LINE
Your complete buyer's guide.

9 THE SECRET GARDEN
Buy stuff from readers, sell stuff
to readers, correspond - oh, you know.

9 WISH YOU WERE HERE
By popular demand - the last one,
You've got no taste at all, you lot. Tch.

suppose I'll have 10 think
of some sort of regular
monthly use to put it to.
Like welcoming you 1o

WELCOME TO AMIG

Hello again. This box still
appears to be here, S0 I

this issue of AMIGA
POWER, perhaps, and
telling how it's got
absolutely everything an
Amiga games player
could possibly want to

GAMES OF THI

fohe

LORD TOPPER: ROLL TIj_E DXC

- - e
MII NUTE...
uf Tirst, a platformer that
efines the word auberglnaf
To mean ‘Sonic The Hedg

MONOPOLY
Yes, it's an Amiga boardgame
conversion so good it just had
to have, er, three pages.
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JAMES POND : ﬂPEltA'I‘IDII
STARFISH :
There'll be none of that ‘FISH

s& here, thanks very much.
Bt Paga 40
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TRAPS '
You're pro
3 able 1o re:
& we're golr

SIERRI
CHALL

Get you
court c




We've crammed so much onto

this month's two coverdisks that

there quite literally isn't enough
MORE READERS THAN AMIGA ACTION EVERY MONTH. BLIMEY, EN? room on this little column to tell L]
you about all of it. We've got two
exclusive demos and a whole
clutch of fantastic and exclusive PD, so stop
reading this rubbish and get playing, eh?

OWER
T GAMES

the world's biggest-selling

Amiga games magazine. REVIEWED
eem to
Which, in fact, | 8 'I'I-IIS lSS“E

have just done. Jings.
Jonathan Davies, Editor

INTRODUCING DISK 38

F u LL : | s the sequel to one of the most

A . ; lar PD ver, it's extremely
tsu.lf be £ 5 Pn I c E : g - x :-:Td.. :l :n;:::l:r i:i:llpltll and i's
t going .‘-" % - - James Pond 3 sssesssseesd EXCLUSIVE to AMIGA POWER. Ye.
L property, Monopolyssssssessssrresnas 34 1
, J el
bum'. Ha,.. L* P S S 10

. e Sierra Soccer-s-s-sesesaea- a8
e o Stable Manager ---------- -68

Traps 'n' Treasures s=-=—dq42
Wembley Rugby Lge ---—--T0

273 " BEPBBE BHHSSH
e e A1200 . .
e gESeet, < S . G - >
i = SPECIFIC ' :
. Sleepwalker---c-ceeeees . .
Tornado ........m......uﬂ.ﬁg SMASH E R

LS e
E 3
o w
Your second chance to play this labulous - - 5 o
2 c D 3 2 cross between Dyna Blaster and Pengo, from - 1 Ra
.................. the author of, spookily enough, Super T T Y

: :.::.I‘r' rts Eootball :: Obliteration. Yep, we've gone completely

¥ rutal Sports Football - David Papworth bonkers this month, folks.

o, The Chaos Engine --------83

- Fury Of The Furries ------82
iyl CRASH TEST

T e —— ]

Bnow [ DUMMIES
DITION .
ow, before the BUDGET

's what we say. Arcade Poo] sssssessssnnse T A huge playable complete level of the new

. Page 9|8 & JBQUar XJ220 -eme 7T plattorm game from Virgin that'll leave you
N-TRTSRILRY nlﬁ Jln!:my White’s Snooker-76 completely legless. And "armless as well. Etc.

il SYNDICATE: | STRIKES "N’

IT’S SENSIBLE | Promicre—76 | R I

>

~ =

GOLF' Torvak The Warrior =----78 A special, never-seen-before add-on e ————— =
rt One of a LUV 1111 [RS———— 78 mission for Bullfrog's ultra-violem VR T R A ) T o -

Or, EIIL::‘:\I\H:": charting hestile-takeover-'em-up. :

its development. And - o

oy - does it look good s0 PD P

' e 54 [ L R —— | -1 m

far. Pag Fortress -----eemeeeeeecemneen 86 L " a
PLUS! Karate Championship --85 S . 3 COMPLETE GAME! A fabby little PD 10-pin
Karate Master ----«-ce-aa- as Y | bowling simulation. We've been playing it

Amazing, "‘ﬂ“;h.::“. Lll'rluﬂ o ““r‘““"" _____ 86 : ~ quite literally all month, pumiers. E

about Cannon Fodder. b o AT :

page 18 ot o GOT A FAULTY DISK? m

P ® Oh no! Are you sure? Before you go any further, try the procedures -

Strikes 'n' Spares----c---- 85 described in the panel over the page. If, after all that, you do have disk -

World Darts.seeeeseseeenaa85 problems, simply place it in an envelope, along with an SAE and an explanatory B

letter, and return it NOT TO THE AP OFFICE but to: AMIGA POWER Disk Returns
38, DisCopy Labs, PO Box 21, Daventry NN11 5BU. If you send it to us, we'll
completely ignore it, and call your mother a fat tart on her birthday as well.

(3]
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YOUR DISK AND YOU

READ THIS BIT FIRST OR NO-

ONE WILL TAKE ANY NOTICE
OF YOU WHEN YOU SAY THAT
YOUR DISK DOESN'T WORN.

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

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

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

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

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

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

® Have a good time.

OH NO! SOMETHING
WENT WRONG!

@ Are you sure? e
@ Try all that stuff again, making
sure you've disconnecled any
peripherals the program might
not ‘like’, such as external drives.

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

AMIGA POWER Disk 38 Returns
DisCopy Labs

PO Box 21

Daventry

NN11 5BU

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

Thank god |
-. ybu've got &
qun to deal
with all
those, er, .

Watch out for that
enormous roch.

Author: David Papworth

What it is

Anyone who's read George Orwell's
Animal Farm will know that all animals are
created equal, bul some are more equa
than others, and that's the way that we

feel about our readars, Nol that you're pigs
you undersiand, just that, although we
think each and everyone is graat for

buying our mag, we regard some of you as
being extra special. Like lan Rich from
Manifiath for instance — whare would our
lettars pages be without him? Or |saballa
Reese, who brightens up our days with her

CRASH
TEST
DUMMIES

Author: Virgin
First things first. If you've got an A1200
disable the CPU caches belore booting
this disk. Then anjoy

Dressed like Miged Mansell,
completely bald and with huge black and
yellow stickers on the sides of thair heads
Crash Test Dummies have been a regular
fealure of vehicle R&D sites and toy shops
for a good few years now. In the former,
they help preven! massive crush injuries to
the chast by improving car design, and in
the latter they amuse children with their
ability 1o run into walls and come apan

Now thay've done the decent (or
ingvilable) thing and popped up In &
computer gama. I1's all lo do with some
Bad Dummy who wants 1o take over the
world, or the test plant, or somathing, Well,
suffice 1o say ha wants 1o take over

kooky correspondence. Or David
Papworth, who's supplied us with two of
the best complate gamas we've ever had
on the coverdisks. Hoorah for you alll

How to play
Dawvid's latest blockbustar is Super
Obiliteration, which is sort ol Asterolds
meals Pang meeals Tumican meals.., well,
Obliteration, presumably. It's a comphate
game with 30 levels, iU's completaly
exclusive to AMIGA POWER, and it's
completely fab. We know for a lact that
David's open 1o offers at the moment, so if
thare are any software companies reading
this — give this man a job.

The idea's the same as Asteroidls, so
you'va got to destroy all the rocks to move
onto the next level. When the big rocks

break up, they drop powenups, which are
diways helplul on the early levals, but gat
a bit nastier further on. In a brlliant show
of common sense aver convanlian, you
refain all your powerups even il you gel
killed, which cerainly halps things. So
anyway, jump around, shool things and
miast of all, enjoy

Controls

There are all sorts of control options on
the opening manu, but we recommand
that you go for the "Two joysticks' option
Cheetah Bugs are best for this, as you can
hold ana in aach hand, or any jaystick with
decant suckers, but with this option you've
gol tha noticable advantage of being abla
12 run in one direction while finng in the
othar, Take our word for it: it helps

something, and you've got

VECTOR BATTLE

o stop him by .
..running around a SHOUND!
platiorm maze. There are Author: David Pap
Ioads of spanners to pick up | The David Papworth -
and throw, and plenty of collection is finished
nasty Dummies to throw off with this little tank
them al. As you're a gama. As you know,
Dummy, damage merely we're temibly fond of
knocks your limbs off, but ancient video games,
collecting enough yellow and  and IS one's just
black circles replaces tham, like one of the tank Shoot, destroy, kill, etc.
50 thal’s all nght then mﬁnmmﬂ

VCS Combat cart.




Author: David Papworth

What it is

We always get a bit of feedback from
coverdisks, but the entire world went
complately barmy when we first gave you
this way back in AP22. Seeing as
everyone liked it 50 much and the original
didn't work on the A1200, we thought it
would be a crual and heartless act 1o
deprive all our new readers (you know, the
ones that have made us the bast selling
Amiga games mag in the ENTIRE
WORLD) such an axcellen! complate
game, 50 hera's another umpleen levels ol
Papwarth-written exceflence,

How to Play

As with the classic Pango, the idea's 1o
gel nd of all the baddies in the maze by
flattening them with blocks. If you push

against a block and press fire, it slide

Author: Bullfrog

A bit of a bonus for Syndicale
owners this, and also a taster of
the much-lusied-after American
Revalt mission disk. To play this,
you'll need a copy of Syndicate
(natch) and have to be able to
fallow these easy-1o-understand
instructions.

1. Load Syndicate as normal,

2. Type MARKS TEAM into the
Company name in the Configure
Company optian, This will give

in the world, with all weapons
and mods researched and the
cryo-chambers full of equipped
agents. You'll also have pols and
pols of cash

3. On the map screen, select the
Rockies. For the gecgraphically
challenged, these are near the
middle of the USA

4 When asked for disk 4, Insan
the cover disk,

5. And that's it, really. If you play
it and want mofa, more, maone,
then flick o the page 10 1o find

SYNDICATE:
AMERICAN
REVOLT

along until it hits another block. And if you
push against a block that can't move, itll
matt away. Bombs, invincibility and time-
freeze powerups pop up occasionally fo
give you a much-needed advaniage, and
problems occur when 1he lemming
baddies stan exploding, The gama really
shows iis tolal playability in the two-player
mode, where you've god to avoid killing
your partner as well as ducking his blocks
and all the baddes. Phew, eh readers?
And the shocking thing ks thal this isn't the
end of the story.

There's More

If you type in CATHERINE ZETA JONES
on ihe menu screen, vou'll hear 'Ready’
and be into the cheat mode. Once you're
in the game, "3’ skips levels, 'L’ toggles
infimite Inves an and off, and °|’ loggles
invincibility. To access the level aditor,
type in ZANDALEE, and you'll then be

oul how lo get
a complate
disk full of
axciling new
Stateside-
based
missions, Go
on - you know
you want o

|

&
[ 3
&
L
L
[ =
L

able to build your own screens just by
following these easy instructions:

Each screen consists of three layers,
which you can toggle throwgh by prassing
‘D.' Depth 0 is the background; depth 1is
whara the ice, mud and mines go; and
dapth 2 is where you make the maze. Qn
this depth, pressing "SPACE’ takes you 1o
the bhock select screen, where you can
sedect a block by prassing fire. The bottom
of the screan now tells you you're in
BLOCK MODE and you can place a block
an the screen by pressing fire again.

Staying on dopth 2, prassing ‘M’
toggles you betwean BADDIE MODE and
BLOCK MODE. You place both players by
pressing ‘1" and 2’ at the desired position
Toggle through the baddies using the
comma and full stop keys, and place them
by prassing fire. Baddie charactenstics
can be changed by highlighting them and
using the arrow keys.

88 88588

UP = Increase baddee speed

LEFT/ RIGHT - Decreasafincrease tha
rale at which baddies drop hazards, from
00 (no hazards) to 29 (a hazard ever 89
moves.)

DOWN = Increase drop
spead by 10

Pressing RETURN
takes you to the QUE
screen where you can
place up to 50
replenished baddias,
and pressin ‘0’ changes S
thé time interval
between these
appearing. Other helpiul keys are;

ESC - relum to malin menu

DEL - Totally blanks the selected depth
G = On depth 2, toggles through the
graphic styles.

Easy eh?

Author: Kirk Bonner
Coo! Bowling in the comfort of your own
homa! Life has rarely bean so good, ah
readers? This one's great, so whather
you like it or not dapends on your feelings
towards the superb and noble sport of len
pin bowling.

It's all mouse-controlled, and you
start by maoving the ball 1o where you
want 1o throw it from, Click the left mouse
bution and move the pointer over 10 the
side, where you can alter the speed and
swarve of the ball, When you're satished,
click on the ball icon al the battom and
walch the litihe shark's fin zip across the
alley. When it's where you wani to go
click again and the ball aims for the fin

STRIKES N’ SPARES

and hopefully stays out of the guiier

i you don't like this control methad,
then simply grab hold of the ball and fling
it down the alley. The speed and direction
the ball’s going as it crosses the front line
is then taken as the ball irajectory, and it
makes its own way 1o the end. Strike!

HACINGIMANIACES

HIMOd YOINY

v6E&EL INNOT

(}
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THE FACTS

in the Bahamas, are seeking a buyer to
take over the business as

discussions
‘Dgﬂ"ﬂi"lg‘ nvastment and re-
organisation aré linalised

Commaodore Business Machines
(LK} Limited will confinue to frade as
usual. A further announcement will be
made in the next few weeks.”

THE RUMOURS

The hottest industry rumours at the
moament pinpoint Sony, Samsung or
Goldtech as the most likely candidates to
lake the company over, but other

urs [complelely unsupported by

& evidence at the moment, we
1en o add) swggest a shightly more

ailing Philips
machine = and that Commodora’s
nduced hquidation was a daliberate
ploy 1o avoid that very situation. But
wa'va gl’_lf no reason whalsoaver to
baliava this 1o have baen the case, Tha
companies who're potentially invoived
arg keaping mum, naadlass 10 Say

WHAT DOES IT
MEAN FOR UK
AMIGA USERS?

a going

Im neaws thatl brake just hours bafor concemn, as suggested by Commodore's interasting lala
f AMIGA POW .'E_'l wenl o onky official comment an the matter o Gossipmangers on the Intemet Well, there's good news and bad news
n revealed thal Commodore's date, which reads as follows have been heard claiming that Philips The bad news is that the LS fold leaves

on (comprising
lies, Commaodore
modors

(UK} Lier

2 pust. The
 aciually registerad

ANes

whiC

Qﬁestmn mark over supply of Amigas to Commodore UK.

CONFUSION AS
COMMODORE

USA GOES INTO
LIQUIDATION

ce-AND JUST
TH IS ARRIVE:S

Commodore Busmess Machines
mited has announced that s
parent, Commi
nas sought the protection of the
Bahamian Courts whilst active

producers of the unsuccessiul CD-i
console, recently mounted a hostile
lakecwver bid for Commadana - with the
supposed intention of killing the CO32
and praventing it from damaging the

Commodare UK with what's probably no
mofe than two or three weeks’ worth of
Amiga and COA2 stock. If no-one sorts
the American side of things out before
then, then obviously there's going 1o be a
major problem in getling hold of any
Amiga hardware

The good news, meanwhile, is that
(&) Commodore UK is an independent
company, and nat directly aflactad by
anything that happens 1o the US branch,
and (b} indusiry leehing is very much that
with Commodore’s forfunes just starting
to pick up dramatically as the A1200 and
CD32 take off in soma style, it's
inconcarvable thal somaane won'l lake

ra Infernational Limitad,

over tha reins and allow business to carmry

on with the minimum of upheaval

Indeed, given Commodore's, er,
less than impressive business
perdormanca of the last lew years, who's
lo say that the financial muscle and
marketing sense of a big corporation
won't be jusl whal's needed to shove the
Amiga up there where it be g% (I'm
sorry? = Ed) Here's hoping, anyway

There is going to be an 4_1__

After much fudging and several flal denials,

a UK 1200, 50 if you Just

mmmmanwmuubmm IQK
gaming frolics for 1200 owners. The machine was ‘And
shown 10 fhe press at the recent European Computer  launch of ¢
Tmmhmwwumw---mw

natwithstanding) is due to hit the streets in September at m&miﬂnﬁmm
amwmmmmmmm  going to be even mmmmmm
launching the machine in Germany in June al aprice  games, !
roughly equivalent to £200, so i wouldn't seem Dﬂﬂmmwnmhmcb
Wumamwdmmm
(And no, there's no reason we know of that 8 German

mm

i an pr

' mmﬂ:ﬁwummwmmﬁx'

Commodore
have finally announced the existence of the CD drive for uﬁwdpum able to pay a bit more and get



Ah, mummwm M’qdﬂ‘lhpufhElﬁFm
~ Top 30, but it's already been signed up

Ay

“ 1 lig\.

W's like Stardust, only Superer. It hanﬂ,ﬂ
far as we know, o1 David Lssex in, !”

&

NON FODDER
ON BUDGET!

Don't get too excited, though -
chances of Cannon Fodder actually
coming out before Christmas are, we
should imagine, pretty remate. But it's
always nice o have something to ook
forward fo, eh?

Top Finnish programming &
Bloodhouse's Super Slardusi (the
enhanced A12000CD32 version of the
original AS00 game which scored 89%
in AP33) has baen snapped up by
popular UK software house Team 17
The 32-bit incamation of the game
(which should be out in a lew waaks)
boasts drashically improved graphics,
especially on the already-stunning
tunnél section — we've sean an early
virsion in action, and il mada
Microcosm kook a bit sad, frankly — and
all ma A odher cosmetic fnppery
but there's no word s far on the contro
syslem. The ongmal game sulfered
badly from having no keyboard coniral
oplion, and while the bizarre design Maw
n the A1200 that prevents i from
recognising two simultaneous keyboard
presses puls paid to the notion of
matters being improved on that front, we
feel obliged to paint out that if the CD32
VErsion wses ‘up’ on the joypad as the
thrus! control, wa're goang 1o give it 50%
Lel's hope someone’s listening, eh?

FIFA INTERNATIONAL
SOCCER FOR AMIGA?®

As wa approach a summaer that's
already sel to be buried alvve in new
lootball games, the best news on
the horizon is the revelation that
Elactronic Arts ane to bring their
hugely-acclaimed FIFA Infemnational
Soccer o the Amiga, The gama
takes an unusual

diagonally-angled viewpaint which
makes for a very TV-like expenence
(I's enormoles fun in two-play
mode, although Sensible Soccer is
still way out in front in pure
gameplay terms and as a single-
player game), and its sales aasily
outstripped those of any other
console game ower the Christimas
panod, to the poant where it
was actually complatedy
sald out and unavailable for
a fortneght and
subseguently dropped oul ol
the charis. It's back in there
now, though, and with the
camputer varsions on the
way, it's a story that could go
wedl into exftra time. Brian

ARMOUR GEDDON
OUTTA HERE...

Sorry, there's no justification for saying
that, other than we forgot to use up that
joke in last month's review, and it was
way past its sell by date and starting to
make the fridge smell. Anyway, after last
issue went to press, we got a call from
those nice people at Psygnosis who
said that they'd changed their minds
about Armour Geddon 2 (AP37, 57%)
and are now releasing it at the
recession-busting price of £24.99 as
opposed to the £29.99 tag we gave it in
the review. S0 now you know,

MICROPROSE
DENY FIGP 2

We can't say ‘We can exclusively
reveal...' because this isn't from a
concrete source, but we've heard it
from the girlfriend of a friend of a friend
that after all this time, MicroProse are
working on FIGP 2. Hoorah! Al last we
could well be getting that oh-so
important serial link option as well as
many more goodies, and the only down
side of this great (but thoroughly none-
attributable piece of news) is that
MicroProse may wait a while and
release FTGP 2 on CDA2 rather than
rushing out FTIGP to grab a fast buck.
Meore news and idle speculation as we
get it, you can be sure.

entury Entertainmant have
qmuﬁd us th S0me HE.'d| corkers mrvr

thare was F‘anr:r Drﬂam- 1-&1:‘1‘J
which featured four stunning pinball
fables complala with smooth scrolling
and realistic pinball action. Then thana
was Pin Fanta I
which featured four stunnin p-rlb.sﬂ
tables complate with smooth scrolling
mball action. Pinball

D32 (complete wlth %1
|n|:|l.u1.]b'le pinball modil, na r
around for a few manths now but has
been bought by nearly -ne in four of all
ners, and with that kind of
. you wonder whe

populari
Century could possibly go next 'rup
quﬁbbr"d |I - P-'nt\d

~|||g 1u be lrl'_‘dlr‘d o h

olling artrl e

ine bt
neduled o

a v up hl.. Hgl'l,-ur\l
CD32, which is a cute plal
adventure game based around a pizza
dalivery boy, and doesn’t have a pinball
table in sight. Odd that
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“TOTALLY DISGRACEEUI
AWARDS SHOC

P o3

ECTS

As exhaustive readers of last
month's True Stories will already
realise, November 18th-20th sees
the World of Amiga show taking
place at Wembly in London. It's
going to be great, with loads of
Amiga stuff to play about with and
buy, and all the latest games. We'll
be there, too, hosting a sort of
‘lorum’ thing, where we'll answer
your questions on all aspects of
Amiga gaming.

And that's what this coupon's
for. To make sure we've gol plenty
to talk about, and aren’t laft
standing there shuffling our fest

WIN £250
OF GOODIES!

about, we'd like you to post us the
most interesting question you can
think of. Then, at the show, we'll
read out all the ones we receive and
answer them as best we can. Plus!
The most interesting question (in
our opinion) that we're sent will win
Its ‘poser’ £250 to spend at the
show on Amiga goodies. And! The
ten next-most-interesting questions
will be rewarded with a pair of
tickets for the show. (Hint: Anyone
asking us for a cheat for Zool 2 or
how to connect a Citizen LSP10
printer to an A4000 running
Workbench 3.1 will be summarily
executed.)

So what've you got to lose?
Have a bit of a think, fill in the
coupon, and make sure it gels to us
by June 30th 1994,

Send this coupon to: ‘There's No
Question Like Show Question”,
AMIGA POWER, 30 Monmouth Street,
Bath BA1 2BW.

Name........ccooeuresisensas
Address.........
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The Ihrea cnmpa nies I'l:t
maost like to visit at the
show are:

“It's totally disgraceful.” Those were the
words of, ar, AMIGA POWER Deputy
Editor Stuart Campball when he was
informed of the results of this yea
ECTS Awards, announced at last month's
European Computer Trade Show in
Islington, London. Dozens of games,
developers and publishers battled it out
for a total of 18 awards covenng all
computer and console formats, but the
results wera dacribed as “outrageously
untair® and “plainly ridiculous” by a
number of other observers, including a Mr
Cameron Winstanlay an and a Mr
Stavan McGill of Only
Ayrshira, Tha most r|.>||_n'.'l|'11 Fongs wenl
out as follows:
Overall Game Of The Year: Doom
nligr, Rebal Assaull, Stroel
Fighter 2 and Supar Mario All Stars)
AMIGA POWER Says: Well, fair enough,
raally
Computer Game Of The Year: Doom
(nomineas: 5 (
Fodder, X-Wing)
AMIGA POWER Says: Much stitfer
competition hare, and thara's nat much
depth ta i, bul we suppos
Developer Of The Year: Lucas Ars
(beating Sensible Software, Electronic
Arts, Westwood Studios and Origin)
AMIGA POWER Says: Get outta hare!
Davelopers of what, a crap CD licence
with no gameplay and a couple of point-

prizve? Liberation is
better than Rebel Assaul.

and-click adventures with jokes? Fix!
Most Driginal Game: Syndicate
(contenders: Cannon Fodder, Saltle
Rebel Assaull, Day Of The Tenla
AMIGA POWER Says: Fine by us, mates,
Bast CD Game: Rebe! Assaulf (ahead of
Liberation, 7th Guesl, Thunderhawk
Duna)
AMIGA POWER Says: Complete scandal!
Limp Dragan:. ubbish with great
game beals three bona-
and one interesting and
atmosphenc strategy eﬂrm What price
tha fulure of videoga
Game Innovation Award: Id Software
(and not Lucas Arts, Virgin, Electronic
Arts or David Braban)
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AMIGA POWER Says: Doom is a brilliant
game. but t's a 30 maze with shoating in
it. We've seen more innovation in a PD
Pacman clong,
BBC And Kicking Award {voted by
the vi s ol said programmaea)
Frontier (losers: FIFA Soceer, Montal
Kombat, Straetfighter 2 Turbo, Syndicate,
Micra Machings, Aladdin, Day Of The

, Super Marie Land 2, Jungle

AMIGA POWER Says: Hmm. Wall, it
could have been Super Mario Land 2, we
SUppose
Software Publisher Of The Year: Virgin
(as opposed to Lucas Arls, Konami,
Electronic Arts or Origin)
AMIGA POWER Says: Hurrahl An award
for purveyors of a whole wide-ranging
series of genuine quality games Last year
(Canmnon Fodder, Dune 2, Mortal Kombat,
Beneath A Steal Sky, Cool Spal - no two
in the sama genra) rathar than ovarhypad
one-trick console and PC publishers. Yay!
Mone of the other awards were really
applicabla to the Amiga scene, butl there's
enough up there to be going on with
Mothing at all for Camnon Fodder?
MNothing at all lor Micro Machines?
Mothing at all for Liberation? Anything
athar than universal snons of derision for
Rebel Assault. Something's roften in the
state of Denmark, we say.
Leters of complain,
petitions and heavily-
defaced photographs of
Dexter Fletcher when ha
was good can be
addressed o (Thal's
enough. = Legal Ed)

Or you can write to
us, But than you know
that. And you will anyway.
So we won'l even bother
1alling you the address.
Because you know it
By now.




TRUE STORIES

People say AMIGA POWER's a nasty magazine,
you know. They say we give games lower

w0 & scores than everyone else just to be
mean and spiteful and make ourselves

DETROIT

look tough. But it's not true. In fact, we adhere to a strict
and rigidly-defined set of rules governing our marks, and with
new Ed Jonathan Davies bringing a spirit of glasnost to the
magazine, we've decided to go public and reveal exactly how
we arrive at those controversial scores. Below, you'll find our
new regular column, in which, month by month, we'll be
exposing the Great Gaming Crimes and the punishments that
go with them. So without further ado, let the first victim...

Kneel in submissive terror before the
vengeful retribution of...

KANGAROO

NO. 1
“LOADING...PLEASE
WAIT”

The crime: Putting messages up on
screen while the game & 5585 the disk,
explaining that the game is accessing the
disk ocialed offence:

decompressing... Pla

The case for the -

quile capable of spotting

ourselves, thanks. We can see the litlle
yellow light, we

seratching sounds

drive, we can appreciate the noticeable
pausa in our gameplay. What we don't
need is some clothbrained, bonehead
programmer spelling it out for us, and
reminding us that we're playing some
shoddy computer game, as opposed to
actually being in a futuristic city blowing
away cyborgs and innocent bystanders for
the good of the Corporation, or whatever
What we don't need is our almosphere
ruined. Like. why not go the whole hog
and show us that you're really clever?
*Aetrieving data stored elecironically on a
disk of magnetic tape rotating at 300 rpm,

Bernard? | never knew that.

| CENERAL SIN BURSARD L SeOnTO0MHER Y

We don't much like this kind
of thing. At all.

converting it into machine-language
instru imerpreting them through
ROM-based operating system and
displaying the results on a 625-line colour
monilor Screen using -"..'lth-"ll:lﬁ -ray tube
technology... Please
Tell us we're Traw ulllnq to the
Underwater City'. Show us a prefty picture
of somathing vaguely ralevant and laava it
there until you'ra finished. Print up a
paragraph of text explaining the plot
devalopmeants lor us 10 read while "you
know what' is happening. Do a countdown
saguence of the previous level's banus
points if it's appropriate. Or if you're just
completaly rubbish and can't handle any
of that, just give us a black screen. Even
that's an improvement. Just DONT TELL
US WHAT WE ALREADY SODDING
KMNOW, ALRIGHT?
The penalty: First offence: 2-5% off
Second offence: 6-10% off
Third offence: Underwatar
spear-gun axeculion,

Game: Detroit
Runs on: AS00,
A1200
Publisher:
Impressions
Authors:

David Lester,
Dale Campbell
ETA: June

In his implausibly great book ‘Et tu,
babe?' Mark Leyner talks about his
now car. “I've got a sports coupd, the
VMW Piranha 793 (commamarating
the year that Viking raiders sacked
the English monastery of
Lindisfarne). It features state-of-tha-
art technology that not only protects
its passengers in the eventof a
collision, but ensures the death of the
passengers in the other car. The
Piranha 793 is the perfect automotive
staternent for the ‘I'm okay, You're
Lunch’ generation,”

While this feature is missing
from Impression’s fortheoming
release Defroif (and also from real
life, of course), it's pretty much the
only technological advance missed
out of the game. Have you ever
fancied running a car company from
the ploneering days of the early 20th
Century through to the fledaling
years of a new millennium? Well, it
just so happens thal that's EXACTLY
what Detroif is all about, both the
game and, of course, the great,
sprawling industrial city on the bank
of Lake Eerie.

The game staris in 1908 and the
|dea's to survive and prosper until
2008. Depending on how tough you
want it to be, you can have up to
three rival companies working
against you, or none at all, and
keeping your head above water
depends on a number of factors. For
a start, you've got to keep your
research and design budget as high

as possible so you're constantly on
the cutting edge of technology.
Obviously as the years roll by, the
technology changes, so In the early
part of the game you work on
stunning advances like new
gearboxes and suspension, while
later on you get into all that flashy
side-impact protection and air bag
stuff. All modifications are done on
screen, so choosing a new wing or
making the seating bigger produces
all manner of odd looking vehicles,
and the comprehensive testing
procedure is accompanied by
pictures of crash test dummies and
cars skidding off test tracks.

The business side of the game
involves monopolising the world
market, 50 you've gol lo try and get
factories in as many countries as
possible. | was quite impressed to
find that Impressions have thought
about the various factors that would
affect your business and built them -«
into the game, The world wars knock
you back a bit, as does the Great
Depression of the "30s, and the
markets of Africa and India are
dramatically different from these of
western countries.

We've seen this format of
business sim before with the likes of
Air Bucks, and whereas there don't
seem to be many novel features in
Detroit, the presentation’s slick and
the car design and testing sections
look fun. My only thought about
games like this is that it Dune 2
and Syndicate can incorporate
comprehensive R&D and
business sections into exciting
and playable arcade games,
maybe plain old business sims
will start to look a bit tame and
‘B0s. There again, | suppose you
could argue that if you're into
the business side of things, then
flashy arcade

bits just get in
the way, so |
guess-the
argument gets
resolved when
the game

HIMOd VOINY

comes oul in
June.

® CAM
WINSTANLEY
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FURTHER
FOOTBALL

LAWNMOWER
DRIVEN
CYBERWARS
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Game: Impossible Mission
2025: The Special Edition
Runs on: A1200, CD32
Publisher: Microprose
Authors: Paul Dunning,
Seth Walker, Paul Ayliff,
Andy Cook, Drew Northcott
ETA: May

According fo the dictionary, special
means ‘distinctive’, "exceplicnal’
‘detailed’ and even ‘intimate’, and thal's
exactly what Microprose hope their new
release will be. It also means 'a paricular
dish oflered in a restaurant, often at a
lower price’ bul when | asked Jason
Dutton from Microprose whether it was
going 1o ba this as well, he hung up on
ma and refused 10 talk to me for a waak

| used the lime wisely to compile a
dossier on Impossible Mission, 50 that |
could dazzie Jason with my
oencyclopaedic knowladge of the entire
higtory of this much-loved game. |
discovered that the onginal version came
out on C64 and was shortly lollowed by
versions for pretty much every home
computer, pessibly even the Oric. |
discovered that the action was based on
running around a huge underground basa
switching off things and collecting parts of
an elactronic key. | found out during
extensive research thal if | started al the
antrance 10 Future Publishing, it took ma

! m:u_m l

just love 'em?

\ r

IMPOSSIBLE
MISSION 2025

Looks like the pool team

{hree minutes 28 to run around all the
floors and turn all the light switches off,
an act that caused Wilf the sacurity man
to explode with indescribable range. |
even discoverad | could remember the
four noises that the Oric produced - Ping,
Zap, Shoot and Explode.

ANl this work was in vain though, and
it seamed that my flippancy had offended
Jason greatly. Owver the next week, he
failed to return no less than 134 phone
calls, and when | visited his office, he
bolted the door and rendered me
unconscious by dropping something from
a third floor window. | later leamed that it
was a Sanyo twin tapa/ CD stereo with
bass expansion and a 20 track random
play facility.

While recovering lrom extensive
head wounds, | had only one las!
desperate trick up my sleave. By placing
a clean handkerchief over the
mouthpiece of the phone and adopling an
amusing Teutonic accent, | managed lo
convince the receplionist at Microprose
that my name was Hans Muller and | was
a freelance writer for the Garman gaming
mag Das Stemgamenmagazin, Thus
fooled, she pul me through direcily to
Steve Hand, the producer ol Impossibile

f S
mvnmw
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Mission 2025.
ME: Hallo? | hal zom questions aboul
your impossible Mission, ja7? | vass
vonderink vhy you choose 1o do 2uch ein
old game.
STEVE: We saw it as a great game idea,
and felt that we could improve on it and
make it more up lo date. The rooms are
now bigger than a single screen, and
thare ara boads ol power-ups 1o make it
more interesting. If you can fight your
way up the skyscraper, you eventually
gel to maet and fight the evil Elvin
Atombender. It's a first parson combat
game, and in the standard Amiga
version, Elvin's a scaled and rolated
sprite, but in tha CD32 version, ha'll ba
fully animated.
ME: Ja, das ist gut. The wvirst gama hat no
veapons, yel this version does. Von't this
make it just ein other platiorm blaster?
STEVE: We've deliberately made all the
weapons one shol, and many of them are
only effective against cerain robots, The
emphasis is still firmly on

Cam fell off his finding the best route
imotorbike the other  through the base agans!
day you know. the clock, and the weapons

are just an addition, We'va
also added a jetpack, but
pnce again, this is just
another element and not
assantial.

ME: Vonderbar. Tell me
about your sub-games.
méin Herr

STEVE: Rather than just giving away
power-ups, most of the terminals thal you
log onto are protected by sub games
Thare's a shool-'"em-up, a sliday puzzle
and even a tone game

ME: Like the humerous children’s game
Simon?

STEVE: Ja. | mean, yas. If you can
remember the sequence of flashing lights
and sounds, you're rewarded with a
powar-up

ME: Das ist lantastich. So, val ve hal ist
ein new game set in a skyscrapar mit der
vonderbar animated graphics of ein
running und leaping character. Ve also
hal the old game faithully reproduced to
amuse the old timears, as vell as many,
many new leatures 1o enthrall an entire
new genaration ol gamers, ja?

STEVE: That's about right.

At this point several aimed police
officers burst into my ward and charged
m@ with industrial espionage, fraud and
pretending to be a German Ireelince
writer without a parmit. Unless | find a
decent lawyer in the noxt faw days, I'm
looking al a five to ten stretch in old
chokey. Blimey
® CAM WINSTANLEY

Wowie, rowic - super
sCarey ouler-ipace
shoot-"em-up bit.
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Game: On the Ball
'Runs on: A500, AG00,
1200, CD3z2
Publisher: Daze
Authors: Ascon

ETA: Late August

MHMH-M

- more Amigas in use in than
there are in the UK, it's a surprise that
we don't soe more games from over
there. In fact, we had a quick count up

| hhuﬂuaﬂ.-ﬁﬂu‘mﬂ'
Mumawn

Settlers, Yo Joel, etc), we were hard

pressed to think of any German
ﬂulﬂ.{mm? - Ed)

~ Soit's good to see this
mwm
coming our way. The demo | played

N THE BALL

was very entertaining. The game has
the usual team selection, tacties and

“Backs uvp
to upset their

game - 4.5 Mbytes for the 1200
varsion | played) and you get three or

FETTUCINI
PaA RRCH 1 ]

ALFA ROMED,
ER, RAVIOLI

AP embraces a new Italian publisher

| Andrew wasn't sure if he'd be
" able to hold on till hal-time.

scenarnos, each lealunng vanous stages
which have to be raced over. Three bonus
levels will also be included in the
package. Each screen will feature at least
32 scintillating colours, with each car
laking up 16 of those visible-to-the-

Mew software houses writing Amiga-
spacihic tles are a phenomenon that we
nearlily welcome here at AP. Of coursa,
that assumes thay're going 1o ba bath
stylish and ltalian

One such software house fullilling
dll the above criteria, including the bit
about being Malan, is Dynamic Style
Softwara Design based in Patarmo
\samewhere in ltaly). The leam consists
of eight individuals who take care of

fasks such as coding, design, music and ﬂlhnlgh,-hnuia, ::.bd that about |uil.n style...

all the ather gamey stuff that software
howse staff get up to

Al the moment, there are two games
dwaiting completion on Dynamic Style's
publighing book: Parpelual Craze, a
Streal Fighter 2 clone by the look of
hings, 15 roughly 65% complete and
should see a credible street release date
of round about Septambar, Meanwhila,
USA Racing is only 30% complete and
probably won't be ready until Chrisimas

PERPETUAL CRAZE

Dynamic Style have gone to greal pains
12 siress that this gama is not just another
Street Fighter 2 clone. They consider that
they've hit upon that elusive gameplay
frait that will make Parpetual Craze stand
out from the crowd and be as playable
and enjoyable as the Sireet Fighter 2

coin-op allegedly is. So far, apart from
S0mae unconvincing videolapa of the
game in action and some typical-sounding
software house assurances, thare's nol
much mora thal can be said about the
game other than the following:

You're going to nead a 1Mb
machine at least, bul, possibly apar from
one or two exceptionally out-of-towch
saddos, there should be no problems
there. Extra RAM will ba utilised 1o
shorten loading limes and the like. The
game will have nine stages. Each screen
will be standard lo-res and use around B0
colours, the majority of which will
constitute the axceptionally detailed and
predty background graphics

There are the standard eight
characters, selectable from a standard

(but neverthelass jolly plaasing to the aya)
frant and, along with a boss 1o tackle once
you've beaten all those. Wa'll just have ta
hope it plays as devastatingly as it looks,
eh readers?

USA RACING

A lop-down racing gama in pratty much
the same mould as Micro Machines and
Owerdrive. In all, there are going to be six

naked-eye electromagnetic frequancy
vibrations, The size of each car will be
a not loo inconsiderable 48x48 pixels,
(Look = how many more imes. Stop
quotng fedious, irrelevant techmical
details from press releases. | won'T el
you again, Clip.— Ed) Antificial
intefligence of the opponents will be
built in and the player should - rapeat,
showld = find himsellhersell under the
imprassion that the computer cars are
prafty clever. Due 1o the unfinishad
slate of the game and the inconclusive
footage on the videctape, we'll give
judgement on this aspect of (/54
Racing a miss for now, if that's okay

5o there you have it: two new games
from a new software house. Like just
pretty much evendhing else thal
comes from Italy, the games look good
and ooze style. Kind of like Ferrarig
smeared in pesto sauce and then
rofled about in a pile of Armani clathing
Whether that's going 1o translate into
games that are playable remains to ba
seen. We'll admit 1o looking looking
forward to them, but then, wo always aay
that, And we always say that we always
say that as well, So that's two things that
we always say, But if this all sounds
clichéd and tired, just spare a thought for
Steve Faragher — he has to sub the stull



Game: Flight of the Amazon
Queen

Runs on: A500, A600, A1200,
CcDh3z2

Publisher: Renegade
Authors: Steve Stamatiadis,
John Passfield, Tony Ball,
Richard Joseph

ETA: November

“I need more Amazon women!” cries Dr Frank
Ironstein, the obviously bonkers-mad sclentist,
putting into words what many of us spend most of
the day merely thinking about. Like all the other
loon-charged men in lab coats, he's got a plan to

bring around his mastery of the entire globe, and -

true to form, his insidious plans stem from the
darkest, deepest jungles of the Amazon. But
what's the chance of anyone finding out about it
betore he unleashes his terror onto soclety? As
remote as the location, I'd imagine, unless
someone stumbled upon it by complete accident.
An accident invelving a fabulous 1940s cargo
plane owned by a wiseguy pilot and carrying a
beautiful movie actress, perhaps.

With such a plot, it's obvious that wa'ra
talking about an adventure game, and this being
the "90s, it's bound to be a point-and-click

adventure
"‘an strum llnm..ﬂh- I'-h game. This
1 " deaning windows.. makes

“Well, you, bazically. You look ’
completely riduculous.”
S 1 Lk, LM

&

AMAZON QUEEN!

Promotional gear - we just love it! It's a rare occagion these days that
a game comes out without an accompanying flurry of T-shirts, badges and
novelty mouse mats, but Renegade have come up with a truly fab one to
promote Fiight of the Amazon Queen. They're little replicas of the eponymous
1940s plane, and even though they're only card, a ‘special’ weight in the nose
makes them superb stunt flyers. They've been buzzing round the office for
weeks now, but anyone's yet to match Cam's circumnavigation of the office
and perfect landing on Steve's ‘In’ tray. We've got literally dozens of them to
away to who ever writes in, o write your name on the back of a postcard

FLY THE FRIENDLY SKIES IN THE

FLIGHT OF THE ™
AMAZON QUEEN |

it horribly difficult to
wrile anything about the
game, because if you go
“and then there's this e
great bit where..." you

better just talk to the § '
people behind the game.
For Steve
Stamatiadis and John
Passfield this is their first
commercial game, which makes the fact that it's
so good all the more surprising. Instantly
recognising Stamatiadis as an obviously
Australian name, | asked him whether it was true
that women glowed and men thundered, but he
just smiled and gave me a Vegemite sandwich.
“The name's Greek actually, but you've got
the nationality right. We're reckon we're the third
largest software producer in Australia, but that
says a lot more about the state of software
production down under than it does about us.”
Steve and John are both wunderkinds in the
world of Australian comic books, bul at the
beginning of the prnie':cl. neither of them were
particularly into programming. “We knew we
wanted 1o make a big, funny, and entertaining
game that looked great, but due to our basic
programming skills, the original Amiga version
lived up to expectations graphically, but ran far too
slowly. We then got Tony Ball on the project,
who's more used to coding arcade games,
and he recoded everything on a PC using
much slicker routines. We decided to use
a control system similar to the Lucas
Arts system, because everyone's used to
it and it's extremely user-friendly.”
It certainly is user friendly, and what I've
seen of it's extramely funny too, in a
genuine belly laugh sort of a way. There're
plenty of people to talk to (Death and a tall
pygmy being a couple of the 40 characters) and
lots of those sly references to films that Steve and
John like, most noticably Star Wars, There's also
an incredible amount of detail in there too.
“There's a scene at the beginning of the game
whare Joe King (a hero and pilot sort of guy)
jumps down a chute and slides down to the
basement. Later on, he ends up in a dress and has
to do the same again. It's sort of Flight of the
Amazon Drag Queen, if you will. Anyway, the point
is that we completely redid the sliding sequence

with him in the dress,

lot 5t . ‘f ;?'#J s
vondyd ek ndgs “ ' é /BBy

as we believe this
level of detail's
important to a game.”
Tom Watson from
Renegade’s going
fairly loopy about the
game. “With Flight of
the Amazon Queen
we've got a product
that ranks alongside
Monkey Island. We
aim to release it on
PC, Amiga, CD32 and
PC CD-ROM at the
same time, with the

» ffherelisiour;
it-:eeﬂ-l“r‘mce!

—-— Hmmhnnﬂlﬂmh

THUVE olVRIES

CD versions having full speech
throughout. We're looking for
actors at the moment, but Bruce
Campbell (from the Evil Dead films)
would make a great Joe King.”
Sounds a great idea. Anyway,
- as we cast these roving software
types into the gloom and drizzle of
an overcast evening, | asked Steve
if England lived up to its reputation of being cold
and wet, but he just shivered and got dripped on.
® CAM WINSTANLEY

MORE UPBEAT
CD32 NEWS

More than half of all CD games sold are for the CD32,
according to the latest figures from Gallup, with the
machine now accounting for 55.6% of the market.
(That's compared to 44% last time we printed one of
these slightly tedious statistical stories.) The

supposedly-so-popular-they 've-had-to-reprint-the-
magazine PC-CD-ROM is trailing horribly on 24.2%, with
the Mega-CD slipping to 18.3%, the CD-i (whatever that
is) on 1.1% and the Apple Mac CD-ROM with 0.9%. “Of
all the platforms out there only Amiga CD32 can deliver
advanced CD gaming now,” disclosed Commodore's
Kieron Sumner. “Its chart performanca is hard proof of
its unstoppable progress.”

AMIGA POWER’S GUIDE
TO BUYING MAIL ORDER

TEN STEPS TO SAFETY

Mever spnd

HIMOd YOINY

aNnr
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and send it to: ‘Of all the compes, in all the world, and | had to enter this one’,
AMIGA POWER, 30 Monmouth Street, Bath BA1 2BW.



WAR (AND
FOOTBALL)

NOW TWICE
AS MUCH FUN

- BUMP "N’ BURN

Game: Bump

I'll start with the carloon I'll not list them all, but here's a

n' Burn influence. Think once, think twice, | 4 :‘:: ::;TW“’ it random selection: Loretta Lamour (The
Runs on: think Wacky Races. Yup, that age-old ,*' P L SR T }i Love Bug), Colonel Carage (Tin Pot
AS00, AGOO, classic cartoon has been a major e h’" ....# + Tank Trakker) and Count Chaos (The
A1200 influence on —swmegi 3k Skull Crusher Special).
Publisher: the shaping L Scarl fying in the wind - Fﬂ"‘-‘ | e The game is intended to simulate
Grandslam and design of | thavs the m all sorts of motoring mayhem and dirty
Authors: Bump 'n’ Burn. I oy trick manoeuvres, Some of the cars
Pietar Opdam So much so, in w Macr 4 i . (3} (3] . are programmad to be slow but tricky
ETA: Mid-Late fact, that - "" AL A — o pass; as soon as you try, they bump
May Grandslam are '—‘l‘ ) e you, throw weapons at you, or do
currently % whatever it takes to slow you down,
“The trouble with engaged in Of course, you can do just as
arcade-style driving various many nasty things back to the other
- * games is that they're swappings of -‘0 i competitors as they try to do to you.
always going to be compared with lawyers’ letters - ‘-]1- Each competitor has his own special
benchmark games of the genre like and the like weapon - for example, the Dodgy

Lotus and Jaguar XJ220," mused
David Birch of Grandslam.
Considering that many people

consider one driving game to be much

like another, | wondered what
Grandslam’s pitch is. What's so

different about this effort that's going

over the look and feel of the game. The
characters we played, The Dodgy
Dinos, bear an almost uncanny
resemblance to The

Boulder Mobile and the

Slag Brothers (Number

One in the Wacky

B | T

W
(=) _{+) l
Comedy escapades galore
wiith that TNT, | rechon.

While we were looking at

Dinos throw bones al their enemies,
Loretta Lamour throws lips and so on.

The version | saw was unfinished,
80 it's hard to say what the game's
going to turn out like. It's got the usual
split screen two player option, but due
to some sort of hardware

to make it stand out from the Races line-up, the game, David misunderstanding (the autofire was
gathering? The answer came from incidental fact fans). continually highlighted possibly left on) the bottom car didn't
David in two words: cartoons and The racer can the ‘cheesy' choice of run at full speed. Things are looking

characterisation. That's right, Bump ‘n’

Burn draws heavily from both.

be any character from
a selection of eight.

names for these

characters and their cars.

Sort of promising, though.
® STEVE McGILL



A‘#W&L‘s SERIAL KILLER UPDATE |

In our Jurassic Park guide in issues 36 Remember in AP35, when Sleve said he'd dizappointment. Oh, and make sure the pin 3. Pin 3's free end should now be
and 37, we only printed A1200 s and el you haow to make up your own lead so cable you buy is threg-core, preferably saldered onto pin 2

forgat : ]L'\""'Jl Il of you poor old ] thal you could connact twio Amigas three or five
OWnarns H-c1|:1-'|| ly vou'll forgive us if we 1ogather and pl: of those axciling Heat up

Pin 7 should now be connected 1o

-.'I|'-r|":| inan, sinp both

o reveal that they ra games thal have a senal kink oplion’? Hi ands of the cable, in the ands and do al
wasn | kiddi ng the olher sensible stuff that elecirons

Level 1 - No password requined W de ] fell you to do soldening. Now

Level 2 - BEBTSC3D inclination to draw d stutt mpartant bits .10 the ‘tinne

Level 3 - DESFBBCS basically because the job’s 50 simple strands of one end © 5 e pins

Level 4 - EEETT40D Go down 1o Tandy and buy yoursed! marked 2, 3and T

Level 5 - BEB75C25 two standard 25 pin RS-232 conn 5 You should now have one 25 pir

Level 6 - AEATS420 Invest in the hoods for the conne with three separale wires

Level 7 - BEATS542D wall. If your pockel car |:~In.!r. 1ot 2, dand 7. Pay

Level B - CESFBOCS expense, purch he shielded vanely 110 the following: take

Level 9 - FEGFABDD Last but nat least, wark oul the length of the olher connector and solder the free

Level 10 - EETTTB0D cable you think you need and add ancther end of the connected to pan 7 10 1

Level 11 - 3EQOT4035 couple of feet/matres to avoid aa pin 7 'f! on solder pin 2's frée end 1o
~ Game: Ruff 'n' Tumble Turrican, only cute,” said Cam, with a ; r -
- Runs on: AS500, AG00, curl in his lip.) /
. A1200, CD32 There are four worlds, and each :
~ Publisher: Renegade one's made up of six levels. (*Big

Authors: Wunderkind lavels, mind,” stressed Renegade’s

ETA: July/August Jason Perkins as he struggled with the The glant owl boss .L“ :-Ill!inlh'

crap blue joystick we've been reduced transplanied from screenshot.
We've had terrible trouble in the office to using this month.) The first one’s a l

this month trying to keep track of all forest world, obviously, the second e il l
these 'n' games. Let's see —there's one's some caves with lava in, the f" . f 1
been Bump 'n’ Burn, Bubble 'n’ third's a factory and B B k.? :

Squeak... and now Auff 'n’ Tumble as the fourth one's a
well. Thank goodness Bubba ‘'n' Stix castle. (Slippy-Slidey
came out in February, eh? lce-World must be fully
But apart from the 'n’, Ruff 'n’ booked for August.)
Tumble makes for a refreshing change.  And to progress from
Okay, it's a platform game. Okay, it's level to level you've got
got a pudgy little character with big to collect a certain
eyes in il. And okay, you get an extra number of marbles.
life if you collect 100 coins. But rather The finer points of the

than having to jump on the robotic plot haven't yet been

baddies’ heads to kill them, you're finalised.

given a nifty gun 1o shoot them with. Ruff 'n’ Tumble is
And there are even more powerful being written with the

weapons like flamethrowers and rocket  intent of actually

launchers lying arcund, too. (“It's like making it fun to play,
rather than the chore
— : some platform

He's hn his mh;! games can be. anwrlalnlng enough in itself,

Simply making especially when you track
your character down a rocket launcher, The
walk around and slick, cute graphics help a
lot, with stacks of frames of
animation for your character, -
and loads more for each of the  baddies. But there are puzziey >
glements, too, where you've got do o
things like finding keys to deactivate o
forcefields. The game we looked at z
was quite a way off being finished, but T
Jason proudly demonstrated
i 5 - - ¥ Renegade's map editor, which allows
' needs wallpaper P 7 them to rapidly design all sorts of "E
11 Gilbert . sneaky puzzies and traps simply by pes
suddenly finds ' plonking things down on the screen. m
he's lorgotien o -— ’ There'll be versions for all the -
: ditferent sorts of Amiga, includinga 32 ©
colour 500/600 version, a 256 colour, f

parallax-scrolling 1200 version and a
Dolby Surround Sound CD32 version.
Which sounds just fine 'n’ dandy.

® JONATHAN DAVIES

(8
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WER

STRIKER OUT
ON CD32

Sirker's oul on the CD32. Er. Oh, and it's
the same as the onginal, only so fast as to
be almost unplayable

SHOP TILL
YOU STOP

EMPIRE SOCCER

Game: Empire Soccer
Runs on: A500

Pub er: Empire
Authors: In-house
ETA: June

| bet Krisalis are relieved. For a fittie
while there back in April, if looked like
the bays from Old Traflord wane golng 1o
boltle it when the pressure was on (or
‘do @ Dundee Linited’, as we Scols rafar
to the phenomenon), and leave
Manchester Uniled Premier League
Champions looking a litthe red devil-
taced at the top of the ELSPA/Gallup
Top 30. Luckily for them, it was
Blackburn Rovers who lell foul of the

Mext time you're in L‘Je[ @nhams, choosing Tannadice Tendency, and Man U
me new lowels, of picking outa clinched the title without having lo kick a
I‘-.J"-."".E' wiy not pop into the new Silica ball in anger, so ihe Rotherham software
computer depariment? They're to ba found moguis can rest easy in

in 20 Debenhamses across the country
along with a flagship stora in Oxlard
Street, London which boasts “dazzling
nghting desplays, vwdeo walls, demd pods
and futunstic styling to highlight sections
dedicated to different types of users”
Presumably thay'll have exaclly the same
games al axactly the same prices as
evanryona sa

IN THE PINK

Millennium are proud to announce that
they've teamed wp with lop under-age pop
singer Little Sister to produce the

their beds cnce again.
Phew, eh?
Mow, you might be
wandering what all this has
1o do with Empire Soccer,
and the answer, quile
frankly, s nothing at all, But
with 14 (al the last count)
naw Amiga lootball games
dppearing over the summer
monihs, we've pretty much
run out of things 1o say
about them already. Empire's offering
bucks the tiny-graphics trend sot by
Sensible Soccer, and continuad by
MUPLC and this month's Sterra Soccer,

realistic midfietd slogging which

&0 bogged down the likes of

Strsker. Il an authentic simulation is what
you're looking for from this year's new

soundirack for their forthcoming releasa " .

Pinkie. And there'll be a single released by in tavour of an arcade-style look, allbig  foatie crop, then look somewhere else,
Message Music to coincide with the game chunky Flﬂfﬁrﬁ and m animations. bul Empire Soccer looks ke it could be
Pinkie himseH is “The fnendliest alien The game isell is similarly coin-op- a nice simple arcade romp.

Ihere has ever been, He has been sant
from the planet Purple to help creaturas
ess fortunate than himsel™

esque in play, with last-maoving end-to-
end action and nona of that ledious

AMERICAN REVOLT
MISSIONS DISK

I you've pla

yed your way through all of Syndicate, smashed your way pasi the

learsomedy ditficult Atlantic Accelerator mission and then had a blast on the axtra mission
on this montiv's cover disk, then you're probably gagging to get your teeth into some

mora sholgun and mini gun anbcs, ‘II]'1|']

Sadly, thal's pretty much all tha
information we've managed to glean

Well it just s0 happens that the mission on the coverdisk is jus! one of 21 completely
néw and rock hard missions that make up the American Revall Missions Disk. It's been
hanging around the Bullfrog officas for quite a bil now, just gathering dust, so those
whacky lads and lasses on our sister magazing Amiga Format have taken it upon
themsahvas to release it

It's £12.99 (which works out at a barglastic 68p per mission) and is only available
dirgctly from Amiga Formal. Send either a cheque payabla to Fulure Publishing Ltd or
your credit card details (including
that vital expiration dale) to
Future Publishing,

Syndicate Missions Disk,
FREEPOQST, Cary Court,

Somerton, Somerset TA11 7BR,
and tha little Futwne tralls will
andeavour to send you a spanking
new Set of missions as soon as they
can, Who says Amiga Format's all
bad? Mot us, that's for sure.

o

AP
T

from the very early playable demo we've
seen so lar, but Empire assure us thal
the finished article will be ready in plenty
of ima for that all-important World Cup
94 sales period, so walch out for a full
review next, as they say, month.

® STUART CAMPBELL

THmC A" i e Sy of Denck larman’s iloe
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rowe= RECOMMENDS

Any of these should keep you happy
during those long summer evenings.

*: APOCALYPSE
G Virgin
&y ﬁ“m \h- *Apocalypse stans off hard and gats
exponentially harder.” Basically speaking, it's an
updated version of Chopli or the '30s. I's got
sonal % & & & Hodely Fone ke @ Vory good # kk Mas s momants # @ Plawed # Dire five lavels and oodles of gameplay. You save
hostages, waste the bad guys in a miasma of
(NE) MAN UTD PREM LEAGUE CHAMPIONS ﬁIF;:Lun::;“.j;::’rc::.T:;u:n;arf%q:nl:r:j?;:?:f::rl::u look of. The drawback is that
Krisalis £29.99 thare are only five levels for thirty quid. Don't let that put you off, though - you
2 (NE) BENEATH A STEEL SKY Virgin £34.99 %% %* ARTLGORY A Ty ERTE R A
3 (1) CANNON FODDER Virgin £29.99
4 (2) FRONTIER: ELITE 2 Gametek £29.99 %% * K24°
§ (4 PREMIER MANAGER 2 Gremlin £25.99 %% &
6 (5) THE SETTLERS Blue Byte £34.99 g;;:':l:;;hm of St iy Popoious and
T {_5} SKIDMARKS Acid Software £25.99 %% % % Dune 23:31::n-:_; pla.n:e in t_h.e uaql émpl.ru ;Jr‘:;;-\;lccu.
8 (3) LIBERATION Mindscape £29.99 l"f"-f "-‘a“;‘* :r':a“fm:;r:{:r“&T:?Ir;snl;lh:l I:i‘g; e
1 LLEE] Qur missi 19 [#] gl‘: N Oy Mg A B valuadia minaraks n the
9 “4} ZOOL 2 Gremlin £25.99 %% %% Magellenic asteroid figld. Tha ona hitch in the plan is that you're not alone
10 r:?} MORTAL KOMBAT \jirgin 2000 drdh ik ;r;m:ra up 1o f.tm ::Iramnl lF,pn1 :.;Itzumnls_cufl th-:_,:rg‘.-a.:':m: En-;,;-,-'_rc-ta:!l ton
11 {15} SEHSIBLE smcEH gma Imoing you in 0 COInIon or 5ira F’g)‘ EnSIon and oul-and-0u dggft'bhlur-‘.
Renegade/Mindscape £25.99 % ¥ % % %
12(9) MONKEY ISLAND Kixx £16.99 %k %% MDA
13 (18) STREET FIGHTER 2 Kixx £14.99 % %% :IEl DALL =
ore
14 {64} FACE OFF ICE HOCKEY Buzz £9.99 ** A 3D-isometric adventure romp. You controd either
15(71) F1 GRAND PRIX CIRCUIT CDS £7.99 % & * lumpen ox dimwi god Hemdal or  cut, blond
16(38) GRAHAM TAYLOR SOCCER CHALLENGE Do, Basaly, Hofmdal 215 na 0 050 mps
Buzz £9.99 %% * where you end up trekking all over the place 1o locate objects that can be used in
17 (23) CHAMPIONSHIP MANAGER COMPENDIUM someahrkcaonocompel o s Thnan qes s caon
D K £27.99 % retrieval of four pieces of a magical amulet. It's not that easy, the 5
omar d *hk un51 is broken down into other sub-quests, With well over 100 locations 1o mrlt
18 “u] AWARD WINNERS - GOLD EDITION you're nol going to finish this one in a fortnight, that's for sure
Empire £29.89 %% *
19 (20) ALIEN BREED: SPECIAL EDITION 92
Team 17 £10.99 ks *
20 (13) EYE OF THE BEHOLDER Kixx £16.99 k% * % L
A repeal parformance in the AP Recommends
21 (24) JURASSIC PARK Ocean £25.99 %% * stakes for this one, Confrary 1o everything we've
22 (11) CHAMPIONSHIP MANAGER 94 DATA DISK ever believed in the world ever, this is one
slonker of a little game. | probably not get
Domark £9.99 %% * bought in droves, but that still doesn't detract
23 (12) JOHN MADDEN FOOTBALL fon MR SUM DTN
; percent in AP36 and summed il up succincily by
Hit Squad £12.99 xkk* saying that “it's everything platiorm games
24 (55) MANCHESTER UNITED EUROPE should be, but aimost never are”
Buzz £9.99 sk
25 (NE) POLICE QUEST 2 Kixx £14.99 %% %
26 (42) THE CHAOS ENGINE
Renegade/Mindscape £25.99 % %k % R
risalis
27 {NE) DARKMERE Core £29.99 xx % That's right, wa liked this one 5o much
28 (NE) FURY OF THE FURRIES that we decided 1o remind you of it
. again. It's a wel-thought-out hotch
Mlnds-::ape £29.99 * % * patch combination of Thrust, Chds and
Lunar Lander. What's more, when the
29 (20) CHAMPIONSHIP MANAGER ITALIA
Domark £25.99 % %% B TCMNTIN Qi 1o
¢k anltics, you can
30 (34) TRIVIAL PURSUIT Hit Squad £7.99 %k op! to use the keyboard, A m'nl / these

days. What's more, Fly Harder is a budgel ralease and desanes 1o ba bought in

H3IMODd VDOINY

¥66L INNOT

We figune you musl have some idea how the charts work by now, so briefly: they're © ELSPA, they mix droves. Fly it today

budgies snd full-pricers togelher, games are rated In stass, and they're not still spoansored by Penguin!
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50 often computer games
are unwillingly dragged out of
the bedroom and pushed into
the harsh tungsten lighting of

the world’s roving news-cams. It might

be right-wing groups using Internet or

schoolkids trading computer porn, but

the papers and TV are constantly
coming up with shocking new

@ revalations. Is it all simply hype and
scaremangering, or should we really be

AMIGA POWER

concermed about the illegalfimmoral
use of computers? This month, we take
a serious, unbiased look at the iron-
fisted, totalitarian and autocratic
regime of censorship.

NIGHT OF THE
LIVING CENSORS

At the time of writing this, censorship
is once again hitting the headlines, with

SAY THAT

& L_;)“;}. '3

Liberal Democrat MP David Alton trying
to push an amendment about home
videos through Parliament. The original
bill called for the banning of all 18-rated
videos, and specific references 1o the
depiction of violence would also have
prevented the release of critically-
acclaimed films such as Reservoir
Dogs and Schindler's List.

With these recent calls for lighter
censorship and greater confrol over

1[4 cen#nrship suddenly thrust into the public eye again, Cameron Winstanley
refuses to be silenced by any interfering }* 922 politician.

what we can and cannot be permitied
to view, and in the light of all the fuss
about Mortal Kombat, it's only a matter
of time before the focus of media
attention shifts back to computer
games once more.

Bearing all this in mind, we at
AMIGA POWER have decided that it's
time for one of our near-legendary,
Investigative-type, documentary-style
features. Read on.
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FEATURE

s g

something, then press it. Are
: you concerned about what
their rnpldlﬂ products, 4 . your kids play In their
1N ' bedroom? Why not take an
o g*r L . | interest? Why not ask them

3 about games? Have a go on
violent games are terribly destructive. [ to blame the teachers, the one, maybe. Don't you think that you
RESERVOIR But if you credit everyone with justan  film makers, the programmers of should be aware of what forms a large
ounce of common sense, then it's fairly  society on this one. This one stands part of most children's recreation time?
CENSORSHIP obvious that people can distinguish ~ with the parents, and if they're going to  Talk to your children, How hard can
Games: harmless and enjoyable between a bomb victim on the leave 18 videos, adult-themed that be? You own them and everything.
pastimes, or blueprints for an news and another dead . books and violent
antisocial, misogynistic and destructive  civilian in Syndicate. video games lying
lifestyle? Well, your People say that around where their I'AST Exrr To

view depends on how  one of the most

kids can find them,

CENSORSHIP

stupid you think potentially then it's no one's What have we learned from all this?
harmful aspects fault but their own i
of video games is they fall into the Software companies aren't stupid.
their interactive hands of the kids. We're Designing and marketing a game
nature, so sorry, but we took a vole costs vast amounts of money, 80 no
whereas you just around the office, and no one's going to spend ages writing a
watch camage on TV, you one's prepared to watch
actually choose who and what to Keeping Up Appearances, The Computarad tarvelliil <
maim or desiroy in video games. So if Generation Game and Pestman Pat for \,L"l. fun maze game? You decide.
interactivity's the benchmark for the rest of their lives on the off-chance
harmful behaviour, we can also include  that a small child may stay up and
playing hide and seek, tig and even catch NYPD Blue.

football as examples of confrontational,

interactive experiences, right? A CLOCKWORK

CENSOR
STRAW CENSORS 1 word to parents: See that button on
influence, then  The other argument people come up the front of the TV? It's the "Off’ button,
you're going to  with is “We must protect the children.” and if you don't want your kid to watch
believe that Waell, we reckon that it's complete

We wanted to gel a personal view on

| the effects of censorship on artistic »
marit, so we decided to employ a =
respected and experienced authority 3
on the subject. Sadly, we then found ™
out that we couldn't afford one, so - |
instead we tied AP Dep Ed Stuart L T | ]
Campbell to a chair, forced him to ; g
watch the edited TV versions of ; -
RoboCop, Repo Man and Alilns one | 2
lllurthtnlhlr and then sty | \awing oggled for a I:Irlulm iy
' | plxelated naked lady, he's going to .
| suddenly undergo an Incredible " it naughty. o
| Hulk-like transformation, dash out “l alw Hllnlt it's rather childish c
| into the street, wrestle the nearest the way the rest of the team have =z
i woman tofmﬂmund and perform been deliberately trying to provoke m
| unspeakable acts, | the censors by say m@ words -
| “But.Well...that sort of thing " like bogoms’, or il or e
| | lustisn'tvery nice, is it? | don’twant  ‘underpants’, or... Come on - they're e

to see complete strangers quite rude, aren't they? ‘Toilet', then. |
their clothes off on my ‘Doing it'? Oh...
smoking. Or sleeping together. Or = 3 | @




FEATURE

AMIGA POWER JUNE

O

E = - f
It's not only games which are iqumhﬂhly all be thrown in jail for ever.

to restrictions on what they can and
can't feature - even AMIGA POWER ©
has to tread carefully if it doesn'l *
want to spend six months of the year
In court. For axample, we'ra ll'llpl',r
not allowed to use words ke

eh? If we did, every newsagent In
Britain would immediately pull the

magazine from its shelves and we'd

i Ll i ']
Brutal Sports Football is brutal and

not very ‘spainge.

CENgORSE

of the NVLA is for TV to show nothing bul repeats of The
Good Lite and Bergerac. For ever. A whole bunch of

The Hypodermic Theory: The view that whatevef stimulus - f
you are exposed to will directly atfect you in a direct cause
and effect manner. This is, of course, complete I,
as it would mean that all advertising would be 100%
effective in convincing you to buy a product, that Zool

really existed and that Australia consi of a single small
housing estate inhabitaled by unconvincing aclors.

The Moral Majority: Approximately three middle-aged
housewives from America, who happen 1o be married 1o
Senators. A majority of what exactly? D

game that shops won't sell and
magazines won't advertise, The
industry is self regulating, and has
managed up to this point io produce
games that aren’t indecent or offensive.
Unless you count Dangerous Streets,
of course.

The British public is more sensitive
to :nlnur‘ful language (like ‘NN
= ., say) than anything else (ask
the BBC or ITV which films they get

the most complaints about - violent
ones, sexually explicit ones or ones
with swearing in them - if you want - &

proof of that), and we'd be more Ilbl'(ﬂ

1o get away with printing pictures

Software buyers aren't stupid.

A game that sells itself on overtly
sexual or graphic themes has got
something to hide, probably the fact
that it's completely crap. So what

Speedball 2 - lots of clean fun for
all the family. We play it all the time.

qv‘-'-ﬂ

people having I with 00
than we would with saying £

would you rather do. buy a
useless game with a picture of
a nude female in it, or buy
something like Cannon
Fodder? Of course you
buy the good
game.
You're not
stupid. (Are
you quite
sure about this one, Cam?
= The authors of WWF
Wrastlemania)

Bureaucrais probably ane
quite stupid.
We've already covered thal
quite extensively, thanks.
Mass market appeal doesn't have o
mean pandering to the lowest common

A bers of ELSPA, !hl- Eulﬁpean .
But how you could be offended or b ) ' ind representative %
cormupted by it is hard to ses. baard an
. additional set of taboos over and
above those set out in the 1984 vm&"
| Recordings Act. These extra rules
i are sol out in the Video Standards
| Council Code Of Practice (originally
w for use with movies on

' videa), and have been directly
| adopted for use in videogame

| publishing. The Code states that
following may not
games ‘except
atestof .

" Oooh, ir's terrible that Syndicale,
*  ought to be banned.

denominator, or bowing before a self-
declared representative body of
outraged defenders of the nation’s
maoral health. There's a generation that
has lived with computers since
childhood, and are now getting to their
30s (Don’t know what you're
talking about -
The Steves). Is
it right that
they should
have their
cholce of
entertainment
rastricted by
someone in
Whitehall who's
probably never even
seen a computer game?
Censorship at any level represents a
restraint on your basic rights as an
individual, and we think anyone who
tries it on with computer games should
just RN N So there,
What do you think? Write to us at
the usual address and we might print
your letter (after we've edited it, natch).

* Excessive and
tasteloss
- EmEmEE
towards vulnerable
women and children
» EXcessive Blood and m
-Hn:gﬂ

« ARSI and PESEabuse
* Encouraging the use of © 0
= Encoura AT auts
* Use of 0 expletives

4, * -
=
Yong AssOC




The AMIGA POWER team were all a bit shaken
up after last issue’s ordeal at the hands of
South African terrorists, so they all took a
month off to recuperate, and left the mag in
the capable hands of that lovable bunch of ' . .
simple God-fearing redneck country folk from

The Altlons

South Liverpool, The Altons. Parts of JIM-Bog _ _ ’“*‘-"?.1“?5?&“3“ st
the following may have been e . abel 5
i | H H e r - : muddy funstar
adapted’ for family reading. c : 7 e
* _ 1o the .[;nlbdmn a"
- : TON an Alton '
Iﬂ“‘m" DAVIES s Ask anyone in the o Mountain. He B
deep of ncisive ;- aughs and
AN = question about KT / - ; . &
’ . - *Chris
' : hairs, and theyll - . L8 nuckles all day 1009 _ youthtul jioes of o
cwmh their hﬂ‘{aftm b / d avde ” . - Bihe ’;Wd of boy wEJ:'. w:g Im: gl e m?-k::nb;vh:ﬁ r
o), mumb - S . i it ns, Chris Evanst yar, nyar! -
they do). churs, NOW ,ﬂ‘;ﬁmm $acks of oom E::dmmam- goth of m1 ﬂ:;,“;ﬂw A -
ain' thal a tricky 'un i {hve litle SCAMPS guch as hide '™ soek (N 5.5
and then direct you Up nising Qﬂ‘“mt’; m:;m irijuns (with "m“m o
' ton Mountain. j amply. mminy com stuptiel harvester)
: I;.ﬂanmr to What iy good of :ﬁ:r:m wettin' hig ' ";"'wg the croepin, 118 € nﬁﬂmﬂ'- Yup, that Jason
Ctwr Intemational, that Jim-Bep ke bmam,:?ﬂ LU B o popular pin the i
i P L anatll thar woogs - 9008 love them " Yup, cure does love KIds. I
o . ing more than buldint, ' -
G, e o e, Lo st -
o repairin and renov W,mﬂm IKE lll'.ﬂlu- s waﬂl.-;nf;ﬂ iT's frulty '1
- r "

; , oak of : i

- menfm:amt:?t'rglmm'mmmmm‘

P tinkered with. YUP. il
il rockin® chairs.

Emm' wWas adapted
{or the silver &c!-aan. and
formed the Dasis of the
hard hittin’ gocial drama
Kissin' COUSINS. Y.Du may
have seen = Evis

a

Well ain't tha Presley Fla':!sk'::“ o
m}! crifts m s
‘Simple® B:rrrn Said oy mmmua'|[-,| got 10 'B"ﬂ'rgﬂ
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AMIGA POWER

Ocean proudly present a game

hazelnut in every ‘byte’. Aha ha. Sorry.
]
|

Game: Mr Nutz: Hopping
Mad

Runs on: A500, AG00,
A1200

Publisher: Ocean
Authors: The Neon Team
Price: £25.99

Release: Out now

chizophrenia is a lunny thing

{No itisnt. = Ed) Take Mr Nutz

lor axample, (Bmay, that's an

uncharaclensheally early plunge
into relevance. - Concemed reader) For
ona thing, he's not sure himsall who he
wanls 1o be, At first he seems fo want o
ba Sonic The Hedgahog, but then ha

e o a2
"

r Nutz heeds his granny's advice
and stops for a minuie 1o smell the

Curlously, for this

bonus level, Mr Nutz
appears 1o turn into a
fat grey pig. Odd.

"'“F:' q

changes
his mird
and
reckons
he'd be
better off as
Supar Mario
But then he has
another change of
heart and goes for
Zilda (eponymous star
ol sevaral Ninlendo APGs)
Instead. As H all this wasn'l
confusing encugh, ha has a
strange effect on anyone playing his
game, to0 - ong minute you're going
*Ooh, that's a really nice idea”,
the next it's “Gaah! Whal kind
of psychopathic moron
designed this anyway™ I'll try
o explain
Even as I'm typing this
paragraph, | don’t know what
mark I'm going to give: Mr
Nutz: Hopping Mad. I've been
playing it for frve days now,
I'm threa-quarters of the way
through, and | still don't know
whether | like it or nol. (To be
honest, I'm kind of hoping il
becomea clear 1o ma asl'm
writing). t's a platform game,

bt with
a definite Zelda-
esque RPG angla, in that you
have o do an awiul lot of
trekking around on a map in
betwean platform seclions,
talking to other characlers,
collecting stuff and sohving
elementary puzzles. Indeed,
the first time | reached the
second world, it 100k me a good
10 minutes (well, there wasn'l
really anything good about them)
just o find a platform section,

ARBOREAL

The gam Is also structured a
lat like Super Mano World .-"V"
{lock, sorry about always »
bringing up this kind of thing, "_A

challenger),
but the design is
dangerously leaky in

pans. Soma of it's had the most

4 painstaking care and attantion to datail
but it's o blatant and delibarate | possible, but some of if's 50

woukdn't be daing my job propary if | -‘r thowghtiassly infuriating it's hard
didn't tell you about it, okay?), but the Q‘ to beleve the same people are
actual platform bits are (oh no, nol again) '.A- \ responsibla for it

the closast yal that the Amiga’s coma to The graphics, as you can sea,
cloning Sowic, It's probably the best- are lovely - multiple layers of smoath,
programmed Amiga platformer fast parallax scrolling a-go-go, even on an
I can recall (only First Samurai (88 “* ordinary 1 meg A500. Next time someone
springs immediately to mind ass gyt {the authors of Cool Spotor Zool 2, say)
tries to tell you that the odd machine simply




Come on, try 1o giess which bits
of this you can actually stand on.

You'll believe a squirrel can Ty Bt

strange. effect
m‘ﬂ.lﬂﬁndil\llh"lhﬂlll‘dlﬂﬂ ] -
pointless to actually bother doing it. on .I‘Yﬁ“e

" ™
can'l handla that kind of thing, wave Mr Hﬂﬁﬂg |'||5
wgante’

Nuiz in their faces and watch ‘em blush
You also get some excellent SNES-Moda-
T-type stuff, with bosses and bonus
sections whizzing in and out flawlessly,
and graphics are full of simalar little Incks Mr Nulz's worlds lake

shape as lots of little

RODENT islands on big spread-

But on the other hand, they're out maps, with little
designed |."|. such a way as: to render lots of  identikit prldges and : For that full Mode 7-
power-ups and baddies all but invisible lagders and pathways style afact
unless you creep along a pixel at a bme Because everything :
2 : toom this page in and
and scrutiniza tha screan with a looks the same it's -
magnitying glass as you o asioundingl ey .
UL d U L 1 L "' 1" I I I -
go. Whether this is due easy to get losl, T ’L.ﬂf

get bored ol the old

and because |I's ‘soom the page in and

1o limitaticns on the

numbers of colours all in [ittle tiny it s trowt iof your ;Ph"-.f&
ora dr!illmrrilr.l. design | sections scatiered P —— sesnst
strategy | don't | ower such a big area
know. What | do ;}ﬁ:‘l it's vary hard to get
know is that it's > Oy % your beanngs
damn annoying to q‘*:.a While the maps
get repeatedly spiked by are full of lnle
things you simply didn't see because they | | charactars
wara tha same colour as most of the | ﬂ'{}a‘ wandaring
background scenary. '*{.‘. @ around who
Simikarly, bits where you gel | ./ 4 you can lalk
whipped along uncontrollably by . o, practically none
underwater currents, and then of them have anything
thrown oul straight info a Col ) Interasting or relevant - ’ ¢
spiked wall will be a hanging ?’_:'o*q 10 say — mast of the ? Revolutionary (hat) platlorm-game e
offence come the revelution < ‘comarsations’ you S ' Mr Mtz (wait for i) curls into & el "’“;
The scenery iself is annayingly | can have only ofler ! down o hill at high speed. Whatever f‘
inconsistent too, in terms of what you can | you ong possible s ‘,
and can'l stand on. Frequently (espacially a’?"ﬂ response al a time, ’
in the later levels) you can stand on one | e 4 o1 il you get mare
piecao of background, but not anothar 'G-A-l they aften brng ™
completely idenbical one, and it makes | exactly the same result =
navigating your way thraugh Even if you make tha wrong =
the already-sprawling levels &8 choice when there isa »
much harder and much less ?a‘i}" decision 1o be made, you can =
enjoyable than it cught 1o be &+~ simply go back up to the b
lN MAY charactar and stant again 2
-
Still, | don't want to find too much fault | o SEEDY g
with the graphics, because you do gel |gf'{>¢.‘ Baearing all thas in
usad 1o them to a large axtent, and aven .Q"i. mind, it seems daft to [
al their warst they're not a tenth = have 1o spend 50 much <
as incomprehansible as, say iy game time trekking around the B
Osear. The wnfortunate thing %‘3{)" maps trying to work out where L

is that they're one of a ) Aul anything is. You can't get killed
number of minor irntations or lase anything important in the
that make playing the gamea lass like Y map bits, they're just a
having a good hima and more ke a "V'a linking maoltil to connect

chore, and the biggest bugbear among 'E.."'.'o_ & the platform segments,
these is the amount of maze-mapping *_*__"" 80 it's just tadious and

you must do e maddening lo have lo >



AMIGA POWER

Here's an absolutely goodie-stutled bonus
section from level two. (I think)

wander the identical pathways
for five or ten minules at a ime
trying 10 Tind thi nasdt platiorm
stage. (1 think we can consider
that pount well and Iruly made
now. = Ed) Anyway, lel’s get
back to the game.

NESTING

One of the cleverest (and, indeed, Sonic-
-  0B81) ideas in Mr Ntz is the way your it
points work. You actually carry your
anargy around as little sentient baings
who look like the little brother of Stix out of
Bubba ‘n’ Stix. When you get hit, the hit
point sproings off and stars bouncing
around of its own accord, and you
can actually run after it and pick it
back up again. More oftan, of
course, you'll run after it only to
lose another three hil points
while you try to get it back, but
« lorcing you to make that
= decsion is a classic % &
gamaplay device, and it {b--'*ﬂ'b"i
works very well here & o
Oddly, quite a few
other elements of the gameplay
seem to be dropped inas a
tease, and than simply not used
for the rest of the game. In level
one, for example, there are
mushrooms dotted
around which you ;';ﬁ:‘,g
use as sprngboards, (" c’gﬁ
After a bit, you notice e *
thal cerain-colounad
ones shuffle away from you
when you're near them, and
hence can be intimidated ino
mowving quite a leng way along
Drown, Mr Nutz! Drown - the level into advantageous

like a heavy thing with no positions. After the P

gills in a deep lake. Ta. first werld, though,
this neat feature

bit that you don't have to do. And this bs your plain commen-or-garden
everyday secret room with hitpelnts in. I

seems o be complelely abandoned, which
15 a bit of 2 shame. Likewise the bits on
world two, where you have 1o cleverly
manipulate a series of swilchas 10 raise
and lower the water level in a partially-
submarged stage in order 1o reach
particular areas, seem 1o be a one-off
puzzley interlude in the middle of
otherwise undormiy-straightiorward
platforming. Ch, and by halfway through
the last world, I'd accumulated no less
than 17 'energy balls’, without the
remolest suggestion from either the gama
of the manual what | might need or want
them for
Blimay, this is going on a bit, isn1 it?
And quite honestly, I'm still not sure
how 1o mark the game. Like | said,
I've beeen playing it for quite a while
now, and while it's reguiarty driven
ma almast 1o the end of my tether, |
= do keep going back 1o it. I've almost
finished i, and | can't iImaging wanting 1o
put myself through it again once i's dona,
but | can’t quite seem 1o ket it go just yel
How am | going to find a score? |
know, how aboul some hard and tangible
facts? You only get 20 main
Y ! levels, but after the first wordd
-[? < ‘ they're absolutely huge (a bit oo
B -A'-‘ bég for my tasie, in fact), and
; while the game iBn'l ganarally all that
hard until the rdiculously tricky last world
(1UPs are everywhera, and you should
have at least 25 lives by the time you
reach world three, for example), il take
you a fair time to gelt to the end, even with
the help of the save. The save
’i;ﬁ"a facility 1s smart, What happens is
& < & that you can save your position
; 9 gither afler defeating a boss, or

Blimey, I'm really going to have to pad this
one, otherwise 1 never fill up all this spa



. - over an earher section
g— './"J 3 io try to come out of it
h th more lva
G >y ) e

o el J¥ -\ Shars or
w’ . : whataver,
‘ A you dont
J ¥ havaeio
e k slart again

in migd-

level it F ¥ }_‘_‘ % ' trom the
you find f — beginning
asave \ AW Watch out,
point and N, though = if you
have try 1o save with the
anough stars : gama disk wrile-
(although you ko protected, it doesn’t
might prafer 1o hold ". give you a chancea 1o

on to your stars for writa-anable it and stan

ather reasons, like " again, which can mean a lot of effort
getting accass to warp getting wasted il you get killed before
Zones, secrel areas and you can find and use a save point in
massages and so on, Decisions the next world, | speak (natch) fram
decisions). You can save to one of four axpanance

save slots, and when you're on the oplions

scréen you can fool arsund with the slols KERN E L

copying, dedeting or renaming them at will.  Right. Time 1o cut to the chase. For
What this maans in practice is that technical achievement, but mostly for the

you can, for example, gel to the end of the  Tact that 've kepl coming back to it even

first wiorld, save the gama, quit and though it kept annoying ma, I've

po 1o the oplions screen, copy
the saved gama into the
olher three save siols, then
play on from one of

those, Then, if you get

past another boss or

save point, you've still

got your original and-of-
evel-one game saved as
wall as the one al your
current point. This means
that if you wani 10, say, Qo back

decided thal Mr Nulz deserves
the benefit of the doubd. |
haven’t heard of Tha Neon
Team before now, bul
Ihis isn’l a hall-bad stan
lar them. Il they can
come up with an idea to
malch thair obvious
talent next time, then
Bullfrog, Sensible et al had
befter walch their backs
® STUART CAMPBELL
sort-of difficult. The game-
| save system is particularly good.
Oh, and there's one really good
sound effect that reminds me of that
seminal coin-op, Galaxians,

A bit
sprawling and aimless at
times, with rather too much

wandering around desperately trying
to find something to do. The RPG

" element is too slight to be
worthwhile, but too intrusive to
ignore. There are a few stupid and
annoying idiosyncracies, too, and
the music's not up to much.

A curious and slightly muddied
attempt at combining console
classics Mario, Sonic and Zelds, and
a not entirely-unsuccessful one.
You'll take quite a while to finish it,
but then you'll never play it again
once you do. The Neon Team will
write much better games

than this, but it'll do for

now.

H3IMOd YOINY

THE BOTTOM LINE
Less disk accessing,
A19 00 but otherwise no
noticeable differences.

Multiple drives are
recognised anyway, so intrusion Is
3 minimal (and not a sign of ‘Loading...
= | cant be absolutely sure, but I'd hazard s Please Wait', either).
guess that thiz could be an exit. Maybe.

FEEL NN

O



FLEET STREET

Game: Monopoly

Runs on: A500, AG00, A1200,
A4000

Publisher: Supervision
Authors: Malcolm Lansell,
Kevin Wells (programming),
Graftgold, Jo Walker (graphics),
Sound ldeas (sound)

Price: £27.99

Release: Out now

gy [y P R R P | onppoly on computer — a stupid
: idea, right? The whole point of
playing Monopoly is getting
together round a table with your
friands, actually holding all those cultura-icon
banknotes and title deeds physically in your
hands, trying fo nick £500 notes when no-ona's
looking and putting everyone's fines and taxes
into tha middie for whoever lands on Frea
Parking (if you don't do this. you're lying). It's not
about crowding round a paxy 14-inch monitor
taking tums at the mouse and fiddling around
with hall-a-dozen menus just 1o swap your
Regent Streat for your mate's Tratalgar Square

ile -~

TAAFALGAR COWUME

That's the comman wisdom on the subject,
anyway, and | have to say | used to complately
agrea with it. But that's changed a bit now that
I've played this new version. Oh yes. It provides
you with eght playars, any, all or none of which
can be played by human paricipants or the
computer, Also, each location is
illustrated by a vaguely appropriata
pictura (ia Mayfair looks nicer than
Old Kent Road), and building or
knocking down houses and

hotets are depicted with various
animated sequences. Play is
contralled by maans of an
unusually easy-to-understand
Icon system, but otharwise i's
pretty much jus! good okd Monopoly.

CRISPS

So, the age-old quastion approacheath - should
you get this instead of the much-cheaper
cardboard version? Wall, mayba, but first you
should be aware of a few niggling flaws.

It's & bit annoying to have no idea of how
much cash the computer players have = it might

"I¥'s a touch
odd to shout
all over
the hox”

be realistic, but it's inconsistant if you're playing
with ather human players. You can see how
much they've all got, but not the computer
players, which is a litthe weird.
Secondly, I'd have [iked it if the location
péclures had some indicalion on screen as to
who ownad them, whether they were
mortgaged or not, and so on. (Or
at least an option 1o do it.) | can
see why they haven't - it
means that you've gol to
remember whal you've gol
and pay attention at the risk
of missing out on your rent —
but it's not really fair. if you're
playing the board game, you've
got your little cards in front of
you, you'ré not expacted 1o commit
them all to memary. Sure, you can call up
a list ol who's got what at any time, but i's a bit
of a clumsy way 1o have to go about things.
Parsonally, | always regarded skipping rent as a
bad thing anyway - it just makes evaryona sulk.
It's also & touch odd to shout all over the box
about having computar players with individual

And how come there’s only one
Waddington’s Games, then? Eh?

TREXIC"S
e

TURHN

-

F JJ
2
e 154 B

Granny Knot gets well and truly had in a ludicrous gatumping episode. L400 for Vine Street, missus?

EViRRMNECE




LEECESTEN SOUARE

characters, then expect the
player to play agains! them all
a dozen times trying to work
out what their characteristics
ara. It would have baen baller
fo have them all described in
the manual, so you could
deliberately sel up harder,
easiar or just different games
wilthout having 1o play the thing
for & week first, And, of course,
if you wanled 1o work it out
yoursalf, you could just tear out
that page of the manual and
gat it, or something

MERGER

In fact, genarally the only
complaints | have aboul this
version of Monopoly are about
flexibility. There isn’t any. I'm
sura, for axample, that it was
Waddington's who woubdn't
allow the old pay-the-fines-
into-Frea-Parking routing for

COUVENTAY STREET

WATERN UGRAsE

FICEADELLY

POLY

LORD TOPPER MUST

PAY

E270 TO GRANNS KHNOT

Every time someone lands on a square; you get to watch their piece trundie along in front of a
panied by appropriate tound effects. f more than one piece lands on the

picture of it,

same square, they stop on top of one another, which is a bit ugly.

W TECHAREL

COANUNITY CHEST

Moments later, he realises his

mistake. But it's too late.

<

o R

And lives to knit another day.
Mext times thingsll be differemt.

OLD WENT ADAD

RECENT STREET

by
T

—H-"—-i-ﬁ—i 3‘:—;—-—-«. o



the sake of purity (the only computar
version I've ever seen with this facility was
an unofficial one on the Spectrum called
Go To Jail, and that had a court ordar
taken out against it), but everyone in the
entire world does it, and it seems
pointlessly petty not to allow il. This is
already a prafty good game, but it would
be so much better i you could customise it
10 your own tastes a bit.

IT’S MY LIFE

However, for all these flaws, this is an
engaging version of Manopoly. It's still not
as much fun gathering around the manitor

with a few friends as it would be just lo get
the board game oul, bul the characlers
(you really do get to hate Mobila Michael
after a while) and the presentation make i
much more fun to play by yoursell against
the computer than any previous
incamation. It's a greal time-killar, 100 - if
you'va got 25 minutes to hang around in,
for example, just pick a few opponents, set
the ‘Short Monopoly' clock to 25, and play
the special game in which you each get
dealt a couple of properties al the stan
and then have to simply be the richest at
the and of the time limit. There are loads
of ditferant strategias for this variation, it's
surprisingly frantic ('Naver mind the blocdy
auction, get a move on and land on Park
Lanal’), and it's kept me happy for a good

FARMNER

oLD
uHxTEn:HHP LOBD TOP

EBARROW"

TURN

fLEsE’ -
FLEET STHR
TRAFALGAR

P I.HHE

B¥a

L
R
PA
mA

Hall an hour into the game, and still
everything to play for. Geoffrey.

few days now. As such, it's the first

computer Monopoly there's baen any point

in buying, and | recommend it.
® STUART CAMPBELL

THE GANG'S ALL HERE

THE BOTTOM LINE
You'll be hard-pressed
&0 to see any difference
with it running on a
1200. Because it is, in fact, utterly
identical. The same in every way.

-

UPPERS The characters

and animations go a long

way to making this feel like a
proper computer game, not just an
inferior version of a board game. It's
fast and smooth to play, and it caters
for up to eight players.

DOWNERS ..but you're

still better off with the

agenuine article if you're
actually playing against real people.
Very occasionally it takes a bit too
long to get on with the next turn
while it fiddles about mortgaging
sites and building houses and stuff.
It's still a bit expensive, considering
the board game's less than a tenner.
Oh, and we’'ll have five percent off for
‘Lord Topper bullds an hotel”, thanks
wvory much.

THE BOTTOM LINE
| was surprised at how much |
enjoyed this = it's the first time |
haven't been bored out of my mind
playing Manopoly against a
compuler within 10 minutes. The new
cosmetic additions really

do make a difference, so

I'm going to be nice to it B ]

BOSUN BARNACLE GRANNY KNOT GENERAL HOBNAIL MISS5 TRIXIE
A Sowiet 1py, leh stranded in England afier Seemingly a wealthy old lady dabbling in Claims to be a retired war veteran, but DBelectable daughter of Benny The
the collapse and dissolution of the USSR, the game for & bit of excitement in her is In fact a cruel hoaxer attempting to Shirt, Miss Trixle operates as the
‘Bosun Barmnacle' (real name: Viadimir twilight years, but is in fact Benny The con Granny Knol oul of her life savings other hall ol a doable act with her
Viadimirovichinovskiev) swittly turned his Skirt' Duckwarbler, & well-known face’ in by pretending to lall in love, marrying dear old dad, 'disiracting’ General
KGE espionage training into usetul practical  the criminal underground of London. her for her money and killing her off Hobnail when he's away from the
Manapoly-playing skills. He can tell how Benny's trademark is posing as a well- with undetectable poison, Prone o tabie in order 1o prevent him from
much mongy you've goi, which properties bred widow, and then getting lovestruck displays of mache bravado, like buying hawing enough time to investigate
you've mortgaged, and whether you've gol a  old men to loan ‘her' £50,000 for & the Electric Company al twice the Granny Wnot's offzhore banking
‘Get Out OFf lail Free’ card, simply from the business investment and disappearing. market valug. arrangements. She deliberately
angle of your eycbrows, plays a reckiess and
inefectual game,
LORD TOPPER: ROLL THE DICE? 237  presumably so as nol ta
LORD TOPPER
arcuse susplcion as well
A Scottish videogames P
reviewer, legendary in
Monopoly circles for hit
-
o s MOBILE MICHAEL
Actually a heavily
v ‘Worthumberisnd Avenue [T —
w Bluff" attacking strategies Wales, trylng to win
z and siylish dice-throwlng
= haique. Yes, Lord T enough money to pay har
cellalar phone bill. Game
= is always played by me,
because of his nice hat. “'". "'::"'l
T
a hugely inflated prices for
z FARMER BARROW SOpEG 2 Ik S
(=] Mot a farmer at Regent-Streat-to-Maylair
i H:‘:;';"' - strip down the right-hand
B i aati n'm side of the board.
] players for undeclared
= earnings whenever they win
E & crossword competition, or MRS STARCH
gel second prize in & beauty loan Collins, on her day off.
coniest. Sometimes he Doesn't care whether she

O

concentrates on this at the expense of his cover, which causes him to
occasionally miss bargain-priced properties or rent-collecting opportunities.

wins or loses, but is determined to ensure the defeat of Bosun
Bamnacle, afier an unforiunate incldent at a US Mavy base in 1944,
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Only one Sierra Soccer, er, there’s only

Game: Sierra Soccer —
World Challenge Edition
Publisher: Sierra
Authors: Steve Dunn
Price: £24.99
Release: Out now

tfirst, | was having a bit of a
prablem with my approach to
this review. It seemed clear cut
at first. My homa team,
Kilmarmock, are struggling 1o stay out of
the relegation zone in tha Scottish Premier
League. Unfair enough. I'l just talk about
tham for a bit, make a comparnson with
Sierra Soccer - World Challenge Edition
ard put in a derogatory comment abaut
Ihe game being relegation material in the
AMIGA POWER Fantasy Foolball Game
League. But that wouldn't be entirely fair.
For a star, just because a team's
urforfunate encugh to be caught up in the
ralegation zone doasn't autormatically

mean that it's crap and worthless
(unless of course the team in quastion
is based in File and go by the name of
Dundes, Ha Ha Ha). You only have o
ask Glasgow Rangers — allegedly one
of the best football teams in Britain
loday — about Kilmarnock,

They'll tedl you Killie are crap (thay
say that about every Scottish team that
doesn't have Glasgow and Rangers in
the titla), then they'll come over all
sheapish and shamefacedly explain
that if it hadn't bean for a presumptive
myopic linesman and a disgracefully
incompetent referee, the semi-final
replay of the Scottish Cup would have
wilnessed a famous Ayrshire victory, Kilie
walked all over them. Made their £25
milien lne-up leok like a twenty-five-
pence-and-lour-fruit-salads affair (Ayr
United anyone?). The only people in the
foatballing nation who weren't surprisad
about Killie's perlormance wera tha Killie

HOI LINESMAN, WAKEN UP!
g YOS FE— S—

o i

Iﬂquﬂulﬂ-ﬁlm
and

mmm
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/
f

steals
|

{
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192008 BI43I§ U0

The qualitying teams in all their glory.
And, oh, England’s here ad well.

supporters themsedves, no one rales us,
we don'l care.

SOUR GRAPES

The fortunate/unfortunate thing about
lootball games is that they're always gomng
1o be compared against Sensible Soccer, |
agree with Stuarl when, in relation to
Sansi, ha said thal some games are 5o far
ahead in their genre thal no one should
bother wriling games that are just going 1o
be a pale shadow of the anginal. But, and
this is a big but, in Sconish real e
loalballing terms, thal's like saying
Rangers are so good that nobody should
bother competing against them because
evary other team is but a pale shadaw in
their vile prasbyterian light. As Killie so
magnificently proved, underdogs can still
teach new tricks and pack a bona-
crunching bite to boot.

So, bearing in mind that Sterra
Soccar — Word Challenge Edition is the

underdog, up against the ikas of
Manchester United Premier League
Champions and Sensi, why can'l | say the
same thing about i1? Well for a stan, the
Tt thing thal sinkes you s s uncanny
resemblance to Striker. The resemblance
i5 50 remarkable that | ended up scanning
ihe programming and design credits of
boih gamas for matching names Tully
expecting to shout “snap” at some stage
in the search, Incredibly, not one of the
names from either game matched. Looks
Itk & look and feal’ litigation case could
be in the offing if vou ask me.

Sirikerwas originally reviewed by
Sluartin AP15 where it earned a softish
76 par canl, “It's got the right idea, but at
the and of the day lacks the necessary
polish to make it stand up to the sheer
class of the all-conquering Sensitle
Soccer”, ha said.

Sigrra doesn't have any polish
whatsoever and here's why. [l assuma
that you haven't seen
Striker (if you have, skip
the next couplé of
paragraphs). Sierra uses
a second person
perspeciive, ie the action
is viewad from one end

Little Charlie proved 1o the other
what a biy boy he was. (It's & loul




Next

The fimtures; so different from the T4 World
Cup, which pone of us can remember,
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of the pitch, just
behind and above the
current location of the
ball. Due 1o the smallar
player sprites and
slightly akarad
perspective, mare of the
pitch can be seen than that

offared by Striker; i's very similar to the
3D mode in Warld Class Rugby. Sa |
suppose you could call that an
Improvement, but definitely nat a polished
one, oh no.

OUT OF IT

Control is pretty standard fare. Il you're not
n possession, your nearast man lo the
ball is highlighted and undear joystick
command. Othenwise, it's one of those
vilero-1a-the-loot jobs until you either pass
of are successiully tackled. This brings us
fo the three most blatant flaws of the
whale game. The first most ludicrously
absolutely bloody ridiculous flaw is the
inability of the computer to decide who's
nearest ta the ball. This can result in the
prépostercus situation of thinking you
were confrolling one parbcular |ittle man,
only ta find that he is no longer undar your
controd, bacause the programmed
algorithm has opted 1o change to another
of your [tle men. Mora aftan than not, tha

® STUART CAMPBELL

real life
foothalling
terms”

direction that you ware onginally sending
the first little man in is carmied on with the
sacond itthe man. So, say for exampla,
you had been running down the pitch with
a micdfaldar trying to catch the opposition's
attacker and control suddenly swilched to
your defender wha's now in front of the
ball. He's going to be lelt in the awkward
position of running down the field away
from the onrushing forward because that's
tha direction you ware last hoiding the
jaystick in. By the time you compensale for
this, you may have run so far away from
the ball that another of your players is now
deemed closer by the algorithm and
consequently switches to him. It's no
longer a case of playing computer foolball,
it"s more a case of reacting to whoever
has the arrow above their head, That's not
the worst of it, though.

Somelimes (and it's rather too often
for comfort), your opponant will ba
charging down the middle fowards your
goal, with a delendar on either side. The
computer will first put the arrow over, say,
the defender on the left. You'll stan to
mava towards the attacker, bul the the
computer suddenly switches control lo the
defender on the right. Because of the
direction you're holding the stick, the right-
hand defendar will momentarily be maving
away from the forward, making the laht-
hand defender the closes! one again. Of
coursa, at this moment in time you're
compansating for ihe right-hand dalender

ON THE OTHER HA

| can't really disagree with the mark, but | do think Steve's being a bit hard on
this. The ineptness of the player-under-control selection beggars belief, but
otherwise this is a playable enough game whose idiosyncracies you can
actually get to grips with with a little effort, uniike Man Utd PLC which never
made you feel like you had a chance of winning two games in a row. Or
scoring two goals in a row, even. SSWCE plays at a manageable speed, with
challenging but not unbeatable opposition, and in a much more real-football-
like manner. It really is like Striker with tiny graphics, though = litigation alert!

and maving in the
opposite direction again,
50 when the computer
suddanly switches back
to the lefi-hand defender,
h& stars running away
from the Torward. This
frequently continues all
thé way 10 the six-yard
box, with the arrow
flickering furiously
between your defendears
until the computer's stuck
the ball in tha net and
your defence is standing
al the comnar flags, It's
quite annoying. in the same way thal war
is quite bad.

The sacand major flaw is that it's just
aboul impossable to play a flowing passing
game. When you're running towards goal
and you're jusl about to be tackled, it
makes sense to pass the ball. The pace of
the game isnt so fast that you're not
aware of your ather player's posiions,
There should be no problem with passing.
Unforiunately, if the player waiting 1o be
passed to faces the ball, no matter how
hard or soft the pass, it will always bounce
off him and travel at least five yards back
the way i came. As often as nol, the
opposition picks up the ball. Again, this
can ba compensated for, but it's incradibly
disruptive and irritating.

THERE’S MORE

The third major flaw is the tackling. You
cannot take or steal the ball from tha
opposition, other than him missing a ghot
or putting it out of play, unlass you slide
tackle. The odds are normally around
70430 whether or not you're going fo give
away a foul while doing this, Admittedly,
a5 so0n as you've slid, your player just
about immediately picks himsell up and is
able to start running with the ball assuming
the tackle was successiul. I'm now at the
point of sounding needlessly repetitive, but
this flaw, while tedious, can be
compensated for; but you end up nat
wanting to bother, it's too much to take.

| knaw it scunds as if I'm putting the
boot in, and yes, | am. The person from
Sierra didn't seem o think 100 much of the
fact that from kick off, she scored two
goals simply by running up the field
wiggling her player from left ta right to
keep the opposilion’s (me) player control
switching from player 1o player S0 that i
was almast impossible 1o get a (sliding)
tackle in. As soon as she reached the
penalty box she lat rip with a heavily ‘atter
touched” shot and scored; all within about
three seconds. Surprisingly anaugh, |
managed o do exactly the same thing to

her as soon as | got the hang of
the controls. Great fun, eh?

I haven't given a great deal of
space 1o the actual World Cup
tournament and the numerous
player statistics. Basically, you
can have up o eight human
players taking part (why not
have tha cptien (o have as many
human players as there are
teams in the compatition), can
play friendlies and all that sort of
siuff, but it's nowhere near as
comprehansive as othar games
such as Sensi.

Each player and each team have a
pile of statistics based on skills such as
tackling, attacking, pace, stamina atc.
Befora a game, these are displayaed on a
screen. This means that there are some
instances, such as Germany v South
Korea, where one team dominates on all
statisitical fronts; with this game Germany
positively oozes attacking skill and pace.
Yet surprisingly, when he computer
controls South Korea none of this massive
adavantage is very apparent, as the
defence runs circles around you seemingly
at will. Strange and frustrating indeed; in
50Me INstances, you can spot the
advantages, bul you have 1o be looking
very hard,

HE’S CLEAR

In summary. | hava 1o say thal this gama
has just about no redeeming featuras in
my @yes - although some of the goals you
can 500ra ara the most spactacular you'll
ever see in a football game and are fully
action-replayable, Other than that, | would
avoid this game. In the end i's gaing to
share the same fate in the AP office as
Dundee and Swindon have done
elsewhere in the real world.

@ STEVE MeGILL

UPPERS Immediately

playable. The second person
@ perspective looks good; it's
almost like those supposedly sexy
‘down with the player' shots you
somalimes get during real live
football matches.

DOWNERS Poor player
@ control. Terrible passing.
Diabolical deadball

situations. Tackling. Player

statistics. Some ridiculously
laughable bugs, such as the referee
running through solid terracing after
he's sent someone off.

THE BOTTOM LINE
Stuart reckons Sierra is better than
Man Utd Premier League
Champions. | disagree and that's

why this game is getting 62 "

a lower mark than Stuart
gave Man U.

THE BOTTOM LINE
Mo graphic

enhancement. If it was

speeded up it would
becomea unplayable.
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Now listen, Pond, there’s something fishy going on at AMIGA POWER. We want
] 2
|

AW L0)\V'|D

 OPERATION!STARFIS

of Bolton, Lancashire. it's the middie of a
too-hot and muggy summer afternoon, and
there's @ ruckus in progress. ]

PC Trouserpress (amiving on the scens
and fingering his truncheon nervously):
Alright, alright, break it up. What's going
on hera?

[The tussle confinues unabated. if appears

is canying a briefcase, and has a Scottish
accent.|

| WANT MY BRIEF

Sgt Stepladders: Here's your lawyer, he
" g+’ : : » arrived a couple of minutes ago. Now, can
= i fin } ) we get to the botiom of this?

The moon, lames Pond 3-style, in
(nearly) all its glory. The easy-peasy
cheesy worlds are down at the bottom
left, while the tricky end bits are top

right. In between are 110 levels of hard- | S0

*

L, -

" AMIGA

Lawyer: | need 1o consult with my client
for a moment, Sergeant. The noo.

[Pond and the lawyer huddle around &
manitar screan in a comer of the interview
room. The monitor is altached to a8

- _"‘--';.I_..

= L
"And Pond's really got a mountain o
climb in the second hall, Brian.”




fervent hope that there shall not ba some
manner of danger beneath him. How

3

ey

high ground from
which to search lor
some enemies.
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JAMES POND 3

An action-packed scene, with yummy
goodies blocked off by a mysterious wall
of some 1on. A tricky one for sure.

It's &
absolutely huge, ]
and there's lots of

secret stulf to go exploring for, both
on the map and in the actual levels.

It's
annoying to play from the
off, and you'd expect a 1200-
only game nearly two years in the
making 1o look a little more
impressiva than this. Well, we would,
certainly. James Pond 3 is just not

engaging in any way.

It's perhaps inevitable that any game
you have to walt this long for Is
going to be a bit of a disappointment
wheon it finally arrives, but James
Pond 3is as much ol a

letdown as anything I've

seen for quite some time.

THE BOTTOM LINE
The £34.99 (I) CD32
LD 32 version will make full
use of the joypad
buttans, but should atherwise be
pretty much identical. There will be
no AS00/600 version, apparently due
1o size restrictions.

v6E6L IAINNIFT HIMOd VOIRNY
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Game: Traps and
Treasures

Runs on: AS00, AGOO,
A1200

Publisher: Krisalis
Authors: Starbyte
Software

Price: £25.99
Release: Out now

hen your magazina's on
deadline, and a load of the
games you've bean
promised by certain
software companies (who shall remain
nameless, 'cos wa're professional like
that) haven't aven been sant 1o the office
then it's a real boon 10 be given a plathorm
game 1o review at the last minute. The
reason’s simple — you can fill the opening
paragraphs of the review by explaining
how crap the plot is. So, for what it's
waorih, hara's some space-filing storyling
Captain Jeremy Flynn is sailing
around the Caribbean doing the sor of
deeds thal Capfains lended 1o do in the
Carbbean of 1641, Suddenly, in a scena
reminiscent of Burt Lancaster's famous
film, The Crimson Pirate, he's attacked by
Redbaard, and all his crew are kidnapped,
This, as anybody left awake will no doubt

TRAPS "N’ TREASURES

tall you, is nol a happy state of affairs for
the poor Captain to be left in, Lucksly for
Jergmy, though (and us gamesplayers),
he's managed fo retain his freedom, and
embarks on a quest to rescue his crew

So, that's the plot-ine deal with
then, What are you supposed 1o do with
Jeremy once the game hands over control
of him? As | praviously mentionad, you've
gol to rescue your crew members while at
the sama tima defending yoursall from any
living things, cbjects or miscellanies that
happen 10 cross your path,

BARQUE

I you lake a look at the info box that sits
atop this review, you'll sea that the
programmers are Starbyle, the vary same
people who programmed Fly Harder
(awarded 20 per cent by Commander
Cameron in AP36, fact fans). Now,
considering the pedigree that Fly Harder
radiantly displays, | pricked up my ears
and started 1o lick my lips in anticipation

Visually, Traps 'n’ Treasures bears a
remarkable resemblance 1o Arabvan Nights
and EIf Worid, Anybody waiting for any
olhar comparnisons have malaphorically
had #, I'm afraid

Mow it's onlo some hard factual
Information aboul the game ilsall. Thena

are only four levals: Tha Thread
Needle Lagoon, Skull Grotto,
The Temple and, last but not
least, The Fortress. Before you
all go in a hufl and shout
“Surely that's a foul ref”,
considar the following: with the
exceplion of the first, each level
is 50 large and s0 convoluted
with tricks, traps, puzzles and
shullduggerous denizans that it
will literally lake you longer than
a long, long time to complete,
And, with some resarvations,
that's a good thing. So just what

=

Balancing dice likg this takes
s jyEaregtpeaclice.
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TRAPS ‘N’ TREASURES

s iife n

key. The only green key
withan any kind of

reachable distance is

hidden behind a
breachable wall. To
breach the wall, you need
1o blow it up, In order 1o
blow il up you need a bamb
To obtain a bomb, you need 1o
buy ona from a shop. To buy oni
from a shop, you need monay. To eam
maney, you need o collect il fram lreasure
chests and platforms and undemeath
collapsible blocks and things like that,
while carefull avosdeng or bashing nasties

Far further trickery and head-

scratchy Jack-in-the-boxing, you can
move boxes toward platforms thal are
normally too high to reach without some
form of external aid, When | first saw this |
thought: “Oh oh! Dumb lump of plasticing
with a crap anténna on top aler.” Yes, it
almost threw me back into the déja vu-like
nightmarish world of Puggsy. the most
irmilating platform game in the world ever
Bul no, in Traps 'n' Treasuras the boxes
don'l sulter from nedia or mass — maybe
not as realistic, but much more conducive
1o sanity and game playability. You can
stack them on 1op of each olher withoul
having to worry about their ingrtia craating
a collision and spilling the whale edifica all
aver the place

THE PLANK

So that's just about it with Traps o’
Treasures. The difficulty level is probably
sel a little on the hard side - some of the
monsters are oo ditficult to kill quickly
enough, which means that unless you pay
an ingrdinate amount of attantion 1o
avosding or killing them, gr'uu're gaing to
die. And the caich with that is thaf it
defracts from the puzzle-solving element
which is set a1 just about the perlect level
of inickiness, ia it dogsn’l bore you to tears
through being either 100 hard of 100 2asy
Oh, and | haven't mentioned the
animation of Jeremy himself yel. When he
Swirns under walar, you can sad him

ﬂmmwm "i’}-*.c

- That'll be a shop, judging by the sign ‘“W door saying 'Shop'. Oh yes.
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i5 he parry carle septate quad
(Complataly wrong, infarmalionally
inconsequental sequence of fencing
terms. = AR Fencing Coach) that will
defend and render safe Traps
Treasuras from the now legendary
universal AP cry of “Oh no, not another
platformer, no please.”

Waell, there's just 30 much to do =
puzzles and sub-plos abound. Rather
than having a completely lingar
sequence of events to overcome, Tn'T
contains small asides 1o be discovered
For example, on the second level, there's
@ door ihal requires opaning by a green

L UTROMENY @@y |
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You have to wonder who'd actually leave a

e R

huffing and putfing with the effort; you
almost feel for him. You get emoticnally
nvalved and wan to see him succeed in
his quest, and that's a good thing. I1's also
good 1o see thal he 15n1 nauseatingly cute
or in-your-face. He does exactly as you tell
him. When you leave him alone for loo
long, he leans over and taps on the screen
with a perfect rendition of the old Channel
4 tap-on-the-screen advertising campaign
It made me laugh so much that | had to
call people overin the office to take a look
Unforiunately it's not a new slant on the
things-that-platform-charactars-do-whan-
you-leave-them-alone mechanism — Hugo
the Troll did the same thing. Bul it sl
managed o amuse me

LONG JOHN

I'm reaching the and of tha raview now, s0
the last mention conceming the mechanics
of the game goes to the sound. It's
competent, garma-enhancing and well-
executed, if nothing else,

Mot being the best judge of
plaformers (He's foking. of cowrse. - Ed], |
recrutted an ace platfiorm fiend for his
opinion just lo make sure that | wasnt
making a fool of mysell, “Stuart,” | said, “is
this any good?” "Don't know Steve, you'll
have to make up your own mind." Oh no
Well, hare goes: Traps 'n’ Treasures offers
reothing new in the field. What it does do,
thowgh, i5 enterain and amuse
® STEVE McGILL

UPPERS Difficulty level
set just about right-Lots of
things towdo. Fabby graphics,

Lots of different toolS10 Use.

DOWMERS Some

monsters are too quick and

$60 hard for tha character to
kill withoutJosing health-points.
Hard-ta-spot, spring-up-and-
surprise-you traps.

THE BOTTOM LINE
Basically, If you're on the laok-out
for a decent platform

game, be sure 1o look out

for Traps ‘n’ Treasures.

THE BOTTOM LINE
Mo graphic

ry embellishments, but
the scrolling does

seem noliceably smoother.
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AMIGA POWER

Give us a ‘C’. Give us an ‘0’. Give us a
‘MPLETE CONTROL’. And what have
you got? More tips than a bag full of
snooker cues, that’s what, lovingly
sorted, typed up and returned to us
(late again) by everybody’s favourite
tip freelancer - Rich Pelley, we mean.

(Gremilin)

From the stan-up screen selact
‘oplions’, set the level to ‘arcade’ and
the sound lo 2ero, exit to the high
scora table, hold the right mousa
button and type in EUPHORIA.
Releasa the mousa to retum yourself to
the main screen and - hey! That option
marked Configuration wasn't there
bafora, I'd swear, And it's full of more
goodies than you can shake me al.

“Here John,
wanna buy some

CONTROL

Erm, yes. Sorry to intrude, but could you possibly direct me to the nearest Post Office?

14 PAGES OF INVALUABLE
PLAYING TIPS START HERE!

48 50.55
48 K240 56-57
48 Steel Sky 58-59
49 And! Rich addresses your
49 gaming concerns in...

49 The Last Resort 60-61

Cannon Fodder

Disposable Hero
Liberation

Zool 2

Fly Harder
Hired Guns
Bubba 'n’ Stix

The inaugural robot re-union conference
could only be classed as a success.

{(Mindscape)

Dhd you know some items can ba bought
for a fraction of their comect price-simply
by exprassing an interast in making a
purchase, localing a credit card with less
maney on it that the price of the selected
item and handing over the card? So
claims Terence Ferguson of Swindon. The

I doubt very much if HRH Prince Charles
would like this.

ZOO0L 2

(Gremlin)
Thaose of you not already in the know
will be delighted 1o hear that a [Meral
edifice of cheats exist for Zool's not-ant-
tastic follow-up which could in
themsehves aid even the most abysmal
platform player to victory. Study the list
below. Then at the intro which says
‘Press Fire For Options’, type in the
rebevant word for the desired effect.
CREAMOLA - 10 Lives

VISION = 20 Lives

KICKASS - Hooray for reusabale
Smart Bombs

NAPOLEAN —- That Bonus Lavel
every stage

ALCENTO - Increase percentage
1o 89%

OLDENEMY - Stops the clock

LIBERATION

= ,’.m ’

first tima any transaction will be deniad,
bul offer it again and it will be accepted, a
few credits will be deducted, and the item
and card will be handed back. This works
best with Underworld dealers, but bear in
mind @éven this way ilems can siill prove lo
be pretty expensive on laler levels,

E h_
Ln \‘m
- ,-—* h

s no mie posing, thoss Chupa Chups
are just sot interested.

TOUGHGUY -

Invineibility

(axcep! electric & spiked walls)
SESAME - Start on Level 1
ROMNSON - Stant on Level 2
FUNKYTUT = Start on Level 3
HISSTERIA - Stan on Leval 4
MARROBONE - Stops the ball an
bonus stage

A litthe Hight
pressure hare will
soon relieve any
back pain you
might be heeling.




FLY HARDER + HIRED GUNS + BUBBA "N’ STIX

] B g %
This is technically known as a "spot of
bother” in the office.

“Here are all the codes for the CD32
varsion of Fly Harder.
Level 2 - PHO,
Level 3 - MET,
Lovel 4 — BLA,
Level 5 - SUP,
Level B - TRA,
Lavel 7 — QUA,
Level B - NEO.
Incidentally,” writes Paul Japp of
Richmond, “regarding the Fly Harder
review. Please tell Stuart Campbell that the
CD32 controller is far batter than a joyshick
and up is the only function you could have
for thrusl, contrary 1o his baliefs. And
please add if he is going 1o slag off any
meore briliant games simply because he
can't handle a joypad then he is going o
maka himsadl look like a big pussy.”

| passed on your message for you,
Paul. And virtually had lo camy my nose
home in a hankerchied

Think how much easier all our lives would
b without the burden of gravity.

DON’T FORGET...

«.thal the planet nearest to the sun is
Mercury, that the Treaty of Versailles
was signed in 1819, that the capital
of Belgium is Brussels and that the
volume of a fixed mass of gas at a
conslant temperature is inversely

proportional to pressure. Oh, and
remember o send any cheals, codes,
hints, tips and play guides that you
inadvertently unearth in the month to
us at Complete Control, AMIGA
POWER, 30 Monmouth Street, Bath
BA1 2BW. Thanks.

{(Psygnosis)
Stuant Tombinson of Manchaster looks like
he might have come up with something
interesting here, to wik:

*Load up and sedect Shori Action
game, then after the players and controls
menus select mission 4-5, Lemming Wars

#2. Mow just nip down the stairs, grab the
grenades and run round in the watar to
find someona fo blow up. I's manic! Just
like Dyna Blaster with first parson

parspectivel Other tactics include standing

on tha op and throwing grenades al
peopls in the water, replacing grenades

with mines (biggest laugh in ages), putting
sentry guns round comers and on heads,
lobbing grenades down stairs al someone
coming up 10 kill you and chuckang
grenades at wall 80 the explosion hits
another player. Just remember not 1o drop
into the Lemming pits. Now if this doesn'l
knock the game into the nineties and five
red stars then George Formby's nol crap.
{Off - Jonathan Nash).”

BUBBA ‘N’ STIX

({Core)

Part two of our solution concluded from
last month in a canl-realty-think-of-a-
decant-introduction kind of way

Level 4

Password = XB65YX36TSY

Al the first restan alien place Stix in the
hole above the swilch, jump up ket from
the tongue, call and place Stix in the hola
and jump up, then right. You need lo do
this bit very quickly. Leap to the left of the
two platiorms and crawl through the spiked
hole, By calling Stix from the wall when
the water has reached its
highest point you will be
gafe to swim right to
the swilch

As the water
drops, negotiate
the platforms
downwards. Crawl
banaath the firng
spikes fo a huge
baseball. Jump anta it, hit
the roof swilch and open the
door with the wheel. The water will
drop but will then rise again allowing you
to use the ball lo cross, using the switch or
Stix. Through the door, jump into the
water, smash the pillar, swim across the
spikes and drain the waler.

Continue right until you reach another
basaball, fill (than ampty) the area with
waler, wadge Stix above and when the
waler has reached feet level on the
highest platform to the left, call him 1o pop
tha ball and spurt you upwards to the
woodan platforms. Mow, having killed the
bath aliens: usa the dial 1o open all the
mouths; use Stix in the hola to shoot out
then to burst the ball; take a running jump

to cross the

Stix again 1o raisa
the water; mova in
on the blue blob past
< the spikes and throw Stix

to kand the biob, a makeshift
slepping stona, in the waler,

LEVEL 5

Password - 1JDOPBNWL19

Run over the moving walkway and wadge
open the mouth of the alien with the brolly,
Go right, dodge the lasers and stun the
security robot 1o head up. Left to the floor
switch, spring onto the plungar robot as it
rizas, laft 12 another swilch and right to
initiate a laser. Drop down and continue
left to the flying security robots. Use them
to reach the baggage camier. Push the
non-spiky case on top of its spiky friends
and jump on. Knock another case down
when opportunity knocks, activals the

wooden bridge; use

switch 1o the right on the roof and knock it
off the robot along the baggage carier,
When it reachas the end, push it off and
take & running jump in order o knock tha
case on to the next carrier.

Run fully laft o catch up with the
case on the moving platform. Jump on and
laft to the restant alien. Wedge Stix in tho
hode and crawl over the moving walkway.
Use the sacurity robot and Stix to
circumnavigate the wall and drop down
Run right and wse the security robots 1o
reach the baggage robot — you will end up
at the back of a spaceship. Leap right,
across the lightrope, avold the robot and
locate the broken baggage robol. Hit it,
jump on, and, as il reaches its maximum
haight, leap ento the ightrope and left o
the restart alien,

MNow all that remains is 1o kill the end
baddy. That's rathar sasier said, I'm afraid,
than done.So | wish you the very bast of
luck with it
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Grab your socks, pack your gear and lock and load,
people, because this is Commander Cameron with
the big one, a bumper slaughter-fest from Mission 18
to the very end, non stop, so hang on, troopers.
Thanks to Andy Roberts from Bridgend for his oh-so-
helpful tips, and also to that guy who kept phoning
me up about mission 20. He told me about the end of
mission 18 and hey, here it is...

M|SS|ON 1 3 killed, it's best to press ESC and try again

Phase S5 Head straight up to the building at tha top (1)

Clamber into the jeep and try and lure the tanks down o and position the troops 1o the right side. Split Mlss ION 20. 2
the bottom of the screen. Once they're there, zoom up 1o off two men and head rght to the pila of junk

the top left hand comer and park outside the first troop (2), whare you'll come under fire from a jeep. JLTILIY

door. Blast the door to the right of that one, and take out The idea’s to run towands the junk, lob a

the blast door that's inside. And what's the little fella grenade over to the other side and then

hiding behind? It's a missile firing helicoptar. Your scoot off quickly, otharwise the jeep either

problems are over shools you, of jumps over the junk and

flatiens you

Head these two guys down o the wall
Ml SSlON l 9 (3) and avoid the grenades raining down
You need three men to finish this mission, so if any gat from the chopper. After a bit, iVl get bored of
frying to kill you and head
down to (4) whera i1l land,
Hug the right side of the 4 A T Tyt B 0
screan fo avoid the tumret, 1 1 s e

78

£ o
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MISSION 20.1

hi




and rocket the sucker, then go back
to the wall and stand on the white
pad in front of the door.

Swilch 1o the other blokes, split
ona off and leava him on the othar
white pad, then go o (5) via the
buikding in the middle. Once again,
you'll have to avold fire from tha
turrets, bul when you stand on the
final pad, it'll glow red and the
halicopter will fly over to you. Get
in. Kill evanyons.

MISSION 20
Phase 1

There's only a few huts and a
couple of bunkers to take out, so
this one's a doddle. There's a tank
(1) which helps you take out the
turrat (2) and also a power up thal
gives you 50 rockets (3), 50 once
you've blown up the hut near the
start, I'd hide most of your guys
near there and use just ona to
finish the mission like the gosh
damed haro he most cartainly is.

Phase 2

Another tank level, so hide your guys up the side of the
house and put only one in the lank. ALWAYS KEEP
MOVING in your tank by clicking on a distant point, which
not only gets you up to full spead, bul also leavaes you free
1o blast the enamy. Thera's quile a few tanks and turrats
hiding around the buildings, so take them out first before
blasting the buildings, but since everything's tightly
packed, make sura you've got a direct line of fire,
otherwise you'll end up blowing yourself up.

Once the village is cleaned up, swilch 10 the infantry
to granade the cottage surmounded by a hedge (1) and
then head down the river bank to take out the huts on
gither side of the river (2)

Phase 3

Put one guy in the helicopter and take off immediataly
Bomb the hut (1) and then head up to the island (2) and
hang around until tha anemy chopper lands. Biow this up
and then land and transfer o the tank (3), Leave tha
hostage in his field, but clear a path for him by destroying
the barncades and all the enemy. The best way of taking
out the turret near his housa (4) is to go into the fisld naar
thi hut (1) and sheoting it across the water. Once
everyone's dead, let the farmer out of his field and ‘stay
orf his lamd’ until he staggers back 1o his house.

Phase 4

Jump one guy In the jeep and head down o the
turret (1), pausing only 1o flatten the rocket
launcher nearby. First blast the enamy turmet on
the far bank, and then the bunker, then collect
the team and head over to the chopper (2). Tha
hardest thing on this level's actually finding all
the siragglers, because as soon as you get
girboma, they sensibly cower in the dirt and
whimper, which makes them terribly difficult to
distinguish from bushes. Better just shoot at
everything, eh?

MISSION 21

Phase 1

There's really no getling away from the fact that
this level’s a cast iron bitch. First of all, go night to
AVOID THE MINE at the baginning, and then
just do one thing — keep finng. Keep liring and
KEEP MOVING, two things, or you won't get to
the turrat. Just keep firing, keep moving and
cover all the doors whila you gat 1o the turral,
and then don't blow yoursedf up by finng 100
close. Which is threa things, | supposa. Possibly
evan four.

MISSION 22

Phase 1

Switch 1o rockets, blast the turret directly
opposite you and then get in the chopper, Kill
everything. Rescue the hostages. You really
don't need any help on this one.

Phase 2

You need to nail the helicopter when it's on the
ground, so if it takes oHf, press ESC and try
again. Belore you move, switch to rockets 1o lake
out the fence, and then move a bit closer and rodl
a grenade under the chopper's skids. If you stay
behind the bullding, the rocket launcher usually
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lets fly, takes out the bullding and than
gets killed by the door, 5o use your
remaining grenade on the hut (1) and then
pick up the grenades in tha top comar.

Incoming fira's pretty imMensa, so kill
everyona before moving forwards to a new
position and firing again. You've got to
work down the right side of the screan, but
ignore the lempling extra granades naar
the bunker (2) and BEWARE THE MINE
nearby, which you need to shoot before
you get too near,

If you go down the right, you can get
to the power ups in the comer (3) and
finish the level. If you try and go down the
middle 1o get (o the turret, you'll discover
that the enemy turret fires homing missiles
I's your choice.

Phase 3

You've got to beat the enemy jeep to the
other end of the screen, otherwise it
flatten a civilian, o get in the jeep, 2oom
along a bit and get out to grenade the first
fence. You can jump the second fence by
hitting the large rock at full speed (1) and
then use up your last two bombs 1o blast

the final fence, Then just park up near tha turrat, hop out
and = Boom!

Phase 4
If you maks it to the helicopter, you'll live, if you don't,
you'll die. It really is that simple

MISSION 23

Phase 1

The only way you're ever going o get 1o the turret (1) is
by avoiding the enemy troops, who are particulardy mean
on this level. Take the long route to the furet by gaing
round the trees (2) and then hop in, blast the bunker and
also the barricade (3). Thera's a halicopler (4) which you
can use o taunt the tanks in the next field. Hopefully,
they'll kill each othar, bul @ven if they just off a few sheap,
it's still good for a lawgh. Fly over to the tank (5) and take
out the remaining bad guys to finish off

Phase 2

Head left to the next island (1) and clear everyone off it.
Send one man to jump info the turret (2), blast the enemy
and leap out again bafore the ratuming fire hits homea,
Grab the chopper (3) and then just take out the remaining
turret and bunker (4) and the enamy chopper whean it
lands (5).



MISSION 24.2
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The first heficopter's unarmed and
guardad by a rockal launcher. Use it to gelt
1o the second halicopter, which is similarly
defended. Getin it. Kill everyone.

Phase 5

BEWARE THE MINES!!! Tha island's full
of them, and thera's also one of those
nasty spiky things as well. Head right, than
split one guy off to grab the chopper (1)
Whoash over 10 the bottom comar (2)
whare you shoubd be able lo calch the two
enemy choppers on the deck. Beast them,
then both the turrets (3) to finish the level.
If ona of tha choppers gels airbome, crash
into it. Your pilot will get kilied of course,
bat hey, Ihis is mission 23.

Phase 2

Although there are three helicopters in
this level, only (1) has rockets, so
assuming you survive the initial
firefight, it's a simple walk up to it
Waich your back, and throw grenades
over walls 1o take out any oppasition
before you mest it face 1o face. Then
blow everything up

Phase 3

Put ona man in tha chopper, but keap
all the grenades with the rest of the
team. Send the team as far lorward as
you can, then take the chopper up the
gcreen. Tha mines (1) delonate as
500N as you fly over them, and if
you're lucky, ona of the anamy will lob
a grenade at you and blast ona or both
of the doors. Otherwise, bring up the
taam and grenade the doors from the
rocky outcrop (2), and finish off any
survivors by landing the chopper on them,

Phase 4

Rumn up 1o the lop comer (1) and put one
man in tha chopper. Now if you can
manage it, the idea’s to take out the four
turrats (2) in one pass, bacausa if you fail,
they'll launch homing missiles that plague
yiou for the rest of this phase, Assuming
you've got a couple of these blighters on
your tall, then the helpiul hint KEEP
MOVING applies mora than ever, 5o biast
the computer until the dome's destroyed
{3), all the doors, consolas and predty
much everything in graceful fly-bys. The
anamy helicopters land in the comers (4)
50 why nol pop by occasionally to see if

thay've landed?

MISSION 24
Phase 1

Put one man in the tank (1)
in thi chopper and just trail it around wntil and then take out all eight

it lands. Then bomb it turrats, Ramambar to KEEP
MOVING, Killing the dossers
is optional on 1his level

MISSION 24.3

Phase 3

Swilch to rockels and take oul the two
enemy choppers (1) before they take off. If
you miss one, BEWARE THE SHEEP, get
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Phase 5
Where as the homing missiles were a bitofa
drag in the last phase, they're a disaster in
this ona, so if your chopper picks one up,
prass ESC and iry again. Cross the water and
sand one man to gat the jeap (1) then race
past the two turrets and jump into the
halicopter (2). Blast the turrets, then sneak
down the screen unlil you can just sea the
niexd turred, fire off some shots and back off.
You need to do this for every turret, but each
time you back ofi, you can take out the door

. Onea you've taken out
the remaining four turrets, paste the area with
rockats and than pick up the leadar (4), You
can't miss him, he's the one with the flashing
red light on his head. Fly him back to the tent
te finish the penultimale level of tha gama.

Phase 6
This is it, and to mark it as somathing special,
there's no map, enly a ‘Time to Die' counter

b about four minutes to finish this,
otherwise bombs go off everywhere and kill
you, 50 you have to try and do several tasks
at tha sama tima.

Start off by lobbing grenades at the first

333333 J’i *'.'; T‘*:!

sot of blast doors (1), then go down the
ladders and head left. As the team passes the
next set of ladders, split one man off and give
him all the explosives. Ha's got to blast his
way round to the pressure pad (2), but make
sure that you use up all his grenades before
you leave him, otharwise ha lands 1o kill
himseif.

While you'raé doing this, move the rest of
the team 1o the middle and split tham. Send
two as far down as you can, and send the
other two straight up, but keep to the right. As
s00n as the enamy turret (3) opens up on you
and blows itself up, head back down and go
right. Climb the laddar, gat in tha turrat (4),
blast the other turret, kill evenything and then
stand them on the next pad (5).

Which leaves the team al the botiom.
Swim them over to the ladder, but stop at the
bottom rung and fire upwards, as the ladder's
mined. When you get this lot to the final pad,
il gow red (6) and both your helicopter and
the enamy one will comea over to you. You've
now probably got only about 15 seconds fo
blow up all the doors and kill the remaining
soldiers whila tha anamy choppar fires haat
seaking missiles at you. If you manage,

you've finished the level and waon
tha gama. Hoorah|

All of which will probably laava
you feeling a bit drained and
amply. With your combal servica
over, thera's nothing more for you
to do other than go home, get fat
and bora your kids with dull war
storias. There's always the
possibility of Cannan Fodder 2 of
coursa, but | don't know how likely
that is, or you could go back and
do it all again. What's the biggest
body count you can rack up for
ona soldier? How far can you gel
Jools through the game, and

whal's your favourite level? Can
you complele every lavel using
only one man? If you can, don't
hesitate to not write in and tell ma.
If these ara tha first Lanmn
Fodder tips you've read and you're
desperate to get hold of all the rest
thay'ra in issuas 35 through to this
one and can easily ba ordered on
page 74.
& COMMANDER CAMERON

This magazine

has been voted

Magazine of the year

by people working

in the games industry

Don’t you
want to

know why?

I
i Magazine
of the year

Issue nine onsale at
selected newsagents now
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MORE EFFIOENT THAN SOLAR
FANELS. GENERATES LML DAY. OR

K costs three times as mach as a regular :

generator, But it's worth it, honest. asteroid. Usedul names like *Homa Base

or ‘Mostly Dragonium’ (depending on

which mineral is most abundant) will

BNcourage you o use your memory to
amathing like hall capacity.

Right behind the ranaming function
the reésource ican etc ate. If executed should be the assigning of asteroids to

efficiently, m ne time should be

AMIGA POWER

Ly f
——AETFRNG A= TEROID-...

oLl NAME- AST-LC-651

NEWL NAME: HOME BFRSER

Choose nice casy names 1o reme mb-;,;
one's that'll reflect the nature of the
colonised asteroid.

O Bz

eft mouse button.,
te themselves an
and work thedr
waly up until they
fill thaat side. From

L right
on and work
thiir way
] d thi
IV's pretty much
down 1o
personal choice
whara you
place them, bul
absolutely

spent doing thin thar than constantly
searching for an icon buried under two or
three ICon manus

Renaming of aslercids
This is a kot more
important than you think As
800N a8 you've colonised
more than three asteroids,
ing to forget what
r function you had in
ham. To avold this,
ename them. Click
on the CPU and you'll see
threa litthe icons to the right of
the pop-up panel. Click on the
top one and you'll be given the
option of renaming that

{ QUCK SELECTION ] o

FANCTION KEYS

F1 HOIME BFSE
F2 === MNNE ---
F3 NoNE  =--
My TonC

o nonc

) none

Fr nane

F3 none

F9 none

Flo none

k

the function keys. This lets you jump to
olonised or uncolonis
faster than a slow wink. Think again about

enmpm COST = 75000

i FINKEY = I

TS MULTI-HEADED DRILL
BIT WILL DOUBLE THE BUTPLI
OF ALL YOUR FOIMES. EOTH
EXISTING AHE FUTLEE.

Frobably one of the most
cisential purchases from the
Sci-Tek catalogue.

LI Ik tHl:t-:




SCOUTSHP

Don't bother arming your scouts.
They're crap in fights anyway and it

LElixIH

ARMOUR:

Lo L Ll LS ol

how you ranamea your aslarcdds as wall
Put in the: function key that it' s been
assigned lo eg "MosltiyDrag F3', for exira
help. This helps whan you're in the
asterokd map screan

4 Tha lollowing procedurs will become
routing as you start to build up your
asteroids; build power supplies first, the
BMw variaty. Follow that with deep bore
mines and normal mines. Fill in with a
radiation filter, hydroponics, food plants,
alr supply generators and ore stores, Dont
bolhar with environment contral or powar
slores al the moment until you know for
sure that you can afford them,

As soon as you've taken care of the

essantials, build a hangar, a weapons
factory and a command centre. These are
essential if you wanl to build scoutships
and fighting ships. Tha command centra
lets you builld a spacedock; eventually
Spacedocks lat you build the bigger
spaceships like Transporiers, Terminators
and Fieat Battiaships.

Introduce yoursalf 1o the Sci-Tak

blueprints screen, Set aside 130,000
credits and buy the ordinary mine and
deap bora bluaprints, This doublas your
output from these type of mines and soon
pays for itsell

Considering that there is an unknown

enemy oul there, it makes Sacuncor
sansa to try and find out where he is
as $00n as possible
Build as many scouts as
you can afford. Don't
bolhar gaing to the
trouble and expensa of
arming them. The Emypire
tends to sand you a fleat
of belter equipped ships
anyway

Koap chacking the

routing stulf such as
ming production, power
output efc. As soon as any
scouts have been built,
gand tham oul ino the

COST:

A lantastic devic
eificaciousness. i you

these, you d&

SHEED:
BULD THIE:
ORE NEEDED:

SELE UM
CRYSTAUTE
+ [

1

A0

0) =

HOME BRSE

SELENIUM
ASTEROS
%

e

el ENINT
STERDS

ARIM
E‘_p'-{ ST ﬁi_”E
CUAZINC
BY TR
*;:DRE]_LHJm
ORAGONIUM
TRAGILIM
NEXDS

furthest reaches of space o explore. If
they come across any astaraids in the
interim, they fly back and report the find
Note if they reached the initial destination
you set for them. If not, send them out 1o
explore the same area again

By now, you'll have discoverad

several asteroids. Survey them as
500N as possible to see if they have any
useful or essential ores. Dont colonise the
first asterolds you discover straight away,
unless they are particularty rich.
Colonisation is a costly and time
consuming process, so somatimes it's
best 1o wait

1 Asterokds with Traxdum and Nexos
on them are always worth mining
due io the large

G’m AMPLIFIER

CERTRE CoiL

« of amazing
miss oul on

seruc 1o be called d ;

amounts of revenue you can eam through
exploiting them. Of course, you nead the
formidable sounding Seismic Penetrator to
mine either of these ores. Purchasa the
blueprinis from Sci-Tak.

1 By this time, you'll have become a

let mare familiar with the game
mechanics and requireamants. Monay
saving gizmos such as power amplifiers,
rapair and conslruction drokds, accurata
missile targeting etc.

1 And by now, you'll ba itching to
gives the enamy a good hiding. Set

Discipling yoursel with ~
regular chiecks on the boring
routine stuff. It makes sense.

up a couple of fleets, Arm ona of them
with chaos bombs, static inducers and
heavy shields. Assemble the other fleet
as an atiack fleet for space combal. This
ensures that your bombars should be
redatively undisturbed as they reduce
the enemy’s buildings lo space dust. As
you dispatch the fleets, fire off a whaole
load of cheap missiles at the target
asteroid. This should solten the
asteroid up a bit and make it that bit
easier to dastroy

That's it than, If you follow these
guidalines, you'll find that tha first
enemy is very easy 1o despatch. After
fhat you're on your own
I've been wamed by Steve F nol 1o
finish these tips by saying oo much
about Kilmamock's dismal treatment
al tha hands of blind, stupid and
inconsistent referee Las Mottram. So 1l
nol do that, Only thing is, what can | say
other than gel yoursell a new guide dog
Las. Your oid one isn't working.

Vortex mines and Chaos Bombs

NONEY = 16165E
ES THE CAPRBILITY TO

FXT
TRR
hHI
CHMNOT EXTRACT.

MODIFT
FUTURE

AND EXTRRCT THE
¥ URI NRm F
AND NEXOS OFES.
H EXISTING MINES

You can leok lorward to loads of money
coming in when you've got one of these up
and running.
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Droid messing you about? Fear not,

We don't like to spoil things too much here at AP. Way back

in issue 33, Commander Cam stated that you should stay ==
away from Steel Sky game solutions in the same manner you gp"
would avoid the plot of a movie. So far, we've respected his
wishes; not any longer though. This issue sees the first @
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instalment towards the complete solution.

1 You star at the head of a sel of stairs
and overhaar a securty man having a
conversation with old Hobbins the
maintenance man. Listen 1o what's baing
said and walkk over 1o the left. Pull off the
rung an the far left and use it to open the
door on the right. This créalas anough
noise lo attract the unwealcoma attention of
the securty guard. Belore he has time 10
reach you, walk over o the door on the
right and force it open with the rung. The
nexd sequance of events pratty much get
laken care of for you

2Gc back down ihe stairs and through
the axit to the righl. You'll see a pile of
old junk. Stick your circuit board into this

Go back lo the room with the lift E"

in it Inspect the transporter droid
and then go and talk to Hobbins. As
500N As you've wangled out of him ¥
what's actually up with the droid, ask "gg
Joey lo fir it. The transporier drosd = =
will now go about its business. Wait
far it to come back. It will load a drum on
the lft. When this happens, jump down the
hole. After a small wail, Joey will follow
you, Ask him to open the door, No soonar
is the door opened, than you ara
confronted by Reich. Miraculousty, he will
be killed by sparks or something shoating
oul from the furnace. Search his foul
corpse and pockel his possessions,

greaser of a bloke comes along. This guy
is Lamb, a sell promoted supemarkel
manager type. Tedl him you'ra security and
take the exit lo the right. This s anather
part of the tactory amazingly enough

Time for a bit of well eamed
vandalism now, Take the spanner you

nicked from Hobbins and pult it into the
axposad cogs in the machine, The
maching stops working almast
immediately. If you put the cursor back
over the cogs, it should now read
“damaged cogs”. Take the spanner back
out and head left. Locate the droid al the

pile. Miraculously, one of the pieces in the Fram hara, go right and right =

pile comes alive. That's Joey the smartass again. Al this location there

wise-cracking Droid that is. Have a chal should ba an axit into another e
with Joay, it helps il in the storyline and building. This is the factory. Chat r

adds to the almosphare

Now gtand on the

lift. This sals off an
alarm that alers
Hobbens. As soon as
he come through 1o
see what all the
s aboul, go through
the exit to the right
The next bit is time
crucial, Quickly locate
and open the
cupboard. Grab the
spanner inside the
cupboard, you're going
i usa it later

with the woman there. her name
i5 Anna. Wait until a big fa
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furthest left location of the factory. Use the
spanner on it and then ask Joay if he
wants a new shell. Of course, he does.
You're now in possession of & cooler
looking less embarrassing to be with droid.

Try walking through the top left doar

that leads to the storeroom, You will
ba refused antry. Ask Joay to checkout the
storeroom, When he comes back, ask him
to disable tha fusa box ha reports baing
there. As s00n as he gels back, walk inlo
tha storaroom yourself. Push the gangway
over and pick up the piece of putty you'll

find undameath il. Show this Putty to Joay,

he'll tell you thal it's plastic explosive.

Timea to leave tha factory. Go along

the walkway until you reach the
building at the far left. This is the
steamroom. Once inside, use the spanner
an bath of the buttons on the bollor, Ask
Joay to press the button on the left,
simultaneously press the button on the

right. The old man will complain and leave.

When he leaves, pull the switch on the
dash on the left. Remove the lightoulb and
put the plastic explosive in the socket. Pull
the switch again. A door on the bottom of
the panel should open and reveal two
mare switches, Pull the one on the right
down. Bacause that's the one you want
that is.

BEENEATH A STEEL SKY

Leave the sleam room and

go into the lift near the
factory. You'll nead 1o use
Reich's ID card to do this, Once
out of the (i, walk to the laft
and then go through the doorway on the
top right. Use Reich's card on the left siot
and enter tha room. Pick up the pillow on
the bed and pockel the magazine there.
Traved to the right now, past the |ift you
came out of, until you happen across
Travelco. Cover all conversational options
while chatting to the man. He will swap a
tour for the magazine. Go back to Reich's
apartmenl and wait until Lamb arrives.
Chat with him. When he mentions going
away, hand him the ticket. Head
back to tha factory via the lift and
have another yap with Lamb. He
takes you on a tour of the factory
but leaves abruptly. After ha's laft,
talk to Anita again. When she asks
for your ID card, hand her Reich's.
Chat with har axhaustivaly.

Leave the factory and jack in fo

the LINC terminal. Sedect 2, 1,1
and then 2; in that order. Jack off
and wail for Lamb. Chat with him
again and wait for him to authorise
your entry to his flat. Before going
down 1o Lamb's flal, locate the
cable to the right of the screen

COMPLETE CONTROL

you're on now. Ask Joay lo cut it. Travel
down in the lift and pick up the cable then
head for Lamb's pad

Use Reich's card in the siot, Use
1 the maching on tha right 1o feed
the cat. Pick up the video and pocket i
Leave the area now and iravel along the
walkway 1o the far left and anter the
building marked ‘Burke's Bio Surgary’,
Chat with the hologram. Get Joey to
parsuade tha hobogram to et you thraugh
the door on the lefl. Go through and chat
with burke. Offer him your testicles (really)
and he'll give you a Schreibmann Port
Again, exhaust all of the conversational
possibilities with Burke.

‘Al Loave the surgery and fravel o
1 the far right and enter the building
next to Travelco. Examine the statue, then
have anothar of those exhaustive chats
with the man behind the desk. Enquire
about a Special Policy and tell him that
Burka senl you, Whan ha leaves, ask Joay
to weld the anchor off of the statue. Pick
up the anchor and go back 1o the lop level
again. Head for the steam room and go
through the
- door 1o the
ﬁfn?%’ right. Hurrah,
G e Ik At you're back
" atthe
starting
position and
you're also at
the and of
the ips
Jack-in naxt
manth,
where we'll
complele the
rest ol Sieal
Sky befora it
gels rusty.
Sormy
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THE LAST RESORT

'IN A MUCKLE?

1994
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AMIGA POWER

Then you need...

RESORT

with Rich Pelley

Time again to let Rich Pelley detatch your clothes, run you a bath, splash in
some Matey and soothe your gameplaying aches and pains away.

“FATE - GATES OF DAWN, the

third level of the catacombs
beneath the city of Larvin. | am

“unable to follow the path through

the catacombs to the Royal Palace
any further than the series of rooms
teleported to by the Travel
Chamber. In these room my eyes
have spotted a note advising to 'dig
immediately in the right place’ and a
switch which activates one of the
two inactive teleport points. The
then active leleporter gives access
to a secret room which appears,
annoyingly, to be empty. There is
also a crystal containing spinning
stars embedded in one wall which
seems to be of about as much use
as the other crystals | have found, e
none whatsoever, Are they just
markers, or do they possess some
higher function?"
Adrian Dully, Deeside

“Do you or any of your readers

{Not me - Rich) have any idea
.on how to get going on LEISURE
SUIT LARRY 27 | can’t get any
further than finding a dollar, buying
a lottery ticket and then attempting
to buy some soda and getting shot
because | can't afford it!
Steve Sedgely, Eastbourne

Hello all you cosmic love thangs, Rich Pelley of Tipadelica here
ready to funk away all your gaming blues with the aid of my

G “On BATTLE HAWKS 19421
am having major problems
with the first Midway mission for the
Japanese. Although | can normally
save one carrier (and sometimes
even two) the third is always
destroyed by American
divebombers. Is there a way to fly
this mission so that all three can be
saved?"”

Stuart Nibble Har... ([Noooooh! -
Ed), Sheffield

“With reference to METAL

MUTANT and the Case Closed
In Issue 36. | am told to deal with the
rombie on the second lavel, leave
the first gate closed and open the
second. Wall, the second is already
open. This in itself doesn't cause
any problems, but what is rather
more distressing is that it goes on
te say that back on level one |
should ignore the first gate and
open the second, and every time |
open the second | blow up.”
Paul Denny, Herts

“You wanna help an extremely

thick person? I'm stuck on
level 22 of PUSHOVER and | don't
want to simply be given a code for
level 23 (It's 14342, aciually. - Rich)

cohort of top, tipping lovers from around the globe. So stay fly,
keep funking and be seriously cool to each other, y'hear?

because | wish to play the whole
game right through when | get
bored of my Maths and French
homework."

Lisa Edwards, East Sussex

o “l am having trouble with the
Iast level of BLACK CRYPT.
I've tried everything to kill Estoroth,
but he just keeps on coming. I've
spent about four hours just
immobilizing the git - hacking
registers hits but has no overall
effect.”

Lumpy Platt, Cheshire

“E.O.T.B. 2 Lev. 2. On the bit

where you can’t rest your
party, there are two doors | can't
open. One is situated where there
are nine pressure pads - I've put
everything on them but nothing
happens. (We've done that one
before. Put things on them in a
cross shape. —= Rich). The other door
requires a purple key - and | seem
to have used the only one | could
find to open a door a minute ago.

I'm even still stuck on the

original E.O.T.B. where there are
spiders on the door. Where is the
throne?"
E. Unsworth, Huddersfield

“DUNE 2. Level 7. | need to
know specifically how to build
more than one ornithopter on that
particular level.”
lan Cawley, No fixed abode

“Is there a cheat for
LIONHEART? I've been
following your solution in issues 27
and 28, but I'm still finding things a
bit hard."”
Jez Chin, Humberside

“Please can you help me on

LEGEND OF VALOUR, Men-At-
Arms quest four. | have killed the
Bear on the Moon Day, the Troll on
Woden's Day and the Minotaur on
Freya's Day respectively. Part of the
mission is to take your Victory
Laurels to the Guild but | can't find
them. Er, so where are they?"
Tempest Allchome, Kent

“Ever heard of a game called

WHERE SLEEPING GODS LIE?
{Actually, | reviewed it once. - Rich)
How do you get off level one?
(Except | didn't get that far. - Rich)
The hermit has told me to get to the
stone gate, where the magic tree
informs me that | will be transported
to Sylvar, But nothing happens.”
Phil Ducker, Bedfordshire

ny problems? You know where

to get the answers by now. Just
send 'em in and let Uncle Rich take
care of them.



Paul Miel of Lossiemouth's

Amiga will be jumping for joy
when Paul reads where he has to go
next.

“So you're stuck in the

Crughon prison, are you? And
you've used the key to open the air
duct? Well, next you need to use the
glass vial (from the glass case in the
passage in the monastery), on the
duct, followed by the newspaper. Be
quick with the last one, though, or
you'll gas yourself (along with
everyone else on the shipl).”
Stephen Lindsay, Aberdeen

| LI ER ]

Hh'grs O’Cain knew, from

previous Last Resort
experience, that the third horn was
in a niche near the stairs leading to
level 5, but was having troubles
actually laying his hands on it.

“Go down the stairs and on the

first square next to the stairs
turn and face the wall to the right; a
very small square should protrude
towards you. And if you click on it,
the niche and the third horn will be
revealed.”
Ramy Wurgaft, Herts

IPACE QUEST IV
Painlck Gratt of Malta got shot
every time he went down the

stairs. Why? he'd like to know.

INNOCENT UNTIL
CAUGHT

“I have obtained the bag full of

half-credit coing and given the can
of newt bru to the tramp, but othe
am failing. My inventory reads: tax bill,
passport, bag of half-credit coins,
newspaper, length of hosepipe, oil can,
jar, cane, bottle of purfume, bubble gum
wrapper and an egg. | presume | have
to find some coins to pay for a drink so
please could you tell me how 1o do this."
Alex Weir, Kent

Tr‘r_ quy at [hE l:l-ar whu mentions

you 1o claim the camera from the
pawnbrokers. Re-charge it from the
socket by the burger van and use on the
tramp. You will now be able to help
yoursell to the change in his hat, and
buy yourself that drink

FRONTIER
Did you know that it is possible to
ve Elite status in around five
‘ool up a ship with a Mining
40 tonnes of fuel,
head for Mars Height (which is orbiting

A “¥isit the small robot on the
planet with the huge robot
behind the store, and kill the small
robot inside. Take his invisibility
belt but refrain from its usage until
you reach the stairs; this way you
should have just enough energy to
get you past the guards. Once
inside you will need to swipe the
overalls from the closet, burn all the
trash in the office area, steal an ID
card and use the colour
photocopier. I'm deliberately not
being too specific here so as not to
deny you the joy of figuring it out
yourself. Save frequently - once
inside you'll be ripping your hair out
with frustration.”
Joseph Kroopa, Arizona, USA
Back in issue 31 Robert Penn
Q of High Wycombe was stuck.
Basically.

“After finding the dead body,

wait outside for two dudes to
attack you. Fight them and win, then
search them and hey! 25 deeds are
yours."
Darren Murphy, Little Multon

i l_ :" Y |' k :;.

An anonymous reader

requested some codes or a
cheat. We gave him (or her)
(although I'm willing to bet it's a he)
the cheat last issue, but in case that
wasn't up to scratch, and our

the planet) in the Sol system, re-fuel,
launch and head directly for Phobos
Halt on manual once In firing range and
\fnu should notice that what looks like

; oid is staring you straight in the
face - so don't waste any time in firing
your Mining Laser and immaediataly
speeding up time to maximum. Within a
few seconds to you receive am

‘Right on, Commander’, whic!

cue to continue (until you reach Elite)
before returning to Mars to finish the
job.”

Terence Ferguson, Swindon

A Actually, | didn't.

MORTAL KOMBAT
“Are there any cheats?"

Mark Coles, Oxtord

What, apart from all those we
printed in issué 36

alphabet up to U four time:

oplion screen.

SUPERFROG

Q ‘Codes?"

reader's a particularly finnicky type,
here are the codes.

“DAY OF RECKONING for

Paris.
THE SLYTHER for New York.
TRICOLOUR COFFEE SHOP for
Tokyo.
D5 GAMMA Z ALPHA for Skaro.”
Nicholas Mooney, Kent
0 | was mthar surpﬂsad when |

received a letter from
Catherine Jones of Tyldesley two
months ago explaining how
although she could get all the way
through level one in some computer
game called ARABIAN KNIGHTS,
she couldn't find the key for the last
door. Then | remembered that | host
an Amiga game-snag problem page,
and suddenly it didn’t seem so
weird after all,

“You need to use the lock pins

that the prisoner hands over
when you free him. If you don't
know how to free him, pay the snake
charmer for his snake and then in
turn use this to wind him down.”
Mikki Russell, Dudley

“Also: Type in SIMECHN on the
title screen to activate TAB as
a level-skipper or keep the left
Amiga button pressed for
invincibility.”
Paul Rossiter, Bristol

Samuel McConnell, Co. Down

083152, 3

HE:'I 122, 017632, 398112,

DESERT STRIKE
“Cheat?”

Anastasia Gibson, Lancashire

A BOQOQAEZ
CHAOS ENGINE

Q “Co.. 7

HHGGFFDDCCE,
HKNHHGGFFDDCC

PREMIEHE

Q ‘C

Jonathan Hopper, Malborough

COMPLETE CONTROL

Talking CANNON FODDER

here, for a minute. Cam
mentioned in part two of his play
guide that the method he employed
to complete Mish 12.6 seemed
awfully hard. However, knowing
what a bunch of philanthropists the
readers of the Last Resort are, | was
sure someone else would come up
with a better way. And indeed they
have.

A “I have actually managed to
complete this level without
using the chopper or pressure pads,
and with only one man. Using the
diagrams you gave as reference,
start as you did, head east to bunker
1 and destroy the gun on top. Now
go Southeast to 2 and destroy the
enemy chopper before it takes off.
Head anticlockwise taking out the
enemy guns, run to your own gun
on top of the factory and take out
the factory door. It's that easy! Make
sure that the man you send has all
the rockets, though, and you should
be through it before you can say
“Tankie, tankia".

David Ashby, Kent

“And another thing. On

mission 12.4 | have noticed
two snowmen in the top right hand
corner, a thin and a fat one, and if
you walk up to and stand next to the
fat ane, you become invincible for
the remains of the phase. Cam
didn't mention that, either.”
Andrew Marsden, Cheshire

AMIGA POW |:'!
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STARTING THIS MONTH:?

THE

SENSIBLE GOLF

kay, s0 goll's gol ils strong
points. 1t gets you out into the
{rash air, It givas vou the
..|‘:;||__.|-',|_|'||'_'_' ba m
{even if they're generally &
dressed rather oddly) :
ound in those edectnc car things. And It's
been responsible for some cracking
! ke PGA Tour, MicroProse Golf
irvks = thal always
ore fun than y

avan if, for axamp

furn Ut o be
| WeEmnz exp

25

U delast godl
Q
all ihe Amiga's existing golf

7 8 SCEnary
& 10 updata
on the other hand
rnead-vigw gameas
things like Camion Fodder and Sensible
Soccer, An nsistency?
Mat al all. As you'll be able to see fram the

avary libra of your ba

Ba

aftén taking a

Sensible Softw

ribly long te

rreconcilable ing

piclures Sensible have mocked up lor us,
golf lends itself ralthar neatly to a bird's-
aye perspeclive, making you wonder
whathar avary athar softwarng Company
tha wrong trea

ever has been barking

So it's going to be just Cannon
Fodder withoul the guns, then? Mol al all
Sensible are bravely NCOrporating

tons like ‘puthing’. And there
zillions of frames of animation detailing
evenyhing d lo the gollers laking clubs

oul of their ¢
Wl anywa)
g1 as our brand new Diary ol a Game
var the coming months. We're
his month

E ._"Tl'n'. Sille

recksacks

v, all this will bacome

rgim (Mirgin waill be
And then we'll ba
embar of Sensible o

ublishing the g
getting a differa
write the Diary &
being kepl up to
gething akong, yo

praity :_:C‘I:Z-Z| aa

h month, so as wall as
ate with how the game's
should be able o get i
hat these software

developer types get up to

MAKING OF

Golf. Honestly, it’s a terrible sport. Yet Sensible Software
are adamant that their adpatation of it will be the best
game out this year. And, y’know, we’re inclined to believe
them. So much so, in fact, that from now until the game’s
release in the autumn, we’ll be following its progress from
drawing board to disk duplicating plant.

SENSIBLE SOFTOGRAPHY

What heroes, eh? Sensible Software, we mean. Just check
out this catalogue of top smash hit titles. (We're half
inclined to go and work for them ourselves...)

MEGA-LO-MANIA
(APS 80%)

One of the most accessible, and
best, God-sims aver created,
Truly a gaming great. Mega-fo-
Mania 2 (right) was never
finished, bul would almost
certainly have been greal

CANNON FODDER

(AP32 94%)

The ultimale reaklife subslitiute, and just like having a
real war inside your Amiga. Completely greal

WIZKID

(AP15 91%)

A beguiling blend of puzziing, sEMNSIBLE SOCCER
shoating and generally (AP15 93%, v1.1 AP21 94%)
admiring how great it is.

Otficially the best Amiga game aver.




reatings, Amiga owners. My

name’s Pete, and I'd ike to

welcoma you all to Part 1 ol a

diary that'll follow the creation
of Sensible Software’s brand new sporis
game, Sensible Golf.

You've probably baecoma quite
familiar with Sensible from the Cannan
Fodder diary that appeared in AMIGA
POWER last year. So this ime round
we've decided to do things a little
differentty. Every month the diary will be
presented by one of the laam invelved in
producing the game, and as well as
keeping you up to dale with the game's
prograss thay'll ba giving you an insight
into just what their particular job involves.

Here's who you can look forward to
meeting over the months fo come:

JULIAN JAMESON

The Programmer

What a guy. Ha's just bought a Forsche
you Know. Anyway Jools (as he like 1o be
known) smokes too much, drinks too
much, comes from Newcastle and likes to
work in the most disgusting office in the
Sansible building (which he shares with
wild-haired artist John Lilly). On the down
side, he works far too hard and doasn't get
paid enough. (Happy now, Jools?) Julian's
impréssive programming résumé includas
Maga-lo-Mania (Mega Drive) and Cannan
Fodder (Amiga).

STOO CAMBRIDGE
The Artist

A well-known Elvis lookalike, Stoo is
almost the exact opposite of Jools. Sioo
doasn’l drink, doasn'l smoke, buys Ford
cars and comes from Essex, (And | hear
he's partial to white stillettos. Personally |
don't care whal he wears as long as he
does all the graphics.) Stoo shares his
office with Sansi-Soccer programmer
Chris Chapman and new leam member
Chris Denman. It's full of green plants to
increase the oxygen level and has a great
view out onto the office forecourt. Stoo's
ather projects include include Mega-fo-
Mania, Cannon Fodder and a new Amiga
Soccer game which | won't mention ‘cos it
isn't being publishad by Virgin,

JON HARE

The Designer

What can | say about Jon? Golfing freak
and industry veteran, with a track record of
products like Wizbal, MicroProse Soccer,
Wizkid, Mega-io-Mania, Sensible Soccer
and, of course, Cannon Foddar, Jon's
ultimate ambition is to cut a single and gat

Just a barely-perceptible fraction of the

-

[0y (A A e g R

g el i B

Ll
7
¥

oW oW o

DIARY

OF A GAME

SENSIBLE GOLF

BY SENSIBLE SOFTWARE
PART 1 - APRIL 1994

it into the Gallup Top 10. Oh yeah - ha
also desparately needs a haircut

MARTYN LUNN

The Project Manager

Martyn has the unenviable task of pushing
the rest of the team around and making
sure they do their work. (Unforfunately
he's also first in line for the flak from me
when things go wrong). Having spent quite
a whila In tha US, Martyn has picked up a
smooth transatiantic accent. OK, dude?

PETE THE
PRODUCER

The Producer

That's mel | have the ultimate
responaibility lor putting together and co-
ordinating all of the elemants that lead to
the completed game. That's a pretty vague
dascription of whal | do but I'll give a batter
description at the end of the project when |
get another chance lo put pen o paper.

much better view of the action, 5o you'll
have no axcuse for not knocking those
balls in.

So far, Julian has been working on a
map editcr which will let us take Stoo's
coursa graphics - which ara all made up
of small, 8 by 16 pixel blocks — and piece
them together like a jigsaw puzzla to
create the goll courses that you will
undoubtedly coma to know and love. This
map editor is a pretty large
accomplishmant in itsell - not only can
you create ‘maps’ with it (which, after all, is
its main function in life) but you can also
usa il fo lay down sprites and lest small
paris of the game.

Other pars of the map editor let

you change the physical makeup of
thé map blocks. For example, in
Cannon Fodder we had trees, two
differant depths of water, ice, hills,
huts efc. Each of the graphic blocks
which made up these things was
assigned a status that actually told
tha program what lo do if you
moved your team infa'overonto i,
In Golf, Jools has allowed much
more detail, 50, for example, we
can have up to eight different types

OK, down lo the game. As | write it's Apnil,
and the project has been running for a
couple of months. The game is being
designed to appaeal 1o much the sama
audience as Sensitde Soccer, with small
but detailed sprites and an overhead view.

There'll be four courses, each made
up of 18 holes. And, in order to out-do all
the golf games out there at the moment,
wa've decided that, rather than just baing
able 1o play a single round or small
tournamant, you'll ba able to travel around
her workd competing in an enlire season,
Bacausa we only have four basic courses
fo work from, Jooks will take those 72
holes and shuffle them around to create
the rest of the gaming world. This probably
makes Golf the biggest game Sensible
have ever done, (Boy, is this gonna need
some play-testing!)

One of the nicest touches in the
game will be a zoom mode, Yes! Big
spmtes and scaled backdrops will feature
prominently on the greans, giving you a

of water, each with a different depth
- 50 you could hit the ball into shallows
and the game will still ket you take the next
shot (you just get your feet watl).

Stoo has been busy doing Iots of tha
player graphics. Scatterad around this
page somewhera should be screenshots
of some of the mini golfers and also some
of the zoomed-in warsions, which should
give you an idea of the delail Sensible are
going into, Graphics only get a brial
mention in this month’s diary, bul their
imporanca to the game should not be
undereslimated.

Music, sound affects and speech
samples will be handled by the inimitabla
Richard Joseph. Ha's gol soma good
ideas, but the game's only al an earty
stage. We'll get some more details for you
next manth

I'll leave with a piece of good news
for all you hard drive owners: the game will
be hard drive installable!

Pete the Producer,
Virgin Interactive Software
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GUNSHIP 2000 CD32

'I"Irl'l' ttunning intre sequence
looks like this, only moving.

Game: Gunship 2000
Runs on: CD32
Publisher: MicroProse
Authors: Darrell Dennies,
James Day and Detmar
Peterke

Price: £29.99

Release: Out Now

“ h, looks extremely
dull to me,”
commented Stuart as
he paused to watch

the game before slinking off to one of
his numerous dental appoeintments, and
he was in a certain sense, completely
right. Gunship 2000 can look dull,
especially compared to cutesie
platform games, tedious shoot-'em-ups
and other so-called "entertainment.’
That's because the writers have taken
their time to bulld in playability and
realism rather than working on
amusing sprites that tap their toes and
wave at you. Also vector graphics
always look dull when static, because
they're made to be seen in motion.
What doesn't look at all dull in this

Flying-by-the-scat-of-your-
pants-style fun.

CD32 version of the Amiga game
{AP28, B5%) is the incredible intro
sequence, featuring a team of three
attack helicopters and skip-loads of
flashy rendered graphics, and
displayed in a small partion of its glory
here. However, a flashy intro doesn't
make a jot of difference to a game (look
at Microcosm), so I'll say a quick
thanks to MicroProse while at the same
time adding nothing to the end mark.

valleys as well as up into hills,
which lets you contour fly
your way to a target and
thus avoid ground fire,

It all runs
incredibly fast, so
much so thal the option
to reduce detall levels ©
seems a tad
superfiuous. Ground
details and exterior views
of your chopper are brilliant,
and once the missiles and cannon
fire start flying, it all looks rather fab
and groovy. There's a campaign
structure to the game, with your pilot
details being stored on the none-
volatile internal memaory, and i you
compare this to flight sims on other
consoles, you can see straight off that
it completely stufis the opposition.

Compare it to the standard Amiga
varsion though, and it's got bath plus
and minus points, The main reason |
marked the original down was that
tedious disk swapping really hacked
into my enjoyment of the game, but
obviously that Isn't a problem any

We're in familiar
flight sim territory hera,
even down to the tried
and tested method of
giving you a primary
and secondary mission
to complete. Randomly
placing the attack sites
on the terrain makes
full use of the
gorgeously crafted
landscapes and also
stops you getting bored
of endlessly flying the
same missions. Unlike
many flight sims, the
ground goes down into

T i e —

That mission pcreen. Being & screen. Where you get given, ar,
mizzions. And that sort of thing. Generally. Yes.

c56 Z0mmd SA-T9 S¢lf-Propeied A Gun

Accessing the map
scroan’s llmpl.

press pause twice, but
the menu options
reduce the usablity of the
exterior views 1o nil. In the
Amiga version, it took only
took a single key stroke to get a
external view or hitch a ride on an
outgoing missile. In this version,
you've got to fire a missile, then pause
the game, go down a menu to ‘view',
select ‘missile’ then exit to return to the
game, which is so faffy and intrusive it
sort of spoils the effect. Shamae, that.

® CAM WINSTANLEY

More super intre
graphics - aren’t
they good?

UPPERS
Options for
everything from

theatres of conflict to weapon loads
and helicopters. It's fast, it's smooth,
and the graphics are awesome.
Great sound, loads and loads of
missions and game life judged in

L years rathar than months.

—~,, DOWNERS You
® eMectively lose the external

views, which is sad but not

“warth crying about.
=

HE BOTTOM LINE

_r.n'nr Knights Of The §ky. thigls my
_second.fave flight sim, You can
“admirg the yiewsTn hovier mode find
theaction's densely packed and
cloge qu!nm; 50 you usually see

what you're shooting at. A 91

_tairly edsential buy for
your CD_§2 I'd.say.



INTERNATIONAL SOCCER

. :Is' €% and strips;
bt mot, tragically, siog the slow, crap oncs
: being show and crap. Wiy on earth not? |
L W R FANAE v e - -

Can it really be Sensible Soccer for under a tenner? Er...

Game: International Soccer
Runs on: A500, AG0O,
A1200

Publisher: Zeppelin
Authors: Dave Sowerby,
Kevin Shaw, David Taylor,
Stephen Dietz, Andy Rodger
Price: £9.99

Release: Out now

o you remember that bit in Top
Secret, where Nick's in the yard
of an Easl German prison,
about to be executed by firing
gquad for baing a cormuplive Westam
influence? The film culs to the miltary
headquarters, where a general is ordered
to give Nick a last-minute reprieve so he
can parform in his concan. Tha genaral
picks up the phone and dials the prison,

and the film cuts back to a close-up of tha
phone ringing in the prison yard, The
camera pans out and, as the finng squad
rase their nfles and take aim, we see a
litthe o lady with a zimmer frame
inching towards the phone, with
several hundred yards to go.
Well, at times, International
Soccer seams a little bit
like that.

Whichever team you
choose 1o play, it's made
up of fast players, medium-
speed players and slow
players, The fast players -
usually about two per side - race
about the pitch at about the same speed
as Sensible players. Meanwhile, the
madium spead players — again, you
usually get a couple of these — struggle to
keep up. And the slow players — the rest of
the team = honestly might as wall not ba

styles itself as a Sensible-syle passing
gama, and has a semi-sticky ball
accordingly, there isn't aclually any sort of
passing function, Of course, you can
always Kick the ball i the general
direction of anothar player, and
hope the game twigs and
givas you contral of him, but
there's no guaranieeing he
won'l tum oul to be a slow
player, in which case you'l
hava wasted your time, I &
fast player's got
poss@ssion, you're much
better off just sticking with :
him, and gatting him ta leg it -3
towards the goal, hoping he doesn’t (i
randomby ket go of the ball on the
way. I he does gel lackled, the chances
are it'll be by one of the computer's slow
players, who'll simply kick the ball a shon
distance away and leave you to ratriave i

playing skilts at all,)

Anyway, you get the idea. Neat,
Sensible-style graphics. An on-screen raf
and linesmen. A nice front-end with all the
oplions you'd expect, including loads of

leams and the facilities to create your own.

But otherwise an absolute mess.
® JONATHAN DAVIES

thera. You'll frequently find yoursel! in - 3 mMInor iInconvenience . -
situations where the fast and medium The lack of passing obviously makes UPPE“E‘ It looks |!"f“—' E
players are over on the other side of the kicking off a little tricky. Try to tap the ball @ Sensible Soccer, and it's got o
pitch, and the ball's siting unatiendedon 1o the player o your right and itll _~/ most of Sensible Soccer's B

the grass, with half a dozen slow players  avershoot by miles, allowing a computer options. Which in itself can’t be bad
convarging on it almost imperceplibly, ke player to swoop in and steal il, Instead, the for a tenner. But... E
snails arcund a lettuce leal. Who's going bes! approach seems to be to kick it to the =
to make it first, you wonder, left, chase after it, catch up with it and then DOWNERS Phew... Well, -
putting down the joystick and dribble it up towards the geal. The the top three are 1) the fact T

folding your arms resignedty. computer, wrasting with tha same system, 1 that most of the players are

Although Infernational Soccer  preters to boot the ball straight up the field  JEELEELEEV I R Ll R
and hope for the best. absence of any form of passing, and '
T ____.__}__- Headers? As the manual points ou, 3) the spectacularly poor fight the =
N S - “Prassing Fire when the ball is moving computer teams put up. :
. overa pla'per's head will rasull in a header,

previding thal the player has that THE BDTT“"_‘ LINE -
characteristic from the Team Set Up We were terribly disappointed. At the e
screen.” (The same seems to go for price, even half as good as Sensible &

overhead kicks, being able to kick the ball
hard gnough 1o get it past tha keapaer,
having any sor of ability 1o dribble, or,
indeed, possessing any sort of foolball-

would have been good
enough. But, alas, no.
Comedy value only.
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STABLE MASTERS 2

STABLE

MASTERS 2

‘Got a headache? ‘No, I'm just a little horse.’ ‘Er, hang on.’

Game: Stable Masters 2
Runs on: A500, AGOO,
A1200

Publisher: ESP Software
Authors: Mark Loveday,
Nick Stephens

Price: £24.95

Release: Out now

urrah, it's Football
Manager for gee gee fanciers
So you can bet your botiom
dollar on a Yankee
jackpot treble accumutiator that
AP's goang to put the boat in
and giva it a low mark, The
anly thing is, you'd be
wrong and you'd lose
your stake. So tear up
that crumplad batting slp
naw and prepare 1o find
out why this game isn'l the
lotal outsider the AP tipsters
thaught it meght be. We're
under starter's orders now, so let's
pul the game under the MICroscope in a
tortuous eight furlong review

First furlong: There's no denying
that a program like this is a
specialised taste. Who's going 1o be
intarastad in watching a bunch of
dwarves dressed in brightly coloured
palka dot clothing beating the living
daylights out of some of the most
beautiful creatures evar 1o grace the
earth? Not many, I'll wager

NEIGH

Second lurdang: While there's planty of
horsey-tipstar-bookie-jockey-Iramner
candie stick maker detail here 1o keep
batting puntars happy, it's laid out claarly
enough to engage
anyone with a
slightly more
casual intarast in
iha sport
Admittedty, while

LAl S

TmglEr-

F11%0 10|I

many of the information screens induce a
strangely exasperaling numerical dyslexia

=10 sea what | mean) (Mope,
still no icfea, = Ed) things
do get clearer.

Third furiong: The
longer you play tha
game, the mare sense
things like ‘form’, ‘jockey

feedback” and ‘horse
psychology’ mean o you
Eventually, this undersianding
leads to better results on and alf
the race course —
T i

p— T

=
sl

aﬁi‘i'

HIEBROHRES B0 MFIKERT
BET  toview, ornotie
N m"l;ﬂhm

[ THEL E N
‘, -

among unconverled lrainers (lake a
look at some of the screenshots

RACES GO,

=

§i 3

ASsUMing you ap;pl'.- your knowledge
sensibly and logically, that is. And that, as
someane somewhera once said, is that

Fourth furiong: Because much of the
infarmation available can initially be
ireated as superfluous nonsense, the
game is pretty much

G2

play. You'd have
0 be a complete
margn (o lose
your way. Tha
manwal is helplul
and surprisingly
lagibla. Tha
navigation through the NUMerous screans
& achieved via mouse clicks and space
bar pounding. And each screen is clearly
marked wilth a quick exit, you're unlikely to
gel stuck on an unfriendly screen

Fifth furlong: Thera's not really much
maore 1o ba said in the way of gama
mechanics that needs explaining, so that's
the eght furlong skeich abandoned, then

HAY

The main criticism to be aimed at this
game belongs to the pan of it which forms
the very crux and driving force of horse
raceng and, dare | say it, horse racing
games, The betting. Yup, despite the
numerous complicaled screens concemed
with previous form, stable repors, jockey
reports and all the other stuff, the betting is
an incredibly simple affair. You can either
put money down on an each way bet, or
bt 1o win, And that's it. Sadly, it means
that you can'l iry to rake money in on a
Yankee or a treble or any of those other
kind of accumulator bets that nobody but
compulsive gamblers, rch swine, and sad
losers like that ever understand. It might
have been fun to try them out. But now |l
nevar know how they work, Shama that

® STEVE McGILL

instanily accessible 1o

=-SURE 'r'1||r|~;'

T=F- TOK-L FORM TOMH

BAOYERS TeXBr>

0 £
Ebsem -

UPPERS Not as tedious
@ as it could have been. Mildly

entertaining, almost. Easy to
use, Legible, well lald-out manual.

DOWMERS For a game

@ surrounded with heaps and
heaps of stats and

information, the betting itself is

disappointingly simple.

THE BOTTOM LINE
You'll probably not give this game a

second look, but in case
you do, you can get hold 53
THE BOTTOM LINE

of ESP Software on
0702 600557,

Stable Masters 2 looks
even more like an old

Spectrum game on the

1200. But only by way of contrast. i
I8, in fact, completely identical,



Game: Tornado

Runs on: A1200 with hard
drive only

Publisher: Digital
Integration

Authors: In-house
Price: £39.99 (or £9.99 to
upgrade)

Release: Out now

f you followed our advice in AP35,

the chances are you won't have

bought Toernade unless you've
got an A1200. (It's just too slow
on a 500.) And, that being the
case, you've now got the
option of sending your
disks back to Digital
Integration with a cheque
for £9.99 and trading
tham in for an anhanced
A1200-specific version.
Or, of course, forking out
£39.98 for the new version of
the game if you haven't already
bought the original. Either way, Is it
worth it?

Let’'s go through those

improvements one by one, eh?
® 256 Colours I'm sceptical, frankly.
Maybe if you count all the ones in the
graduated horizon (see below) there
are, Or perhaps include the Improved
Graphical Interface (again, see below).
But in terms of actual things-that-you-
look-at-on-the-ground, it's still the

- "lt's still
or so shades

of green”

same live or so shades of green and
occasional little speckly bits and
squiggly lines as far as | can see,
® Full Screen Visual True enough -
the visuals do indeed take up the full
screen,
® Graduated Horizon There's a
graduated horizon all right, It you care
to switch it on.
@ Improved Graphical Interface
The digitised pictures of planes and
things at the beginning of the game
possibly look slightly nicer.
@ Improved Sound
Effects The sound
effects have been
improved, Warning
sirens now penetrate
to the very depths of
your subconclous.
And the engines go
‘swoosh’ a bit more
convincingly. Maybe.

"POO-POO

So, er, well. Yeah. It's exactly the
same, basically, except with a few more
of the little aesthetic touches you'd
expect to see if you were running the
game on an incredibly expensive PC.

It's a good game, though. As Chris
Lioyd so astutely perceived in his
review of the unenhanced version,
Tornado I a very much a flight sim
fan's flight sim - a classic case of ‘if
you like this sort of thing, then this is

ne five

TORNADO A1200

A MG 99, your deadly opponent.
Notbad graphics, «h? That AT200

sure Is a nifty plece of Wit.

the sort of thing you'll like'. It's a
ruthlessly accurate simulation of the
RAF’s frontline multi-role combat
aircraft, and playing it is quite possibly
more complicated than flying the real
thing (if only because you're having to
perform the functions of both the pilot
and the navigator). Getting it off the
ground Is simple enough, but keaping it
there for more than a few seconds will
take hours of devoted practice.
Pointedly, the manual is over 300 pages
long, and the ‘quick reference’ card
covers over 150 ditferant keyboard and
mouse functions.

THE TATTOO

The original version of Tornado didn't
exactly steam along, even on a 1200,
and the new version is no
different. The screen updates

And if you think these fellows
loak good, wait till you see
them mowing.

jerkily, making high-speed
manoeuvres pretty hit-or-miss,
and it's hardly a great
advertisement for the power of
the AGA chipsat.

If you don’t mind that too
much, though, and can forsake

| . That improved Graphical Interlace
in full. There's much of interest to |
be seen via the Dame option. »

- o .I'

Instant gratification in favour of a long,

slow learning process, Tornado is

great. It's got loads of different types of
planes, tanks, halicopters and trains to

blow up, it's got a wide range of

missions to fly, it's well-presented, it's
authentic-feeling, and it's (largely) fun.

I'm not giving the A1200 update any
extra marks over the original, though,
and whether you upgrade/pay the £5
itll cost you over the normal version
depends entirely on how much of a
perfectionist you are.

@ JONATHAN DAVIES

UPPERS /-
Impeccably
authentic, plenty to

do, all the views and things a good
flight sim should have, plenty of
pilot-aids to help the beginner, and a
wide variety of things to blow up.

DOWMERS Slow screen
updates, and a slight (but
inescapable) feeling of

boringness. No truly convincing
advantages over the ordinary

version (although it's hard to
imagine what they might have been
if there were any). And it'll only run
on a machine with a hard drive.

THE BOTTOM LINE
Still a splendid game. But the
differences between this and the
original version are minimal. Only
YOU can decide whether

it's worth spending the 82 —
extra £9.99, =

HIMOd VOINY
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RUGBY

Up, under, over and through. Oh yes.

Game: Wembley Rugby
League

Runs on: A500, AG00,
A1200

Publisher: Audiogenic
Authors: Daenton Designs
Price: £19.99

Release: Out now

As far as |

can lell, it's all about tha latar

ur Rugby League leam's name
be great, any other
bbish. Warrington
Workington, Wigan, Widnes
Wakefield - they all seem I
complately brilliant at A
Lea 2n the ather
mand, randamly sample
tha alphabel for Halifax
Shalfield, De
d Oldham - yap
Still, er, at
@ naarly all god
@xactly the same kil design
eh? Hurrah for conformity
W
an adapiation of Audioganic's prewvioy
rugby gamea, Five Nations Rugby (BE% in
AP14) anly major difference is that
the game is now not a simulation of Rugby
Union, but of its professional little brother
Rugby League. Rugby League is a similar

sport, but leams have only 13 players as

giter and thay

aas! thay

b

1w B
ey Rugby League 5

osed to Union's 15, and there ana

al extra rules, the most critical of

5 the Amarican Football-esque ana
diclates that after tha team in

:5510n has been lackled six times
nust hand avar the ball to their

ents. There's also a sin=bin, where
players can be sent for set perniods atter
commithng parbcularly heinous fouls, and

“They must
hand over the
ball to their

opponents”

thera are no line-outs. The sport is played
predominantly in and by towns from the
nerth of England, and is notable for being
the only event of any kind in which
Wigan has ever been a world force
So what's to know? If you're

familiar with Fivie Nations, you've already
played this, in every meaningful sensa. If
you liked that game, but longed fo play
Hull Kingsion Rovers, Ryedale York or
London Crusaders, then you'll need no
further recommendation - rush out and
buy Wembley Rugby League right now. If
a Fiva Nafic
aware that this is comfortably
the best Amiga rugby gamea
available, with 3D 5
style or overhead-view

Sensible Soccer-style

viewpaints 1o choosa

from, along with
Goodyear-blimp versions
of bath views. If you're a
compiela nowice who's just
curiows about rugby and
fancies giving it a try on your
Amiga, than try to gat hold of a copy of
Five Nations itsell, because it's simpler
easler, just genarally more fulfilling
Ihan this slightly shoddier incamation

FILTHY

Shoddiar? Well, vas (
manual's especially rude (‘'This manua
does not attempt to explain the rulas of
fughy... it you are new 1o rugby you are
advised 1o read a book on the gama’)
there are a couple of bugs (once. for
example, after conceding a try, | was
aliowad 1o kick olf while most of the
oppasing team were still in my half, then
ran on and pick up my own Kick and ren it

KoL e

ikar

s virgin, then be

but anly slightly). The

over their ine for a try of my own)
and quite honastly, Sallord vs Barrow in
Manchester just doesn't have the same
glamorous sensa of occasion as Scolland
vs France at Murrayfiedd. If you like Rugby
League. my criticism is largely irralevant -
you'll go for this and reval in having the
chance 1o 'be” Castlaford af last, Anyane
lse should check oul the superior original
® STUART CAMPBELL

UPPERS Itis, asfaras |
@ can tell, an excellent

simulation of the sport.
But I'm no expert, frankly. Lots of
options, including two-player co-
operative games, realistic skills
and customisable rules.

DOWNERS A couple of

weird bugs, and a couple

of weird things that look
like bugs but in fact turned out to
be just the bizarre rules of Rugby
League. The action replay is
inexplicably flickery.

THE BOTTOM LINE
Despite using more or less
exactly the same game engine,
this is nowhere near as much fun
as Five Nations Rugby. Therefore
| deduce that Rugby League is

simply a crap sport. 62 -

Send all letters of
complaint to Jonathan

THE BOTTOM LINE
Plays much faster

Davies. For a joke.
! than on the

AS500M00. A wee bit
too fast, in fact, to the extent that
it gats a bit ridiculous, and
almost impossible to tell what's
going on.



You can't go shopping in it. And it’s not
full of water. Apart from that, though...

Game: Arcade Pool

Runs on: A500, AG0O,
A1200

Publisher: Team 17
Authors: In-house

Price: £9.99

Release: Out now S

what's-the-point?-ly bonkers. In fact, it's
Slupid.

But why? It's fram top publisher
Team 17. 's a version of a sport that's
been knocking around in vanous
computerisad forms practically since
electnicity was invented. II's slick, It's
palished, It places the emphasis firmly on
getting stuck in and having fun {'Arcade’,
y'see). What's gone wrong?

It's the compuler players, mainky =
thay're unfeasibly good. Very, very rarely
do they simply fire the cue ball at another
ball and kneck it straight info a pocket,
aven i there's a ball wakling right next 1o a
pocket to be potted. More usually it'll go
for an elaborate trick shot, involving the
cua ball rebounding off two or three other
balls before it hits tha target ball, and then
the targel ball possibly colliding several ‘

rcade Poolis bonkers. Mot
bonkers in a zany, lovable,
that-Arcade-Poolah7-what-will-
it-get-up-to-next? kind of & way.
But ludicrously, irritatingly, frustratingly,

QUTRAGEOUS

& HADN

S ou,uulh

P 7

h balls an hi
. kel®As if mare limes with balls and cushions

e before it slips neatly into a puck.t_al that

wadenalbi you'd never have dreamt of aiming for.
= A Onca | racall the cue ball hitting

. S ane ball (which we'll call Ball A), and

N . then going on to hit the ball to be potted
(Ball B). Ball B rolled towards the pocket,
but not quite at the right angla to go in.
Fortuitously, however, Ball A had
rebounded off the cpposite cushion, and
was heading back towards Ball B just as it
was passing the pockel. They collided,
and he resulting adjustment to Ball B's
coursa was just ancugh to diver it into the
pocket, Or how about the time when the
cue ball bounced off the rounded par of
the cushion next to the pocket at just the
right angle to... no, no. It's 100 painful,

What's more, the computer never
inas to play strategically. When it pots a
ball, it doesn't seem to give any

B HADID SAUNA
. wthe
cdtnpaler
ehects first to
bounce the
cue ball olf
the botlom

-l cushion.
= _Jo Jo= Ju sfes g o'

'i
L] .-"."

#

B HADID e
It hits Ball
#i ap the
rebaund...

s

ARCADE POOL

consideration 1o where the cue ball's
going to end up, instead relying on its
phanomeanal playing ability 1o get it oul of
any tricky situations. [1's virtually
impossibla to snooker and, comvarsely,
never bolhers trying to snooker you. And
fand) it wildly applauds itsell avery time it
pats a ball, which is hugely irmtating

Now, the computer seems 10 spend
ages hinking' batore it takes each shol
I'm only guessing here, but what seems to
be going on is that, rather than choosing a
ball to pot each time, and then trying to
calculate the appropriate angle and speed,
it's simply mantally running through every
possible permuation of shots = no matter
how rdiculous = and noting the outcomas
in its memary. It then picks the mast
successiul and plays it s you ook on in
awe. Thal's the sort of thing computers
can do and people can't, and it makes for
a very artifical and dispirting oppenent

Of course, you can always choose
one of the crapper compuler players to
play against. Sleepy Hollow, for example,
hasn't won a single game (o date in the AP
offica. But all that happens than is that

the computer delibarately, and quite

obviously, messes up shols from time = '

to tima to give you a chance, When
Sleepy does decide to pot
a ball, he still uses an
absurd Irick shat
like the others.
Why not play
it in the Speed
Pool moda,
then, or against
a friend, you
could argue. |'d
retort, predictably
enough, that you
could have much mare
fun deing either of those
thirgs in your local pub
(except you might nol be old
anough, and your clothas
would stink of cigarette
smoke the next day).
Arcade Poals only &
tanner, of course, and, apart
from 1his one flaw, is a

* A scortdtect like Wit 'is
by an
" pas

' i Frw
----- O

W DLIPED O

fhoroughly shick, polished gama. (Oh,
axcept the balls bounce around curiously
freely, in contravention of all sorts of

Mewtonian laws. Maybe that's the ‘Arcade’

part.) But |, personally, would be loath to
pay £10 to be ndiculed by my own
computer, Especially when Archer
Maclean's Poolis due out on budget only
a Iitthe bit later in the year.

® JONATHAN DAVIES

UPPERS Itis, as it
@ claims, pool with an arcade

angle. And in two-player or
Speed Pool modes it's really good
fun. Additionally, it's only £10. And -
hey - there's a chance you might not
find it annaying at all.

@ DOWNERS Il you're
anything like me, though
(God forbid), you will. The
computer players vary between
being impossibly good and
deliberately, patronisingly bad, and
are no fun lo play against at all.

THE BOTTOM LINE

The basic game engine's solid

enough, though not as staggeringly
slick as some are claiming. But the
algorithms (or whatever) behind the

computer players are ﬁu

utterly unconvincing.
And the 'Arcade’ tag is
no excuse for that.

THE BOTTOM LINE
Touchingly enhanced

graphics and sound -
naturellement.

FE6EL ANNr HIMOHd VDIANY

O
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Runs on: A500, AG00
Publisher: Corkars
Price: £9.99
Release: Out Now

It seems that every other manth, | get to
raview a budget releasa that was originally
covered by Mark Ramshaw. Mast of the
time, | agree with what he's said, stick a
gratuitous quota from the original review in
and than ramble on for a bit, putting in my
uppencaworih where relavant Oh, and |
wsually aler the score just 1o make sura
everybody realises that I'm my own man
capabla of indapandant decision-making

JIMMY WHITE’S
WHIRLWIND

This time, though, i's goang 1o ba a bt
different. Il not deviate from the usual
formula | use. (Huh? - Ed) Here's the
quote (AP17, p26): “The besl union of
canoon animation and satisfying
gamaplay.” Mow, gquite frankly, that's a pile
of old unpleasant waste matarial

Yes, the aramabon and cartoony
feal cannot be knocked. As | played
around, Stuart commented from
bahind ma that I was a really "swoal’
Iftile game. | can'l disagree wilh that,
either, although | was almast
overpowerad, not 1o mention shocked
by he reek of sentimentality hanging
about him. The animatien of the central
characler is smooth and - surpnsingly
enough for a cartoon-style platiorm
Gama = Canoany

Runs on: AS00, AG0O,
A1200

Publisher: The Hit Squad
Price: £©14.99

Release: Out now

Although I'm ganarally a pratty graal all-
round guy, my lack of snooker-playing
abilites has always bean a huge
embarrassment. | can sometimes hit the
balls in if they'ra right nieod to the pockats,
and thare aren't any other ones in the

19600 2 e
Mot even limmy could

Nuff this in, say, the

Embassy finals,

way, and the cue doasn’t suddenly slip
out of my hands at the last minute. But for
50me reason my opponent always takes
tham out again, mutiering something
about ‘rules’. So | was hoping | might be
able to disappear into my bedroom for a
bit with Simmy While's, shielded from the
scomful public eye, and emerge a faw

days later a snooker-playing god, having

mastered rajectones, Newtonian physics

and thosa ‘rulas’ with the game's help,

It dicn't happen, though. Although
TON

2 Yl

T e et .

But the control system is distinetly ity in
cartain instancas, For axampla, Yol can
move inlo the background by pulling down
on the joystick and pressing the fire button
and the same applies if you want to come
Back inlo th yround again
Unfortunately, joysticks baing

Jimmy While's is undoubtadly tha biast
snooker game on the Amiga, and an
absolutely essential purchase i, like me,
you've got even the slightest interest in
ftha spor, it's even harder to get the balls
in than in real life.

The physics of the game is utlerdy
convincing (unlike, say, Arcade Pools),
and it's impossible to faull the way the
balls bounce around. You get pin-paint
accuracy over whane you hit the cua-ball,
oo, with full control over the spin you put
on i, and a ‘viewing ling’ thal can be
called up if nead ba to show you whene
the cue ball's going 1o go.

But for some reason, despite the
way you can zoom and rotate the lable to
aver concaivable angle, it's curiously
tricky o get ‘comiortable’ when you're
trying 1o line up a shol. As s00n as you
gel zoomed-in anough so that the balls

PREMIERE + JIMMY WHITE'S WHIRLWIND SNOOKER

whal thay ara, this doasn’t happan as
smooihly or as regularty as it should. All
too often, you end up wasting ammunition
rather than making the intended jump. This
usually happens whan you're baing shot al
or chased by one of the game's denizen,
My biggest criticism, though, and the
one that resigns the game 1o platfom hall
1 paints, As
s00n a8 you lose a Wa, you go back 1o tha
beginning of the level. Even more
annoyingly, all switches, denizens and
power-ups will have been resel, 50 you
have 1o ga throwgh the same sal of
motions and actions just 1o get back 1o the
location you were killed at in the first place
® STEVE McGILL

I my book, is the lack of e

stop being mis-shapen lumps of pbals,
imporant bits of the table stan
disappearing of the sides of the screen.
You then have to swing the view down so
your chin's pressed against the belze,
whareupan the perspective s1ans (o go a
bit funny, and you can't judge the angles.

I'm probably jusi being awkward,
though = you can find ways to line up
shots proparty, through various
combinations of zoomad-out and
zoomed-in views. And the graphics move
about brilliantly smoothly, so it's really all
quite painless.

In fact, depite my initial doubis,
Jimmy White's is wonderul, with buckets
of features and even humourous
animations on tha balls if you don’t touch
the canitrols for a bit, 5o | see no reason
1o give it any less than the 90% Colin The
Publisher gave when he reviewed it in
AP4, And, actually, I'm not nearly as crap
at real-life snooker as | orginally made
out, Otherwise | oughtn't really to be
reviewing a snooker gama, eh?

(Grins cheesily.)
& JONATHAN DAVIES




SLEEPWALKER + LURE OF THE TEMPTRESS + JAGUAR XJ220

SLEEPWALKER

Runs on: A500, AGDO,
A1200

Publisher: Ocean
Price: £9.99
Release: Out now

-“-"ll:l | can'l help

Well, | can't see the harm in just having a

lirtle try, can you?

angther 50
- save £140,
g -:I gf-r & damn

. s TU'ART CAH-!F'E'ELL

An incredibly difficult but engaging
platformer, with one of the Amiga's
all-time greatest heroes in

Ralph The Dog. if you're
feeling hard, give it a try.

Runs on: A500, AG0O,
A1200

Publisher: The Hit
Squad

Price: £14.99
Release: Out now

Now hera's a fine way to spend £15.
Number 66 in last issue’s AMIGA
POWER All-Time Top 100, Lure of the
Temptress ranks as one of the
Amiga's very finest point-'n'-click
adventures. It's up there with Monkey
Islands 1 and 2 and Beneath a Steel
Sky in terms of point-'n'-

clickiness, and will provide hours

of virtually faultless adventuring

Tun for all.

The story (stories are .

important in this sort of thing) is ,,':!
all about a chap called Diermat |
whao's been imprisoned by
Selena, the eponymous
Temptress, in her dungeon. 50 A\
he's got to 1) escape, 2) rescue a

girl called Goewin, and 3) rid the

town of Selena’s evil influence,
hopefully in that order.

Hmm. Lure of the Templress is a
bit differant, though, in the sense that
talking to people is more important
that you might expect. There are loads
of other characters in the game, and
you've got to ‘interact with' them
extensively if you're going to get
anywhere. This means constructing
sentences out of a choice of words
available, rather than simply multiple-
choicing them from a short list like in
Monkey Island.

The graphics? They're great -

SlEEPWAI.I(ER

Runs on: A1200, A4000
Publisher: Ocean
Price: £9.99

Release: Out now

x tha sama
® STUART
CAMPBELL

Truly a dog ls a
sleeping man's
best friend.

o T S—

Hmm, this club’s not up to much is it
Where's the DIT Where's the bar?

really prettily drawn, with the dark,
moody look you'd expect of a town
being oppressed by an evil
Temptress. Lure of the Tempiress's
only drawback is that it's shorter than
your average adveniure - four disks-
worth, if that's the way you like to
measure them.

The sorely-missed Matt Squires
gave the game B8% in AP15, and the
fact that it's now less than half the

JAGUAR
XJ220

Runs on: A500, AG0OD,
A1200 (disable caches)
Publisher: Corkers
Price: £9.99
Release: Out now

price it used to be easily makes up for

GAME REVIEWS

LURE OF THE 'I'EMP'I'I!ESS .
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4 L. Ahs.lknow s bouncer when

"“'b.l | see one. Hope she's not
B wearing trainers.

L]

- ﬁ " any punishment it might
h have taken from Father

Time. So, if you're aftera
sensibly-priced point-'n'-
click adventure, and
you've already played all the good
ones (apart from Lure of the
Temptress, obviously), then buy Lure
of the Temptress without delay.
@ JONATHAN DAVIES

One of the best graphic adventures
ever, now at a - well, not “bargain’,

This isn't a driving game, it's an
RPG. Look at the evidence.
Evidence In Favour Of Jaguar XJ220
Being A Driving Game:

you drivie a racing car

Evidence Againsi Jaguar XJ220 Being
A Hacmg Game:

HIMOd YOINY

i n'1 anl money
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No, no, they're mushrooms, honest.
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- you also have fo make decisions about
which bits of your car lo repair and
enhance, depending on damage slatus,
tha type of irack you're abouf to race on
and 50 on, Hit points by any other name
- I've seen batter animation in any of a
dozen RPGS than the slidy, two-
dimensional attempls on display hare
- and mere all-out fast-action thrills, ioo
in fact, come 1o thal, |'ve seen more all-
out fast-action thrlls in an episode of
Waiting For God
= sorry, this is lesing the thread a tiny bit
ism't it?
I'l s1op now

Lat's faca if, though = I'm right. Jaguar
XJ220 is tast, smooth, pretty and
completety boring. With a bit more effort
and a bit more gameplay it coulda bin a
contander, but thara's 50 little sense of
challenge and so le sense of adventure,
you'll play ot once (lor about three howrs, in
a single game), and then never ever load it
up again

® STUART CAMPBELL

So close to being the definitive

sprite-based racing game, but
actually no fun at all to

play. You can't have a
car-racing game with no
cars In it

WOLFCHILD

Runs on: AS00, AG00
Publisher: Corkears
Price: £9.99
Release: Out now

Oh mo, not only have | had to re-review
Pramiare for this issue, bul I've now gol o
QIVE My Opnon on a game Clrlgu'\.‘fll,'
reviewed by Stuart (AP10, 55%). This time
I'll have to watch what | say, though
Stuart reads this stulf way belore you get
o sea it [ | disagreed 100 vehameantly with
what he said, he'd take it out on ma in
public, chop and change the stull that
made me look big hard and clever, furn it
around with an asinine twist, lal that East
Coast hatred of the anlightenad
Waestarners erupt, and generally let me
haveit. Sol guess I'll be oulragewosly

Terin & WI“,lIH'I a woll and he's
T 2 ameone’s child | guess.

WOLFCHILD + TORVAK +

g9l ha ] L
A spooky, dark forest with a load of
Swamp Thing's mates.

confroversial and pretty much agree with
everything he had to say.

You see, Wallchild is ona of thosa
plattormers that likes 1o think that i§ can
combing beal-'em-up mechanics with
podium ascending antics. It's not that the
gameplay’s too bad, it's just that it could
e about any genaric platiormar that you
cared 1o clese your eyes and have a
mightmara about. | agree with Cam that a
platformer’s got 1o have that elusive
somathing to make ma intarastad anough
to pursue the game. Wollchild maost
cerfainly doesn’t have it

And yet, curiously enough, despite
my complate lack of interest in fhe game, |
sl reachad lavel thrae in aboul thirty
minutes. Considaring that many of the
things that are sometimes put into
platiormers to iry and hide the shallow
suparficiality of the thing are in hara in
force - invisible enamies and powar-ups,
o start up points elc — this is doubly
SUrprising,

In summary. despite the good looks
of the game, the gameplay s ullimately
disappointing. Those of you who are good
or average a1 platformers won't take long
to complata it, and may even quaston ha
value despite the fact that itll only set you
back by a tenner
@ STEVE MCGILL

Not enough variety to keep you
interested. Crap central character
{although | did like the

transformation into a wolf
= great howling sample).
No distinguishing
characterisitics,

TORVAK THE
WARRIOR

Runs on: A500, AGOO,
A1200 (disable caches)
Publisher: Corkers
Price: £9.99
Release: Out now

You know, | could have sworn this was
mcre than four years old. Still, "1990° it
says on the copyright notice, and who am |
lo disagree? Definitely not available for
debate, though, is that Torvak The Warmor
n 1954 is a very sad prospect indeed
Torvak is a scroling beat-'am-up,
based very obviously on top cull coin-op of
the late 19805 Rastan Saga. You control a
muscular barbarian through five levels of
axe-hacking action, collecting tfreasure and
trying to avold physical damage at the

MIG-Z29M

hands of trolls, orcs, soldiers, archers and,
er, caterpallars. It's a tried, tested and
essentially sound formula, but the spanner
in the works is provided by a crippling lack
of spaed, This is an axtraméaly slow-
maving gama, and the insensitivity of your
hal-wittéd brule to control makes things
even worse. Response is such that you
can take a swipe at an anamy with your
axa, sand him reeling back across tha
screen In paln, but still not be able 1o
summon up another swing betore he
comes charging back and stabs you one
with hig pokey-pokey sward. When Torvak
jumps, he flies
through the air with
the grace of a blue
whale climbing a
laddar, and tha
game quickly
degenerales into a
race to reach the
end of @ach leval
balore boradom
completely
pwarcomes you and
you're forced to load o
up Total Camage
just for a bit of fun,
Being ald in

sell isn't a crime, but being old and crap
mast certainly is. (And hey, | should
kreow)

@ STUART CAMPBELL

Even for the comparatively measly
sum of @ tenner, there's no way
anyone can expect to get

away with software like
Torvak The Warrior in this

day and age. Very poor.

MiG-29M

Runs on: AS00, A1200
Publisher: The Hit Squad
Price: £14.99

Release: Out now

Whichever member of AMIGA POWER is
quoted on MIG-29M Super Fulcrum's box
describing it as ‘A real delight’ has, | hope,
now left. Because, although it's basically a
decent, solid flight sim, there’s cerainly
nothing ‘delightful’ about it.

It anything, it's actually a bit boring.
While most flight sims mask their essential
duliness by giving you loads of things to
blow up, and buildings on the ground to iy
over Incredibly fast and low, and massive
explosions, MiG-20M doesn't really bother
with that stuff, and sells itself simply on
being a faultlessly accurate simulation of
the MiG-29M. When it originally came out
back in 1991, that in itsell was quite an
achisvement, because tha Iron Curtain
was only just stariing o crumble, and
Russian planes ware still top secret,
These days, though, you can look up into
the skies most days and see whole
formations of MiGs on their way 1o
airshows, and the whole thing seems

hh-“lﬂﬂhﬁu-ﬂ
it dangerous to me.

much less exciting.

As far as it goes, MiG-29M Super
Fulerurm's okay. The plane handles pretty
realistically, and you get some pretty
convincing missions to fly on (although
thare aren't all that many of them - the
gama only comes on one disk, il thal's any
quide). But the graphics are from the
squiggly-tines-and-dots school, meaning
sight-seeing’s out, there's hardly anything
to blow up beyond what you're actually
supposed 10, and if you're playing on a
500 the screen moves a bit jerk...

Er, I've just found out it was Colin
The Publisher who described MIG-29M
Super Fulcrum as ‘A real delight’. In APT,
in fact. So I'd better shut up in case Steve
Thie Publisher ever decides to give us
back to him,
® JONATHAN DAVIES

Solid enough, but it doesn't do
anything you couldn't find in a whole
host of other, better-

looking, more enjoyable

flight sims.

Your mission, lgor,
¢ should you choose to
accept il
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We're happy boys and girls these days,

because we're quite literally up to our
ears in CD32s and CD32 games. Then

again, that doesn’t take much in Stuart

Campbell’s case...

This is the Larth - as viewed by a
turry, in a very bad mooad..

Mindscape, £25.99
Amiga version: 77% AP34

This is another game that all but
passed me by first time around, and |
reckon I've been missing oul. It's a
bit like a less-pretty but more-
playabile version of The Lost Vikings,
In that it's a cutesy puzzier with some
platforms in it where you have to

—_———— =

Nlir -perlect purzley nonsensc - sing

| ihre loud hosannas for Mindscape,

Jjuggle sround with a team of four
characters, each with different
abilites. The CD32 joypad alterations
make the mechanics of control a deal
naater (although In terms of actual
onscreen movement it's still a bit
horrible), but again we're not looking
at much in the way of enhancements,

THE BOTTOM LINE

D32 mn"m""'m"'“'"

make up ior'mm a“

paintlessly annoying
control problems.

1n33634

FURY OF THE FURRIES + BRUTAL FOOTBALL

\J,;,L_

Flat-tops will never be
lashionable again.

BRUTAL
FOOTBALL




THE CHAOS ENGINE +

PREMIERE + BEAVERS

Renegade, £29.99

Hopetully you all know about
this one by now (it's only four
issues since we reviewed the
A1200 version, which this is
basically a port of), so I'll just
mention that the new joypad
control system in CD32
Chaos Engine is a seriously
useful and gameplay-
enhancing addition to a game
that's already superbly
playable, and lifts it straight

Amiga version: 85% AP22 (A1200 91% AP34)

into the CD32 top five. But then I'm
absolutely certain that the music used to be
better than this, didn’t 1?

Oh. | see. Must be my
imagination, then.

THE BOTTOM LINE
A brilliant game

CD32 v teiantgame”

now. "I"III.IlhDI.lHIl"lh
without some kind of
version of it.

LH3303d

PMEl ;

Core Design, E14.99
Amiga version: 84% AP1T

Well, it's o, ;
Premiere, buton gt

py_ Fr

:"’ ARy O . Grandslam, £25.99  weren't being unnaturally kind
- ; . Amiga version: T1% AP26 to it first time round. Although
e ‘T A below-par culesy that's just not like us.
"ﬁ-" « plattormer, which
“; b somehow looks attogether  THE BOTTOM LINE
i" sadder w:wn it's running Looking like a relic of

. an a 32-bit wonder a bygone age, this

al g J’&i & machine. There's a new D32 }umm1:g:nz
m and |mp|'g“d control mustard-cutter. 1‘1-“1. -
S _(OO0CTWG0_ WS- 05 gystem, but apart from that  little in the way of 53 =
Phwe; 777 P P9 0201 you have to wonder if we  fasting fun. g

€D, and on ‘Y‘z . o - 4
budget, isn't it? ...e - bonly o
Nogll 1
ey -
o P it
Gosh, spacey bits with robets s
. and lasers and everything. vy
1 b A R
Wow, there’s kooky
1,{""‘ western-style heroes
al g and villains.
ST =
ety _
) et
I m :*L -':’E “‘\

THE BOTTOM LINE
But why does it cost five guid more

than the
fﬂ32 floppy disk budget version, eh? A
MMMMM... 77

(LR BT

Millennium, £29.99

Amiga version: B8% AP32

This is my first serious play of Brutal Football,
and | have to admit I'm surprised. In almost every
tangible way, it's Speedball 2, but sideways. The
Idea's the same, the gameplay's the same, the
structure (one or two players, league, cup of
friendly, managementitraining section) is the
same, many of the powerups are the same, and
even the goalscoring strategies (lob the ball
straight in at
the keeper,
then smack
him one and
roll it into
the net, or
fling a high
ball into the
middie,
intercept it

——

O

in mid-air and stick it in before everyone else
comes down) are pretty much the sama.

For the CD32 it boasts a new joypad control
system (hurrah!), an annoying heavy rock
soundtrack which it's almost totally impossible
to turn off (bool), sudden complete silence when
someona scores a goal (huh?1) and still no action
replays (10% off!). So that's that, then.

THE BOTTOM LINE
Enjoyable and
occaslonally witty

CD32 future sport sim (I

especially liked ‘Injury Time'), but

it's neither as playable nor as
slickly done as

Speedball 2, which it's 7 B

otherwise identical to.

~=1N3304d

Well, we're waiting... Is there
anybody there?.. Hello?.. Hello?..
TUNED IN...
The point of Hi Ho Silver Lining is this: it's
the place where we take a brief look at
newly-available CD32 games which we've
already covered in their ordinary Amiga
incarnations. They're only little reviews, so
most of the time they'll skip the stuff we
mentioned in the original piece and
concentrate on the differences and
enhancements present on the CD format.
We'll also tell you how the game did first

time round, and where to find the full-sized
review. Alright?

HIMmOd YOINY
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STRIKES "N SPARES + WORLD DARTS + KARATE GAMES + RACING MANIACS GAME REVIEWS

Strikes'n'Spares
PD Soft

I'm going to sound like a hypocrite
here. So what else s new, Y'see, while
slagging off computer darts, I'm golng
to go all soft and give this 10-pin
bowling sim a much smoother ride,
even though in one important way it is
vary similar,

When you bowl the ball, this
game also uses a system whereby you

Karate Master: F1
Licenceware
g:-mpl ip: PD

onship:
Soft

Two karate games. One big
difference. About three stars-worth of
difference. Put simply - Karate
Master is good; Karate Championship
is bad. Very bad.

Karate Master isn't the best-
looking beat-"em-up doing the PD
rounds but Impresses with its range
of options and ease of control. There
are loads of different skill levels,
maoves, backgrounds and all the other
sorts of things that having loads of

As the year mmcllu and Judgement Day begins
to mean snmethlng more than just a sequel’s subtitle, the
world has indeed gone mad. Earthquakes, wars and air
crashes rock the world, GMTV’s viewing figures rise and
Dave Golder manages to get through a PD column without
reviewing a Tetris clone.

STRIKES’N’SPARES

have an uncontrollable cursor
whizzing back and forth across the
alley, and you have to bowl the ball
whin you think the cursor's in the
right place. But whereas that's the
whole game with World Darts, in
Sirikes ‘n’ Spares there loads more o
think about.

Down thia lef-hand side of the
scroen is a collection of options that
can be altered with every bowl; they
include everything from speed to
swerve, from bowling position to
some things | couldn't quite
fatham oul. Even the slightest
alteration can have quite a
s dramatic éffect.

. It's all rendered in top-
o quality hi-res graphics which
give the game a professional
gloss, thaugh strangely the ball
never actually looks like it's
rolling when it's heading down
the alley. .
|
VERDICT: Oddly effective 10-pin
sim that's a lot more fun than |
you might think (which wouldn't
be difficult), kxil }

around, has severely limited options
and is about as easy to control as
free-market economy. Worst of all,
the fighters are tiny, and, because
they can’t turn around, constantly
end up with their backs to each other,

kicking uselossly. It's awful.

VERDICTS:

Karate Master: A good beat-"em-up
for people who aren't very good at
beal-'em-ups because il's 50 easy 1o
control & & &

Karate Championship: Give it the
chop. *

~ school, and even walking wal

WORLD DAR‘I’S

World Darts
PD Soft

“You're only half the man you used to
be," sald Danny Baker to Eric Bristow
on the Big Breakfast recently. | think he
was referring to his diet. Because
y'see, beer guts are no longer
trendy In the darts world. But
if you're one of the old

from the oche to the board

is more physical axertion
than you can handle, then
computer daris couldbe  *
your glass of lager.

Then again, it probably
won't, because computer darts
bears only a passing resemblance
to the real thing. in a medium where
you can place a cursor wherever you
want on screen with deadly accuracy, a
game in which aiming is all seems
strangely out-ol-place. The now-
standard way of introducing a bit of
skill into computer darts is fo have a
roving hand that moves randomly
across the board and over which you
have limited control, the idea being you

Racing Maniacs
PD Soft

Strangely, | never envisaged myself
ever racing head-to-head in a formula

one car against Tommy Cooper. It's

~ |ust not one of those things that ever

crosses you mind when you're sitling
on the loo or walching EastEnders (not
that anything much crosses your mind
when you're watching EastEnders).
Clint Eastwood maybe, but it's still not
very likely. But they're just two of the
celebs who'll be cutting you up on the
corners in Racing Maniacs.

This really is a fine game. it's a
through-the-windscreen viewed, 30
racing experience that's fast. Very fast.
You only ever race against one
opponent, which can be computer or
mate-controlled; but in all other
departments it's firing on all cylinders.

There are four tracks which can be
raced on in both directions. Weapons
and pick-ups are optional. The controls
are responsive and the road-handling is

let fly with yer arra
& when the hand is
over the bit of the
board you want yer
arrer to hit.
World Darts uses
this system. And like
every compuler dart game
that went batore it, it all works okay,

but it's interminably dull and repetitive.

And some of the graphics are so
primitive archeologists would have
orgasms over them. (Please. - Ed)

VERDICT: As dart games go, it's almost
a5 good as the commercial stuff. But
has anybody ever bought a commercial
darts game? %%

smooth while the split-screen two-
player mode is the kind of feature the
game would be marked down for if it
didn't have it

Graphically, it's bare and
functional making exceflent use of hi-
res mode, though some of the option
scroens could have done with a bit
more imagination; they look cheap (PD-
ish?) in the context of the rest of the
game. And someone should tell the
programmer how to spell ‘loser’.

But these are mere insignificant
quibbles, detracting no mare from the
excellence of the games than a boom
microphone shadow in a Hilchcock
film. (And - Stop Prass - it's on the
coverdisk. - Ed)

VERDICT: Top Gear, Formula One, fast
lane action. 4w+

)
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AMIGA POWER

o

Splodge
MicroPower PD

Well, at least it tries. Splodgeis a
SEUCK game that doesn't
horizontally scroll. Instead it
gomprises a seres of screen on
which you have to help splodge
rescue his mates while avoiding the
roaming nasties.

There are the occasional
guardians to deal with every few
levels, but ather than that it's all
pretty basic stulf, The sprite
animation s kinda cute
but it's annoying that
Splodge looks the same
as his mate; it's too easy
1o forget where you are
on-screen.

Hang on - I'm
beginning to review this
like a normal game.
That's because it
disguises the fact its a
SEUCK game pretty well.
Except in one way - the
wait between each level

b -é"-‘in':'-i-.’-:ﬁ-\.v‘:"ni.’-‘.-.'x'- Pras i

FORTRESS '-
v

Fortress
F1 Licenceware

the yellow iribe and the aim is to
conquer the globe (or squashed
spheroid as it actually is) and place
your yellow flag in every settlement.
You assemble your armbes,
dividing your resources between an
attacking force which will go out on

.
L

N

-remﬂ\e.duw

is ridiculously long; it can take up to
a minute. So even though the simple
gamaplay might draw you in for a
while, you're put off by the fact that
you spend more time waiting around
than actually playing. 4

VERDICT: A SUECK game that
doesn’t look like a SEUCK game
might be an advantage in iself, but
this would only really be of any value
to any amateur programmers who'd
Iike to see if they could speed it up a
bit. %%
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- out there and conquer it.

Well strike me down with ﬁ y 4
something rather witty BT
that Stephen Fry might t campaigns
utter for a cheap laugh. o~ and a defence
This is PD, Jim, but not force who will
as we know it It's not a __ ﬂw“mﬂnd
shoot-"em-up, a racing
game, a Tetris clone, a Y s T mume
version of Mario or crap. you pick fights with
Mope, | reckon this is the first the other tribes and cross
time anyone attempted to do a PD your fingers the computer works out
version of Populous, and a pretty the outcome in your favour. As the
good attempt it |s, too. game goes on you're given more

Fortress is a strategy wargame men, and if you have enough people
that's been given the complele at any given settlement it will grow in
cosmetic treatment; it looks size, from a gathering of tents right
stunning. And to a large degree, like up to massive Forlresses,
plastic surgery on pampered I'm a sucker for this sorl of
Hollywood octogenarians, the thing, and despite the fact that the
treatment is a superficial covering computer tribes are a bit dimwitted at
disguising the fact that there really times, the batties (which, once
Isn’t that much to the gameplay. But underway, you have no control over)
. It's an addictive enough little game, occasionally drag on interminably
and the polished presentation does and the gameplay doesn’t develop to
make it more inviting than a lot of any great degree, | thought it was a
stralegy games. grand way to waste a few hours. |

Basically, there are three tribes reckon a Fortress 2 with a tad more
on a war-ravaged planet, each with a interactivity and a few more surprises
number of small settlements. You're would be welcome, though.

VERDICT: A political strategy game.
Political because like any MP it fails
to live up to its promises. Stunning 1o
look at and initially addictive, it does
suffer from saminess and drags after
a bit. At least it's not Tetnis. 4 &+

SEUCK + ELEKTREK + FORTRESS + LAMERTRON

ELEKTREK

Elektrek
PD Soft

Bannerware. | don’t know whether it's
an official term but | heard it
somewhere once. And if it's not an
official term here starts the campaign
to make it one. Bannerware, y'see,
should be the name for shareware
that comes in two varieties; a cut-
down PD version which can be freely
distributed and used and the fully-
blown shareware version which you
have to pay (usually around a fiver) for,

This style of marketing (yes, the
public domain will soon be overrun by
men in suits) is bacoming increasingly
popular and | reckon it's a good thing.
You only have to look at the cut-down
PD version ol Elektrek to see why - it's
much suparior Lo Most COMMOn-or-
garden PD.

i's an ingenious platformer with a
brace of decent gimmicks. The first is
the whole point of the game; there's a
currant passing around a circuit
which you have fo direct to the
correct terminals by controlling
your little electrician blokey who
dashes about switching
switches (it's what they're thers
for). The second Is that there are
two planes of platforms, one set
in front, the other to the back,
and you leap between the two by | = -
pressing fire and aither pulling
back or pushing forward on the

B i

|oystick.
It's tricky at
first, but soon
comes
naturally. A
bit like

eating

» A

spaghetti.

Great looks, great gameplay, great
sound, great galloping gnus, why
aren't you ordering this already? The
PD version only has a few levels and a
couple of other limitations, but it's well
worth checking out to see if you want
to buy the real thing.

VEDICT: Small and not perfectly
formed, but for what is essentially just
o taster of the real thing, this playable
demo is shockingly good. ® %%

A phlhm, a platiorm, my
kingdom for a platform.

!
3 ..}
|

Lamertron
Calsoft

Mo prizes for guessing what this is
based on. It's not a palch on the Minter

classic, and the one original gimmick
it's got is a frankly pointiess addition,
but it still delivers the goods in the fast
and furious shooting action
department.

The gimmick is that, as opposed
to shooting everything on screen, you
have to rescue some little lamers and

All excitement, all action,
alright, | suppese.

=
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get them to an exit. The fact that the
lamers cannol be destroyed once freed
and the lack of any time limit seems to
undermine any element of gameplay
this feature might have added, but
there you go, it has to offer something
to justify its existence,

Apart from that it's a fairly decent
shoot-"em-up with lots of action and
more pick-ups than a hitchhikers'
convention, though graphically it's a
bit lack-lustre. Actually | did play a very
similar PD game called interface Robot

this month which potentially
could have been even better,
but the disk corrupted before |
could review it properly, so
watch out for that in next
month's PD section.

VERDICT: It tries to add a new

. dimension to Liamatron, but
fails. What's left is good, but
not that good., &

Where to go:
F1 Licenceware, 31 Wellington Road, Exeter, Devon EX2 8DW
Southend-On-Sea

PD Soft, 1 Bryant Avenue,

, Essex 551 2YD Tel 0702 466933,

Calsolt, 3 x 38th Avenue, North Hull Estate, Hull, North Humberside, HUS 90S.
MicroPower D, 11 Orkney Close, Stewbley, Leighton Buzzard, Bedfordshire LU7 0JF
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Welcome to the hallowed letters pages
of AMIGA POWER, the multiverse’s
biggest selling Amiga games magazine
(definitely). Only the finest and the
funniest pass through our gruelling
selection process and win the
opportunity to share their thoughts
and wisdom with you, our beloved
readers. Sing on, people...

@® Address your letters to: AMIGA POWER,
30 Monmouth Street, Bath, Avon BA1 2BW

“1 WILL PUNISH YOU
WITH APPROPRIATE
MEASURES”™

Dear AP

| thank you. | have hinally gat a letler
printed in AMIGA POWER. If you are
wondering which letter that is, then | shall
tell you that it is this one, If you aren’t, |
shan'l. Say, which issue is this anyway?
Issue 367 Or perhaps 377 (38. — Ed) Oh,
what a lovely APPATTOH you have gotin
this issue, Of have you? And by the way,
thanks also for tha amusing way you writ@
that word ‘winnar' on the 1op ol my latter
and also print it in & nice red background
Ha ha. (We fook if out again affér reading
tha! bit. Ha ha. = Ed)

Mow that I'va got that out of the way |
will proceed 1o wiite some words in my
native tongue, Hera goes (Oh no you
don't, = Ed)

So now |'m back 1o English again
You surely havent understood the above?
Have you? Good. Speaking of Finland,
raad tha lollowing paragraph.

S0, you reviewed Stardust in 5508
33, didn't you? Cunning lithe beasties. You
didn't mention a word about the beautiful
princess Voi Levi, Get it? Voi Lawi! | think
she must coma from tha glonous Becel
family, and her mother must be named
Queen Flora. That's no light line of histary,
that's not. What do you mean you don't
undarstand what I'm talking about?

Why do you always entifle the lefters
with & quote from them? i you dare entitle
my letter as “If, and only if, he has two
cucumbers on his back, shall we be fed to
the hainous scavanger of the forgotten
wastelands” or any par of it, | will punish
you with appropriale Measures.

winney

“THE MAGAIINE TO
SCOTTISH POETRY”
Dear AMIGA POWER,

| am having a problem with the
magazine, the problem being that the
best reviewers (i.e. Stuart and Cam)

Why are you Bris so damn ignorant? |
mean, surely Nathan White and Steve
MeGill must be the only persans left on
Eanh to think Zool is an am? Save for aur
vary own Althi Siogren and Harn Hohler, of
course. And not forgetting the whole of the
MikroBitti team. Oh my goodness, will you
look at that? And by tha way, whan is
K240 going 1o be published? | mean, you
(yes, youl} stated that it'll appear in
September 1993. It is now February 1994
and still no sign of the damned beast. And
why did you exaggerate so much when
avary othar mag mantionad Decambar
19937 What are you, stupid or something?

Quastions, questions, quastions
{Snip! = Me), questions. Are there never
any answers? 3ea? (‘S0a?? - Ma) | hava
done it again. | parsonally Do 1Hink thE
amiGa 500 is a prettY cool maching,
aspociAlly with ané megabytE of mamaory.
You don't need a CO32 for anything, do
you? Exceplt lor an axcuse for showing off
with your really cool ‘suparscript’-type
writing skills.

Finally, I'd like to disagree with one
(just one} of your reviews. You sariously
think you ware going 1o gal away with
giving Cover Girl Strip Poker a staggering
6% in issue 137 It's vastly undaraled. |
think the game deserves 75% at least. It's
good, especially when you change the
filenamas so that the girls are naked
straight from tha beginning. Sunaly a gama
doesn't have o be considered as utter
crap only becausa it includes a few
pictures of naked girls? Anyone would
thirk the British gavernment was run by
maidan auns.

S0, until | become such a glonfied
mass writer as Stuart N Hardy, lan Ritch,

have a style which suggests hard (but
fair) opinions and kidney bowliulls of
reality, yet the magazine's art editor
seems to persist in shoving ‘bouncy’,
‘cheerful’, “hip", "bright’ and "Brad-out-
ol-Neighbours-T-shiris’ down our

Roberl Forsdyke, Dallas James Parker,
MNathan White and (finally) Lars Erik
Johnsrdd, good bye all, and may your
dreams come trua. And if they do, | can
send you my glonous ‘DPainid in the styla
of Lemmings picture. Just you wait. Just |
wait.

Yours very yoursly,
Joona Palaste, Finland

Sorry, Joana, but you complelely lost us
aftar I finally got & fefter panled”. Battar
fuck next nme, eh?

“1I"VE BEEN
WONDERING ABOUT
THIS ISSUE”
Dear AP,
This is an environmently friandly lotter, I've
been wondanng about this issue for years,
80 | think it's about time | did somathing
about it. As some of you might have
heard, we have only got 10 years 1o save
our plangl. Now thal the computer
software indusiry is s0 extonsiva, | think
some effort should be made to do
something to go towards the struggle fo
save the earih. | have never seen anything
in any magazine, game or dema thal has
made the slightast etlon 1o put the green
message across, and | think it is
disgusting. If it wasn't for this beautiful
planal that we live on, we wouldn't be able
to @njoy playing computar games, would
weT The least we could do is make an
effort to @ncourage young, upcoming
gamestars 1o love and care for our planal.

After all, i wa don't repair the earth
there won't ba any young, upcoming
gamesters, will there?

Ma and everyone &lse who caras for

throats until we can chunder no more.
| propose to dedicate the rest of the
magazine o Scottish poetry and
black-and-white colouring
(contradiction?).

Yours sincerely, Tim Page,
Alresford

We showed your latter to Sal, and she
was o upsel she wenl olf and married
Andy Dyer from out of Mega

magazine. Show a little tact in future,
eh Tim?

the earth would appreciate it it you printed
this letter
Paul Japp, Sumrey

Don't you ramember Tony Crowther's
Captain Planet game, Paul? Best
advertisement for CFC aerosols wa've
aver seen.

“1 AM THE MASTER"™

Oi you bunch of snivelling Cannon Foddar
addicts! Well | bet that got your attention
am't you fed up with all these letters that
start off by saying TO MY MOSTEST FAB
MAG (DEPENDING ON WHAT THE
COVER DISK CONTAINS THIS MONTH)
S0RT OF SHANDY DRINKING LAME
TRIPE!

Well i'm glad |'ve gol that oul of my
system and now | would like 1o reply to a
lestter from last month (NICE COVER
DISKIN) Mister S Bosanko (| HOPE YOU
GOT THAT NAME FOR A BET) from Wast
Midiands, you think that you like viclance
ha you couldn’'t even lace your shoes up
with out moral support, becuase when i
comes to Speedbal If | am the master i va
left more opponents in nead of surgery
than the Bntish Army (EVERI!). I've kicked
butt since the days of the zxB1 and have
never looked back my ulira violent games
play has destoryed the quivalent of a
housand Bismarks my lrusty monior is on
anh depression lablels because of tha
blood curdiing cnes of agony it has
witnessed, in order to make my Amiga
more agressive | recently fied the disk
drive with a full set of renforcad steel
gnashers for the deadlas! raponce 10
cowerdice from my opponels who try to
remova the disk while i'm having trip to the
MENS room so they can avoid even more
humilation. So you can count your so
lucky that | chose to wnte this responce
and not deliver it to you (RIGHT DOWN
¥OUR THROAT AND PULL YOUR GUTS
QUT TO SEE WHAT YOUR REALLY
MADE OF)

Yours deadly, Dr 5 Froyd, Midlands

Don't try this at home, kids, DNY lobolomy
is a aifficult task and should only be
aftermpled after months of intensive
fraining. This has been a public service
annauncement,



“IN LOVE WITH
SOMEONE CALLED
STEVE™

Dear AMIGA POWER,

This must be the first time | fell in love with
someona called Steve. Has Sal really got
mamed. or can | put my rope back in a
locker wntil my next heartache?

| would really like to develop nice
feelings towards more of your leam, but
seeing as faces and names change so
often, I'va lost some kind of comiort. Is it
mi gatting soft and old. or ware those first
issues of AP really funnier? (You'ne galting
soff and ofd. - Ed} At least in those days
you could evaluate a game’s appeal by
the sole name of the reviewer.

I've thought of a way of
communicating with those oo young to
know aboul Blastthis or Takethat back in
the "B0s, of too old (like me?) to spend
days al the arcade comer, How are we o
judge a game whom you quality ‘as good
(of bad) as’ such-and-such?

Well, take a bunch of games -

“MY FELLOW MAN IS
ONCE AGAIN ROSY"™
Dear AP,
The sun is shining, birds are singing,
a tiny tear glistens on a baby's cheek,
my view of my fellow man is once
again rosy. Thore is good in the world.
Not everyone is out to stab you in the
back all the time. There are people
who are here lo protect us from the
horrors that some would inflict. Yes,
Stuart’s raview of Microcosm has
restored my faith in humanity.

| went to the Vision "93 show late
last year and arrived at the stand
where Commodore were busy
plugging the new CD32. “Ah,” |
thought to mysalf, “let's see what this
new machine can do.” | eagerly
grabbed a controller and pres
‘Start’. *

“Dooh,” | said, as | marvelled at
the Microcosm intro sequence.
“Ahhh!” | said, savouring the nice
tunnel effect. “Oh,” | sald, as | realised
it was just a naff version of Space
Harrier. Not the best of first
impressions, you must admit. And yel
the hype went on, Edge magazine did
a huge preview (ten pages, in fact),
saying how wonderful the intro
sequence was, how they made it, how
Rick Wakeman's done twelve minutes
of music etc etc. They mentioned the
actual GAME about twice. Even the
usually level-headed Amiga Format
have succumbed, awarding it about
80%, but still admitting that they didn’t
think it was very good. They gave it a
high mark as an encouragement,
because it shows what the CD32 is

capable of. Very philanthropic of them.

Tha fact that most people use reviews
as a buying guide, and that there's
therefore an obligation to mark games
on what they are worth, seems to have
eluded them.

This is starting 1o sound like a
one man vendetta, isn't it? Well, don't
get me wrong = I've got nothing
against Psygnosis. They've made
some excellent games in the past. It's
just unfortunate for them that

mostly classics, butiothers also, as tha
paint is in having a latof them,

Hava them marked by each and
every reviewsr of yours and publish those
marks in a wide panal

Thal way, wa readers would know
which reviewer we ae most likely 19 agree
with, because hishaf tastes are a
reflection of ours, Similarly, we would
know how.a 74% from Steva means an
5% for Stuart, or vice versa,

Even more! We could dasign a
statistical toal by which 1he reader,
answering a few questions about some
classics he likes/dislikes, could compute
his own mark based on those of your
reviewers. Say, for axample: *| am 30%
Cam, 10% Stuart and 608 Jonathan, so |
have an 82%: chance of liking this
Qame,.... And so on,

Oh, by the way, I'm a stallstician, |
actually am unemployed. | alse happen to
like Amiga gamas. Would Steve The
Publighar get my point? Whather he does
of nol, keep going, ‘'cos we definilety like

win

Microcosm Is a very good example of
the nasty trend of packing a CD full of
flashy graphics and sound and then
forgetting to put a game in. I'm not
trying to badmouth the CD32, either,
as any new development in the Amiga
world is to be applauded. Besides, the
PC CD market Is having exactly the
same problems. Take The Seventh
Guest, for example: nice rendered
graphics, good sound, digitised
actors, spooky almosphere, and NO
GAME, so consequently it has about
as much entertainment value as
reading the phone book.

Developers should realise that
they are channelling time and money
into the wrong things. “What are
they?" | hear you cry. Well...

1) They shouldn't waste time creating
flashy ten minute intro sequences. |
don't care if it's got the best graphics
In the world and shows the Second
Coming. There isn't a person in the
land who won't be sick of it after the
third viewing. i | want to see state-of-
the-art graphics, I'll go and watch
Jurassic Park.

2) i | hear the phrase ‘Interactive
Movie' once more, | swear I'll projectile
vomit. Why does it seem that all
games developers are desperate lo get
into the film industry? Listen, if you
want to make films, make films. Just
stop trying to create a market where
there isn't one. Games of this type are
never going to be any good. The
whole |dea is inherently crap. Does
anyone remember the ‘Choose your
own Adventure’ books that were
around a few years ago? They were
based on exactly the same principle:
read a bit, make an arbitrary choice,
read a bit more, make another cholce
etc. Great fun... for about five minutes,
before you get totally bored with

you.
Marc Leotard, Brussels,

Thank you for your kind (if utterly bonkers)
words, Marc, A quick straw pall of the
office regarding your idea revealed the
following: Jonathan gave your proposal a
40% ghance of appearing; ﬁm 10%;
Cam, 68 and Steve, 81%. That gives il
a 55% chance of being published as a
futura foature. Hope that's clarified things
for you,

Dear AP,

I'm sorry, but after writing 1o you just two
days previously, | feel a desperals desire
10 pul pan lo paper ance more. 5o hens
goes,

What the hell ks going on? What on
aarth ara all these blecdy convarsions
dalng on the CD327

MWow with Libarablon coming out on

ner

having to re-read the first few pages
every time you die. Of course, it didn't
matter so much with the books - they
only cost about £3, so who cared if
they didn't last long. But if you have 1o
pay £45 for what amounts to the same
thing...

| read in a PC mag recently,
“Imagine being able to watch Star
Wars and then taking control of an X-
Wing yourself during the fight
sequences.” And | thought, “But, if I'm
watching the film, | don't want to keep
interrupting it with some game. And if
I'm playing the game, then I'm not
going to want to have to sit through
half an hour of Luke agonising about
fancying his sister before | can gel to
the next level.”

Now, I'm not saying that good
graphics aren’t important - of course
they are (I've played a flight simulator
on the ZX81, so | know what suffering
is), but they're not the be-all and end-
all, People often say that games were
better on the C64 or Spectrum and |
think they're half right. It's not that
there weren't as many crap games
around then as there are now, it was
just easier to spol them, because as
the graphice were uniformly bad, there
was nothing to hide behind. | can
remember playing lots of games that
were nothing special o look at, and
loving every minute, but | can also
remember plenty of games with state-
ol-the-art graphics that were relegated
to the back of my cupboard after a
week. Good presentation of a game is
impartant, but if the game itsell is no
good, then all the tinsel in the world
isn't going to save it.

If the developers want to create
games with amazing graphics, then
they need to concentrate on getting
the computer to genarala them in real-

The Labyrinth of Time - yes, the sodding
Labyrinth of Time!

The reason | bought a CD32 was the
enormous game-playing potential, The
dema on the Wing Commangiar’
Dangeroue Knob, er sorry, Sfreets CD
even siates - “Combine the graphics
power with the mighty 68020 processor
and the possibilities are limitless.”

time, rather than just reading off a disk
what a supercomputer has taken days
to generate — full freedom of
movement rather than ‘Choose your
own Adventura’,

Perhaps all this is caused by the
fact that the software industry is less
personalised than it used to be. Most
games now seem to be written by a
committee. In some cases a
development team Is a good thing,
using the best that each person has to
offer to produce a very polished and
enjoyable game (Bullirog and Sensible
Soccer are good examples), but this
mathod of working can, just as easily,
spawn a product that is technically
very good but that is devoid of any
enjoyment.

I think the biggest difference
batween now and the ‘old days’ is that
people seemed to produce software
because they had an interest in it,
whereas now there appear to be a lot
of people in the industry who are only
in it to make money. | don't
necessarily mean the programmers,
it's more the people higher up the
corporate ladder, who view games as
Jjust another way to get rich. They have
the attitude that as long as the game
looks good, and therelore sells, who
cares if it hasn't got any longevity.
When the public reallse that all they
are getting is glossily packaged
rubbish and decide that they aren't
going to waste their money anymone,
the businessmen will find the next big
thing to bleed dry. Record Industry
anyone?

Oh dear, this has got rather
serious, hasn't it? Sorry 1o rant on, but
| think this is somathing that we all
need to press the software companies
on. Choose with your wallets. Support
gameplay and don't be seduced by the
shallow promises of graphics. Above
all, listen to the reviews in AMIGA
POWER,

Mike Faraday, Hants.

We agree with Mike.

HIMOod YOINY
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Wall, | haven't seen amnything 160 great yel!
Have none of the saftware companias gol
any neéw eas that could only be produced
by CD32 and not by an infersor machine? |
should bloody wall hape someona comes
up wilh something s0Gn, of once again

I'm threalening to lake the lippin’ thing
back and buy a CD-i (and once again, |
won't really)

So far, the only games which ara
CD32-only appear o have litthe or no
gameplay (and | awn Labynnih of Time
and Dangerous Sireels, s0 | know, all
righi?), and the same looks o be true of
all that's in the pipeline too, in the form of
Microcosm and, er, well, that's the only
olhar omginal game | can think of at the
mamenl.

Look. Thus far, | have backed CD32
all the way (l.even bought Liberation
cariiar loday), but | already own a large
bank of softwara, and | don't want versions
of tha same game on my 500+ and CD32

It there are any softwarey people
reading, please. for the sake of CD32's
future. if nothing alse. JUST BRING OUT
SOME DECENT GAMES WHICH
STRETCHCD32 TO ITS FULL
POTEMTIAL. Please?

Yours Tom Potter, Herts.

AP sympathisas with your plight. Tha
Labyrinth of Time in't an oviginal game,
eithar — it first appeared on PG CO-ROM
Unfartunatedy this situation looks sef o
continue for some fime. When the Amiga
lirst startod making senous infoads fo
becoming '@ viable markel, mast of the
gamas avatlable were straight ports from
ite Atar ST = widely regarded 88 an
infenior maching.

The user base crept up, thaugh. and
that’s why tha Amiga is now the king of the
computer game castle. Hopeafully, hishory
will repeat itself with CO32 and well see
some decent, anginal, ground-breaking
games somafime, er, soon.

“BY THE WAY, 1|
ENJOYED JETSTRIKE™
Dear AP
Just a small request re your April
coverdisk, Benefactor and Jaistrika

Plaasa could you put it on the front ol
the mag if the game is not sulable lor the
AS00 (1 meg) as it s both a
disappointment and a wasta of money to
buy a mag/gama and not be able to play it.

This may not be a prablam for the
people who read the mag before they buy
it but | have not the time or the inclination
ta da this

By the way, | enjoyed Jetsinke so al
Is not gloom and doom. If you find this
nate a bal bonngly put togather (alter the
wizkids) baar with me please as | am wel
the wrang side of sixty and my computar
knowledge is limited to say the least. | am
pleased with your mag on the whole as it

inney

“BRAD BURTON IN
PARTICULAR"

Dear A POW.

CONGRATULATIONS - YOU'VE WON
A PRIZE

That's right, you are one of our ten
lucky Reader Survey winners, and we
have the pleasure in sending you
your games. Thanks very much for
taking the time to let us know your
thoughts, it's this kind of input which
keeps us one step ahead of the rest
as the world's best selling Amiga

has gol me oul of many a problem, so
keep up the good work and don'l forget 1o
keep cataring for the old has-peens as
wiall a5 tha modam lads,

Yours, Dogbiscult Whitehouse,
Beenham

Sorry. Dogbiscuif, but we didnt find out
that Banedactar wouldn't work on old
AS00s unll it was oo lale (wa haven't
actually got one anymore, yseel. But we'll
be more careful in future, and hay, if
wasn't all thal good anyway.

“SWALLOWED IT IN
OBVIOUS
SATISFACTION™

Dear Stuart and Cam,

Thank you very much for ihe software you
senl for my daughter - it is very much
appreciated. She says thal | should send
you a big thank you bul let's not gat siity
about this, | would, however, like lo
apologise for any infarence in my previous
lettar which sugoestad Ihal your
parsonaklios wang in any way cormpl,
flawed or maladusted. | should point oul
that this was not a personal view, bul was
based purely on the comoborated
testimony of 300 expert withesses, and
anough concrete evidence 1o build an
exira lane round the M25. To makea
amends | would ke to send you a
personalised joke which is in no way
intended to make up for you having sad
lives.

Stuarl and Cam were sitling in a
restaurant one day counting their fingers
whan a man walked in carmying some
magazines. He sal down at a table and
proceaded to wrap one magazing in a pair
ol socks, one in a T-shid, and one in a
woally
Joke, fsn't 47 = Stwartl He took a bite from
the first magazine, chewed it for a while
and spat it out in disgust. (I hink pou're
almost certainly correc!, Stu, - Cam) He
then tred the second and again look a
bite, chewed it for a while and spal it oull in
disgusi. Finally, he tried ihe magazine in
the hat. (Here we go... = Sfuart) He took a
bite, swallowead it in obwious satsfaction
and then demolished the whole thing -
hat, magazine and all. As the man rose
and walked out, Cam lumed to Stuart and
said, "1 wonder why he anjoved thal
magazine so much mora than the athers?

it (This is govng fo be an ‘alliude”

games mag (officially) (Surely some
mistake? - Ed), and Brad Burton in
particular sendz his best regardz for

your enthusiastic response to his
section.

Anyway, thanks again for your
thoughts. Keep reading and enjoy the
games.

Paul Roundell, AMIGA ACTION,
Macclesfiald

Cheers, Paul. We, at least, will
certainly keep reading.

(Poar-quality punchiing aler! — Cam)
Stuart smited and replied, “Thal's because
ir's AMIGA POWER - the only magazine
with hat he chewed!”

Keep Smiling, lan Campbell, Herts

That's the last ime we send you any free
sfulf, lan

“] HAVE JUST SPENT
THREE PARAGRAPHS"™
Dear Kids,
Why is everyone so pissed off at the
moment? Recent editions of Do Tha Write
Thing have depressed me so much that |
had to go and watch my Ivor the Engine
video for al least an hour, until | cheered
up a bit.

| realise that it must be termble for
you if your new game refuses 1o work (my
Cannon Fodder crashes 1o the point of
makirvg tha game unplayable, so think how
| feel), but writing into a magazing about it
won't hedp. If all the cther readers knew
how 15 fix brokan disks we would be
considerably fehar than wa arg (and aven
then we wouldnl be much usa o you)

Why nol write about something
enleraining for & change? Tell us
somathing interasting, someathing naw (it's
nol just a magazing - it's an aducation). |
mian, Dammit Jim, I'm a reader, not an
agony aunt.

| realise thal | have just spent thiea
paragraphs complaining about people who
camplain, but come on, I'm getting a bit
fed up of Jones the Steam, and Dai the
Station’s tone of voice seems to be getting
shghtly more sarcastc every time | watch
Yours realising-that-l-can't-think-of-a-
‘funny’'-name-lo-put-at-the-end-ol-the-
letter,
Ben Atkinson, Cambridge.

What's wrong with ‘Ben Alkinson'?

“HOUSEWIFE WHO
MANAGED TO GET
ON"™

Dear Commander Cameron,

How anyone can get bored with Cannan
Fodder? | don't know. | have completed all
24 missions and enjoyed every minute of
the game. | can't wall for Cannon Fodder
2 | am not ane of your computar Wiz Kids,
| am a 45 year ald housewile who
managed to get on the computer for a

couple of hours in the evenings. It took me
a month to complete. So, all you kids oul
fhere - if | can da it, comea on. | stll go on
it if | can, daing my favounte missons,
Yours sincerely, Ann Williams, S Yorks

“A CERTAIN
IRRITATING PART"
Dear AP,
I hope | am not breaking any secret rules
mare, Bul |would ke o axpross my vilws
an & cartan |If|!H'||!'|I'|. |'I;IIT ol Waur
magazing

Namely 'The Other Hand® Box. Why
must you have it? Il either wastes space
by saying exaclly what the raview says or
complains massively about the mark
given, leading 1o huge canfusion on
whether you should believe the review or
nol. Don't you think I'm right?
Yours irritatedly, Craig Hesmondhalgh,
Blackpool.

Oh no. We've had letter after letter, over
guite litarally years, teling us that we
should have evary game reviewed by
more than one parson 1o give & more
complata and balanced picture, So we Iry
i for a couple of manths and all we gal is
complaints. You'll be pleased 1o hear
Craig, thai the experimental period far this
particwiaridea has now expired, and the
On The Other Hand boxes will once again
dhsappear untll they'ra actively required in
the event of severe disagreemenis
Anyone who'd ike to wnte in complaining
that they actually \ked them and wanl (o
sge tham reinstated, kindly gef losl.

AND
ANOTHER
THING...

I will be much oblige if you kindly
arrange to make me subsclbe to your
magazine.

Behzad Nakhoda, Iran

Er... okay. Subscribe, or we'll come
round to your house while you're out
and sprinkle Icing sugar in your bed.

This is the first time I've aver had to
book a game before.
P van Campenhout, Australia

Why do you call yourselves "AP" if
you're 50 against people calling
themselves ‘5B Smith’ and the like?
This is unjust!

Simon Collier, Tyne & Wear

Owver the Easter holidays, | have been
axercising my passion...

Richard Cherrett, Stockton On
Tees

We don't wish to know aboul thal,
Richard,

| considered jumping off Blackpool
Tower, but decided to write to you
instead.

Andrew Edwards, Cumbria

We think that says it all, Andrew. See
you next month, everyona,
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' WISH YOU WERE HERE

Over the last few months we've dazzled you with many exciting
and interesting vacations for the price of a new suitcase. We've
given you the chance to paddle in the fatal seas of the Rainbow
Islands, to put together a Syndicate with your mates, and even to
explore the secrets of pirate's treasure in the Caribbean on
Monkey Island. But some of you might want something a bit more
normal, a bit less exotic, a bit more, well, day-to-day. If an urban-
based experience is what you're after, then enjoy a completly
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buildmungous holiday in...

Take a stroll around your town, Admire the
harbaceous borders and sweeping, wall-
manicured lawns. Gaze at tha concreta-
and-rubbla-strewn urban wastelands,
testamants to the decline of heavy industy
in Britain, Take a bus fo the edge of lown
and wandear through ihe open fields that
for cattie and wheat for flour,
woods consisting of anciant

Each of thosa siles
could be tus vary own Sim
Ciry. All it gof JCBs, a
hundred or blokes in plastic

construction ots and-a compilate
disregard for damage ypu're
about 1o wn ith just & few hund

U offy any os all of th
iconic English views can be savaget
tumed inlo a !

Thera's a funmy thing about cities (hal
you've probably noticad - the f

hates you. It knows if you've gane o
London on a day trip, and starts off cold so
you take your thickest jacket. Then it

dakberately nudges up tha
temperature so high that
you'ra forcad 10 sweal in
your trainers, carry your
jacket around and queue
for hours 1o buy a can of Pepsi from some
shark kiosk vendor who charges you a
fiver. It rains on you in the moming, then
a5 5000 a5 you g6t to work, it's bright and
sunny, and if you wear that new white
ltiri.it’nﬁndymdyoup‘mmdm
dust and diesal fumes. These are the
immutable forces of nature, and so these
arg thi way things are within the
boundaries of Sim Cily. I you don't like it,
blame Michaal Fish and his evil hordes

LOCAL AMENITIES:

Well hey, this is.what it's all about —
whatever you want, you simply build. It @
you want housas and offices, then bung
them on the map. If you want to give your
city that Simpsons Teeling, just construct a
dodgy gas-cooked nucloar reactor n the
centre of a housing estate, Formora of an
Edward Scissorhands look, go for acres of
wentical suburban streets. And to attain
that elusive Bill and Ted, Beavis and
Butthead, Wayne and Garth ambience,
simply build a huge shopping mall. Sports
facilittes? No problam — just consiruct a
stadium or two. Airports? Shipping ports?
Pick a spot and stap them down. It really is
that aasy - providing you've got the cash
of course.

FLORA AND
FAUNA:

Animals are rare (apan from
s0a monsters of course), but there ana
quite & few swamps lying around, Now
thera’re two possible reasons for this:

Sim City is built on altuvial deposits

covering a syncling (or downward fold)
of impenvious rock sirata or clay. This
means thal precipitated water cant drain
very far into the ground, raising the water
table to a point where the thin coveringof
alluvial deposits are saturated, and ground
water collects due to inadequate dralnage.
Either this or...

They've been put there to. make the

game hardar.

BEACHES: = o
Complete with added mercury, effluant
and mathyl iso-cyanates, beaches neara.
major industrial conurbation are thers to
admire. Preferably from a long way away.

ENTERTAINMENT:

If you're bamy enough to want to go to a
city for your vacation, then you'll probably

get a kick out of the following:

Water pollution, rats, muggings,
tomadoes, dodgy takeaway food,
earthquakes, cockroaches, nuclear
melidowns, random driveby shootings,
pavements clogged by refuse bags, roads
clogged by angry and unsympathetic
motorists, air clogged by carbon particles
and ground level ozone, floods, fires, air
crashes and glant monsters rising from the
ocean o ravage the' city,

Well lucky you, because Sim Cify's
got pretty much all of the abave. Of
course, since you view everything from
several hundred feat up in the air, you only
gel to see the major events, which is cool,
Aftar all . who wanis to see plasiic bags
Hull of rofting trash close up? Mot us, that's
for sure.

ACCOMODATION:
Modem cities, we love Every type of
accomadation’s available, from a £400-a-
night hotel rocm 1o a sheeping bag covered
with newspapers in a doorway of a shop.
Take your pick.

[ ]
TRANSPORT:

Cars, trains, ships, aeroplanes - Sim
Ciy's got the works. Of course, if you dont
design everything properly then you're
Qoing 1o end up with & massive gridiock
jam, but that's hall the fun. Are we right, or
are we right?

COST:

Considering agarage in the centre of
London costs anything from £20,000, Hit
Squad have managed to get the cost of an
entireinew,city down lean amazing
£14.99, s0 maybe the financial pundits are
complataly right about the property slump.

® Like all those flashy holiday

programmes on TV that offer you
holidays you can't afford, Wish You
Were Here has reached the end of its
current run. No doubt it'll be back in the
autumn, but meanwhile we're busily
concocting a fiendish plan to fill this
page for the months to come, Tune In
next time to discover what our twisted
minds have evolved.,



“Trouser-wettingly
fantastic... This is the
closest an Amiga
owner is going to
get to owning a
high-spec arcade
achine” -The One

FOR ALL AMIGAS (1 meg of memory required) £25.99 b | TERRAMARQUE
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